1 rea all all cat=all nor nos
Category  1 Welcome to Gamebits! (Closed)
 ************
Topic 1   CLOSED Wed May 09, 2001
KGAGNE                       at 13:40 PST
Sub: Welcome to Gamebits!

Welcome to Gamebits!

 1 message
 ************
 ------------
Category 1,  Topic 1
Message 1          Wed May 09, 2001
KGAGNE                       at 13:41 PDT

      >>> WELCOME TO THE GAMEBITS COMMUNITY ON SYNDICOMM.COM! <<<
      """""""""""""""""""""""""""""""""""""""""""""""""""""""""""

     Thanks for stopping in!  My name is Ken Gagne and I'm the
Chief Sysop here at the Gamebits Community on Syndicomm.com.
The video game industry generates billions of dollars a year,
yet often attracts an audience unique from computer gamers.
If you love the systems and games of Nintendo, Sega, Sony, Atari,
and all others, then this is the place you want to be (and where
we want you to be :).  Thanks for stopping in; we hope you'll
stay for awhile!

Ken
kgagne@syndicomm.com

 ------------
 ************
Topic 5   CLOSED Wed May 09, 2001
KGAGNE                       at 13:58 PST
Sub: ...reserved...

Reserved for future expansion.

 1 message
 ************
 ************
Topic 6   CLOSED Wed May 09, 2001
KGAGNE                       at 13:59 PST
Sub: Why our bulletin board is like a pub

About the bulletin board

 1 message
 ************
 ------------
Category 1,  Topic 6
Message 1          Wed May 09, 2001
KGAGNE                       at 13:59 PDT

             >>> WHY OUR BULLETIN BOARD IS LIKE A PUB <<<
             """"""""""""""""""""""""""""""""""""""""""""

WHAT YOU COME HERE FOR is interesting conversations with interesting
"""""""""""""""""""""" people.  Or perhaps you come to take copies of
the files in our library.  Either way, we're glad you're here.
We're so glad, we'd like you to let us know what to call you by
using the NAMe command to give yourself a nickname.  Just type in:

NAM NickName

in the bulletin board and we'll know what to call you.

     To get you to come back, we realize that we have to make you feel
your online fees were well spent.  Syndicomm.com's success depends on
how many times you come back, not on how long you stay each time you
come.  Our goal is to provide you with exactly what you want!

 ------------
 ************
Topic 7   CLOSED Wed May 09, 2001
KGAGNE                       at 14:00 PST
Sub: What are Categories and Topics

About categories and topics

 1 message
 ************
 ------------
Category 1,  Topic 7
Message 1          Thu May 10, 2001
KGAGNE                       at 11:52 PDT

BULLETIN BOARD MESSAGES ARE ORGANIZED   Don't waste your time by
"""""""""""""""""""""""""""""""""""""   reading lots of bulletin board
messages you aren't interested in.  Syndicomm.com's system makes
avoiding the uninteresting stuff easy by dividing all messages into
specific topics, or "conversations".  The conversations take place in
special categories.

     Here, for example, is a partial listing of the categories in the
Gamebits bulletin board:

        Category number
       /
      /      Title                     Types of conversations
     /
    1 Welcome to Gamebits!          (How-to, general information)
    2 Community Square              (Announcements, help, chatter)
    3 Free Trade Zone               (Games and systems for sale)
    4 Books & Magazines             (Video game-related publications)
    5 Games on TV & in the Movies   (Game-related media spin-offs)
    7 Game Industry Shows           (News from E3, TGS, etc.)
    8 Industry News                 (Economic news of the industry)


     You'll notice some category numbers are absent, such as Category 6
in the above listing.  We intentionally leave spaces when create
categories so that future expansions can occur in a logical order,
and without shuffling around existing categories.

     When you enter one of our bulletin boards you will find the
following commands very helpful:

   * CAT     shows you a list of our categories
   * SET n   puts you in category "n"
   * TOP     displays the "conversations" or topic in the category you
             are in
   * INDex   shows a complete index of all categories and topics in
             the bulletin board
   * PROmpt  sets your bulletin board prompt.

     When you first enter one of our bulletin boards, you always start
in category 1 with a "full" prompt.  By full, I mean it looks like
this:

 (command)* = command not implemented yet
 1 CATegories        10 INDex of topics
 2 (NEW messages)*   11 (SEArch topics)*
 3 SET category      12 DELete messages
 4 DEScribe category 13 IGNore topic
 5 TOPic list        14 PROmpt setting
 6 BROwse new msgs   15 (SCRoll setting)*
 7 REAd messages     16 NAMe used in BB
 8 REPly to a topic  17 EXIt exits the BB
 9 STArt a topic     18 HELp with commands
Enter #, <Command> or <HEL>p

     You can set a shorter prompt, known as the "brief" prompt, that
looks like this:

Command: CATegories, TOPics, REAd, REPly
         BROwse, SETcat, EXIt, or HELp
1 ?

by using the PROmpt command.  Try issuing the "PRO BRIEF" command.  If
you'd prefer no prompt at all, you can issue the "PRO NONE" command
and just get a prompt of the category number, a space, and a question
mark.

1 ?

     If you decide you'd like the "full" prompt back, just type in
"PRO FULL" and you'll have it.  The PROmpt command is permanent--it'll
be in effect until the next time you change it.  The next time you
come in to Syndicomm.com, you'll have the same prompt.

     If you decide you'd prefer a "custom" prompt with text you
specify yourself, you can use the PROmpt SET command.  Simply enter:

PROmpt SET "New prompt:"

Which will give you a prompt of

New prompt:

     If you would like to include control characters within the
prompt, use the carat (^) to do so.  For instance, to insert a
Control-A at the end of "Prompt:", use the command:

PROmpt SET "Prompt:^A"

     If you'd like a description of another category, you an use the
DEScribe command, as in:

DES X

where X is the number of the category you'd like a description of.

     Once you're in a category, you'll see that it's further divided
into topics.  For instance, let's take a partial look at Category 3,
the Free Trade Zone.

Category 3: Free Trade Zone

Topic Name
    1 Guidelines For Posting
    2 General Discussion on Buying & Selling
    3 Vendor Database
    4 ...reserved...
    5 ...reserved...
    6 === Hardware For Sale ===
    7 Nintendo
    8 Sega

     So, if I wanted to sell a Sega Dreamcast or peripheral (such as
a controller or memory card), I'd probably want to list it in
Category 3: Free Trade Zone, Topic 8: Sega.  If I was interested in
buying a Sega Dreamcast or peripheral, I could read this topic to
see if anyone else was selling one.  Or, I could scroll further down
in the same category and post a message in Topic 26: Hardware Items
Wanted.

 ------------
 ************
Topic 8   CLOSED Wed May 09, 2001
KGAGNE                       at 14:02 PST
Sub: How to READ messages and REPly

Reading and Replying to messages

 2 messages
 ************
 ------------
Category 1,  Topic 8
Message 1          Wed May 09, 2001
KGAGNE                       at 14:08 PDT

HOW TO READ THE BULLETIN BOARD   There are two basic strategies that
""""""""""""""""""""""""""""""   people use in our bulletin boards.
"Conversationalists" read all the existing messages in the topics they
are interested in, leave a message or two of their own, and come back
every few days to read and respond to the new messages in those
topics.  If you are a conversationalist, the bulletin board help files
explain in complete detail how to automatically read just the NEW
messages in the topics you select.

     Other people come to us with a specific question. They usually
don't want to waste a lot of time reading what they don't need to
know. If this sounds like you, you want to post a new message--to do
so, you use the REPly command.  You aren't replying to a specific
message, but rather, a category and topic.  The terms may confuse
those who are used to threaded systems, but it will eventually become
second nature.

     1.) Go into the bulletin board and enter a CAT command to see
         the list of categories.  Write down the category number
         that's most appropriate for your question.
     2.) Enter SET n, where "n" is the number of that category.
     3.) Enter TOP to see a list of the ongoing topics or
         conversations.  Choose the one most appropriate for your
         question.
     4.) Enter READ n, where "n" is the topic number. All the
         existing messages in that topic will be displayed so you can
         see if your question has already been asked and answered.
     5.) When you've read the last message in the topic, you'll be
         asked if you'd like to add a "REPly?". If you haven't found
         everything you need to know, answer "Y"es and type in your
         question.
     6.) Come back after a day or two and enter:

     SET n
          (use the number of the category you left your question in)
     READ o NEW
          (use the number of the topic you left your question in)

     After all the responses have been displayed, you will, once
again, get a chance to add your own message to the topic.  This way
you can "create a conversation" to clarify your questions or the
answers you get.

     Every so often, as text is scrolling down your screen, you will
be presented with a prompt like this:

Scroll?

     This is to limit the amount of text that appears on your screen
at any one time.  If you have a large scrollback or capture buffer and
would like the messages to scroll continuously, add the command
NOSCROLL to your READ command, as in READ 1 NEW NOSCROLL.  If,
however, you would like to stop reading messages immediately when at
the Scroll? prompt, simply hit q and return (think "quit").

     If you'd like to simply have every new message in the bulletin
board be transmitted to you with no breaks, use BRO NOR NOS.

     There are a couple of other things you can do with the bulletin
board.  If you'd just like to read the last message in a topic, you
can use the LAST command in combination with read, as in:

READ 5 LAST

which will read the last message in topic 5.  If you'd like to read
the last 10 messages in topic 5, you can use:

READ 5 LAST 10

     One other thing you can do with the bulletin board is count the
number of messages in a topic, range of topics, categories, or the
entire board.  You do this with the COUNT command.  It uses the same
options as the READ command.

 ------------
 ************
Topic 9   CLOSED Wed May 09, 2001
KGAGNE                       at 14:20 PST
Sub: How to STArt a topic

Starting a new topic

 2 messages
 ************
 ------------
Category 1,  Topic 9
Message 2          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:20 PDT

STARTing A NEW TOPIC   If, for some reason, you have a question, subject,
""""""""""""""""""""   or game you'd like to discuss that doesn't have
an appropriate existing topic, you may want to start a new topic.
If you're sure you want to do this, the command is, simply START, or
STA for short.

     To STArt a new topic, you must be in the category you wish the
topic to go in.  Once you're in that category, simply STA.  The system
will respond:

Enter a name for this topic:

     Pick a name and hit return.  You will be dropped into the editor
(which we will cover shortly) and asked to enter a description of a
few lines.  Go ahead and do that.  After you've completed that, you
can post the first message in your new topic--in fact, the system will
prompt you to ask if you'd like to post the first message.  If you do
(and I assume you do) go ahead and do so.

     Starting new categories is reserved for sysops.  Please contact
gamebits@syndicomm.com if you feel a new category is called for.

 ------------
 ************
Topic 10  CLOSED Wed May 09, 2001
KGAGNE                       at 14:24 PST
Sub: Our message editor

About pico, our message editor

 2 messages
 ************
 ------------
Category 1,  Topic 10
Message 2          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:18 PDT

PEEK OH!?  PIKE OH?!   The default editor that Syndicomm.com uses for
""""""""""""""""""""   the posting of messages is a modified version
of the Unix editor pico.  Those of you who use the pine email program
on a Unix shell account will likely be very familiar with this
program.  Once you're finished with your message, use Control-X to
post it.

     If you'd like to cancel your message posting, just press Control-Z.
You'll be asked for confirmation before what you've written so far
is erased.  You can also delete messages after you post them - more
on that in the next topic.

     Pico has online help (use Control-G) so we won't go into any detail
here, other than if you're confused, use the help!  If you want to learn
more (although not all of it will apply to the version on Syndicomm.com
for use in posting) there's a pico reference at http://tinyurl.com/2mrx4

 ------------
 ************
Topic 11  CLOSED Wed May 09, 2001
KGAGNE                       at 14:25 PST
Sub: DELeting messages

How to delete a message

 1 message
 ************
 ------------
Category 1,  Topic 11
Message 1          Wed May 09, 2001
KGAGNE                       at 14:25 PDT

DELETING (AND RESTORING!) MESSAGES   If you've decided that you want
""""""""""""""""""""""""""""""""""   to delete a message you've
already posted, there is a DELete command.  To delete a message, you
must set the category it is in.  Once that is done, you need to know
the topic the message is in and the message number.  The command is
simple:

DEL X Y

     where X is the topic number and Y is the message number.

     If you find that you've deleted a message inadvertently, you can
restore it, using the REStore command, with the same context:

RES X Y

 ------------
 ************
Topic 12  CLOSED Wed May 09, 2001
KGAGNE                       at 14:25 PST
Sub: New Topic Announcements

Follow this topic for announcements of new topics in other areas of the
bulletin board.

 96 messages
 ************
 ------------
Category 1,  Topic 12
Message 1          Wed May 09, 2001
KGAGNE                       at 14:25 PDT

New topics created anywhere throughout the bulletin board, by users or staff,
will be announced here. Be sure to follow this topic to keep up to date.

 ------------
Category 1,  Topic 12
Message 2          Sun May 20, 2001
KGAGNE [Ken]                 at 18:58 PDT

The following new topics have been opened in Category 14: Nintendo GameCube.

Topic 5: Luigi's Mansion
Luigi's a Ghostbuster in this latest game in the Mario series.

Topic 6: Super Smash Bros. Melee
Nintendo's popular icons in an all-out fighting game.

Topic 7: Starfox Adventures: Dinosaur Planet
Fox McCloud explores a planet of dinosaurs in this 3D adventure game.

Topic 8: Pikmin
Shigeru Miyamoto's Lemmings-like game; not to be confused with Pokemon.

Topic 9: Eternal Darkness
A Resident Evil-like game developed by Silicon Knights.

 ------------
Category 1,  Topic 12
Message 3          Wed May 30, 2001
KGAGNE [Ken]                 at 14:13 PDT

Category 5: Games on TV & in the Movies

Topic 6: Saturday Morning Cartoons
Remember getting up at the crack of down for a bowl of Chocolate-Frosted Sugar
Bombs and Saturday morning cartoons?  Many of them were based on video games.

 ------------
Category 1,  Topic 12
Message 4          Thu May 31, 2001
KGAGNE [Ken]                 at 21:07 PDT

Category 42: Street Fighter/Darkstalkers/Marvel vs.

Topic 5: Street Fighter: The Movie
Used motion-capture from the movie starring Jean-Claude Van Damme.  Coin-op
and PlayStation release.

 ------------
Category 1,  Topic 12
Message 5          Sat Jun 02, 2001
KGAGNE [Ken]                 at 15:40 PDT

Category 39: Other Handhelds & Portables

Topic 29: Sega Game Gear
Sega's 8-bit, color handheld.

 ------------
Category 1,  Topic 12
Message 6          Thu Jun 07, 2001
KGAGNE [Ken]                 at 12:16 PDT

Category 7: Game Industry Shows

Topic 6: Game Developers Conference
Held every spring in San Francisco for game developers.

 ------------
Category 1,  Topic 12
Message 7          Wed Jun 20, 2001
KGAGNE [Ken]                 at 07:40 PDT

Category 13 Nintendo 64

Topic 25: LEGO Racer
The LEGO Racer racing game.

 ------------
Category 1,  Topic 12
Message 8          Fri Jun 22, 2001
KGAGNE [Ken]                 at 20:25 PDT

Category 37: Game Boy

Topic 23: Polaris Snocross
The official Polaris snowmobile racing game, developed by Vicarious Visions
and published by Vatical Entertainment.

 ------------
Category 1,  Topic 12
Message 9          Thu Jul 12, 2001
KGAGNE [Ken]                 at 22:16 PDT

Category 40: Final Fantasy

Topic 15: Final Fantasy Anthology
PlayStation game consisting of Final Fantasy V (first American release) and
Final Fantasy VI (formerly Final Fantasy III for Super NES).

Topic 16: Final Fantasy Chronicles
PlayStation game consisting of Final Fantasy IV (formerly Final Fantasy II for
Super NES) and Chrono Trigger (also for Super NES).

 ------------
Category 1,  Topic 12
Message 10         Fri Jul 20, 2001
KGAGNE [Ken]                 at 23:09 PDT

Category 37 Game Boy

Topic 24: Dragon Warrior
Enix's Game Boy Color remixes of the classic Nintendo RPGs, as well as the
Dragon Warrior Monsters games.

 ------------
Category 1,  Topic 12
Message 11         Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:18 PDT

Category 38: Game Boy Advance

Topic 6: Castlevania
See Category 44: Castlevania for discussion of Konami's whip-wielding,
vampire-hunting action games.

Topic 7: Mario Kart Super Circuit
The Mario Kart racing series comes to Game Boy Advance.

 ------------
Category 1,  Topic 12
Message 12         Tue Aug 14, 2001
KGAGNE [Ken]                 at 19:37 PDT

Category 22: Sega Dreamcast

Topic 20: Virtua Tennis

has been moved to

Topic 16: Sega Sports: Virtua Tennis

 ------------
Category 1,  Topic 12
Message 13         Fri Aug 17, 2001
KGAGNE [Ken]                 at 09:01 PDT

Category 11: Nintendo

Topic 34: Kid Icarus
The angel Pit must ascend to Heaven and defeat the evil Medusa!

Topic 35: Metroid
The original visit to Planet Zebes, with its Metroids and Mother Brain.

 ------------
Category 1,  Topic 12  [MOVED]
Message 14         Tue Jul 03, 2001
KGAGNE [Ken]                 at 05:01 PDT

Category 2: Community Square

Topic 9: A Day at the Store
Interesting people and events at the local game store.

 ------------
Category 1,  Topic 12
Message 15         Tue Aug 28, 2001
KGAGNE [Ken]                 at 09:18 PDT

Category 22: Sega Dreamcast

Topic 15: Sega Sports: NCAA 2K
Sega's college football game.

 ------------
Category 1,  Topic 12
Message 16         Thu Aug 30, 2001
KGAGNE [Ken]                 at 16:57 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 17: Arcade Fever
Arcade Fever: The Fan's Guide to The Golden Age of Video Games.  By John
Sellers, 1983's Donkey Kong champion.  Paperback - 160 pages (August 2001) by
Running Press.  ISBN 0762409371.

 ------------
Category 1,  Topic 12
Message 17         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:26 PDT

Category 27: Sony PlayStation 2

Topic 5: Silent Hill 2
Visit the eerie resort town of Silent Hill in this survival-horror game -
emphasis on the horror.

Topic 6: Soul Reaver 2
Legacy of Kain: Soul Reaver 2, featuring the fallen vampire Raziel.  Published
by Eidos.  The original Soul Reaver was a sequel to Blood Omen: Legacy of
Kain.

Topic 7: Metal Gear Solid 2
Hideo Kojima's masterwork, Metal Gear Solid 2: Sons of Liberty, published by
Konami.

 ------------
Category 1,  Topic 12
Message 18         Sun Sep 30, 2001
KGAGNE [Ken]                 at 16:45 PDT

Category 27: Sony PlayStation

Topic 24: Dragon Warrior
Enix's Dragon Warrior IV & VII RPGs, as well as Torneko: The Last Hope.

 ------------
Category 1,  Topic 12
Message 19         Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:15 PDT

Category 44: Castlevania

Topic 14: Castlevania Chronicles
A PSOne update and release of an older Castlevania game, previously never seen
in the U.S.A.

 ------------
Category 1,  Topic 12
Message 20         Tue Oct 23, 2001
KGAGNE [Ken]                 at 07:35 PDT

Category 26: Sony PlayStation

Topic 25: Spider-Man
Spider-Man and Spider-Man 2: Enter Electro, both for PSOne and published by
Activision.

 ------------
Category 1,  Topic 12
Message 21         Thu Nov 01, 2001
KGAGNE [Ken]                 at 21:01 PDT

Category 14: Nintendo GameCube

Topic 10: Star Wars: Rogue Squadron II
Rogue Squadron II: Rogue Leader is Factor 5's first GameCube game, published
by LucasArts.

 ------------
Category 1,  Topic 12
Message 24         Sat Dec 08, 2001
KGAGNE [Ken]                 at 19:58 PDT

Category 42: Street Fighter

Topic 7: Street Fighter EX
Street Fighter EX, EX + alpha, EX 2, EX 2 + alpha.

 ------------
Category 1,  Topic 12
Message 25         Thu Dec 20, 2001
KGAGNE [Ken]                 at 09:57 PDT

Category 8: Industry News

Topic 19: Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC.

 ------------
Category 1,  Topic 12
Message 26         Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:12 PDT

Category 2: Community Square

Topic 8: Console Comparisons

has been renamed to

Topic 8: Cross-Console Conversations

 ------------
Category 1,  Topic 12
Message 27         Tue Dec 25, 2001
KGAGNE [Ken]                 at 19:21 PDT

Category 38: Game Boy Advance

Topic 8: Advance Wars
Tactical combat on the Game Boy Advance.  By Nintendo.

 ------------
Category 1,  Topic 12
Message 28         Mon Jan 07, 2002
KGAGNE [Ken]                 at 17:29 PDT

Category 8: Industry News

Topic 20: Encore, Inc.
The company formerly known as Digital Leisure, and best known for its
re-releases of Don Bluth's laser disc games.

 ------------
Category 1,  Topic 12
Message 29         Sat Jan 19, 2002
KGAGNE [Ken]                 at 08:49 PDT

Category 27: Sony PlayStation 2

Topic 8: Rez
Sega's pulsing railroad shooter.

 ------------
Category 1,  Topic 12
Message 30         Tue Jan 22, 2002
KGAGNE [Ken]                 at 11:49 PDT

Category 8: Gaming Industry News

Topic 21: LucasArts
The gaming company responsible for the Star Wars, Indiana Jones and other
George Lucas franchises.

 ------------
Category 1,  Topic 12
Message 31         Fri Feb 08, 2002
KGAGNE [Ken]                 at 14:46 PDT

Category 43: Megaman

Topic 16: Megaman X6
For Sony PlayStation.

 ------------
Category 1,  Topic 12
Message 32         Sun Feb 10, 2002
KGAGNE [Ken]                 at 14:52 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 18: Twin Galaxies
Twin Galaxies' Official Video Game & Pinball.  Walter Day, editor.
Published January 1998; ISBN 1887472258.

Topic 19: Arcade One
Arcade One: Illustrated Historical Guide to Arcade Machines, by Richard M.
Bueschel.  Published February 1993; ISBN 0866670513.

Topic 20: Supercade
Supercade, by Van Burnham, Ralph H. Baer.  Published September 2001;
ISBN 0262024926.

 ------------
Category 1,  Topic 12
Message 33         Tue Feb 19, 2002
KGAGNE [Ken]                 at 21:32 PDT

Category 38: Game Boy Advance

Topic 9: Golden Sun
Discussion of Golden Sun, a Game Boy Advance role-playing game (RPG) developed
by Camelot Software and published by Nintendo.

 ------------
Category 1,  Topic 12
Message 35         Wed Feb 20, 2002
KGAGNE [Ken]                 at 20:13 PDT

Category 44: Castlevania

Topic 21: Castlevania: White Night Concerto
Castlevania: White Night Concerto, the second Castlevania game for Game Boy
Advance.

 ------------
Category 1,  Topic 12
Message 36         Wed Feb 27, 2002
KGAGNE [Ken]                 at 14:36 PDT

Category 5: Games on TV & in the Movies

Topic 23: House of the Dead
Based on Sega's shooters.

 ------------
Category 1,  Topic 12
Message 37         Thu Feb 28, 2002
KGAGNE [Ken]                 at 20:15 PDT

Category 2: Community Square

Topic 10: Meet the Press
Anecdotes from the electronic entertainment media.

 ------------
Category 1,  Topic 12
Message 38         Fri Apr 12, 2002
KGAGNE [Ken]                 at 22:34 PDT

Category 42: Street Fighter/Darkstalkers/Marvel vs.

Topics 20-24 have been moved to Topics 23-27.  Please update your indices.
These additional topics have been created.

Topic 20: Capcom vs. SNK
Capcom's fighters against the King of Fighters.

Topic 21: Capcom vs. SNK 2
A second round of Capcom versus the best the Neo*Geo has to offer.

 ------------
Category 1,  Topic 12
Message 39         Fri Apr 19, 2002
KGAGNE [Ken]                 at 19:06 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 21: Opening the Xbox
Opening the Xbox: Inside Microsoft's Plan to Unleash an Entertainment
Revolution.  By Dean Takahashi.  ISBN 0761537082.

 ------------
Category 1,  Topic 12
Message 40         Mon Apr 22, 2002
KGAGNE [Ken]                 at 08:35 PDT

Category 14: Nintendo GameCube

Topic 11: Metroid Prime
A first-person adventure game in one of Nintendo's most popular franchises:
the journeys of bounty hunter Samus Aran, and her conflicts with the
energy-draining Metroid organism.

 ------------
Category 1,  Topic 12
Message 41         Tue Apr 30, 2002
KGAGNE [Ken]                 at 09:13 PDT

Category 41 Resident Evil/Dino Crisis

Topic 3: Resident Evil (GCN)
Resident Evil for the Nintendo GameCube.

 ------------
Category 1,  Topic 12
Message 42         Thu Jun 06, 2002
KGAGNE [Ken]                 at 09:55 PDT

Category 41: Resident Evil/Dino Crisis

Topic 6: Resident Evil Zero
The prequel to the original Resident Evil - exclusively for Nintendo GameCube.

Topic 8: Resident Evil Gaiden
Resident Evil hits the Game Boy Color.

 ------------
Category 1,  Topic 12
Message 43         Tue Jun 25, 2002
KGAGNE [Ken]                 at 07:12 PDT

Category 14: Nintendo GameCube

Topic 12: The Legend of Zelda
The adventures of Link continue in this cell-shaded game with a release date
of February 2003.

 ------------
Category 1,  Topic 12
Message 44         Fri Jul 05, 2002
KGAGNE [Ken]                 at 20:46 PDT

Category 30: Microsoft Xbox

Topic 5: Halo
Microsoft published this Bungie-developed shooter as the Xbox flagship title.

Topic 6: Elder Scrolls III: Morrowind
Bethesda Softworks' massive RPG comes home from the PC to the Xbox.

 ------------
Category 1,  Topic 12
Message 45         Thu Jul 11, 2002
KGAGNE [Ken]                 at 14:19 PDT

Category 30: Microsoft Xbox

Topic 7: Metal Gear Solid 2 Substance
A remix on Konami's PlayStation 2 hit, Metal Gear Solid 2.

 ------------
Category 1,  Topic 12
Message 46         Sat Jul 13, 2002
KGAGNE [Ken]                 at 21:16 PDT

Category 14: Nintendo GameCube

Topic 13: Mario Sunshine
Mario's first GameCube adventure.  Discuss Mario's journey to the tropics here.

 ------------
Category 1,  Topic 12
Message 47         Fri Aug 02, 2002
KGAGNE [Ken]                 at 07:01 PDT

Category 35: Arcade Games

Topic 5: Owning Coin-Ops
What stand-up arcade machines do you have, or would you like to have?

 ------------
Category 1,  Topic 12
Message 48         Tue Aug 06, 2002
KGAGNE [Ken]                 at 12:24 PDT

Category  5 Games on TV & in the Movies

Topic 24: Crazy Taxi
Based on Sega's taxi simulation video game.

 ------------
Category 1,  Topic 12
Message 49         Tue Aug 20, 2002
KGAGNE [Ken]                 at 12:22 PDT

Category 41: Resident Evil/Dino Crisis

Topic 15: Dino Crisis 3
Dino Crisis 3, released in 2003 for the Microsoft Xbox.

 ------------
Category 1,  Topic 12
Message 50         Thu Nov 07, 2002
KGAGNE [Ken]                 at 13:03 PDT

Category 8: Industry News

Topic 23: Kemco
Kemco, publishers of Bugs Bunny and Batman games.

 ------------
Category 1,  Topic 12
Message 51         Sat Jan 18, 2003
KGAGNE [Ken]                 at 06:30 PDT

Category 44: Castlevania

Topic 22: Castlevania: Aria of Sorrow
A 21st-century Castlevania adventure, for Game Boy Advance.

 ------------
Category 1,  Topic 12
Message 53         Mon Jan 27, 2003
KGAGNE [Ken]                 at 15:46 PDT

Category 40: Final Fantasy

Topic 17: Final Fantasy Origins
PlayStation game consisting of Final Fantasy I (originally for 8-bit NES) and
Final Fantasy II (first American release; originally for 8-bit Famicom).

 ------------
Category 1,  Topic 12
Message 54         Fri Jan 31, 2003
KGAGNE [Ken]                 at 18:42 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 22: 1000 Game Heroes
1000 Game Heroes, by David Choquet.  ISBN 3822816337.

 ------------
Category 1,  Topic 12
Message 55         Wed Feb 05, 2003
KGAGNE [Ken]                 at 15:43 PDT

Category 40: Final Fantasy

Topic 12: Final Fantasy X-2
A PlayStation 2 game, and the first true sequel to a Final Fantasy game,
starring the characters from Final Fantasy X.

Topic 14: Final Fantasy Crystal Chronicles
For Nintendo GameCube.

Topic 19: Final Fantasy Tactics Advance
A new Tactics adventure, for Nintendo's Game Boy Advance.

 ------------
Category 1,  Topic 12
Message 56         Fri May 09, 2003
KGAGNE [Ken]                 at 15:00 PDT

Category 5: Games on TV & in the Movies

Topic 25: Spy Hunter
Based on the Midway action-driving game.

 ------------
Category 1,  Topic 12
Message 57         Mon May 19, 2003
KGAGNE [Ken]                 at 06:48 PDT

Category 44: Castlevania

Topic 15: Castlevania: Lament of Innocence
Castlevania 3D for PlayStation 2.

 ------------
Category 1,  Topic 12
Message 58         Mon Jun 02, 2003
KGAGNE [Ken]                 at 11:23 PDT

Category 7: Game Industry Shows

Topic 7: Ultimate Gamers Expo
The UGE, first held in 2003 in Los Angeles, is open to the public.

 ------------
Category 1,  Topic 12
Message 59         Sun Jun 08, 2003
KGAGNE [Ken]                 at 09:10 PDT

Category 14: Nintendo GameCube

Topic 14: Metal Gear Solid: The Twin Snakes
A recreation of the PSOne game, Metal Gear Solid, using the graphics and engine
of the PS2 game, Metal Gear Solid 2: Sons of Liberty.  By Konami and Silicon
Knights, Hideo Kojima and Shigeyu Miyamoto and exclusively for GameCube.

 ------------
Category 1,  Topic 12
Message 60         Thu Jun 19, 2003
KGAGNE [Ken]                 at 10:21 PDT

Category 43: Megaman

Topic 24: Mega Man Battle Network
A pair of strategy games for the Game Boy Advance.

Topic 27: Mega Man Network Transmission
A GameCube game based on the Battle Network games for Game Boy Advance.

 ------------
Category 1,  Topic 12
Message 61         Thu Jul 03, 2003
KGAGNE [Ken]                 at 11:30 PDT

Category 8: Industry News

Topic 24: Namco
Creators of Pac-Man, Tekken, Soul Blade, and others.

 ------------
Category 1,  Topic 12
Message 62         Wed Jul 30, 2003
KGAGNE [Ken]                 at 20:00 PDT

Category 39: Other Handhelds & Portables

Topic 34: PSP
Sony's Portable PlayStation.

 ------------
Category 1,  Topic 12
Message 63         Mon Aug 11, 2003
KGAGNE [Ken]                 at 08:14 PDT

Category 41: Resident Evil/Dino Crisis

Topic 11: Resident Evil Outbreak
An online game for the PlayStation 2.

 ------------
Category 1,  Topic 12
Message 65         Tue Aug 26, 2003
KGAGNE [Ken]                 at 14:54 PDT

Category 14: Nintendo GameCube

Topic 15: F-Zero GX
Nintendo's futuristic racing game, this time developed by Sega.

Topic 16: Mario Kart Double Dash!!
Go go-karting with your favorite Nintendo icons.  Multiplayer mayhem!

 ------------
Category 1,  Topic 12
Message 66         Sat Sep 06, 2003
KGAGNE [Ken]                 at 17:51 PDT

Category 5: Games on TV & in the Movies

Topic 26: Alone in the Dark
Starring Christian Slater and Tara Reid.

 ------------
Category 1,  Topic 12
Message 67         Wed Sep 17, 2003
KGAGNE [Ken]                 at 13:02 PDT

Category 39: Other Handhelds & Portables

Topic 39: Tapwave Zodiac
The Zodiac, a Palm OS-based handheld gaming machine, from the company
Tapwave.

 ------------
Category 1,  Topic 12
Message 68         Wed Sep 17, 2003
KGAGNE [Ken]                 at 20:59 PDT

Category 5: Games on TV & in the Movies

Topic 27: Silent Hill
Konami's psychological thriller comes to the silver screen.

 ------------
Category 1,  Topic 12
Message 69         Tue Sep 30, 2003
KGAGNE [Ken]                 at 15:16 PDT

Category 39: Other Handhelds & Portables

Topic 44: Nokia N-Gage
Nokia's combination cell phone and portable gaming deck.

 ------------
Category 1,  Topic 12
Message 71         Mon Oct 13, 2003
KGAGNE [Ken]                 at 07:48 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 23: Lucky Wander Boy
Lucky Wander Boy.  By D.B. Weiss.  Paperback - 288 pages, February 25, 2003,
published by Plume; ISBN 0452283949.

Topic 24: Blue Wizard Is About to Die
Blue Wizard Is About to Die: Prose, Poems, and Emoto-Versatronic Expressionist
Pieces About Video Games 1980-2003.  By Seth Fingers Flynn Barkan.  Paperback
- 150 pages, January 2004, by Rusty Immelman Press; ISBN 0974100005.

 ------------
Category 1,  Topic 12
Message 73         Tue Oct 14, 2003
KGAGNE [Ken]                 at 17:25 PDT

Category 43: Megaman

Topic 17: Megaman X7
For PlayStation 2.

Topic 28: Megaman Zero
For Game Boy Advance.

 ------------
Category 1,  Topic 12
Message 74         Sat Nov 15, 2003
KGAGNE [Ken]                 at 13:43 PDT

Category 33: Other Consoles

Topic 58: Phantom
Infinium Labs' Phantom, a next-generation, always-on broadband game system
that supports games on demand, game rentals, game demos, seamless upgrades and
patch management.

 ------------
Category 1,  Topic 12
Message 75         Mon Nov 17, 2003
KGAGNE [Ken]                 at 06:31 PDT

Category 40: Final Fantasy

Topic 14: Final Fantasy XII
Final Fantasy XII, released in 2004 for Sony PlayStation 2.

 ------------
Category 1,  Topic 12
Message 76         Mon Mar 01, 2004
KGAGNE [Ken]                 at 17:02 PDT

Category 39: Other Handhelds & Portables

Topic 49: Nintendo DSS
Nintendo's Dual Screen System.

 ------------
Category 1,  Topic 12
Message 77         Wed Mar 03, 2004
KGAGNE [Ken]                 at 18:44 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 25: High Score!
High Score!: The Illustrated History of Electronic Games (2nd Edition).  By
Rusel Demaria and Johnny L. Wilson.  Paperback - 392 pages, December 2003, by
McGraw-Hill Osborne Media.  ISBN 0072231726.

 ------------
Category 1,  Topic 12
Message 78         Wed Apr 21, 2004
KGAGNE [Ken]                 at 18:59 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 26: Dungeons & Dreamers
Dungeons and Dreamers: The Rise of Computer Game Culture from Geek to Chic.  By
Brad King and John Borland.  Hardcover - 273 pages, August 2003, by McGraw-Hill
Osborne Media.  ISBN 0072228881.  See also: http://www.dungeonsanddreamers.com

Topic 27: Masters of Doom
Masters of Doom: How Two Guys Created an Empire and Transformed Pop Culture.
By David Kushner.  Hardcover - 352 pages, May 2003, by Random House.  ISBN
0375505245 (hardcover), 0812972155 (paperback).

 ------------
Category 1,  Topic 12
Message 79         Thu May 27, 2004
KGAGNE [Ken]                 at 12:07 PDT

Category 38: Game Boy Advance

Topic 11: The Legend of Zelda
The Legend of Zelda: Four Swords, as well as the original Legend of Zelda.

 ------------
Category 1,  Topic 12
Message 80         Wed Aug 04, 2004
KGAGNE [Ken]                 at 22:44 PDT

Category 30: Microsoft Xbox

Topic 8: Star Wars: Knights of the Old Republic
BioWare's handling of Lucas' galaxy gives players a range of options,
characters, choices, and destinations.

 ------------
Category 1,  Topic 12
Message 81         Wed Jan 12, 2005
KGAGNE [Ken]                 at 03:23 PDT

Category 41: Resident Evil/Dino Crisis
Topic 6: Resident Evil 4

Leon Kennedy returns in this Nintendo GameCube exclusive title.

Category 44: Castlevania

Topic 23: Castlevania DS
The dual-screened sequel to Aria of Sorrow.

 ------------
Category 1,  Topic 12
Message 82         Thu Jan 27, 2005
KGAGNE [Ken]                 at 17:34 PDT

Category 44: Castlevania

Topic 16: Castlevania: Curse of Darkness
Hector Belmont stars in this PS2 title, released in Fall of 2005.

 ------------
Category 1,  Topic 12
Message 83         Tue Feb 22, 2005
KGAGNE [Ken]                 at 20:49 PDT

Category 27: Sony PlayStation 2

Topic 9: Gran Turismo
Sony's popular racing simulator.

 ------------
Category 1,  Topic 12
Message 84         Tue Apr 12, 2005
KGAGNE [Ken]                 at 03:36 PDT

Category 31: Xbox 2

Topic 1: General Hardware Discussion
General discussion of the Xbox 2 system.

Topic 2: General Software Discussion
General discussion of Microsoft Xbox 2 games.

Topic 3: News Posts
News items on the Microsoft Xbox 2.  Staff posts only.

Topic 4: Responses to News Posts
Member responses to Topic 3: News Posts.

 ------------
Category 1,  Topic 12
Message 85         Sun Apr 17, 2005
KGAGNE [Ken]                 at 09:09 PDT

Category 5: Games on TV and in the Movies

Topic 28: Doom
id's first-person shooter comes to the big screen (finally?) with Dwayne "The
Rock" Johnson.

 ------------
Category 1,  Topic 12
Message 86         Sat May 14, 2005
KGAGNE [Ken]                 at 19:06 PDT

Category 15: Nintendo Revolution

Topic 1: General Hardware Discussion
General discussion of the Nintendo Revolution hardware.

Topic 2: General Software Discussion
General discussion of Nintendo Revolution games.

Topic 3: News Posts
News items on the Nintendo Revolution.  Staff posts only.

Topic 4: Responses to News Posts
Member responses to Topic 3: News Posts.

 ------------
Category 1,  Topic 12
Message 87         Tue May 17, 2005
KGAGNE [Ken]                 at 03:23 PDT

Category 28: Sony PlayStation 3

Topic 1: General Hardware Discussion
General discussion of the Sony PlayStation 3 hardware.

Topic 2: General Software Discussion
General discussion of Sony PlayStation 3 games.

Topic 3: News Posts
News items on the Sony PlayStation 3.  Staff posts only.

Topic 4: Responses to News Posts
Member responses to Topic 3: News Posts.

 ------------
Category 1,  Topic 12
Message 88         Fri Jul 01, 2005
KGAGNE [Ken]                 at 07:34 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 28: Videogames: In the Beginning
Videogames: In the Beginning.  By Ralph Baer.  Paperback - 280 pages, April
2005, by Rolenta Press.  ISBN 0964384817.

 ------------
Category 1,  Topic 12
Message 89         Sat Jul 23, 2005
KGAGNE [Ken]                 at 16:37 PDT

Category 4: Books, Magazines, & Strategy Guides

Topic 29; The Encyclopedia of Game Machines
The Encyclopedia of Game Machines.  By Winifred Forster.  Paperback - 224
pages, March 2005, by Magdalena Gniatczynska.  ISBN 3000153594.

 ------------
Category 1,  Topic 12
Message 90         Tue Oct 04, 2005
KGAGNE [Ken]                 at 14:12 PDT

Category 5: Games on TV and in the Movies

Topic 29: Halo
Based on Microsoft's Xbox blockbuster and being released by Universal
Pictures, Twentieth Century Fox, and Peter Jackson in 2007.

 ------------
Category 1,  Topic 12
Message 91         Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:05 PDT

Category 5: Games on TV and in the Movies

Topic 30: Spy Hunter
Spy Hunter: Nowhere to Run, starring "The Rock" as Alec Hunter.

 ------------
Category 1,  Topic 12
Message 93         Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:19 PDT

Category 5: Games on TV and in the Movies

Topic 31: Dead or Alive
Starring John-Rhys Davies and Robin Shou, based on the Tecmo fighting game.

 ------------
Category 1,  Topic 12
Message 94         Wed Feb 22, 2006
KGAGNE [Ken]                 at 14:20 PDT

Category 5: Games on TV and in the Movies

Topic 32: Wheelman
The Wheelman hits the big screen.

 ------------
Category 1,  Topic 12
Message 95         Fri Apr 21, 2006
KGAGNE [Ken]                 at 14:55 PDT

Category 44: Castlevania

Topic 24: Castlevania: Portrait of Ruin
"Legendary Action Series Celebrates Two Decades of Vampire Hunting with Two
Playable Characters and Expanded Battle System" - for the Nintendo DS in Fall
2006.

 ------------
Category 1,  Topic 12
Message 96         Thu May 11, 2006
KGAGNE [Ken]                 at 07:41 PDT

Category  5: Games on TV and in the Movies

Topic 33: Metal Gear Solid
Hideo Kojima's hero Solid Snake comes to the big screen.

 ------------
 ************
Topic 18  CLOSED Wed May 09, 2001
KGAGNE                       at 14:28 PST
Sub: Speak Up in Our Real Time Conferences

About our Real Time Conferences

 1 message
 ************
 ------------
Category 1,  Topic 18
Message 1          Wed May 09, 2001
KGAGNE                       at 14:28 PDT

         >>> SPEAK UP IN GAMEBITS'S REAL-TIME CONFERENCES! <<<
         """""""""""""""""""""""""""""""""""""""""""""""""""""

     If you want to chat online with video gamers from around the
world, join in on Gamebits's Real-Time Conferences (RTC's).  Simply
select option 2 from the Gamebits main menu.  You'll then be
transported to the conference center, where you can give yourself a
nickname.  This can be your real name (which is preferred) or a handle
you go by (which is fine by us too).  You can use your Syndicomm.com
username or you can use pretty much whatever you want, within limits -
both the limits of good taste and the length limit of 27 characters.

     Once you've chosen your name, you can choose which conference you
wish to join.  There may be several going on at the same time!  Most
of the action will be going on in Room 1, most likely, so check things
out there.  Folks talk about just about anything gaming-related, or all
kinds of other things.  Hang out, make friends, ask questions, and
answer some too.  The conference is a great way to spend time and have
fun.

 ------------
 ************
Topic 19  CLOSED Wed May 09, 2001
KGAGNE                       at 14:30 PST
Sub: Gamebits' RTC Schedule

Our RTC schedule

 1 message
 ************
 ------------
Category 1,  Topic 19
Message 1          Sat May 19, 2001
KGAGNE                       at 19:55 PDT

Tomorrow night, Sunday, May 20th, at 6:00 PM PDT (9:00 PM EDT), will be a
video game conference.  It is intended as an opportunity to discuss the
various news announced at this week's Electronic Entertainment Expo and ask
any specific questions about what was shown, but any video game discussion is
encouraged.

If there's interest, Sunday game chats may become a regular feature of
Gamebits.

-Ken

 ------------
 ************
Topic 20  CLOSED Wed May 09, 2001
KGAGNE                       at 14:30 PST
Sub: A quick primer to RTC commands

Getting started in the RTC

 1 message
 ************
 ------------
Category 1,  Topic 20
Message 1          Wed May 09, 2001
KGAGNE                       at 14:31 PDT

A QUICK PRIMER TO RTC COMMANDS   Here are some helpful commands for
""""""""""""""""""""""""""""""   you to remember when you're in
conference.  The commands are not case sensitive.  To use a command,
precede it by a slash (/).  If you wish to start a line with a slash
without having it interpreted as a command, put an additional slash
(/) at the beginning of the line (//).

     ACTION              Display a message in the third person
     AFK / BAK           Toggle between away-from-keyboard and
                         at-keyboard modes
     BEEP / NOBEEP       Turns on or off beeping when users enter the
                         chat room or send private messages to you.
     BYE                 Leave the chat room and log off of the system
     ECHO / NOECHO       Turn on or off echoing of what you type
     EXIT                Leave the chat room and return to the main
                         menu
     HELP                Show these commands
     IGNORE / UNIGNORE   Ignore or stop ignoring someone
     NAME                Change your nickname
     SEND                Send a private message to another member
     SHOWRN / HIDERN     Turns on or off display of Syndicomm.com
                         usernames
     SHOWTIME / HIDETIME Turns on or off display of timestamps when
                         messages are received
     TIME                Shows the current time and your elapsed time
                         online.
     WHO                 List members in the current room

     Many other commands exist, but these are some of the basics;
use the /HELP command while in conference to see a full list.

 ------------
 ************
Topic 26  CLOSED Wed May 09, 2001
KGAGNE                       at 14:32 PST
Sub: About the Gamebits File Libraries

About our file libraries

 4 messages
 ************
 ------------
Category 1,  Topic 26
Message 2          Sun May 20, 2001
KGAGNE [Ken]                 at 10:22 PDT

A temporary file area is currently accessible to members via FTP.  You need to
use your username and password to login.  From an FTP client, access this
address:

ftp://ftp.syndicomm.com/pub/members-only/gamebits

From a web browser, try this URL, where "username" is your username:

ftp://username@ftp.syndicomm.com/pub/members-only/gamebits

Some web browsers may additionally require your password, in this format:

ftp://username:password@ftp.syndicomm.com/pub/members-only/gamebits

The Gamebits file library is currently divided into folders by game platform
(PlayStation, Game Boy Color, etc.), and then further by game title.

 ------------
Category 1,  Topic 26
Message 3          Sat Nov 24, 2001
KGAGNE [Ken]                 at 22:00 PDT

The Gamebits file library is now available when telnetting to syndicomm.com.
Just select menu option #3: File Library from the main Gamebits menu (page
850).  You'll be prompted for your Syndicomm account password, after which the
libraries will be displayed using the Lynx text-based web browser.  Files can
be downloaded via Zmodem or saved to your personal FTP directory.

 ------------
Category 1,  Topic 26
Message 4          Wed Jul 09, 2003
KGAGNE [Ken]                 at 14:48 PDT

The Gamebits file library is sorted by publisher.  For example, Mario games
can be found in the Nintendo folder; Metal Gear in Konami; Street Fighter in
Capcom; and so on.

 ------------
 ************
Topic 27  CLOSED Wed May 09, 2001
KGAGNE                       at 14:33 PST
Sub: New Uploads

Announcements of new uploads to the Gamebits file libraries will be made here.

 16 messages
 ************
 ------------
Category 1,  Topic 27  [MOVED]
Message 1          Sun May 20, 2001
KGAGNE [Ken]                 at 10:25 PDT

Images of the following games, demoed at E3 2001, are now available in the
Gamebits file library.  (See Topic 26 for access instructions.)  All images
are in JPEG format and are provided by the publisher of each game.

NINTENDO GAMECUBE
Animal Forest
Starfox Adventures: Dinosaur Planet
Eternal Darkness
Kameo
Luigi's Mansion
Metroid Prime
Disney's Mickey
Pikmin
Raven Blade
Super Smash Bros. Melee
Wave Race Blue Storm

GAME BOY ADVANCE
Bomberman Tournament
Castlevania: Circle of the Moon
Commander Keen
F-Zero
Golden Sun
Mat Hoffman's Pro BMX
Mario Kart Advance
Pinobee
X-Men: Reign of Apocalypse
Shaun Palmer's Pro Snowboarder
Spider-Man
Super Mario Advance
Tony Hawk's Pro Skater 2

GAME BOY COLOR
Mat Hoffman's Pro BMX
Stuart Little
X-Men: Wolverine's Rage

NINTENDO 64
Tony Hawk's Pro Skater 2

PLAYSTATION 2
Bloody Roar 3
Devil May Cry
Final Fantasy X
Mat Hoffman's Pro BMX 2
Kingdom Hearts
Metal Gear Solid 2
Shaun Palmer's Pro Snowboarder
Silent Hill 2
Supercar Street Challenge
Tony Hawk's Pro Skater 3

PSONE
Final Fantasy Chronicles
Mat Hoffman's Pro BMX
X-Men: Mutant Academy 2
Spider-Man 2: Enter Electro
World's Scariest Police Chases

XBOX
4x4-Evo
Airforce Delta Storm
Amped
Arctic Thunder
Azurik
Blood Wake
Dark Summit
Dead or Alive 3
Fuzion Fenzy
Halo
Jonny Drama
Mad Dash
Much's Oddysee
NASCAR Heat
NFL Fever 2002
NHL Hitz
Nightcaster
Project Gotham Racing
Shrek
Test Drive
Tony Hawk's Pro Skater 2X

 ------------
Category 1,  Topic 27  [MOVED]
Message 2          Wed May 30, 2001
KGAGNE [Ken]                 at 15:03 PDT

Screen shots and art for the following 3DO games are now available in the
Gamebits file library:

GAME BOY ADVANCE
Army Men
High Heat Major League Baseball

PLAYSTATION 2
Dragon Wars of Might & Magic
High Heat Major League Baseball
Jonny Moseley
Portal Runner
WarJetz

PSONE
WarJetz

 ------------
Category 1,  Topic 27  [MOVED]
Message 3          Thu May 31, 2001
KGAGNE [Ken]                 at 19:18 PDT

Screen shots and art for the following SCEA (Sony's first-party publishing
wing) games are now available:

PSONE
Twisted Metal Small Brawl
Atlantis
Who Wants to Be a Millionare? 3
Syphon Filter 3

PLAYSTATION 2
Cool Boarders 2001
Dark Cloud
Drakan
Extermination
Frequency
Gran Turismo 3 A-Spec
Ico
Jak and Dax
Kinetica
SOCOM U.S. Navy Seals
Twisted Metal Black

In addition to the above software,, shots of PlayStation 2 hardware and
peripherals are also available.

 ------------
Category 1,  Topic 27  [MOVED]
Message 4          Wed Jun 27, 2001
KGAGNE [Ken]                 at 19:44 PDT

Screen shots of Midway's PlayStation 2 games are now available in Gamebits'
PS2 file library:

CART FURY Championship Racing
Gauntlet Dark Legacy
Legion
NHL Hitz
Spy Hunter

 ------------
Category 1,  Topic 27
Message 5          Sun Nov 11, 2001
KGAGNE [Ken]                 at 06:50 PDT

QuickTime trailers of the following Nintendo GameCube games are now available
in the Gamebits file library:

Extreme G
Luigi's Mansion
Madden 2002
NBA Courtside 2002
Pikmin
Super Smash Bros
SSX Tricky
Starfox Adventures
Star Wars: Rogue Leader
Tony Hawk's Pro Skater 3
Wave Race Blue Storm

 ------------
Category 1,  Topic 27
Message 6          Sun Nov 11, 2001
KGAGNE [Ken]                 at 19:48 PDT

Six different GameCube wallpapers in JPEG format, formatted to both 800x600
and 1024x768 resolutions, are now available in the Gamebits file library.

ftp://ftp.syndicomm.com/pub/members-only/gamebits/GameCube/wallpaper/

 ------------
Category 1,  Topic 27
Message 7          Fri Feb 15, 2002
KGAGNE [Ken]                 at 21:40 PDT

Images of the following Konami games are now available in the Gamebits file
library:

Dance Dance Revolution Konamix (PlayStation 2)
ftp://ftp.syndicomm.com/pub/members-only/gamebits/PS2/Dance_Dance_Konamix

Motocross Maniacs Advance (Game Boy Advance)
ftp://ftp.syndicomm.com/pub/members-only/gamebits/GBA/Motocross_Maniacs

 ------------
Category 1,  Topic 27
Message 8          Sat Jun 08, 2002
KGAGNE [Ken]                 at 20:50 PDT

Screen shots of the following first-party games are now available in the
Gamebits file libraries:

GAMECUBE
1080 Snowboarding White Storm
Animal Forest
Eternal Darkness
Mario Sunshine
Metroid Prime
Mario Party 4
Star Fox Adventures
Wario

GAME BOY ADVANCE
Mickey's Magical Quest
Game & Watch Gallery 4
Golden Sun II
Hamtaro
Kirby
Metroid Fusion
The Legend of Zelda: Four Swords
Super Mario Advance 3: Yoshi's Island

PSONE
C12
Lilo 'n Stitch
Stuart Little 2

 ------------
Category 1,  Topic 27
Message 9          Wed Jul 03, 2002
KGAGNE [Ken]                 at 19:34 PDT

A QuickTime movie of the new Castlevania game for Game Boy Advance is now
available in the GBA directory of the Gamebits file library.

A trailer for Turok Evolution is available in the main Gamebits file library;
it is not sorted into any specific console directory as the game will be
available for multiple consoles.

 ------------
Category 1,  Topic 27
Message 10         Sat Mar 22, 2003
KGAGNE [Ken]                 at 15:07 PDT

34 pictures of Tube Slider, the NEC-developed GameCube game announced in
Category 14, Topic 3, Message 62, have been uploaded to the Gamebits:GameCube
file directory.

 ------------
Category 1,  Topic 27
Message 11         Wed Jul 09, 2003
KGAGNE [Ken]                 at 14:49 PDT

Images from Nintendo's and LucasArts' E3 2003 lineups are now available in the
respective publishers' folders in the reorganized Gamebits file library.

 ------------
Category 1,  Topic 27
Message 12         Wed Aug 27, 2003
KGAGNE [Ken]                 at 20:41 PDT

Pictures of the following Konami games are now available in the Konami folder
of this forum's file library:

BOKTAI: The Sun Is In Your Hands (GBA)
Castlevania: Aria of Sorrow (GBA)
Castlevania: Lament of Innocence (PS2)
Dance Dance Revolution Max 2 (PS2)
Dance Dance Revolution Ultra Mix (Xbox)
Gradius V (PS2)
Karaoke Revolution (PS2)
Metal Gear Solid 3: Snake Eater (PS2)
Metal Gear Solid: The Twin Snakes (GCN)
Silent Hill 3 (PS2)
Silent Scope Complete (Xbox)
Teenage Mutant Ninja Turtles (GBA, GCN, Xbox, PS2)

 ------------
Category 1,  Topic 27
Message 13         Fri Sep 19, 2003
KGAGNE [Ken]                 at 20:32 PDT

The first screen shots of "Tom Clancy's Splinter Cell: Pandora Tomorrow" are
now available in the UbiSoft folder of the Gamebits file library.

 ------------
Category 1,  Topic 27
Message 14         Mon Jan 26, 2004
KGAGNE [Ken]                 at 14:57 PDT

Pictures from X-Men Legends, the first role-playing game to feature the
world's best-known comic book mutant superhero team, are now available in
Gamebits' Activision publisher file library.

ftp://ftp.syndicomm.com/pub/members-only/gamebits/Activision/X-Men_Legends/

 ------------
Category 1,  Topic 27
Message 15         Sat Sep 25, 2004
KGAGNE [Ken]                 at 06:51 PDT

The file XmenLegends_Launch_Trailer.mov is a trailer for the recently-released
"X-Men Legends" RPG, and is now available in this folder:

ftp://ftp.syndicomm.com/pub/members-only/gamebits/Activision/X-Men_Legends/

The file D3Demo.exe is a playable demo of the Windows game DOOM III, ans is
now available in this folder:

ftp://ftp.syndicomm.com/pub/members-only/gamebits/Activision/Doom/

 ------------
Category 1,  Topic 27
Message 16         Sun May 15, 2005
KGAGNE [Ken]                 at 10:08 PDT

An amusing trailer for Activision's "The Movies", due this fall for all three
consoles and the PC, is now available from our file libraries:

ftp://ftp.syndicomm.com/pub/members-only/gamebits/Activision/The-Movies-FNL.mov

 ------------
 ************
Topic 33  CLOSED Wed May 09, 2001
KGAGNE                       at 14:34 PST
Sub: ...reserved...

Reserved for future expansion.

 4 messages
 ************
 ************
Topic 37  CLOSED Wed May 09, 2001
KGAGNE                       at 14:34 PST
Sub: All about Syndicomm.com email

About our email system

 3 messages
 ************
 ------------
Category 1,  Topic 37
Message 3          Fri Jun 25, 2004
KGAGNE [Ken]                 at 14:17 PDT

                >>> ALL ABOUT SYNDICOMM.COM EMAIL <<<
                """""""""""""""""""""""""""""""""""""

POP MAIL   If you have a POP3 compliant electronic mail client (such
""""""""   as Eudora, Outlook Express, or Spectrum Automatic Mailer),
you have everything you need to receive email on Syndicomm.com.  All
you have to do is set your client up as follows:

     username: Your Syndicomm.com username
     password: Your Syndicomm.com password
     POP server: mail.syndicomm.com

     To send mail via SMTP, use your ISP's SMTP server.

WEB MAIL   Any web browser can be used to access your Syndicomm mail.
""""""""   Surf to http://www.syndicomm.com/webmail to read and send
from your Syndicomm account.

TEXT MAIL   If you'd prefer to send a message via the text interface,
"""""""""   you can.  Type MAIL or go to page 200 to access Syndicomm
Electronic Mail.

     When sending mail, You will be prompted for a To: address,
followed by a cc: (for carbon copies).  You can separate multiple
addresses in either line using a comma (,).  You will then be prompted
for a Subject: to your email message and dropped into the familiar
pico editor.  When you are done editing your message, use Control-X
to send it.  BE CAREFUL WHEN SENDING--there's no cancelling it once
it's gone.

PINE MAIL   You can also use the email program Pine to send and
"""""""""   receive mail from your Syndicomm address.  Type MAIL or
go to page 200 to access Syndicomm Electronic Mail, including Pine,
which features online help.

 ------------
Category  2 Community Square
 ************
Topic 1   CLOSED Wed May 09, 2001
KGAGNE                       at 17:24 PST
Sub: Announcements from Gamebits

Announcements from the Gamebits staff.

 13 messages
 ************
 ------------
Category 2,  Topic 1
Message 1          Sun May 13, 2001
KGAGNE                       at 17:29 PDT

Welcome to Gamebits!  We're open as of Monday, May 14th, just in time for the
Electronic Entertainment Expo (E3) 2001.  I'll be at the show posting whatever
live coverage I can.  Messages on other topics will appear after the show, but
feel free to talk about any subject on our bulletin board - or start your own!

An E3 conference will be held Sunday night at 9:00 EDT.  Stop by to ask
questions about the future of video gaming.

-Ken
Chief Sysop

 ------------
Category 2,  Topic 1
Message 2          Sun May 13, 2001
KGAGNE                       at 17:29 PDT

The Gamebits Community on Syndicomm.com is looking for staff!  If you're
willing and have some free time, drop a line to kgagne@syndicomm.com.  Account
considerations in return for hard work.

-Ken
Chief Sysop

 ------------
Category 2,  Topic 1
Message 3          Tue May 29, 2001
KGAGNE [Ken]                 at 13:22 PDT

Gamebits is looking for reviewers!  If you love video games and want to share
your opinions on specific games in writing, please drop an email to
gamebits@syndicomm.com with some information on your writing background and a
list of modern systems you own.  Compensation would be in the form of free
video games that you keep after reviewing.

-Ken

 ------------
Category 2,  Topic 1
Message 4          Mon Nov 05, 2001
KGAGNE [Ken]                 at 09:16 PDT

The forum management would like to remind our members who are U.S. citizens
that Tuesday, November 6th, is Election Day.  As we learned at this time last
year, every vote DOES count.  Please take the opportunity to make your voice
heard in our democratic nation.

-Ken

 ------------
Category 2,  Topic 1
Message 5          Mon Nov 19, 2001
KGAGNE [Ken]                 at 22:08 PDT

The holidays are nearly upon us, and Gamebits is in the spirit of giving.
While supplies last, all new Syndicomm subscribers who use signup code "GAME"
and remain members for 90 days will receive a free video or computer game for
the system of their choice!

There are no contests, no gimmicks, and no tricks.  Just sign up for service
and get a free game - guaranteed.

Subscribe with a credit card and also get a free month.  That's three months
of Syndicomm service, plus a free video game (average retail price $40+), for
as little as $16.67!

Tell your friends to combine this promotion with the Syndicomm Buddy Program,
and you as the referrer also get a $10 account credit.  Just ask them to enter
your username during the signup process when asked for "Your sponsoring
buddy's username."

To subscribe to Syndicomm, visit
               http://www.syndicomm.com/join.html

Full details of this offer can be found at
               http://www.gamebits.net/syndicomm/promo.shtml

Gamebits is accessible at page 850, or with your web browser at
               http://www.syndicomm.com/communities/gamebits/messages

 ------------
Category 2,  Topic 1
Message 6          Wed Nov 21, 2001
KGAGNE [Ken]                 at 21:31 PDT
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                     From everyone here at Gamebits!

 ------------
Category 2,  Topic 1
Message 7          Mon Dec 24, 2001
KGAGNE [Ken]                 at 21:13 PDT

 * * * * | * * * *                                      o
 | | | | | | | | |                               o
 | | | | | | | | |                           o      o  o
  \ \ \ \|/ / / /           @            -----o----o-----
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   Happy Hanukkah      **\**|**/**              ||         |  |  |  |  |  |  |
                      *\**@\|/**@/*             ||         +--+--+-(O)-+--+--+
                    @\***\**|**/***/*        ___||___               |
                      *\@**\|/***/*       Happy New Year            |
                    ***@*\**|**/*@***                          _____|_____
                  @********\|/*@******@                       Happy Kwanzaa
                           _|_
                     Merry Christmas

                 Happy Holidays from all of us here at Gamebits!

 ------------
Category 2,  Topic 1
Message 8          Tue Jan 01, 2002
KGAGNE [Ken]                 at 09:02 PDT
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   Happy New Year from all of us here at Gamebits!

 ------------
Category 2,  Topic 1
Message 9          Wed Dec 25, 2002
KGAGNE [Ken]                 at 16:04 PDT
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                 Happy Holidays from all of us here at Gamebits!

 ------------
Category 2,  Topic 1
Message 10         Wed Jun 25, 2003
KGAGNE [Ken]                 at 14:12 PDT

The Gamebits file libraries are currently being reorganized.  Please excuse
our dust!

 ------------
Category 2,  Topic 1
Message 11         Wed Jul 09, 2003
KGAGNE [Ken]                 at 14:47 PDT

The Gamebits file libraries are now sorted by the publisher of the game, not
the hardware console for which it was published.  The exception is the
"Nintendo" folder, which is further broken down by console.

 ------------
Category 2,  Topic 1  [MOVED]
Message 12         Mon Sep 25, 2006
KGAGNE [Ken]                 at 19:51 PDT

SYNDICOMM TO REFOCUS ON PRODUCT DEVELOPMENT AND SALES

September 9, 2006--Syndicomm(tm) announced today, following A2Central.com's
announcement that it would be opening free Apple II related forums, that it
will be closing the Syndicomm Online online service in order to focus its
efforts on product development and sales for Apple II and Macintosh computers.
The closure will take effect at midnight Eastern Standard Time on December 1,
2006.

Customers that have business web site accounts with Syndicomm will be able to
continue to have their sites hosted with Syndicomm.

Eric "Sheppy" Shepherd, the owner of Syndicomm, said, "With A2Central.com in
Sean's capable hands, I feel confident that he can pick up the banner of
providing the ultimate online home for Apple II users.  Since Syndicomm Online
is almost all Apple II users anyway, I felt it was time to close the online
service so my time could be better used elsewhere."

Shepherd added, "The online service has been being supported by the sale of
software products since its inception, while at the same time keeping me too
busy to develop new products.  I feel that my best purpose in the Apple II
world is to develop software, and closing the Syndicomm Online service will
allow me to spend more time doing just that."

"Sheppy and I realized that the best way to serve the Apple II world was for
A2Central.com to provide chat, message boards, and similar services, and to let
Sheppy -- that is, Syndicomm -- write code," Fahey said.  "I look forward to
continuing the legacy of support, comeraderie, and exchange of ideas and
software that's always been the legacy of the Apple II forums operated by
Syndicomm."

PRESS CONTACTS

Eric Shepherd - sheppy@syndicomm.com
Sean Fahey - sfahey@a2central.com

 ------------
Category 2,  Topic 1
Message 13         Mon Nov 27, 2006
KGAGNE [Ken]                 at 06:47 PDT

When Syndicomm Online closes, this bulletin board will go with it.  No viable
alternative has been found or offered for its continued existence, though not
for lack of desire on my part.  A text capture of its contents will be made
available; keep your eyes on Syndicomm.com or Gamebits.net.

It has been a pleasure serving you all these years!  I hope you found that
this forum brought something valuable to your online experience.  Thank you
for your participation.

-Ken Gagne
Sysop, Gamebits

 ------------
 ************
Topic 2         Wed May 09, 2001
KGAGNE                       at 17:26 PST
Sub: Elsewhere on Syndicomm.com

Use this topic to post and discuss happenings in other Syndicomm.com
communities.

 11 messages
 ************
 ------------
Category 2,  Topic 2
Message 1          Tue Sep 04, 2001
KGAGNE [Ken]                 at 15:08 PDT

Syndicomm is considering opening a writing community - a place for people to
talk about writing papers, essays, columns, stories, poems, and more.  It'd be
a place to share different writing and editing techniques and styles, suggest
references, and to get help with your writing.

But such a community needs a name!  Show off your writing skills by thinking
of a proper title for the "Writing Forum", and send your suggestions to
gamebits@syndicomm.com.  The best suggestion received by September 15th will
receive a $10 usage credit for the Syndicomm online service.

-Ken Gagne

 ------------
Category 2,  Topic 2
Message 2          Thu Sep 06, 2001
SYNDICOMM [Sheppy]           at 17:34 PDT

We've instituted a new Buddy Program!

Recommend Syndicomm Online to a friend, and make sure they give us your
username when they sign up at http://www.syndicomm.com/join.html, and if
they're still a member after 90 days, you get a $10 credit to your account!
That's like a whole month free (more if you're on a quarterly billing plan).

For more information, visit <http://www.syndicomm.com/buddyprogram.html>.


--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 2
Message 3          Fri Sep 07, 2001
A2.RYAN                      at 21:48 PDT

The Singles Forum is having a contest to determine what contest to hold!  Send
in your idea for a Singles contest (could be a "best post", "best blind date
story", or whatever) to a2.ryan@syndicomm.com.  The best suggestion received
by September 30, 2001, midnight HI time, will get a $10 Syndicomm.com usage
credit!

 ------------
Category 2,  Topic 2
Message 4          Wed Sep 12, 2001
SYNDICOMM [Sheppy]           at 16:32 PDT

We have opened a forum for talking about the World Trade Center and Pentagon
attacks, including emotions, fears, and possible responses.  It's at page
1600, keyword WTC.


--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 2
Message 5          Thu Oct 18, 2001
TCOMPTER                     at 11:50 PDT

Like to play D&D but can't find a campaign near you?  Join us in LiveGames,
CAT 8, Top 1 where a hardy band of adventurers is gearing up for a foray into
the Caves of Shadow!

We've got three players signed up so far, and need 1 more.  If you like RPGs,
D&D in particular, come on over!

This first adventure will be an experiment, to test using a RTC for this type
of game.

Thanks

_________
  | homas

 ------------
Category 2,  Topic 2
Message 6          Sat Nov 03, 2001
KGAGNE [Ken]                 at 08:02 PDT

If you know how to read and write, then you have something to discuss in the
Prolific Quill Forum at page 990, keyword WRITING.  The Prolific Quill is a
forum for writers, both professional and casual, to exchange ideas and
techniques, as well as to share samples of their work.  We also provide a
place for avid readers to discuss their current and favorite books.  Whether
you're reading or writing fiction or non-fiction, in print or online, Prolific
Quill has a place for you!

Prolific Quill is also available from your web browser at this URL:

<http://www.syndicomm.com/communities/writing/messages>

-Ken Gagne
PQ Chief Sysop

 ------------
Category 2,  Topic 2
Message 7          Mon Nov 19, 2001
KGAGNE [Ken]                 at 19:32 PDT

Ever want to write a story, but didn't know where to begin?

Then just write the middle!

Prolific Quill, Syndicomm's writing community, invites you to participate in
"Operation Douglas".  Who is Douglas?  Where does he come from?  What's going
to happen to him?  This stranger is a blank sheet that you will fill as part
of the contest.  After being given a pre-written prologue, each participant
will take a turn writing a continuing portion of Douglas' story, building on
the previous writers' sections.  After everyone has contributed, the
completed story will be presented.  The author whose section is judged the
best gets a $20 gift certificate to the bookstore of his or her choice!

To sign up for the contest, email
               writing@syndicomm.com

Full details of this contest can be found at
               http://www.gamebits.net/syndicomm/promo.shtml#writing

The Prolific Quill is accessible at page 990, or by your web browser at
               http://www.syndicomm.com/communities/writing/messages

 ------------
Category 2,  Topic 2
Message 8          Mon May 13, 2002
TCOMPTER                     at 12:27 PDT

Calling all D&D gamers!

We're continuing our adventures in the Kingdom of Mercia on Friday night, the
17th of May, and are on the lookout for some brave, adventurous souls to join
us.

If you're interested, drop by the Role Playing Games Forum on Friday at 7PM
EDT.   We'll be in room 13, The Dungeon!

____   ___          _ _
 ||he  ||_)ungeon  //\/\aster

 ------------
Category 2,  Topic 2
Message 9          Wed Sep 17, 2003
KGAGNE [Ken]                 at 21:06 PDT

Announcing the opening of Showbits!  Syndicomm's newest community caters to
the showbiz crowd, covering the many aspects of Hollywood's exciting industry.
All members of Syndicomm Online are invited to discuss their favorite films,
both current and past, as well as television shows, actors and actresses,
movie memorabilia, news, rumors, and more.

Showbits can be accessed at Page 840, by typing the keyword SHOWBITS at any
Syndicomm prompt, or surfing to the Showbits web site:

http://www.syndicomm.com/communities/showbits/

 ------------
Category 2,  Topic 2
Message 10         Wed Apr 28, 2004
SCHNORENBERG [Roger]         at 18:22 PDT

The MUD is back!

The Empire of Cargotha has reopened its doors.

Come immerse yourself in a world of fantasy adventure.   Assume the persona of
a warrior, wizard, cleric, or thief and explore the world that awaits you.
Battle the monsters of the land either single-handedly or as the member of a
group.  Players may interact with each other in real time, through the internal
mail system, or leave messages on the bulletin boards.

The Empire of Cargotha requires no special software and no extre fees.  Just
telnet to the RPG Forum (Page 833) and choose Menu option 4.
 ------------
Category 2,  Topic 2
Message 11         Wed Oct 20, 2004
SYNDICOMM [Sheppy]           at 09:06 PDT

The Policy and Politics forum salutes democracy in all its glory on Election
Day (November 2) by holding a real-time conference starting when the polls
close on the east coast -- 5:00 PM Pacific Standard Time -- and ending whenever
the networks all agree who will be president for the next four years.  It's
looking likely to be quite the slugfest, so drop by and spend the evening
watching the tally, or pop in and out to share your thoughts.  We're at page
1600, keyword POLITICS.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
 ************
Topic 3         Wed May 09, 2001
KGAGNE                       at 17:32 PST
Sub: Speak to the Staff

Post here to discuss forum issues with the staff.  If you have a request,
question, or complaint that's appropriate for public discussion, place it
here.

 7 messages
 ************
 ------------
Category 2,  Topic 3
Message 1          Mon Oct 08, 2001
SYNDICOMM [Sheppy]           at 06:48 PDT

I just wanted to mention how great it is to see all this game news in one
place without having to actually work to find it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 3
Message 2          Mon Oct 08, 2001
KGAGNE [Ken]                 at 22:12 PDT

Sheppy,

Gamebits has a "Speak to the Staff" section? :)

Thanks for your message, I'm glad to hear it.  As far as official news pieces,
all I'm posting so far is press releases and other material sent to me by
publishers and public relations firms.  In the past, video game news
sites/affiliates/conglomerates/etc. such as IGN.com allowed reposting of news,
but as more material becomes available via the web (including this forum
soon), they have become more competitive, and stricter with their
redistribution rights.  They may allow lead paragraphs to be posted, with a
URL link to the original story, but I've not explored that possibility yet.

I'm hoping in the future to have more staff members who will help those
duties.

I do try to keep everyone apprised of all the truly important stuff. :)

-Ken

 ------------
Category 2,  Topic 3
Message 3          Wed Oct 10, 2001
A2.DAIN [Dain]               at 20:41 PDT

Ken,
  If you like I could post some stuff I read on various sites;)


Dain

 ------------
Category 2,  Topic 3
Message 4          Wed Oct 10, 2001
KGAGNE [Ken]                 at 23:14 PDT

Hi Dain,

> If you like I could post some stuff I read on various sites;)

Thanks for the offer!  It's more than just copy-and-paste though; Gamebits
would need to get permission to redistribute other sites' material.  I'll talk
to you more about this next time I see you in chat.

-Ken

 ------------
Category 2,  Topic 3
Message 5          Wed Aug 07, 2002
A2.DAIN [Dain]               at 18:21 PDT


Just curious if it would be possible to get categories for PC and Mac games.  I
know that Gamebits doesn't review PC games, but it might be good for traffic to
have at least a general category for discussion.  I personally play Video games
more, but I have been known to play PC games as well.  I don't think they need
dedicated news topics or anything, just a place to discuss.

If anything it might attract a few more posters to our midst.

Dain Neater
 ------------
Category 2,  Topic 3
Message 6          Thu Aug 08, 2002
KGAGNE [Ken]                 at 06:47 PDT

Dain,

Expanding to include PC games would be a vast undertaking, if it were to be
done correctly.  When I opened this forum, I expected that some day an entire
Syndicomm forum dedicated to just PC gaming would open, separate from this
one.  I don't know that I can devote that level of knowledge to PC gaming
within this forum.

A single category for PC gaming might be doable, though in the long run I
think it deserves better than that.  A Mac gaming cat, though, might overlap
with Category 14: Macintosh Gaming in the Mac RT (Page 605).

Basically what I'm saying is that it's something I'd like to do, but not sure
if I can or should.

-Ken

 ------------
Category 2,  Topic 3
Message 7          Fri Aug 30, 2002
KGAGNE [Ken]                 at 20:09 PDT

One thing I dislike about adding a new platform to Gamebits.net's coverage is
the initial lack of reviews.

Then I realized that a ton of video games were simultaneously or eventually
released for the PC as well: Spider-Man, Metal Gear Solid, Star Wars
Starfighter... cross-linking all the existing video game reviews on the web
site as computer game reviews would be a great initial start.

I've also been meaning to do this for existing games video game reviews which
now apply to other platforms.  For example, my Dreamcast review of Space Race
is now applicable for PlayStation 2 as well, since that game has been ported
to that system.

I'll keep the former in mind as I pursue the latter.

-Ken

 ------------
 ************
Topic 4         Wed May 09, 2001
KGAGNE                       at 17:33 PST
Sub: Introduce Yourself!

Introduce yourself to the Gamebits community here!

 15 messages
 ************
 ------------
Category 2,  Topic 4
Message 1          Sun May 13, 2001
KGAGNE                       at 20:35 PDT

Hi, I'm Ken Gagne, the chief sysop of the Gamebits Community here on
Syndicomm.com.  I've been the sysop of Video Gaming Central on CompuServe
<http://go.compuserve.com/VidGameCentral> for the past seven years, and have
been writing a weekly newspaper column, Gamebits, for the last four years,
though it first appeared without that name six years ago.

I've been gaming for as long as I can remember, first with an Atari 2600 and
now with a PlayStation 2, though I'm not much of a fan of Sony hardware or
software.  I'd prefer to see Nintendo and Sega duking it out, like in the old
days. :)

I'm an avid Apple II user and you can find me in the Apple II Forum at page
645, keyword A2, fairly often - when I'm not here, of course!

See you around,

-Ken

 ------------
Category 2,  Topic 4
Message 2          Mon May 14, 2001
A2.DAIN                      at 23:52 PDT

Hello,

I also am a gamer, although not nearly as much as I used to be in the olden
days.  I started gaming on a system called the Bally Astrocade.  I asked for a
2600 for Christmas years ago....my dad didn't know the difference and he
picked up this strange machine that no one had ever heard of.  It was still
fun btw.

I was mostly an arcade gamer in the early days.  Pac Man, Donkey Kong,
Defender and Asteroids ruled back then.  Also played quite a few games on the
venerable Apple II(still do in fact).

Eventually, I bought a NES, a SNES...and today I have a Nintendo 64.  I used
to own a Sony, but I sold it.

Hopefully we'll see some good gaming discussion on here.

There are lots of new things coming out in the next few days.

Dain Neater
A2 Bulletin Board Manager.


 ------------
Category 2,  Topic 4
Message 3          Tue May 15, 2001
KGAGNE                       at 05:50 PDT

Welcome Dain!  Good to see you here. :)

-Ken

 ------------
Category 2,  Topic 4
Message 4          Tue May 15, 2001
SYNDICOMM                    at 06:41 PDT

>>>Eventually, I bought a NES, a SNES...and today I have a Nintendo 64.  I
used to own a Sony, but I sold it.

We have an N64, a 2600 in a box in the living room, and I gave my wife a PSone
for Christtmas this year.  There's also a Game Boy and a Sega Game Gear
drifting around here somewhere.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 4
Message 5          Tue Nov 27, 2001
NIGHTPATHS                   at 17:59 PDT


Hiyah! I should let you just guess who this is, but seeing as I am taking the
easy way out and not using Telnet for this, that wouldn't be fair. Introduce
myself, hmm? Okay... I am 24, a size 3, have turned down tons and I mean simply
tons of exclusive modelling contracts and have more money than Bill Gates.
Believe me?

Dang, oh well... I tried :-)

Ooo, old fashioned spel chekr! I like!

Anyway, hi Ken, all :-)  I'm here, though if you want to know what degree of
blonde I am today, you need to go check out the Ralph Bulletin Board in the
Women's forum <g>. I think I am platinum.

Ciao!

Michele
 --
-Life is the retreat of the weary in spirit-


 ------------
Category 2,  Topic 4
Message 6          Tue Nov 27, 2001
KGAGNE [Ken]                 at 19:29 PDT

Greetings, Michele!  Glad you could make your way over here from that other
service. :)  I know it's a silly question to ask a blonde, but you're not a
video gamer, are you?

-Ken

 ------------
Category 2,  Topic 4
Message 7          Wed Nov 28, 2001
NIGHTPATHS                   at 04:52 PDT

All time best and most fave video game is and shall remain Space Harrier <s>. I
remember playing Pong when it first came out. I remember drooling over an Atari
computer! These days, I don't get as much play time on the consoles as I used
to, due the amazing ability of my kids to rotate through the systems in a turn
based approach to sibling unity. Heck, I even have one kid who writes out a
schedule for weekends!

#1 Son keeps giving me some line about having to be under five feet in order to
use consoles properly. I have started pointing out to him that he is now just a
hair over five feet tall. He's gonna have to come up with a different excuse to
be a game hog <g>.

I still enjoy the role playing games though <s>... the older ones with the
great music. Haven't bought an either or the two new consoles and don't plan
too (brutally expensive up here in Canada!) but I just might pick up a new
PSOne and hide it in my room and refuse to share!

-m-
 --
-Life is the retreat of the weary in spirit-


 ------------
Category 2,  Topic 4
Message 8          Wed Sep 25, 2002
EVANWADE                     at 08:49 PDT

Hi. I'm Evan. I'm the editor of the Trailblazer, a small university's
newspaper. I hope to get into gaming journalism after transfering to IU for a
few years, and Ken has been nice enough to let me review for his site. I'm
basically a Nintendo mark- I've had all their systems at least once (and that
includes a Virtual Boy,) but now I'm down to my N64 and trusty ol' Gamecube. I
also have a Playstation but it's been collecting dust since I beat Final
Fantasy 9.

Otherwise, nothing special about me. Uhh.. have a nice day. :)
 ------------
Category 2,  Topic 4
Message 9          Wed Sep 25, 2002
SYNDICOMM [Sheppy]           at 12:53 PDT

Hi Evan.  A Virtual Boy, huh?  I tried one on once, couldn't see a thing. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 4
Message 10         Wed Sep 25, 2002
EVANWADE                     at 14:55 PDT

Man, I loved my Virtual Boy. Played that freaking tennins game for hours and
hours and hours on end. It eventually broke. It was the saddest day of my life
(until Superman 64 was released).
 ------------
Category 2,  Topic 4
Message 11         Wed Sep 25, 2002
KGAGNE [Ken]                 at 19:01 PDT

Evan,

Excellent to see you here.  Are you using telnet or HTTP to access the forum?

-Ken

 ------------
Category 2,  Topic 4
Message 12         Thu Sep 26, 2002
EVANWADE                     at 10:11 PDT

Http, on the NEW T3 CONNECTION! Bwahahah!

I love my school- get on the president's good side and the paper staff gets a 3
connection for the building to do research with.
 ------------
Category 2,  Topic 4
Message 13         Thu Sep 26, 2002
A2.DAIN [Dain]               at 21:18 PDT


Hi Evan,
  Nice to see you here.  I rented the Virtual Boy once with Virtual Tennis.  I
remember liking Virtual Tennis.  It's good to see you here.  My name is Dain
Neater and I my gaming habits include, a highly modified Gameboy Advance, an
NES that is now working 100% again since the replacement on the connector, a
SNES that likes to go black and white once and a while, an N64, and now a
Gamecube.  I have in my day also owned a Sega Genesis, a Sony Playstation, a
Sony Playstation 2 for a few hours, an Atari Jaguar ( I usually don't admit
that) and a Panasonic 3DO, a Sears Atari, and a Bally Astrocade:)

I also play the occasional PC or Mac game.

Dain Neater

 ------------
Category 2,  Topic 4
Message 14         Tue Aug 01, 2006
KGAGNE [Ken]                 at 15:34 PDT

Hey, Jeff -- are you a gamer?  I see from your "marker posts" that you read
this forum.  What brings you here?

-Ken

 ------------
Category 2,  Topic 4
Message 15         Sat Aug 05, 2006
LUMITECH [Jeff]              at 10:15 PDT

No, not really. Occasionally I play, but not enough to consider myself a "true"
gamer.

I scan all of Syndicomm Cats/Tops, so when I get a Topic saying there's an
unread message, and there isn't, I add a marker post. :-)

Jeff

 ------------
 ************
Topic 5         Wed May 09, 2001
KGAGNE                       at 17:34 PST
Sub: The Gamers' Cafe

This is a lounge for general chatter, gaming-related or otherwise.

 243 messages
 ************
 ------------
Category 2,  Topic 5  [MOVED]
Message 3          Mon May 14, 2001
A2.RYAN                      at 23:37 PDT

What kind of game do you recommend for the non-gamer?
-
Ryan
Chief Sysop Pro Tem Palm OS, Page 590

 ------------
Category 2,  Topic 5  [MOVED]
Message 4          Mon May 14, 2001
A2.DAIN                      at 23:57 PDT

As far as games for Non-gamers go....

My wife Melissa isn't a gamer.  However, she is one of the most prolific
Gameboy Tetris players I have ever seen.  That is the only game she ever
plays:)

That being said..Tetris is great for non gamers.  I also think that racing
games are great for non gamers.  You usually can just pick them up and play.
Not usually too bad a learning curve(unless the designers suck).

Just my 2 cents.

Dain Neater


 ------------
Category 2,  Topic 5  [MOVED]
Message 5          Tue May 15, 2001
KGAGNE                       at 05:52 PDT

Ryan,

What Dain said.  Also, Nintendo's first-party games tend to be very popular.
Super Mario 64, Mario Kart 64, and Mario Party are all good games for the
non-gamer.

Dancing games have also been said to turn any woman into a gamer. :)
Bust-a-Groove and Dance Dance Revolution, both for the PlayStation, can have
this effect.  Perhaps Samba de Amigo on Dreamcast, too.

-Ken

 ------------
Category 2,  Topic 5  [MOVED]
Message 6          Tue May 15, 2001
SYNDICOMM                    at 06:42 PDT

>>>Mario Kart 64

This is the ultimate non-gamer game, IMHO. Everyone I've met loves playing
this.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5  [MOVED]
Message 7          Tue May 15, 2001
A2.RYAN                      at 09:58 PDT

> Dancing games have also been said to turn any woman into a gamer. :)

What in heck are dancing games? :)
-
Ryan
Chief Sysop Pro Tem, Palm OS

 ------------
Category 2,  Topic 5
Message 8          Tue May 15, 2001
KGAGNE                       at 19:14 PDT

Ryan,

In dancing games, you control a character who's trying to move to a beat.  You
punch in button sequences and combinations in order for him to pull off
increasingly-complex moves.  If you push the wrong buttons or don't do it in
rhythm with the music, the move fails.

The best part of such games is the soundtrack, which ranges through a variety
of genres.  Some of the tunes are REALLY GOOD - no foolin' - one tune in
particular I can imagine hearing on the radio.

For the PlayStation, Bust-a-Groove 1 & 2 are such games.  There's also Dance
Dance Revolution, which you can purchase with an optional "dance pad" (ala the
old Nintendo PowerPad), on which you stand and push buttons with your feet -
in effect, dance - to execute moves.  This is how the game is played in the
arcade.

You can see my former college roommate and my E3 roommate playing DDR at this
URL: http://www.geocities.com/levvylevvy/

Two Sega Dreamcast games are also in a similar vein.  Samba de Amigo can be
played with controllers, but for the full effect, you should buy the separate,
$80 maraca controllers, which you shake in rhythm with the music. :)

Space Channel 5 follows the adventure of Ulala, a futuristic reporter, as she
out-dances aliens to get the scoop on a hostile takeover.

Reviews of the Bust-a-Groove games and of Space Channel 5 can be found at
http://www.gamebits.net.

-Ken

 ------------
Category 2,  Topic 5
Message 9          Tue May 15, 2001
KGAGNE                       at 22:37 PDT

Though not literally a "dancing game," one of the earliest rhythm-based video
games was Parappa the Rapper, for Sony PlayStation.  Review:

http://www.gamebits.net/psx/parappa.html

I can post the review to Category 26, Topic 15: Parappa the Rapper, if you
like.

Its sequel, Um Jammer Lammy, was released two years ago, also for PSOne.

-Ken

 ------------
Category 2,  Topic 5
Message 10         Wed May 16, 2001
A2.RYAN                      at 00:31 PDT

Thanks for the explanation of dancing games.

I think I'll stick to the real thing :)
-
Ryan
Chief Sysop Pro Tem

 ------------
Category 2,  Topic 5
Message 11         Wed May 16, 2001
SYNDICOMM                    at 06:38 PDT

>>>I think I'll stick to the real thing :)

Uhoh, Ken, look what you did now!! ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 12         Tue May 29, 2001
KGAGNE [Ken]                 at 18:38 PDT

One of my favorite gaming web sites:

Penny Arcade
http://www.pennyarcade.com

Penny Arcade is an online comic strip that updates every Monday, Wednesday,
and Friday. The stars are Gabe and Tycho, who find sarcastic and often painful
ways to lampoon the latest developments in the gaming world. A front-page
commentary, also written in a tongue-in-cheek style, is often required reading
to understanding each strip.

A printed compilation of Penny Arcade: Year One is due out soon.

Penny Arcade was an eight-page appendix in my college senior thesis, on which
I got a 'B'.  The thesis was mentioned in PA's next update.

-Ken

 ------------
Category 2,  Topic 5
Message 13         Thu May 31, 2001
KGAGNE [Ken]                 at 14:05 PDT

What's your favorite lounging position from which to play home video games?
Do you sit in a chair, lay out on a couch, sit on the floor, what?

I can't play games without back support; I've tried having a TV opposite the
foot of my bed and it didn't work at all.  My main TV has a nice couch, but it
leaves me somewhat vertically higher than the TV, so I usually sit on the
floor with my back against the couch.

Bean bags can be quite comfy. :)

-Ken

 ------------
Category 2,  Topic 5
Message 14         Fri Jun 01, 2001
SYNDICOMM                    at 00:09 PDT

>>>What's your favorite lounging position from which to play home video games?
Do you sit in a chair, lay out on a couch, sit on the floor, what?

I prefer some kind of chair for action games or racing games.  Long,
slower-paced games I like to lay down if I can, but usually can't.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 15         Thu Jul 12, 2001
KGAGNE [Ken]                 at 10:42 PDT

I had previously stated that one of my favorite web sites is

Penny Arcade
http://www.pennyarcade.com

That URL is incorrect and will lead to you an entirely different kind of site.
Try this one instead:

http://www.penny-arcade.com

-Ken

 ------------
Category 2,  Topic 5
Message 16         Thu Jul 12, 2001
KGAGNE [Ken]                 at 10:43 PDT

For some cool video game tunes, including acappella renditions of old
favorites, scope out this URL:

http://virt.zophar.net/music.html

-Ken

 ------------
Category 2,  Topic 5
Message 18         Fri Aug 31, 2001
KGAGNE [Ken]                 at 08:33 PDT

Does anyone read my column regularly?  I need to pick out some of the best
ones.  I think my reviews of Spider-Man and Covert Ops, both for PSX, are
good, though those are a year old.  I have to find four others that can
constitute a sample of my work; if you have any suggestions, I'd love to hear
them. :)

If I hear nothing, I'll assume that means you think all my columns are
excellent. <g>

-Ken

 ------------
Category 2,  Topic 5
Message 19         Fri Aug 31, 2001
SYNDICOMM [Sheppy]           at 17:08 PDT

>>>If I hear nothing, I'll assume that means you think all my columns are
excellent. <g>

Well, they are. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 20         Sun Sep 02, 2001
KGAGNE [Ken]                 at 16:24 PDT

Here are some games I'm looking at reviewing this month:

PSOne:
        Tales of Destiny 2 (Namco)
        Spider-Man 2 (Activision)
        Syphon Filter 3 (989 Studios)
        X-Men Mutant Academy 2 (Activision)

PS2:
        Legacy of Kain: Soul Reaver 2
        Silent Hill 2
        ICO
        Spy Hunter

Game Boy Advance:
        Advance Wars
        Snood

The problem with the GBA games is I'm not likely to get review copies; and
with the PS2 games, they all come out on 25 Sep, which leaves me the rest of
September.  Looks like it's going to be a PSOne month. :)

The first Spider-Man game was great so I'll almost definitely be reviewing
that title.

-Ken

 ------------
Category 2,  Topic 5
Message 21         Sun Sep 02, 2001
A2.RYAN                      at 21:37 PDT

Of that list, I'd like to see the X-Men game reviewed most.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 5
Message 22         Mon Sep 03, 2001
KGAGNE [Ken]                 at 06:32 PDT

Ryan,

Both Snood and X-Men Mutant Academy have the same problem of coming out on 25
Sep, the same day as Soul Reaver 2 and Silent Hill 2, two highly-anticipated
games which I'd like to review.  It's some stiff competition for other titles.

Also on 25 Sep: Syphon Filter 3 (PSOne), ICO (PS2), and Spy Hunter (PS2).

-Ken

 ------------
Category 2,  Topic 5
Message 23         Thu Sep 06, 2001
KGAGNE [Ken]                 at 16:53 PDT

Ryan,

FWIW, I did review the first Mutant Academy game.  It came out last summer,
just after the movie.

http://www.gamebits.net/psx/xmenmuta.shtml

-Ken

 ------------
Category 2,  Topic 5
Message 24         Thu Sep 06, 2001
A2.RYAN                      at 21:53 PDT

> FWIW, I did review the first Mutant Academy game.

Thanks, Ken, I'll have a look, next time I'm free.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 5
Message 25         Fri Sep 07, 2001
KGAGNE [Ken]                 at 05:33 PDT

So you want to learn Japanese?

Think again.

http://www-unix.oit.umass.edu/~thoureau/japanese.html

 ------------
Category 2,  Topic 5
Message 26         Fri Sep 07, 2001
SYNDICOMM [Sheppy]           at 11:02 PDT

>>>So you want to learn Japanese?

I took a quarter of Japanese while trying to get a degree in computer science.
It was a terrible mistake. :)

While the spoken language is actually quite easy to learn, the written
language takes so much studying and effort that there's no way to do it unless
you entirely devote your life to it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 27         Fri Sep 07, 2001
KGAGNE [Ken]                 at 13:33 PDT

> I took a quarter of Japanese while trying to get a degree in computer
> science. It was a terrible mistake. :)

I dunno - I loved Iie Aoi and Tsukue. :)

-Ken

 ------------
Category 2,  Topic 5
Message 28         Fri Sep 07, 2001
SYNDICOMM [Sheppy]           at 15:23 PDT

>>>Iie Aoi

Don't remind me.  Damn Softdisk. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 29         Fri Sep 07, 2001
KGAGNE [Ken]                 at 16:08 PDT

Sheppy,

>> Iie Aoi
>
> Don't remind me.  Damn Softdisk. :)

Heh.  I remember when Iie Aoi came out, I didn't notice who the programmer
was, but found it remarkably similar to Tsukue, and commented to that effect
in an open GEnie topic.  I believe my exact words were: "What a cheap
rip-off!"

Softdisk used my message as an anonymous letter to the editor in their next
issue. :\

In my defense, you later said that if Iie Aoi had been someone else's program,
you would've been pretty upset at Softdisk, too. <g>

-Ken

 ------------
Category 2,  Topic 5
Message 30         Fri Sep 07, 2001
SYNDICOMM [Sheppy]           at 19:00 PDT

I was still pretty upset at Softdisk. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 31         Fri Sep 07, 2001
KGAGNE [Ken]                 at 20:58 PDT

Sheppy,

Okay, there's something else going on here I don't know about.  What did
Softdisk do to you? :)

-Ken

 ------------
Category 2,  Topic 5
Message 32         Sat Sep 08, 2001
SYNDICOMM [Sheppy]           at 15:45 PDT

They made me change "Tsukue"s name to "Iie Aoi."  Ugh. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 33         Sun Sep 16, 2001
KGAGNE [Ken]                 at 16:17 PDT

Here are all the changes I've been able to determine have been effected as a
result of the September 11th tragedy:

- Syphon Filter 3 (PSOne) delayed four months.
- Command & Conquer: Red Alert 2 (PC) recalled; new box to ship late October.
- Metal Gear Solid 2 (PS2) release unknown.
- Project Gotham Racing (XBox) under consideration.
- Twisted Metal Black & Dropship (PS2) European releases delayed.
- Microsoft Flight Simulator (PC) recalled.
- Online conspiracy game Majestic (PC) suspended by Electronic Arts.
- Tom Clancy products under consideration.
- World War III Black Gold (PC) delayed indefinitely.
- Duke Nukem under consideration.
- Japanese commercials for Namco's Ace Combat 4 (PS2) pulled.

More as it develops.

 ------------
Category 2,  Topic 5
Message 34         Tue Sep 25, 2001
KGAGNE [Ken]                 at 14:21 PDT

Few of the reviews I expected to write this month came to pass.  Syphon
Filter 3, Spider-Man 2, and Soul Reaver 2 were all delayed, and I didn't
consider it appropriate to review Advance Wars in the current national
milieu.  I hope to get Silent Hill 2 early enough this week to review, and
I've also requested Spy Hunter.

Here are my choices for October.  The three PSOne games are more likely to be
reviewed than anything else, due to availability, recognition, and personal
interest.

                    Sony PlayStation

   Spiderman 2 Enter Electo                 October
   Castlevania Chronicles                   10/09/01
   Dragon Warrior VII                       10/23/01

                  Sony PlayStation 2

   Ninja Gaiden                             October
   Legacy of Kain: Soul Reaver 2            10/12/01
   Batman Vengeance                         10/16/01
   Devil May Cry                            10/17/01
   Harvest Moon: Save the Homeland          10/30/01

                    Sega Dreamcast

   Bomberman Online                         10/16/01
   World Tennis 2K2                         10/23/01

                   Game Boy Advance

   D00M                                     10/23/01
   Mega Man Battle Network                  10/24/01
   Super Street Fighter 2 Turbo Revival     10/24/01
   ET: The Extraterrestrial                 10/29/01

 ------------
Category 2,  Topic 5
Message 35         Mon Oct 15, 2001
KGAGNE [Ken]                 at 15:15 PDT

Some neat Buddy Icons for Instant Messenger at this URL:

http://www.hypericons.com/videogames.html

 ------------
Category 2,  Topic 5
Message 36         Mon Oct 29, 2001
KGAGNE [Ken]                 at 19:30 PDT

What the heck? :)

An electronic entertainment company is now offering a "unique series of
trading cards [that] focus on the interest, appeal and greatness of Real
People, instead of  baseball players, sci-fi stars or one-dimensional
celebrities."

http://www.peoplecards.net/giftguide

-Ken

 ------------
Category 2,  Topic 5
Message 37         Sun Nov 11, 2001
KGAGNE [Ken]                 at 19:54 PDT

Happy 11-11-1, everyone :)

-Ken

 ------------
Category 2,  Topic 5
Message 38         Mon Nov 19, 2001
KGAGNE [Ken]                 at 16:48 PDT

Become a card-carrying member of the Game Corps today!

http://www.penny-arcade.com/view.php3?date=2001-11-14&res=l
http://www.penny-arcade.com/view.php3?date=2001-11-14&res=h

 ------------
Category 2,  Topic 5
Message 39         Mon Nov 26, 2001
KGAGNE [Ken]                 at 09:19 PDT

The left front speaker on my 5.1 surround sound stopped working Friday
morning.  The speaker is fine, it's the output on the receiver that's not
transmitting any signal.  I finished Metal Gear Solid 2 feeling like I was
half-deaf. :(

The system is beyond the 45-day trial offered by Cambridge Soundworks, but
it's still under warranty.  The salesperson I spoke to said he can probably
just swap me a new receiver for this one, as soon as he gets one in tomorrow's
shipment.

-Ken

 ------------
Category 2,  Topic 5
Message 40         Tue Dec 04, 2001
KGAGNE [Ken]                 at 11:52 PDT

Recently a PR firm said they'd send me some high-profile titles, then didn't.
I sent them an email to the effect of "This stinks.  I realize I'm not as
important as a trade publication journalist..."

Their reply was, basically, "You're right - you're not."

Ouch.

-Ken

 ------------
Category 2,  Topic 5
Message 41         Tue Dec 04, 2001
SYNDICOMM [Sheppy]           at 15:27 PDT

>>>Their reply was, basically, "You're right - you're not."

Ouch.  Double ouch.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 42         Wed Dec 05, 2001
KGAGNE [Ken]                 at 07:59 PDT

To put more accurately what the PR firm rep said: "To keep this publisher as a
client, we have to procure them the best possible coverage, and that doesn't
entail sending you software."

What makes this so frustrating is that this same publisher, through a
different PR firm, provided me software fairly regularly up until two years
ago.  Before then, they'd sent me games that I'd given very positive reviews,
and had even included in their respective "Best of the Year" Christmas
features.  Now the sequels to those games have come out and I'm not good
enough to receive them?

Sigh.

-Ken

 ------------
Category 2,  Topic 5
Message 43         Sat Dec 08, 2001
KGAGNE [Ken]                 at 10:13 PDT

I remember one night early in my freshman year of college, when I lived in a
one-room dorm.  I was sitting on my bed doing some calculus while my roommate
and a friend of his played Street Fighter EX + alpha on my PlayStation.  They
didn't know what they were doing, didn't know the moves, but they were having
fun, which is the whole point.  Or should be, except someone from down the
hall had wandered in and wanted to show his stuff.

"Push punch, then kick!  No, do a quarter-circle away!  You should've Dragon
Punched there!"

I got frustrated, so when the next round ended, I closed my calc book and took
the controller from my roommate.  "Shut up," I said to the stranger, shoving
the pad into his hands.  We proceeded to fight.

We each chose one of the strongest characters in the game.  He put up a heck
of a good fight - I almost didn't make it.  But in the last round, I had the
advantage, and I executed one of my character's special moves, the closest
Street Fighter comes to a fatality: the screen goes white, the sound of a
thousand punches landing in rapid succession can be heard, and when the lights
come back on, the opponent's dead.  A very difficult move to pull off.

"What... How did you... What was..." my opponent stammered.

I put my controller down, calmly turned to him, and pointed at the door.

"Get out."

 ------------
Category 2,  Topic 5
Message 44         Sat Dec 08, 2001
SYNDICOMM [Sheppy]           at 14:13 PDT

You the man, Ken. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 45         Sat Dec 08, 2001
KGAGNE [Ken]                 at 19:58 PDT

> You the man, Ken. :)

I don't like to toot my own horn - but it is one of my finer moments. <g>

-Ken

 ------------
Category 2,  Topic 5
Message 47         Sun Dec 09, 2001
KGAGNE [Ken]                 at 19:05 PDT

I get frustrated when other people are arrogant about video games.  It's such
a silly and meaningless thing.  I was once talking to a store clerk about
classic video games, and he went off on how he owns 600 Nintendo games.  He
took a lot of pride in that, but all it meant was that he had a lot of money
and the desire to spend it in pursuit of certain items.  The street-fighting
gamer in my previous post knew many special moves, which means he just had the
time and memory to spend learning them.  Like I told Dain, gaming is 90%
persistence.  Knowing 20 fatality moves is no more difficult, and probably
less useful, than knowing 20 digits of pi.

The keyword in "video games" is GAMES.  They're supposed to be FUN.  Some
people actually get upset when I give a good game a bad review, or vice versa.
I try to explain to them that the review is simply my opinion, and not a
statement of fact.  I wish my tastes were such that I could enjoy every game
that comes my way, but I don't.

It's wonderful to be passionate about something; life is meaningless without
passion.  But it's important to remember that video games are just games.

Then again, I think life is a game, and have trouble taking that seriously,
either.

-Ken

 ------------
Category 2,  Topic 5
Message 48         Mon Dec 10, 2001
SYNDICOMM [Sheppy]           at 07:01 PDT

>>>It's wonderful to be passionate about something; life is meaningless
without passion.  But it's important to remember that video games are just
games.

That's for sure. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 49         Tue Dec 18, 2001
KGAGNE [Ken]                 at 17:09 PDT

I don't know if I should be depressed or not that, every year, I receive
holiday cards from so many video game publishers and public relations firms,
they outnumber my friends' cards. ;)

-Ken

 ------------
Category 2,  Topic 5
Message 50         Tue Dec 18, 2001
A2.RYAN                      at 23:47 PDT

> I don't know if I should be depressed or not that, every year, I receive
> holiday cards from so many video game publishers and public relations
> firms, they outnumber my friends' cards. ;)

Depends.  If you're getting one card from the video game publishers and one
from public relations firms, then yes.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 5
Message 57         Mon Dec 31, 2001
KGAGNE [Ken]                 at 08:42 PDT

Today's GameFAQs poll asked if this was a good year for gaming.  I didn't
think so, but I wanted to make sure - so I took a look at all the reviews
Gamebits has published in print in the last five years:

Year   Games reviewed that year       Average game score for year
1997            20                               7.98
1998            46                               8.2
1999            45                               8.04
2000            42                               8.07
2001            44                               7.69

.29 points below the previous worst year - and that year lacked the quantity
of other years.

-Ken

 ------------
Category 2,  Topic 5
Message 58         Tue Jan 01, 2002
KGAGNE [Ken]                 at 18:39 PDT

Last year I created a Christmas wish list for the first time in ages, and gave
it to my family.

If I ever do that again, I'll have to order items by preference, not
alphabeticalness.  All my gifts this year were A-F.

-Ken

 ------------
Category 2,  Topic 5
Message 59         Tue Jan 01, 2002
SYNDICOMM [Sheppy]           at 21:53 PDT

>>>If I ever do that again, I'll have to order items by preference, not
alphabeticalness.  All my gifts this year were A-F.

Hehe... I create my list in random order, with items ranging in price from a
few dollars to several thousand.  I keep my list maintained year round in a
sticky note on my Mac screen, and that way I can just email it to people that
want to buy me something, and I can use it to plan my own future purchases.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 5
Message 60         Wed Jan 02, 2002
KGAGNE [Ken]                 at 09:00 PDT

Sheppy,

This year I created a web page of gift ideas, with links to the stores of
where to buy them.  Unfortunately, my father printed out the list and gave
copies to my relatives, who then had no idea where to find the items.  I tried
explaining to my father that you can't click on a link on a piece of paper,
but I don't think he "got" it.

-Ken

 ------------
Category 2,  Topic 5
Message 61         Wed Jan 02, 2002
SYNDICOMM [Sheppy]           at 16:29 PDT

>>>I tried explaining to my father that you can't click on a link on a piece of
paper

Hehehe, the technology gap in action. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 5
Message 63         Wed Jan 30, 2002
KGAGNE [Ken]                 at 14:17 PDT

February's shaping up to be a good month.  "Maximo: Ghosts to Glory" for
PlayStation 2 is coming out - a modern 3D edition of Capcom's classic "Ghosts
'n Goblins" series of games.  There seems to be some hype around Rockstar
Studios' "State of Emergency" game too, though I'm not sure why.

"Dark Summit", an Xbox snowboard action-adventure game, will be released for
GameCube by THQ.

Working Designs' long-delayed "Arc the Lad Collection" is again slated for
release, this time in February.  Six discs of PSOne RPG goodness.

Game Boy Advance games include Nintendo's "Super Mario World", and Sega's
"Columns" and "Sonic Advance".

I'll be reviewing "Drakan: The Ancients' Gate" for PS2 this week, but hope
that the rest of my February review schedule will consist of several of the
above titles.  I've already put in for Maximo & Dark Summit, and will be
picking up Sonic for a friend.

The main reason I try to predict my review schedule is because it's funny to
see how off I was a month later.

-Ken

 ------------
Category 2,  Topic 5
Message 64         Mon Feb 04, 2002
KGAGNE [Ken]                 at 19:19 PDT

My friend and Gamebits contributor Rick Rae sends me the following:

For all who like "Sakura Taisen" (or "Sakura Wars"), you may be interested in
tuning in to Anime Stuff R internet radio this month!

From February 1 through February 21, I'm hosting over five hours of music
from the games, anime, live musicals, and movie interspersed with my
commentary and overview of Sakura Taisen's characters, and what this game and
media phenomenon is all about.

Whether you're a fan of Sakura Wars or are just curious, don't miss this
show!

Drop by www.animestuff-r.com to see the home page for the show and also learn
how to listen via Live365. There's also a link to a special Sakura Taisen
graphics gallery featuring the covers of the artbooks for the games and of
the Final Guide cover for Sakura Taisen 3.

You can also get to the show directly through this URL and your Media Player:

http://www.live365.com/play/238847

The show will run continuously through February 21.

 ------------
Category 2,  Topic 5
Message 65         Mon Feb 11, 2002
KGAGNE [Ken]                 at 09:13 PDT

This idea literally came to me in a dream.

How about a game that plays like Metal Gear Solid, but features G.I. Joe?
Don't tell me that wouldn't rock. :)  G.I. Joe is currently enjoying a new and
very successful comic book mini-series, so they're not completely dead.  There
were two NES games based on G.I. Joe, but nothing since.  An MGS engine would
be perfectly suited to this kind of game, especially with all the different
characters and weaponry one could use.

Ah!  I need to find a publisher! :)

-Ken

 ------------
Category 2,  Topic 5
Message 66         Mon Feb 18, 2002
KGAGNE [Ken]                 at 20:32 PDT

Yet another personality quiz:

"What Pre-1985 Video Game Character Am I?"

http://blog.ravenblack.net/quiz/videogame.pl

I [Ken] am Mr Do.

I am sedentary by nature, enjoying passive entertainment, eating when the mood
takes me, and playing with my food. I try to avoid conflict, but when I'm
angered, I can be a devil - if you force me to fight, I will crush you. With
apples.

Sigh.

-Ken

 ------------
Category 2,  Topic 5
Message 67         Tue Feb 19, 2002
SYNDICOMM [Sheppy]           at 06:42 PDT

I'm a Light Cycle. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 68         Tue Feb 19, 2002
KGAGNE [Ken]                 at 07:09 PDT

Sheppy,

It doesn't surprise me that you're a TrailBlazer. :)

-Ken

 ------------
Category 2,  Topic 5
Message 69         Tue Feb 19, 2002
A2.DAIN [Dain]               at 21:24 PDT


I took the personality test and it turns out that I am a Gauntlet Adventurer.
:)


"Dain Needs Food"


Dain "Gauntlet Adventurer" Neater.
 ------------
Category 2,  Topic 5
Message 72         Thu Feb 21, 2002
KGAGNE [Ken]                 at 19:51 PDT

More personality quizzes...

Which Labyrinth [the movie] Character Are You?

        http://www.hollowmind.net/labyrinth/

Which 80's TV Cartoon Are You?

        http://pink-eyeliner.org/quiz/

Which Sesame Street Character Are You?

        http://www.trill.net/trill/test.html

Which Care Bear Are You?

        http://www.drudabear.com/quiz.htm

What D&D Character Are You?

        http://www.students.uiuc.edu/~ellingwd/dndwho/index.html

What Would Your Stats Be in AD&D?

        http://blanchard.virtualave.net/war/dndstats.html

I'm a Cheer Bear and a Chaotic Good Half-Elf Bard Cleric.  I refuse to
comment on the rest.

-Ken

 ------------
Category 2,  Topic 5
Message 73         Fri Feb 22, 2002
SYNDICOMM [Sheppy]           at 16:19 PDT

I'm Ernie. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 74         Sat Feb 23, 2002
A2.DAIN [Dain]               at 08:33 PDT

I ended up a transformer:)

Most likely because I answered a question that said that I was made of metal
and had rear view mirrors;)


Dain
 ------------
Category 2,  Topic 5
Message 75         Sat Feb 23, 2002
SYNDICOMM [Sheppy]           at 11:27 PDT

>>>Most likely because I answered a question that said that I was made of
metal and had rear view mirrors;)

Dude... you're weird. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 76         Tue Feb 26, 2002
KGAGNE [Ken]                 at 09:49 PDT

Another Personality Quiz:

What Muppet Are You?

http://www.geraldfield.com/cgi-bin/unofficial/quizzes/sfesurvey.cgi?whatmuppeta
reyou

I'm Kermit!  Though I'm technically the star, I'm pretty mellow and don't mind
letting others share the spotlight.  I am also something of a dreamer. :)

-Ken

 ------------
Category 2,  Topic 5
Message 77         Tue Feb 26, 2002
A2.DAIN [Dain]               at 18:02 PDT


"You are Fozzie!
Wokka Wokka! You love to make lame jokes. Your sense of humor might be a bit
off, but you're a great friend and can always be counted on."


Not sure I would agree there;)...better than Gonzo I guess:)

Dain
 ------------
Category 2,  Topic 5
Message 78         Tue Feb 26, 2002
KGAGNE [Ken]                 at 20:03 PDT

>> Your sense of humor might be a bit off
>
> Not sure I would agree there

Sounds about right to me. <G>

Some of the quizzes I posted earlier have already been shut down, the URLs
invalid.  Seems they were so popular, the hosts overspent their bandwidth
allotment and the pages were removed.

-Ken

 ------------
Category 2,  Topic 5
Message 79         Tue Mar 05, 2002
KGAGNE [Ken]                 at 11:32 PDT

Someone sent me an email in response to one of my reviews.  The message was

zit vast kan geen kant op help

I tried pasting it into Babelfish with the "German to English" option, but
nothing came out.  Anyone know what language it is?  The sender's domain was
wanadoo.nl.

-Ken

 ------------
Category 2,  Topic 5
Message 80         Tue Mar 05, 2002
A2.DAIN [Dain]               at 17:00 PDT


The .nl tells me it is the Netherlands.  Did you try Dutch?  It's similar to
German I think.

Dain
 ------------
Category 2,  Topic 5
Message 81         Tue Mar 05, 2002
KGAGNE [Ken]                 at 17:54 PDT

Dain,

Thanks for the tip.  If it's Dutch, I don't know how to respond.
babelfish.altavista.com will translate Chinese, French, German, Italian,
Japanese, Korean, Portugese, Russian, and Spanish to English... but not Dutch.

-Ken

 ------------
Category 2,  Topic 5
Message 82         Tue Mar 05, 2002
KGAGNE [Ken]                 at 17:56 PDT

I recently played through the 1998 video game "Pitfall 3D: Beyond the Jungle",
for PlayStation.  In the credits are "Special thanks to all our friends,
family, wives, girlfriends, and children."  No husbands or boyfriends, though.

Ah, gotta love the chauvinism of video games.  I'm gonna go blow something up.

-Ken

 ------------
Category 2,  Topic 5
Message 83         Wed Mar 06, 2002
SYNDICOMM [Sheppy]           at 07:20 PDT

Well... there's a fairly substantial dearth of women coders in the game
industry.  I think I met a grand total of one the entire time I worked in the
field.

And I never encountered a female tester.  Or artist, for that matter.

It's kind of strange, and kind of disturbing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 84         Sat Mar 23, 2002
KGAGNE [Ken]                 at 20:59 PDT

Another quiz:

Superhero Latency Test

This quiz is designed to help you identify any super powers or potentials you
may have dormantly within you.

http://www.geocities.com/vonhase/superhero.html

Unfortunately, it doesn't give much detail for each possible power.  All I
know is that I tested positive for "Gadgeteer".

-Ken

 ------------
Category 2,  Topic 5
Message 85         Tue Mar 26, 2002
SYNDICOMM [Sheppy]           at 20:40 PDT

Yeah, I'm a Gadgeteer as well.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 86         Sun Mar 31, 2002
KGAGNE [Ken]                 at 20:56 PDT

News Exclusive:
Hardware Manufacturers Cease Hardware Manufacture

by Ken Gagne

After the unexpected failure of the Dreamcast, Sega last year abandoned their
hardware division. The company responsible for the Sega Genesis, Game Gear,
and many other memorable consoles became a third-party publisher, competing
with the likes of Capcom and Electronic Arts for consumers' dollars across all
platforms.

Heartened by the success Sega's fiscal records recently revealed this new
business strategy to bring, other hardware manufacturers are now following
suit.

"The Nintendo 64, while an artistic success, was financially troubled by the
then-newcomer Sony PlayStation," said Peter MacDougall, executive vice
president of sales and marketing at Nintendo of America. "We've learned from
our mistakes. By discontinuing support for the GameCube, we expect 'the
Nintendo difference' to reach an even wider audience."

In a surprising move, Sony is yet another Johnny-come-lately to this marketing
model. "We see no reason to be threatened by Microsoft," said Kaz Hirai of
Sony, referring to the Windows publisher's Xbox video game console. "Our
software publishing arm is ready and able to tackle this newcomer head-on - or
from the inside-out."

Following the announcement that the much-rumored PlayStation 3, 4, and
5 consoles were headed for the scrap heap, Microsoft was quick to counter with
their own plans to cease manufacture of the Xbox hardware.

"Since our launch in November 2001, we've attracted a strong corps of software
publishers," said Bill Gates himself, representing Microsoft. "We're confident
these companies will follow us and enjoy similar success on other hardware
platforms."

What "other hardware platforms" Gates refers to remains to be seen. The
aftermath of this new economy is prepared to flood the market with quality
software from all development houses - yet a lack of coordination among
hardware manufacturers has left no viable consoles to receive new games.

"What do you mean, 'no more Xbox'?" Hirai claimed to his board of directors
early Wednesday morning, shortly after Microsoft's official announcement.

Gates was similarly shocked.

"You mean to tell me that cute little purple cube with the handle won't be
running Windows?" Gates asked. "That's unacceptable."

Shigeru Miyamoto simply wept.

All ends of the industry are feeling the results of a lucrative business
decision gone horribly wrong. Retailers, who previously struggled to represent
each competing system with limited shelf space, suddenly find themselves with
gaps to fill. Many have been left to relabel their software inventory as
coasters, or "microwave special effect generators."

A long-term solution is currently being sought by the Interactive Digital
Software Association.

"Won't anyone answer the call to produce an underpowered, unsupported,
expensive, and highly-criticized game console?" lamented Doug Lowenstein,
president of the IDSA.

In related news, the organizers of the annual Vintage Computer Fest have
announced an intended merger with the Electronic Entertainment Expo, Los
Angeles' annual mecca of video game publishers and exhibitors.

"We used to gather to celebrate the breathing of life into old systems, making
them new again," commented show coordinator Ted Deppner. "Now we welcome
several new systems into the folds of antiquity."
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 1-Apr-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 2,  Topic 5
Message 88         Mon Apr 08, 2002
KGAGNE [Ken]                 at 08:35 PDT

Penny Arcade is willing to do something about the violence in video games:

http://www.penny-arcade.com/mohpacifism.php3

 ------------
Category 2,  Topic 5
Message 89         Thu Apr 11, 2002
KGAGNE [Ken]                 at 19:01 PDT

Here are some more personality quizzes, including a completely pointless one:

http://www.stvlive.com/oddities/quizme/index.php

 ------------
Category 2,  Topic 5
Message 90         Fri May 03, 2002
KGAGNE [Ken]                 at 07:34 PDT

What's your battle cry?

http://mewing.net/cryquiz.html

Mine is "MEEP!"  I'm easily shocked, and easily amused.

-Ken

 ------------
Category 2,  Topic 5
Message 91         Thu May 09, 2002
SYNDICOMM [Sheppy]           at 08:48 PDT

>>>Mine is "MEEP!"  I'm easily shocked, and easily amused.

Mine too.  Hm.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 92         Sat May 11, 2002
KGAGNE [Ken]                 at 15:56 PDT

I like today's FoxTrot:

http://images.ucomics.com/comics/ft/2002/ft020511.gif

 ------------
Category 2,  Topic 5
Message 93         Mon May 27, 2002
A2.DAIN [Dain]               at 09:40 PDT


What do you guys (and gals) think of the U.S.Army developing games for
recruitment and training purposes.  I have only seen a very small blurb on
this, but it just seemed quite strange.

I remember during the Gulf War there were some interviews with some pilots that
when asked how it felt to be in combat they responded that "It seemed so
real....".  I guess that is what would be a normal response for people trained
in simulators.

It's come a long long way since Pong...hasn't it?
Dain


 ------------
Category 2,  Topic 5
Message 94         Mon May 27, 2002
KGAGNE [Ken]                 at 16:56 PDT

Dain,

The U.S. Army's involvement in video game publishing could be a public
relations nightmare.  Pundits of the industry have been quick to suggest that
"video games teach kids to kill," and that the military uses video games to
train soldiers to that end.  How will a video game BY the military FOR kids be
received??

Eek.

-Ken

 ------------
Category 2,  Topic 5
Message 95         Mon May 27, 2002
SYNDICOMM [Sheppy]           at 18:06 PDT

If you're going to have the Army putting out a game, a time of a highly
patriotic fervor and generally approved-of war effort is a good time to do it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 96         Thu May 30, 2002
KGAGNE [Ken]                 at 21:19 PDT

I once overheard a conversation my opponent from msg #43 had.

Someone asked him what the then-new iMac was.  He told them, "You know
WebTV?... It's that."

It was my pleasure to kick his butt a week later.

-Ken

 ------------
Category 2,  Topic 5
Message 97         Sun Jun 02, 2002
SYNDICOMM [Sheppy]           at 11:17 PDT

>>>It was my pleasure to kick his butt a week later.

Woohoo! :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 98         Mon Jun 03, 2002
KGAGNE [Ken]                 at 16:42 PDT

Today on GameFAQs.com, a list of upcoming remakes was posted, asking gamers
which one they were most looking forward to:

Contra: Shattered Soldier (PS2)
Defender of the Crown (GBA)
Dragon's Lair 3D (Multi)
Frogger Classic (Multi)
Last Ninja, The (Xbox)
Ninja Gaiden (Xbox)
Phantasy Star Collection (GBA)
Rygar (PS2)
Shinobi (PS2)

With such an impressive lineup, I wonder why publishers even bother with
*new* games these days. <g>

-Ken

 ------------
Category 2,  Topic 5
Message 99         Wed Jun 05, 2002
KGAGNE [Ken]                 at 23:32 PDT

Today's Penny Arcade discusses the U.S. Army's "America's Army" video game:

http://www.penny-arcade.com/news2002-06-05.html

 ------------
Category 2,  Topic 5
Message 100        Thu Jun 06, 2002
KGAGNE [Ken]                 at 15:55 PDT

What's Your Mental Age?

http://www.music-review.org/test.asp

I act like I'm 19. (I'm 23)

-Ken

 ------------
Category 2,  Topic 5
Message 101        Fri Jun 07, 2002
SYNDICOMM [Sheppy]           at 08:33 PDT

My mental age is apparently 17.  I'm 30. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 102        Thu Jun 13, 2002
A2.DAIN [Dain]               at 20:47 PDT


I registered 26 years old..I am 29.


Dain
 ------------
Category 2,  Topic 5
Message 103        Fri Aug 02, 2002
KGAGNE [Ken]                 at 08:52 PDT

For the past month or so, GameFAQs.com has been hold "The Great GameFAQs
Character Battle".  Every day, two well-known video game characters are pitted
against each other, and visitors to the site decide who will win by casting
their votes.  Today begins the second bracket, with fully half of the
competitors having been eliminated in the first round.

It's difficult to say what the results mean.  I'm sure it is a popularity
contest for many voters - especially since voters are encouraged to "choose
your favorite" - but I try to see things from who would win in an actual
battle.  The toughest decision so far was Strider Hiryuu (from Capcom's
Strider games) versus Raziel (from the Soul Reaver games).

Anyway, surf by to cast your vote every now and then!

-Ken

 ------------
Category 2,  Topic 5
Message 104        Fri Aug 16, 2002
KGAGNE [Ken]                 at 16:18 PDT

Dain,

Thought you might enjoy this:

http://www.syndicomm.com/~kgagne/crouch.wav

-Ken

 ------------
Category 2,  Topic 5
Message 105        Sun Aug 25, 2002
KGAGNE [Ken]                 at 08:57 PDT

As we approach the finals in the Great GameFAQs Character Battle, things are
definitely starting to heat up!  In the West Division Semis, the final count
was

Sonic the Hedgehog - 41939
Samus Aran - 41973

Today's battle is also very close, as of noon:

Mega Man        49.48%          20038
Sephiroth       50.52%          20462

View the full bracket at http://cgi.gamefaqs.com/poll/bracket.asp

-Ken

 ------------
Category 2,  Topic 5
Message 106        Wed Aug 28, 2002
KGAGNE [Ken]                 at 09:30 PDT

I can't believe the fans allowed Crono (from Chrono Trigger) to beat Metal
Gear's Solid Snake in a fair fight!  They expect a cartoon kid to beat this
guy?

http://www.penny-arcade.com/view.php3?date=2001-03-28&res=l

Not bloody likely...

-Ken

 ------------
Category 2,  Topic 5
Message 107        Tue Sep 03, 2002
SYNDICOMM [Sheppy]           at 13:09 PDT

Apparently the Greek government has outlawed all electronic games, from
handheld game machines to consoles to games in cell phones to computer games.

They wanted to outlaw gambling machines, couldn't figure out how to write a
law that would delineate between them and other game machines, and just
decided to ban them all.

http://news.com.com/2100-1040-956357.html?tag=fd_top

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 108        Tue Sep 03, 2002
A2.DAIN [Dain]               at 17:48 PDT


Don't you just love when the Government steps in and tells the people how they
can live their lives.

Sheesh.

Dain
 ------------
Category 2,  Topic 5
Message 109        Tue Sep 03, 2002
SYNDICOMM [Sheppy]           at 22:24 PDT

>>>Don't you just love when the Government steps in and tells the people how
they can live their lives.

Seriously.  This is pretty whacked.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 110        Tue Sep 10, 2002
KGAGNE [Ken]                 at 10:16 PDT

Here's another version of the story:

http://www.msnbc.com/news/802893.asp?0dm=C14LT

I kept hoping the story was being blown out of proportion and that it meant
only public gaming was eliminated.  But no: playing a game even on a cell
phone in the privacy of your own home is illegal.

But what is a "game"?  Surely trying to make music by pressing key tones on
your phone could be entertaining.  Will fun be outlawed next?

Very strange.  I doubt anyone is going to be throwing out their video games
anytime soon, though, and the law doesn't prevent the sale of such items
either.

-Ken

 ------------
Category 2,  Topic 5
Message 111        Wed Sep 11, 2002
KGAGNE [Ken]                 at 14:11 PDT

Plenty of personality tests at this URL:

http://www.atomictemple.com/electrons/tests.htm

... most of them base.

 ------------
Category 2,  Topic 5
Message 112        Thu Sep 12, 2002
SYNDICOMM [Sheppy]           at 22:37 PDT

>>>Very strange.  I doubt anyone is going to be throwing out their video games
anytime soon, though, and the law doesn't prevent the sale of such items
either.

The court just threw out this law. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 113        Wed Sep 25, 2002
KGAGNE [Ken]                 at 18:56 PDT

Visit <http://www.gamebits.net/other/dsl.shtml> for a review of my DSL service
of a few years ago.

You may be willing to ignore my complaints after surfing to
<http://www.speakeasy.net/massive>; apparently; order DSL from Speakeasy
before September 30th, and get a free Xbox or PS2.

-Ken

 ------------
Category 2,  Topic 5
Message 114        Mon Sep 30, 2002
KGAGNE [Ken]                 at 21:12 PDT

I was recently informed of the announcement of the Fall 2002 Parents' Choice
awards.  This link will send you to the Video Games category:

http://www.parents-choice.org/awards.cfm?cat_code=c_vga&award=AW&awdyr=2002&awd
se=c&product_code=p_vga&from=Fall%202002%20Parents%27%20Choice%20Award%20Winner
s%20

Unfortunately, only four games are listed, and most of them aren't for
consoles.

-Ken

 ------------
Category 2,  Topic 5
Message 115        Tue Dec 17, 2002
KGAGNE [Ken]                 at 18:37 PDT

Ghost of Christmas Future Taunts Children WIth Visions of Playstation 5:

http://www.theonion.com/onion3847/ghost_of_christmas_future.html

 ------------
Category 2,  Topic 5
Message 116        Wed Dec 25, 2002
KGAGNE [Ken]                 at 20:27 PDT

Any new games or systems for Gamebits members this Christmas?

 ------------
Category 2,  Topic 5
Message 117        Thu Dec 26, 2002
A2.DAIN [Dain]               at 22:29 PDT


No games or systems here.  I did get Back to the Future Trilogy on Widescreen
DVD though:)

Dain
 ------------
Category 2,  Topic 5
Message 118        Fri Dec 27, 2002
SYNDICOMM [Sheppy]           at 18:42 PDT

No games yet, but the people that tend to get me games are in Tennessee and
we're doing gift exchange in a couple weeks. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 5
Message 119        Fri Dec 27, 2002
KGAGNE [Ken]                 at 19:52 PDT

Dain,

I got the BttF DVD set, too - and the Spider-Man movie.  I can't wait to watch
the outtakes and deleted scenes. :)

-Ken

 ------------
Category 2,  Topic 5
Message 122        Wed Jan 01, 2003
KGAGNE [Ken]                 at 18:32 PDT

Today's GameFAQs.com poll asks us how good a year 2002 was for gaming - above,
below, or just average.

Year     Games Reviewed     Average Score
-----------------------------------------
1997         21                  7.6
1998         46                  8.0
1999         43                  7.75
2000         35                  7.64
2001         39                  7.57
2002         44                  7.68

On other words, every year averages out, pretty much. :)

-Ken

 ------------
Category 2,  Topic 5
Message 123        Sun Jan 05, 2003
A2.DAIN [Dain]               at 21:47 PDT


Strange Stuff.  Time Warner Cable is now carrying "G4" a new television network
that has 100% gaming shows.  I've not watched it a whole lot, but I have seen a
show that has no announcer, but it just plays gameplay footage and some
trailers.  It must be easy to produce that one:)  There was a show on the other
day that was a broadcast of a contest of a NASCAR game.  The winner won ~$2000
or so.   Nothing ground breaking.  I looked through the guide and noticed that
they also play reruns of "Starcade" a gameshow based on video games from back
in the 80's.  I remember watching that seemingly eons ago.

Like I said some strange stuff.

Dain
 ------------
Category 2,  Topic 5  [MOVED]
Message 124        Thu Feb 27, 2003
A2.DAIN [Dain]               at 15:06 PDT


I think I first heard the term Boss and Mini-boss come from the original
Metroid.  Ridley and Kraid were Mini-Bosses and the Mother Brain was "the"
Boss.  Of course it could have been Zelda.

Dain
 ------------
Category 2,  Topic 5  [MOVED]
Message 125        Thu Feb 27, 2003
SYNDICOMM [Sheppy]           at 21:52 PDT

>>>Does she realize she's calling me a failure?

Yes. ;)

Seriously, though... the entire concept of a "boss" is silly to me.  Talk
about unrealistic.  I hate playing a game like Wolfenstein where it's more or
less realistic (yeah, yeah, the undead are a little weird, but still), but all
of a sudden you come up against one incredibly hard to beat guy designed to
scare a percentage of players from bothering to play any further.

Why ruin a game with bosses?  It's much more fun to just continue to move
through increasingly challenging normal levels.  There are too many games I've
bought and not finished because of bosses.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 126        Fri Feb 28, 2003
KGAGNE [Ken]                 at 15:16 PDT

Sheppy,

I find that in many games, the cannon fodder enemies you encounter throughout
the level are not very challenging.  They're good practice leading up to the
boss encounter, which tests the skills you've learned.

They also provide different kinds of challenges.  Cannon fodder's strength is
in numbers, so that getting to the boss is a matter of endurance, not strength
or thought.  Many bosses require some gimmick to defeat them which their
underlings did not.

Just my $.02 :)

-Ken

 ------------
Category 2,  Topic 5
Message 127        Sat Mar 01, 2003
SYNDICOMM [Sheppy]           at 10:11 PDT

>>>I find that in many games, the cannon fodder enemies you encounter
throughout the level are not very challenging.  They're good practice leading
up to the boss encounter, which tests the skills you've learned.

That's a fair excuse in older games, but most modern shooters I've played, the
enemies are hardly cannon fodder.  Many of them have very good AIs.  They duck
for cover, they run when hurt, they call for help.  They plan and execute
ambushes.  And I have no problem with introducing new and more dangerous
enemies as you proceed through a game, but to have the occasional nearly
impossible to beat "boss" just ruins the flow of the game, especially for guys
like me who aren't all that great at these games in the first place.

I feel a great sense of accomplishment when I finish a mission in a game, even
if it's just against cannon fodder.  For me, it's about the action and the
fun, not about defeating guys that are designed to be killed only by kids with
great reflexes.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 128        Sat Mar 01, 2003
A2.DAIN [Dain]               at 11:46 PDT


I guess I don't see how a bunch of smaller easier to kill things with great AI
would be any less challenging to the reflexes than one larger harder to kill
thing.  Both to me require great reflexes either mind or hands fingers..etc.

The term boss gets thrown about quite a bit.  Usually it just means the
toughest guy on the level.  In some games it the last thing you fight on
particular level.  In Metroid there are no levels...just one continuous world
(with elevators between areas).  You run across what I would call a "boss", but
only it was the creature in that geographic area that was the biggest and the
baddest.  Once you dispacted this "boss" you are not done you still need to
fight your way to a zone of safety...(read somewhere you can save).

I like pretty much all styles of games.

Dain

 ------------
Category 2,  Topic 5
Message 129        Mon Mar 03, 2003
KGAGNE [Ken]                 at 11:21 PDT

Sheppy, are there any recent games which exemplify this irritating trait?

-Ken

 ------------
Category 2,  Topic 5
Message 130        Tue Mar 04, 2003
SYNDICOMM [Sheppy]           at 21:22 PDT

>>>Sheppy, are there any recent games which exemplify this irritating trait?

Well, mind you, I don't have a current console, so my example will be Return
to Castle Wolfenstein.  The Uber Soldat boss is remarkably hard to kill, and
because a door closes behind you, locking you in the room with him, there's no
way to get out and get more ammo, so if you didn't know he was coming and
stock up on the previous level, you're screwed.

I quit playing RtCW because of that boss.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 131        Wed Mar 05, 2003
KGAGNE [Ken]                 at 15:19 PDT

> Well, mind you, I don't have a current console, so my example will be Return
> to Castle Wolfenstein.

Fair enough example.  RtCW ships for Xbox and PS2 on May 6th. :)

-Ken

 ------------
Category 2,  Topic 5
Message 132        Thu Mar 06, 2003
A2.DAIN [Dain]               at 19:52 PDT


I have a current example of that:)  The Omega Pirate in Metroid Prime has
become the latest stopping point for me.  It isn't pirate himself that seems to
be the problem though, it's when he's down and out after several they send in
the various different soldiers to attack you that can only be hit by the
appropriate weapon making it kind of a pain, especially since I sometimes mix
up the control to switch visors with the control to switch weapons...which you
have to both do in this fight quite a bit:)  If those Power Troopers, Wave
Troopers, Plasma Troopes (you get the idea) didn't show up, I think I could
take this guy.   I can see how gamers can get really frustrated with stuff like
this.  The sad part is that all data I've read on the terminals indicate that
there is something out there that's even worse than this pirate:)


Of course, I'm not nearly as good as you at these game Ken:)
I can certainly see how some people get frustrated though.

Dain


 ------------
Category 2,  Topic 5
Message 133        Fri Mar 07, 2003
KGAGNE [Ken]                 at 09:57 PDT

I was actually going to use Metroid Prime as an example too, Dain.  The Omega
Pirate, as well as the final boss, totally wiped the floor with me the first
time I encountered each.  They defeated me the second and maybe third times,
too, but each attempt had me living a bit longer, and the enemy dying a bit
more.  I observed steady progress, so I knew I wasn't just banging my head
against a wall.  When I finally claimed victory over each, it was extremely
satisfying.

And I don't have the reflexes I used to have, mind you. <g>

-Ken
(not a teen)

 ------------
Category 2,  Topic 5
Message 134        Fri Mar 07, 2003
SYNDICOMM [Sheppy]           at 13:04 PDT

The last mission of the Undead campaign in WarCraft III, while not technically
a boss level, is proving unusually challenging.  It's disproportionally harder
than any other level to date in the game, and after playing it a good eight or
ten times, I'm still not able to pull it off.  This is the only mission I've
had to play more than twice to finish.

That's not a good way to design a game, IMHO.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 135        Fri Mar 07, 2003
KGAGNE [Ken]                 at 13:05 PDT

Sheppy wrote:

> This is the only mission I've had to play more than twice to finish. That's
> not a good way to design a game, IMHO.

I dunno - sounds like good replay value.  Having to play a level eight or ten
times is admittedly excessive, but breezing through everything else on the
first or second try?  Where's the challenge?

-Ken

 ------------
Category 2,  Topic 5
Message 136        Sat Mar 08, 2003
SYNDICOMM [Sheppy]           at 17:24 PDT

The point?  I get fed up if I get my butt kicked all the time. :)

I did finally win the mission tonight.  Whew. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 137        Sun Mar 09, 2003
A2.DAIN [Dain]               at 18:10 PDT


Congrats on passing the level Sheppy.  I have still not beat the Omega Pirate:)
 Of course I haven't tried since I posted that message so that isnt' saying
much.  I am not sure if having to play a battle 8-10 times is considered good
replay value.  On a console game that may only involve a few minutes to defeat
a bad guy, but on some of these strategy type games you could burn a good hour
or so doing that kind of thing only to lose.  8 to 10 times there would just
tick me off;)


Dain
 ------------
Category 2,  Topic 5
Message 138        Sun Mar 09, 2003
KGAGNE [Ken]                 at 20:41 PDT

Dain,

I agree that investment and frustration are related.  On tactical RPGs like
the PSOne games in the Vandal Hearts, a single battle can take an hour.  It
was loss in such a battle in VH1 that caused me to put it away.

VH2 was such a good game, though, that no such setback would deter me from
seeing it through to the end.  I don't remember having to fight through any
sequence more than thrice, though.

-Ken

 ------------
Category 2,  Topic 5
Message 139        Mon Mar 10, 2003
SYNDICOMM [Sheppy]           at 09:51 PDT

Dain has a good point -- a strategy game involves a large time investment; the
mission I had to repeat about a dozen times was 30 minutes each time.  That's
a lot of time spent trying to keep this one guy from getting killed. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 140        Mon Mar 10, 2003
A2.DAIN [Dain]               at 16:43 PDT


I must say though that I like to try different tactics in those situations, so
sometimes it's okay.  However if it was just one guy that you just had to be
extremely lucky to beat and had to do the same half hour worth of stuff just to
get to that guy, then that is a poorly designed level.  If there wasn't a save
point really close to the Omega Pirate I would be much more ticked off than I
am about it:)

Dain
 ------------
Category 2,  Topic 5
Message 141        Mon Mar 10, 2003
KGAGNE [Ken]                 at 19:01 PDT

That's one thing I like about Skies of Arcadia Legends, a GameCube RPG I've
been playing lately: a save point is almost a sure indication that a boss
battle is in the very next room.  There's no backtracking involved if death
occurs.

Heck, losing a battle gives you the immediate option of restarting the battle
from the beginning.  I don't even need go back as far as the save point,
unless I want to turn off the console and try again later.

-Ken

 ------------
Category 2,  Topic 5
Message 144        Sat May 10, 2003
A2.DAIN [Dain]               at 08:41 PDT


I was stumbled across an article a while back about levels in games that were
so impressive that you just sat back and said "Wow!".  Anyone out there have
any that they especially remember.

I remember being wowed by the vector graphics in the sit down Star Wars arcade
game, and years later looking at levels in Rogue Squadron II, like the level
where you have to assault the Star Destroyer that has crashed into the surface
of that watery planet.  (I think it was called Kothlis).  We've come a long
way, but I think I was equally impressed at the time.

Boss battles have been pretty memorable as well.  I remember the first Boss of
Actraiser.  It was a Minotaur creature that you fought against a scaling
background of stars and the like pretty dang cool.


Dain


 ------------
Category 2,  Topic 5
Message 145        Tue Jun 03, 2003
KGAGNE [Ken]                 at 15:52 PDT

I've been downloading a ton of files from remix.overclocked.org, a site that
specializes in MP3 remixes of classic video game tunes.  Unfortunately, the
majority of them aren't very good, and the titles don't lend very well to
description, so you may be downloading, say, a remix of level 4 from a Super
Mario Bros. game, when it's the original level 1 music that you'd recognize.

Elsewhere, I also found some MP3s by "The Dead Alewives".  Much of their work
is very crass, but I was impressed by the number of video game and Eighties
references they worked into this clever rap, while sticking to the "your
mother" style of insult. ;)

http://www.deadalewives.com/sound/%5BThe_Dead_Alewives%5D-%5BMama_Rap%5D.mp3

 ------------
Category 2,  Topic 5
Message 146        Tue Jun 10, 2003
KGAGNE [Ken]                 at 11:30 PDT

GameFAQs is holding its second annual summer "Great GameFAQs Character
Battle", in which 64 video game icons, such as Mario and Sonic, will receive
votes from site users to determine a winner.  The contest starts July 1st,
and will accept predictions until then.  There's even prizes!

http://www.gamefaqs.com/features/contest/c03sum.html

See msgs 103, 105-106 in this topic for last year's contest.

 ------------
Category 2,  Topic 5
Message 147        Fri Jun 20, 2003
KGAGNE [Ken]                 at 04:24 PDT

How Evil Are You?

http://www.necrobones.com/eviltest.htm

 ------------
Category 2,  Topic 5
Message 148        Fri Jun 20, 2003
SYNDICOMM [Sheppy]           at 09:23 PDT

I'm only "fairly evil," but I had to lie to score that well. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 149        Fri Jun 20, 2003
KGAGNE [Ken]                 at 13:30 PDT

I scored 71 out of 200, which makes me 35.5% evil.  And that's without lying.

I especially liked questions #27, #28, and #42. :)

 ------------
Category 2,  Topic 5
Message 150        Wed Jul 02, 2003
KGAGNE [Ken]                 at 14:19 PDT

The Apple IIgs programming group Ninjaforce has released an MP3 based on tunes
from the classic arcade game, Marble Madness:

http://www.ninjaforce.com/downloads/dreamer/(Dreamer)-Black_Marble.mp3

 ------------
Category 2,  Topic 5
Message 151        Sun Jul 06, 2003
KGAGNE [Ken]                 at 10:14 PDT

There's an interesting article on CNN.com about how a Sim Mafia has sprung up
in the virtual community of The Sims Online:

http://www.cnn.com/2003/TECH/fun.games/07/05/misbehaving.online.ap/index.html

 ------------
Category 2,  Topic 5
Message 152        Thu Jul 10, 2003
KGAGNE [Ken]                 at 10:17 PDT

Dolby sent an email to inform me of this resource:

http://www.dolby.com/games/

It "allows interested parties to run through hundreds of game titles listed
either by specific Dolby audio technology (e.g. Dolby Digital 5.1, Dolby Pro
Logic II, Dolby Surround, etc.) or by gaming platform. Soon you'll be able to
search by publisher."

 ------------
Category 2,  Topic 5
Message 153        Fri Jul 11, 2003
KGAGNE [Ken]                 at 19:44 PDT

Washington State's bill HB 1009, was signed into law in May, to go into effect
on July 27.  It would impose a $500 fine on retailers who sell games depicting
violence against "law enforcement officers" to minors.

A federal judge has postponed the enactment of this law, ruling it
unconstitutional:

http://www.gamespot.com/all/news/news_6071445.html

 ------------
Category 2,  Topic 5
Message 154        Wed Jul 23, 2003
KGAGNE [Ken]                 at 19:04 PDT

Generate yourself a Smurf name:

http://www-personal.umich.edu/~mule/smurfgen.html

How frighteningly accurate: I'm Very Tall Smurf.

 ------------
Category 2,  Topic 5
Message 155        Sun Aug 10, 2003
KGAGNE [Ken]                 at 19:22 PDT

CNN.com talks about the new TRON computer game, based on the movie:

http://www.cnn.com/2003/TECH/fun.games/08/08/tron.game/index.html

Links to other video game stories are also provided; most have previously been
mentioned on this board.

 ------------
Category 2,  Topic 5
Message 156        Mon Aug 11, 2003
SYNDICOMM [Sheppy]           at 14:55 PDT

>>>CNN.com talks about the new TRON computer game, based on the movie:

Strangely, they claim this is the first TRON game ever released, which is
certainly not the case.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 157        Mon Aug 11, 2003
A2.DAIN [Dain]               at 15:38 PDT

Replying to 'Sheppy' in Category 2 Topic 5:

> Strangely, they claim this is the first TRON game ever released, which
is
> certainly not the case.

I remember at least two tron games.  The Tron Arcade game with the
various modes...Light cycle, the spiders, the cone of color, tanks.
Then there was also Tron Deadly discs for for like the Intellivision.  I
think there was even an Apple II tron game I remember playing.

Oh well, the press usually has a pretty short memory, especially if they
can't find it in google.

Dain


 ------------
Category 2,  Topic 5
Message 158        Mon Aug 11, 2003
KGAGNE [Ken]                 at 18:03 PDT

Sheppy, you're right, the movie TRON was made to tie in with the coin-ops that
were released simultaneously.  But I can't find the reference in the article
that claims TRON 2.0 is the first game based on the film.  Perhaps I'm reading
it too quickly.  Could you make it obvious for me?

-Ken

 ------------
Category 2,  Topic 5
Message 159        Tue Aug 12, 2003
SYNDICOMM [Sheppy]           at 21:08 PDT

>>>Sheppy, you're right, the movie TRON was made to tie in with the coin-ops
that were released simultaneously.  But I can't find the reference in the
article that claims TRON 2.0 is the first game based on the film.  Perhaps I'm
reading it too quickly.  Could you make it obvious for me?

It appears that they've corrected the article sine I first read it. :)

Sheppy

 ------------
Category 2,  Topic 5
Message 160        Sun Aug 17, 2003
A2.DAIN [Dain]               at 15:31 PDT


Just curious what folks here have been playing lately.  It gets so hot
here in August that one rarely likes to spend time outdoors (of course
that just might be me :)

I've been playing some Megaman on the Gamecube and some Unreal
Tournament 2003 on the Macintosh.  There are two games coming out soon
in F-Zero (racing game) and Soul Calibur II (fighting) that have both
looked like they would got loads of fun.

Take care.
Dain


 ------------
Category 2,  Topic 5
Message 161        Mon Aug 18, 2003
KGAGNE [Ken]                 at 08:26 PDT

Dain,

I played ten hours of "Knights of the Old Republic" after getting back from
KFest, but nothing since then.  I'm looking forward to starting "Silent Hill
3" this week, though.

-Ken

 ------------
Category 2,  Topic 5
Message 162        Mon Aug 18, 2003
KGAGNE [Ken]                 at 08:26 PDT

FoxTrot demonstrates the dangers of NOT playing video games:

http://www.ucomics.com/foxtrot/2003/08/18/

 ------------
Category 2,  Topic 5
Message 163        Tue Aug 19, 2003
SYNDICOMM [Sheppy]           at 12:52 PDT

>>>Just curious what folks here have been playing lately.  It gets so hot
here in August that one rarely likes to spend time outdoors (of course
that just might be me :)

I've been playing WarCraft III: The Frozen Throne on my Mac, and as you know,
some UT2k3 as well. :)

If anyone else has Unreal Tournament 2k3 and is interested in some netplay
action, Dain and I play from time to time. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 164        Tue Aug 19, 2003
A2.DAIN [Dain]               at 19:31 PDT

Replying to 'Sheppy' in Category 2 Topic 5:

> If anyone else has Unreal Tournament 2k3 and is interested in some
> netplay action, Dain and I play from time to time. :)

Even if someone doesn't have it, you should be able to download the Demo
from http://www.macgamefiles.com and we could play a few games:)

The big issue here is system requirements I think.  The 867 Powerbook
seems to run it okay, but an ideal gaming experience would be something
faster.  You, Sheppy have an ideal experience:)

Dain
Blazing the internet on an 8 Mhz Apple IIgs


 ------------
Category 2,  Topic 5
Message 165        Wed Aug 20, 2003
KGAGNE [Ken]                 at 17:43 PDT

Gamerankings.com, a site which, like rottentomatoes.com, compiles reviews from
other sites, averages many review scores to present the best and worst 20
games of all time:

http://www.gamerankings.com/itemrankings/bestworst.asp

 ------------
Category 2,  Topic 5
Message 166        Sat Sep 13, 2003
KGAGNE [Ken]                 at 18:17 PDT

Here is a collection of many old television commercials from the Eighties:

http://x-entertainment.com/downloads/

 ------------
Category 2,  Topic 5
Message 167        Mon Sep 22, 2003
KGAGNE [Ken]                 at 05:29 PDT

A friend of mine recently used the phrase, "It's on like Donkey Kong," to mean
something was cool.  Unfortunately, he refused to explain the etymology of the
phrase to me, and I can't understand how it came to mean that.  How is Donkey
Kong "on"?  Can anyone help me here?

-Ken

 ------------
Category 2,  Topic 5
Message 168        Mon Sep 22, 2003
SYNDICOMM [Sheppy]           at 21:24 PDT

>>>How is Donkey Kong "on"?  Can anyone help me here?

How is he *not*? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 169        Tue Sep 30, 2003
KGAGNE [Ken]                 at 11:35 PDT

Gamer.TV is looking for one man and one woman in "The Search For The Sexiest
Gamer" contest:

http://www.sexiestgamer.com

 ------------
Category 2,  Topic 5
Message 170        Fri Oct 03, 2003
KGAGNE [Ken]                 at 11:44 PDT

Enter the Starsky & Hutch Torino Sweepstakes to win a free "red tomato" car:

http://www.gothamgames.com/contests/starsky/enter.shtml

 ------------
Category 2,  Topic 5
Message 171        Thu Nov 20, 2003
KGAGNE [Ken]                 at 11:47 PDT

HAVE YOU VOTED FOR YOUR SEXIEST GAMER?
Gamer.tv Nears Finalist Round of the
Search For the Sexiest Gamer Online Contest

London, UK. - (November 19, 2003) - Still haven't found your perfect
companion? Don't let the best opportunity of the fall pass you by - America's
hottest male and female gamers need your vote! Prove once and for all that
computer and video gaming has moved into the hot zone as Gamer.tv
(www.gamer.tv), a games site devoted to the world and lifestyle of video
games and online games, enters the online finalist voting stage, where the
successful entrants will be selected to go to the Grand Final of The Search
For The Sexiest Gamer contest at www.sexiestgamer.com.

The Search For The Sexiest Gamer contest has spanned the past two months
online, with the grand finale scheduled for December 12 in Los Angeles. From
the finalists, one male and one female winner will win an all expenses paid
trip to London. A simultaneous Search For the Sexiest Gamer contest in the UK
will offer winners an all expenses paid trip to Hollywood, California. Site
visitors can still submit their photos to win a funky Gamer.tv T-shirt or
vote for their favorites in the competition, where viewers rate the sex
appeal and game prowess of each entrant on a 1-10 judging scale. Need a quick
update on what you've been missing? Take a look at the following article and
get your sexiness up to speed: http://www.gamer.tv/page/feature/23107233.htm.

For more details on The Search For The Sexiest Gamer, please go to
www.sexiestgamer.com or www.gamer.tv.

About Gamer.tv www.gamer.tv
Gamer.tv is a website dedicated to the world of games, offering visitors
everything from cutting-edge browser games and a vibrant community to the
latest news and reviews from the global games industry. Drawing from its
unique range of TV shows covering every aspect of interactive entertainment,
www.gamer.tv offers exclusive online video content, going behind-the-scenes
of the worldwide games industry to keep visitors in touch with its impact on
popular culture. Gamer.tv delivers unrivalled coverage and fresh insight into
the world's most dynamic entertainment industry. Whatever the bandwidth or
location, Gamer.tv provides definitive online games content for a global
audience. Gamer.tv :: Games. Video. News. Reviews.

###

 ------------
Category 2,  Topic 5
Message 172        Sun Dec 14, 2003
KGAGNE [Ken]                 at 16:47 PDT

On Wednesday, December 10th, DOOM turned 10:

http://www.doomworld.com/php/topstory.php?id=2140
http://www.doomworld.com/10years/

 ------------
Category 2,  Topic 5
Message 173        Sun Jan 25, 2004
KGAGNE [Ken]                 at 16:47 PDT

I'm a big fan of video game music, soundtracks, and remixes.  I have dozens of
MP3s from overclocked.remix.org, and the Buckner & Garcia CD "Pac-Man Fever"
(see review on gamebits.net).

I have a couple of MP3s by Tony Fox NYC, and just discovered that he has an
entire CD:

http://www.cafeshops.com/digitalpress.8584229

I want! :)

-Ken

 ------------
Category 2,  Topic 5
Message 174        Thu Jan 29, 2004
KGAGNE [Ken]                 at 15:41 PDT

Aw, heck - I want enough to have.  My CafePress order has shipped and I hope
to have a review of the CD within a month (which I'll sell for the majority of
the album's purchase price - justification :).

-Ken

 ------------
Category 2,  Topic 5
Message 175        Sun Feb 01, 2004
KGAGNE [Ken]                 at 07:00 PDT

Does this sparse article count as reporting??

http://www.cnn.com/2004/TECH/fun.games/01/23/handheld.games/index.html

 ------------
Category 2,  Topic 5
Message 176        Sun Feb 01, 2004
A2.DAIN [Dain]               at 18:25 PDT


More like an "Oh by the way...".

Dain
 ------------
Category 2,  Topic 5
Message 177        Sun Feb 08, 2004
KGAGNE [Ken]                 at 07:31 PDT

CNN.com reports on the Mars rover Spirit:

"A tool equipped with small, diamond-shaped heads cut 2.7 millimeters deep
into a small area of a sharply angled rock dubbed Adirondack.

"The football-sized rock is believed to be made of basalt, a volcanic
material.  An image of the rock shows depressions that resemble the eye and
open mouth of the 'Pac-Man' video game figure."

Toru Iwatani's legacy continues!

 ------------
Category 2,  Topic 5
Message 178        Sun Feb 08, 2004
SYNDICOMM [Sheppy]           at 15:55 PDT

I liked the quote from the scientist who said "this is the first time humans
have ever created a planned hole on Mars."

Planned... unlike the hole created by Mars Polar Lander. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 5
Message 179        Fri Mar 05, 2004
KGAGNE [Ken]                 at 11:35 PDT

GameFAQs.com is having a contest similar to its annual "character battle", but
to determine which of 64 games will be crowned the best ever.  View the
bracket and enter your preferences here:

http://cgi.gamefaqs.com/contest/spr04_enter.asp

 ------------
Category 2,  Topic 5
Message 180        Fri Mar 05, 2004
A2.DAIN [Dain]               at 21:02 PDT

Ken,
  Any particular choice for best game ever?  That's a very tough call.  I have
to think back to when I had the most fun.
Man tough choice...I've no idea:)

Dain


 ------------
Category 2,  Topic 5
Message 181        Sat Mar 06, 2004
KGAGNE [Ken]                 at 13:56 PDT

Dain,

Since it's a competition bracket, the choices are sometimes easy, sometimes
not.  For example, they'll give you two pairs, and you choose a winner from
each; then you have to choose one from the two winners.  So it starts off easy
and gets more difficult.  In the end, three of my four top choices were Zelda
games.  I think I chose the original Zelda.

-Ken

 ------------
Category 2,  Topic 5
Message 182        Mon May 03, 2004
KGAGNE [Ken]                 at 13:49 PDT

Silas Warner, author of the original "Castle Wolfenstein" Apple II computer
game, has passed away.  He was also active in developing PlayStation 2 tools,
the Sega Network, and many other console games while working for companies
such as Microprose, Novalogic, and Virgin Interactive.

His resume is at

http://pwp.value.net/~penomee/silas.html

He was 54.

 ------------
Category 2,  Topic 5
Message 183        Thu Jun 03, 2004
KGAGNE [Ken]                 at 11:27 PDT

Wow.  I thought all the Zeldas would make it into the final two rounds of the
GameFAQs "Best Game Ever" poll.  But Final Fantasy VII beat out Zelda:
Ocarina of Time; Mario 3 beat the original Zelda; and Chrono Trigger was
voted over Zelda: Link to the Past.

We're into the final brackets now...

http://www.gamefaqs.com/poll/spr04_bracket.html

-Ken

 ------------
Category 2,  Topic 5
Message 184        Fri Jun 04, 2004
A2.DAIN [Dain]               at 15:23 PDT


I still didn't enjoy Final Fantasy VII all that much.  Of course I didn't get
all that far into it.

The Ocarina of Time is a great game though.  These online polls tend to skew
from reality quite a bit.

Dain

 ------------
Category 2,  Topic 5
Message 185        Sun Jun 06, 2004
KGAGNE [Ken]                 at 06:49 PDT

Jason Fox has ambitious plans for this summer:

http://www.ucomics.com/foxtrot/2004/06/06/

 ------------
Category 2,  Topic 5
Message 186        Mon Jun 07, 2004
KGAGNE [Ken]                 at 06:56 PDT

Amazing.  Not a single Zelda game made it into the final four in the GameFAQs
spring contest.  The same publisher was responsible for the last two
contenders, Chrono Trigger and Final Fantasy VII; the winner was FFVII, for
PSOne.

Ridiculous!  I once wrote an editorial about how FFVII symbolized much of what
disenchanted me with modern RPGs:

http://www.gamebits.net/other/oldrpgs.shtml

Here's the GameFAQs final bracket:

http://gamefaqs.com/poll/spr04_bracket.html

 ------------
Category 2,  Topic 5
Message 187        Mon Jun 28, 2004
KGAGNE [Ken]                 at 06:55 PDT

GameFAQs.com is gearing up for another tournament - this one, the third annual
Character Battle.  Nominations are currently being accepted at

http://www.gamefaqs.com/features/contest/c04sumnom.php

-Ken

 ------------
Category 2,  Topic 5
Message 188        Fri Jul 09, 2004
KGAGNE [Ken]                 at 19:52 PDT

A handful of poorly-translated games are demonstrated here:

http://www.engrish.com/category_index.php?category=Video%20Games

 ------------
Category 2,  Topic 5
Message 189        Tue Jul 13, 2004
KGAGNE [Ken]                 at 22:05 PDT

A shirt Ryan found - hard to read online, though:

http://www.hottopic.com/store/product.asp?LS=0&ITEM=222368&RN=292

 ------------
Category 2,  Topic 5
Message 190        Tue Jul 27, 2004
KGAGNE [Ken]                 at 08:42 PDT

There's a pretty good Shockwave animation of a stick figure martial arts scene
at this URL:

http://people.cornell.edu/pages/cce3/stickfigures/fight3.swf

It's 1.3 MB and may take awhile to load.

 ------------
Category 2,  Topic 5
Message 191        Sun Aug 01, 2004
KGAGNE [Ken]                 at 18:11 PDT

GameFAQ's third annual character battle has begun:

http://www.gamefaqs.com/poll/sum04_bracket.html

 ------------
Category 2,  Topic 5
Message 192        Sat Aug 07, 2004
KGAGNE [Ken]                 at 07:11 PDT

Just when I was thinking that Kirsten Dunst might be my new dream girl, I read
this excerpt from an interview between her and magazine Game Informer:

GI: I heard that Julia Roberts was a big fan of Halo.

Dunst: Halo?

GI: It's an Xbox game.

Dunst: Oh, I don't know.

Sigh.

-Ken

 ------------
Category 2,  Topic 5
Message 193        Fri Aug 13, 2004
KGAGNE [Ken]                 at 19:06 PDT

A fan describes the perfect adventure game, which he hopes will be the next
Monkey Island game:

http://www.scummbar.com/resources/articles/index.php?newssniffer=readarticle&ar
ticle=1046

 ------------
Category 2,  Topic 5
Message 194        Thu Aug 19, 2004
KGAGNE [Ken]                 at 19:10 PDT

Flying Omelette's Video Game Glossary:

http://www.flyingomelette.com/kitchensink/glossary.html

 ------------
Category 2,  Topic 5
Message 195        Wed Aug 25, 2004
KGAGNE [Ken]                 at 14:57 PDT

The October issue of Playboy will feature the "Women of Gaming".  The virtual
gallery includes these characters:

http://money.cnn.com/pf/features/popups/video_women/frameset.1.exclude.html

 ------------
Category 2,  Topic 5
Message 196        Sun Aug 29, 2004
KGAGNE [Ken]                 at 15:28 PDT

Penny Arcade in the news:

http://seattletimes.nwsource.com/html/businesstechnology/2002014618_pennyarcade
25.html

 ------------
Category 2,  Topic 5
Message 197        Sun Aug 29, 2004
A2.DAIN [Dain]               at 19:40 PDT


Interesting.  Penny Arcade is having their own Expo.  I don't live anywhere
near Washington State though.  Oh well.

I like their comic though:)

Dain
 ------------
Category 2,  Topic 5
Message 198        Sun Sep 05, 2004
KGAGNE [Ken]                 at 05:23 PDT

PBS is airing a show on the history of video games this week:

http://www.pbs.org/kcts/videogamerevolution/index.html

 ------------
Category 2,  Topic 5
Message 199        Mon Sep 06, 2004
KGAGNE [Ken]                 at 07:31 PDT

Mario meets Sonic in this fan comic strip:

http://www.hoodyhoo.com/retro001.htm

 ------------
Category 2,  Topic 5
Message 200        Tue Nov 23, 2004
KGAGNE [Ken]                 at 19:39 PDT

CNN.com lists games recommended for and against young audiences:

http://money.cnn.com/2004/11/23/technology/personaltech/videogames/index.htm

 ------------
Category 2,  Topic 5
Message 201        Sun Dec 26, 2004
KGAGNE [Ken]                 at 19:11 PDT

Anyone get or give any games this holiday season?

-Ken

 ------------
Category 2,  Topic 5
Message 202        Wed Dec 29, 2004
KGAGNE [Ken]                 at 08:01 PDT

The art of the online comic strip 8-bit Theater combines with an audio track
from the Dead Ale Wives in this D&D spoof:

http://www.cliveblackledge.com/8bit/8bitDandD.swf

 ------------
Category 2,  Topic 5
Message 203        Fri Dec 31, 2004
KGAGNE [Ken]                 at 17:06 PDT

Some cool video game shirts at

http://www.changesonline.com/newdesigns1.html

 ------------
Category 2,  Topic 5
Message 204        Wed Jan 19, 2005
KGAGNE [Ken]                 at 17:50 PDT

Here's something I first noticed about myself two years ago this month:

If it's a cold New England morning, and I have to use my car's cold steering
wheel without wearing gloves, I'll sit with my hands balled up into fists,
resting on my thighs, with only my thumbs touching and moving the wheel.

It's essentially the same grip and muscles I use for video games. :)

-Ken

 ------------
Category 2,  Topic 5
Message 205        Tue May 10, 2005
KGAGNE [Ken]                 at 12:20 PDT

Happy 25th birthday, Pac-Man!

http://money.cnn.com/2005/05/10/commentary/game_over/column_gaming/index.htm
http://money.cnn.com/popups/2005/consumer/pacman/frameset.exclude.html

 ------------
Category 2,  Topic 5
Message 206        Thu May 12, 2005
KGAGNE [Ken]                 at 18:26 PDT

Hmm.  I must be out of it - I didn't know the ESRB had created a new rating
for video games: "E10+".

http://www.esrb.org/esrbratings_guide.asp#symbols

Seems like a rather fine distinction.

 ------------
Category 2,  Topic 5
Message 207        Mon May 23, 2005
KGAGNE [Ken]                 at 13:22 PDT

HOPE is a foundation focused on giving sick kids access to online gaming:

http://hopeconnectskids.org/

 ------------
Category 2,  Topic 5
Message 208        Fri May 27, 2005
KGAGNE [Ken]                 at 03:58 PDT

Wow - from the speecvh balloons to the actions, this is almost exactly an
experience I had eight years ago:

http://www.ctrlaltdel-online.com/?t=archives&date=2005-05-27

 ------------
Category 2,  Topic 5
Message 209        Tue May 31, 2005
KGAGNE [Ken]                 at 14:08 PDT

Just as many other states have tried, and failed, to do, Illinois is now
attempting to ban the sale of violent video games to minors:

http://www.cnn.com/2005/TECH/fun.games/05/31/video.games.ban.ap/index.html

 ------------
Category 2,  Topic 5
Message 210        Wed Jun 15, 2005
KGAGNE [Ken]                 at 17:38 PDT

Here's more on Pac-Man's 25th birthday:

http://www.cnn.com/2005/TECH/fun.games/06/15/pac.man.25.ap/index.html

 ------------
Category 2,  Topic 5
Message 211        Mon Jul 04, 2005
KGAGNE [Ken]                 at 06:13 PDT

GameFAQs is having their annual character battle:

http://www.gamefaqs.com/features/contest/sum05.html

I don't like this aspect: "This is not a contest to see which character would
be more powerful in a fight, or necessarily which character is best. It's all
a big popularity contest."  So you're basically not voting on the characters,
but on who the masses will vote for.

 ------------
Category 2,  Topic 5
Message 212        Wed Jul 06, 2005
KGAGNE [Ken]                 at 14:20 PDT

Why haven't we seen more religious video games?  Take a look at some opinions
on the topic:

http://money.cnn.com/2005/07/06/commentary/game_over/column_gaming/index.htm

 ------------
Category 2,  Topic 5
Message 213        Sun Sep 18, 2005
KGAGNE [Ken]                 at 17:18 PDT

Here's a neat web comic that ran for only 70 strips, but interviewed a
different video game character in each episode:

http://www.creativeuncut.com/comic.html

 ------------
Category 2,  Topic 5
Message 214        Mon Oct 03, 2005
KGAGNE [Ken]                 at 13:39 PDT

My brother called me yesterday with an early Christmas gift: tickets to the
http://www.videogameslive.com/ show, playing in Boston on November 17th.
Steve has REALLY sucked at giving birthday/Christmas gifts since he got
married; could this be the turning of a new leaf?

I haven't explored the web site thoroughly so I don't know if the music
featured will be based on new or old games, original arrangements or remixes.
Should be fun, regardless.

-Ken

 ------------
Category 2,  Topic 5
Message 215        Tue Nov 08, 2005
KGAGNE [Ken]                 at 18:47 PDT

Every Christmas, Penny Arcade organizes the Child's Play charity, providing
hospitalized kids around the world with video games:

http://www.childsplaycharity.org/

 ------------
Category 2,  Topic 5
Message 216        Thu Nov 10, 2005
KGAGNE [Ken]                 at 16:53 PDT

DETROIT, Michigan (AP) -- A federal judge issued a preliminary injunction
stopping a Michigan law that bars retailers from selling or renting violent
video games to minors from going into effect until a lawsuit filed by the
gaming industry is resolved.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/11/10/video.game.lawsuit.ap/index.html

 ------------
Category 2,  Topic 5
Message 217        Sun Nov 13, 2005
KGAGNE [Ken]                 at 06:24 PDT

Here is an excerpt on a feminist article entitled "The Samus Mystique":

But it's not easy being both a gamer and a feminist. Often I'm dismayed,
frustrated, and even belligerent. You know why.

It's because female characters in video games generally suck. This is no
secret. Women like Jade from Beyond Good and Evil and Cate Archer from No One
Lives Forever are a rare breed, and instead, you get the usual support staff:
healers, witches, mages, and clerics. There are the gawping floozies, who are
obsessed with winning the affections of the male protagonist. There are the
firebrands, all sex and heat, whose only personality characteristic is their
generic feistiness. In between are the whiny little sisters, nagging mothers,
and cranky grandmothers. Indeed, in video games, my entire gender appears to
be neatly organized into maidens, mothers, and crones--or worse, virgins and
whores.

Look, developers--stop this. All of those "characters" are unnecessary.
You've already made a perfect female character. Now, please, just make more
of her.

Who? Samus Aran, of course.

Story con tinued at <http://www.gamerswithjobs.com/node/20071>

 ------------
Category 2,  Topic 5
Message 218        Tue Nov 15, 2005
KGAGNE [Ken]                 at 13:38 PDT

Videogame Community Charity Grows to Serve Children at
Hospitals Worldwide

Third Annual Child's Play Charity Auction Dinner Announced

Seattle, WA - November 15, 2005 - Creators of the videogame comic strip Penny
Arcade today announced the expansion of the Child's Play charity
(www.childsplaycharity.org) to more than a dozen Children's Hospitals across
the U.S. and Canada, with more hospitals from around the globe expected to
benefit from a December 13, 2005 Charity Auction dinner. The organization,
which started as a fundraiser for the Seattle Children's Hospital, has raised
nearly a million dollars in toys, games and cash for sick kids through its
online toy drive and annual charity auction.

"Kids around the world speak the language of fun and games," said Robert Khoo
at Child's Play. "With the gamer community's continued generosity Child's
Play is helping to raise the spirits of children during hospital stays."

Now in its third year, Child's Play has expanded its network of beneficiary
Children's Hospitals to California (Oakland and San Diego), New Mexico,
Tennessee, Seattle, Nebraska, the Midwest, Hawaii, Texas, Florida, New York,
New Jersey, Washington D.C., Toronto and Nova Scotia among others. Hospitals
in the U.K. and Australia are expected to join soon. Child's Play works in
conjunction with Amazon.com to create wish lists for participating hospitals.
Individual donors can choose to give new items ranging from toddler toys to
music CDs, videogames, game consoles and accessories. Gifts are delivered
directly to hospitals in need and are tax deductible as denoted by law.

The annual Child's Play Fundraiser Dinner Auction will be held Tuesday,
December 13, 2005 at the Meydenbauer Center in Bellevue, Washington. The
semi-formal evening, which is Child's Play's primary fundraising event,
features a silent auction, dinner and live auction. Early auction highlights
include Penny Arcade signed and numbered game consoles, Limited Edition Laser
Cels, tours of local developers including Bungie and Wizards of the Coast,
game collections and even an appearance in a Penny Arcade comic strip. The
ticket price is $100. All fundraising proceeds go directly to participating
Children's Hospitals.

Child's Play is seeking corporate donations for giveaway at Children's
Hospitals as well as auction items for the fundraising dinner. For
information on how to become a corporate or individual donor or how hospitals
can become involved go to www.childsplaycharity.org.

About Child's Play
Child's Play is a non-profit organization begun in 2003 by Gabe and Tycho,
the creators of the Penny Arcade comic strip, as a way to help sick children
and show the world the softer side of people who play videogames. Through the
generosity of gamers and the videogame industry, Child's Play has raised
nearly a million dollars in toys, games and cash for sick children through an
ongoing online toy drive and annual charity auction. Now in its third year,
Child's Play is developing a worldwide network of beneficiary Children's
Hospitals in order to brighten hospital stays for children internationally.
For more information go to www.childsplaycharity.org.

# # #

 ------------
Category 2,  Topic 5
Message 219        Tue Dec 13, 2005
KGAGNE [Ken]                 at 18:26 PDT

Henry Jenkins, professor of comparative media studies at MIT, debunks eight
common myths about video games:

http://www.pbs.org/kcts/videogamerevolution/impact/myths.html

 ------------
Category 2,  Topic 5
Message 220        Sun Dec 18, 2005
KGAGNE [Ken]                 at 17:03 PDT

Child's Play Charity Fundraising Dinner Brings Gamer-Supported Campaign for
Children's Hospitals to $420,000

UK Hospital Wish List Goes Live

Seattle, WA - December 16, 2005 - The third annual campaign of the
gamer-supported Child's Play Charity has reached over $420,000 following its
fundraising dinner auction, which generated $82,100 earlier this week. In
addition, the Alder Hey Children's Hospital in Liverpool, England has
officially joined the growing list of more than 20 participating hospitals.
Contributions of new games, toys and other entertainment resources for
children to enjoy can still be made at www.childsplaycharity.org.

"A huge thank you goes out to all the individual gamers and corporate
sponsors who have already made this year's campaign such a success," said
Child's Play's Robert Khoo. "You are making a difference in a lot of
children's lives."

The $100 per plate fundraising dinner and auction was held in Seattle and
emceed by Gabe and Tycho of Penny Arcade fame. The 250 attendees bid on
game-related auction items, secure in the knowledge that their cash would go
to help children in hospitals across the U.S., Canada and the U.K. take their
minds of their illnesses.

Auction highlights included:
* $20,000 paid for an appearance in a Penny Arcade comic strip
* Mystery boxes that went for $2,000 and $4,000 each.
* $3,000 for a trip to Iceland to tour the offices of CCP Games
* $2,200 for a giant vinyl banner of a Penny Arcade comic
* $1,800 for an Xbox 360 Bundle signed by the entire Epic Games Team
* $1,600 for a framed Cardboard Tube Samurai print
* $1,500 each for a giant Master Chief statue and a chance to be on X-Play
* $1,000 for a tour of Bungie Studios

About Child's Play
Child's Play is a non-profit organization begun in 2003 by Gabe and Tycho,
the creators of the Penny Arcade online comic strip, as a way to help sick
children and show the world the softer side of people who play videogames.
Through the generosity of gamers and the videogame industry, Child's Play has
raised over a million dollars in toys, games and cash for sick children
through an ongoing online toy drive and annual charity auction. Now in its
third year, Child's Play is developing a worldwide network of beneficiary
Children's Hospitals in order to brighten hospital stays for children
internationally. For more information go to www.childsplaycharity.org.

# # #

 ------------
Category 2,  Topic 5
Message 221        Sun Dec 18, 2005
KGAGNE [Ken]                 at 17:32 PDT

Read about this history of console litigation:

http://www.1up.com/do/feature?cId=3146206&did=1

 ------------
Category 2,  Topic 5
Message 222        Fri Feb 17, 2006
KGAGNE [Ken]                 at 15:22 PDT

A beginner's guide to beating bosses:

http://technology.guardian.co.uk/weekly/story/0,,1710246,00.html

 ------------
Category 2,  Topic 5
Message 223        Thu May 04, 2006
KGAGNE [Ken]                 at 09:04 PDT

Click here for some art inspired by 8-bit video games:

http://www.nineteeneightyeight.com/8page1.html

It's some pretty messed up $#!^. :-)

-Ken

 ------------
Category 2,  Topic 5
Message 224        Wed May 31, 2006
KGAGNE [Ken]                 at 18:10 PDT

Miyamoto is concerned about the image of gamers as antisocial and inactive:

http://biz.gamedaily.com/industry/feature/?id=12813&rp=49

 ------------
Category 2,  Topic 5
Message 225        Fri Jun 09, 2006
KGAGNE [Ken]                 at 20:13 PDT

Here's a clinic offering a detox program for recovering video game addicts:

http://www.cnn.com/2006/TECH/fun.games/06/09/video.game.detox.ap/index.html

 ------------
Category 2,  Topic 5
Message 226        Fri Jun 16, 2006
KGAGNE [Ken]                 at 09:20 PDT

What are some of the gameplay mechanics and concepts that revolutioned games?

http://www.1up.com/do/feature?cId=3151392

 ------------
Category 2,  Topic 5
Message 227        Sat Jun 24, 2006
KGAGNE [Ken]                 at 15:58 PDT

Who are the ten most influential gamers of all time?

http://www.mtv.com/news/articles/1534641/20060620/index.jhtml

 ------------
Category 2,  Topic 5
Message 228        Sat Jul 01, 2006
KGAGNE [Ken]                 at 10:36 PDT

Observe the 50 worst software titles in gaming history:

http://www.gamerevolution.com/feature/worst_names

 ------------
Category 2,  Topic 5
Message 229        Mon Jul 10, 2006
KGAGNE [Ken]                 at 16:55 PDT

HEURISTICS AND USABILITY GUIDELINES FOR THE CREATION AND EVALUATION
OF FUN IN VIDEO GAMES

a Master of Science thesis by Melissa A. Federoff

http://melissafederoff.com/heuristics_usability_games.html

 ------------
Category 2,  Topic 5
Message 230        Thu Jul 13, 2006
KGAGNE [Ken]                 at 08:00 PDT

The inventor of the gaming joystick has passed away. :(

http://web.mit.edu/newsoffice/2006/obit-kotok.html

 ------------
Category 2,  Topic 5
Message 231        Fri Jul 14, 2006
KGAGNE [Ken]                 at 13:41 PDT

What's the difference between a video game character and a mascot... and why
don't we have any of the latter anymore?

http://next-gen.biz/index.php?option=com_content&task=view&id=3406&Itemid=2

 ------------
Category 2,  Topic 5
Message 232        Sun Jul 30, 2006
KGAGNE [Ken]                 at 08:51 PDT

Can games make you cry?... Or is that even a valid question?

http://www.next-gen.biz/index.php?option=com_content&task=view&id=3518&Itemid=2

 ------------
Category 2,  Topic 5
Message 233        Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:03 PDT

Observe the worst video game ads ever:

http://www.1up.com/do/feature?cId=3152506&did=1

 ------------
Category 2,  Topic 5
Message 234        Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:22 PDT

Those were from the nineties; here are the worst ads from the eighties:

http://www.1up.com/do/feature?cId=3149992

 ------------
Category 2,  Topic 5
Message 235        Fri Aug 04, 2006
KGAGNE [Ken]                 at 13:26 PDT

Are nostalgia and retrocomputing enthusiasts killing the game industry?

http://www.gamerswithjobs.com/node/26184

 ------------
Category 2,  Topic 5
Message 236        Mon Sep 04, 2006
KGAGNE [Ken]                 at 14:35 PDT

Who are some of the most influential gamers ever?  The nominees are denizens
from Penny Arcade to Columbine:

http://www.1up.com/do/feature?cId=3153059

 ------------
Category 2,  Topic 5
Message 237        Wed Oct 04, 2006
KGAGNE [Ken]                 at 12:01 PDT

Can you judge a book by its cover?  Here are some of the best, worst, and most
interesting boxes in which video games have shipped over the years:

http://www.1up.com/do/feature?cId=3153317

 ------------
Category 2,  Topic 5
Message 238        Tue Oct 10, 2006
KGAGNE [Ken]                 at 16:31 PDT

Here's a discussion on the five best role-playing games of all-time, with some
notable mentions (including the Ultima series).  A few console games are
mentioned (Dragon Warrior; Final Fantasy IVj), but mostly it's PC games.

http://www.gamasutra.com/features/20061006/quantum_01.shtml

 ------------
Category 2,  Topic 5
Message 239        Fri Oct 20, 2006
KGAGNE [Ken]                 at 14:08 PDT

Here's a neat article on the appeal of survival-horror games:

http://www.gamerswithjobs.com/node/27868

 ------------
Category 2,  Topic 5
Message 240        Thu Nov 02, 2006
KGAGNE [Ken]                 at 14:08 PDT

Read about some game concepts that were or are not welcome - like guilt trips
and fighter dismemberments:

http://www.1up.com/do/feature?cId=3154540

 ------------
Category 2,  Topic 5
Message 241        Sun Nov 26, 2006
KGAGNE [Ken]                 at 19:42 PDT

My friend Mario got married this past weekend.  Take a look at the wedding
cake figurines his bride, Lauren, made:

http://www.syndicomm.com/~kgagne/ljl/ljl-Pages/Image3.html

 ------------
Category 2,  Topic 5
Message 243        Tue Nov 28, 2006
KGAGNE [Ken]                 at 15:25 PDT

CHICAGO, Illinois (Reuters) -- Teens who play violent video games show
increased activity in areas of the brain linked to emotional arousal and
decreased responses in regions that govern self-control, a study released on
Tuesday found.

The study used functional magnetic resonance imaging to record tiny metabolic
changes in brain activity in 44 adolescents who were asked to perform a
series of tasks after playing either a violent or nonviolent video game for
30 minutes.

The children, with no history of behavior problems, ranged in age from 13 to
17. Half played a T-rated first-person shooter game called "Medal of Honor:
Frontline," involving military combat, while the other group played a
nonviolent game called "Need for Speed: Underground."

Those who played the violent video game showed more activation in the
amygdala, which is involved in emotional arousal, and less activation in the
prefrontal portions of the brain associated with control, focus and
concentration than the teens who played the nonviolent game.

Story continues at
http://www.cnn.com/2006/TECH/fun.games/11/28/video.games.brain.reut/index.html

 ------------
 ************
Topic 6         Wed May 09, 2001
KGAGNE                       at 17:37 PST
Sub: The Padded Room

Jokes, gags, and stunts.  Have a blast, just keep it clean!

 55 messages
 ************
 ------------
Category 2,  Topic 6  [MOVED]
Message 1          Thu May 10, 2001
KGAGNE                       at 18:48 PDT

Several years ago, Andy was sentenced to prison. During his stay, he got along
well with the guards and all his fellow inmates. The warden saw that deep
down, Andy was a good person and made arrangements for Andy to learn a trade
while doing his time. After 3 years, Andy was recognized as one of the best
carpenters in the local area. Often he would be given a weekend pass to do odd
jobs for the citizens of the community.... and he always reported back to
prison before Sunday night was over.

The warden was thinking of remodeling his kitchen and in fact had done much of
the work himself. But he lacked the skills to build a set of kitchen cupboards
and a large counter top which he had promised his wife. So he called Andy into
his office and asked him to complete the job for him.

But, alas, Andy refused. He told the warden, "Gosh, I'd really like to help
you but counter fitting is what got me into prison in the first place."

 ------------
Category 2,  Topic 6  [MOVED]
Message 2          Fri May 11, 2001
SYNDICOMM                    at 17:13 PDT

>>>But, alas, Andy refused. He told the warden, "Gosh, I'd really like to help
you but counter fitting is what got me into prison in the first place."

Ouch... that hurts. :)

Eric 'Sheppy' Shepherd
Owner
Syndicomm
Building communities bit by bit.

 ------------
Category 2,  Topic 6
Message 3          Fri May 11, 2001
KGAGNE                       at 22:32 PDT

> Ouch... that hurts. :)

Hey!  Who let you in here? :)

The toll is one bad joke...

-Ken

 ------------
Category 2,  Topic 6
Message 4          Sun May 13, 2001
SYNDICOMM                    at 22:46 PDT

>>>The toll is one bad joke...

A priest, a baboon, and a bumblebee were in a park in downtown Chicago.  The
bumblebee buzzed around the baboon until the baboon swatted it.  The priest
then said "There goes the neighborhood!"

Bad enough? ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 5          Mon May 14, 2001
KGAGNE                       at 07:41 PDT

> Bad enough? ;)

Yes.  Consider the toll paid in full.  You may go now. :)

-Ken

 ------------
Category 2,  Topic 6
Message 6          Mon May 14, 2001
SYNDICOMM                    at 09:30 PDT

>>>Yes.  Consider the toll paid in full.  You may go now. :)

Wow, it was so bad, I have to leave? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 7          Mon Jun 11, 2001
A2.DAIN [Dain]               at 19:26 PDT

Not sure what was going through someone's head...but here is an
"interesting" video game related flash annimation...in fact I will post
the URL for two:)

http://w1.871.telia.com/~u8711983/mario.swf


and in case you missed it...

http://216.149.89.225/ayb/allyoursmurf.swf   < click on Check Please....


These flash videos keep getting more odd:)


Dain


 ------------
Category 2,  Topic 6
Message 8          Mon Jun 11, 2001
KGAGNE [Ken]                 at 20:32 PDT

That's pretty messed up, Dain. :)

I couldn't get the first URL to work though...

-Ken

 ------------
Category 2,  Topic 6
Message 9          Tue Jun 12, 2001
A2.DAIN [Dain]               at 23:11 PDT

Replying to 'Ken' in Category 2 Topic 6:

> I couldn't get the first URL to work though...

It's probably for the best.

Dain


 ------------
Category 2,  Topic 6
Message 10         Wed Jun 13, 2001
KGAGNE [Ken]                 at 09:04 PDT

0) A psychiatrist is doing rounds in his asylum with a couple of students.
They look in on one patient and the psychiatrist says to his students,
"Sometimes this fellow thinks he's a temptress in a Bizet opera, but today, as
you can see from his goose-stepping, he thinks he's the World War II head of
the Nazi Luftwaffe. What condition do you think he's suffering from?"

The first student replies, "Is he a paranoid schizophrenic with a multiple
personality disorder?"

The second student says, "No, I think he just doesn't know whether he's Carmen
or Goering."


1) Evidence has been found that William Tell and his family were avid bowlers.
However, all the league records were unfortunately destroyed in a fire. Thus
we'll never know for whom the Tells bowled.


2) A man rushed into the doctor's office and shouted, "Doctor! I think I'm
shrinking!" The doctor calmly responded, "Now, settle down.  You'll just have
to be a little patient."


3) A marine biologist developed a race of genetically engineered dolphins that
could live forever if they were fed a steady diet of seagulls. One day his
supply of the birds ran out, so he had to go out and trap some more. On the
way back, he spied two lions asleep on the road. Afraid to wake them, he
gingerly stepped over them. Immediately, he was arrested and charged with
transporting gulls across sedate lions for immortal porpoises.


4) A skeptical anthropologist was cataloging South American folk remedies with
the assistance of a tribal brujo who indicated that the leaves of a particular
fern were a sure cure for any case of constipation. When the anthropologist
expressed his doubts, the brujo looked him in the eye and said, "Let me tell
you, with fronds like these, who needs enemas?"


5) Back in the 1800's the Tates Watch Company of Massachusetts wanted to
produce other products and, since they already made the cases for pocket
watches, decided to market compasses for the pioneers traveling west. It
turned out that although their watches were of finest quality, their compasses
were so bad that people often ended up in Canada or Mexico rather than
California. This, of course, is the origin of the expression, "He who has a
Tates is lost!"


6) A thief broke into the local police station and stole all the lavatory
equipment. A spokesperson was quoted as saying, "We have absolutely nothing to
go on."


7) A Native chief was feeling very sick, so he summoned the medicine man.
After a brief examination, the medicine man took out a long, thin strip of elk
hide and gave it to the chief, instructing him to bite off, chew and swallow
one inch of the leather every day. After a month, the medicine man returned to
see how the chief was feeling.  The chief shrugged and said,"The thong is
ended, but the malady lingers on."


8) A famous Viking explorer returned home from a voyage and found his name
missing from the town register. His wife insisted on complaining to the local
civic official who apologized profusely saying, "I must have taken Leif off my
census."

 ------------
Category 2,  Topic 6
Message 11         Wed Jun 13, 2001
SYNDICOMM [Sheppy]           at 09:30 PDT

Ow!  Ow!  My eyes hurt! :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 12         Fri Jun 15, 2001
KGAGNE [Ken]                 at 17:36 PDT

From the Washington Post Invitational contest, which calls them Merge-Matic
Books: (Readers were asked to combine the works of two authors, and to provide
a suitable blurb):

Second Runner-Up: Machiavelli's The Little Prince.
Antoine de Saint-Exupery's classic children's tale as presented by
Machiavelli. The whimsy of human nature is embodied in many delightful and
intriguing characters, all of whom are executed.

First Runner-Up: Green Eggs and Hamlet
Would you kill him in his bed?
Thrust a dagger through his head?
I would not, could not, kill the King.
I could not do that evil thing.
I would not wed this girl, you see.
Now get her to a nunnery.

And the Winner: Fahrenheit 451 of the Vanities.
An '80s yuppie is denied books. He does not object, or even notice.

Honorable Mentions:

Where's Walden?
Alas, the challenge of locating Henry David Thoreau in each richly-detailed
drawing loses its appeal when it quickly becomes clear that he is always in
the woods.

Catch-22 in the Rye
Holden learns that if you're insane, you'll probably flunk out of prep
school, but if you're flunking out of prep school, you're probably not insane.

2001: A Space Iliad
The Hal 9000 computer wages an insane 10-year war against the Greeks after
falling victim to the Y2K bug.

Rikki-Kon-Tiki-Tavi
Thor Heyerdahl recounts his attempt to prove Rudyard Kipling's theory that
the mongoose first came to India on a raft from Polynesia.

The Maltese Faulkner
Is the black bird a tortured symbol of Sam's struggles with race and
family? Does it signify his decay of soul along with the soul of the Old
South? Is it merely a crow, mocking his attempts to understand? Or is it
worth a cool mil?

Jane Eyre Jordan
Plucky English orphan girl survives hardships to lead the Chicago Bulls to
the NBA championship.

Looking for Mr. Godot.
A young woman waits for Mr. Right to enter her life. She has a loooong wait.

The Scarlet Pimpernel Letter
An 18th-century English nobleman leads a double life, freeing comely young
adulteresses from the prisons of post-Revolution France.

Lorna Dune
An English farmer, Paul Atreides, falls for the daughter of a notorious
rival clan, the Harkonnens, and pursues a career as a giant worm jockey in
order to impress her.

The Remains of the Day of the Jackal
A formal English butler puts his loyalty to his employer above all else,
until he is persuaded to join a plot to assassinate Charles de Gaulle.

The Invisible Man of La Mancha
Don Quixote discovers a mysterious elixir which renders him invisible. He
proceeds to go on a mad rampage of corruption and terror, attacking
innocent people in the streets and all the while singing "To fight the
Invisible Man!" until he is finally stopped by a windmill.

Singing in the Black Rain
A gang of vicious Japanese drug lords beat the stuffings out of Gene Kelly.

Of Three Blind Mice and Men
Burgess Meredith has his limbs hacked off by a psychopathic farmer's wife.
Did you ever see such a sight in your life?

Planet of the Grapes of Wrath
Astronaut lands on mysterious planet, only to discover that it is his very
own home planet of Earth, which has been taken over by the Joads, a race of
dirt-poor corn farmers who miraculously developed rudimentary technology
and evolved the ability to speak after exposure to nuclear radiation.

Paradise Lost in Space
Satan, Moloch, and Belial are sentenced to spend eternity in a flying
saucer with a goofy robot, an evil scientist and two annoying children.

The Exorstentialist
Camus psychological thriller about a priest who casts out a demon by
convincing it that there's really no purpose to what it's doing.

 ------------
Category 2,  Topic 6
Message 13         Sat Jun 16, 2001
KGAGNE [Ken]                 at 08:33 PDT

When my sister teased her five-year-old daughter by suggesting she liked a
certain boy in her kindergarten class, the little girl was quite indignant.

"No mommy, I do not!" she replied quite forcefully.

"Why not?" asked her mom.

"Because he's only interested in one thing." complained the child.

Shocked by this comment, my sister cautiously asked what that "one thing"
might be.

"Pokemon cards, of course!!!" stated the girl.

 ------------
Category 2,  Topic 6
Message 14         Sat Jun 16, 2001
SYNDICOMM [Sheppy]           at 10:46 PDT

>>>"Pokemon cards, of course!!!" stated the girl.

What else is there at that age? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 15         Sun Jun 24, 2001
KGAGNE [Ken]                 at 18:35 PDT

Top Nine Signs You Have Been Playing Too Much Diablo II

9. When you win at a slot machine and all the coins are flying out, you look
for a wooden leg.

8. You refer to your gym locker as your "private stash."

7. When outside, you nervously scan the bushes mumbling things about "poison
darts."

6. If you see a better pair of pants on the ground than the ones you're
wearing, you take yours off and put the others on - no matter who's around.

5. Whenever you see a group of small children, you look for their shaman.

4. You ask local priests to identify items.

3. You call body odor, "Holy Aura."

2. You aren't afraid of scorpions at all.  In fact, you try to squish them.

1. You fear Cows.

 ------------
Category 2,  Topic 6
Message 16         Sun Jun 24, 2001
SYNDICOMM [Sheppy]           at 21:17 PDT

>>>Top Nine Signs You Have Been Playing Too Much Diablo II

While I've not done any of those things, I can sympathize with them. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 18         Sun Jul 15, 2001
KGAGNE [Ken]                 at 22:24 PDT

The Lone Ranger and Tonto are camping in the desert, set up their tent, and
are asleep. Some hours later, Tonto wakes his faithful friend. "Ranger, look
up at the sky. Tell me what you see."

The Lone Ranger replies, "I see millions of stars."

"What does that tell you?" asks Tonto.

The Lone Ranger ponders for a minute.

"Astronomically speaking, it tells me that there are millions of galaxies and
potentially billions of planets. Astrologically, it tells me that Saturn is in
Leo. Time wise, it appears to be approximately a quarter past three.
Theologically, it's evident the Great Spirit is all powerful and we are small
and insignificant. Meteorologically, it seems we will have a beautiful day
tomorrow. What it tell you, Tonto?"

Tonto is silent for a moment, then speaks,

"Kemosabe, you Dumb Ass, someone stole our tent."

 ------------
Category 2,  Topic 6
Message 19         Mon Jul 30, 2001
KGAGNE [Ken]                 at 20:44 PDT

The following breeds are now recognized by the AKC:

Collie + Lhasa Apso =
Collapso, a dog that folds up for easy transport

======================================

Spitz + Chow Chow =
Spitz-Chow, a dog that throws up a lot

=======================================

Pointer + Setter =
Poinsetter, a traditional Christmas pet

========================================

Great Pyrenees + Dachshund =
Pyradachs, a puzzling breed

=======================================

Pekingnese + Lhasa Apso =
Peekasso, an abstract dog

=========================================

Irish Water Spaniel + English Springer Spaniel =
Irish Springer, a dog fresh and clean as a whistle

=========================================

Labrador Retriever + Curly Coated Retriever =
Lab Coat Retriever, the choice of research scientists

=========================================

Newfoundland + Basset Hound =
Newfound Asset Hound, a dog for financial advisors

============================================

Terrier + Bulldog =
Terribull, a dog that makes awful mistakes

=============================================

Bloodhound + Labrador =
Blabador, a dog that barks incessantly

============================================

Malamute + Pointer =
Moot Point, owned by ... oh, well, it doesn't matter anyway

===========================================

Collie + Malamute =
Commute, a dog that travels to work

===========================================

Deerhound + Terrier =
Derriere, a dog that's true to the end

===========================================

Bull Terrier + Shitzu =
Oh, never mind....

 ------------
Category 2,  Topic 6
Message 20         Sat Aug 04, 2001
KGAGNE [Ken]                 at 19:56 PDT

One fine day, a bus driver went to the bus garage, started his bus, and drove
off along the route. No problems for the first few stops. A few people got
on, a few got off, and things went generally well. At the next stop, however,
a big hulk of a guy got on. Six feet eight, built like a wrestler, arms
hanging down to the ground. He glared at the driver and said, "Big John
doesn't pay!" and sat down at the back. Did I mention that the driver was
five three, thin, and basically meek? Naturally, he didn't argue with Big
John, but he wasn't happy about it.

The next day the same thing happened. Big John got on again, made a big show
of refusing to pay, and sat down. And the next day, and the one after that,
and so forth. This grated on the bus driver, who started losing sleep over
the way Big John was taking advantage of him.

Finally, he could stand it no longer. He signed up for body building courses,
karate judo, and all that good stuff. By the end of the summer, he had become
quite strong; what's more, he felt really good about himself. So on the next
Monday, when Big John once again got on the bus and said, "Big John doesn't
pay!," the driver stood up, glared back at the passenger, and screamed "AND
WHY NOT?!?!" With a surprised look on his face, Big John replied, "Big John
has a bus pass."

 ------------
Category 2,  Topic 6
Message 21         Fri Aug 31, 2001
KGAGNE [Ken]                 at 20:04 PDT

A couple of redneck hunters are out in the woods when one of them falls to the
ground. He doesn't seem to be breathing, his eyes are rolled back in his head.
The other guy whips out his cell phone and calls 911. He gasps to the
operator, "My friend is dead! What can I do?"

The operator, in a calm soothing voice says, "Just take it easy. I can help.
First, let's make sure he's dead."

There is a silence, then the operator hears a shot.

The redneck's voice comes back on the line, "OK, now what?"

 ------------
Category 2,  Topic 6
Message 22         Mon Sep 03, 2001
SYNDICOMM [Sheppy]           at 16:24 PDT

>>>The redneck's voice comes back on the line, "OK, now what?"

Argh. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 23         Sun Sep 30, 2001
KGAGNE [Ken]                 at 15:28 PDT

In anticipation of upcoming consumer protection regulations the following
warnings shall soon become mandatory:

On a cardboard windshield sun shade:
   WARNING: DO NOT DRIVE WITH SUN SHIELD IN PLACE

On an infant's bathtub:
   DO NOT THROW BABY OUT WITH BATH WATER

On a package of Fisherman's Friend throat lozenges:
   NOT MEANT AS A SUBSTITUTE FOR HUMAN COMPANIONS

On a Magic 8 Ball:
   NOT ADVISED FOR USE AS A HOME PREGNANCY TEST

On a roll of Life Savers:
   NOT FOR USE AS A FLOATATION DEVICE

On a cup of McDonald's coffee:
   ALLOW TO COOL BEFORE APPLYING TO THE GROIN AREA

On a handgun:
   NOT RECOMMENDED FOR USE AS A NUTCRACKER

On a can of Fix-a-Flat:
   NOT TO BE USED FOR BREAST AUGMENTATION

On a calendar:
   USE OF THE TERM "SUNDAY" FOR REFERENCE ONLY.
   NO METEOROLOGICAL WARRANTIES EXPRESSED OR IMPLIED

On a blender:
   NOT FOR USE AS AN AQUARIUM

On a revolving door:
   PASSENGER COMPARTMENTS FOR INDIVIDUAL USE ONLY

On a microscope:
   OBJECTS ARE SMALLER AND LESS ALARMING THAN THEY APPEAR

On children's alphabet blocks:
   LETTERS MAY BE USED TO CONSTRUCT WORDS, PHRASES,
   AND SENTENCES THAT MAY BE DEEMED OFFENSIVE

 ------------
Category 2,  Topic 6
Message 24         Sat Oct 06, 2001
KGAGNE [Ken]                 at 10:49 PDT

My daughter was doing a project on 70's rock groups, and she asked me to name
two of them.

"Yes!" I said.

"Who?" she asked.

"There you go," I answered.

 ------------
Category 2,  Topic 6
Message 25         Mon Oct 15, 2001
KGAGNE [Ken]                 at 09:16 PDT

The Post Office has a web page to help people pack things appropriately when
moving:

http://www.usps.gov/moversnet/howtopacka2.html

The top of the page gives an index of items you may need help packing.  Anyone
notice a strange entry there? :-)

-Ken

 ------------
Category 2,  Topic 6
Message 26         Mon Oct 15, 2001
SYNDICOMM [Sheppy]           at 11:19 PDT

>>>The top of the page gives an index of items you may need help packing.
Anyone notice a strange entry there? :-)

Thank you, thank you, thank you. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 27         Wed Nov 07, 2001
KGAGNE [Ken]                 at 08:40 PDT

A man goes into a drug store and asks the pharmacist if he can give him
something for the hiccups. The pharmacist promptly reaches out and slaps the
man's face. (Whack)

"What did you do that for?" the man asks.

"Well, you don't have the hiccups anymore, do you?"

The man says, "No, but my wife out in the car still does!"

 ------------
Category 2,  Topic 6
Message 28         Wed Nov 28, 2001
NIGHTPATHS                   at 04:57 PDT

So there was this blonde, driving down a lovely country road, enjoying the
scenery, this fall. All of a sudden she screeches to the side of the road and
almost hits the ditch! She leaps out of the car and stands there by the side of
the road staring into the half harvested field beside the road.

There, in the middle of the field, is another blonde in, of all things, a
rowboat, merrily rowing away but not getting anywhere very fast.

The first blonde hollars out to the second: "Hey! What do you think you're
doing out there?!"

#2 Blonde replies: "I'm trying to get to town in my rowboat to pick up some
groceries, silly girl! Can't you see that?!"

#1 Blonde yells back, madder than all get out:" You dumbe blonde you! You can't
row your way to town in a WHEAT field! It's blondes like you that give all of
us a bad name and if I could swim, I'd tell you that right in your face!"

-da blonde-

 --
-Life is the retreat of the weary in spirit-


 ------------
Category 2,  Topic 6
Message 29         Wed Nov 28, 2001
KGAGNE [Ken]                 at 07:54 PDT

A professor stood before his class of twenty senior organic biology students,
about to hand out the final exam.

"I want to say that it's been a pleasure teaching you this semester. I know
you've all worked extremely hard and many of you are off to medical school
after summer. So that no one gets their GPA messed up because they might have
been celebrating a bit too much this week, anyone who would like to opt out of
the final exam today will receive a 'B' for the course."

There was much rejoicing in the class as students got up, walked to the front
of the class, and took the professor up on his offer. As the last taker left
the room, the professor looked out over the handful of remaining students and
asked, "Anyone else? This is your last chance." One final student rose up and
opted out of the final.

The professor closed the door and took attendance of those students remaining.
"I'm glad to see you believe in yourself," he said. "You all get 'A's."

 ------------
Category 2,  Topic 6
Message 30         Wed Nov 28, 2001
SYNDICOMM [Sheppy]           at 13:30 PDT

>>>"I'm glad to see you believe in yourself," he said. "You all get 'A's."

I like that one.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 6
Message 31         Fri Nov 30, 2001
KGAGNE [Ken]                 at 11:56 PDT

There was a university in New England where the students operated a "bank" of
term papers and other homework assignments. There were papers to suit all
needs. Since it would look odd if an undistinguished student suddenly handed
in a brilliant essay, there were papers for an A grade, B grade, and C grade.

One student, who had spent the weekend on more "extra-curricular pursuits,"
went to the bank, and as his course was a standard one he took out a paper for
a inconspicuous C. He then retyped it and handed the work in.

In due course he received it back with the professor's comments.

"I wrote this paper myself twenty years ago. I always thought it was worth an
A, and now I'm pleased to give it one!"

 ------------
Category 2,  Topic 6
Message 32         Sat Dec 22, 2001
KGAGNE [Ken]                 at 08:13 PDT

Anyone hungry?

http://www.manbeef.com
http://www.brains4zombies.com

 ------------
Category 2,  Topic 6
Message 33         Tue Jan 15, 2002
KGAGNE [Ken]                 at 10:44 PDT

Pirate walks into a bar. He has the wooden leg, the hook, the eye patch, the
works.

Pirate orders a beer.

Bartender (curious): Mind telling me how you got the wooden leg?

Pirate: Argh, Matey! A storm tossed me into the water and the sharks got me
leg. Argh!

B: And the hook?

P. Argh, Matey! I was in a raiding party and lost me hand in a swordfight.
Argh!

B: And the eyepatch?

P: Argh, Matey! A seagull flew over and I got seagull poo in it. Argh.

B: Seagull poo's that strong, eh?

P. No, Matey. It was me first day with me hook. Argh!

 ------------
Category 2,  Topic 6
Message 34         Sat Jan 19, 2002
KGAGNE [Ken]                 at 09:21 PDT

A polar bear goes into a bar and says, "Can I have a gin and . . . . . . . . .
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
. . . . . . . . . . . . . tonic, please?"

The bartender put it on the bar and said, "Sure, by what's with the large
pause?"

Polar bear answered, "Dunno. I've always had 'em, though."

 ------------
Category 2,  Topic 6
Message 35         Sun Jan 20, 2002
SYNDICOMM [Sheppy]           at 00:37 PDT

>>>Polar bear answered, "Dunno. I've always had 'em, though."

That joke was awful. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 36         Fri Feb 08, 2002
KGAGNE [Ken]                 at 19:43 PDT

Walking through San Francisco's Chinatown, a tourist from the Midwest was
fascinated with all the Chinese restaurants, shops, signs and banners. He
turned a corner and saw a building with the sign "Moishe Plotnik's Chinese
Laundry."

"Moishe Plotnik?" he wondered. "How does that fit in Chinatown?" So he walked
into the shop and saw a fairly standard looking Chinese laundry. He could see
that the proprietors were clearly aware of the uniqueness of the name as
there were baseball hats, T-Shirts and coffee mugs emblazoned with the logo
"Moishe Plotnik's Chinese Laundry."

There was also a fair selection of Chinatown souvenirs, indicating that the
name alone had brought many tourists into the shop. The tourist selected a
coffee cup as a conversation piece to take back to his office. Behind the
counter was a smiling old Chinese gentleman who thanked him for his purchase
in English, thickly accented with Chinese.

The tourist asked, "Can you tell me how this place got a name like
"Moishe Plotnik's Chinese Laundry?"

The old man answered, "Ahh... Everybody ask that. Is name of owner."

Looking around, the tourist asked, "Is he here now?"

"He is right here," replied the old man. "He is me."

"Really? How did you ever get a name like Moishe Plotnik?"

"Is simple," said the old man. "Many, many year ago when come to this
country, was stand in line at Documentation Center. Man in front is Jewish
gentleman from Poland.

"Lady look at him and say, 'What your name?' " He say, 'Moishe Plotnik.'

"Then she look at me and say, 'What your name?'

"I say, 'Sam Ting.'"

 ------------
Category 2,  Topic 6
Message 37         Wed Mar 13, 2002
KGAGNE [Ken]                 at 21:18 PDT

A city in Alaska passed a law outlawing all dogs. It became known as Dogless
Fairbanks.

____

A man goes to a dermatologist with a rare skin disease. The doctor says, "Try
a milk bath". So the guy goes to the grocery store and tells the dairy
manager he needs enough milk to take a bath. The dairy guys ask "You want
that pasteurized?" "Nah", the man replied "Up to my chin should do it."

____

What's the difference between an angry circus owner and a Roman barber? One
is a raving showman, and the other is a shaving Roman.

____

In ancient Rome, deli workers were told that they could eat anything they
wanted during the lunch hour. Anything, that is except the smoked salmon.
Thus were created the world's first anti-lox breaks. ____

Did you hear about the red ship and the blue ship that collided? Both crews
were marooned. ____

A scientist cloned himself but the experiment created a duplicate who used
very foul language. As the clone cursed and swore, the scientist finally
pushed it out the window, and it fell to its death. Later the scientist was
arrested for making an obscene clone fall. _____

What do you get when you toss a hand grenade into a kitchen in France?
Linoleum blownapart.


 ------------
Category 2,  Topic 6
Message 38         Fri Mar 15, 2002
SYNDICOMM [Sheppy]           at 12:42 PDT

Some of those really hurt, Ken.  Thanks. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 39         Sat Mar 16, 2002
A2.DAIN [Dain]               at 14:58 PDT


I've always wondered, just where Ken comes up with these.  I mean you would
think there were a finite number of really bad jokes....


Thanks Ken;)

Dain
 ------------
Category 2,  Topic 6
Message 40         Sat Mar 16, 2002
SYNDICOMM [Sheppy]           at 21:19 PDT

>>>I've always wondered, just where Ken comes up with these.  I mean you would
think there were a finite number of really bad jokes....

Or at least, one would hope so. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 41         Sun Mar 17, 2002
SCHNORENBERG [Roger]         at 20:08 PDT

> I mean you would think there were a finite number of really bad
jokes....

There are, it's just that with the internet Ken has access to all of
them.  <EG>

Thanks Ken;)


 Roger A. Schnorenberg - Roger
 "Roger A. Schnorenberg" <AB0MX@ARRL.net>
 Delivered by Spectrum v2.5.2 & SOAR v1.0b8 with NiftySpell 1.0
 Via Marinetti 2.1 TCP/IP stack on a ROM 0 IIGS upgraded to the max!

 Of the things I've lost..I miss my mind the most


 ------------
Category 2,  Topic 6
Message 42         Tue Apr 30, 2002
KGAGNE [Ken]                 at 10:53 PDT

As paramedics, my partner and I were dispatched to check on a 92-year-old man
who had become disoriented. We decided to take him to the hospital for
evaluation.

En route, with siren going, I questioned the man to determine his level of
awareness.

Leaning close, I asked, "Sir, do you know what we're doing right now?"

He slowly looked up at me, then gazed out the ambulance window. "Oh," he
replied, "I'd say about 50, maybe 55."

 ------------
Category 2,  Topic 6
Message 43         Thu May 09, 2002
SYNDICOMM [Sheppy]           at 08:48 PDT

>>>He slowly looked up at me, then gazed out the ambulance window. "Oh," he
replied, "I'd say about 50, maybe 55."

Seems pretty aware to me. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 44         Thu Jun 13, 2002
KGAGNE [Ken]                 at 13:39 PDT

A young man calls the directory assistance operator and says, "I'd like the
number for Jennifer Smith in New York City."

"There are multiple listings for Jennifer Smith in New York City," the
operator says. "Do you have a street name?"

The young man hesitates a moment, then says, "Well, uh, most people call me
Bubba."

 ------------
Category 2,  Topic 6
Message 45         Sun Jun 30, 2002
KGAGNE [Ken]                 at 09:14 PDT

Shortly after the Pope had apologized to the Nation of Israel for the
treatment of Jews by the Catholic Church over the years, Ehud Barak, the
leader of Israel, sent back a message to the College of Cardinals.

The proposal was for a friendly game of golf to be played between the two
leaders or their representatives to show the friendship and ecumenical spirit
shared by the Catholic and Jewish faiths.

The Pope met with his College of Cardinals to discuss the proposal. "Your
Holiness," said one of the Cardinals, "Mr. Barak wants to challenge you to a
game of golf to show that you are old and unable to compete I am afraid that
this would tarnish our image to the world."

The Pope thought about this and as he had never held a golf club in his life
asked, "Don't we have a Cardinal to represent me?"

"None that plays golf very well," a Cardinal replied. "But," he added, "there
is a man named Jack Nicklaus, an American golfer who is a devout Catholic. We
can offer to make him a Cardinal, and then ask him to play Mr. Barak as your
personal representative. In addition to showing our spirit of co-operation,
we'll also win the match."

Everyone agreed it was a great idea. The call was made. Of course, Nicklaus
was honored and agreed to play as a representative of the Pope.

The day after the match, Nicklaus reported to the Vatican to inform the Pope
of the result.

"I have some good news and some bad news, Your Holiness, " said the golfer.

"Tell me the good news, Cardinal Nicklaus," said the Pope.

"Well, Your Holiness, I don't like to brag, but even though I've played some
pretty terrific rounds of golf in my life, this was the best I have ever
played, by far. I must have been inspired from above. My drives were long and
true, my irons were accurate and purposeful, and my putting was perfect. With
all due respect, my play was truly miraculous."

"How can there be bad news?" the Pope asked.

Nicklaus sighed, "I lost to Rabbi Tiger Woods by three strokes."

 ------------
Category 2,  Topic 6
Message 46         Mon Jul 01, 2002
SYNDICOMM [Sheppy]           at 18:01 PDT

>>>Nicklaus sighed, "I lost to Rabbi Tiger Woods by three strokes."

I saw that (or something like it :) coming. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 47         Thu Sep 26, 2002
EVANWADE                     at 13:22 PDT

As we all know, Ghandi was a small, fragile man. He walked across fire, giving
him huge callouses on his feet. His diet was strange, giving him very bad
breath.

What does that make him?

A super-calloused fragile spirtualist hexed with hailitosis.

*Rimshot*
 ------------
Category 2,  Topic 6
Message 48         Sun Jul 06, 2003
KGAGNE [Ken]                 at 17:34 PDT

The pilot was sitting in his seat and pulled out a .38 revolver.

He placed it on top of the instrument panel, and then asked the navigator, "Do
you know what I use this for?"

The navigator replied timidly, "No, what's it for?"

The pilot responded, "I use this on navigators who get me lost!"

The navigator proceeded to pull out a .45 and place it on his chart table.

The pilot asked, "What's that for?"

"To be honest sir," the navigator replied, "I'll know we're lost before you
will."

 ------------
Category 2,  Topic 6
Message 49         Mon Jul 07, 2003
SYNDICOMM [Sheppy]           at 12:07 PDT

>>"To be honest sir," the navigator replied, "I'll know we're lost before you
will."

Hehehe

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 6
Message 50         Thu Dec 11, 2003
KGAGNE [Ken]                 at 12:49 PDT

The effects of violent video games:

http://www.ucomics.com/closetohome/2003/12/11/

... and we wonder where they learn it...

 ------------
Category 2,  Topic 6
Message 51         Tue Sep 21, 2004
KGAGNE [Ken]                 at 10:33 PDT

Haiku!

http://www.haikucircus.com/pacman.gif

 ------------
Category 2,  Topic 6
Message 52         Wed Oct 06, 2004
KGAGNE [Ken]                 at 05:01 PDT

Jason Fox laments the difference between virtual and actual reality:

http://www.ucomics.com/foxtrot/2004/10/06/

 ------------
Category 2,  Topic 6
Message 53         Sun Dec 11, 2005
KGAGNE [Ken]                 at 17:41 PDT

Grand Theft Auto: Lego City!

http://www.break.com/articles/gtalego.html?t=4425

 ------------
Category 2,  Topic 6
Message 54         Thu Jan 12, 2006
KGAGNE [Ken]                 at 18:57 PDT

A review of gaming in the year 2010:

http://www.wired.com/news/columns/0,69974-0.html

 ------------
Category 2,  Topic 6
Message 55         Fri Jul 28, 2006
KGAGNE [Ken]                 at 14:03 PDT

Dating advice, from the pros at Grand Theft Auto:

http://www.mcsweeneys.net/links/lists/11DavidAbrams.html

 ------------
 ************
Topic 7         Fri May 11, 2001
KGAGNE                       at 22:30 PST
Sub: Cries for Help - Hard to Place Questions

Have a question but not sure where to ask it?  Ask here!

 9 messages
 ************
 ------------
Category 2,  Topic 7
Message 1          Tue Sep 11, 2001
KGAGNE [Ken]                 at 09:47 PDT

In light of today's catastrophe, I urge everyone to do what you can.  The Red
Cross is always in dire need of blood; I expect the demand will increase as
the nation deals with this tragedy.  80,000 donations are ready to ship to
deal with today's events, and that supply will need to be replenished.

Please consider visiting your local center and donating.  Call 1-800-GIVE-LIFE
to make an appointment.

-Ken

 ------------
Category 2,  Topic 7
Message 2          Wed Sep 19, 2001
KGAGNE [Ken]                 at 19:52 PDT

I have a bit of an odd question.  Does anyone have any ideas for a Gamebits
column I could write that ties in with the WTC attacks?  I don't exactly have
the heart for gaming right now, and I don't want to go about my usual reviews
as if nothing has happened - because something *has* happened.  But anything I
write about still needs to be relevant to a gaming column.

I could summarize changes made to games as a result of the attack, but that's
simply facts; my columns are usually opinion/editorial.  I don't know what
opinion I have about these changes though, or if it's worth writing a whole
article about.

Any ideas on this topic or others?

-Ken

 ------------
Category 2,  Topic 7
Message 3          Mon Nov 05, 2001
KGAGNE [Ken]                 at 15:19 PDT

Tuesday, November 6th, 2001, marks eight weeks since terrorists attacked the
World Trade Center twin towers in New York, and the Pentagon in Washington,
D.C.  At that time, many Americans gave (or tried to give) blood to the Red
Cross.

The organization's need for blood is chronic, with supply often just barely
meeting demand.  The average person is able to give blood every eight weeks.
If you helped your nation in its time of need two months ago, please do so
again.  Donate blood to the Red Cross.

 ------------
Category 2,  Topic 7
Message 4          Sat Oct 05, 2002
SYNDICOMM [Sheppy]           at 09:08 PDT

Anyone here have any experience using Virtual Game Station on a Macintosh to
try to play Playstation games?  When I try to play games with this, only half
the screen shows up, and the controls don't work.  I'd like to be able to use
it (yeah, I have a real PSone but being able to play on my PowerBook would be
handy for travel :).

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 7
Message 5          Sat Oct 05, 2002
A2.DAIN [Dain]               at 14:31 PDT


I've never used it before.  I wouldn't mind trying it, but I doubt the wimpy
video of this Powerbook is up to the task.  I did some quick checks and didn't
see many mentions of any problems that you speak of.


Dain
 ------------
Category 2,  Topic 7
Message 6          Sun Oct 06, 2002
SYNDICOMM [Sheppy]           at 00:39 PDT

>>>I've never used it before.  I wouldn't mind trying it, but I doubt the
wimpy video of this Powerbook is up to the task.  I did some quick checks and
didn't see many mentions of any problems that you speak of.

Yeah, I haven't had any luck tracking down a cause either.  It's very
frustrating to buy a program and never be able to use it. :(

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 7
Message 7          Tue Aug 30, 2005
KGAGNE [Ken]                 at 13:04 PDT

CNN.com has compiled a list of organizations and charities that will take your
donations of time and money in the relief effort for those affected by
Hurricane Katrina:

http://www.cnn.com/2005/US/08/30/help.agencies/index.html

 ------------
Category 2,  Topic 7
Message 8          Tue Nov 22, 2005
BBAKER                       at 07:24 PDT

My daughter has gotten into a community play game called Settlers of Catan.

Has anyone heard of it or played it?

Bruce

 ------------
Category 2,  Topic 7
Message 9          Sun Nov 12, 2006
KGAGNE [Ken]                 at 10:40 PDT

Gamers in the Habit of Giving

'Child's Play Charity' Kicks Off 4th Annual Toy and Game Drive Designed to
Bring Cheer to Kids in Hospitals

Seattle, WA - Nov 10, 2006 The videogame community-supported Child's Play
Charity organization has officially kicked off its fourth annual toy and game
drive at www.childsplaycharity.org. In addition to the online drive and a
charity auction dinner, organizers are raising money through the sale of
Child's Play t-shirts and holiday cards. One hundred percent of all proceeds
go towards gifts for the use of children in the 28 participating hospitals
around the globe. Generously supported by publishers, developers and
individual gamers themselves, Child's Play has raised nearly 1.2 million
dollars in toys, books, movies, games, game hardware and game systems
intended to brighten hospital stays for sick children.

"There are so many gamers out there with big hearts," said Penny Arcade's
Robert Khoo. "The grassroots Child Play initiative that started out in
Seattle has grown now to include hospitals across the U.S. as well as
international locations from Canada to Egypt. It gives me yet another reason
to be proud to say 'I'm a gamer.'"

The way the online toy and game drive works is that participating hospitals
post wish lists on Amazon or Dstore. Through www.childsplaycharity.org those
wishing to participate can select a specific hospital and browse their wish
list to see what fun toys and games are desired for patients. Items include
everything from Play-Doh and Scrabble to the Cars Xbox 360 game and full
Nintendo, Microsoft and Sony gaming systems. Gift purchasers select delivery
direct to the hospital in need. Alternatively, cash donations can be made
through PayPal.

In addition to fulfilling hospital wish lists, the gamers' charity offers
t-shirts (U.S. $17.99) and will add holiday cards for sale beginning November
15th through www.thinkgeek.com/pennyarcade. Child's Play also hosts a charity
auction dinner in Bellevue, Washington in which the game community donates a
host of game-related auction items for attendees to bid on. That event is
scheduled to take place this year on Wednesday, December 13th. Tickets are
now on sale at www.childsplaycharity.org.

About Child's Play

Child's Play is a non-profit organization begun in 2003 by Gabe and Tycho,
the creators of the Penny Arcade comic strip, as a way to help sick children
and show the world the softer side of people who play videogames. Through the
generosity of gamers and the videogame industry, Child's Play has raised over
a million dollars in toys, games and cash for sick children through an
ongoing online toy drive and annual charity auction. Now in its fourth year,
Child's Play is developing a worldwide network of beneficiary Children's
Hospitals in order to brighten hospital stays for children internationally.
For more information go to www.childsplaycharity.org.

 ------------
 ************
Topic 8         Mon May 21, 2001
KGAGNE [Ken]                 at 05:45 PST
Sub: Cross-Console Conversations

Discussions that involve all consoles, rather than being placed in a single,
platform-specific topic, should go here.

 96 messages
 ************
 ------------
Category 2,  Topic 8  [MOVED]
Message 1          Fri May 18, 2001
A2.RYAN                      at 22:06 PDT

> Of course, I never buy a game machine unless I can get it for $99 or less.

How much are these things going for now anyway? :)
-
Ryam
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 2,  Topic 8  [MOVED]
Message 2          Sat May 19, 2001
KGAGNE                       at 05:10 PDT

Ryan,

GameBoy        : $ 79
GameBoy Advance: $149 (I think)
Sega Dreamcast : $ 99
Nintendo 64    : $ 99
Sony PSOne     : $ 99
PlayStation 2  : $299
Microsoft Xbox : $299
GameCube       : $199 (likely)

-Ken

 ------------
Category 2,  Topic 8  [MOVED]
Message 3          Sat May 19, 2001
JUSTDAVE                     at 07:15 PDT

you sure the GameBoy (standard) is that much?  I could swear we were selling
those for $49 before I left Meijer.  $79 sounds like the GameBoy COLOR.

--
Dave Miller    justdave@syndicomm.com + justdave@justdave.net
Lead Software Engineer/System Administrator, Syndicomm Online
http://www.syndicomm.com/            http://www.justdave.net/

 ------------
Category 2,  Topic 8  [MOVED]
Message 4          Sat May 19, 2001
SYNDICOMM                    at 08:45 PDT

>>>GameCube       : $199 (likely)

If the GameCube sells for $199, that will help Nintendo sell a lot of them,
compared to the PS2 and Xbox prices.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8  [MOVED]
Message 5          Sat May 19, 2001
A2.RYAN                      at 09:26 PDT

I didn't know the PSOne was still being sold at this point.

My understanding is that Sony loses money on each PlayStation sold.  Is this
still true with the PS2?
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 2,  Topic 8  [MOVED]
Message 6          Sat May 19, 2001
KGAGNE                       at 19:46 PDT

Dave,

Sorry, I meant Game Boy Color.  Is the Game Boy Pocket still being sold?

Ryan,

The PSOne is the name of the remodeled original PlayStation.  It came out in
September 2000, just a month before the PlayStation 2.  I don't know how much
money is lost on each one, if any.

Sheppy,

Sony will probably cut the PS2's price by $50 to compete with the Xbox this
Christmas, but no way will Sony or Microsoft be able to compete pricewise with
the GameCube, whatever price is announced for it next week.

All,

I think I'll start a "Console Comparisons" topic and move this thread there.

-Ken

 ------------
Category 2,  Topic 8  [MOVED]
Message 7          Sun May 20, 2001
A2.DAIN [Dain]               at 20:17 PDT

Replying to 'KGAGNE' in Category 14 Topic 1:

> Ryan,
>
> GameBoy        : $ 79
> GameBoy Advance: $149 (I think)
> Sega Dreamcast : $ 99
> Nintendo 64    : $ 99
> Sony PSOne     : $ 99
> PlayStation 2  : $299
> Microsoft Xbox : $299
> GameCube       : $199 (likely)

Ken,
  Just to clear things up.  Those maybe MSRP on those things, but a
Gameboy color(I just saw one at target seems to sell for $69.99
normally, and everything I have read has said that the Gameboy advance
is $99.00.  The dreamcast I see at Best Buy for $119.99 for the package
that comes with the Smash pack(basically a disc full of Sega oldies, Ken
knows more).
http://www.gamebits.net/dc/segapack.html for Ken's review of the smash
pack.  There is also a packin less version of the dreamcast for the
$99.00 mentioned above.



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3


 ------------
Category 2,  Topic 8  [MOVED]
Message 8          Sun May 20, 2001
A2.DAIN [Dain]               at 20:17 PDT

Replying to 'KGAGNE' in Category 14 Topic 1:

> Sony will probably cut the PS2's price by $50 to compete with the Xbox
> this
> Christmas, but no way will Sony or Microsoft be able to compete
> pricewise with
> the GameCube, whatever price is announced for it next week.

What makes the Gamecube cheaper?  I know that they don't have to pay the
MPAA to be able to play DVDs(Not sure what the charge is per system), so
that is savings.  I know that Nintendo refuses to sell something at a
loss.  They have always played things smart.  I wonder if we will see
something closer to $249.  I don't doubt Sony will cut the cost of PS2s.


I for one still can't see the elure of an X-box.  To me it is a low-end
PC with a high end graphics chip.  I am willing to keep an open
mind...it might be good.  Regardless, there is a 99.9percent chance I
won't buy one.:)



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3


 ------------
Category 2,  Topic 8
Message 9          Mon May 21, 2001
KGAGNE [Ken]                 at 05:53 PDT

Dain,

Thanks for the price clarifications.  I remember now a retailer telling me
Nintendo would need to keep the GBA under $100 in order to be seriously
considered as a handheld.  I think that's what the GB cost 12 years ago, too.

The GameCube doesn't play CDs or DVDs and has no built-in modem or hard drive.
Considering that the PSX and Xbox cost $299 for some of these features, and
the Dreamcast cost $199 with a modem, I'd be very surprised to see Nintendo
justify more than $199 for so little hardware.

As I mentioned in the conference last night, if Nintendo hit a price mark of
less than $199 (anywhere from $149 to $179), Sony and Microsoft would mess
themselves.  Though we can expect a $50 price cut on the PS2 by Christmas in
order for it to compete with the Xbox, there's no way either system can match
such a potentially low price of the GameCube.

-Ken

 ------------
Category 2,  Topic 8
Message 10         Wed May 23, 2001
JUSTDAVE                     at 00:49 PDT

My understanding from when I worked in the video game area at Meijer (which
was a few years ago) was that Sony, Nintendo, and Sega all set the prices on
the consoles, and retailers were not allowed to deviate from those prices by
more than about $.05 or so.  I know our cost on PlayStations was $198.85 when
they were being sold for $199.99.  (Yes, we made just over $1 for every PS
console we sold).  The basic idea was to make up the difference in selling
game titles for it (which the average cost was in the $15 - $25 range, with
MSRP of $59.99 :)  I was also of the understanding that Sony took a loss
selling the machines to us for $198.85 for the same reason - since they got
royalties on all the games sold for it, and those royalties would make up for
their costs.  I don't know, however, how much of a loss they took on it.

--
Dave Miller    justdave@syndicomm.com + justdave@justdave.net
Lead Software Engineer/System Administrator, Syndicomm Online
http://www.syndicomm.com/            http://www.justdave.net/

 ------------
Category 2,  Topic 8
Message 11         Thu May 24, 2001
A2.RYAN                      at 21:49 PDT

 > I was also of the understanding that Sony took a loss selling the
 > machines to us for $198.85 for the same reason - since they got
 > royalties on all the games sold for it, and those royalties would make
 > up for their costs.  I don't know, however, how much of a loss they took
 > on it.

I understood the same.  I was always puzzled by Sony's objection to Virtual
Game Station, since I figured that they'd still sell games, which would bring
in money, and they wouldn't lose on the sale of the console, but sometimes I
think things that make sense won't work ;-)
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 2,  Topic 8
Message 12         Fri May 25, 2001
SYNDICOMM                    at 10:04 PDT

Success in the console industry is measured based on how many machines you
sell, rather than how many games there are on the market.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 13         Fri May 25, 2001
A2.DAIN [Dain]               at 21:23 PDT

Replying to 'SYNDICOMM' in Category 2 Topic 8:

>
> Success in the console industry is measured based on how many machines
> you
> sell, rather than how many games there are on the market.

Anymore things aren't so clear.  Look at Japan.  They have a large
installed user base of PS2, but.....a significant number of those folks
use the PS2 for a DVD player and haven't bought a single PS2 piece of
software, and some of those that do play are only playing PS1 games.
Considering that console manufacturers make their money of liscensing
and not console sales...the sucess for the console manufacturer is based
on software sales almost solely.  Although...one could argue that you
have to sell machines to sell software:)  It's a game of perception
anymore.

To me, the success of a console is if it has enough great games to keep
me busy.  I always find it odd that the Dreamcast is considered a
failure..they sold 10 million of them.



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3


 ------------
Category 2,  Topic 8
Message 14         Wed Jul 11, 2001
KGAGNE [Ken]                 at 19:47 PDT

A friend of mine emailed me to ask for my opinion of the various systems
available this coming Christmas.  This was my response:

Xbox comes with a DVD player, modem, and hard drive built-in for $300, but I
haven't seen a lineup of unique killer apps.  I don't think Microsoft
themselves makes great products (Windows? :) and a lot of Xbox games are
upgraded versions of PS2 games (Silent Hill, Tony Hawk, Metal Gear).  PS2 can
play all the PSOne games and, since the PSOne was such a hit, has a lot of
developer support.  It'll have a lot of great games by Christmas (Silent
Hill, Metal Gear, Soul Reaver) and may come down in price by $50, though
nothing's guaranteed.  At $200 the Nintendo GameCube will be the cheapest
system, and will have the fewest features (no CD/DVD playback, no modem, no
hard drive), but will have Nintendo's games, which I think are the best:
Mario, Zelda, Metroid, etc.

Personally, I'm behind the GameCube.  I love Nintendo!  I have a PlayStation
2, but I think it's currently too expensive and does not yet have any good
games.  I hope Microsoft dies a quick and horrible death.  That might have
something to do with me being a Mac user, too, but I'd deny it. :)

The games for all should be relatively similar ($45 - $55).

 ------------
Category 2,  Topic 8  [MOVED]
Message 15         Sat Sep 22, 2001
SYNDICOMM [Sheppy]           at 23:06 PDT

What's the standing of the release dates for both the GameCube and the Xbox,
and comparative looks at the game release schedules?  Some kind of comparison
would be helpful.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 16         Sun Sep 23, 2001
KGAGNE [Ken]                 at 07:44 PDT

Sheppy,

The following Xbox games should be available on launch date of November 15th.

Madden NFL 2002
NHL Hitz 2002
The Simpsons Road Rage
TransWorld Surf
Cel Damage
Project Gotham Racing
Air Force Delta Storm
Halo
NASCAR Thunder 2002
NFL Fever 2002
Dead or Alive 3
Fuzion Frenzy
Star Wars Starfighter: Special Edition
Amped: Freestyle Snowboarding
Dark Summit
Oddworld: Munch's Odyssey
Mad Dash

There are a few others not listed here.  For GameCube, expect the following
titles on Nov 18th:

Universal Studios
Extreme G 3
Star Wars Rogue Leader: Rogue Squadron II
SSX Tricky
Crazy Taxi
Batman: Dark Tomorrow
NFL Quarterback Club 2002
All-Star Baseball 2002
The Simpsons Road Rage
Wave Race: Blue Storm
NHL Hitz 2002
Dave Mirra Freestyle BMX 2
Luigi's Mansion
Super Monkey Ball
Madden NFL 2002

Many other titles will be available for both systems by Christmas.

-Ken

 ------------
Category 2,  Topic 8
Message 17         Sun Sep 23, 2001
SYNDICOMM [Sheppy]           at 22:17 PDT

Looks like a reasonably well-rounded assortment of titles at launch.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 18         Fri Oct 12, 2001
KGAGNE [Ken]                 at 14:02 PDT

The LA Times reports that Toysrus.com sold out of GameCubes eight times more
quickly than it did Xboxes.

-Ken

 ------------
Category 2,  Topic 8
Message 19         Mon Oct 15, 2001
KGAGNE [Ken]                 at 15:17 PDT

I held an Xbox today.  It could comfortably house a family of four.

Compare the sizes of the GameCube and Xbox at this URL (thanks Dain!)

http://forums.gamespot.zdnet.com/group/zd.Games.N64/videogames/videogamesnt.tpt
/@thread@38423@F@1@D-,D@ALL/@article@mark@38423?EXP=ALL&VWM=&ROS=1&OC=300

 ------------
Category 2,  Topic 8
Message 20         Fri Dec 07, 2001
KGAGNE [Ken]                 at 21:26 PDT

I was talking with a friend the other day who has an Xbox.  He gave many
reasons why he bought that console and not a GameCube, but two leapt out at
me:

- it's a bigger console;
- it costs more to make.

He used these factors to reason that the system can do more and has more
capabilities.

Pretty shallow logic, IMHO.

-Ken

 ------------
Category 2,  Topic 8
Message 21         Fri Dec 07, 2001
A2.DAIN [Dain]               at 22:34 PDT


>>I was talking with a friend the other day who has an Xbox.  He gave many
>>reasons why he bought that console and not a GameCube, but two leapt out at
>>me:
>>- it's a bigger console;
>>- it costs more to make.
>>He used these factors to reason that the system can do more and has more
>>capabilities.

I guess we should all be driving 1970 Cadillac ElDorados then.  My choice of
console sadly enough usually comes from one game(at first).  I basically bought
a Super Nintendo (right when it came out) to play the next Zelda game.  The
Nintendo 64 was to play Mario 64(and hopefully Zelda).  The Gamecube was kind
of a, "I always wanted to play the Battle of Endor" purchase.  I know there
will be great titles to come.  Maybe not a million games like the PS2, but as I
don't get to play them that often enough for me:)

-Dain
 ------------
Category 2,  Topic 8
Message 22         Sat Dec 08, 2001
SYNDICOMM [Sheppy]           at 14:13 PDT

>>>Pretty shallow logic, IMHO.

That's just goofy.  It's big because Microsoft sucks.  It costs more to make
because it's a PC in game console clothing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 23         Thu Dec 13, 2001
KGAGNE [Ken]                 at 23:45 PDT

Some brief stats on reviews from Gamebits.net:

Platform              # games reviewed         Avg. score
---------------------------------------------------------
Nintendo 64                  49                  8.11
Sega Dreamcast               29                  8.2
PlayStation                  88                  7.65
PlayStation 2                15                  7.47
Nintendo GameCube             2                  8.8
Game Boy Color               13                  7.81
Game Boy Advance              4                  8.35
---------------------------------------------------------
Total                       200                  7.95

There is a small margin of error.

 ------------
Category 2,  Topic 8
Message 24         Sun Dec 16, 2001
KGAGNE [Ken]                 at 07:54 PDT

There was an article about the Xbox in the Wall Street Journay on Dec 6th.  It
starts off poorly when the author admits to having little knowledge of video
games, so rather than review the hardware himself, he calls in his 19- and
23-year-old sons, who "have spent - or should I say, squandered - thousands of
hours and too much money [on video games]".

If this author is ignorant of gaming and finds it a waste of time, should he
really be writing an article about it?

The quotes that follow from the two "experts" are nothing but glowing praise
for the Xbox, with a few snide remarks about the GameCube (one kid saying it
looks no better than the N64 - "I'd call [the GameCube] the N65").  I don't
find such commentary to be realistic.  Every console has its strengths and
weaknesses; giving such a lopsided report suggests an ulterior motive. (The
author mentions the Xbox was a test machine from Microsoft, but does not say
where the GameCube came from.)

-Ken

 ------------
Category 2,  Topic 8
Message 25         Sun Dec 16, 2001
A2.DAIN [Dain]               at 18:06 PDT


No offense to young people, but getting an

 ------------
Category 2,  Topic 8
Message 26         Sun Dec 16, 2001
A2.DAIN [Dain]               at 21:45 PDT


That sounded bad:)

Dain
 ------------
Category 2,  Topic 8
Message 27         Sun Dec 16, 2001
KGAGNE [Ken]                 at 23:42 PDT

Dain,

Take a deep breath and try again.  Those last two posts don't count. :)

-Ken

 ------------
Category 2,  Topic 8
Message 28         Wed Dec 19, 2001
KGAGNE [Ken]                 at 13:21 PDT

The Systems of 2000
by Ken Gagne

Every five years or so, the video game market sheds its skin and asks
consumers to evolve with it. In exchange, gamers can play the latest video
games with better graphics, more involving plots, and longer replay value.

With so many new systems available, it's important to choose the right one
for you.

For the first time ever, the war of the consoles will not be fought on some
abstract battlefield of pixels and polygons. Our four competitors this
Christmas - the Sony PlayStation 2, Nintendo GameCube, Microsoft Xbox, and
Sega Dreamcast - are all powered by 128-bit processors, making them nearly
each other's match. And with four equal fronts on which to program, video
game publishers are releasing their most popular titles, such as Madden NFL
and Tony Hawk's Pro Skater, for many or all of the above systems.

The strengths of each system will be found in what exclusive software and
extra hardware they can offer.

For example, Sony's PlayStation 2, a $299 piece of hardware, is the only
system that plays DVD movies out of the box. It is also compatible with the
vast library of PlayStation One software that began in 1995, giving the PS2 a
software library in the hundreds, if not thousands.

With this backward compatibility, the PS2 is home to an astonishing number of
quality games. Players can engage in high tales of sword and sorcery in Final
Fantasy X or Dragon Warrior VII, the latest installments in the most popular
role-playing game series ever. Take to the track in the real-life dream car
of your choice in Gran Turismo 3, or realize your worst nightmares in the
horrific Silent Hill 2.

The original 32-bit PlayStation One is still available for $99, but support
for this system will end in 2002 as developers fully transition to the more
powerful PS2.

Meanwhile, the Sega Dreamcast may be the best deal in the history of video
games. Priced at a mere $49, it features some of the best software to come
out of Sega in years, much of it priced at $20.

The downside to the Dreamcast is that it has been abandoned by practically
all publishers. Sega has exited the hardware business and will not be
producing more Dreamcast units, nor any future systems. The company is now
solely a software publisher, with signature titles such as Sonic the Hedgehog
and Shenmue arriving soon on what were once competing platforms, including
Nintendo and Microsoft.

But in its short life, the Dreamcast accomplished much, and has many
excellent titles from which to choose.

The Dreamcast is also the only console to have a built-in 56K modem, by which
users can connect to the Internet over standard phone lines. Though this
brings email and the World Wide Web to the gamer's fingertips, the more
exciting opportunities lie in online gaming. Through Sega's worldwide
network, opponents can be found in the entire line of Sega Sports games, from
NFL 2K2 to NBA 2K2 and World Series Baseball 2K2. Players are also invited to
share the world of Phantasy Star Online, the first online console
role-playing game.

The Dreamcast is an affordable choice with no future. On the other end of the
spectrum is the PlayStation 2, a known quantity with a bright future.
Somewhere in the middle are two new competitors: the Nintendo GameCube and
the Microsoft Xbox, both to be released in mid-November.

Microsoft, the software giant best known for the Windows computer operating
system (and related court battles), will enjoy its first Christmas as a
console developer. Like the Dreamcast, the $299 Xbox has some additional
hardware features: a built-in eight gigabyte hard drive, and a broadband
adaptor. The adaptor can be used for Internet connectivity, but only by the
minority of people equipped with high-speed cable or DSL modems, and only
once Microsoft's online network is established sometime in 2002. With the
purchase of a separate movie kit, the Xbox can also play DVD movies.

Microsoft's system is accompanied by many exclusive titles. Players travel
across an alien vista solving puzzles to free slaves in Oddworld: Munch's
Oddysee, a game that doesn't move as fast as the slick Project Gotham Racing.

Despite this new contender, don't forget about the once-champ of the gaming
ring, Nintendo, who's moving to reclaim the title with the launch of the
GameCube. This system eschews the fancy movie and hardware features of its
competitors, allowing it the relatively low price tag of $199. Unlike the
versatile PlayStation 2 and Xbox, the GameCube has only one function, and is
advertised as being the best at what it does: games.

Nintendo has traditionally carried an immature image, publishing games
appropriate only for young audiences. True or not, Nintendo hopes to
capitalize on that market while also appealing to the key young adult gamers.

The GameCube will be Nintendo's first console to use discs - a proprietary
DVD format - which will allow for more advanced games and better publisher
support than Nintendo's earlier, cartridge-based consoles. Software publisher
Capcom has already devoted their existing and future line of Resident Evil
survival-horror games as GameCube exclusives, a move sure to please fans of
the mature games.

Nintendo's popular icons will also appear solely on GameCube. Their flagship
title is Luigi's Mansion, putting Mario's brother in the role of ghostbuster.
Players can also take to the beach in Wave Race Blue Storm, or explore a
mysterious dinosaur planet in Starfox Adventures. Nintendo's entire cast of
characters can be found engaging in hand-to-hand combat in the
highly-anticipated Super Smash Bros. Melee, a fighting game with a simple
control system that lets anyone play.

When considering what console to put in your living room, don't forget that
idle hands can be equally satisfied with handheld games. The newest and only
contestant in this market is the Nintendo Game Boy Advance, a 32-bit system.
Despite a screen that is dark and difficult to view, the $99 portable is a
monumental upgrade from its Game Boy Color predecessor, while retaining
compatibility with all previous Game Boy games.

Advance games can cost anywhere from $25 to $45. Whereas earlier Game Boy
games required each player to have his own copy of a game, up to four players
can connect their Game Boy Advances and play with only one game cartridge.

The Game Boy Advance is receiving reissues of older games, such as Street
Fighter II and Super Mario World. New games in familiar series, such as
Castlevania and Pokemon, are also sure to please.

The previous generation of video game consoles has fallen to the wayside.
While old games can still be fun games, gamers wishing to enjoy the
industry's latest and future offerings will need to choose one (or several)
of the above systems.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Quincy Patriot Ledger, 1-Dec-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 2,  Topic 8  [MOVED]
Message 29         Wed Dec 19, 2001
KGAGNE [Ken]                 at 12:48 PDT

Any thoughts on the best games of the year?  What are some of your favorite
software titles?  What did you enjoy playing in 2001?

Sheppy?  Ryan? :)

-Ken

 ------------
Category 2,  Topic 8  [MOVED]
Message 30         Wed Dec 19, 2001
A2.DAIN [Dain]               at 21:23 PDT

Games that I enjoyed 2001...

Advance Wars - Turn Based Strategy on the Gameboy Advance.  I liked it.  Not to
hard, and not too easy.

Star Wars Rogue Squadron II  Nintendo Gamecube.  Fun game, especially for
anyone who enjoyed the Star Wars movies.

Ridge Racer 64  : Nintendo 64 :  Not exactly a game from this year, but it was
quite a bit of fun, and I just bought it this year:)

Super Monkey Ball : Nintendo Gamecube :  My Wife and I had hours of fun with
this one.  A game that is simple like Tetris, and ranges from really easy, to
insanely difficult.  Bonus mini games are a great time.  Mini Golf, Bowling and
target practice.

DragonWarrior III : Gameboy Color : Nice remake of a classic Console Role
Playing game.

Legend of Zelda : Oracle of Ages : Gameboy Color  :  Classic Zelda gaming.



There were lots of games out this year.  Fortunately I don't have to worry
about playing games on the PS2 as well, like Ken does.  I am not sure what I
would do:)


Dain

 ------------
Category 2,  Topic 8  [MOVED]
Message 31         Wed Dec 19, 2001
A2.RYAN                      at 23:10 PDT

The best game I played this year was "Irritate the social worker".

Unfortunately, I lost.

Interestingly, I could say the same thing for 2000, 1999, 1998, 1997. . .

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 8  [MOVED]
Message 32         Thu Dec 20, 2001
SYNDICOMM [Sheppy]           at 19:47 PDT

>>>Any thoughts on the best games of the year?  What are some of your favorite
software titles?  What did you enjoy playing in 2001?

You don't want my opinion -- as far as consoles go, I've only played on my N64
and PSone.  But, here you go:

On N64 my favorites are still Mario Kart 64 and Lego Racer.

On PSone, I really enjoy Golden Tee Golf..

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8  [MOVED]
Message 33         Thu Dec 20, 2001
KGAGNE [Ken]                 at 20:02 PDT

Dain,

This was the first year in many I composed a "Christmas Wish List", and I made
sure Advance Wars and the Gameboy Zelda games were on it. :)  I just wish more
Advance Wars gamers were old or wise enough to remember Desert Commander on
the NES.  I'm sure the two games are very similar.

> Ridge Racer 64 : Nintendo 64 : Not exactly a game from this year, but it was
> quite a bit of fun, and I just bought it this year:)

Ever play the PSOne original?  It actually came bundled FREE with Ridge Racer
Type IV; further, that free edition had been optimized from the original 30
fps to 60 fps.  Big difference!

Super Monkey Ball... eh... :)

-Ken

 ------------
Category 2,  Topic 8  [MOVED]
Message 34         Thu Dec 20, 2001
KGAGNE [Ken]                 at 20:02 PDT

Sheppy,

> On PSone, I really enjoy Golden Tee Golf..

See?  That review wasn't so hard to write. <G>

I don't feel like reviewing games during the holidays, so I'm writing a
two-part column on "The Best Games You've Never Played".  Y'all feel free to
post your thoughts on what games you really liked that were overlooked by the
masses.  Lego Racer is prolly one such title. :)

-Ken

 ------------
Category 2,  Topic 8
Message 35         Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:04 PDT

The Best Games of 2001:
A Holiday Shopper's Guide
by Ken Gagne

This holiday season, don't waste time playing games, wading through choices
and making guesses. With so many gifts available, it's important to choose
the right one.

When it comes to video games, your choices are plenty. Hundreds of new games
are released annually, each competing for a spot under the Christmas tree. It
may not be easy to tell the Street Fighters from the Syphon Filters, or to
distinguish such shape-inspired names as Xbox, GameCube, and Squaresoft.

But with the following highlights from the 2001 gaming lineup, chances are
there's something to please you or the gamer close to your heart.

A vast amount of electronic entertainment software is occupied by popular,
non-violent sports games, of which there are many for all systems. But few
publishers offer the variety and quality of the Sega Sports line. NBA 2K2,
World Series Baseball 2K2, and football games NFL 2K2 and NCAA 2K2 are all
not only affordably priced, but are the only sports games this Christmas to
feature online Internet play. For great graphics and a global selection of
opponents, the Sega Dreamcast system is the way to go.

An online Dreamcast offers more than sports to play with. Phantasy Star
Online is the first ever online console role-playing game (RPG). Gamers can
create heroic personas with which to explore a futuristic world of science
and fantasy. Other adventurers are also online gamers, with whom to talk,
exchange tips and equipment, partner for a dangerous mission, or kill time
with a round of soccer. Numerous offline missions give the single player
plenty to do while developing her character.

If you prefer your RPGs a bit more whimsical, try Paper Mario for the
Nintendo 64. Princess Peach has been kidnapped, and it's up to the world's
most famous plumber, Mario, to save the day. This game adds a new dimension
to storytelling by making its figures completely flat, and placing them in a
world of pop-up storybook quality. Such graphical gimmickry combines with a
fresh take on a familiar character to make an RPG that's fun for all ages.

The last recommended RPG is Dragon Warrior III, for Game Boy Color. Publisher
Enix brings the "Legend of Loto" trilogy to a close with this final
installment of games that first appeared on the original Nintendo system a
decade ago. Gamers can create their own adventuring party, consisting of
fighters, thieves, merchants, and jesters, before setting off to find the
world-threatening Demon Lord who defeated the hero's father years ago.
Gameplay is executed with simplicity and finesse, making Dragon Warrior III a
winner.

Another popular series continues on the Game Boy Advance with
Castlevania: Circle of the Moon, from Konami. The portentously-named Nathan
Graves is the latest to take up the whip in the battle against the vampire
Dracula. Like all good Castlevania games, Circle of the Moon is a
side-scrolling action game, with some role-playing elements. Nathan can
explore Dracula's castle freely, but he'll need to find certain items to
acquire the ability to reach new areas and defeat monstrous henchmen. Magical
cards can be collected and combined for special effects. Again, classic
gameplay and new features blend together in this great title.

Castlevania may be gothic, but it's not horrific. If you enjoy unpleasant
things, then try Silent Hill 2, also from Konami. James Sunderland receives a
letter from his wife, inviting him to the resort town of Silent Hill... even
though his wife died three years ago. Our confused protagonist is quickly
mired in shifting realities and strange happenings, where only insanity is a
given. Violence and mature themes make Silent Hill 2 not for kids. This
survival horror game is available for PlayStation 2 and Xbox.

The mysterious machinations are more political, but no less deadly, in Metal
Gear Solid 2: Sons of Liberty, for PlayStation 2. Terrorist forces have
acquired the plans for the nuclear tank known as Metal Gear, and only
soldier-spy Solid Snake can stop them. Old enemies with new secrets return to
taunt the lethal loner. Stealth and action complement an intriguing
storyline, creating a cinematic gameplay experience for mature audiences.

The PlayStation 2 propagates another franchise with Gran Turismo 3. This
simulation racer allows players to compete with cars they could never
otherwise afford, from makers such as Ford, Dodge, and Shelby. These
high-powered machines come with an appropriate price tag, requiring gamers to
work their way up through smaller races, earning the cash to purchase and
customize better cars. GT3 features some of the best graphics of any racing
title with gameplay that's largely unchanged since the first Gran Turismo.

Too realistic for you? Add some vehicular weaponry and mission-based gameplay
to get Midway's Spy Hunter, also for PlayStation 2. The G-6155 Interceptor
vehicle, with its oil slicks and missile launchers, is the only tool equipped
to stop the Nostra crime syndicate from plunging the world into darkness.
This game only slightly resembles its 1983 predecessor of the same name, but
is a lot of fun in its own right.

It may seem like the PlayStation 2 has most of the good games - but that's
about to be challenged by two new video game systems that launched just in
time for Christmas. Though lacking the extensive software library of retail
veterans Playstation 2 and Sega Dreamcast, the Microsoft Xbox and Nintendo
GameCube still have some excellent games from which to choose.

Nintendo's software includes their gallery of popular characters. In Luigi's
Mansion, Mario is the one in need of saving by his brother, who's equipped
with a vacuum in the role of ghostbuster. It's a lighthearted romp through a
spooky manor in the GameCube flagship title.

If you'd rather engage something more solid than spirits, grab three friends
and duke it out in Super Smash Bros. Melee. Starring practically the entire
Nintendo lineup, including Mario, Pikachu, Donkey Kong, and Link, Super Smash
Bros. features a simple control scheme that anyone can master without
practicing for hours.

The Microsoft Xbox also has its share of exclusive titles. Dead or Alive 3 by
Tecmo is a gorgeous 3D fighting game. Incredibly detailed, interactive
environments and a smooth fighting system make DOA3 one of the first reasons
to own an Xbox.

Halo is the long-awaited first-person shooter by Bungie. Set on a distant
planet where humanity fights for survival against the Covenant alien race,
Halo combines the best elements of action games such as Quake and Rainbow
Six.

There will be plenty of game manufacturers fighting for survival this
Christmas as well, but gamers need not go hungry. Nintendo, Sony, Sega, and
Microsoft have provided holiday shoppers with ample choices that will suit
all tastes and gamers, young and old.
_________________________________________________________________
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 ------------
Category 2,  Topic 8  [MOVED]
Message 36         Fri Feb 01, 2002
A2.DAIN [Dain]               at 21:03 PDT

I wasn't really impressed with any of that generation of console games.
3d-wise to me the N64 was better than the Playstation, but the Playstation had
the ability to stream that video off of the CD, which confused the matter a
bit.  Now there were parts of some games that wer really impressive.  Wave Race
on the Nintendo 64 had incredible water effects.  There were a few parts in
Zelda that were really well done, even with the limited graphic capability of
the system.  It is my opinion that this generation of consoles are finally
powerful enough to package both great graphics and great gameplay.  Much in the
same way the SNES finally delivered the promise in 2d games that the Nintendo
had.

Dain
 ------------
Category 2,  Topic 8
Message 37         Fri Feb 01, 2002
KGAGNE [Ken]                 at 22:05 PDT

Dain,

So far, I'm more impressed with PlayStation games than I am with PlayStation
2.  The PSX was the first successful disc-based console, and I can't say that
any console before it had anything like Resident Evil or Metal Gear Solid.

Most developers are comparing the various generations similarly to how you
just did: the SNES was a refinement on the NES.  The 32- and 64-bit systems
were whole new ballgames, while the 128-bit systems are refinements on those.

I found the N64 to be a better system than the PSX for 3D platformers and
first-person shooters.  The PSX had a game called Jumpin' Flash, I think,
about a year before Super Mario 64 came out and showed the world how 3D games
should be done.  The point is that 3D games were not new with Mario, they'd
just never been done well. :)  Goldeneye, Perfect Dark, Turok, the inbuilt
four controller ports, and the controller design made the N64 better for the
shooter genre, too.

-Ken

 ------------
Category 2,  Topic 8
Message 38         Sat Feb 02, 2002
A2.DAIN [Dain]               at 21:18 PDT


I don't want to imply that I didn't have fun playing any of the Nintendo64
games because I did.  I just don't think that the Horsepower was there yet.
Now some developers pulled off some great games, Mario 64, Zelda64, Goldeneye
to name a few...

Dain

 ------------
Category 2,  Topic 8
Message 39         Mon May 27, 2002
A2.DAIN [Dain]               at 09:47 PDT


Console Pricing update...a while back the prices of consoles was posted...I
figured an update was necessary.....
                   WAS    NOW
> GameBoy        : $ 79   Pretty sure this is unavailable (some stock remains)
> GameBoy Advance: $ 99   $69
> Sega Dreamcast : $ 99   now $49, but most likely unavailable (out of prod)
> Nintendo 64    : $ 99   Not sure, but it is most likely cheaper than this.
> Sony PSOne     : $ 99   $49 (and to think Sheppy paid $99 for it;)
> PlayStation 2  : $299   $199
> Microsoft Xbox : $299   $199
> GameCube       : $199   $149


Dain

 ------------
Category 2,  Topic 8
Message 40         Mon May 27, 2002
SYNDICOMM [Sheppy]           at 18:07 PDT

>>>> Sony PSOne     : $ 99   $49 (and to think Sheppy paid $99 for it;)

Don't rub it in. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 41         Wed Jul 03, 2002
KGAGNE [Ken]                 at 08:24 PDT

Very often I hear customers ask, "Should I get a PS2 or an Xbox?"  The
GameCube never seems to factor into the equation.  Any thoughts why that is?

-Ken

 ------------
Category 2,  Topic 8
Message 42         Mon Jul 08, 2002
SYNDICOMM [Sheppy]           at 16:48 PDT

>>>Very often I hear customers ask, "Should I get a PS2 or an Xbox?"  The
GameCube never seems to factor into the equation.  Any thoughts why that is?

I think the relative failure of the N64 set Nintendo back a long way in terms
of market acceptance.

It doesn't help that Nintendo still has an image of being mostly about
platform games. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 43         Sat Dec 28, 2002
KGAGNE [Ken]                 at 06:09 PDT

The Best Games of 2002:
A Holiday Shopper's Guide
by Ken Gagne

Some kids never grow up - even if their toys do.

The electronic entertainment industry has grown phenomenally and quickly this
past year. Last Christmas, Microsoft entered the fray when they launched
their Xbox console, which was followed days later by Nintendo's latest game
machine, the GameCube. Both joined Sony's PlayStation 2 on store shelves for
an aggressive holiday season.

A year later, all three systems have dropped in price - Nintendo's to
$150, the others to $200, with various rebates and bundles being offered both
nationally and locally. Each hardware has its strengths and weaknesses, but
each is only as good as its software. The following titles are some of the
"killer apps" that not only will drive console sales this season, but also
serve as the perfect gift for you or the gamer in your family.

Though there are exclusive titles intended to sway consumers to one platform
or another, there are also games published for all three systems. For
example, gamers can cut loose the power of today's next-generation consoles
in Need for Speed: Hot Pursuit 2, a racing title published by Electronic Arts
for the Xbox, GameCube, and PlayStation 2. In this high-speed action game,
players hit the road in a variety of sleek dream vehicles, from Porsches to
Lamborghinis. Their mission: to go as fast as possible through deserts,
forests, and coasts, outracing both the competition and the cops. Gamers can
also play on the side of the law, using road blocks and aerial backup to nail
speedsters - or two people can play together in cops-and-robbers fashion.
Cars cannot be customized or fine-tuned, but this simplicity adds to the ease
of play and outright fun.

If you prefer to soak up the sun at a slower pace, join the world's most
famous plumber, who's back in Super Mario Sunshine, for the Nintendo
GameCube. Mario's getaway to the tropical Isle Delfino is spoiled by a
mysterious marauder intent on polluting the paradise. Armed with a
water-shooting backpack, Mario begins his quest to clean up the island and
his reputation. His new apparatus gives Mario several new tricks as he hops
from platform to precipice, avoiding turtles and collecting coins in 3D.
Though his repertoire may've changed, the classic action of the Mario series
has not - good news for those who've missed Nintendo's mascot, but not so
good for those wanting something new.

With games like Super Mario Sunshine, Nintendo hasn't forgotten its
historically core family audience. But with the survival horror game Eternal
Darkness, Nintendo has also stated its intention to capture the mature market
as well. College student Alexandra Roivas becomes embroiled in a family
secret when her grandfather is suddenly murdered. Through his tome of Eternal
Darkness, players will control more than a dozen characters in various times
and places including a World War II photographer, a Persian prince, and an
Inquisition-era monk. The monstrosities each accidental hero will encounter
is likely to push them over the edge, decreasing their "sanity meter". An
insane protagonist may hallucinate bleeding walls or sudden dismemberment,
leaving the player to also question reality. Eternal Darkness is rated 'M'
for mature audiences.

For an evil assailant that's less a flesh-eating zombie and more a
megalomaniac villain in an outlandish costume, take to the skies in
Spider-Man, for all three consoles. Based on the film that made a splash at
the box office earlier this year, Spider-Man puts players in control of the
friendly neighborhood wall-crawler as he battles such venerable foes as Green
Goblin, Shocker, and Scorpion. As Peter Parker's alter ego, players spend
much time aloft, slinging webs and fighting airborne enemies. Spidey's
abilities are captured and finely presented in this superhero action game
which may prove too short an experience for veteran gamers.

While many video games are based on movies, other games are cinematic
experiences in their own right. The Microsoft Xbox has a valuable exclusive
in Metal Gear Solid 2 Substance, from Konami. This title includes in its
entirety the original Metal Gear Solid 2, one of last year's best-selling
games for the PlayStation 2. Super secret spy Solid Snake has stumbled across
plans for a weapon of global destruction; his history with such plots gives
only him the experience necessary to arrest the conspiracy. The Xbox edition
includes five additional "what-if" stories for Snake to experience, as well
as hundreds of secondary and virtual reality training missions. This
cinematic experience has expanded to include humor, drama, stealth, action,
and skateboarding, though the main game is a complicated tale for mature
audiences only.

Today's successful Metal Gear Solid is based on an old Nintendo game from the
Eighties. Similarly, Maximo: Ghosts to Glory is an update on the popular
Ghosts 'n Goblins series from Capcom. This 3D action game for PlayStation 2
sends the good knight Sir Maximo on a quest across five different worlds to
save his kingdom and princess from the villain Achille. His sword and shield
can be upgraded to be inflamed, encase enemies in ice, or be thrown great
distances. Maximo spends as much time fighting the hordes of the undead as he
does leaping gulfs, though; one wrong step or misjudged distance can plummet
the protagonist to his peril.

Another legendary icon is resurrected, this time on the Nintendo GameCube.
Metroid Prime is the first game in the Metroid series in nearly a decade. In
this futuristic conflict against space pirates, bounty hunter Samus Aran
returns to eradicate the titular energy-draining organism. Her adventure will
have gamers exploring deep into an exotic planet and mastering many tools,
weapons, and techniques. Pundits of the series criticize the new first-person
perspective, but the game retains the essence of what has made Metroid a
popular (yet strangely scarce) series.

Just as familiar games are being revamped for today's new home consoles,
handheld gamers will also find that what's old is new again. Samus Aran also
surfaces on the Game Boy Advance in the game Metroid Fusion. Taking a cue
from Sigourney Weaver, Samus has been injected with alien DNA. She must now
explore a strange planet to find the cure for her condition while fighting
off a mysterious imposter. This 2D, side-scrolling game is a more traditional
Metroid adventure, and offers a suitable alternative to Metroid Prime. Gamers
who purchase both titles can connect their Game Boy Advance and GameCube
systems to unlock additional features.

With gameplay similar to Metroid Fusion, Castlevania, a series spanning
nearly two decades, continues in Harmony of Dissonance, a Game Boy Advance
game. Juste Belmont, a descendant of the legendary Belmont clan of vampire
hunters, finds himself lost in Dracula's castle. Players must explore the
intimidating mansion, infested with bats, werewolves, living suits of armor,
and more, to find Juste's missing childhood friend.

Harmony of Dissonance boasts bright graphics, making it easy to see on the
Game Boy's small screen. Gamers can save their progress any time, making
Castlevania perfect for both long sittings of exploration or quick
pick-up-and-play sessions.

Metroid could be considered a science fiction take on Castlevania. For
handheld games that are similar to neither, try two classic Super Nintendo
games that Nintendo has re-released for Game Boy Advance. Super Mario World
3: Yoshi's Island stars Mario's dinosaur companion. Though gamers do not play
as Mario in this 2D adventure, they do get to morph Yoshi into various
vehicles on their way to save Mario's brother, Luigi, from the evil Bowser.

The Legend of Zelda: A Link to the Past is Nintendo's other reissued classic.
The Princess Zelda has been kidnapped, leaving a young lad named Link to
journey throughout the land of Hyrule, into palaces and dungeons, and into
another world to find the power to restore peace. New to this handheld
adaptation is a four-player mode that lets friends cooperate and compete for
victory.

Every cycle of game consoles brings with it something new, including an
opportunity for a new generation of gamers to experience the latest in
age-old franchises. With myriad options of both hardware and software, such
fierce competition for consumers' dollars will ultimately benefit the gamers
- no matter their age.
_________________________________________________________________
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 ------------
Category 2,  Topic 8  [MOVED]
Message 44         Mon Dec 30, 2002
A2.DAIN [Dain]               at 15:43 PDT


"One thing about Metal Gear Solid 2 Substance on Xbox: slowdown. Whenever
there's plenty of action to depict, the game seems to slow down. It's
especially noticeable with the rain in the opening outdoor sequences, which
reduces the game to a painful crawl compared with its other environments.
People wonder how Splinter Cell will ever translate to the vastly underpowered
GameCube and PS2; I'm wondering how they ever translated MGS2 to the Xbox. "

This is from the http://www.gamebits.net front page.

It's pretty interesting how these games turn out.   One interesting thing is
that the PS2 has a vastly different architechture than either the Xbox or the
Gamecube (which are quite similar actually).  There have been numerous
instances of PS2 ports going to both the Xbox and the Gamecube coming out with
choppy framerates (See Need For Speed Hot Pursuit for an example).  I think
mainly these things happen because the publishers have very short dead lines
and limited resources allocated to these "ports" to other consoles.  It almost
seems like these titles skip over the tweaking stagings and go straight into
disk duplication.  These games tend to sell very poorly, I wonder if the Game
industry will catch on that a half assed effort will lead to lackluster sales?

Dain
 ------------
Category 2,  Topic 8
Message 45         Tue Dec 31, 2002
KGAGNE [Ken]                 at 09:34 PDT

Dain,

It's not that Konami did a lackluster job in porting MGS2 to the Xbox; in
terms of content, Substance is a drastic improvement, and there are some
performances improvements as well.  I just don't understand how the Xbox could
succumb to slowdown so badly.

I've played only the PS2 version of Need for Speed: Hot Pursuit 2, and enjoyed
it quite a bit.  Can't compare with the other versions...

-Ken

 ------------
Category 2,  Topic 8
Message 46         Tue Dec 31, 2002
A2.DAIN [Dain]               at 15:49 PDT


" I just don't understand how the Xbox could
succumb to slowdown so badly."

Well, I am not an expert, but there are somethings that the PS2 is really good
at.  From things I've read it has some very powerful vector units that when
programmed properly can do things an x86 processor just can't do by itself.
For example, the G4 Processor at 350mhz can do somethings an Intel Celeron at
733Mhz couldn't possibly hope to do.  There are somethings the Celeron might
win in...

That scene you refer to might be such a case that needed to be reprogrammed
specially, and Konami felt it wasn't worth the time or money involved.

Who knows...
Dain
 ------------
Category 2,  Topic 8
Message 47         Sun Jan 12, 2003
KGAGNE [Ken]                 at 06:53 PDT

Today's GameFAQs.com poll asks us what the best system of 2002 was.  According
to Gamebits:

System   Games Reviewed     Average Score
-----------------------------------------
GameCube     11                  8.79
Xbox          7                  7.63
PS2          21                  7.6
GBA           5                  7.68

 ------------
Category 2,  Topic 8
Message 48         Sun Jan 12, 2003
A2.DAIN [Dain]               at 15:04 PDT


Does Gamebits give out a Game of the Year award?  Or does Ken have a favorite
game of the year?   My Game of the Year would have to be.....drumroll
please.....Metroid Prime.  That award isn't very comprehensive since I bought
very few games in 2002.

Dain
 ------------
Category 2,  Topic 8
Message 49         Fri Jan 31, 2003
KGAGNE [Ken]                 at 12:17 PDT

Dain,

Gamebits picks its favorite games every year, but never chooses a single "Game
of the Year".  I fumbled on the Metroid Prime review, but
according to the scores I gave last year, it was the best game of 2002,
followed by Super Mario Sunshine.  Sometimes there's more to a game than
scores, though; Eternal Darkness is one of the most original and memorable
games of last year, and one I'll go back and play more than Spider-Man: The
Movie, which received a higher score. (since scores are given after playing a
game for only a week or so, they don't necessarily reflect staying power)

-Ken

 ------------
Category 2,  Topic 8
Message 50         Fri Mar 07, 2003
KGAGNE [Ken]                 at 20:24 PDT

The Digital Press Collector's Connection was updated today (Friday, March 7th):

http://www.digitpress.com/dpconnec.txt

This table records video game collectors worldwide, as well as how many games
they own for each system and their email addresses.

How anyone is supposed to read a tabulated text file 257 characters wide is
beyond me, though.

-Ken

 ------------
Category 2,  Topic 8
Message 51         Tue Mar 11, 2003
KGAGNE [Ken]                 at 10:29 PDT

A2Central.com reports that Contiki, an Internet-capable operating system
designed for smaller computers, is currently being ported to the Apple II.

Inspection of the Contiki web site reveals that NES, Game Boy, and Atari
Jaguar versions are also in the works:

http://dunkels.com/adam/contiki/ports/

 ------------
Category 2,  Topic 8
Message 52         Tue Mar 18, 2003
KGAGNE [Ken]                 at 19:59 PDT

A few weeks ago I bought a network hub from GameStop.  It's a four port hub
published by Gamester, a division of Radica; they also make Xbox controllers
and other peripherals.  This device is primarily marketed as a tool for
direct-connecting multiple consoles, especially Xboxes, which strikes me as
odd; a more common use for it would be, I'd think, to allow several different
systems to share one broadband connection.  It is a LAN to which the hub is
preset, but flipping a switch changes its function.

Both this hub and a similar one from RadioShack both cost $40, but I went
with Gamester's because it included four 12-feet Ethernet cables.  That's all
I needed to get my Xbox, GameCube, PS2, and Mac online.  Unfortunately, the
cables are a bright green (again with the Xbox theme), and don't fit well
with interior designs that favor subtle wiring.

The GameCube broadband connection is on the console's side, not rear - ugly.
Installing the PS2 network adaptor and running the configuration software was
ridiculously easy.  It basically asked, "Is this a standard network
connection?  Yes?  Then lemme test it - okay, done!"  I've not installed Xbox
Live yet as doing so initiates its one-year subscription, and I've not any
games with which to use it.

But yeah, I'm online. :)

-Ken

 ------------
Category 2,  Topic 8
Message 53         Thu Aug 21, 2003
KGAGNE [Ken]                 at 10:37 PDT

Nintendo promises to have their new system on store shelves the same time as
their competitors.  This would be a break from tradition, as Nintendo has
always given Sony a one-year lead.

The question now becomes whether the PS3, Xbox 2, and (for want of a better
name) GameCube 2 will ship in 2005 or 2006.

Predictions?  Desires?

-Ken

 ------------
Category 2,  Topic 8
Message 54         Thu Aug 21, 2003
SYNDICOMM [Sheppy]           at 17:33 PDT

I hope they all go bust, beaten into submission by a new upstart building
really awesome handheld machines that can be plugged into a TV set for
enhanced gameplay. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 55         Thu Aug 21, 2003
KGAGNE [Ken]                 at 19:41 PDT

Sheppy,

Most of the current publishers were "upstarts" at some point.  Sony's first
console beat Sega and Nintendo into submission.  I doubt any start-up company
would have the funds to participate in today's market, and be taken seriously,
though.  Game and console development has become so expensive since two
decades ago that only companies with deep pockets can afford it.  No one but
Microsoft could afford to sell so many Xboxes and lose money on each one, for
example.

-Ken

 ------------
Category 2,  Topic 8
Message 56         Sat Aug 23, 2003
A2.DAIN [Dain]               at 14:27 PDT

Replying to 'Ken' in Category 2 Topic 8:

> Predictions?  Desires?

To me, the machines are irrelevant.   The most important part of the
machines is the controller.  If the controller sucks, then usually the
game does too.  That's why I've had such a problem with PC games other
than first person shooters and point and click games (Sim City, Civ II,
etc.).

The current problem (IMHO of course) is that the current industry is
unwilling to take many chances.  They just rehash the same game using
more powerful hardware that while the game looks better, innovation
isn't all that.

I want realistic and stylized.  I want original stories.  I want
original concepts.   I don't mind sequels, but take chances and re-work
them and give us a reason to buy them.

Since the Xbox will be using ATI chips in its next machine, I wonder if
this has any effect of the Next Nintendo machine.  Starting to sound
like Nintendo/Microsoft need to team up and take on Sony.  Neither
company can effectively compete with Sony at this point.  Put them
together, you have Adult Gamers, Kid Gamers and people like me (kid at
heart gamers) and you would have one mean Company with majorly
Monopolistic business practices written all over it:)   Of course I hate
Microsoft, so I might go nuts if that happened:)

Dain






 ------------
Category 2,  Topic 8
Message 57         Sat Aug 23, 2003
KGAGNE [Ken]                 at 20:10 PDT

Dain,

> the machines are irrelevant.

Possibly.  The original Resident Evil could likely not have been done on any
machine preceding the PlayStation.  Compare that version of RE with the
remake performed on the Nintendo GameCube.  Side-by-side, the latter is far,
far, far superior... but it does not define a new genre, as the former did.

Perhaps we have passed the point of there being any new genres to define.
I wonder what the new systems will be able to do that the current ones can't?

-Ken

 ------------
Category 2,  Topic 8
Message 58         Sun Aug 24, 2003
A2.DAIN [Dain]               at 19:26 PDT

Replying to 'Ken' in Category 2 Topic 8:

> Perhaps we have passed the point of there being any new genres to
define.
> I wonder what the new systems will be able to do that the current ones
> can't?

I truely hope that we can get some truely unique experiences out of
gaming.  There has got too be at least a few:)

Dain


 ------------
Category 2,  Topic 8
Message 59         Fri Sep 19, 2003
KGAGNE [Ken]                 at 10:02 PDT

GameSpy criticizes what they consider the 25 most overrated games of all time:

http://www.gamespy.com/articles/september03/25overrated/

 ------------
Category 2,  Topic 8
Message 60         Sun Sep 21, 2003
KGAGNE [Ken]                 at 08:20 PDT

Time.com lists ten must-own sports games:

http://www.time.com/time/techtime/200309/video_madden.html?cnn=yes

 ------------
Category 2,  Topic 8
Message 62         Tue Oct 07, 2003
KGAGNE [Ken]                 at 19:36 PDT

The release dates at <http://www.gamebits.net/releases/> have been updated,
with 495 games listed for five different systems from 29-Sep-03 through
November 2004.

For the remaining releases in 2003, here are what I consider "must play"'s:

Gladius (all)
Prince of Persia: Sands of Time (all)
Lord of the Rings: Return of the King (all)
Mario Kart Double Dash!! (GameCube)
1080 Avalanche (GameCube)
Castlevania: Lament of Innocence (PS2)
Karaoke Revolution (PS2)

I wouldn't mind getting my hands on these, either:

Batman: Rise of Sin Tzu (all)
Teenage Mutant Ninja Turtles (all)
Spy Hunter 2 (all)
Midway Arcade Treasures (PS2)
Jak II (PS2)
Metal Slug 3 (PS2)

Hmm... notice that Gladius is the only original game out of the 13 I listed?

What games are y'all looking forward to?

-Ken

 ------------
Category 2,  Topic 8
Message 63         Wed Oct 08, 2003
SYNDICOMM [Sheppy]           at 08:59 PDT

>>>Mario Kart Double Dash!! (GameCube)

This one.  I'll have to get a friend locally to buy a GameCube though. :D

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 64         Thu Oct 09, 2003
A2.DAIN [Dain]               at 20:57 PDT

Replying to 'Ken' in Category 2 Topic 8:

> Gladius (all)
> Prince of Persia: Sands of Time (all)
> Lord of the Rings: Return of the King (all)
> Mario Kart Double Dash!! (GameCube)
> 1080 Avalanche (GameCube)
> Castlevania: Lament of Innocence (PS2)
> Karaoke Revolution (PS2)

Games I really want to get my Paws on...

Mario Kart Double Dash!! (Gamecube)
Vietiful Joe (Gamecube)
Super Mario Bros 3 (GBA)  I actually have played this installment least
of all Marios.  (only one I don't own)
Rogue Squadron III.  I like Star Wars games:)
Beyond Good and Evil (All)


Dain


 ------------
Category 2,  Topic 8
Message 65         Sat Nov 15, 2003
KGAGNE [Ken]                 at 13:36 PDT

I think Pelican Accessories finally produced a switchbox capable of supporting
my desire for component video:

http://www.consoleaccessories.com/unv004.asp

What a device!  I could replace three switchboxes with just that one.

Of course, it doesn't solve the lack of space I've recently encountered for
PS2 & GameCube games.  I need to come up with some sort of new shelving
solution...

-Ken

 ------------
Category 2,  Topic 8
Message 66         Sun Nov 16, 2003
KGAGNE [Ken]                 at 18:41 PDT

Yup - I definitely have too many games.  Karaoke Revolution, purchased today,
makes 901.

-Ken

 ------------
Category 2,  Topic 8
Message 67         Mon Nov 17, 2003
SYNDICOMM [Sheppy]           at 16:25 PDT

>>>Yup - I definitely have too many games.  Karaoke Revolution, purchased
today, makes 901.

Yikes. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 8
Message 68         Wed Nov 19, 2003
A2.DAIN [Dain]               at 16:12 PDT


901 games?  That's fairly amazing considering at one time or another each was
sold for ~$40-$50.

If you just said $45 a piece..that's $40,545 U.S., 56,078 Austrailian,
454,484.3 Mexican Pesos, or 3,050,101 Icelandic Kronas:)

Dain

Never underestimate the power of the Mac OS X Currency Conversion Calculator:)



 ------------
Category 2,  Topic 8
Message 69         Wed Nov 19, 2003
KGAGNE [Ken]                 at 20:16 PDT

Dain,

474 of the games were given to me for review purposes.  264 games were
purchased used.  That leaves 163 games that were bought new - and some of
those were birthday gifts and the like.  So though the *worth* of my library
may be as you stated, I've actually paid far less (thank goodness :).

-Ken

 ------------
Category 2,  Topic 8
Message 70         Thu Nov 27, 2003
KGAGNE [Ken]                 at 07:24 PDT

CNN.com briefly lists some of the best of the 250 games available this holiday
season:

http://www.cnn.com/2003/TECH/fun.games/11/26/holiday.games.ap/index.html

 ------------
Category 2,  Topic 8
Message 71         Sun Nov 30, 2003
KGAGNE [Ken]                 at 17:46 PDT

The Best Games of 2003:
A Holiday Shopper's Guide

by Ken Gagne

Video games can be serious business, especially when it comes to making sense
of the myriad choices available this holiday season.

The video game market is currently supporting more systems successfully than
any other single time in its history. The Microsoft Xbox, Nintendo GameCube,
and Sony PlayStation 2 are all competing for consumer televisions, while the
Game Boy Advance offers portable pocket gaming. Each system has its own
strengths and unique library of entertainment titles. Though the hardware
varies in capability and expansion opportunities, the best criterion for any
console purchase is the selection of appropriate software. Some games exist
for all systems, while others are exclusive to one or two systems. The
following games are some of the best titles released for each system this
year.

The perennial party favorite returns in Mario Kart: Double Dash!! for
Nintendo GameCube. This racing game sports multiplayer mayhem as popular
Nintendo characters team up to drive tandem karts, with one person behind the
wheel and another acting as gunner, launching turtle shells and banana peels
at opponents. Up to four players can race or battle, or eight people can
network multiple GameCubes and televisions for massive tournaments.

Another Nintendo series returns on the GameCube in The Legend of
Zelda: The Wind Waker. A young boy, a wicked warlock, and a princess in
distress are elements of this 3D adventure set in a watery world. The hero
Link must sail the seas and recover magical artifacts to defeat the villain
Ganon. The cartoonish art style may dissuade more mature gamers who can't see
past the surface into the involving gameplay, while younger gamers will need
patience for both problem-solving and the long journeys between islands.

For an aquatic adventures with less action, try Everblue 2, a PlayStation 2
game from Capcom. Players become scuba divers and salvagers, collecting junk,
lost personal possessions, and legendary treasures from sunken cruise ships,
planes, submarines, and pirate ships. The sale of recovered items funds the
purchase of better equipment, allowing gamers to dive deeper and longer;
otherwise, if they run out of air or health, or are carrying too much
luggage, it's game over. Though the occasional shark or man-o-war will
strike, evasion is the only option, as Everblue is entirely non-combative.
With so many tasks and treasures, the game is both relaxing and addictive.

At the opposite end of the spectrum is the not-so-relaxing PlayStation
2 and PC perversity known as Silent Hill 3, the biennial installment in
Konami's survivor horror series. The resort town of Silent Hill has
intersected with a dark dimension possessed by demons and unnatural
monstrosities. Heroine Heather must discern her connection to this nightmare
while surviving brutal onslaughts and mysterious encounters. The story
connects directly with the first Silent Hill game, rewarding players who have
previously experienced the series. Disturbing images and a pervasively
profane atmosphere render this game for adults only.

It's less frightening to take up arms against the underworld in Konami's
other gothic game, Castlevania: Aria of Sorrow, for the Game Boy Advance.
Castlevania, the home of the ancient and evil Dracula, has reappeared in the
year 2029. Trapped among its evil inhabitants, young Soma Cruz must employ
both the classic armaments of swords and axes with futuristic weaponry to
escape the vampire lord's domain. This action-adventure game challenges
players to collect the souls of Soma's enemies, each which increases his
range of moves. Fatalistic fiends will try the skills and souls of even the
hardiest vampire hunter.

From dungeons and demons to dragons, take to the skies in Panzer Dragoon
Orta, an Xbox game from Sega. A highly advanced civilization long ago wrought
its own destruction; now, an age of unearthed technology clashes with
fantastical creatures. A young girl of unknown origin is chosen by a dragon,
a creature thought extinct, to help overthrow the draconian Empire currently
enslaving the world. This flying game moves airborne gamers along a set path,
but allows them the freedom to combat hostiles from 360 degrees, as the both
the dragon and its foes can circle to any of each other's sides, calling for
swift decision-making and button-pushing as players sweat and tear over its
extreme difficulty.

Remain airborne in Skies of Arcadia Legends, a GameCube role-playing game
(RPG) by Sega. Air pirates inhabit this fantasy world of floating islands and
endless skies, where ancient crystals are being revived to threaten the six
kingdoms. With all the vibrancy and enjoyable storytelling of the early Final
Fantasy games, Skies of Arcadia has aged well since its original release for
the Sega Dreamcast some years ago.

Technology and fantasy are combined in another galaxy far, far, away in Star
Wars: Knights of the Old Republic, published by LucasArts for both the Xbox
and Windows. Set 4,000 years before the events of the films, this Star Wars
role-playing game lets players tailor their own protagonist with which to
venture forth and defeat a Dark Jedi uprising. Gamers will converse with
hundreds of people, spanning hours of spoken dialogue, and will be presented
with decisions that will determine whether they fall to the Light or Dark
side of the Force. The massive inventory and complex gameplay system isn't
for people looking for a simple, fast-paced time, but Knights draws fans in
as few Star Wars games do.

You needn't travel to the stars to find conflict. Nintendo's Advance Wars 2
for the Game Boy Advance offers strategic struggles as players plot against
the imperialistic Black Hole army. Using a gridded map, players move units
representing tanks, bombers, infantry, and batteries, while managing
resources to produce new units in the fight. Two Game Boys can be connected
for players to battle against each other, or to swap terrain maps they've
created for custom campaigns. The animated setting and lack of demonstrated
violence make this game appropriate for any age of gamer willing to think
through her moves.

More frantic but no less calculating is the combat in Soul Calibur II, a
fighting game for the Xbox, PlayStation 2, and GameCube. Published by Namco,
Soul Calibur pits two fighters wielding swords, nunchakus, polearms, staves,
and whips against each other in 3D arenas. Each warrior has a vast repertoire
of detailed maneuvers to master, elevating combat to an art style. Exclusive
to each version of this game is a unique character: the comic book character
Spawn on Xbox; on PlayStation 2, Tekken's unarmed Heihachi; and best of all,
Link, the hero of Nintendo's Legend of Zelda series, on GameCube.

Soul Calibur II is a worthy sequel, as are many of the best games of
2003. With decades of franchises under its belt, the electronic entertainment
industry has made an art of resurrecting old licenses and preserving their
heritage while updating them for a new generation of consumers. This
remodeling doesn't always succeed, but the above nine sequels are proof that,
this holiday season, what's old is often worth being new again.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 01-Dec-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
Category 2,  Topic 8
Message 72         Sun Jun 27, 2004
KGAGNE [Ken]                 at 20:53 PDT

The switchbox mentioned in message 65 is also detailed here:

http://www.pelicanperformance.com/universal/popup/pl_957_pro_system_selector_po
p.html

 ------------
Category 2,  Topic 8
Message 73         Fri Jun 03, 2005
KGAGNE [Ken]                 at 14:15 PDT

Chris Morris reminds us that many of the promises of the PlayStation 2 and
Xbox never came through, and so we should be realistic when expectations and
when believing the hype of the PS3 and Xbox 360:

http://money.cnn.com/2005/05/26/commentary/game_over/column_gaming/index.htm

 ------------
Category 2,  Topic 8
Message 74         Wed Sep 21, 2005
KGAGNE [Ken]                 at 18:22 PDT

There's a fascinating article at this URL that examines how the Revolution
controller is combating a trend in the video game industry that is
self-defeating in both gamer population and game innovation:

http://lostgarden.com/2005/09/nintendos-genre-innovation-strategy.html

 ------------
Category 2,  Topic 8
Message 75         Sat Nov 12, 2005
KGAGNE [Ken]                 at 08:58 PDT

Observe some video game world maps (Zelda and Ultima) on display at 6000x3000
pixels:

http://www.ianalbert.com/misc/mapphotos.php

 ------------
Category 2,  Topic 8
Message 76         Mon Nov 21, 2005
KGAGNE [Ken]                 at 14:46 PDT

Peter Moore, marketing VP for the Sega Dreamcast which was crushed by the PS2,
is now getting his revenge on Sony by launching the Xbox 360:

http://money.cnn.com/2005/11/21/technology/moore_biz20_1205/index.htm

 ------------
Category 2,  Topic 8
Message 77         Mon Nov 21, 2005
KGAGNE [Ken]                 at 14:47 PDT

Even if the Xbox 360 is a success, should you still wait for the PS3?

http://money.cnn.com/2005/11/21/technology/playstation_fortune_112805/index.htm

 ------------
Category 2,  Topic 8
Message 78         Mon Jan 09, 2006
KGAGNE [Ken]                 at 14:02 PDT

Read a brief history on the evolution of the video game controller:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=1980&Itemid=2

 ------------
Category 2,  Topic 8
Message 79         Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:49 PDT

"Rip-off." It's an oft-heard allegation where video games are concerned. These
days it's World War II-themed squad-based combat and urban warfare sandbox
mass-murder simulators. In 1993 it was first-person shooters. In 1986 it was
side-scrolling mascot platformers. In 1980 it was maze games. Sometimes,
imitation is the sincerest form of flattery. Sometimes it's grounds for a
lawsuit.

Story continues at <http://www.1up.com/do/feature?cId=3147544>

 ------------
Category 2,  Topic 8
Message 80         Thu Feb 23, 2006
KGAGNE [Ken]                 at 19:09 PDT

Here are the ten worst controllers of all time:

http://xbox360.ign.com/articles/690/690449p1.html

And let's not forget the ten worst video game character haircuts:

http://xbox360.ign.com/articles/686/686673p1.html

 ------------
Category 2,  Topic 8
Message 81         Wed Mar 08, 2006
KGAGNE [Ken]                 at 17:59 PDT

Japanese gamers recently chose their 100 favorite video games of all time.
Many are RPGs, and some were never released in the States; nonetheless, it's
an interesting list:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=2401&Itemid=2

 ------------
Category 2,  Topic 8
Message 82         Sat Mar 25, 2006
KGAGNE [Ken]                 at 12:54 PDT

Here are some pictures of many different genres as they were represented in
games 20 years ago and today:

http://gadgets.fosfor.se/gaming-now-and-then/

 ------------
Category 2,  Topic 8
Message 83         Mon May 15, 2006
KGAGNE [Ken]                 at 15:39 PDT

Is the video game market headed for another crash?

http://www.pointlesswasteoftime.com/games/crash.html

 ------------
Category 2,  Topic 8
Message 84         Sun Jun 04, 2006
KGAGNE [Ken]                 at 19:38 PDT

Like people, some games age better than others.  Here are some that are almost
universally loved, both then and now:

http://www.1up.com/do/feature?pager.offset=0&cId=3151130

 ------------
Category 2,  Topic 8
Message 85         Fri Jun 16, 2006
KGAGNE [Ken]                 at 09:20 PDT

Microsoft Xbox 360, sony PlayStation 3, Nintendo Wii: to which console(s) are
your dollars going this holiday season?

-Ken

 ------------
Category 2,  Topic 8
Message 87         Tue Jul 04, 2006
KGAGNE [Ken]                 at 06:32 PDT

Take a look at the ten worst Superman video games of all time:

http://www.1up.com/do/feature?pager.offset=0&cId=3151774

 ------------
Category 2,  Topic 8
Message 88         Fri Oct 20, 2006
KGAGNE [Ken]                 at 13:45 PDT

here is a brief history of game console wars:
http://images.businessweek.com/ss/06/10/game_consoles/index_01.htm?campaign_i
d=ds1

 ------------
Category 2,  Topic 8
Message 89         Fri Oct 20, 2006
KGAGNE [Ken]                 at 14:07 PDT

Nielsen will now start rating video game play:

http://www.gamespot.com/news/6160036.html

 ------------
Category 2,  Topic 8
Message 90         Fri Oct 20, 2006
KGAGNE [Ken]                 at 14:08 PDT

What next-gen system will have the most exclusive software titles?

http://www.siliconera.com/index.php/2006/10/18/battle-of-the-console-exclusives
/

 ------------
Category 2,  Topic 8
Message 91         Sun Oct 22, 2006
KGAGNE [Ken]                 at 19:03 PDT

What are the 20 worst games of all time?

http://seanbaby.com/nes/egm.htm

 ------------
Category 2,  Topic 8
Message 92         Sun Oct 22, 2006
KGAGNE [Ken]                 at 19:45 PDT

Gosh - even Wikipedia has an entry on the topic:

http://en.wikipedia.org/wiki/List_of_video_games_considered_the_worst_ever

 ------------
Category 2,  Topic 8
Message 93         Tue Oct 31, 2006
KGAGNE [Ken]                 at 08:31 PDT

Take a look at these console launch comparisons, including how many games were
at each, how good they were, and what the best launch titles of all time were:

http://curmudgeongamer.com/2006/10/more-launch-game-stats.html

The top 11 launch games of all time belong to four publishers: 3 for
Microsoft, 1 for Sega, 2 for Sony, and 5 for Nintendo.

And here are predictions of the quality of launch titles for next month's PS3
and Wii:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=4078&Itemid=2

 ------------
Category 2,  Topic 8
Message 94         Sun Nov 05, 2006
KGAGNE [Ken]                 at 16:34 PDT

What are some of the best individual levels of all time?

http://videogames.destructoid.com/some-of-the-best-levels-of-all-time.htm

And what games led to quantum leaps in game storytelling?

http://www.gamasutra.com/features/20061103/quantum_01.shtml

 ------------
Category 2,  Topic 8
Message 95         Sat Nov 18, 2006
KGAGNE [Ken]                 at 12:44 PDT

From the Jaguar to the N-Gage and Gizmondo, here are the ten worst consoles:

http://www.kotaku.com/gaming/ps3-launch/best-buy-smash-n-grab-215504.php

 ------------
Category 2,  Topic 8
Message 96         Mon Nov 20, 2006
KGAGNE [Ken]                 at 14:12 PDT

Here's how the PS3 and Wii motion-sensitive controllers work:

http://www.cnn.com/2006/TECH/fun.games/11/20/console.controller.ap/index.html

 ------------
 ************
Topic 9         Tue Jul 03, 2001
KGAGNE [Ken]                 at 04:59 PST
Sub: A Day at the Store

Interesting people and events at the local game store.

 177 messages
 ************
 ------------
Category 2,  Topic 9
Message 1          Tue Jul 03, 2001
KGAGNE [Ken]                 at 05:00 PDT

Hello!

I currently serve as assistant store manager to a retail store that
specializes in entertainment software and hardware for computers and video
game systems.  I'll regularly be posting to this topic about the unusual
transactions and customers I encounter at work.  Hopefully some of it will be
interesting. :)

-Ken

 ------------
Category 2,  Topic 9
Message 2          Tue Jul 03, 2001
KGAGNE [Ken]                 at 05:04 PDT

Some of my favorite customers:

- The woman who asked if the Game Boy Advance could play all her husband's
Playboy Color games.

- The guy who paid $300 cash for a PS2 and didn't know what A/V cables are.

- The gentlemen who asked if we carry the N64 power source.  "You mean the AC
adaptor?"  "No, the energy source."  "I'm sorry, sir, we don't sell
electricity here."

- The kid who rebuffed my sales pitch on a new Game Boy game because he "just
downloads the ROMs for an emulator."

 ------------
Category 2,  Topic 9
Message 3          Tue Jul 03, 2001
A2.DAIN [Dain]               at 20:00 PDT

Replying to 'Ken' in Category 2 Topic 9:

> - The kid who rebuffed my sales pitch on a new Game Boy game because
> he "just
> downloads the ROMs for an emulator."

Ah the wonderful, bite that hand that feeds you, world of emulation.  I
actually think what some of these programmers have done is nifty in some
cases, but I have yet to have an equal experience playing an emulated
game.  I don't even bother with it anymore.  It was an interesting
little experiment.

I feel sorry for people that actually think of emulating a game, as
having fun playing games.

Of course I could just be a nutcase wacko.

Dain


 ------------
Category 2,  Topic 9
Message 4          Wed Jul 04, 2001
KGAGNE [Ken]                 at 06:35 PDT

> Of course I could just be a nutcase wacko.

Make that two of us.

-Ken

 ------------
Category 2,  Topic 9
Message 5          Wed Jul 04, 2001
KGAGNE [Ken]                 at 06:37 PDT

There are two policies my store has:

- Any opened software may be returned for a full refund within seven days, as
long as it has not been damaged.  This means you can return games you don't
like.

- Employees may borrow new copies of the games, provided they are returned in
full working order.  THey are then re-shrinkwrapped and returned to their
place with other new software.

A friend of mine finds the latter policy to be very underhanded, demoting the
software from "new" to "used" and that it's false advertising to sell it as
new.

What do you think?

-Ken

 ------------
Category 2,  Topic 9
Message 6          Wed Jul 04, 2001
A2.DAIN [Dain]               at 13:13 PDT

Replying to 'Ken' in Category 2 Topic 9:

> - Any opened software may be returned for a full refund within seven
> days, as
> long as it has not been damaged.  This means you can return games you
> don't
> like.
>
> - Employees may borrow new copies of the games, provided they are
> returned in
> full working order.  THey are then re-shrinkwrapped and returned to
> their
> place with other new software.
>
> A friend of mine finds the latter policy to be very underhanded,
> demoting the
> software from "new" to "used" and that it's false advertising to sell
> it as
> new.

Well, both of these policies are kind of qustionable in my books.
Although, I like the flexibility of being able to do that as a customer.
 As an employee thing, I think that maybe a better idea would be to have
store copy that people could use.  Then sell it if no one wants it(Used
of course).  I kind of expect something I get to be new, unless
otherwise stated.


 Dain Neater
 Bulletin Board Manager A2 Community
 Syndicomm


 ------------
Category 2,  Topic 9
Message 7          Wed Jul 04, 2001
KGAGNE [Ken]                 at 15:40 PDT

Dain,

If a customer doesn't like a game and returns it, it is resold as new.  Is
that any different from an employee borrowing a game and then it being sold
as new?

The employee benefit is not there to be nice; it's to create informed
employees who are better able to sell products.

Since both the return policy and the employee benefit are intended to
increase sales, I don't see them as all that questionable.

> I kind of expect something I get to be new, unless otherwise stated.

The return policy is clearly stated.  Now I'm wondering if people expect that
returned products are demoted to "Used" status and sold at a lesser price.
Imagine the abuse that could get: someone buys something new, claims to not
like it, returns it, and buys it the next day at the discounted used price.
Ouch.

-Ken

 ------------
Category 2,  Topic 9
Message 8          Thu Jul 05, 2001
SYNDICOMM [Sheppy]           at 14:41 PDT

>>>A friend of mine finds the latter policy to be very underhanded, demoting
the software from "new" to "used" and that it's false advertising to sell it
as new.

I agree completely.  It should be illegal to do that.  Returns need to be
labeled as such.  IMHO this isn't much different than letting someone buy a
car, drive it around for a week, then return it.  You polish it up, roll back
the odometer, and sell it again, as new.  That's illegal. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 9          Thu Jul 05, 2001
KGAGNE [Ken]                 at 18:47 PDT

I'm a bit confused why a distinction is being made with video games.  Almost
any item that isn't a foodstuff or that is otherwise perishable can be bought,
returned, and resold.  The jacket or pair of shoes you purchased last week may
already have been bought and returned - or even tried on in a dressing room.
If you could explain to me why that's different from the return or employee
loan policies on video games, I'd appreciate it.

-Ken

 ------------
Category 2,  Topic 9
Message 10         Thu Jul 05, 2001
SYNDICOMM [Sheppy]           at 19:28 PDT

A shirt you pull off the rack isn't sealed at the factory like a video game
is.  Once the original seal is broken, it becomes a used product.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 11         Fri Jul 06, 2001
A2.DAIN [Dain]               at 09:03 PDT

Replying to 'Ken' in Category 2 Topic 9:


> If you could explain to me why that's different from the return or
> employee
> loan policies on video games, I'd appreciate it.

At Best Buy here you can't return software unless it is defective.  I
think I like your policy better, even though you sell used products as
new:)  Also If I buy a piece of hardware, any piece and return it within
30 days (I think) it gets put back on the shelf with an opened box tag
and at a discount.  I have bought a few PCI cards that way.  It seems
that often times those card just won't work with a particular
motherboard.

I always thought that was done because of some law.  It might just be a
store policy though.

Dain


 ------------
Category 2,  Topic 9
Message 12         Sun Jul 08, 2001
KGAGNE [Ken]                 at 09:13 PDT

I'm surprised by the number of consumers I've had who've asked, "Which'll be
better: Xbox or PS2?  PS2 or GameCube?  GameCube or Xbox?"

Granted, I've seen and played all these systems at E3, but that's no way to
judge a system's capability, nor its software.  I like Nintendo's first-party
games, so I'm confident in the GameCube.  But the Xbox has built-in modem and
hard drive, while the PS2 will have a year of software titles behind it.  How
can we really know which system is better?  I don't think I'll have a
confident answer to that question until Christmas 2002.

So stop with the questions already. <g>

-Ken

 ------------
Category 2,  Topic 9
Message 13         Sun Jul 08, 2001
A2.DAIN [Dain]               at 19:13 PDT

Replying to 'Ken' in Category 2 Topic 9:

> I'm surprised by the number of consumers I've had who've asked,
> "Which'll be
> better: Xbox or PS2?  PS2 or GameCube?  GameCube or Xbox?"
>
> Granted, I've seen and played all these systems at E3, but that's no
> way to
> judge a system's capability, nor its software.  I like Nintendo's
> first-party
> games, so I'm confident in the GameCube.  But the Xbox has built-in
> modem and
> hard drive, while the PS2 will have a year of software titles behind
> it.  How
> can we really know which system is better?  I don't think I'll have a
> confident answer to that question until Christmas 2002.
>
> So stop with the questions already. <g>


Ken,
  Oh come on quit sitting on the fence:)  Actually, I do agree with you.

Not only are people asking you to tell you the future, but they are
asking you to answer a question that is an opinion.

Just look at the past.  I will still argue that the Super Nintendo was
the victor of the 16 bit era, but many people feel that the Sega Genesis
was better.  I personally, think that the SNES is still the best system
out there.  Then there is the argument about the last generation of
systems, N64, Saturn and PS1.  I for one had much more fun with my N64
than I ever did with the PSOne, but in sheer numbers of consoles sold
the PSOne blew it away.

I am not as ADD as most gamers today, so I only need a few very good
games.  I don't need 100 games that I can play for 10 minutes and then
move on to the next best thing.  I will go the route of the Gamecube.
It is small, It is PPC, It will have a Mario Kart Game:)

Dain



 ------------
Category 2,  Topic 9
Message 14         Sun Jul 08, 2001
KGAGNE [Ken]                 at 20:20 PDT

Dain,

> they are asking you to answer a question that is an opinion.

I get such questions all the time.  "What do you think of this game?", etc.
But I agree that asking which is the better of a set of systems that has not
yet been released seems odd.  I can give them a factual answer based on
technical specifications, strengths and weaknesses, etc.  But that won't help
much once I point out that the Sega Master System was better than the NES,
Betamax than VHS, and SyQuest than Iomega.

> I will still argue that the Super Nintendo was the victor of the 16 bit era,
> but many people feel that the Sega Genesis was better.

Technically speaking, the SNES was a better machine.  That doesn't
necessarily mean developers agreed, or that the SNES had better software.
Just look at EA's sports lineup on the Genesis.  Or compare Mortal Kombat:
the original game was sold uncensored on the Genesis and outsold Nintendo's
censored version 4-to-1.

> I don't need 100 games that I can play for 10 minutes and then move on to the
> next best thing.

A popular point of view is that there are as many great games occur as
frequently today as they did ten years ago.  The problem is the amount of
garbage has increased disproportionately, so that there's so much to wade
through to find those gleaming gems.

-Ken

 ------------
Category 2,  Topic 9
Message 15         Mon Jul 09, 2001
A2.DAIN [Dain]               at 07:09 PDT

Replying to 'Ken' in Category 2 Topic 9:

> A popular point of view is that there are as many great games occur as
> frequently today as they did ten years ago.  The problem is the amount
> of
> garbage has increased disproportionately, so that there's so much to
> wade
> through to find those gleaming gems.

I personally blame Sony for this.  They are borrowing Quality Control
tips from Atari.  Atari single handedly brought the video game market to
its knees by releasing loads of crap that had no business being on the
shelves.  Well, I guess there were other factors too:)

All, I can say is.  With the number of titles released these days..there
should be more great titles, not the same number.

Dain


 ------------
Category 2,  Topic 9
Message 16         Tue Jul 10, 2001
KGAGNE [Ken]                 at 08:07 PDT

Last night I spent an hour alphabetizing (to library perfection) the hundreds
of jewel cases that comprise our used PlayStation games section (just like I
did three weeks ago).

The next customer into the store was a woman with two small children.  They
pulled out a couple of games to look at, and then asked me to put them back
because they couldn't figure out if the section was in a specific order or
not.

Sigh.  Well, at least they didn't throw them back haphazardly.

-Ken

 ------------
Category 2,  Topic 9
Message 17         Tue Jul 10, 2001
SYNDICOMM [Sheppy]           at 22:50 PDT

>>>The next customer into the store was a woman with two small children.  They
pulled out a couple of games to look at, and then asked me to put them back
because they couldn't figure out if the section was in a specific order or
not.

Say what you will about the American education system, but at least they still
teach illiteracy. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 18         Wed Jul 11, 2001
KGAGNE [Ken]                 at 19:20 PDT

My store is in the Searstown Mall, named after the mall's very first anchor.

Today a woman came into the game store to make a purchase.  When I requested
payment, she handed me her Sears charge card.  Knowing such mistakes
occasionally occur, I lightly informed her we don't take Sears charge cards.

"But you're in Searstown, aren't you?" she replied - unjokingly.

Took me a few minutes to get a real form of payment out of her.

-Ken

 ------------
Category 2,  Topic 9
Message 19         Wed Jul 11, 2001
A2.DAIN [Dain]               at 21:15 PDT

Replying to 'Ken' in Category 2 Topic 9:

> "But you're in Searstown, aren't you?" she replied - unjokingly.
>
> Took me a few minutes to get a real form of payment out of her

Heh.  That cracks me up.

Dain


"This job would be great if it weren't for the &*&%ing customers" --
Randall


 ------------
Category 2,  Topic 9
Message 20         Wed Jul 11, 2001
KGAGNE [Ken]                 at 21:39 PDT

> "This job would be great if it weren't for the &*&%ing customers" -- Randall

LOL!  I remember one busy night at Blockbuster - I think it was a Friday and I
was the only cashier, everyone else had called in sick.  One customer in a
very long line noticed how harried I looked, and commented, "I bet you wish
you were somewhere else!"  I motioned to the line and said, "No, it's everyone
else I wish were somewhere else!"

Oops. <g>

-Ken

 ------------
Category 2,  Topic 9
Message 21         Sun Jul 15, 2001
KGAGNE [Ken]                 at 08:58 PDT

A woman came into the store last night who had been given a PlayStation 2 as a
gift from her father.  She claimed total ignorance of gaming in general but
wanted to try something similar to Tomb Raider, which she enjoyed.  I pulled a
couple of titles for her and answered her questions, trying to find something
she might like.

I was impressed.  My experience with women who don't understand video games is
that they hate them, and would rather berate their gaming boyfriends than sit
down and learn to play the games together. :)

-Ken

 ------------
Category 2,  Topic 9
Message 22         Sun Jul 15, 2001
KGAGNE [Ken]                 at 12:06 PDT

Someone called yesterday asking for "a Dreamcast paddle."  He meant
controller, but this was just a kid, not someone who grew up with Atari.
Where does he get this lingo?? :)

Another person asked for a Dreamcast remote, and he meant controller, but not
wireless.

-Ken

 ------------
Category 2,  Topic 9
Message 23         Sun Jul 15, 2001
A2.DAIN [Dain]               at 18:25 PDT

Replying to 'Ken' in Category 2 Topic 9:

> I was impressed.  My experience with women who don't understand video
> games is
> that they hate them, and would rather berate their gaming boyfriends
> than sit
> down and learn to play the games together. :)

"Hell hath no fury, like a women's scorn for Sega" -Brodie


 ------------
Category 2,  Topic 9
Message 24         Sun Jul 15, 2001
A2.DAIN [Dain]               at 18:25 PDT

Replying to 'Ken' in Category 2 Topic 9:

> Someone called yesterday asking for "a Dreamcast paddle."  He meant
> controller, but this was just a kid, not someone who grew up with
> Atari.
> Where does he get this lingo?? :)

I remember this very ling being used in the 2600 days.  That Atari came
with four controllers, two joysticks and two paddles.  The Paddles were
analog "steering wheels" if you will:)  Remember Warlords, in that game
you could hook up two sets of paddles and play four player.   The Paddle
I guess was also used in games such as Tempest, and other games.  The
term paddles might have derived from some sort of slang, as games like
Ping Pong use paddles, people just made the association.

Other great paddle games....
Night Driver  Atari 2600
I think Tron had a paddle...
Star Trek Arcade had a paddle;)


I might be misusing the term "paddle";)

Dain Neater


 ------------
Category 2,  Topic 9
Message 25         Sun Jul 15, 2001
KGAGNE [Ken]                 at 21:15 PDT

Dain,

I believe you're using the term "paddle" correctly.  What I don't understand
is how a kid who has never played Warlords or Night Driver in his life - or
even heard of such games - could come to call today's controllers "paddles."
It's baffling. :)

-Ken

 ------------
Category 2,  Topic 9
Message 26         Wed Jul 18, 2001
A2.RYAN                      at 22:59 PDT

> I was impressed.  My exprience with women who don't understand video
> games is that they hate them, and would rather berate their gaming
> boyfriends than sit down and learn to play the games together. :)

What about men who don't understand video games?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem, Palm OS, Page 590
CoPilot v2.55
Alpha Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 27         Thu Jul 19, 2001
KGAGNE [Ken]                 at 06:15 PDT

> What about men who don't understand video games?

Hmm.  Ya know, I'm not sure I've ever encountered any (except from the older
generations).

-Ken

 ------------
Category 2,  Topic 9
Message 28         Fri Jul 20, 2001
KGAGNE [Ken]                 at 20:13 PDT

I had a customer who was aware that PSOne games worked on the PS2, but didn't
know PSOne memory cards worked on the PS2.

Basically, he thought Sony released a product on which you could play
thousands of their games, but could not save your data.

Duh. :)

-Ken

 ------------
Category 2,  Topic 9
Message 29         Sun Jul 22, 2001
A2.DAIN [Dain]               at 08:05 PDT

Replying to 'Ken' in Category 2 Topic 9:

>
> Basically, he thought Sony released a product on which you could play
> thousands of their games, but could not save your data.

RTFM!


 ------------
Category 2,  Topic 9
Message 30         Sun Jul 22, 2001
KGAGNE [Ken]                 at 15:35 PDT

Here's another one: more than a handful of customers asking if they're making
Gran Turismo 3 for the PSOne.

WHY?

Upgrade! :)

-Ken

 ------------
Category 2,  Topic 9
Message 31         Sun Jul 22, 2001
A2.DAIN [Dain]               at 21:20 PDT

Replying to 'Ken' in Category 2 Topic 9:

> Here's another one: more than a handful of customers asking if they're
> making
> Gran Turismo 3 for the PSOne.

Do you think the
$329.99 for GAme and system
$34.95 for the 8MB memory card
has something to do with it?


Just curious:)

Dain


 ------------
Category 2,  Topic 9
Message 32         Sun Jul 22, 2001
KGAGNE [Ken]                 at 22:39 PDT

>> Here's another one: more than a handful of customers asking if they're
>> making Gran Turismo 3 for the PSOne.

> Do you think the $329.99 for GAme and system $34.95 for the 8MB memory card
> has something to do with it?

Sure, I can understand that some people don't want to upgrade.  But I think
they're failing to see the video game industry as a place of profit for
publishers.  Why would people who want GT3 upgrade if they could get the game
on their existing PSOne?

In another Internet forum, one woman was upset that she had bought a Nintendo
64 at $99 (placing the purchase after August 2000) and that there are now no
new games being produced, and that the industry expects her to upgrade every
six months.

Systems have shelf lives of five years.  If you want for a system to drop in
price, you have to expect that games will be rare by that time.  You don't
HAVE to upgrade unless you want a steady stream of new games.  IMHO, old
games are often just as fun, and almost always cheaper.

-Ken

 ------------
Category 2,  Topic 9
Message 33         Mon Jul 23, 2001
SYNDICOMM [Sheppy]           at 09:28 PDT

That's how I see it.  Buy the previous generation machine cheap, get the games
cheap, play them until you're over them, and by then the next generation is on
the discount rack.

Repeat until you're dead. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 34         Mon Jul 23, 2001
KGAGNE [Ken]                 at 12:02 PDT

Besides, why would people want Gran Turismo 3 for PSOne?  It's called Gran
Turismo 2.  The only thing that changed in the PS2 sequel is the graphics.

-Ken

 ------------
Category 2,  Topic 9
Message 35         Mon Jul 23, 2001
A2.DAIN [Dain]               at 17:29 PDT

Replying to 'Ken' in Category 2 Topic 9:

> In another Internet forum, one woman was upset that she had bought a
> Nintendo
> 64 at $99 (placing the purchase after August 2000) and that there are
> now no
> new games being produced, and that the industry expects her to upgrade
> every
> six months.

Well, I think that if Nintendo still has systems and are still pushing
them then they need to at least put some games on the shelves....release
some old ones or something.  It's kind of misleading to have product on
the store shelves that you aren't producing anything for and you know
you are going to kill in 3.5 months.  In fact, if I was a store clerk, I
would most likely see myself talking someone out of such a purchase,
unless they knew all the facts.  November isn't all that far off for the
Gamecube's release.

Dain


 ------------
Category 2,  Topic 9
Message 36         Mon Jul 23, 2001
A2.DAIN [Dain]               at 17:29 PDT

Replying to 'Sheppy' in Category 2 Topic 9:

> That's how I see it.  Buy the previous generation machine cheap, get
> the games
> cheap, play them until you're over them, and by then the next
> generation is on
> the discount rack.
>
> Repeat until you're dead. :)

Sheppy,
  I have been doing quite a bit of that lately although, I bought the
N64 right when it came out.  I had one game for a long time, Mario 64.
My Nintendo 64 collect much dust while I was working two jobs and then I
bought Wave Race 64 used, and a few other games.   I have also been able
to pick up some great games cheap at a few used places.  It is much
cheaper that way.  Of course, I have more time now(one job) so now I can
actually play games when they come out.


Dain


 ------------
Category 2,  Topic 9
Message 37         Mon Jul 23, 2001
KGAGNE [Ken]                 at 19:34 PDT

Dain,

> if I was a store clerk, I would most likely see myself talking someone out of
> such a purchase, unless they knew all the facts. November isn't all that far
> off for the Gamecube's release.

GameCube will cost $100 more than N64, and games will come on discs, which
aren't as kid-friendly.  There are still reasons to get a dying system. :)

-Ken

 ------------
Category 2,  Topic 9
Message 38         Thu Aug 02, 2001
KGAGNE [Ken]                 at 09:53 PDT

Web sites need to be clearer about when they're reporting Japanese news.
We've had several customers into the store looking for Final Fantasy X, saying
they read online that it came out a few weeks ago.  It did - in Japan.  The
American release is not until January 2002.

-Ken

 ------------
Category 2,  Topic 9
Message 39         Thu Aug 02, 2001
A2.RYAN                      at 16:23 PDT

> Of course, I have more time now(one job)

Wimp. ;-)
-
Ryan
Two jobs, three jobs, four jobs?

 ------------
Category 2,  Topic 9
Message 40         Sat Aug 04, 2001
KGAGNE [Ken]                 at 19:28 PDT

Is it not considered proper when working the register to substitute "May I
help the next person in line?" with "Who wants some?!?"

-Ken

 ------------
Category 2,  Topic 9
Message 41         Sun Aug 05, 2001
KGAGNE [Ken]                 at 15:53 PDT

The proper response to "How are you today?" is not "Hi."

The proper response to "Would you like a bag?" is not "Yeah."

-Ken

 ------------
Category 2,  Topic 9
Message 42         Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:08 PDT

Someone called today asking how much the RF adaptor for the Dreamcast was.  I
told him $10.  He thanked me and hung up.

He called back five minutes later to ask how much that'd be with tax (which is
5% in MA).

-Ken

 ------------
Category 2,  Topic 9
Message 43         Sun Aug 12, 2001
KGAGNE [Ken]                 at 10:00 PDT

Talk about time displacement - someone came into the store yesterday asking if
we carried Atari 2600 games. :)

-Ken

 ------------
Category 2,  Topic 9
Message 44         Sun Aug 12, 2001
SYNDICOMM [Sheppy]           at 13:50 PDT

Heh, 2600 games: "This store didn't even exist when people were carrying 2600
games." :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 45         Thu Aug 16, 2001
KGAGNE [Ken]                 at 19:31 PDT

A customer came in this evening and asked me a question.  Before I could
answer, I was nearly knocked over by the incredible stench of cigarette smoke
he had carried in with him.  Good Lord.

Earlier there was a young lady whom I saw a young man approach and reach to
put a necklace on her.  It at first appeared that they were not together, so I
called out, "Please refrain from garroting the customers.  Thanks!"

He had no idea what I was talking about.

-Ken

 ------------
Category 2,  Topic 9
Message 46         Thu Aug 16, 2001
A2.RYAN                      at 22:19 PDT

> A customer came in this evening and asked me a question.  Before I could
> answer, I was nearly knocked over by the incredible stench of cigarette
> smoke he had carried in with him.

I've had mail order packages (lots from Apple II folks) who had really bad
tobacco smell.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 47         Thu Aug 16, 2001
SYNDICOMM [Sheppy]           at 22:52 PDT

>>>I've had mail order packages (lots from Apple II folks) who had really bad
tobacco smell.

Ugh, this has happened to me too.  Nothing sucks like opening a package and
being overwhemed by the reek of cigarette smoke.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 48         Thu Aug 16, 2001
KGAGNE [Ken]                 at 23:24 PDT

Today, one guy asked me, "Aren't you the paper's movie critic?"

Yes I am, and thanks for not reading my column.

Now I'll have to ask you to leave.

-Ken

 ------------
Category 2,  Topic 9
Message 49         Fri Aug 17, 2001
SYNDICOMM [Sheppy]           at 09:35 PDT

>>>Today, one guy asked me, "Aren't you the paper's movie critic?"

LOL -- at least he recognized your name vaguely.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 50         Fri Aug 17, 2001
KGAGNE [Ken]                 at 10:54 PDT

>> Today, one guy asked me, "Aren't you the paper's movie critic?"
>
> LOL -- at least he recognized your name vaguely.

Prolly more the face than the name; my nametag says "Kenny G" which probably
doesn't immediately prompt people to think "Ken Gagne".  I've had people ask,
"Hey, aren't you Keith Gagne?" etc.

Unfortunately, the picture of me in the paper is absolutely terrible, and is
four years old.  I need a new one.

-Ken

 ------------
Category 2,  Topic 9
Message 51         Fri Aug 17, 2001
SYNDICOMM [Sheppy]           at 17:36 PDT

Wow, you get your picture in the paper?  You dog.  It's like a weekly chick ad
for you. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 52         Fri Aug 17, 2001
KGAGNE [Ken]                 at 19:13 PDT

> Wow, you get your picture in the paper? You dog. It's like a weekly chick ad
> for you. :)

Oh yeah, it's a regular chick magnet.

Unfortunately, we're of the same pole.

-Ken

 ------------
Category 2,  Topic 9
Message 53         Wed Aug 22, 2001
KGAGNE [Ken]                 at 20:03 PDT

A month ago, I was surprised at the number of people disappointed that Gran
Turismo 3 was not also for PSOne.

Now I'm surprised at the number of people disappointed that Syphon Filter 3
will not also be for PS2.

-Ken

 ------------
Category 2,  Topic 9
Message 54         Fri Aug 24, 2001
KGAGNE [Ken]                 at 07:37 PDT

Customer came in asking for "a television connector for a Genesis?  Saturn?"

Okay, it's a Sega machine... I grab the Genesis RF adaptor.  "No, my machine
doesn't have a connector like that," he says.  Well, what you're holding
works with the Genesis.  Is that what you have?  "I have a Genesis Saturn."
Which one, a Genesis or a Saturn?  "It's both."  No sir, a Genesis takes
cartridges, like these... and a Saturn is a CD-ROM system which takes these.
"Yeah, mine takes both."

This guy must've just gotten his Saturn console and had not yet realized that
the slot on the top is for a memory card, not a Genesis cart.

-Ken

 ------------
Category 2,  Topic 9
Message 55         Fri Aug 24, 2001
KGAGNE [Ken]                 at 07:39 PDT

Speaking of getting my picture in the paper, I always thought it would be fun
to have a gallery of headshots to use depending on subject of the game being
reviewed that week:

Wearing a medieval helmet for RPGs
Face paint for sports
Driver's helmet for racers
Bandanna for fighters

etc. :)

 ------------
Category 2,  Topic 9
Message 56         Fri Aug 24, 2001
SYNDICOMM [Sheppy]           at 10:08 PDT

>>>This guy must've just gotten his Saturn console and had not yet realized
that the slot on the top is for a memory card, not a Genesis cart.

Wasn't there a CD option thing for the Genesis that never went anywhere?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 57         Fri Aug 24, 2001
KGAGNE [Ken]                 at 10:56 PDT

Sheppy,

There was a Sega CD drive that had a few games.  Even worse was the 32X, a
32-bit upgrade for the Genesis that was advertised as allowing people to
"upgrade" rather than buy a whole new system (the Saturn).  32X games came on
either cartridges or CDs, the latter which required the Sega CD as well.

Did you also know that Nintendo and Sony were working on a CD-ROM drive for
the Super Nintendo?  Nintendo scrapped it but Sony had already invested a lot
of time and effort into it, so they reworked it and released it as the
PlayStation. :)

-Ken

 ------------
Category 2,  Topic 9
Message 58         Mon Aug 27, 2001
KGAGNE [Ken]                 at 07:24 PDT

This is supposedly an excerpt from a job interview my manager recently
conducted:

Female Applicant: "You don't have many women who work here, do you?"

Manager: "Just one, actually."

Applicant: "Oh, you mean that blonde bimbo?"

Manager: "Oh, you mean my niece?"

Applicant: "... Oops."

 ------------
Category 2,  Topic 9
Message 59         Mon Aug 27, 2001
SYNDICOMM [Sheppy]           at 20:47 PDT

Ouch.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 60         Thu Aug 30, 2001
KGAGNE [Ken]                 at 21:10 PDT

A young man tried to return a defective Dreamcast yesterday.  He had the
original packaging, and his receipt, which showed it was within the seven
days' store warranty.  I pulled out the unit and compared its serial number
to the one on the receipt.

Completely different.  He was trying to return a system other than the one he
bought.  I told him this and he briefly protested, once, then took the system
and left.  No fight, no argument.

On Sunday I had a similar situation, except the gentleman had no receipt.
Even though I distinctly remembered selling it to him, without being able to
compare the serial numbers, I could not accept the return.  He didn't handle
it well and said I was not offering him good service and that I would never
become a manager with this attitude.  Although my nametag says "Kenny G," he
called me "Ken" and "Kenneth".  It was a bit unsettling.

He called back the next day and spoke to the store manager, who found a copy
of his receipt which would allow the return to take place, assuming the
serial numbers matched.  The customer thanked Brian and said he'd be down
that night - but he never showed up.

I'm wondering if he became busy, or if we called his bluff.

-Ken

 ------------
Category 2,  Topic 9
Message 61         Thu Aug 30, 2001
A2.RYAN                      at 22:27 PDT

> I'm wondering if he became busy, or if we called his bluff.

Five bucks on the latter.

Remember, I used to be a retail manager too, in a past life.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 62         Fri Aug 31, 2001
KGAGNE [Ken]                 at 08:30 PDT

One thing that surprised me was, when I told the guy to come back tomorrow and
talk to the manager, he asked if he could leave his broken PS2 at the store,
rather than lug it home and back to the mall again.  I said no, though I
failed to explain it was because we couldn't accept liability for anything
that would happen to it.  Plus, what if he came back and said the PS2 was
working when he left it with us?

My dad's in commercial real estate and I hear about liability a lot, so it
just seemed like common sense to me.  Nonetheless, the customer was upset.

-Ken

 ------------
Category 2,  Topic 9
Message 63         Sun Sep 02, 2001
KGAGNE [Ken]                 at 15:32 PDT

The gentleman finally did show and exchanged his defective PSX - so I guess he
wasn't trying ot pull a fast one.

-Ken

 ------------
Category 2,  Topic 9
Message 64         Mon Sep 03, 2001
KGAGNE [Ken]                 at 17:38 PDT

The gentleman with the defective PSX had tried to make the return with a
friend of his.  The friend came in today to make a purchase and wanted to pay
by check, but had no photo ID with him, which we require for such a
transaction.  I had to turn him down.

These guys are never prepared; regardless, they must really hate me now. :)

-Ken

 ------------
Category 2,  Topic 9
Message 65         Mon Sep 03, 2001
KGAGNE [Ken]                 at 17:40 PDT

The morning of Friday, September 21st, will be my last day at the game store.

An expected promotion did not come through and left me in a position with an
unlivable salary, which leaves me with little choice but to seek employment
elsewhere.

Anyone want some new games at 25% off? <g>

-Ken

 ------------
Category 2,  Topic 9
Message 66         Tue Sep 04, 2001
A2.RYAN                      at 09:09 PDT

> The morning of Friday, September 21st, will be my last day at the game
> store.

Good luck, Ken. . .

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 67         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:25 PDT

The mall closed at 2:00 PM yesterday.  Our store had a total of nine
transactions in the four hours it was open.

This morning I received calls from customers wanting to know what games we're
expecting this week.

I wanted to scream.

-Ken

 ------------
Category 2,  Topic 9
Message 68         Wed Sep 12, 2001
A2.RYAN                      at 23:55 PDT

> I wanted to scream.

I still do.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 69         Thu Sep 13, 2001
KGAGNE [Ken]                 at 06:46 PDT

One time when the phone rang, I did scream.  I didn't know there was a
customer in the store at the time.

I also wanted to scream everytime I handed back change to someone and they
didn't drop it in the Red Cross relief fund bowl sitting right in front of
them.

-Ken

 ------------
Category 2,  Topic 9
Message 70         Fri Sep 14, 2001
KGAGNE [Ken]                 at 19:51 PDT

Cross-posted in the WTC Community, page 1600.

When I opened Wednesday morning, I placed a bowl for Red Cross relief fund
donations on the counter.  The other keyholder kept it there when he closed.

When the store manager came in Thursday morning, he got rid of it.  Violated
corporate policy.

Tonight I sent an email to the district manager, not describing what has
already transpired in our store, but just asking, isn't there something we can
do?

-Ken

 ------------
Category 2,  Topic 9
Message 71         Sat Sep 22, 2001
KGAGNE [Ken]                 at 19:26 PDT

Check out http://www.penny-arcade.com/view.php3?date=2001-09-21

It's not too far from the truth.

-Ken

 ------------
Category 2,  Topic 9
Message 72         Sat Sep 22, 2001
A2.DAIN [Dain]               at 21:53 PDT

Replying to 'Ken' in Category 2 Topic 9:

> Check out http://www.penny-arcade.com/view.php3?date=2001-09-21

The sad part about all this talk is that if the rumors are true.
Retailers might be fighting over 300,000 units of the XBox for the
Christmas season.  It's almost as if they are "pulling a Sony".

We'll see.

Dain


 ------------
Category 2,  Topic 9
Message 73         Sat Sep 22, 2001
SYNDICOMM [Sheppy]           at 23:05 PDT

Microsoft's evil promotion machine strikes again, huh?  Doing the same thing
in the console business they did in the OS business.  Rotten scumbags.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 74         Sun Sep 23, 2001
KGAGNE [Ken]                 at 07:38 PDT

> Microsoft's evil promotion machine strikes again, huh? Doing the same thing
> in the console business they did in the OS business.

If you read the news article associated with that comic strip, you'll find
that Sony was doing the same thing not that long ago: demanding that stores
pull their Xbox promotional materials in order to get their allotment of
PlayStation 2 units.

-Ken

 ------------
Category 2,  Topic 9
Message 75         Sun Sep 23, 2001
SYNDICOMM [Sheppy]           at 22:18 PDT

Evil, evil, evil.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 77         Tue Oct 09, 2001
KGAGNE [Ken]                 at 12:54 PDT

Since I've become employed, I feel like I'm doing some of my best writing
ever.

Shoot. <g>

-Ken

 ------------
Category 2,  Topic 9
Message 78         Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 16:00 PDT

>>>Since I've become employed, I feel like I'm doing some of my best writing
ever.

Receipts? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 79         Wed Oct 10, 2001
A2.RYAN                      at 00:19 PDT

Employed as what?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 80         Wed Oct 10, 2001
KGAGNE [Ken]                 at 08:42 PDT

Oops - there's a gaffe.  I meant *un*employed.

-Ken

 ------------
Category 2,  Topic 9
Message 81         Thu Nov 01, 2001
KGAGNE [Ken]                 at 10:31 PDT

The Entertainment Software Rating Board (ESRB) has a ratings system similar to
movies, to which almost all video and computer games subject themselves.
Ratings include "E" for Everyone, "T" for Teen (13+), and "M" for Mature
(17+).  Additional descriptive labels include "Animated Violence,"
"Drug/Alcohol Use," "Comic Mischief," etc.

Many retail stores are now enforcing the "M" rating, refusing to sell games to
children without valid ID or a parent.

What do you think of that?  Sure, it may cut back on sales, but let's not
consider the financial aspect.  Do violent games really need to be restricted
at the store level?

-Ken

 ------------
Category 2,  Topic 9
Message 82         Thu Nov 01, 2001
SYNDICOMM [Sheppy]           at 15:49 PDT

>>>What do you think of that?  Sure, it may cut back on sales, but let's not
consider the financial aspect.  Do violent games really need to be restricted
at the store level?

I think they should be.  It's really the only way to keep inappropriate
material out of the hands of people that shouldn't have it... and if a parent
actually thinks it is appropriate, fine, they can buy it for their kid.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 83         Thu Nov 01, 2001
A2.RYAN                      at 19:22 PDT

>> Do violent games really need to be restricted at the store level?

If not there, then where?

> I think they should be

I tend to agree, but need more data first.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 2,  Topic 9
Message 84         Thu Nov 01, 2001
KGAGNE [Ken]                 at 20:55 PDT

Ryan,

>> Do violent games really need to be restricted at the store level?
>
> If not there, then where?

The home level.

> I tend to agree, but need more data first.

Anything I can provide?

A recent ieMagazine interview with store employees said that parents who are
brought to the store to allow their children to buy an 'M'-rated game are
appreciative of the restriction.  My experience was just the opposite, and I
can understand why: if a parent thinks it's okay for a kid to be playing
mature games, then it's silly for the store to stop them from doing so.  It
is, after all, just a video game (in their opinion).

-Ken

 ------------
Category 2,  Topic 9
Message 85         Thu Nov 01, 2001
SYNDICOMM [Sheppy]           at 22:15 PDT

Parents don't tend to be involved enough in their kids' lives.  Letting kids
buy M-rated games without a parent present is just helping bad parents stay
that way.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 86         Tue Dec 11, 2001
KGAGNE [Ken]                 at 12:42 PDT

I just got robbed at Blockbuster.  They charge $1 more for Xbox and GameCube
games than they do for PS2 or Dreamcast discs.  That brought the total price
up to $6.29 - not cheap.

-Ken

 ------------
Category 2,  Topic 9
Message 87         Wed Dec 12, 2001
SYNDICOMM [Sheppy]           at 15:46 PDT

Well... considering the Xbox is a ripoff anyway... :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 88         Thu Dec 13, 2001
KGAGNE [Ken]                 at 14:51 PDT

Last week I brought my former manager a batch of cookies, "to show there are
no hard feelings over you firing me."

"I didn't fire you!" he protested.

"Huh... I guess there are some hard feelings after all."

 ------------
Category 2,  Topic 9
Message 97         Fri Feb 22, 2002
KGAGNE [Ken]                 at 20:42 PDT

Lady 1: "Thanks for calling Blockbuster, how may I help you?"
Ken   : "Do you have The Shawshank Redemption on DVD?"
Lady 1: "What is it?"
Ken   : "The Shawshank Redemption."
Lady 1: "I can't understand you."
Ken   : "SHAWSHANK - REDEMPTION.  With Tim Robbins."
Lady 1: "Just a moment." <click!>...
Lady 2: "How may I help you?"
Ken   : "Do you have The Shawshank Redemption on DVD?"
Lady 2: "To rent or to buy?"
Ken   : "To rent, please."
Lady 2: <type type type> "... We have one for $14.99."
Ken   : "To rent?!"
Lady 2: "It's $14.99 to buy.  We have one for rent too."
Ken   : "Gee, thanks." <click!>

I went to a local Mom & Pop store instead.  They offered two free rentals to
anyone who cut up a Blockbuster card. :)

-Ken

 ------------
Category 2,  Topic 9
Message 98         Sat Feb 23, 2002
SYNDICOMM [Sheppy]           at 11:28 PDT

>>>I went to a local Mom & Pop store instead.  They offered two free rentals
to anyone who cut up a Blockbuster card. :)

LOL

Amazing the talent Blockbuster finds. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 99         Thu Apr 18, 2002
KGAGNE [Ken]                 at 12:51 PDT

Whoa - deja vu.

I start next week at the same retail store chain I worked at from June to
September.  Different location - this one is two miles from my house, not 22.

Last time, I went at this job full-time, with no other intention.  This time,
it's a part-time job while I look for something more suitable to my
background, but have bills to pay in the meantime.

Unlike my last store, I'll be the lowest level of sales associate, with no
managerial powers or responsibilities.  But like my last store, I'll be making
the same hourly wage.

-Ken

 ------------
Category 2,  Topic 9
Message 100        Sun Apr 28, 2002
A2.DAIN [Dain]               at 19:44 PDT


Ken,
  I look forward to more "A Day at the Store" stories.  Nothing like hearing
what the "normal" people are up to.

btw.  Do you guys sell used Super Nintendos?  Mine has mysteriously gone all
Black and White all the time:)


Dain
 ------------
Category 2,  Topic 9
Message 101        Mon Apr 29, 2002
KGAGNE [Ken]                 at 08:17 PDT

Dain,

I return to work today, so I'll see what stories I can record. :)

I'm not sure about used Super Nintendos.  If a used one is brought in to be
sold to the store, then it will be sold back to any customer who wants it,
just like used games are.  So the availability is dependent on whether or not
customers have used consoles to sell to the store in the first place.

Have you considered trying a new RF switch, or maybe some A/V cables, to
connect your console?

-Ken

 ------------
Category 2,  Topic 9
Message 102        Mon Apr 29, 2002
A2.DAIN [Dain]               at 22:46 PDT


Ken,
  It is definitely an internal issue with the SNES.  I have tried all the same
cables that the Gamecube(and N64) use.  Both get full color.  The SNES is Black
and white....I guess it makes me feel really Retro:)

Dain
 ------------
Category 2,  Topic 9
Message 103        Tue Apr 30, 2002
KGAGNE [Ken]                 at 21:34 PDT

Dain,

Used SNES, $40.  Used NES, $50.  Go fig. :)

-Ken

 ------------
Category 2,  Topic 9
Message 104        Sat May 04, 2002
KGAGNE [Ken]                 at 11:09 PDT

I was working on Wednesday when Resident Evil for GameCube came out.  One
customer who's reserved it came to collect his copy; in the course of the
transaction, I fumbled and dropped the game box.

He insisted I give him a different copy, one that "hasn't hit the floor."

Weirdo.

 ------------
Category 2,  Topic 9
Message 105        Thu May 09, 2002
SYNDICOMM [Sheppy]           at 08:50 PDT

>>>He insisted I give him a different copy, one that "hasn't hit the floor."

I would have done the same, for two reasons...

1. The "just in case" factor.  What if something got broken when it was
dropped?

2. I'm really fussy about having all my stuff be in new condition.  Books,
software boxes, hardware.  If it doesn't look like I swiped it off the
assembly line, it bugs the hell out of me.  This is part of the reason why I
almost never buy anything used.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 107        Wed May 15, 2002
KGAGNE [Ken]                 at 20:12 PDT

The PS2 dropped in price yesterday, and the store has sold quite a few units
as a result.

The Xbox dropped in price today, and the only person to take advantage of the
new MSRP so far has been me.

-Ken

 ------------
Category 2,  Topic 9
Message 108        Thu May 30, 2002
KGAGNE [Ken]                 at 21:48 PDT

I had some idiot customers tonight.  One was interested in purchasing a
Codebreaker, a Game Shark-like device for the PS2.  I handed him one so he
could look at it.  The plastic case it comes in can be opened without ripping
it, so he opened it up and took the CD out for inspection, even though he
hadn't bought it - or the right to open it - yet.

"This looks like it's been used.  There are smudges on it," he complained.

"Maybe the last person to consider buying it opened it without asking first,
too," I wanted to reply.

Sigh.

 ------------
Category 2,  Topic 9
Message 109        Sun Jun 02, 2002
SYNDICOMM [Sheppy]           at 11:18 PDT

>>>"Maybe the last person to consider buying it opened it without asking
first, too," I wanted to reply.

I find it truly amazing how slow-witted some people can be. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 110        Mon Jun 03, 2002
KGAGNE [Ken]                 at 09:18 PDT

There exist adaptors to use one system's controllers on another console - for
example. PlayStation joysticks on an Xbox.  One customer asked me if that
meant PSX games could be played on the Xbox, too.  A second customer who
wasn't looking at the adaptor also asked if the Xbox had this capability.
These are questions I haven't gotten since before the Xbox came out.

The first customer also asked me how to download and burn PSX games, because
he was going to get the "mode chip".  I told him I couldn't help him with
that, and proceeded to ring the transaction and ignore all other comments he
and his wife made on the subject.

-Ken

 ------------
Category 2,  Topic 9
Message 111        Mon Jun 03, 2002
A2.DAIN [Dain]               at 18:55 PDT


You should have taken his money and beaten him over the head with his copy of
State of Emergency.

Dain

 ------------
Category 2,  Topic 9
Message 112        Sun Jun 09, 2002
KGAGNE [Ken]                 at 08:33 PDT

Three observations from last night's shift:

1) One of the most annoying kind of customers are those who try to ask me a
question when I'm very obviously helping another customer.  I alternate
between offering brief answers, and telling them unkindly, "I'll be with you
when I'm through helping this customer."

2) A gentleman called last night to ask for help getting his PS2 and memory
card to work.  He bought neither of the items at our store.  I'm willing to
provide good service in the hopes of getting his future business, but still -
geez, call the guys you bought it from, dude.

3) I was ringing up a kid buying a computer game when his friend asked him,
"Hey, can you burn me a copy whe you're done?"  I suggested they shouldn't
say that in front of me, to which he replied, "Whaddya gonna go, arrest me?"

Good question.  What can I do?  Refuse to sell them the item?  The store
manager agreed that it's a good question, and will mention it in an email to
her district manager.

-Ken

 ------------
Category 2,  Topic 9
Message 113        Mon Jun 10, 2002
SYNDICOMM [Sheppy]           at 15:45 PDT

>>>Good question.  What can I do?  Refuse to sell them the item?  The store
manager agreed that it's a good question, and will mention it in an email to
her district manager.

Well, you could contact the SPA and the publisher of the software. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 114        Wed Jul 03, 2002
KGAGNE [Ken]                 at 08:25 PDT

I wasn't working this past weekend when I walked into a competing software
store.  Without any prompting on my part, I received a very aggressive sales
pitch for WarCraft III.  I almost hated to break the news to them. <g>

-Ken

 ------------
Category 2,  Topic 9
Message 115        Sat Jul 06, 2002
KGAGNE [Ken]                 at 19:03 PDT

"I'd like to return this computer program.  It's defective."

"How so?"

"It won't run."

"Why won't it run?"

"It requires Windows 98, and I have Windows 95."

 ------------
Category 2,  Topic 9
Message 116        Mon Jul 08, 2002
SYNDICOMM [Sheppy]           at 16:49 PDT

>>>"It requires Windows 98, and I have Windows 95."

Well, if it requires Windows, it's defective. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 117        Fri Aug 09, 2002
KGAGNE [Ken]                 at 08:16 PDT

Electronics Boutique was having a special yesterday to celebrate the opening
of its 1,000th store.  One of the deals was on trade-ins: $10 for any DVD.
That's a good price, as most movies will net you only $2-$5 each.  I brought
in seven discs (some were free with the player; some I didn't like; others
I'd paid $10 or less for to begin with) and would've normally gotten $21, but
instead for $70 in store credit.

-Ken

 ------------
Category 2,  Topic 9
Message 118        Thu Aug 15, 2002
KGAGNE [Ken]                 at 19:53 PDT

Twice in the past week, I've had customers asking me for music CD-Rs - which
are different from data CD-Rs.  They had to be labeled appropriately or they
wouldn't buy them.

Sigh. ;)

-Ken

 ------------
Category 2,  Topic 9
Message 119        Sat Aug 17, 2002
SYNDICOMM [Sheppy]           at 21:24 PDT

>>>Twice in the past week, I've had customers asking me for music CD-Rs -
which are different from data CD-Rs.  They had to be labeled appropriately or
they wouldn't buy them.

Hokay. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 120        Sun Aug 18, 2002
A2.DAIN [Dain]               at 18:23 PDT


There are special CD recorders that you can buy that don't require a computer
to make your own CD's with.  Basically, these players do not handle computer
data in anyway and require (so I have been told" to use Music CD-Rs, not data
ones.  It seems that basically Music CD-Rs have, like blank tapes, some built
in fees that go to the RIAA to pay for the pirating that goes on.  Basically,
those recorders need to see a digital signature or they will not record.

Just another way for the RIAA to look you in the eye and say "I hope you enjoy
that CD you just bought, Criminal".

Dain
 ------------
Category 2,  Topic 9
Message 121        Sun Aug 25, 2002
KGAGNE [Ken]                 at 18:12 PDT

Rude customers:

1) One that starts berating the Macintosh platform and, upon hearing the
cashier holding his credit card is a Mac user, doesn't relent.

2) A customer who buys a PlayStation 2 for his kids, all the while talking
about what a waste of time and money video games are.  You're not going to
convince us, dude.

3) Some guys are in such a rush, they rip off the receipt themselves as soon
as it's printed, without waiting for me to either hand it to them or put it in
the bag with their product.  Too bad for them, the first receipt that's
printed is clearly labeled "STORE COPY"; the second receipt is labeled
"CUSTOMER COPY".  So when they help themselves to the first receipt, I need to
ask them to return it.

-Ken

 ------------
Category 2,  Topic 9
Message 122        Mon Aug 26, 2002
SYNDICOMM [Sheppy]           at 10:46 PDT

>>>2) A customer who buys a PlayStation 2 for his kids, all the while talking
about what a waste of time and money video games are.

Good to know who's in charge in that house. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 123        Wed Aug 28, 2002
KGAGNE [Ken]                 at 05:21 PDT

Super Mario Sunshine came out yesterday.  In the four months I've been working
at my current game store, it's the biggest release I've seen yet.  We had
dozens of reserved copies and people are coming in asking for it all the time.

So much for GameCube sucking. :)

OTOH, every other phone call I got was asking for Onimusha 2, SOCOM, or the
PS2 Network Adaptor - all which *shipped* yesterday, but wouldn't be in until
today.

At one point I almost confused a conversation I was having with my greeting to
a phone call that interrupted us; I nearly said, "Thanks for calling the U.S.
Navy Seals..."

-Ken

 ------------
Category 2,  Topic 9
Message 124        Wed Aug 28, 2002
SYNDICOMM [Sheppy]           at 10:36 PDT

>>>At one point I almost confused a conversation I was having with my greeting
to a phone call that interrupted us; I nearly said, "Thanks for calling the
U.S.  Navy Seals..."

"If you're calling to inade Iraq, please press 1.  If you need support in
Afghanistan, press 2.  If you just like guys in wetsuits, press 3."

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 125        Wed Aug 28, 2002
KGAGNE [Ken]                 at 11:22 PDT

I get to where fatigues to work, to help promote today's release of
SOCOM: U.S. Navy Seals. :)

The only camoflagued clothing I own is a promotional t-shirt I received with
Dino Crisis 2 a few years ago.  Hopefully no one will notice.

Capcom sent me a copy of Onimusha 2 with t-shirt.  I'll wear that tomorrow to
promote today's release of Onimusha 2.

It's a nice change from the otherwise strict, "no t-shirt" policy my workplace
has.

-Ken

 ------------
Category 2,  Topic 9
Message 126        Fri Aug 30, 2002
SYNDICOMM [Sheppy]           at 10:53 PDT

>>>I get to where fatigues to work

Where? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 127        Fri Aug 30, 2002
KGAGNE [Ken]                 at 19:51 PDT

>> I get to where fatigues to work
>
> Where? :)

Obviously, I was fatigued. :)

-Ken

 ------------
Category 2,  Topic 9
Message 128        Fri Aug 30, 2002
KGAGNE [Ken]                 at 19:53 PDT

I rang up a customer tonight and informed him of the final price of roughly
$50.  Reaching for his credit card, he exclaimed, "$50!  That's a crazy price
for a game."

Attempting to comment on the fact that games cost only as much as people are
willing to pay, I grinned and replied, "And yet you're buying it.  How crazy
is that?"

Ten minutes later, the customer brought the item back, wishing to return it.

"May I ask why?" I inquired.

"Yeah.  One, I found it cheaper; and two, your comment didn't sit well with
me."

Confused, I asked, "What comment?"

"That I'm stupid for buying this game."

Wow. That was a new one.  I never meant to suggest he was stupid for buying
the game.

Now, ask me what I think of him for *returning* it... <g>

-Ken

 ------------
Category 2,  Topic 9
Message 129        Fri Aug 30, 2002
SYNDICOMM [Sheppy]           at 22:15 PDT

>>>Attempting to comment on the fact that games cost only as much as people
are willing to pay, I grinned and replied, "And yet you're buying it.  How
crazy is that?"

I'd have taken that the wrong way too.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 130        Thu Sep 19, 2002
KGAGNE [Ken]                 at 20:10 PDT

So many people come into my store looking for AOL startup disks - it's
ridiculous.  From what I've gathered, they need them because their computers
have crashed, the hard drives are reformatted, and all the software needs to
be reinstalled.

Do so few people know the value of making backups, or holding onto the
original installation CDs?

Even more people will come to the counter with one of our bargain-bin games
and ask, "This box says the game will run on Windows 95 and 98.  Will it run
on my Windows XP?"  I'm not sure how the customer expects me to know the
answer to that...

-Ken

 ------------
Category 2,  Topic 9
Message 131        Sat Sep 21, 2002
SYNDICOMM [Sheppy]           at 12:50 PDT

>>>Even more people will come to the counter with one of our bargain-bin games
and ask, "This box says the game will run on Windows 95 and 98.  Will it run
on my Windows XP?"  I'm not sure how the customer expects me to know the
answer to that...

Well, I think it's reasonable for them to ask.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 132        Fri Oct 18, 2002
KGAGNE [Ken]                 at 09:41 PDT

The chain of stores I work for is offering a bundle deal on new systems: buy a
PS2, Xbox, or GameCube with two games ($49.99/ea. or more) and an accessory
($19.99 or more) and get a $50 mail-in rebate.  Not bad.

-Ken

 ------------
Category 2,  Topic 9
Message 133        Sun Oct 20, 2002
SYNDICOMM [Sheppy]           at 22:26 PDT

Hm.  That is good.  Still doesn't get them down under $99. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 9
Message 134        Wed Oct 30, 2002
KGAGNE [Ken]                 at 14:03 PDT

The other day, I had a gentleman buying Tony Hawk's Pro Skater 3 for the
computer.  He explained to me how he couldn't get it to install the first time
he bought it.

"If you already bought it, why do you need to buy it again?" I asked.

"Because," he answered, "I got so frustrated that I snapped the CD in half."

I quickly completed the transaction and sent him on his way. :)

-Ken

 ------------
Category 2,  Topic 9
Message 135        Thu Oct 31, 2002
SYNDICOMM [Sheppy]           at 18:50 PDT

>>>I quickly completed the transaction and sent him on his way. :)

Wise. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 136        Fri Nov 01, 2002
A2.DAIN [Dain]               at 15:24 PDT


Ken,

  I was wondering..in your trials at the store, have you ever seen what people
do to screw up the controllers so badly on those demo Kiosks.  I cannot figure
how the heck the do that.  I've never broken a controller in all my days of
gaming, but some of these things on fairly new consoles looks like they went
through re-entry.

Just curious,
Have fun.

Dain

 ------------
Category 2,  Topic 9
Message 137        Fri Nov 01, 2002
KGAGNE [Ken]                 at 19:15 PDT

Dain,

Pulling the plastic tops off the analog sticks is apparently a popular pastime
with some store gamers.  Dunno why.

-Ken

 ------------
Category 2,  Topic 9
Message 138        Fri Dec 06, 2002
KGAGNE [Ken]                 at 19:03 PDT

I had a customer the other day who wanted a computer baseball game that was
"interactive".  I could not extract a more detailed description from her,
except that all the baseball games we had were inadequate.

Dumbfounded, I was. (that seems to be happening a lot lately)

-Ken

 ------------
Category 2,  Topic 9
Message 139        Sat Dec 07, 2002
A2.DAIN [Dain]               at 21:46 PDT


Interactive eh?  Baseball eh?  Maybe you should have pointed her to one of
those General Manager type baseball games.  Baseball Mogul or something like
that.  Those are the exact opposite of interactive, but it's incredibly
different than what you have....Stats Stats Stats...

Dain
 ------------
Category 2,  Topic 9
Message 140        Sun Dec 08, 2002
SYNDICOMM [Sheppy]           at 14:25 PDT

>>>Interactive eh?  Baseball eh?  Maybe you should have pointed her to one of
those General Manager type baseball games.

Or the nearest sporting goods store.  You can get a real interactive baseball
game together there. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 141        Mon Dec 09, 2002
A2.DAIN [Dain]               at 16:27 PDT


I have a sneaking suspicion that if you handed every kid in America a baseball,
about 50 percent of them would be a little confused about the little round
thing you just handed them.

It's a different world:)

Dain
 ------------
Category 2,  Topic 9
Message 142        Sat Dec 21, 2002
KGAGNE [Ken]                 at 11:14 PDT

Yesterday was my last shift until after Christmas.  I'm relieved, but not
looking forward to processing all the returns.

Each shift I worked this week, I was asked for various games that don't
exist.  Of course, nothing I could say would convince such a customer
otherwise...

When I've not been at work, I was rehearsaling for a Christmas musical I was
in.  My manager gave me all the time off I needed for all the rehearsals.
When when it came to production week, she knowingly scheduled me the same
night as a performance.  She said there was no one else available for that
night, so I had to be there.  Uh, no: it's a bit hard to do a show about the
Three Wise Men with only two of them.  I tried to find someone to cover for
my shift, and when I couldn't, I told her I'd not be at work that night.
There have been no repercussions.

Still, though... that's not much of a holiday spirit for her to tell me she
didn't care what my other obligations were.  Oh well.

-Ken

 ------------
Category 2,  Topic 9
Message 143        Sat Dec 28, 2002
KGAGNE [Ken]                 at 06:12 PDT

Sony recently sent me a half-dozen stickers as part of a buddy program: refer
a friend to the PlayStation 2, and when they put your sticker (with your
personalized serial number) on their warranty card and send it in, you'll both
get a free gift: either Spider-Man movie DVD, the DVD movie XXX, or a strategy
guide for 30 PS2 games.

I don't know anyone who wants to buy a PS2... but I happen to work at a store
that sells them.

I went through all six in a matter of hours. :)

-Ken

 ------------
Category 2,  Topic 9
Message 144        Sun Dec 29, 2002
SYNDICOMM [Sheppy]           at 04:33 PDT

>>>I went through all six in a matter of hours. :)


Hehehe :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 145        Sun Dec 29, 2002
KGAGNE [Ken]                 at 08:23 PDT

Two amazing credit cards I came across this week:

- One customer had signed his name directly onto the magnetic strip.

- Another customer had signed her name in the correct place on her debit card
- and right next to it wrote her login name and password for her online
banking account.

Sheesh.

-Ken

 ------------
Category 2,  Topic 9
Message 146        Sun Dec 29, 2002
SYNDICOMM [Sheppy]           at 15:31 PDT

Did you copy down her login information so you could hit the "send email"
button using her account to tell her bank she's too stupid to be trusted with
an account? :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 2,  Topic 9
Message 147        Sat Jan 11, 2003
KGAGNE [Ken]                 at 21:18 PDT

A couple of recent misunderstandings:

- A gentleman returned the PC program Microsoft Flight Simulator because it
wouldn't work on his Xbox.  "It says 'Microsoft' on it..."

- One customer was looking for address book software.  I recommended she use
a database or spreadsheet program, but she said that was too complicated.  I
replied that we didn't have any commercial products as specialized as she was
looking for, but she might be able to go online and download a shareware
program.  She gathered I was recommending a specific program by the name of
"Shareware".  Oops.

-Ken

 ------------
Category 2,  Topic 9
Message 148        Tue Feb 25, 2003
KGAGNE [Ken]                 at 20:28 PDT

A customer inadvertently gave me a chuckle yesterday:

Customer: "Do you have Master of Orion III?"
Ken: "No, it doesn't come out until Wednesday."
Customer: <to friends> "Come on, guys, let's try another store."

I inadvertently gave a customer a chuckle yesterday:

Customer: "Why is 'The Getaway' rated 'M' for Mature?"
Ken: "For violence, blood, alcohol and drug use, and sexual content."
Customer: "How strong is the sexual content?"
Ken: "I haven't gotten that far yet."

 ------------
Category 2,  Topic 9
Message 149        Thu Feb 27, 2003
SYNDICOMM [Sheppy]           at 21:50 PDT

>>>Ken: "I haven't gotten that far yet."

Hehehe :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 150        Fri Mar 07, 2003
KGAGNE [Ken]                 at 13:39 PDT

I'll never cease to be amazed by customers who ask if there's a Mario game for
the PlayStation.  How do they think this industry works?

Yes, I realize Sonic the Hedgehog now appears on Nintendo systems, and I
would've scoffed at any consumer who five years ago would've asked for such a
beast.  But I don't think it's a great demand, either then or now, that
consumers have some working knowledge of the industry they're supporting.

-Ken

 ------------
Category 2,  Topic 9
Message 151        Sun Mar 09, 2003
KGAGNE [Ken]                 at 17:30 PDT

I had a most stunning and insulting customer the other day.

A businessman, apparently on lunch break, came into the store and had
questions about the PlayStation 2 network adaptor.  I asked him if he had
broadband.

"DUH!  Of course I do!"

I confusedly apologized for asking an apparently dumb question.  He explained
himself: "Come on, look at me.  I wear a tie.  I think I can afford broadband."

I was nearly struck dumb.

 ------------
Category 2,  Topic 9
Message 152        Mon Mar 10, 2003
SYNDICOMM [Sheppy]           at 09:52 PDT

>>>I confusedly apologized for asking an apparently dumb question.  He
explained himself: "Come on, look at me.  I wear a tie.  I think I can afford
broadband."

Sounds to me like he should be more worried about sounding too stupid to know
how to pick up a phone and order it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 153        Thu May 01, 2003
KGAGNE [Ken]                 at 15:28 PDT

Things at my store have not been going well.  A high amount of shrink (lost or
stolen goods) prompted the employee privilege of borrowing games to be
revoked.  Also, neither I nor any of my coworkers were consistently meeting
quota on certain items we had to sell.  Our store manager, who'd been with the
company for five years, was fired, and anyone else not meeting quota was
likely to go next.

Today, I submitted to the new manager my two-week notice.  When I return from
E3, I will no longer be working in retail.

Big whoop. :)

-Ken

 ------------
Category 2,  Topic 9
Message 154        Thu May 01, 2003
SYNDICOMM [Sheppy]           at 16:40 PDT

>>>Today, I submitted to the new manager my two-week notice.  When I return
from E3, I will no longer be working in retail.

Well, any plans for what to do aver E3?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 9
Message 155        Thu May 01, 2003
A2.DAIN [Dain]               at 18:56 PDT


Quotas are a horrible idea for sales people.  That's all we need are a bunch of
sales people breathing down our neck.  I wonder how they expect the new people
to meet those same quotas.

I hope you have fun at E3.  I'll be there in spirit:)


Dain
 ------------
Category 2,  Topic 9
Message 156        Thu May 01, 2003
KGAGNE [Ken]                 at 19:14 PDT

Sheppy,

> Well, any plans for what to do aver E3?

Aver?  Do you mean over or after?  If after, then nothing firm.  I've been in
and out of retail for the last seven years, and am a bit tired of it. :)  I
have my day job still, which is my main source of income.

-Ken

 ------------
Category 2,  Topic 9
Message 157        Thu May 01, 2003
KGAGNE [Ken]                 at 19:15 PDT

Dain, I agree.  I quit my job as a talent scout partly due to its quota-driven
nature.  I also find I don't respond well to threats, such as the one handed
down a few weeks ago to my former manager: "Fire anyone who isn't meeting
quota."  Seeya.

-Ken

 ------------
Category 2,  Topic 9
Message 158        Sat May 03, 2003
A2.DAIN [Dain]               at 18:43 PDT


Selling and retaining customers is one thing...but heavy handed pushing on
people to buy will do nothing but drive customers off in the long run.  I think
salesmen need to be helpful, but the second they try to get pushy and sell me
something I don't want..then seeya.



Dain
 ------------
Category 2,  Topic 9
Message 159        Sat May 03, 2003
KGAGNE [Ken]                 at 20:43 PDT

Dain, it's especially difficult to sell a product to the same clientele over
and over.  We have many repeat customers, and I can sell them the same thing
only once.

Our store is extending a promotion by a few days, through the weekend - to
capitalize on Cinco de Mayo.  Uh, hello?  Is that a big holiday - especially
in the USA - especially one that drives video game sales? ;)

-Ken

 ------------
Category 2,  Topic 9
Message 160        Sun May 04, 2003
A2.DAIN [Dain]               at 11:57 PDT


I would buy from places like Gamestop more often if I didn't feel like I was
getting a major attitude from the workers there most of the time.  It's hard to
buy a Nintendo game without getting some kind of negative comment about it from
the counter guy near here.  It's like when I used to go into Circuit City to
look at the Macs (and maybe buy one) and you'd get this...why would you want to
buy that trash kind of talk from their PC experts.  Now if I ask, what are your
thoughts on this game system versus this one...I don't mind their comments, but
unsolicited comments about stuff that I am buying or am even interested in is
not a way to win over customers.

It drives them to places with no service...because none is preferable to bad.

Dain

 ------------
Category 2,  Topic 9
Message 161        Sun May 04, 2003
KGAGNE [Ken]                 at 14:06 PDT

Dain,

I'm a pro-GameCube employee who has to listen to a lot of Nintendo trash talk
from the customers.  Job'd be great if not for them. ;)

My store is extending a current promotion by a few days, through this coming
weekend - in order to capitalize on Cinco de Mayo.  Uh... Is that holiday even
noticed around here?  And what effect does it have on video game sales?

Goofy. :)

-Ken

 ------------
Category 2,  Topic 9
Message 162        Mon May 05, 2003
A2.DAIN [Dain]               at 15:18 PDT


Regardless of where the negative comments come from...I've never quite
understood, how your choice of gaming platform (or computer for that matter)
really makes all that much difference.  Just poking through some of the online
forums at some of these gaming sites reveals game console zealotry that is just
pointless.

It's like somehow someone owns something different than the norm..then they are
somehow some kind of freak.  I don't think people realize how bad the game
industry would be right now with no competition.

I'd love to buy every console...I just have to settle for one for now.  A.  My
wife most likely wouldn't understand...and B.  I already can't play all the
games I have for my cube.

Dain




 ------------
Category 2,  Topic 9
Message 163        Thu May 08, 2003
KGAGNE [Ken]                 at 17:58 PDT

Well, that stinks.  I was supposed to work the closing shift, but some
"manager-in-training" I'd never heard of called me from my store and told me
not to come in tonight.

That was to be my last shift.  So instead I had my last shift last week,
without even knowing it.

Not working this week also means my employee discounts expires two weeks
earlier than if I had worked.

Grr.

-Ken

 ------------
Category 2,  Topic 9
Message 165        Sun Aug 10, 2003
KGAGNE [Ken]                 at 19:04 PDT

GameStop has adjusted its return policy to match its competitors:
return/exchange on opened products for same item only.

That blows, IMHO.  I think their return policy is the only thing (other than
knowledgeable staff) that set them apart from bigger electronics stores, like
Best Buy, and which justified their higher mark-up.

-Ken

 ------------
Category 2,  Topic 9
Message 166        Mon Aug 11, 2003
A2.DAIN [Dain]               at 15:38 PDT

Replying to 'Ken' in Category 2 Topic 9:

> GameStop has adjusted its return policy to match its competitors:
> return/exchange on opened products for same item only.
>
> That blows, IMHO.  I think their return policy is the only thing
(other
> than knowledgeable staff) that set them apart from bigger electronics
> stores, like Best Buy, and which justified their higher mark-up.

They usually do have a much better selection of games.  You usually can
find older games at a Gamestop that you can't at Best Buy.  Especially
the smaller hyped titles.  For instance you could go to Best Buy right
now and not find Skies of Arcadia, but I bet you could at Gamestop.
It's also easier to pre-order there.  Price is usually a pretty large
factor for me though.  If their prices don't come down to match, then I
most likely won't buy the game unless I can't find it anywhere else.

Dain


 ------------
Category 2,  Topic 9
Message 167        Tue Feb 24, 2004
KGAGNE [Ken]                 at 10:39 PDT

I went to GameStop to renew my membership card yesterday.  Much to my
irritation, they would not let me renew my existing membership, because I did
not have my expired card with me.  I had the membership number, which they
could have simply typed into the computer, and I explained to them that I
hadn't lost the card, I simply didn't have it with me, but they still insisted
on issuing me a new one.

-Ken

 ------------
Category 2,  Topic 9
Message 168        Fri Apr 30, 2004
KGAGNE [Ken]                 at 14:57 PDT

OK, someone is definitely stealing material from my life:

http://www.ctrlaltdel-online.com/?t=archives&date=2003-02-25

 ------------
Category 2,  Topic 9
Message 169        Tue Aug 03, 2004
KGAGNE [Ken]                 at 07:48 PDT

One year when I was working as a clerk in a video game rental store, I took a
week off to attend E3.  That year's convention had an appearance by The Great
One, Wayne Gretzky.  I waited in line for over an hour to get his autograph.
Despite the publicity managers trying to keep the line moving, I politely
requested to Mr. Gretzky two autographs: one for me, "Dan"; the other for my
brother, "Shad".

When I got back home, I gave one of the autographs to my store's manager,
Shad.

A week later, I was promoted to assistant manager.

Go fig. :)

-Ken

 ------------
Category 2,  Topic 9
Message 170        Sat Nov 13, 2004
KGAGNE [Ken]                 at 07:30 PDT

I'm concerned about a kiosk I've seen established in several local malls this
holiday season.  They go under the name "Tesoro", though I can find no such
company on the Internet.  The kiosks sell video game controllers that connect
directly to the television and have several games pre-programmed into them,
similar to the Atari 2600 joysticks that became available two years ago.  But
these units are shaped like N64 controllers, and contain software such as
Elevator Action, Duck Hunt, Gyruss, and several others.

These products are obviously illegal bootlegs, yet they are being sold in
legitimate settings.  How can mall management allow such activity?  I wrote a
letter to my local mall but have received no response.

-Ken

 ------------
Category 2,  Topic 9
Message 171        Sat Feb 05, 2005
KGAGNE [Ken]                 at 06:11 PDT

I bought a small item at Radio Shack yesterday, then used the cash receipt
later in my mall shopping to take a note.  As I was writing on the receipt, I
noticed that they'd charged me $0.32 more than advertised.

I had no compunction in walking back in and remanding that money back.  I
think the manager was a bit annoyed - it's no less involved a process to
refund a few cents than several dollars - but maybe I taught him to pay
attention to details. :)

-Ken

 ------------
Category 2,  Topic 9
Message 172        Fri Apr 01, 2005
KGAGNE [Ken]                 at 05:35 PDT

I was walking into my local mall to visit GameStop yesterday when I stepped on
an empty cardboard box addressed to that store.  Since the box was nowhere
near the dumpster, it did not seem to have been accidentally discarded, so I
figured I'd return it.  The manager was able to use the tracking number to
determine the package to have contained PSP games that they were supposed to
have received, but did not, that day.  Oops.

-Ken

 ------------
Category 2,  Topic 9
Message 173        Tue Apr 19, 2005
KGAGNE [Ken]                 at 03:17 PDT

April 18, 2005 - Game retailer GameStop is in agreement to acquire formal
rival Electronics Boutique (better known as EB Games), according to an
announcement by both companies today. The companies estimate the value of the
transaction, including cash and stock, to be about $1.44 billion.

Story continues at <http://xbox.ign.com/articles/605/605091p1.html>

So much for anti-monopoly laws...

 ------------
Category 2,  Topic 9
Message 174        Tue Oct 18, 2005
KGAGNE [Ken]                 at 22:20 PDT

LOS ANGELES, California (Hollywood Reporter) -- The association of video game
retailers sued the state of California Monday to overturn a new law that
would bar minors from renting or buying "violent" games.

The Video Software Dealers Assn. filed the case in federal district court in
San Jose in a bid to have the law declared unconstitutional.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/10/18/video.game.suit.reut/index.html

 ------------
Category 2,  Topic 9
Message 175        Sun Nov 06, 2005
KGAGNE [Ken]                 at 10:01 PDT

I've been anxiously calling and visiting my local GameStop in the hopes of
finally procuring the oft-delayed Atari Flashback 2.0 console (as described in
Category 33, Topic 5).  It finally arrived on Friday, so I went on Saturday to
pick it up.

Apparently, whoever was responsible for receiving and distributing that day's
arrivals didn't realize the one Flashback console they'd received was
reserved, and so he'd put it on the store floor for sale.

Fortunately, no one had purchased it, as I would've had a hard time remaining
a calm and happy camper had they sold it after me waiting since August to pick
it up.

-Ken

 ------------
Category 2,  Topic 9
Message 176        Sat Apr 01, 2006
KGAGNE [Ken]                 at 05:38 PDT

WASHINGTON (AP) -- Unauthorized sales of video games deemed too mature for
children declined last year due to stronger enforcement efforts, the Federal
Trade Commission said Thursday.

An undercover investigation of 406 electronic and video games stores around
the nation found that 42 percent improperly sold games with mature content to
children 16 and younger who weren't accompanied by an adult.

That 2005 figure is a drop from 69 percent in 2003, the last time the survey
was done.

Story continues at
http://www.cnn.com/2006/TECH/fun.games/03/31/video.games.children.ap/index.html

 ------------
Category 2,  Topic 9
Message 177        Tue Oct 10, 2006
KGAGNE [Ken]                 at 16:18 PDT

It's a bit wordy, but there are some great tales from a retail manager at
this web site:

http://www.actsofgord.com/

 ------------
 ************
Topic 10        Thu Feb 28, 2002
KGAGNE                       at 20:12 PST
Sub: Meet the Press

Anecdotes from the electronic entertainment media.

 52 messages
 ************
 ------------
Category 2,  Topic 10
Message 1          Thu Feb 28, 2002
KGAGNE [Ken]                 at 20:15 PDT

Hello all,

As many of you know, I am a member of the press and interact with various
publishers and public relations forms in that capacity.  This business often
has some funny stories or interesting anecdotes, so I created this topic to
share them.

I will be following my mother's advice of not saying anything at all when I
don't have anything nice to say.  I would like to remain a video game
journalist, and do not see being critical of publishers as a way to advance my
career. :)

-Ken

 ------------
Category 2,  Topic 10
Message 2          Thu Feb 28, 2002
KGAGNE [Ken]                 at 20:15 PDT

Sega Sports (represented by the firm Access PR) is being rather creative with
their promotions lately.

First they sent me a pocket dictionary with the word "tweak" highlighted,
suggesting that's what the competition does with their games - make little
changes here and there year to year, whereas Sega presents a whole new game
with each edition.

Then they sent me a megaphone and a clip-on ear.  If I have any
recommendations for their games, I should give them a shout - they're all
ears.

Today's mail included a loaf of Sega bread, telling me that the competition's
games are stale; Sega Sports toasts other publishers.

I love Access. :)

-Ken

 ------------
Category 2,  Topic 10
Message 3          Thu Feb 28, 2002
SYNDICOMM [Sheppy]           at 23:28 PDT

>>>Today's mail included a loaf of Sega bread, telling me that the
competition's games are stale; Sega Sports toasts other publishers.

They're creative, at least. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 4          Fri Mar 01, 2002
KGAGNE [Ken]                 at 20:21 PDT

Speaking of Access, on page 181 of the March 2002 issue of Reader's Digest is
an article that includes a quote from David Karraker, VP of corporate
communications for Bluelight.com (Kmart's online presence).

Before moving to Bluelight.com, Mr. Karraker was a Sega account executive at
Access.

-Ken

 ------------
Category 2,  Topic 10
Message 5          Tue Mar 05, 2002
KGAGNE [Ken]                 at 17:54 PDT

Someone I met a few months ago recently learned I'm a "self-syndicated
newspaper columnist."  He asked me what I write about, and I told him
entertainment topics, like movies and video games.  "Oh, so you don't write
about issues," he said dismissively.  I told him no, I'm a columnist, not an
editorialist, but he went on to talk about all his favorite writers and his
political opinions, etc.

From this individual, his response was predictable and I wasn't offended, but
I was still mildly amused at how he declared electronic entertainment to not
fall under the broad topic of "issues".  I think I've covered a few issues in
my time. :)

Sadly, his school of thinking is probably prevalent among the many newspaper
editors I've tried to contact.

-Ken

 ------------
Category 2,  Topic 10
Message 6          Wed Mar 06, 2002
KGAGNE [Ken]                 at 22:41 PDT

I find that, of the companies from whom I receive review product, there are
three categories: those who send me everything they publish; those who send
me nothing I don't ask for; and those that send sporadic products.

There is a specific company that falls in that third category.  They have
never acknowledged my emails asking for specific upcoming titles, yet I have
always gotten the products I've requested.  I don't know if that's because I
asked for it, or if it was coming my way anyway.  Impossible to tell!

I remember trying to contact another company via email.  I'd never had press
relations with them and very much wanted to receive product from them.  None
of my emails were acknowledged to any degree.  Finally I called the guy on
the phone and he said "Oh yeah, I remember you.  Sure, you'll get this game,"
and I did.  I've been able to get whatever I wanted from them ever since.
Amazing what a single phone call can do.

-Ken

 ------------
Category 2,  Topic 10
Message 7          Thu Mar 07, 2002
A2.DAIN [Dain]               at 19:14 PDT


E-mail while one of the easiset ways to contact people is also one of the
easiest methods of communication to ignore.  It's not the best way to get in
the door anywhere.


Dain

 ------------
Category 2,  Topic 10
Message 8          Sun Mar 17, 2002
KGAGNE [Ken]                 at 16:35 PDT

I tend not to be too specific when relating stories of poor public relations,
but I have no qualms citing companies for excellent work.

Manning, Selvage & Lee, the PR firm responsible for Midway, has been
advertising the four-player GameCube game, Gauntlet Dark Legacy, with the
tagline "4-Play At Its Best".  My review copy of this game arrived last week,
along with - joy of joys - an actual Twister game!  The spinner board has the
Gauntlet logo and tagline in its center; I haven't unfolded the map to see if
it's been similarly modified.

Forget Gauntlet; next time my friends are over, we're playing Twister. :)

-Ken

 ------------
Category 2,  Topic 10
Message 9          Fri Jul 12, 2002
KGAGNE [Ken]                 at 08:22 PDT

In the Gamebits rating system, I consider a score of 8.0 or higher a "must
play", and 9.0 or higher a "must buy."  To see how accurate that was, I
compared the index of games I've reviewed.

Of the 47 games to which I've given scores of 9.0 or higher, only two do I not
now own: Banjo-Kazooie and Mario Party 3, both for Nintendo 64.  Each received
scores of 9.0.

In fact, of the 70 games that earned an 8.x, 15 do I not own, either.  So
those are pretty good games as well.

-Ken

 ------------
Category 2,  Topic 10
Message 10         Thu Aug 01, 2002
KGAGNE [Ken]                 at 16:52 PDT

I was out of town last week and informed my editor that I would not be
submitting a Gamebits review - that I'd be taking a week off.  I came home to
find he ran in my place instead a game review from a news service.  Though the
author's name was not mine, and it was clearly indicated "Ken Gagne is on
vacation and will return next week", I was surprised to see the column still
entitled "Gamebits".

I wasn't sure whether or not to be furious.  Gamebits is my column's name, and
I don't know what right the newspaper has to be using it for other writers'
material.  OTOH, it's nice to see the continuity of Gamebits, and that it
didn't wholly disappear for the week just because I was on vacation.

Thoughts?

-Ken

 ------------
Category 2,  Topic 10
Message 11         Thu Aug 01, 2002
SYNDICOMM [Sheppy]           at 17:57 PDT

>>>Thoughts?

Sounds to me like they think of your column as an asset with a bankable name.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 12         Fri Aug 02, 2002
KGAGNE [Ken]                 at 09:55 PDT

Sheppy,

> Sounds to me like they think of your column as an asset with a bankable name.

True... but I like for my name to be associated with the column's.  I felt a
bit promiscuous to have "Gamebits" indiscriminately applied to someone else's
work.

There's enough good points about it for me to not get upset.  I was interested
in hearing other people's perspectives, though.

-Ken

 ------------
Category 2,  Topic 10
Message 13         Thu Aug 08, 2002
KGAGNE [Ken]                 at 06:58 PDT

It's been a long while since I've received games from Acclaim or Namco, but
I've managed to get in touch with both their PR departments this month to
assure my copies of Turok Evolution (all systems) and Dead to Rights (Xbox
this month; GCN & PS2 in November).  Woo-hoo!

I'm also trying to get in touch with Electronic Arts to get a copy of Buffy
the Vampire Slayer (Xbox), and Universal Interactive to send them a tear sheet
of my Bruce Lee (Xbox) review.

-Ken

 ------------
Category 2,  Topic 10
Message 14         Thu Aug 08, 2002
A2.DAIN [Dain]               at 20:00 PDT


I guess you are going to do a huge blowout on Turok.  With a system account:)
Keep up the hustling with those game companies, and keep writing.

Dain
 ------------
Category 2,  Topic 10
Message 15         Fri Aug 09, 2002
KGAGNE [Ken]                 at 08:16 PDT

Dain,

I requested the GameCube edition of Turok (since it traditionally is a
Nintendo game).  I don't know if that's what I'll get, but I doubt it'll be
more than one.

Working at a game store makes it easy to forget to request review copies,
because I can always just borrow retail copies from work.  I prefer to have my
own, but it's more work to acquire them.

-Ken

 ------------
Category 2,  Topic 10
Message 16         Sun Aug 18, 2002
KGAGNE [Ken]                 at 07:46 PDT

The local tech college just signed up for a year of Gamebits, renewing their
contract from last year.  Unfortunately, they're the only college that's
expressed interest in running my material - probably because they're my alma
mater, and received Gamebits for free when I was a student.

They'll be getting 22 articles (five or six issues per seven-week term), from
this week through April.

This is what I love about syndication: it's 22 articles I'm writing for other
papers and my web site, anyway, so the increase in effort is minimal.

-Ken

 ------------
Category 2,  Topic 10
Message 17         Sun Aug 18, 2002
SYNDICOMM [Sheppy]           at 11:48 PDT

>>>This is what I love about syndication: it's 22 articles I'm writing for
other papers and my web site, anyway, so the increase in effort is minimal.

That's pretty good.  It'd be nice to have more, but it's a start.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 18         Sun Aug 18, 2002
KGAGNE [Ken]                 at 19:08 PDT

As I mentioned Gamebits was just picked up by a school paper.  I'd like to run
a contest or promotion in that paper before some school breaks, offering fans
and readers of Gamebits a free game.  Can anyone think of a fun way to do
this?

-Ken

 ------------
Category 2,  Topic 10
Message 19         Tue Aug 27, 2002
KGAGNE [Ken]                 at 12:54 PDT

September is going to be a fantastic month.  I have several reviews lined up;
almost all review copies should come through, save for Nintendo and possibly
Square:

Turok Evolution
        From Acclaim, a first-person shooter for all three next-gen systems.
        Multiple multi-player modes.  The first Turok to appear on a non-
        Nintendo system.

Kingdom Hearts
        A crossover RPG featuring Final Fantasy and Disney characters.
        By SquareSoft, for PS2.

Terminator: Dawn of Fate
        Based on next year's movie?  Set in the future during the War Against
        the Machines.  By Infogrames, for PS2 & Xbox.

Animal Crossing
        A Sims-type game for GameCube.  From Nintendo.

Castlevania: Harmony of Dissonance
        Game Boy Advance game from Konami.  Latest whip-slinging adventure.

Starfox Adventures
        Zelda-like adventure featuring Fox McCloud of Starfox game.

 ------------
Category 2,  Topic 10
Message 20         Tue Aug 27, 2002
KGAGNE [Ken]                 at 13:01 PDT

One of the most irksome things an editor can do with my column is to take my
pithy concluding statement and make it into the headline.  What the reader is
supposed to read LAST now becomes what he reads FIRST... and my conclusion
just looks dumb instead of clever.

I'd think editors got their job because they could be imaginative.  Then why
are they stealing my ideas for their headlines?

-Ken

 ------------
Category 2,  Topic 10
Message 21         Tue Oct 01, 2002
KGAGNE [Ken]                 at 19:29 PDT

I learned only recently that about a year ago, a publisher dropped the PR firm
they'd been using.  I've not received their product since the switch.

I emailed their in-house PR rep on Aug 26, and received a reply from one of
her associates this evening.  Apparently no history of press relations was
passed on, and they were not keen on requesting further details, as they
assumed I am a lowly webmaster seeking free games, and told me I should check
back in 9-12 months when they might have product with which to support me.

Print journalists receive higher priority, so I'll attempt to clarify the
matter.  I've already missed the opportunity to review what, by all accounts,
is a fantastic new release of theirs.

-Ken

 ------------
Category 2,  Topic 10
Message 22         Tue Oct 01, 2002
A2.DAIN [Dain]               at 21:32 PDT


Ken,
  Aren't you in print though.  I was thinking you were in at least one
newspaper.


Dain
 ------------
Category 2,  Topic 10
Message 23         Wed Oct 02, 2002
KGAGNE [Ken]                 at 09:30 PDT

Dain,

That's why I'm surprised that the PR woman I spoke with assumed I wrote for
only a website.  I've dealt with this publisher before, through another PR
firm, and they should know that I am foremost a print journalist.  The website
supplements what I write for newspapers.

I hope I can clear up this misunderstanding, and that my actual status will
matter.  I'd like to receive games from this publisher (again).

-Ken

 ------------
Category 2,  Topic 10
Message 24         Wed Oct 23, 2002
KGAGNE [Ken]                 at 19:50 PDT

I write one review each week, and each week I mail a copy of the printed
article to the publisher of the spotlighted game.  Rarely is this
acknowledged, but today I received an email:

"I received your package in the mail earlier this week with a clipping of
the review that you ran - thank you so much.  You don't know how difficult it
is to get press clippings from journalists nowadays."

I was surprised to hear my practice isn't commonplace, and gratified to hear
it was appreciated.  It was very considerate of the PR person to take the time
to send me an email.

-Ken

 ------------
Category 2,  Topic 10
Message 25         Fri Oct 25, 2002
SYNDICOMM [Sheppy]           at 15:37 PDT

>>>"I received your package in the mail earlier this week with a clipping of
the review that you ran - thank you so much.  You don't know how difficult it
is to get press clippings from journalists nowadays."

That is nice to get an email like that. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 26         Fri Dec 06, 2002
KGAGNE [Ken]                 at 19:02 PDT

One of the strangest - and perhaps funniest - Gamebits-related story I have
comes from Delphi.  The video games forum on that online service was dead,
and the sysop of the movies forum had asked me to post my reviews to his
site.  As a regular member there, I was happy to do so.

Each of my reviews was posted from my Delphi address, KEN_GAGNE, and ended
with the usual copyright notice, as I'm sure you've all seen before:

"This review is copyright (c) 1999 by Ken Gagne.  All rights reserved.
Not to be distributed in a modified form.  Original Publication: Sentinel &
Enterprise"

When one of TPTB (Delphi management, above the head of the sysop who
requested my reviews) saw a post with that notice, he removed it from public
view.  His reason?  The message's poster did not have permission from the
review's author be distributing copyrighted material.

The forum manager and I were dumbfounded.  Had I forgotten to give myself
permission to post my own reviews?  Or had I asked, and turned myself down?

Stunning.  I wonder if TPTB had pointy hair. :)

-Ken

 ------------
Category 2,  Topic 10
Message 27         Sat Dec 07, 2002
SYNDICOMM [Sheppy]           at 19:56 PDT

>>>The forum manager and I were dumbfounded.  Had I forgotten to give myself
permission to post my own reviews?  Or had I asked, and turned myself down?

ROTFL

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 28         Fri Jan 24, 2003
KGAGNE [Ken]                 at 20:26 PDT

Do a web search on the terms "Gamebits" and "Ken Gagne", and you'll find a
dozen links from random web sites to mine.  What's surprising is that all the
links reference two specific reviews on gamebits.net: Robotron 64 (published
12-Jan-98) and Star Wars: Jedi Power Battles (reviewed 05-Jun-00).  I never
would have submitted specific reviews to any web directory, and I don't know
why these two are popping up all over the place.  Strange.

Any ideas what prompted this?

-Ken

 ------------
Category 2,  Topic 10
Message 29         Sun Jan 26, 2003
SYNDICOMM [Sheppy]           at 20:12 PDT

>>>Any ideas what prompted this?

Were they particularly good reviews? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 30         Fri Jan 31, 2003
KGAGNE [Ken]                 at 12:14 PDT

Sheppy,

Neither were very favorable reviews, and I don't remember them as being
extraordinary examples of Gamebits' high quality of writing (though of course
every review is such :).  The review of Robotron 64 was the first gaming
review in which I ever used the personal pronoun "I", but other than that...

I never submitted these two particular articles to any search engines, so it
just seems odd that so many sites would focus on them.

-Ken

 ------------
Category 2,  Topic 10
Message 31         Wed Feb 26, 2003
KGAGNE [Ken]                 at 09:43 PDT

Everytime my grandmother introduces me to someone, she does so:

"This is my grandson, Kenny.  Do you get the Sentinel?  He writes a column
every Monday.  I read it every week and I never understand a word of it, but
his picture's there."

I don't know if she's trying to be funny, but everytime I hear this, I get
more and more depressed.  I have a degree in technical communications,
specializing in making technical subjects accessible to the general populace.
Does she realize she's calling me a failure?

Good thing she's just my grandma. <g>

-Ken

 ------------
Category 2,  Topic 10
Message 32         Wed Feb 26, 2003
A2.DAIN [Dain]               at 19:37 PDT


I currently have the pleasure of trying to make my mother understand computers
for the first time.  Things that I take for granted as being part of my and
almost everyone else's vocabulary are completely foreign to her.  When you
mention "window" referring to computers that complete confuses here.  The term
"desktop" confuses her even more.  I take for granted that these are part of
the very basic understanding of computers..and it just confuses her further.
She would rather they have come up with completely new terms instead of re
using terms and confusing things further.

That being said.  Be lucky your Grandma even tries to read your column.  My
grandma wouldn't even be that patient.:)  She might look at my picture though:)
Your article would never be read if you wrote it at an understanding level that
"everyone" on the planet would get.  You'd have bored them all to death in the
first paragraph.


Dain
 ------------
Category 2,  Topic 10
Message 33         Thu Feb 27, 2003
KGAGNE [Ken]                 at 04:11 PDT

Dain,

You're right that I do have to assume some basic knowledge in all my columns.
For example, in every column I never use the acronym "RPG" without spelling it
out first, but I will never take the time to explain what a "boss" is.  I've
often had my reviews checked over before submission, and many friends have
asked me what a "boss" is, but it's much too ingrained in a gamers' vocabulary
for me to attempt to extract it.  They should just be glad I'm not referring
to "minibosses". :)

-Ken

 ------------
Category 2,  Topic 10
Message 36         Sun Mar 02, 2003
LUMITECH [Jeff]              at 18:31 PDT

Marker post...
 ------------
Category 2,  Topic 10
Message 37         Sat Mar 22, 2003
KGAGNE [Ken]                 at 16:36 PDT

I'm using a new layout at the top of Gamebits.net's front page to list the
most recent reviews posted to the site.  It's more similar to the layout used
elsewhere on the site, and is easier to read, IMHO.

I had originally made the change so that I could list all the systems for
which a game was available.  For example, previously I would list Elder
Scrolls III as being only for Xbox, since that is the version reviewed on
Gamebits.net, but now I could list it as being for both Xbox and Windows.
Adding that much detail caused the third column to word-wrap, though, and
created a very disjointed and nonuniform appearance in the table...

End result, the new layout presents exactly the same information as the old
one - only more neatly.

-Ken

 ------------
Category 2,  Topic 10
Message 38         Mon Mar 24, 2003
KGAGNE [Ken]                 at 17:37 PDT

If anyone has any other thoughts or suggestions for gamebits.net, I'm all ears.
:)

-Ken

 ------------
Category 2,  Topic 10
Message 39         Tue Apr 01, 2003
KGAGNE [Ken]                 at 18:03 PDT

CNN.com reviews the PC version of Splinter Cell:

http://www.cnn.com/2003/TECH/fun.games/04/01/splinter.cell.ap/index.html

 ------------
Category 2,  Topic 10
Message 40         Tue Apr 08, 2003
KGAGNE [Ken]                 at 17:07 PDT

I just had the best laugh I've had since... well, Sunday.

I was at my alma mater today, picking up this week's issue of the school
paper, which had my review of the game "Batman: Dark Tomorrow".  The headline
the editor/paginator gave the article proclaims it a review of "Batman:
Tomorrow Dark".

I marched into the paper's office to ask who was responsible.  Two students
were there, neither of whom I knew.  They explained that Gamebits is a
syndicated column which they pay to publish, and they aren't allowed to edit
it.  If I want to yell at someone, it should be this "Ken Gagne", since he
writes the headlines, too.

I'm sure they didn't understand why my belligerence suddenly turned to
infinite mirth as I walked out of the office, doubled over in laughter. :)

-Ken

 ------------
Category 2,  Topic 10
Message 41         Wed Apr 09, 2003
SYNDICOMM [Sheppy]           at 17:59 PDT

>>>I'm sure they didn't understand why my belligerence suddenly turned to
infinite mirth as I walked out of the office, doubled over in laughter. :)

ROTFL :)


--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 2,  Topic 10
Message 42         Sun Apr 13, 2003
KGAGNE [Ken]                 at 08:00 PDT

One publication that carries Gamebits is the school paper of my alma mater.
Their next issue is the last for this academic year, and I'd like to offer
some sort of challenge or contest in which to give away some games to student
readers - a way of thanking them for the past year, and to give them something
to do over the summer.

Any idea how to go about doing this?  Should it be a contest aimed at past
readers: "Name three games Gamebits has reviewed this year" or "Name two
sequels that Gamebits reviewed"; a video game trivia challenge, like "What was
Capcom's first NES game"; or something else entirely?

Thoughts?

-Ken

 ------------
Category 2,  Topic 10
Message 43         Thu May 29, 2003
KGAGNE [Ken]                 at 20:51 PDT

Oops.

A newsletter editor asked me for a "cover shot" of the game I'm reviewing for
his next issue.  So I sent him a JPEG of the game's box art.

What he wanted was a shot from within the game, for use on the cover of the
newsletter.  Hence, "cover shot".

Close enough. :)

-Ken

 ------------
Category 2,  Topic 10
Message 44         Tue Jul 01, 2003
KGAGNE [Ken]                 at 15:14 PDT

I got an email from THQ informing me that the E3 demo video of their new game,
Full Spectrum Warrior, can now be downloaded from their FTP site.

Great.  Only one downside: it's 1,906,783,420 bytes long.

Sheesh.

 ------------
Category 2,  Topic 10
Message 45         Sun Aug 17, 2003
KGAGNE [Ken]                 at 09:06 PDT

Sheesh - that darn Robotron review (see msgs 28-30) is linked to so often,
that doing a Google search on "Gamebits" leads to that page before it does the
site's main page!

Doing a search on "Gamebits" and "Ken Gagne" produces 391 hits; remove
"Robotron" hits from that, and there are only 21 hits.

I think it's because a link to Robotron was added to Google's directory of
video game links:

http://directory.google.com/Top/Games/Video_Games/Action/Robotron_64/

Many other directories mirror Google's links.  I should probably see what
other games they provide links for, and start adding Gamebits to those
listings as well - especially now that I've removed all email addresses from
Gamebits.net, and will not notice an increase in spam as a result of website
traffic.

-Ken

 ------------
Category 2,  Topic 10
Message 46         Thu Aug 28, 2003
KGAGNE [Ken]                 at 19:43 PDT

Here's an interview the video game journalist for Playboy and CNN.com:

http://www.gignews.com/goddess_saltzman1001.htm

 ------------
Category 2,  Topic 10
Message 47         Thu Feb 19, 2004
KGAGNE [Ken]                 at 13:07 PDT

I still don't get it.  This article talks about the new James Bond video game:

http://www.cnn.com/2004/TECH/02/18/hln.game.everything.nothing/index.html

There's so much more they could've written, especially with the resources
available to them.  A gaming magazine would've done an entire feature.  Why
does CNN.com continue to produce such fluff?

 ------------
Category 2,  Topic 10
Message 48         Thu Feb 19, 2004
A2.DAIN [Dain]               at 19:11 PDT


I read the article....and I've learned that the author of the article would
rather blow up everything in the room than sneak through.

I wonder who writes their gaming articles.  Surely not a dedicated staffer.

Dain
 ------------
Category 2,  Topic 10
Message 49         Thu May 27, 2004
KGAGNE [Ken]                 at 21:04 PDT

It seems that the press will be affecting the quality of future games: Warner
Bros. will pay royalties based on the scores the games earn:

http://www.hollywoodreporter.com/thr/columns/tech_reporter_display.jsp?vnu_cont
ent_id=1000517289

 ------------
Category 2,  Topic 10
Message 50         Tue Oct 12, 2004
KGAGNE [Ken]                 at 15:09 PDT

I received via email a press release from a well-known publisher today.  They
forgot to BCC the 443 other blokes who received it.

Nobody better "Reply to All", or I'll never hear the end of it.

-Ken

 ------------
Category 2,  Topic 10
Message 51         Fri Sep 22, 2006
KGAGNE [Ken]                 at 14:27 PDT

Do game reviews even matter?

http://www.next-gen.biz/index.php?option=com_content&task=view&id=3837&Itemid=2

 ------------
Category 2,  Topic 10
Message 52         Fri Oct 20, 2006
KGAGNE [Ken]                 at 14:08 PDT

Here's a look at what it takes to become a games journalist:

http://www.gamecareerguide.com/features/295/so_you_want_to_be_a_games_.php

 ------------
Category  3 Free Trade Zone
 ************
Topic 1   CLOSED Thu May 10, 2001
KGAGNE                       at 08:21 PST
Sub: Guidelines For Posting

Welcome to the Gamebits Community's Free Trade Zone.  Please take the time to
read through the guidelines before you post anything.  Thanks.

 1 message
 ************
 ------------
Category 3,  Topic 1
Message 1          Thu May 10, 2001
KGAGNE                       at 08:24 PDT

As mentioned in the category description, all transactions conducted in
Gamebits must not comprise illegal products.  Backup copies of games, pirated
games, ROMs, "warez," or anything of the sort will not be tolerated.

Details of transactions, including shipping addresses, should be conducted via
private email.

Please be courteous and remember to post a follow-up message once a
transaction is completed, so other members will know that an item is no longer
wanted/for sale/etc.

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 08:25 PST
Sub: General Discussion on Buying & Selling

Have something to say about the video game hardware and software market?  Here
is the place.  Shopper tips and deals can also be posted here.

 24 messages
 ************
 ------------
Category 3,  Topic 2
Message 1          Mon May 14, 2001
SYNDICOMM                    at 14:52 PDT

Where are the best places to buy games online?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 2          Mon May 14, 2001
KGAGNE                       at 15:39 PDT

There are plenty of online stores at which to buy video games, including the
WWW versions of stores such as Electronics Boutique (ebworld.com), Software
Etc. (gamestop.com), and Toys R Us (tru.com), as well as places like
Amazon.com.  Some of the best deals are at smaller, non-corporate stores,
though, which are also the best (and often the only) places to buy imported
(Japanese) games and systems.  Here are some such places:

Tronix Web
http://www.tronixweb.com
Tronix is one of the premiere online game stores, and also carries a variety
of import products.  The owner, Joe Cataudella, is a former CompuServe video
games forum sysop, and is co-author of the book "Creating Stores on the Web,
Second Edition" (ISBN 0201700050).

National Console Support, Inc.
http://www.ncsx.com
Another good source for import games, but I haven't used them.

The above two stores carry a variety of new and import products.  The next two
deal primarily in older, used (pre-played) software.

Emerald Isle Games
http://emeraldislegames.com
I haven't had any experience with them, except about 6+ years ago when they
massively drove up the price of a rare NES game I wanted in a pre-eBay
auction. <g>

Video Game Liquidators
http://www.vglq.com
I bought one of their games off eBay.  No complaints.

-Ken

 ------------
Category 3,  Topic 2
Message 8          Sat Jun 30, 2001
KGAGNE [Ken]                 at 08:23 PDT

Has anyone here ever bought a used CD-ROM game?  Have any trouble getting it
to run with fingerprints, scratches, etc.?

Having worked in various video game stores, I've seen the worst possible
conditions in which games can be made available.  I've had no trouble with
used cartridge games (most of my NES library is comprised of such), but I
haven't tried my luck with CD games.

-Ken

 ------------
Category 3,  Topic 2
Message 9          Sat Jun 30, 2001
SYNDICOMM [Sheppy]           at 09:54 PDT

>>>Has anyone here ever bought a used CD-ROM game?  Have any trouble getting
it to run with fingerprints, scratches, etc.?

I don't buy used stuff often, especially not stuff as easy to damage as
CD-ROMs.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 10         Sun Oct 21, 2001
SYNDICOMM [Sheppy]           at 09:54 PDT

I've won a $10 discount on any EA title through the milk CyberLoot promotion.
EA doesn't do Mac titles (what few they have get published through third
parties), and their platform games seem to mostly be sports games, which I'm
not into, so if anyone wants this discount, email me for the discount code and
info on how to claim it.  First come, first served. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 11         Sun Oct 21, 2001
KGAGNE [Ken]                 at 12:06 PDT

That's generous of you, Sheppy.  Thanks.

I tried to get a list of EA games from their web site, but they require you
create an ea.com account just to access the main page.  Sheesh!  Try this URL
instead:

http://www.gamefaqs.com/features/company/21.html

EA is releasing the Harry Potter video games next month.

-Ken

 ------------
Category 3,  Topic 2
Message 12         Wed Oct 24, 2001
SYNDICOMM [Sheppy]           at 10:54 PDT

Nobody wants this $10 discount on EA games?  Nobody's emailed me to claim it
yet. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 13         Mon Nov 05, 2001
SYNDICOMM [Sheppy]           at 22:52 PDT

I now have *two* $10 discounts on EA games that I'm willing to give to anyone
that wants them, first come first served.  Just send me email and you can have
one. :)

I also have a pair of tickets to see "Star Trek: The Experience" at the Las
Vegas Hilton free of charge.  I'll give those tickets to the first comer as
well.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 14         Sun May 18, 2003
KGAGNE [Ken]                 at 16:34 PDT

I've been given a $15 gift card to the Electronic Arts online store which I do
not want.  Any takers?

 ------------
Category 3,  Topic 2
Message 15         Mon May 19, 2003
SYNDICOMM [Sheppy]           at 10:10 PDT

I'll take it... :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 16         Mon May 19, 2003
KGAGNE [Ken]                 at 12:50 PDT

It expires the end of this month, so I hope you'll use it! :)  I'm giving it
away because I don't want it to go to waste.

I'll email you the coupon code, Sheppy.

-Ken

 ------------
Category 3,  Topic 2
Message 17         Tue May 20, 2003
SYNDICOMM [Sheppy]           at 17:18 PDT

Turns out the EA store isn't selling anything for any platforms I actually own
and that I want.  I did find a game for the PSone I'd like to have, but it was
too cheap to use the coupon.  Hope you can find someone else to use the
coupon, Ken. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 3,  Topic 2
Message 18         Wed May 21, 2003
A2.DAIN [Dain]               at 09:52 PDT


I used an electoronic arts coupon to buy Tiger Woods 2003 for 4.95.  It was
$20.00 and $15.00 off.  Great deal since the game is actually really good.

Dain

 ------------
Category 3,  Topic 2
Message 19         Tue Oct 14, 2003
KGAGNE [Ken]                 at 16:05 PDT

Some sales at Toys R Us:

From Oct 19th to the 25th, buy two GameCube games, get a third free one of
equal or lesser value.

From Oct 26th to Nov 1st, buy two PS2 or Xbox games, get a third free one of
equal or lesser value.

 ------------
Category 3,  Topic 2
Message 20         Thu Nov 06, 2003
KGAGNE [Ken]                 at 13:44 PDT

Several $5 coupons for recent releases can be found here:

http://getintothegame.com/bonus_level/index.aspx

 ------------
Category 3,  Topic 2
Message 21         Fri Nov 28, 2003
KGAGNE [Ken]                 at 06:34 PDT

Wal-Mart is selling the Nintendo GameCube w/Zelda bonus disc for $79 from 6 AM
to 11 AM today (Black Friday).

 ------------
Category 3,  Topic 2
Message 22         Tue Nov 15, 2005
KGAGNE [Ken]                 at 13:28 PDT

Read the games that made CNN.com's Games of the Year holiday roundup:

http://money.cnn.com/2005/11/11/commentary/game_over/techgift_game_buying_guide
/index.htm
http://money.cnn.com/popups/2005/specials/game_guide/frameset.1.exclude.html

 ------------
Category 3,  Topic 2
Message 23         Sat Jan 14, 2006
SYNDICOMM [Sheppy]           at 05:27 PDT

I have a $450 GameStop gift card that I have no real use for.  I'm considering
selling it for $400 if anyone would be interested.  Basically, it'd get you $50
worth of free stuff at GameStop with a $400 purchase. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 3,  Topic 2
Message 24         Thu Nov 16, 2006
KGAGNE [Ken]                 at 12:28 PDT

Even eBay is curtailing online sales of PS3 and Wii:

http://www.cnn.com/2006/TECH/fun.games/11/15/gameconsoles.ebay.ap/index.html

 ------------
 ************
Topic 3         Thu May 10, 2001
KGAGNE                       at 08:27 PST
Sub: Vendor Database

Here are some places that buy and/or sell video game hardware and software.

 2 messages
 ************
 ------------
Category 3,  Topic 3  [MOVED]
Message 1          Mon May 14, 2001
KGAGNE                       at 15:39 PDT

There are plenty of online stores at which to buy video games, including the
WWW versions of stores such as Electronics Boutique (ebworld.com), Software
Etc. (gamestop.com), and Toys R Us (tru.com), as well as places like
Amazon.com.  Some of the best deals are at smaller, non-corporate stores,
though, which are also the best (and often the only) places to buy imported
(Japanese) games and systems.  Here are some such places:

Tronix Web
http://www.tronixweb.com
Tronix is one of the premiere online game stores, and also carries a variety
of import products.  The owner, Joe Cataudella, is a former CompuServe video
games forum sysop, and is co-author of the book "Creating Stores on the Web,
Second Edition" (ISBN 0201700050).

National Console Support, Inc.
http://www.ncsx.com
Another good source for import games, but I haven't used them.

The above two stores carry a variety of new and import products.  The next two
deal primarily in older, used (pre-played) software.

Emerald Isle Games
http://emeraldislegames.com
I haven't had any experience with them, except about 6+ years ago when they
massively drove up the price of a rare NES game I wanted in a pre-eBay
auction. <g>

Video Game Liquidators
http://www.vglq.com
I bought one of their games off eBay.  No complaints.

-Ken

 ------------
Category 3,  Topic 3
Message 2          Tue Sep 30, 2003
KGAGNE [Ken]                 at 11:37 PDT

AIMED AT GAME PLAYERS LOOKING FOR CONVENIENCE AND VALUE, GAMERANG LAUNCHES
NEW ONLINE VIDEO GAME RENTAL OPERATION

Gamerang.com Provides Busy Consumers With
The Games They Want, Delivered Quickly, for a Great Price

Costa Mesa, Ca., (September 30, 2003) - New online video game rental company,
Gamerang, officially announced today its entrance into the interactive
entertainment market. Led by software and games industry veterans, Gamerang
is looking to provide consumers with a superior solution for their video game
rental needs. Located at www.gamerang.com, the company offers thousands of
video games for rental, from the top new releases found on all the next
generation game console platforms, to vintage classics.

"As a parent of four girls and a gamer myself, I was constantly frustrated
with our video game rental options," said Greg Gentling, co-founder of
Gamerang. "Our family could never find the games we wanted to rent at retail
outlets, online rental options were nearly non-existent, and buying all the
games my family desired just wasn't cost effective. Because we understood
this need and because we love games, we started Gamerang."

Gamerang offers tremendous value to consumers by providing the games they
want delivered quickly, with multi-tiered pricing that is ideal for
individuals and families alike. A single monthly membership is $14.95 and
lets members rent as many games as they want each month, provided members
check out the games one at a time. A double monthly membership is $19.95 and
lets members check out two games at once. For gamers or families of gamers
who want to enjoy more than two games at once, each additional membership is
$7.95 per month. There are no other online video game rental services that
allow members to rent more than two video games at a time. There are no late
fees and Gamerang also offers a free 10-day trial of the service.

"In order for Gamerang to be successful in this competitive marketplace, we
have to provide superior customer service," adds Gentling. "We have built a
system that saves time and maximizes convenience so kids, teens, and adults
don't have to spend time searching all over for the games they want to play
when they could be playing them. Our quick delivery of games separates us
from the rest of the market. We also know that in order to grow, we need to
continue developing a base of highly satisfied customers who encourage their
friends to become Gamerang members." To that end, Gamerang offers a $5 bounty
for each new Gamerang member that an existing member signs up (provided the
new member remains a member for a minimum of three months time).

Rental requests are processed within 24 hours and consumers can expect to
receive their games within one to three days, in a prepaid mailer. Gamerang
also offers free shipping and free return postage on rented games via an
enclosed, postage pre-paid envelope.

Members are encouraged to create a video game rental "Choice List" found in
their online Gamerang account. As soon as they return a game, the next game
on their Choice List is sent out. Members can even pre-order a
yet-to-be-released game and expect to receive it one to three days from the
published street date. Gamerang also offers parents a special parental
control feature, which allows parents to view and modify their children's
Choice Lists to restrict them from renting teen or mature-rated titles.

For more information about the company and service log onto: www.gamerang.com

 ------------
 ************
Topic 9         Thu May 10, 2001
KGAGNE                       at 08:36 PST
Sub: Sony

Sony gaming hardware for sale.  PlayStation, PlayStation 2, and peripherals.

 1 message
 ************
 ------------
Category 3,  Topic 9
Message 1          Mon Nov 28, 2005
KGAGNE [Ken]                 at 14:03 PDT

I am selling a PS2 with five games and two controllers on eBay:

http://cgi.ebay.com/ws/eBayISAPI.dll?ViewItem&item=8238280736

Any member of Syndicomm who wins this auction will receive 10% off their final
winning bid.

 ------------
 ************
Topic 21        Thu May 10, 2001
KGAGNE                       at 08:49 PST
Sub: Books & Periodicals

If you have back issues of a magazine or an out-of-print book for sale, post
here.

 1 message
 ************
 ------------
Category 3,  Topic 21
Message 1          Thu May 25, 2006
KGAGNE [Ken]                 at 10:45 PDT

Through the end of the month, I am selling a library of video game magazines
on eBay:

http://cgi.ebay.com/ws/eBayISAPI.dll?ViewItem&item=7035324204

Any member of the Syndicomm community who wins this auction will receive 10%
off the winning bid.

 ------------
 ************
Topic 27        Thu May 10, 2001
KGAGNE                       at 08:54 PST
Sub: Software

Looking for a game and don't see it for sale?  Post here.

 1 message
 ************
 ------------
Category 3,  Topic 27
Message 1          Fri May 18, 2001
KGAGNE                       at 20:15 PDT

I'm looking to purchase the following Nintendo (NES) games:

Adventure of Lolo 2
G.I. Joe
Gilligan's Island
Kickle Cubicle
Lode Runner
Pool of Radiance
SCAT (Special Cybernetic Attack Team)
Taboo the Sixth Sense

Email me with offers.  Thanks!

-Ken

 ------------
Category  4 Books, Magazines, & Strategy Guides
 ************
Topic 1         Sat May 12, 2001
KGAGNE                       at 13:13 PST
Sub: General Discussion

General discussion of gaming publications.

 15 messages
 ************
 ------------
Category 4,  Topic 1
Message 1          Tue Jul 03, 2001
A2.DAIN [Dain]               at 20:49 PDT

I was wondering if there are any print publications in gaming that are
"worth it" anymore.  I used to read EGM regularly, but haven't touched
in years.  I also used to read a Magazine called Die Hard Game Fan, but
that one was a bit devoid of facts many times.  It did have lots of
color pictures though.

Just curious.

I tend to get all my information online anymore for most things.

Dain


 ------------
Category 4,  Topic 1
Message 2          Wed Jul 04, 2001
KGAGNE [Ken]                 at 06:39 PDT

Dain,

I used to read GamePro, Game Players, and Nintendo Power, but let all my
subscriptions lapse as I spent more time online.

There are occasionally some exclusive items you can find only in print mags,
though - little news tidbits that you (or the web site) somehow missed online.
And it's much easier to wait for a delayed flight with a magazine in your lap.
:)

Next Generation and Game Informer both seem to be all right mags these days.

-Ken

 ------------
Category 4,  Topic 1
Message 3          Fri Oct 05, 2001
KGAGNE [Ken]                 at 12:09 PDT

When I worked video game retail, I encountered a variety of opinions on the
worth of strategy guides.  Some people bought one to accompany every game
purchase, explaining that they felt they couldn't experience the game fully
without the aid of a guide.  Others avoided such books at all costs,
considering them tantamount to cheating.

What's your opinion of strategy guides?  Do you use them or have opinions
about their use and people who use them?

-Ken

 ------------
Category 4,  Topic 1
Message 4          Fri Oct 05, 2001
A2.DAIN [Dain]               at 19:42 PDT

Strategy Guides.....
I try to avoid them at all costs.  When I finish a game, I may have a look at
one at the store to see what I might have missed(if I never plan on playing
the game again).

If a game is so difficult it requires a strategy guide then the designers
screwed up.

Dain

 ------------
Category 4,  Topic 1
Message 5          Fri Oct 05, 2001
KGAGNE [Ken]                 at 20:31 PDT

> If a game is so difficult it requires a strategy guide then the designers
> screwed up.

Or the player did.  There was one part in Zelda: Ocarina of Time that I could
NOT figure out.  Most people had no problem with it. :)

-Ken

 ------------
Category 4,  Topic 1
Message 6          Sat Oct 06, 2001
SYNDICOMM [Sheppy]           at 19:20 PDT

I'm not good enough at most games to play without help.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 4,  Topic 1
Message 8          Mon Oct 13, 2003
KGAGNE [Ken]                 at 07:47 PDT

Since new books come out more often than new lines of magazines, the topics in
this category have been moved to accommodate the growing number of video game
books.  Please update your message board index accordingly.  I apologize for
any confusion.

-Ken

 ------------
Category 4,  Topic 1
Message 9          Sun Mar 26, 2006
KGAGNE [Ken]                 at 06:09 PDT

Computer Games Magazine to Launch New MMO Publication

MASSIVE Magazine Will Be Devoted Exclusively to Massively Multiplayer Online
Games

Fort Lauderdale, Fla.--Mar. 16, 2006--Computer Games Magazine, published by
the media division of theglobe.com, today announced it will publish MASSIVE
Magazine, the first print publication dedicated solely to massively
multiplayer online (MMO) games. It will provide avid online gamers a new
source for the latest news, features, and previews.

The premiere issue will hit newsstands for a three-month run on September 19,
2006, and will start as a stand-alone quarterly publication by January 2007.
It will also include a free DVD packed with MMO demos and games.

"The MMO market is growing at a tremendous rate, with games like World of
WarCraft dominating the sales charts worldwide." said Jayson Dubin, Vice
President and Publisher of Computer Games Magazine. "As more people enter
online worlds and these worlds become a bigger part of their everyday lives,
we know it's the right time to publish this magazine. We are positioning
MASSIVE Magazine as the ultimate guide for MMO communities. We are not only
going to focus on the latest games but also the world of the MMO gamer."

MASSIVE Magazine will include in-depth features on the culture of MMOs,
focusing on players, guilds, communities, and their adventures both inside
and outside the games. The editorial staff of Computer Games Magazine will
produce the content keeping the same style and credibility expected among its
fiercely loyal readership. MASSIVE Magazine will be written with a
lighthearted and breezy editorial tone that will resonate with anyone
interested in MMOs and their place in the world of gaming.

"Since MASSIVE Magazine will be the first publication dedicated solely to MMO
games, we know it will be very well-received by the MMO gaming community,"
said Dubin. "We are confident this magazine will be a huge success."

MASSIVE Magazine will have an aggressive distribution plan and be available
along with Computer Games Magazine at all major retailers, including Barnes &
Noble and Books-A-Million. The magazine will also be distributed in a digital
version thru Zinio.com. For more information about MASSIVE Magazine, please
visit http://www.massive-magazine.com .

About theglobe.com
theglobe.com (OTCBB: TGLO - News) is a publicly traded Internet
communications company with three wholly-owned subsidiaries: Voiceglo,
Strategy Plus (Computer Games Magazine) and Chips & Bits. Voiceglo,
http://www.voiceglo.com, is a global, full-service Voice over Internet
Protocol (VoIP) company that provides communication services to millions of
customers worldwide via the Internet. Computer Games Magazine is a consumer
print publication for online games.
Computer Games Online, http://www.cgonline.com/, the online counterpart to
Computer Games Magazine, is a source of free computer games news and
information for the sophisticated gamer. Chips & Bits, Inc.,
http://www.chipsbits.com/, is a computer games distribution business. Game
Swap Zone, http://www.gameswapzone.com, offers the latest features in online
auctioning as well as new technology to provide gamers all the tools they
need to buy and sell their favorite games.

Safe Harbor
This press release includes forward-looking statements related to
theglobe.com, inc. that involve risks and uncertainties, including, but not
limited to, risks and uncertainties relating to integration of newly acquired
businesses and assets, product delivery, product launch dates, risks relating
to the Internet, development and protection of technology, the availability
of financing or other capital to fund its plans and operations, the
management of growth, market acceptance of our products, our ability to
compete successfully against established competitors with greater resources,
the uncertainty of future governmental regulation (particularly as it
pertains to the Internet), pending litigation and other risks. These
forward-looking statements are made in reliance on the "Safe Harbor"
provisions of the Private Securities Litigation Reform Act of 1995. For
further information about these and other factors that could affect
theglobe.com's future results and business plans, please see the Company's
filings with the Securities and Exchange Commission, including in particular
our Annual Report on Form 10-KSB for the year ended December 31, 2004 and our
quarterly report on Form 10-Q for the fiscal quarter ended September 30,
2005. Copies of these filings are available online at http://www.sec.gov.
Prospective investors are cautioned that forward-looking statements are not
guarantees of performance. Actual results may differ materially and adversely
from management expectations.

###

 ------------
Category 4,  Topic 1
Message 10         Mon Jul 10, 2006
KGAGNE [Ken]                 at 16:57 PDT

Here are five of the best video game magazines of all time.

http://etoychest.org/index.php?option=com_content&task=view&id=4854&Itemid=9999
9999

Four are out of print.

 ------------
Category 4,  Topic 1
Message 11         Sat Aug 05, 2006
KGAGNE [Ken]                 at 14:03 PDT

Anyone remember the "Worlds of Power" novelizations of 8-bit Nintendo games?
I do!  And I still have them all: Metal Gear, Castlevania, Wizards &
Warriors, Infiltrator, and Mega Man - I'm probably forgetting a few.

Read this insider's perspective on the genesis and success - or lack thereof
- of this series:

http://www.1up.com/do/feature?pager.offset=0&cId=3152540

 ------------
Category 4,  Topic 1
Message 12         Tue Aug 29, 2006
KGAGNE [Ken]                 at 06:52 PDT

Have strategy guides made games easier... or harder?

http://www.2old2play.com/modules.php?name=News&file=article&sid=473

 ------------
Category 4,  Topic 1
Message 13         Thu Oct 12, 2006
KGAGNE [Ken]                 at 16:08 PDT

Here are 50 books that everyone in the games industry should read:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=3962&Itemid=2

The twelve categories are:

Theory
Design Practice
Writing
Graphic Design
Music / Audio
Online Community
The History of Games
Sociology
People, Projects, and Businesses
Other Media and Useful Disciplines
Deep Background
Inspirations

 ------------
Category 4,  Topic 1
Message 14         Thu Oct 12, 2006
KGAGNE [Ken]                 at 16:22 PDT

I like the last page that recommends books that have influenced and inspired
video games:

The Lord of the Rings
The D&D Players' Handbook
Star Trek
The Hunt for Red OCtober
Watchmen
The Hero with a Thousand Faces
Hamlet on the Holodeck

 ------------
Category 4,  Topic 1
Message 15         Sat Nov 18, 2006
KGAGNE [Ken]                 at 12:51 PDT

Take a look at the varying subscription & sales numbers for various gaming
mags over the last three years:

http://www.gamesetwatch.com/2006/11/us_game_magazines_hows_the_cir.php

Here are the top 100 magazines of 2006:

http://www.magazine.org/circulation/circulation_trends_and_magazine_handbook/18
423.cfm

 ------------
 ************
Topic 6         Sat May 12, 2001
KGAGNE                       at 13:49 PST
Sub: Zap

Zap: The Rise and Fall of Atari.  By Scott Cohen.  ISBN 0070115435 (original
printing) and 0738868833 (Xlibris.com reprinting).

 1 message
 ************
 ------------
Category 4,  Topic 6
Message 1          Mon Dec 10, 2001
KGAGNE [Ken]                 at 08:39 PDT

I've read "Zap! The Rise and Fall of Atari" by Scott Cohen.  This book was
initially published in 1984, and has recently become available again through
Xlibris.com.

The first thing I noticed is that the second word in the book is misspelled.
It sets a trend for the rest of the book, which is an example in sloppy
typing.  Wrong punctuation and random italicization, hyphenation, and carriage
returns abound.  It's shameful.

What's worse is that the writing is only slightly better than the typing.
Cohen appears to be someone more at home with a single-button controller than
a complex keyboard, as his thoughts do not translate well to the written word.
He competes with Hemingway for shortest possible sentences, often repeating
himself.  Metaphors are made for the sake of metaphors, and pronouns are used
either inconsistently or not at all.

Unlike other video game history books, such as "Game Over" or "Phoenix",
"Zap!" has not been updated for its latest printing.  Everything is written
from the perspective of 1983, with guesses as to how Atari will do in the
future.  "They might be bought by IBM, or they could apply their holography
research to the next generation of video games."

After 116 pages, Cohen offers a one-page timeline of Atari's ups and downs.  I
recommend you skip directly to this last page, as its Cohen's most concise
writing and tells you all you wanted to know about Atari.

This book costs $20.99.

 ------------
 ************
Topic 8         Sat May 12, 2001
KGAGNE                       at 13:49 PST
Sub: Phoenix

Phoenix: The Fall and Rise of Video Games.  By Leonard Herman.  ISBN:
0964384825, 0964384884, and 096438485X (first, second, and third editions).

 4 messages
 ************
 ------------
Category 4,  Topic 8
Message 1          Tue Jun 26, 2001
KGAGNE [Ken]                 at 07:39 PDT

Good news!  This book, last published in early 1998, is receiving an updated,
third edition printing.  I don't know if it will be available in book stores,
but you can preorder it at the publisher's web page:

http://www.rolentapress.com/3rd_edition/new_book.htm

-Ken

 ------------
Category 4,  Topic 8
Message 2          Tue Jun 26, 2001
KGAGNE [Ken]                 at 12:39 PDT

Barnes & Noble lists a July 1st release for this book.

-Ken

 ------------
Category 4,  Topic 8
Message 3          Tue Aug 21, 2001
KGAGNE [Ken]                 at 07:29 PDT

My special order of the third edition of Phoenix finally arrived at Barnes &
Noble.  It's a large softcover book; the size makes it feel like a school
book.  Weird.

-Ken

 ------------
Category 4,  Topic 8
Message 4          Tue Aug 21, 2001
A2.RYAN                      at 23:54 PDT

> It's a large softcover book; the size makes it feel like a school
> book.

Aaaaaah!  Flashbacks!

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
 ************
Topic 11        Sat May 12, 2001
KGAGNE                       at 13:50 PST
Sub: Joystick Nation

Joystick Nation: How Videogames Ate Our Quarters, Won Our Hearts, and Rewired
Our Minds.  By J.C. Herz.  Hardcover - 228 pages (June 1997) by Little Brown &
Company; ISBN: 0316360074.

 1 message
 ************
 ------------
Category 4,  Topic 11
Message 1          Sun Jun 17, 2001
KGAGNE [Ken]                 at 08:25 PDT

I read Joystick Nation for my senior thesis.  Ms. Herz struck me as very - I
guess the word is "sassy."  She sees the industry and media very clearly and
says her mind just as clearly.  Not the kind of dry writing you'd get from
historians or social analysts.

Excellent book with a lot of interesting topics.

-Ken

 ------------
 ************
Topic 13        Sat May 12, 2001
KGAGNE                       at 13:50 PST
Sub: Stop Teaching Our Kids to Kill

Stop Teaching Our Kids to Kill: A Call to Action Against TV, Movie and Video
Game Violence.  By Lt. Col. David Grossman and Gloria Degaetano.  ISBN:
0609606131.

 1 message
 ************
 ------------
Category 4,  Topic 13
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 11:02 PDT

"Dylan Klebold and Eric Harris were literally obsessed with playing the video
game Doom... and they were very good at it. These boys... practiced for
hundreds and hundreds of hours, perfecting their craft. Therefore, it should
not be altogether surprising that their killing spree resembled something out
of... a typical Doom scenario."

- Lt. Colonel Dave Grossman,
 "Stop Teaching Our Kids to Kill"

 ------------
 ************
Topic 16        Sat May 12, 2001
KGAGNE                       at 13:51 PST
Sub: The First Quarter

The First Quarter: A 25-Year History of Video Games.  By Steven L. Kent.
Paperback - 466 pages (November 1, 2000) by BWD Press; ISBN: 0970475500.

 4 messages
 ************
 ------------
Category 4,  Topic 16
Message 1          Wed Jun 13, 2001
KGAGNE [Ken]                 at 22:18 PDT

Title        : The First Quarter: A 25-year History of Video Games
Author       : Steven L. Kent
Length       : 466 pages
MSRP         : $21.95
ISBN         : 097047550
Release date : Nov 1 2000
Publisher    : BWD Press
Review       : Ken Gagne

Video games have traveled a long and winding road, from being a fad more than
two decades ago, to today's industry that rivals Hollywood.

The First Quarter: A 25-year History of Video Games, by MSNBC writer Steven L.
Kent, is the latest book to detail the history of electronic entertainment.
This book is currently an exclusive to the online store Amazon.com.

Despite the title, The First Quarter is more than a 25-year history. Video
games have their history in pinball, which originated in 1927. Games as we
know them today were invented in the Sixties, in the forms of Space War and
Pong.

The book's early history of modern video games is likely to have the most
appeal. Today's generation of gamers scarcely, if at all, remember the market
crash of the early Eighties, when Mattel, Coleco, and Atari waged war. Kent's
history includes these events, and continues to as recently as the Japanese
launch of the PlayStation 2, in March 2000.

In researching this book, Kent conducted over 500 interviews, producing
material that's not going to waste. About two paragraphs per page are block
quotes from industry luminaries. These direct quotes show readers some of the
industry's most memorable moments from the perspective of the people who
created them, and provide interesting anecdotes. At the same time, Kent gets
away with writing only two-thirds of the book.

Unlike some video game books, the author doesn't inject much of his own voice
into this history, instead presenting it more as factual data. Hardcore gamers
will eat up these facts like Pac-Man gobbles power pills, but casual readers
will sometimes get bogged down in so much data.

The lack of voice contributes to Kent failing to present himself as very
knowledgeable about video games, or at least passionate about them. In
Joystick Nation, J.C. Herz discusses the various periods and issues of the
gaming industry with so much attitude, there's never any wonder that there's a
person behind all those words. She's a likely candidate to become a character
in Tekken. In The First Quarter, Kent is hidden in an impartial chronology..

This distancing isn't helped by any number of errors; Kent seems to have
forgone the editing process to get the book released for the holiday season.
Typos and other mistakes can be found on average once every four pages. Some
errors are as small as extraneous punctuations. More serious blunders confuse
names, such as referring to the graphics technique of "mitt-mapping" (it's
mip-mapping) or attributing a quote to "David Rosen, Founder of Nintendo"
(Rosen founded Sega). These errors are scheduled to be corrected in the book's
second printing.

The First Quarter falls just short of being an excellent resource by lacking
an index. Video games are an industry where names, places, and dates can recur
through the years, and one person can work for Sony, Sega, and Nintendo. A
reference is essential to, yet missing from, a book that attempts to cover
such a broad market.

There are several books that focus their chronology on more specific aspects
of the industry. David Sheff's Game Over: Press Start To Continue details
Nintendo's rise to power. Its added detail gives a better sense of atmosphere
and feel for the actors. Revolutionaries at Sony, by Reiji Asakura, is about
the making of the Sony PlayStation, and especially Ken Kutaragi, vice
president of Sony.

The First Quarter is an excellent record of the many steps, small and large,
video games have taken, especially in the last 25 years. There's so much
information that every reader is bound to learn something new. Other video
game books are more specific, detailed, and edited, but few encompass as much
as Kent's book.
_________________________________________________________________
This article is copyright (c) 2000 by Ken Gagne. All rights reserved. Not to
be distributed in a modified form.

Original Publication: Sentinel & Enterprise, 11-Dec-00

Other reviews, FAQs, etc. by Ken Gagne can be found at http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 4,  Topic 16
Message 2          Wed Jun 13, 2001
KGAGNE [Ken]                 at 22:25 PDT

Oops!  My review comments:

> These errors are scheduled to be corrected in the book's second printing.

This is in error, as according to the following email I received from the
author:

"Unfortunately, I have decided to allow The First Quarter to die. Sales
continue to be excellent, but between the cost of reprinting from scratch and
the increased costs of shipping due to the closure of Amazon.com's Seattle
warehouse, it no longer makes sense to reprint."

Some of the errors that will not be corrected are noted in an unofficial
Errata and Commentary web page:

http://www.cs.colostate.edu/~dzubera/kent.txt

-Ken

 ------------
Category 4,  Topic 16
Message 3          Thu Jun 14, 2001
A2.DAIN [Dain]               at 08:21 PDT

Replying to 'Ken' in Category 4 Topic 16:

> The First Quarter: A 25-year History of Video Games, by MSNBC writer
> Steven L.
> Kent,

Interesting enough, Steven Kent is a name that I have seen before
recently.  He has written a number of Pro Nintendo articles lately for
MS-NBC which really surprised me.  I wonder how long you get to keep
your job when you aren't promoting the company that pays you, but a
competitor instead?


Just a thought,
Dain


 ------------
Category 4,  Topic 16
Message 4          Tue Jun 26, 2001
KGAGNE [Ken]                 at 07:40 PDT

Steven Kent writes:

"Prima Publishing is re-releasing The First Quarter under the new and ghastly
title of 'The Ultimate History of Video Games.' Not exactly subtle, but it
gets the point across and it gets my book into stores."

An errata and commentary on the first edition of his book is available at
this URL:

http://www.gamebits.net/other/kent.txt

-Ken

 ------------
 ************
Topic 17        Sat May 12, 2001
KGAGNE                       at 13:52 PST
Sub: Arcade Fever

Arcade Fever: The Fan's Guide to The Golden Age of Video Games.  By John
Sellers, 1983's Donkey Kong champion.  Paperback - 160 pages (August 2001) by
Running Press.  ISBN 0762409371.

 2 messages
 ************
 ------------
Category 4,  Topic 17
Message 1          Thu Aug 30, 2001
KGAGNE [Ken]                 at 16:57 PDT

Arcade Fever was spotlighted in the August 2001 issue of Game Informer
magazine.  It appears to be a pictorial history of early arcade games.

More details at these URLs:

http://www.runningpress.com/bookstore/product.asp?sku=69

http://www.amazon.com/exec/obidos/ASIN/0762409371/qid=999215662/002-2835296-756
4837

 ------------
Category 4,  Topic 17
Message 2          Mon Sep 24, 2001
KGAGNE [Ken]                 at 12:33 PDT

Title     : Arcade Fever: The Fan's Guide to the Golden Age of Video Games
Author    : John Sellers
Length    : 160 pages
MSRP      : $18.95
ISBN      : 0762409371
Publisher : Running Press
Review by : Ken Gagne
Who ever said nostalgia isn't what it used to be?

Today's kids may not believe it, but there was an entire generation that grew
up in video game arcades. Modern gaming centers don't hold much to support
that truth, but for those who remember the draw of decades past, this book is
for you.

"Arcade Fever: The Golden Age of Video Games" is a chronology of the arcade
era that lasted from 1978 to 1985. It is written and compiled by John
Sellers, pop culture writer and Donkey Kong 1983 world champion.

Unlike other historical records, Sellers' book is not a report on the
industry itself; gamers can turn to other excellent chronicles such as "Game
Over", "The First Quarter", or the recently revised "Phoenix: The Fall and
Rise of Video Games" for that information.

No, "Arcade Fever" is a history not of the powers behind the medium, but of
the medium itself: the games that we saw, touched, played, and grew up with.
There are interviews with programmer Eugene Jarvis and Atari founder Nolan
Bushnell, among others, but primarily this book brings you back to the
arcades of twenty years ago.

Fifty classic games comprise this walk down memory lane, beginning with Pong
and Computer Space, the first coin-operated arcade games, and ending with
Punch-Out!! and Gauntlet. Other highlighted titles include Pac-Man, Dragon's
Lair, and TRON. Each entry includes Sellers' description of the game, as well
as pictures of gameplay and cabinet art, when possible. Sidebars describe
failed sequels and spin-offs, but there are no screen shots or other pictures
to envision the turkeys Sellers describes.

Arcade games did not exist in a vacuum, and neither does Sellers'
presentation of each game. Each year of games highlights what was also hot
that year in headlines, movies, TV, and sports. From the title to the
writing, Sellers invokes the era he describes, incorporating aspects of
popular culture such as quotes, brand names, and themes. He has a penchant to
overuse some words, such as "titular" and "arguably", but I'm willing to
chalk it up to the throes of arcade fever.

Sellers also writes from the perspective of someone firmly entrenched in the
present, who is nostalgic yet realistic. Fond memories do not cloud his
opinion that, looking back, some of these games did not deserve accolades. He
gives honor where due, but don't be shocked if the next comment slams a game,
or even some of the people who played it.

"Arcade Fever" is not wanting for material, but it devotes only four pages to
home consoles and such memorable games as Adventure, Pitfall!, and Lode
Runner. Though such games are not the focus of this book, I hope Sellers or
someone like him will take it upon himself to create a similar volume for
those memories created in dens and basements, not arcades.

"Arcade Fever" is not a reference or resource, but more so than any other
book, it is a look into the hearts and minds of a generation of gamers. It
helps us to understand not only the roots of the gaming industry, but the
people who ensured the pastime's place in American culture. It warrants a
place on the bookshelf of any gamer, young or old.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 17-Sep-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 18        Sat May 12, 2001
KGAGNE                       at 13:53 PST
Sub: Twin Galaxies

Twin Galaxies' Official Video Game & Pinball.  Walter Day, editor.
Published January 1998; ISBN 1887472258.

 1 message
 ************
 ------------
Category 4,  Topic 18
Message 1          Sun Feb 10, 2002
KGAGNE [Ken]                 at 14:46 PDT

This book is a source of high scores and records for almost any arcade game.
Not exactly light reading; intended more as a reference.

From Amazon.com:

"Walter Day is the world's only electronic games referee. He runs the Twin
Galaxies Intergalactic Scoreboard-the 'official scoreboard for the world of
video game and pinball playing.' As the founder of organized video game
playing, Day has judged contests and high scores submitted by arcades as far
away as South Africa, Australia, Ireland, and Japan."

I believe Mr. Day was interviewed in John Sellers' book "Arcade Fever".

-Ken

 ------------
 ************
Topic 20        Sat May 12, 2001
KGAGNE                       at 13:54 PST
Sub: Supercade

Supercade, by Van Burnham, Ralph H. Baer.  Published September 2001;
ISBN 0262024926.

 1 message
 ************
 ------------
Category 4,  Topic 20
Message 1          Sun Feb 10, 2002
KGAGNE [Ken]                 at 14:50 PDT

This hardcover book costs a whopping $50.  Ralph Baer, one of the authors, is
commonly referred to as "The Father of Video Games".

 ------------
 ************
Topic 21        Sat May 12, 2001
KGAGNE                       at 13:54 PST
Sub: Opening the Xbox

Opening the Xbox: Inside Microsoft's Plan to Unleash an Entertainment
Revolution.  By Dean Takahashi.  ISBN 0761537082.

 5 messages
 ************
 ------------
Category 4,  Topic 21
Message 1          Fri Apr 19, 2002
KGAGNE [Ken]                 at 19:05 PDT

Prima Publishing publishes this book on April 23.  370 pages of, uh, Microsoft
goodness. :)

 ------------
Category 4,  Topic 21
Message 2          Sun Apr 28, 2002
A2.DAIN [Dain]               at 19:37 PDT


There have been a few things written about this book already on the net.
Supposedly there is a story in there of Microsoft offering 25 Billion for
Nintendo, but Nintendo being more than solvent refused.

Not sure how true this is as I have yet to read this.

Dain
 ------------
Category 4,  Topic 21
Message 3          Mon Apr 29, 2002
KGAGNE [Ken]                 at 08:19 PDT

I'm supposed to be receiving a copy of this book in the mail.  I've started
reading the novelization of the new Star Wars movie, but will put it aside
should the Xbox book show up, as I hope to be reviewing it next month.

-Ken

 ------------
Category 4,  Topic 21
Message 4          Sun May 19, 2002
KGAGNE [Ken]                 at 12:45 PDT

Title        : Opening the Xbox
Author       : Dean Takahashi
Foreword by  : Seamus Blackley
Length       : 370 pages
MSRP         : $24.95
ISBN         : 0-7615-3708-2
Release date : Apr 23 2002
Publisher    : Prima Publishing
Review by    : Ken Gagne

With Microsoft having recently dropped the price of their Xbox video game
console from $299 to $199, many gamers are likely to be opening their wallets
to add a new system to their gaming arsenal.

In "Opening the Xbox: Inside Microsoft's Plan to Unleash an Entertainment
Revolution", author Dean Takahashi opens a different kind of box, revealing
for the first time many of the details behind the creation of Microsoft's
next-generation, 128-bit video game console.

As the title suggest, Takahashi occasionally plays with hyperbole. The Xbox
has not yet proven to be an entertainment revolution, suggesting that this
book may be a bit premature in detailing Microsoft's success story in the
console wars. But though the console's historical impact remains to be seen,
the significance of Microsoft's entry into the gaming industry cannot be
ignored.

Takahashi's look at the video game industry does not reach farther back than
most historical books perforce must; Microsoft is, after all, the newest
comer to the console market. "Opening the Xbox" starts in the late Nineties,
when the industry has already grown to gargantuan proportions. The industry
was founded by companies such as Atari and Activision with much smaller
teams, whereas by the time Microsoft entered the fray, their legions number
in the thousands. It is difficult to detail every person who influenced the
Xbox project, though Takahashi makes a valiant effort. Though this level of
detail makes for useful historical reference, it occasionally doubles as
heavy and confusing reading.

Humanizing the cast reminds us that they are not only technological wizards,
but people as well. Takahashi's approach to doing so is to introduce each
individual with a brief background - who his parents were, where he grew up -
and then follow up with the occasional narrative anecdote. Amid the
description of a business meeting, the reader may suddenly be informed of the
speaker's favorite color jellybean, or the location of his tattoo. These
details are a tad too specific, and their abrupt placement, jarring.

But the events in which these actors participate can be fascinating.
"Opening the Xbox" is as much about Microsoft as it is the Xbox. A gaming
company such as Nintendo does not have the same conspiracies and conflicts
about a new console that a non-gaming company like Microsoft does. Gamers,
unaware of the many internal struggles that brought the software giant into
the game hardware industry, can now read how likely it was that the Xbox plan
was squashed in favor of furthering WebTV development. More than the Xbox was
threatened by Microsoft's designs; a previously-unrevealed bid to acquire
Nintendo would've taken the GameCube off the shelves as well.

Ultimately, "Opening the Xbox" reads more like a book aimed at businessmen
and computer enthusiasts than at gamers. Nintendo and Atari are gaming
companies, whereas it seems impossible to talk about Microsoft, or even the
Xbox, without mentioning Windows. The Xbox has not been around long enough to
win the hearts of gamers, though people curious about the machinations that
allowed a software company to produce a game console, or readers looking for
a focused look on a specific part of the industry, will find much to like in
this book.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 20-May-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 4,  Topic 21
Message 5          Tue Dec 10, 2002
KGAGNE [Ken]                 at 15:54 PDT

"Opening the Xbox" book debuts in Asia

After launching this spring in the U.S., "Opening the Xbox: Inside
Microsoft's Plan to Unleash an Entertainment Revolution" is headed to Asia,
with translations slated for Japan, Korea and China.

A Japanese language translation debuted in Japan in November, published by
Softbank Publishing (http://books.softbank.co.jp/). The Japanese version
includes a new chapter on the Xbox in Japan and a new afterword that brings
the story up to date through the summer of 2002.

Other foreign publishers have picked up rights to publish translated versions
in China and South Korea.

The U.S. version hit stores in April and was published by Prima Publishing,
Roseville, California, a division of Random House. The book is still
available in bookstores and on book web sites like Amazon.com.

About the author: Dean Takahashi is a staff writer at the San Jose Mercury
News, covering hardware, chips and video games. He was formerly a writer at
the Red Herring magazine, where he wrote about video and computer games,
semiconductors and consumer electronics. He has been a business writer for
fourteen years, working previously at the Wall Street Journal, the San Jose
Mercury News, the Los Angeles Times, Orange County Register and the Dallas
Times Herald. He has appeared on CNN, CNBC, the BBC, TechNation and other
news outlets.

 ------------
 ************
Topic 22        Sat May 12, 2001
KGAGNE                       at 13:54 PST
Sub: 1000 Game Heroes

1000 Game Heroes, by David Choquet.  ISBN 3822816337.

 1 message
 ************
 ------------
Category 4,  Topic 22
Message 1          Fri Jan 31, 2003
KGAGNE [Ken]                 at 18:41 PDT

From the publisher's web site at
<http://www.taschen.com/pages/en/catalogue/books/digital/all/facts/03314.htm>:

"From cute, furry little rodents to gnarly, sword-wielding giants, video game
heroes are the stars of this new book which catalogs 1000 characters, from
the most famous to the most obscure, spanning the history of video games from
their very roots to the present day. Arranged by categories (Violent Heroes,
Sexy Heroes, Video Game Legends, etc.) and including three indexes (Name of
the Game, Hero's name, and Platform) the book is designed to be navigated
like an encyclopedia or simply flipped through. Each chapter's introduction
is written by a famous game creator and describes the working process
involved in creating the games and their heroes. For game aficionados, casual
or one-time gamers, and anyone who has ever had a sore thumb from punching
gamepad buttons, this book is not to be missed!"

This $40, 608-page, paperback coffee-table book comes in a single
English/French/German edition with an ISBN of 3822816337.  An
Italian/Spanish/Portuguese version will release in February 2003 under the
ISBN 3822823287.

 ------------
 ************
Topic 23        Mon Oct 13, 2003
KGAGNE                       at 07:02 PST
Sub: Lucky Wander Boy

Lucky Wander Boy.  By D.B. Weiss.  Paperback - 288 pages, February 25, 2003,
published by Plume; ISBN 0452283949.  See also: http://www.luckywanderboy.com

 3 messages
 ************
 ------------
Category 4,  Topic 23  [MOVED]
Message 1          Mon Jul 14, 2003
KGAGNE [Ken]                 at 19:07 PDT

A rather strange, futuristic novel about video game addiction includes plenty
of real-life video game references: "Lucky Wander Boy," released 2/25/03 for
$13 with an ISBN of 0452283949.

http://www.luckywanderboy.com/

 ------------
Category 4,  Topic 23
Message 3          Sat Oct 18, 2003
KGAGNE [Ken]                 at 14:02 PDT

Title     : Lucky Wander Boy
Author    : D.B. Weiss
Length    : 288 pages
MSRP      : $13.00
ISBN      : 0452283949
Released  : February 25, 2003
Publisher : Plume
Review by : Ken Gagne

We can play the games, study the chronologies, even hope for sequels. But the
birth of electronic entertainment resides only as a memory that can never be
solidified, any more than they can be recreated. So learns Adam Pennyman, the
protagonist of Lucky Wander Boy, a novel by D.B. Weiss.

Set in present times, Lucky Wander Boy is a tale of everyman Adam Pennyman;
despite (or perhaps because of) a rather strong affinity for classic video
games, Adam's character and history are mundane and identifiable to readers. A
down-on-his-luck, untalented young man, Adams sets to consume his spare time
with a catalog of the home and arcade games of his youth. He writes this
encyclopedia as more than just a collection of facts, but of fresh
dissertations and analyses on the meaning of said games. These essays are
founded in Adam's own youth, and his reminiscences resonate so clearly with
the first generation of gamers raised in the Eighties that one wonders to what
degree the book is autobiographical. We find ourselves considering the
futility of Frogger's quest, or the turning point that Double Dragon
represented in the evolution of the arcade game.

Later, these entries become more convoluted and self-inflated - like much of
academia, trying to justify itself with pretentious metaphors and impossible
importance. Finding commonalities between Mario and Jesus Christ is not beyond
Weiss' main character.

This change in focus is matched by a similar loss of coherency in the novel
itself. Adam becomes obsessed with a (fictional) game from his boyhood, the
titular Lucky Wander Boy, but stumbles across people and situations that put
him closer to finding the game and its creator.

The book is divided into three sections; as the story continues, it is more
obvious that the book's style and atmosphere parallel the three stages of
Lucky Wander Boy, becoming more abstract and deconstructing our main
character. Adam discovers that, though the arcade games of his boyhood may be
preserved, everything else that made his memories unique are gone, and that
the games are just things - singular elements of those overall experiences.
With the futility of his search for eternal youth comes irrational antics that
Adam calmly rationalizes, though his readers may be filled with disbelief.
Adult language and situations make this novel unsuitable for younger readers,
who would wonder what the fuss over some pre-Nintendo games is anyway.

Who is D.B. Weiss is to be writing a novel? The First Quarter was by Steven
Kent, electronic entertainment correspondent for MSNBC; even John Sellers was
a Donkey Kong world champ before writing Arcade Fever. Lucky Wander Boy is
Weiss' first novel, and is perhaps all that separates him (if anything does)
from the innumerable gamers to whom his book speaks.

Lucky Wander Boy has a captivating opening and middle, with plenty of
references only video gamers would get - such as an unexpectedly climatic
moment in which, akin to a Terminator movie, Adam finds himself where
everything fell apart years ago. Weiss' use of such obscure trivia is
masterful, though the history is explained to those not privy to the facts.
Ultimately, Weiss seems more concerned with taking a literary gambit of
abstractness - like Adam playing his video game, we are left us wandering a
strange environment, never really sure how the tale ends. That should not
deter interested readers from witnessing the combined memories of Weiss and
Pennyman, as much of it rings true.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 9-Sep-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
 ************
Topic 24        Mon Oct 13, 2003
KGAGNE                       at 07:02 PST
Sub: Blue Wizard Is About to Die

Blue Wizard Is About to Die: Prose, Poems, and Emoto-Versatronic Expressionist
Pieces About Video Games 1980-2003.  By Seth Fingers Flynn Barkan.  Paperback
- 150 pages, January 2004, by Rusty Immelman Press; ISBN 0974100005.

 3 messages
 ************
 ------------
Category 4,  Topic 24
Message 1          Mon Oct 13, 2003
KGAGNE [Ken]                 at 07:06 PDT

This book will be available through Biblio Distribution in the first month of
next year, but apparently can be purchased online now with no shipping costs.
See <http://www.twhi.org/bluewizard.htm> for more details.

 ------------
Category 4,  Topic 24
Message 2          Mon Oct 13, 2003
SYNDICOMM [Sheppy]           at 11:09 PDT

I like the title.  Very "Gauntlet." :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 4,  Topic 24
Message 3          Mon Oct 13, 2003
KGAGNE [Ken]                 at 15:12 PDT

I've called both Waldenbooks and Barnes & Noble, and both report this book as
having been released in May 2003 and unavailable.  The January 2004 release
date reported by Amazon.com is not reflected in physical retail outlets,
though I suspect it will be when that date rolls around.

For now, why not buy it without shipping costs online? (see message 1)

-Ken

 ------------
 ************
Topic 25        Mon Oct 13, 2003
KGAGNE                       at 07:02 PST
Sub: High Score!

High Score!: The Illustrated History of Electronic Games (2nd Edition).  By
Rusel Demaria and Johnny L. Wilson.  Paperback - 392 pages, December 2003, by
McGraw-Hill Osborne Media.  ISBN 0072231726.

 1 message
 ************
 ------------
Category 4,  Topic 25
Message 1          Wed Mar 03, 2004
KGAGNE [Ken]                 at 18:45 PDT

The original edition of this book was released in April of 2002 and has an
ISBN of 0072224282.

The second edition, besides being updates, expands to include UK and Japanese
games, and is 64 pages longer.

-Ken

 ------------
 ************
Topic 27        Mon Oct 13, 2003
KGAGNE                       at 07:02 PST
Sub: Masters of Doom

Masters of Doom: How Two Guys Created an Empire and Transformed Pop Culture.
By David Kushner.  Hardcover - 352 pages, May 2003, by Random House.  ISBN
0375505245 (hardcover), 0812972155 (paperback).

 1 message
 ************
 ------------
Category 4,  Topic 27
Message 1          Wed Apr 21, 2004
KGAGNE [Ken]                 at 18:58 PDT

The paperback edition of this book will be released on May 11th, 2004.

 ------------
 ************
Topic 28        Mon Oct 13, 2003
KGAGNE                       at 07:02 PST
Sub: Videogames: In the Beginning

Videogames: In the Beginning.  By Ralph Baer.  Paperback - 280 pages, April
2005, by Rolenta Press.  ISBN 0964384817.

 1 message
 ************
 ------------
Category 4,  Topic 28
Message 1          Fri Jul 01, 2005
KGAGNE [Ken]                 at 07:33 PDT

This book, by one of the fathers of video games, was published earlier this
year and has an official web site at this URL:

http://www.rolentapress.com/Products/Videogames%20-%20In%20The%20Beginning/Prev
iew.htm

 ------------
 ************
Topic 34        Sat May 12, 2001
KGAGNE                       at 13:56 PST
Sub: Game Informer

Game Informer.

 2 messages
 ************
 ------------
Category 4,  Topic 34
Message 1          Wed Apr 27, 2005
KGAGNE [Ken]                 at 17:33 PDT

I feel like a schmuck: when I worked at GameStop, I got leftover issues of
"Game Informer" for free.  I'd throw them out when I was done reading them.

Since when I terminated my employment, I have been a paying subscriber to this
magazine ($10/10 monthly issues).  And now that I'm paying for them, I keep
them when I'm done.

Same magazine.  Should be the same value.  But no...

-Ken

 ------------
Category 4,  Topic 34
Message 2          Sat May 07, 2005
KGAGNE [Ken]                 at 20:34 PDT

Hmm.  If the sign I read is correct, Game Informer is no longer $10 for 10
issues; subscriptions now cost $14.95 for 12 issues.

It continues to come with a membership card good for 10% off used products at
GameStop stores (get a $10 item for $9), but the card has now been extended to
include an additional 10% trade-in value on used items (sell back a $10 item
for $11).

-Ken

 ------------
 ************
Topic 39        Sat May 12, 2001
KGAGNE                       at 13:59 PST
Sub: Nintendo Power

Formerly the Nintendo Fun Club.

 5 messages
 ************
 ------------
Category 4,  Topic 39
Message 1          Thu Jun 14, 2001
KGAGNE [Ken]                 at 22:12 PDT

Anyone still have their Nintendo Fun Club newsletters?  This publication
lasted only a few issues, was short, and preceded the full, bimonthly Nintendo
Power.

When Nintendo Power went monthly, every other month was a strategy guide.
There was one for Final Fantasy, another for Ninja Gaiden... I think three or
four in total, before the regular NP mag went monthly.

-Ken

 ------------
Category 4,  Topic 39
Message 2          Fri Jun 15, 2001
A2.DAIN [Dain]               at 12:07 PDT

Replying to 'Ken' in Category 4 Topic 34:

> Anyone still have their Nintendo Fun Club newsletters?  This
> publication
> lasted only a few issues, was short, and preceded the full, bimonthly
> Nintendo
> Power.

The Nintendo Fun Club newsletter was a great little mag.  Back in the
day.  The first few issues reminded me of a fanzine with good production
values, but no real money behind it.  As the Nintendo Juggernaut grew,
The fun club magazine quickly went color and expanded its coverage.  It
soon became Nintendo Power, which at the time was quite a better
publication than it is now.  In fact the New Magazine Nintendo Power
Advance kind of  reminds me of the original Nintendo Power.


Dain


 ------------
Category 4,  Topic 39
Message 3          Fri Jun 15, 2001
KGAGNE [Ken]                 at 14:14 PDT

Dain,

I eventually let all my print subscriptions lapse in favor of online news,
which is more current.  But my final issues of Nintendo Power had third-party
ads.  It was quite a mess.

-Ken

 ------------
Category 4,  Topic 39
Message 4          Fri Dec 31, 2004
KGAGNE [Ken]                 at 17:13 PDT

Dain found a scan of the second issue of the Nintendo Fun Club:

http://www.tomheroes.com/Video%20Games%20FS/video%20games/nintendo/nintendo_fun
_club_2.htm

 ------------
Category 4,  Topic 39
Message 5          Fri Jan 20, 2006
KGAGNE [Ken]                 at 16:15 PDT

Read a modern review of the first issue of Nintendo Power (Spring 1988):

http://www.x-entertainment.com/articles/0751/

 ------------
 ************
Topic 40        Sat May 12, 2001
KGAGNE                       at 14:00 PST
Sub: PSM

Official U.S. PlayStation Magazine.

 2 messages
 ************
 ------------
Category 4,  Topic 40
Message 1          Thu Aug 28, 2003
KGAGNE [Ken]                 at 04:10 PDT

The latest issue of PSM has a PS2 demo disc that includes a mock trailer/staff
video for a game entitled "Metal Gear Randy: Substance Abuse".  Looked pretty
funny.

 ------------
Category 4,  Topic 40
Message 2          Sat Nov 18, 2006
KGAGNE [Ken]                 at 12:52 PDT

This magazine is closing its doors come January:

http://www.1up.com/do/newsStory?cId=3155255

 ------------
 ************
Topic 47        Sat May 12, 2001
KGAGNE                       at 14:06 PST
Sub: BradyGAMES

Take your games further.
http://www.bradygames.com

 4 messages
 ************
 ------------
Category 4,  Topic 47
Message 1          Tue Sep 24, 2002
KGAGNE [Ken]                 at 09:52 PDT

SUNNYVALE, Calif. - Sept. 24, 2002 - Capcom(R) today announced an official
agreement granting BradyGames(R) exclusive rights to publish strategy guides
for several upcoming games. Since the companies began their publishing
relationship, BradyGames has created strategy guides for numerous Capcom
games including smash hits like Devil May Cry(tm), Resident Evil(R),
Capcom(R) vs. SNK(R), and the Onimusha(tm) series. In addition, BradyGames'
Signature Series, a line of deluxe strategy guides featuring innovative
design and content, was launched with the Devil May Cry(tm) Official Strategy
Guide, further solidifying the alliance between the companies. The extended
relationship marks the first large scale exclusive agreement between Capcom
and BradyGames.

The two game industry giants have joined forces to help gamers enjoy some of
this year and next year's biggest games. The key 2002 titles that BradyGames
will publish strategy guides for under the new agreement include: Capcom(R)
vs. SNK(R) 2; EO, Mega Man(tm) Zero, Super Ghouls 'N Ghosts(tm), Street
Fighter(R) Alpha 3, Gio Gio's Bizarre Adventure(tm), Resident Evil(R) Zero,
Marvel(R) vs. Capcom(R) 2, and Steel Battalion(tm).

The relationship extends into 2003, with additional strategy guides for hot
titles like Devil May Cry(tm) 2, Auto Modellista(tm), and many more.

"We have been very impressed with BradyGames' commitment to quality and
innovation," said Toshihiro Tokumaru, manager of licensing and merchandising,
Capcom Co., LTD., Japan. "Because they share our high standards for
excellence, we felt that they were the best choice for a strategy guide
partner. We look forward to continuing our relationship with them."

"We are excited and honored by the opportunity to expand on our great
relationship with Capcom, and work with them exclusively," said David
Waybright, publisher for BradyGames. "Their upcoming lineup of games is
amazing, and we plan on offering guides with the same high standard people
have come to expect from BradyGames-with a few surprises as well."
- - - - -

ABOUT CAPCOM
Capcom Entertainment, headquartered in Sunnyvale, California, is a
wholly-owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans 22 years of entertaining video gamers. Capcom develops, markets, and
distributes home video games for the PlayStation(R) game console,
PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube game
console Xbox(tm) video game system, Game Boy Advance and Game Boy Color
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include Street Fighter, Mega Man, Breath of Fire, Onimusha and
Resident Evil. World headquartered in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange, code number 9697.

ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(R).

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

# # #

 ------------
Category 4,  Topic 47
Message 2          Wed Oct 30, 2002
KGAGNE [Ken]                 at 04:17 PDT

Grand Theft Auto(tm): Vice City Official Strategy Guide serves as gamers'
partner in crime

INDIANAPOLIS - Oct. 29, 2002 - Players of Rockstar's highly anticipated Grand
Theft Auto(tm): Vice City having second thoughts about playing the game alone
are in luck, as the BradyGames Official Strategy Guide offers to be their
partner in crime, revealing essential methods for survival and profit.

Grand Theft Auto: Vice City is the latest installment in one of the most
widely recognized video game franchises in the world. It features challenging
missions, an immersive storyline, and over 100 hours of addictive
entertainment - all set in the 1980s. Players face numerous missions that
will require them to get ahead and stay alive in the seedy underworld of Vice
City.

The Grand Theft Auto: Vice City Official Strategy Guide puts gamers on the
fast track to becoming enterprising criminals. Expert tactics detail what
vehicles to drive, where to go, and who to knock-off to earn respect and cash
in every mission. As the most complete visual reference for Vice City, the
detailed maps provide routes and locations for nearly every mission and
secret item. The guide also gives tactics for all odd jobs, extra missions,
Unique Jumps, and Rampage Challenges. In addition, the expansive vehicle
coverage provides players with a virtual showroom of all 100 sweet rides.

As part of BradyGames' Signature Series line, the Grand Theft Auto: Vice City
Official Strategy Guide showcases innovative design and content that has made
these deluxe strategy guides so successful. Some special features that gamers
will find in this guide include:

* Full-color art on the inside front and back cover.
* Special collector's edition cover with matte laminate and spot gloss
varnish.
* A giant two-sided map poster.

"To say that the release of Grand Theft Auto: Vice City is an 'event' would
be putting it mildly," said David Waybright, publisher of BradyGames. "We've
tried to approach the strategy guide with the passion and innovation that
this game deserves."

The Grand Theft Auto: Vice City Official Strategy Guide (ISBN 0-7440-0194-3)
is available now at local electronics, book and software retailers for $14.99
US / $21.99 CAN / L9.99 Net UK. It is also available for purchase online at
http://www.bradygames.com.

ABOUT TAKE-TWO INTERACTIVE SOFTWARE, INC.
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor, and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(r), PlayStation(r)2, Xbox(tm), Nintendo Game Boy Color, Nintendo
GameCube and Nintendo Game Boy Advance. The Company publishes and develops
products through various wholly owned subsidiaries including: Rockstar Games,
Rockstar North, Gotham Games, Gathering of Developers, TalonSoft, Joytech,
PopTop, and Global Star. The Company maintains sales and marketing offices in
Cincinnati, New York, Toronto, London, Paris, Munich, Vienna, Copenhagen,
Milan, Sydney and Auckland. Take-Two's common stock is publicly traded on
NASDAQ under the symbol TTWO. For more corporate and product information
please visit our website at www.take2games.com.

ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(r).

 ------------
Category 4,  Topic 47
Message 3          Fri Nov 22, 2002
KGAGNE [Ken]                 at 19:43 PDT

BradyGames(r) arms gamers with flawless strategy for Mortal Kombat(r): Deadly
Alliance(tm)

Signature Series guide is the ultimate resource for the game

INDIANAPOLIS - Nov. 22, 2002 - Finish Them! As gamers prepare to engage in
Midway's Mortal Kombat(r): Deadly Alliance(tm) - a fight that will be so
brutal, so evil, and so deadly - they'll need the BradyGames Official
Strategy Guide to prevail in this intense competition.

Mortal Kombat: Deadly Alliance offers a lethal dose of unparalleled
brutality, supernatural mystique and a reinvented fighting system. Beginning
the next chapter in the battle of good versus evil, two powerful sorcerers
Shang Tsung(tm) and Quan Chi(tm) join forces to deliver unrivaled fighting
action in their quest for supreme mortality. In the game, players engage in
hand-to-hand and special-weapon combat, executing secret moves and
combinations with new fatalities and deadly body blows. Lethal new warriors
are added to the mix along with the return of Mortal Kombat classics
-Scorpion(tm), Raiden(tm), Sub-Zero(tm) and Sonya Blade(tm). Hyper-realistic,
Mortal Kombat: Deadly Alliance features progressive physical damage that
allows players to view the inevitable demise of their opponents while
utilizing three unique fighting styles for each warrior, creating nearly
unlimited fighting possibilities.

"We're happy to work with BradyGames on one of our biggest titles of the
year," said Helene Sheeler, vice president of marketing for Midway. "Mortal
Kombat fans will love the extras in this Signature Series guide."

BradyGames' Mortal Kombat: Deadly Alliance Official Strategy Guide provides
essential fighting tactics and shows brand new fatalities. With complete
coverage of all kombatants, plus the moves, combos, and killer strategy, for
all extra nine characters, players will have the upper hand on their
opponents. In addition, the guide reveals a sneak peek at the secrets in the
Krypt, one of the best reasons to keep playing the game!

Besides unbeatable strategies, this guide offers unique bonus content for
avid Mortal Kombat fans. Part of BradyGames' Signature Series line, the
Mortal Kombat: Deadly Alliance Official Strategy Guide incorporates quality
design with extensive game coverage. A few of the special features in this
guide include an exclusive art gallery encompassing some of the most
incredible Mortal Kombat concept art imaginable and riveting trivia on the
Mortal Kombat series.

"The Mortal Kombat series is one of the most widely-known and popular
fighting games ever," said David Waybright, publisher for BradyGames. "We're
excited to once again work with Midway on Mortal Kombat: Deadly Alliance."

For more information about Midway Games and Mortal Kombat: Deadly Alliance
visit mortalkombatdeadlyalliance.com.

- - -

Mortal Kombat: Deadly Alliance Official Strategy Guide (ISBN 0-7440-0173-0)
is available now at local electronics, book and software retailers for $14.99
US / $21.99 CAN. It is also available for purchase online at
http://www.bradygames.com.

ABOUT MIDWAY
Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the XboxTM video game system from Microsoft, Nintendo
GameCubeTM and Game Boy(r) Advance.

ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(r).

MORTAL KOMBAT, DEADLY ALLIANCE, all character names and MIDWAY are trademarks
of Midway Amusement Games, LLC. Used under license.

 ------------
Category 4,  Topic 47
Message 4          Mon Jun 07, 2004
KGAGNE [Ken]                 at 14:42 PDT

Capcom(R) and BradyGames(R) Renew Exclusive Strategy Guide Partnership

SUNNYVALE, Calif. - June 7, 2004 - Capcom(R) today announced an official
agreement granting BradyGames(R) exclusive rights to continue publishing
strategy guides for many of their upcoming games. After working together for
several years, Capcom selected BradyGames as their exclusive strategy guide
partner in 2002. Under their original agreement, BradyGames published
strategy guides for many smash hit Capcom titles such as Resident Evil(R)
Zero, Devil May Cry(TM) 2, Mega Man(R) Battle Network 3: Blue & White, and
Viewtiful Joe(TM).

The first blockbuster title under the latest agreement, Onimusha(TM) 3 Demon
Siege, was released in late April. BradyGames published two collectible
guides for the final game in the renowned Onimusha trilogy--the Onimusha 3
Demon Siege Official Strategy Guide (Signature Series) and the Onimusha 3
Demon Siege Limited Edition Strategy Guide. The Signature Series Guide
included bonus content and other exclusive extras such as a double-sided
pullout poster featuring character art from the game. The Limited Edition
Strategy Guide was a special, limited offering that included the Onimusha 3
Demon Siege Signature Series Guide with an exclusive cover, a stunning art
book featuring imagery from the entire Onimusha series, and a deluxe book
jacket.

Once again, the two game industry giants have joined forces to help gamers
enjoy some of the year's hottest games. BradyGames will publish strategy
guides for several key Capcom titles in 2004 including: Mega Man Battle
Network 4: Blue Moon & Red Sun, Way of the Samurai 2, Street Fighter(R)
Anniversary Collection, Crimson Tears(TM), Monster Hunter, Mega Man X Command
Mission, Viewtiful Joe (for the PlayStation(R)2 computer entertainment
system), Mega Man Zero 3, Mega Man X8, Resident Evil 4, Killer 7(TM), Shadow
of Rome(TM), and Under the Skin(TM).

The renewed relationship extends into 2005, with additional exclusive
strategy guides for big games such as Resident Evil Outbreak 2, Viewtiful Joe
2, Devil May Cry 3 and many more.

"We have been very impressed with BradyGames' strong commitment for creating
high-quality products," said Taki Enomoto, manager of licensing, Capcom Co.,
LTD., Japan. "Their tailored approach to publishing is apparent in every
guide they publish, and this high standard is why we chose to continue our
exclusive partnership with BradyGames."

- - -

ABOUT CAPCOM

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created
world-renowned franchises including Resident Evil, Street Fighter, Mega Man,
Breath of Fire, Devil May Cry and the Onimusha series. Headquartered in
Osaka, Japan, the company maintains operations in the U.S., United Kingdom,
Germany, Tokyo and Hong Kong. More information about Capcom and its products
can be found on the company's web site at www.capcom.com.

ABOUT BRADYGAMES

Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(R).

(C) CAPCOM CO., LTD. 2004. (C) CAPCOM U.S.A. 2004. ALL RIGHTS RESERVED
CAPCOM, the CAPCOM LOGO, Resident Evil, Street Fighter, and Mega Man are
registered trademarks of Capcom Co., Ltd. Onimusha, Devil May Cry, Viewtiful
Joe, Killer 7, Shadow of Rome, Under the Skin, Crimson Tears and Breath of
Fire are trademarks of Capcom Co., Ltd, "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. All rights
reserved. All other marks are the property of their respective holders. The
ratings icon is a registered trademark of the Entertainment Software
Association.

 ------------
 ************
Topic 48        Sat May 12, 2001
KGAGNE                       at 14:07 PST
Sub: Prima Games

Prima Games, founded in 1990 in Roseville, California.  Owned by Prima
Publishing.
http://www.primagames.com

 9 messages
 ************
 ------------
Category 4,  Topic 48
Message 1          Fri Oct 05, 2001
KGAGNE [Ken]                 at 16:05 PDT

Prima Games has established a free holiday season game tip line for the media,
so that if we're having trouble playing a game and we're under deadline to
write a review, we can get help.

Now that's damn cool. :)

Of course, I won't need it... <eg>

-Ken

 ------------
Category 4,  Topic 48
Message 2          Sun Oct 14, 2001
KGAGNE [Ken]                 at 10:00 PDT

Prima Games will publish strategy guides for the following games this holiday
season:

EverQuest Player's Guide
Okage: Shadow King
Kessen II
Monopoly Tycoon
Thunderstrike: Operation Phoenix
Devil May Cry
Dark Age of Camelot
NASCAR Thunder 2002
RollerCoaster Tycoon
Project Eden
Syphon Filter 3
Ultimate Code Book: Book of Se
GameShark Pocket Power Guide 10th Edition
GameShark Pocket Power Guide 10th Edition (for EB)
Tom Clancy's Rainbow Six Rogue Spear: Black Thorn
WWF SmackDown!  "Just Bring It"
Ace Combat 4: Shattered Skies
Aliens Vs. Predator 2
Sid Meier's Civilization III
Star Wars Galactic Battlegrounds
Dragon Warrior VII
Soul Reaver 2
Nickelodeon Games Fun Book
Herdy Gerdy
Bond: Agent Under Fire
Empire Earth
The Sims: Hot Date
Project Gotham
NFL Fever 2002
Halo
NFL 2K2
Legends of Wrestling
Deus Ex: The Conspiracy
Shadow Man: 2econd Coming
New Legends
Star Wars: Obi-Wan
Oddworld: Munch's Oddysee
Amped: Freestyle Snowboarding
Azurik: Rise of Perathia
Nightcaster
Luigi's Mansion
Majestic
Dead or Alive 3
Warrior Kings
Blood Omen 2
Fuzion Frenzy Hintbook
EverQuest: Shadows of Luclin
Eternal Darkness
Shenmue II
Pikmin
Super Smash Bros. Melee
Jak and Daxter: The Precursor Legacy
WWF Raw is War
Command & Conquer: Renegade
Bruce Lee: Quest of the Dragon
Galleon: Islands of Mystery
Commandos 2: Men of Courage (PS2)

 ------------
Category 4,  Topic 48
Message 3          Fri Oct 19, 2001
KGAGNE [Ken]                 at 06:53 PDT

> Prima Games has established a free holiday season game tip line for the
> media, so that if we're having trouble playing a game and we're under
> deadline to write a review, we can get help. Now that's damn cool. :)

I take it back.  Great idea; poor execution.  I mailed a help request to their
help line at midnight EDT Thursday morning, and have not received a reply as
of 10:00 AM Friday morning.  That's not within the advertised "2 hours or
less".  There was no live support at the phone number given.  Any help I get
now will be after my deadline.

I can't even give Prima an "'A' for effort" on this one. ;)

-Ken

 ------------
Category 4,  Topic 48
Message 4          Fri Oct 19, 2001
SYNDICOMM [Sheppy]           at 07:59 PDT

>>>I can't even give Prima an "'A' for effort" on this one. ;)

There are other things "A" stands for. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 4,  Topic 48
Message 5          Fri Oct 19, 2001
KGAGNE [Ken]                 at 14:41 PDT

I CC'ed my last post to the public relations person who had informed me of
the help line's existence.  Within an hour I had a phone call from her,
apologizing for what happened.  Apparently, my help request was the first one
not answered in the two weeks since the service started, and she was going to
find out why.

Five hours later, I had an email from Prima:

        "We sincerely apologize for not having responded in a timely manner
to your message.  We have just recently started the hint line and,
unfortunately for us, we ran into a glitch.  Your messages were routed to the
incorrect person.  We have made the appropriate fixes on this end and would
sincerely appreciate your trying our hint line again.  Meanwhile, I'm also
providing my contact information should you wish to discuss anything further.

        "We would like to send you the Prima guide for the game in question
and place you on our press mailing list for new guides.  Please let me know
whether that is acceptable.

        "Again, I realize your deadline has passed, but I am supplying the
answer to your question..."

I appreciate all the attention my complaint (though I really just meant it as
a negative observation :) has received.  I'm not sure how I feel about
accepting the offer of bribery though. :)  I'd probably feel more confident
if I had their game guides in hand, should I need to use them, than if I had
to unexpectedly put my faith in their help service again.

-Ken

 ------------
Category 4,  Topic 48
Message 6          Sat Oct 20, 2001
SYNDICOMM [Sheppy]           at 13:16 PDT

>>>I appreciate all the attention my complaint (though I really just meant it
as a negative observation :) has received.  I'm not sure how I feel about
accepting the offer of bribery though. :)

What, are you kidding?  I love bribery. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 4,  Topic 48
Message 7          Sat Oct 20, 2001
KGAGNE [Ken]                 at 15:13 PDT

> What, are you kidding? I love bribery. :)

I'll have to remember that. ;)

-Ken

 ------------
Category 4,  Topic 48
Message 8          Sat Oct 20, 2001
SYNDICOMM [Sheppy]           at 23:30 PDT

>>>I'll have to remember that. ;)

Bribery works. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 4,  Topic 48
Message 9          Tue Oct 23, 2001
KGAGNE [Ken]                 at 07:10 PDT

Prima is not releasing a strategy guide for Metal Gear Solid 2: Sons of
Liberty, which is likely to be the best-selling game this Christmas season.

Why would they do that?  I'm sure lots of companies are releasing guides, one
"Authorized" and the rest "Unauthorized".  I doubt Konami has served an
injunction against publishers producing an "unauthorized" guide.  Does Prima
feel the playing field's a bit too crowded for MGS2 perhaps?

-Ken

 ------------
Category  5 Games on TV and in the Movies
 ************
Topic 1         Sat May 12, 2001
KGAGNE                       at 08:27 PST
Sub: General Discussion

General Discussion of video game movies and TV shows.

 41 messages
 ************
 ------------
Category 5,  Topic 1
Message 1          Mon May 14, 2001
KGAGNE                       at 08:24 PDT

Remember that 1980's Disney movie, TRON?  It was one of the first cinematic
productions to feature computer-generated graphics.  Thanks to Penny Arcade
<http://www.penny-arcade.com>, I found two of the coolest TRON-related fan
sites:

http://www.tronmovie.com
http://www.tronfan.com

They have sound clips, MP3's, artwork, product info, and so much more.  Really
cool stuff!  If you like TRON (which is available on DVD, BTW), then check out
these sites.

-Ken

 ------------
Category 5,  Topic 1
Message 2          Mon May 14, 2001
A2.DAIN                      at 23:58 PDT

I never got to see tron.  Was it any good?  I did see a Tronlike graphics
movie called The Last Starfighter.  I don't remember much, except that I
always wanted to play the video game that they show in that movie.


Dain Neater

 ------------
Category 5,  Topic 1
Message 3          Tue May 15, 2001
KGAGNE                       at 05:54 PDT

Dain,

TRON is one of my all-time favorite movies.  Basically, a guy gets pulled into
a computer and is forced to play for real all the video games he played in the
arcade.  This is the movie from which we get "light cycles" and all the games
based on them.  In fact, the TRON arcade game(s) were simultaneous releases
with the movie.  Some elements appear in the movie just so that their
appearances in the games can have a basis.

-Ken

 ------------
Category 5,  Topic 1
Message 4          Tue May 15, 2001
SYNDICOMM                    at 06:43 PDT

>>>>I never got to see tron.  Was it any good?

TRON was a fun movie, really great (especially at the age I was when it came
out, but it's still fun to watch today).

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 1
Message 5          Tue May 15, 2001
A2.RYAN                      at 09:58 PDT

I don't know if Tron was much of a movie in terms of plot and such, but it was
a fun one to watch.
-
Ryan
Chief Sysop Pro Tem, Palm OS

 ------------
Category 5,  Topic 1
Message 6          Fri May 18, 2001
LUMITECH [Jeff]              at 23:45 PDT

Replying to 'A2.RYAN' in Category 5 Topic 1:

> I don't know if Tron was much of a movie in terms of plot and such,
but
> it was
> a fun one to watch.

It certainly was not a money maker for Disney. Shortly after Tron was
released, Disney was almost lost in a hostile take-over attempt.


 LumiTech
 Fri, 18 May 01 @ 23:16:00

 Cruising the 'railway' provided by:
 Spectrum v2.5.2 and SOAR! v1.0b4


 A belly button is for salt when you eat celery in bed.


 ------------
Category 5,  Topic 1
Message 7          Sat May 19, 2001
A2.RYAN                      at 09:25 PDT

> It certainly was not a money maker for Disney. Shortly after Tron was
> released, Disney was almost lost in a hostile take-over attempt.

For some reason, I just have a mental picture of Mickey, Minnie, Goofy, and
Donald all joining in to fight hostile takeovers :)
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 5,  Topic 1
Message 8          Sat May 19, 2001
LUMITECH [Jeff]              at 11:40 PDT

Replying to 'A2.RYAN' in Category 5 Topic 1:

>| It certainly was not a money maker for Disney. Shortly after Tron was
>| released, Disney was almost lost in a hostile take-over attempt.
>
> For some reason, I just have a mental picture of Mickey, Minnie,
Goofy,
> and
> Donald all joining in to fight hostile takeovers :)

LOL! Actually, you left out one from the so-called "Fab 5" ... PLUTO!
He's the one that saved the day! ;-)


 LumiTech
 Sat, 19 May 01 @ 11:34:48

 Cruising the 'railway' provided by:
 Spectrum v2.5.2 and SOAR! v1.0b4


 Shareware program dies! GIF at Eleven.


 ------------
Category 5,  Topic 1
Message 9          Mon Aug 13, 2001
KGAGNE [Ken]                 at 21:45 PDT

http://dvd.ign.com/articles/301801p1.html suggests a new edition of TRON
on DVD is being released, though the article is written almost as wishful
thinking on the author's part.  I can't tell if it is meant to convey fact or
fiction.

-Ken

 ------------
Category 5,  Topic 1
Message 10         Tue Aug 14, 2001
SYNDICOMM [Sheppy]           at 07:05 PDT

That definitely looks like wishful thinking by a warped dude. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 1
Message 11         Tue Aug 14, 2001
KGAGNE [Ken]                 at 07:40 PDT

Here's an email from the author of that article:

"The purpose of the 'Good Edition' articles is to hypothesize what could and
should be included in a second, more feature laden release.

"While usually I or whom ever writes the GE in question makes up what they
feel should be included based on materials known or thought to exist, in the
case of the TRON GE that I wrote, I based almost all of the features straight
from what was found on the now out of print laserdisc special edition.

"The kicker in this case is that Disney has indeed announced a second special
edition release for early next year.  Since my extras were ported over from
the laserdisc, the chances are good that many of the supplemental features I
wrote about will indeed make it onto the new disc.

"But no, the Good Edition of TRON as written won't be released."

 ------------
Category 5,  Topic 1
Message 12         Mon Sep 03, 2001
KGAGNE [Ken]                 at 07:30 PDT

The web site for Jerry Buckner and Gary Garcia, the dynamic duo behind the
early Eighties hit "Pac-Man Fever," is http://www.bucknergarcia.com.  You can
order their CD there.

They have several songs available for download online, from both their
Pac-Man Fever CD and another CD, "Now & Then".  The download page is

http://www.bucknergarcia.com/mp3frame.htm

One song is "Pokemon Fever," which is the same tune as Pac-Man Fever but with
new lyrics.  The URL I used to download this song is as follows:

http://downloads.mp3.com/AAIAQgobFQBB6uEsMwGAwARub3JtUAQAAABSUOQAAAUBUQEAAABT
AQAAAFQBAAAACABDz9CSOyr3UGZkkUL6UC8G3Av1.lY-/Pokemon_Fever.mp3

-Ken

 ------------
Category 5,  Topic 1
Message 13         Thu Nov 15, 2001
KGAGNE [Ken]                 at 21:00 PDT

The TRON special edition DVD is a reality, hitting store shelves on Jan 15,
2002.  Full feature list at

http://www.amazon.com/exec/obidos/ASIN/B00005OCMR/qid=1005886749/sr=1-1/ref=sr_
1_2_1/102-2492767-7032111

 ------------
Category 5,  Topic 1
Message 15         Fri Apr 19, 2002
KGAGNE [Ken]                 at 11:51 PDT

Fox Television has acquired the rights to make a live-action Dragonball Z
movie, based on the popular anime of that name.

-Ken

 ------------
Category 5,  Topic 1
Message 16         Fri Apr 11, 2003
KGAGNE [Ken]                 at 09:44 PDT

A movie based on the "Dead or Alive" fighting and volleyball games is in the
works, by the same studio that is doing "Resident Evil 2" and "Driver".

 ------------
Category 5,  Topic 1
Message 17         Fri Jun 13, 2003
KGAGNE [Ken]                 at 14:04 PDT

For details on a Microsoft documentary airing next weekend, see Category 30,
Topic 3, Msg 96.

 ------------
Category 5,  Topic 1
Message 19         Thu Sep 04, 2003
KGAGNE [Ken]                 at 11:15 PDT

MAJESCO'S 'BLOODRAYNE' GOES HOLLYWOOD
AS BOLL KG ACQUIRES FILM RIGHTS
TO POPULAR VIDEO GAME FRANCHISE
$30 Million Budget to Back Hollywood's New Femme Fatale

EDISON, NJ, September 04, 2003 - Continuing its strategy of developing
cornerstone franchise properties with widespread commercial appeal, Majesco,
one of the fastest-growing publishers of interactive entertainment software,
today announced a deal that will take their popular action/horror video game,
BloodRayne to the silver screen. Vierte Boll Kino Beteiligungs-GmbH & Co. KG
(Boll KG), the production company responsible for several film adaptations of
video games including Alone in the Dark and House of the Dead, has purchased
the theatrical film and merchandise rights for the game.

Executive producer and director Dr. Uwe Boll, expects to begin filming
BloodRayne sometime in 2004 and estimates a budget in the $30 million range.
Shawn Williamson (White Noise, Alone in the Dark) of Brightlight Pictures is
set to produce.

"BloodRayne is one of the select interactive entertainment franchises that
transcends the video game genre and appeals to mainstream entertainment
audiences," said Jesse Sutton, President of Majesco. "With its unique blend
of action, horror, and sex appeal, BloodRayne contains major crossover
potential and we are continuing to explore additional licensing
opportunities."

"We think BloodRayne is a dynamic, compelling anti-hero and a contemporary,
smart standard bearer for the genre" says Boll from the set of Alone in the
Dark, currently wrapping production with Brightlight Pictures in Vancouver
with Christian Slater, Tara Reid and Stephen Dorff. "We look forward to
bringing her-and the game--to life on film."

Williamson adds, "I'm looking forward to continuing my collaboration with
Uwe, and to continuing to build Brighlight's reputation in producing terrific
entertainment with these films."

Originally released for console on October 2002, with a PC release scheduled
for September 9 of this year, BloodRayne features the sexy, supernatural,
huntress BloodRayne, an unholy breed of human and vampire. An explosive force
with gymnastic dexterity and an intense lust for blood and action, BloodRayne
was raised and trained by a secret agency to hunt down and eliminate
supernatural threats around the globe.

Consumers looking for more information on BloodRayne can visit the official
Majesco site at www.BloodRayne.com <http://www.bloodrayne.com/> . The site
contains movies and screen shots from the game; additional background on the
interactive world's most deliciously wicked hunter of evil; unique downloads
and other special features.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(r),
PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm) and Game
Boy(r) Advance systems, as well as the personal computer. Included among
these are Majesco's Drake, a comic book-styled shooter for Xbox(r) and PC,
and Black9, an original action/RPG for console and PC, both scheduled for
release this fall. Already scheduled for a spring 2004 release is Majesco's
highly-anticipated Advent Rising, the first in a trilogy of intergalactic
action/adventure games and novels, scheduled for Xbox(r) and PC. Majesco can
be found on the World Wide Web at http://www.majescogames.com/
<http://www.majescogames.com/> .

About Boll KG
With $US29 million in production funds raised in the past year, Boll KG is a
fast-growing upstart film production entity based in Frankfurt, Germany under
the aegis of Dr. Uwe Boll. With this most recent acquisition, Boll has
emerged as a pre-eminent developer and producer of films based on video
games. Artisan will release House of the Dead, based on the Sega franchise,
this Fall; Boll is about to wrap production on a film adaptation of Atari's
Alone in the Dark in Vancouver. Both films were produced with Shawn
Williamson's Brightlight Pictures.

# # #

 ------------
Category 5,  Topic 1
Message 20         Fri Sep 05, 2003
SYNDICOMM [Sheppy]           at 15:26 PDT

Hm.  Reviews of BloodRayne for the Macintosh have been less than stellar,
complaining about shoddy graphics quality and so forth.  I'm not sure why
someone would jump on the bandwagon to make a movie based on a game that
doesn't seem to be that big a deal.

Or is it some huge phenomenon in the console space that I've missed hearing
about somehow; I hadn't heard of it being on consoles until this press
release.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 1
Message 21         Fri Sep 05, 2003
KGAGNE [Ken]                 at 16:03 PDT

Sheppy,

BloodRayne came out for all three consoles in October; see Category 8, Topic
1, Messages 27-28, 30.  I don't remember it being a big hit, either.

-Ken

 ------------
Category 5,  Topic 1
Message 22         Sun Sep 07, 2003
SYNDICOMM [Sheppy]           at 11:35 PDT

Is it just me or are games that move from console to PC often substandard on
the PC?  They tend not to bother to soup up the graphics for the much higher
resolutions PC (and Mac) users are used to.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 1
Message 23         Sun Sep 07, 2003
KGAGNE [Ken]                 at 19:27 PDT

Sheppy,

> Is it just me or are games that move from console to PC often substandard on
> the PC?

I think ports in general do not fare well.  For example, Civilization II on
PSone was good, but it was made for a computer and keyboard, not a console and
joystick.  Even Need for Speed: Hot Pursuit 2, which originated on the PS2, is
often considered superior on that original platform when compared with the
Xbox and GameCube ports.

-Ken

 ------------
Category 5,  Topic 1
Message 24         Tue Sep 09, 2003
A2.DAIN [Dain]               at 18:12 PDT

Replying to 'Ken' in Category 5 Topic 1:

> I think ports in general do not fare well.  For example, Civilization
II
> on PSone was good, but it was made for a computer and keyboard, not a
> console and joystick.  Even Need for Speed: Hot Pursuit 2, which
> originated on the PS2, is often considered superior on that original
> platform when compared with the Xbox and GameCube ports.

I've read that the Need For Speed: Hot Pursuit 2 suffered similarly on
the PC.  Much of this relies I would think on how similar the original
target platform is from the new platform.  The PS2 has shipped 60
million consoles worldwide and  the other consoles have shipped about a
sixth of that.  The money is devoted similarly.

Some games seem to have little or no adverse affects.  The Madden Series
is very much the same on all platforms.

The PC and the Mac are small fish compared to the console markets.
Sometimes you see a PC game like The Sims or Myst that sell millions of
copies, but usually you see very few that sell even near a million.
Some games just don't port over well to newer control schemes either.

I'm still looking for a decent controller for my Mac and PC..

Dain





 ------------
Category 5,  Topic 1
Message 25         Fri Mar 05, 2004
KGAGNE [Ken]                 at 11:42 PDT

So many games are being optioned for movies, it's silly.  Prince of Persia and
Soul Calibur are the latest.

Who knows if we'll ever see them.

-Ken

 ------------
Category 5,  Topic 1
Message 26         Fri Mar 12, 2004
KGAGNE [Ken]                 at 13:26 PDT

GAMEFLY, FOUNTAINHEAD ENTERTAINMENT, AND UPN INTRODUCE A FREE
PC GAME IN CONJUNCTION WITH NEW CGI TELEVISION SHOW "GAME OVER,"
PRODUCED BY CARSEY-WERNER-MANDABACH

Simultaneous Introduction of Game and
TV Show - Uniting Traditional and Interactive Entertainment

LOS ANGELES, CA, (March 11, 2004) - GameFly announced today that they are
official sponsors of "Game Over in Machinimation", a free downloadable PC
game created by Fountainhead Entertainment that debuted last night on
www.UPN.com in conjunction with the first-ever CGI television series for
primetime - "Game Over," produced by Carsey-Werner-Mandabach. Due to
GameFly's sponsorship, Fountainhead Entertainment was able to produce "Game
Over in Machinimation" as a simultaneous release with the television series,
based on Raquel, the main female protagonist. In addition to watching Raquel
on screen and playing her in the game, players are able to use her character
in interactive and non-interactive ways by employing the Machinimation tools
that Fountainhead has made available as a free download on www.UPN.com.

"The ability to play a game as a character from a television show, and then
to take that character and make your own short film, is just plain cool,"
said Katherine Anna Kang, Fountainhead Entertainment's CEO. "It's exciting to
be a part of history; to be doing something no other network has ever done
before." The TV Show:

"Game Over" airs Wednesdays at 8:00 PM on UPN

Special Encore Telecast of Premiere Episode airs Friday, March 12 at 9:00 PM
Produced by Carsey-Werner-Mandabach for UPN

"Game Over" features the far-from-ordinary suburban Smashenburn family, who
live in an alternate video-game universe comprised of offbeat characters.
Within this world of action heroes, monsters and cartoon characters inspired
by popular video games, the Smashenburns find unconventional ways to survive
everyday issues.

As head of the Smashenburn household, Rip (voiced by "Seinfeld" alum Patrick
Warburton) is a hotshot Grand Prix racecar driver who rides and wrecks daily.
His feisty and attractive wife, Raquel (voiced by Lucy Liu), is a modern
working woman juggling family and her exhilarating job as a gun-toting,
monster-fighting Agent Smashenburn. Their son, Billy (voiced by E.G. Daily),
is a 13-year old shallow-but-trendy, wanna-be hip- hopster who often argues
with his 14-year old sister, Alice (voiced by "Saturday Night Live's" Rachel
Dratch), a cynical yet socially conscious teen. The family pet, Turbo (voiced
by Artie Lange, a regular on "The Howard Stern Show") is 300 pounds of
everything a pet isn't. He knocks over pawn shops, busts open parking meters
and robs the fighting Shaolin monks who live next door.

The Game:

"Game Over in Machinimation" by Fountainhead Entertainment

The free, downloadable PC game places the main female protagonist from the TV
show, Raquel Smashenburn, on an alien planet in search of the ancient
artifact known as the "Alien Monkey". Raquel, who struggles to balance the
responsibilities of work and home, must complete her mission in order to
return safely back to her family on Earth.

In the game, players can choose to play in either first- or third-person
shooter mode. There are six levels to the game; one is strictly single-player
and the other five can be either single or multiplayer. Built on the Quake
III engine, the game uses Machinimation -- the convergence of filmmaking,
animation and game development whereby game players can use a real-time 3D
game engine to produce their own films.

"What is really exciting for us is that fans of "Game Over" will be able to
watch the series, play the game and then make their own animation featuring
Raquel," said executive producer, Dave Goetsch. "Partnering with GameFly
brings an exceptional audience of dedicated gamers who we hope will
appreciate the context of our program as well as the incredible game
Fountainhead has produced," said Dave Goetsch, executive producer of "Game
Over."

"We are the leader in the game rental space, making games easily accessible
to the masses. UPN, Fountainhead and CWM are also delivering game
entertainment to the masses by linking our main medium (games/Internet) with
television," said Jung Suh, co-founder of GameFly. "Combining our strong
following of dedicated gamers with UPN's loyal viewers, both the 'Game Over'
show and the 'Game Over in Machinimation' game are teed up to be an extremely
popular union."

About Fountainhead Entertainment

Founded in 2000, Fountainhead Entertainment is an independent production
company that develops and produces animation, documentaries and specializes
in machinima. With focus in combining the best elements of traditional media
with new emerging forms, the company is dedicated to supporting creative
achievement in a virtual environment. Fountainhead is the recipient of
several awards for their machinima works, most notably for its work on "In
the Waiting Line" as well as the company's latest film, "Anna". For more
information on Fountainhead visit www.fountainheadent.com
<http://www.fountainheadent.com/> .

About GameFly

Founded in 2002, Los Angeles-based GameFly is the world's leading online
video game rental service, delivering the best selection and availability by
offering over 1500 titles for the PlayStation(R)2, Xbox, GameCube and GameBoy
Advance. GameFly memberships are priced at $21.95 per month. Located at
www.gamefly.com <http://www.gamefly.com/> , the company also offers hundreds
of the highest quality, pre-played video games for sale at exceptional
prices.

Game Over is produced by Carsey-Werner-Mandabach, created by David Sacks and
developed by David Goetsch, David Sacks, Jason Venokur and Ross Venokur.
Founded in 1981 Carsey-Werner-Mandabach is the leading independent studio in
the business today with programs seen in over 175 countries and translated
into 50 different languages. Its current shows include, "That' 70s Show,"
"Grounded for Life," "Whoopi" and "The Tracy Morgan Show." www.cwm.com

###

 ------------
Category 5,  Topic 1
Message 27         Sun May 23, 2004
KGAGNE [Ken]                 at 18:21 PDT

Three college students in Detroit shot a trailer for a live-action Mega Man
movie:

http://www.planet-megaman.com/mmmovie/

 ------------
Category 5,  Topic 1
Message 28         Wed Aug 24, 2005
KGAGNE [Ken]                 at 15:30 PDT

GAMETRAILERS.COM LAUNCHES "GT WEEKLY"; NEW INTERNET TV
SHOW FOCUSED ON VIDEOGAMES

Interactive Online TV Program Allows Gamers to Tailor Show Content in Real
Time

Los Angeles, CA - August 23, 2005 - GameTrailers.com, the leading online
source for videogame multimedia content, is pleased to announce its new
original show, "GT Weekly." Unlike any other news show on the internet, "GT
Weekly" allows viewers to choose the segments they want to watch based on
their preferences.

"Every videogame fan is different, and each one has very specific and intense
loyalties, but more importantly they have no patience to watch coverage of
games they don't care about. The interactive format of the show lets viewers
choose the topics they want to see, and skip past the stories they are not
interested in. This is one of many advantages internet programming has over
traditional TV," said Jon Slusser, CEO of GameTrailers.com. "A massive number
of people now have broadband access and this opens up endless possibilities
for high quality content. GT Weekly is bringing audiences 'TV on the
internet' with a new level of technology and production value."

Designed specifically for interactivity, GT Weekly offers viewers up-to-date
news and stories about the game industry accompanied by the latest trailers,
behind the scenes footage, interviews and event coverage. Hosted by Amanda
MacKay, each 5-10 minute show highlights the best of GT TV's programming,
with on-screen links for fans to jump to more extensive coverage.

GT Weekly can be seen at GT.tv and GameTrailers.com with new episodes
premiering every Thursday. The latest episode covers QuakeCon and the
Evolution Fighting Game Championships 2005. Upcoming GT Weekly shows will
include coverage of the Tokyo Game Show and much more.

For more information, please visit GameTrailers.com and GT.tv.

About GameTrailers.com and GT.tv.
With over 8 million videogame trailers downloaded monthly, GameTrailers.com
continues to lead the videogame-focused multimedia revolution as it adds
unprecedented innovative content with their GT TV shows, high-definition
downloadable content, and its vast network of media partners that include
AOL, Comcast.net, Ask.com, PlayStation.com, Xbox.com, and About.com.

###

 ------------
Category 5,  Topic 1
Message 29         Sun Aug 28, 2005
KGAGNE [Ken]                 at 19:02 PDT

Looks like eight episodes of the Super Mario Bros. Super Show are available
for download - legally!

http://www.pressthebuttons.com/2005/08/free_legal_onli.html

 ------------
Category 5,  Topic 1  [MOVED]
Message 30         Tue Sep 13, 2005
KGAGNE [Ken]                 at 15:50 PDT

MTV Films Announces Agreement to Acquire Worldwide Film Rights to Midway's
The Suffering

MTV Films Joins Forces with Stan Winston Productions and Circle of Confusion
on Project

NEW YORK, NY - September 8, 2005  - MTV Films, a division of Viacom Inc.
(NYSE: VIA, VIAB), today announced that it has acquired an option on the
worldwide film rights to the award-winning, action-horror videogame property
The Suffering(R) from Surreal Software, a subsidiary of Midway Games Inc.
(NYSE: MWY), a leading interactive entertainment industry publisher and
developer.

In The Suffering, which was released in April 2004, the player controls the
prisoner Torque, a hardened inmate sentenced to die for a murder he may or
may not have actually committed. A sequel, The Suffering: Ties That Bind(TM)
is scheduled to ship in September 2005 and lets players delve into the
perverse world of Torque's sanity to discover his past and struggle to
control his future. Both games were developed by Midway's internal studio,
Surreal Software.

MTV Films is working in conjunction with Stan Winston and Brian Gilbert from
Stan Winston Productions and Jason Lust and Rick Jacobs from Circle of
Confusion on The Suffering's development as a feature film project. MTV
Films' Senior Director Jason Weiss, who brought the project to the company,
Gregg Goldin and David Gale will be developing on behalf of MTV Films.

"We are very excited to be working hand in hand with Midway to translate this
innovative game into an edge-of-your-seat film," said David Gale, Executive
Vice President, MTV Films. "Gaming is such a huge part of the culture for
MTV's audience it makes perfect sense for us to work with Midway, Stan
Winston and Circle of Confusion on bringing The Suffering to life as a
feature film."

"The Suffering is a true action-horror experience with plenty of disturbing
and twisted creatures," said Alan Patmore, president, Surreal Software. "We
are extremely happy to be working with MTV Films to bring the terror to the
big screen in what promises to be a groundbreaking horror film."

This film agreement with Midway closely follows a June announcement that MTV
and Midway will jointly market three upcoming Midway games. L.A. RUSH(TM),
which will feature MTV branding throughout the game world with the crew from
the hit MTV show, "Pimp My Ride," West Coast Customs, will be the first title
shipping under this deal.

About The Suffering: Ties That Bind

The Suffering: Ties That Bind is a revolutionary action-horror game that
emphasizes the disturbing terror of its predecessor, with new twisted
creatures and a few familiar faces. Set in the unforgiving streets and
prisons of Baltimore, the player once again controls Torque as he seeks
revenge against the mysterious grand manipulator Blackmore, a man somehow
tied to the death of Torque's family. Players will explore the tough
inner-city, with poverty and urban injustices trapping people just as
effectively as a physical prison. The unique morality system returns, as
players delve into the perverse world of Torque's sanity to discover his past
and struggle to control his future.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide, AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher of
interactive entertainment software for major video game systems. More
information about Midway can be obtained at  www.midway.com

About MTV

MTV Networks owns and operates the cable television programming services MTV:
Music Television, MTV2, mtvU, Nickelodeon/Nick at Nite, TV Land, VH1, CMT:
Country Music Television, Comedy Central, and Spike TV, as well as The
Digital Suite from MTV Networks, a package of thirteen digital services, all
of which are trademarks of MTV Networks. MTV Networks also operates and
offers joint ventures, licensing agreements and syndication deals whereby its
programming can be seen worldwide.


This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission

 ------------
Category 5,  Topic 1  [MOVED]
Message 31         Thu Nov 24, 2005
KGAGNE [Ken]                 at 06:14 PDT

Video games get a bad rap in this pending episode of "CSI: Miami":

http://www.salon.com/ent/tv/review/2005/11/22/csi_gamers/index_np.html

 ------------
Category 5,  Topic 1
Message 32         Sat Jan 07, 2006
KGAGNE [Ken]                 at 12:24 PDT

"Bloodrayne" the movie came out in theaters this week.

 ------------
Category 5,  Topic 1
Message 33         Sat Jan 07, 2006
KGAGNE [Ken]                 at 15:19 PDT

Supposedly, 24 episodes of the "Super Mario Bros. Super Show" will release on
a four-DVD set on March 28:

http://www.pressthebuttons.com/2006/01/mario_super_sho.html

 ------------
Category 5,  Topic 1
Message 34         Mon Jan 09, 2006
KGAGNE [Ken]                 at 13:37 PDT

Oof.  "Bloodrayne" is receiving some awful reviews and ratings, excerpts of
which are provided here:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=1984&Itemid=2

 ------------
Category 5,  Topic 1
Message 35         Wed Feb 08, 2006
KGAGNE [Ken]                 at 17:48 PDT

Visit this URL for a review of the DVD release of "The Legend of Zelda"
animated series, and of the show itself:

http://www.gamerswithjobs.com/node/22002

An excerpt:

"The Zelda cartoons themselves, though, are of a different nature. For, in
spite of the fact that they are in every instance silly and absurd, they are
yet overwhelmingly preoccupied with sexual tension, the accompanying problems
of which are well known to adults everywhere. We are supposed to believe that
Link's ultimate mission is to steal the triforce of power from his nemesis,
Ganon, in order that the forces of good may rule the land. But after only a
few episodes, we adults realize that Link has an ulterior motive: to quench
his man-thirst in the eager stream of womanly passion."

 ------------
Category 5,  Topic 1
Message 36         Wed Feb 15, 2006
KGAGNE [Ken]                 at 14:32 PDT

If there were ever a "Metal Gear Solid" movie, Uwe Boll would not direct it:

http://games.slashdot.org/article.pl?sid=06/02/03/2140225

 ------------
Category 5,  Topic 1
Message 37         Thu Apr 20, 2006
KGAGNE [Ken]                 at 10:33 PDT

Here's a kinda lame quiz about the actors who have appeared in movies based on
video games:

http://movies.aol.com/quiz_video_game_movies

Knowing video games won't help you; you need to have seen the films.

-Ken

 ------------
Category 5,  Topic 1  [MOVED]
Message 38         Tue Sep 19, 2006
KGAGNE [Ken]                 at 12:30 PDT

Here's a list of 17 upcoming movies based on video games, whether or not
they'll suck, and why:

http://www.destructoid.com/some-upcoming-video-game-movies.htm

 ------------
Category 5,  Topic 1  [MOVED]
Message 39         Mon Sep 25, 2006
KGAGNE [Ken]                 at 14:57 PDT

Director Uwe Boll, (in)famous for making bad movies based on video games,
recently beat the crap out of several of his critics by inviting them into
the boxing ring:

http://www.cnn.com/2006/SHOWBIZ/Movies/09/25/moviedirector.boxing.ap/index.html

 ------------
Category 5,  Topic 1  [MOVED]
Message 40         Tue Oct 31, 2006
KGAGNE [Ken]                 at 07:33 PDT

Look for yet another movie based on the "Street Fighter" video games:

http://www.aintitcool.com/node/30552

 ------------
Category 5,  Topic 1
Message 41         Fri Nov 03, 2006
KGAGNE [Ken]                 at 06:08 PDT

Via 1up, the news on the Coming Soon site is not good. Paul W.S. Anderson is
to film a Castlevania movie, beginning next year. From the article:

"Anderson's script spans many time periods but mostly takes place in 15th
century Transylvania. It represents a fresh take on the much-filmed Dracula
legend, mining back to its genesis in the story of the Romanian prince Vlad
the Impaler. 'You could almost call this movie Dracula Begins,' Anderson said.
'It's an action/horror project in the vein of Underworld and Blade, and
hopefully it will be a big franchise for us, Rogue co-president Andrew Rona
said."

Story continues at
http://games.slashdot.org/article.pl?sid=06/11/02/2153205&from=rss

 ------------
 ************
Topic 2   CLOSED Sat May 12, 2001
KGAGNE                       at 08:28 PST
Sub: ...reserved...

Reserved for future expansion.

 2 messages
 ************
 ************
Topic 6         Sat May 12, 2001
KGAGNE                       at 08:29 PST
Sub: Saturday Morning Cartoons

Remember getting up at the crack of dawn for a bowl of Chocolate-Frosted Sugar
Bombs and Saturday morning cartoons?  Many of them were based on video games.

 25 messages
 ************
 ------------
Category 5,  Topic 6
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 11:08 PDT

There have been countless Saturday Morning cartoons based on video games,
including early shows Q*bert, Pac-Man, Frogger, and Donkey Kong.  Lately,
video game cartoon shows, such as Pokemon and Digimon, seem to be on weekday
afternoons.

What are some of your favorite Saturday morning cartoons?

-Ken

 ------------
Category 5,  Topic 6
Message 2          Sat Jun 09, 2001
A2.DAIN [Dain]               at 17:10 PDT

Replying to 'Ken' in Category 5 Topic 6:

> What are some of your favorite Saturday morning cartoons?

I always liked the Superfriends and the Transformers.  I liked Dungeons
and Dragons the cartoon, but I think they made like 10 episodes so it
got old after a while.

It's been a while since I have seen any of them...

Dain


 ------------
Category 5,  Topic 6
Message 3          Sat Jun 09, 2001
A2.RYAN                      at 21:56 PDT

> What are some of your favorite Saturday morning cartoons?

The original X-Men series is of course my favorite :)
-
Ryan
Chief Sysop Pro Tem, Palm OS

 ------------
Category 5,  Topic 6
Message 4          Sat Jun 09, 2001
KGAGNE [Ken]                 at 23:10 PDT

Ryan,

Have you seen the new X-Men cartoon that debuted on Fox this past Fall?  I
taped about a dozen episodes, but haven't watched them yet.

-Ken

 ------------
Category 5,  Topic 6
Message 5          Mon Jun 11, 2001
A2.RYAN                      at 22:15 PDT

 > Have you seen the new X-Men cartoon that debuted on Fox this past Fall?

I have, but it's too far off from the original X-Men for me to be interested.
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 5,  Topic 6
Message 6          Sat Jun 16, 2001
KGAGNE [Ken]                 at 21:39 PDT

Has anyone seen the Street Fighter Saturday morning cartoon?  I just finished
watching the animated movie, and there's a large number of cartoon series in
Japan.  I'm wondering how the American take was.

-Ken

 ------------
Category 5,  Topic 6
Message 7          Mon Aug 13, 2001
KGAGNE [Ken]                 at 21:38 PDT

Not related to video games, but...

Lorenzo Music passed away on August 4 from bone cancer at age 64.  His voice
acting talents were present in many of my favorite childhood cartoons.  He
played Tummi in the Disney cartoon "Gummi Bears" and Dr. Peter Venkman in "The
Real Ghostbusters" - but he's probably best known as Garfield the cat, in the
many Garfield specials and the Saturday morning cartoon.

Sigh.

-Ken

 ------------
Category 5,  Topic 6
Message 8          Sat Nov 03, 2001
KGAGNE [Ken]                 at 20:58 PDT

Justice League (featuring Superman, Batman, Flash, Green Lantern, and others)
premieres on Cartoon Network on November 17th.

-Ken

 ------------
Category 5,  Topic 6
Message 9          Sun Nov 04, 2001
A2.RYAN                      at 11:16 PDT

> Justice League (featuring Superman, Batman, Flash, Green Lantern, and
> others) premieres on Cartoon Network on November 17th.

Wonder Twin powers, activate!

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 5,  Topic 6
Message 10         Sun Feb 24, 2002
KGAGNE [Ken]                 at 08:05 PDT

LOS ANGELES, California (CNN) -- Chuck Jones, the creator of some of Warner
Bros.' most famous characters, including the Road Runner, Wile E. Coyote, and
Pepe Le Pew, died Friday at the age of 89, the Orange County Coroner's office
said.

The animator died at home of congestive heart failure with his wife of 20
years, Marian, by his side, his family said.

Continued at <http://www.cnn.com/2002/SHOWBIZ/TV/02/23/chuck.jones.obit/>

See also chuckjones.com.

 ------------
Category 5,  Topic 6
Message 11         Sun Feb 24, 2002
SYNDICOMM [Sheppy]           at 22:57 PDT

That's sad... :(

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 6
Message 12         Thu Mar 21, 2002
KGAGNE [Ken]                 at 18:01 PDT

Season 1 of The Transformers will be released on DVD on April 23rd.

http://www.dvdpricesearch.com/cgi-bin/dvdcalc2?cmd=calc&tmpCart=16821

 ------------
Category 5,  Topic 6
Message 13         Mon May 19, 2003
KGAGNE [Ken]                 at 06:37 PDT

SONIC THE HEDGEHOG SPEEDS, SPINS AND ZIPS INTO THE FOX BOX

4Kids Entertainment's FOX BOX Adds All-New SONIC X Animated Series To
Saturday Morning Line Up Beginning Fall 2003

NEW YORK, NY (May 14, 2003) - 4Kids Entertainment (NYSE:KDE) and SEGA(R)
today announced that the fastest hedgehog in the universe is speeding into
the FOX BOX! Continuing its drive to make FOX BOX the Saturday morning
destination for kids, 4Kids Entertainment has signed SEGA's Sonic The
Hedgehog(R) as the network's newest mega-star for its Saturday morning
line-up beginning fall 2003.

4Kids Entertainment has teamed with award-winning animation studio TMS
Entertainment Ltd. of Japan to produce 52 all-new animated episodes of the
SONIC X cartoon. The show will star the speedy blue superstar whose video
games have sold more than 32 million units globally. SONIC X takes its place
on FOX BOX alongside such popular shows as TEENAGE MUTANT NINJA TURTLES,
KIRBY: RIGHT BACK AT YA!, ULTIMATE MUSCLE, and THE CRAMP TWINS.

Since his debut role in SEGA's "Sonic The Hedgehog" game in 1991, Sonic has
grown to be one of the most enduring game characters and franchises of all
time. Sonic The Hedgehog has appeared in numerous video games across multiple
console, handheld and wireless platforms over the past 10 years. Consistently
a top-selling franchise, Sonic The Hedgehog continues to be a popular icon
worldwide in 2003 and beyond.

"Sonic is one cool sassy hedgehog that kids will instantly be rooting for as
he takes on the evil DR. EGGMAN and his robot foes," said Norman Grossfeld,
president of 4Kids Productions.

"SEGA is thrilled to be bringing Sonic to another generation of fans," said
Mike Fischer, vice president of marketing, SEGA of America. "Our speedy blue
hedgehog is a video game icon, and SONIC X captures all the excitement and
thrills of his interactive adventures. FOX BOX is the perfect place for this
great new series."

Program Synopsis:
Accidentally transported by Chaos Control, Sonic finds himself on a strange
planet inhabited by humans and teams up with his newest friend, Christopher.
Together, Sonic and Christopher embark on a series of exhilarating and
elaborate quests as they search for the "Chaos Emeralds," precious stones
delivering the power to conquer the world to whoever possesses them. Through
their adventures, Sonic and Christopher must battle Sonic's archrival, the
evil Dr. Eggman, a robotics authority, who wants the "Chaos Emeralds" for
himself so that he can establish his own empire to dominate the world. Known
for speed, power and energy, Sonic helps Christopher overcome his boyhood
fears as they meet-up with long-time friends Knuckles, Tails and Amy, and
encounter new pals Cream and Cheese. In a distant galaxy, the confrontation
between Sonic and Dr. Eggman begins once again!

About 4Kids Entertainment, Inc.:
Headquartered in New York City, with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
product development; television, film, music and home video production and
distribution; media buying and planning; and Web site development. For
further information, please visit the company's Web site at
www.4KidsEntertainment.com.

About FOX BOX
Saturday morning kids TV has taken on a whole new shape with the Fall 2002
launch of FOX BOX. From 4Kids Entertainment, the company responsible for some
of the biggest names in children's entertainment, FOX BOX is the TV network
home for the all-new Teenage Mutant Ninja Turtles, Kirby: Right Back at Ya! ,
Ultimate Muscle: The Kinnikuman Legacy, The Cramp Twins, Ultraman Tiga,
Fighting Foodons and Pirate Islands. FOX BOX airs Saturday mornings
8:00AM-12:00PM (ET/PT) on Fox Network affiliates nationwide.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

This press release contains forward-looking statements. Due to the fact that
the Company faces competition from toy companies, motion picture studios and
other licensing companies, and the uncertainty of public response to the
Company's properties, actual results or outcomes may differ materially from
any such forward looking statements.

 ------------
Category 5,  Topic 6
Message 14         Tue Jul 27, 2004
KGAGNE [Ken]                 at 18:58 PDT

Three of the 13 episodes of the "Zelda" cartoon (part of the "Super Mario
Bros. Super Show"), along with some episodes of "Sonic Underground" (huh?),
are now available on DVD:

http://www.amazon.com/exec/obidos/tg/detail/-/B00026L7YU/ref=ase_tvshowsondvdco
m/103-0570418-3134209?v=glance&s=dvd

Four episodes of the Mario cartoon are also out:
http://www.amazon.com/exec/obidos/ASIN/B0000AZT6I/ref=pd_sxp_elt_l1/103-0570418
-3134209

 ------------
Category 5,  Topic 6
Message 15         Sun Mar 27, 2005
KGAGNE [Ken]                 at 07:15 PDT

Here's a web site for fans of "Captain N":

http://www.CaptainN.net

 ------------
Category 5,  Topic 6
Message 16         Sun Aug 21, 2005
KGAGNE [Ken]                 at 06:04 PDT

Look for all 13 episodes of "The Legend of Zelda" animated series in an
October 18th DVD release:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=3951

 ------------
Category 5,  Topic 6
Message 17         Sun Dec 25, 2005
KGAGNE [Ken]                 at 18:07 PDT

Following up on Message 2 uptopic - all 27 episodes of the "Dungeons &
Dragons" cartoon may be headed to DVD in 2006:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=4760

 ------------
Category 5,  Topic 6
Message 18         Sun Mar 12, 2006
KGAGNE [Ken]                 at 06:00 PDT

Supposedly, "Captain N: The Game Master" will be coming to DVD:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=5292

 ------------
Category 5,  Topic 6
Message 19         Mon Mar 20, 2006
KGAGNE [Ken]                 at 03:59 PDT

Look for commentary tracks and special features on the D&D cartoon DVD:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=5343

 ------------
Category 5,  Topic 6
Message 20         Sat May 13, 2006
KGAGNE [Ken]                 at 07:51 PDT

A live-action "Dance Dance Revolution" TV series is headed to CBS's Saturday
monring lineup this September 16th:

http://news.digitaltrends.com/article10389.html

 ------------
Category 5,  Topic 6
Message 21         Fri Jul 07, 2006
KGAGNE [Ken]                 at 12:26 PDT

Here is a semi-official announcement that BCI is releasing the "Dungeons &
Dragons" cartoon to DVD:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=6003

 ------------
Category 5,  Topic 6
Message 22         Wed Jul 19, 2006
KGAGNE [Ken]                 at 08:38 PDT

Here, finally, is the OFFICIAL press release regarding the November 7th
release of all 27 episodes of the "Dungeons & Dragons" cartoon on DVD:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=6079

 ------------
Category 5,  Topic 6
Message 23         Thu Sep 14, 2006
KGAGNE [Ken]                 at 09:54 PDT

Look for "Captain N" on DVD on February 13th:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=6419

 ------------
Category 5,  Topic 6
Message 24         Sat Sep 23, 2006
KGAGNE [Ken]                 at 11:13 PDT

The DVD release of the D&D cartoon has moved from Nov 7 to Dec 5:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=6442

 ------------
Category 5,  Topic 6
Message 25         Mon Nov 06, 2006
KGAGNE [Ken]                 at 09:33 PDT

Amazon is now taking preorders for the four-disc set of the "Captain N"
animated series:

http://www.amazon.com/dp/B000JBXHVY

 ------------
 ************
Topic 15        Sat May 12, 2001
KGAGNE                       at 08:34 PST
Sub: The Wizard

Starring Fred Savage, Luke Edwards, Beau Bridges, and Christian Slater, this
movie was essentially one big commercial for Nintendo, especially Super Mario
Bros. 3.

 1 message
 ************
 ------------
Category 5,  Topic 15
Message 1          Sun Aug 20, 2006
KGAGNE [Ken]                 at 13:47 PDT

Fianlly!  After all these years - the best video game movie is coming to DVD!

http://www.dvdpricesearch.com/cgi-bin/dvdcalc2?cmd=calc&tmpCart=56897

 ------------
 ************
Topic 18        Sat May 12, 2001
KGAGNE                       at 08:39 PST
Sub: Mortal Kombat

Three unknowing martial artists are summoned to a mysterious island to compete
in a tournament the outcome of which will decide the fate of the world.  With
Christopher Lambert, Robin Shou, Linden Ashby, and Bridgette Wilson.

 4 messages
 ************
 ------------
Category 5,  Topic 18
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 10:38 PDT

IMHO, Mortal Kombat is possibly the finest movie ever based on video game.  It
has some great action sequences (nothing on the level of Jackie Chan or Jet
Li, but still good), and tons of humor and inside jokes - but nothing
extremely dependent on knowledge of the game.

Anyone agree/disagree?

-Ken

 ------------
Category 5,  Topic 18
Message 2          Fri Jan 18, 2002
KGAGNE [Ken]                 at 12:54 PDT

Looks like they're doing a third Mortal Kombat movie, subtitled "Domination":

http://us.imdb.com/Details?0293429

Characters casted so far include Liu Kang, Kitana,. Sonya Blade, Raiden, and
Jax.

-Ken

 ------------
Category 5,  Topic 18
Message 3          Thu Mar 18, 2004
KGAGNE [Ken]                 at 17:38 PDT

The third film is currently slated for a 2005 release.

 ------------
Category 5,  Topic 18
Message 4          Fri Jan 27, 2006
KGAGNE [Ken]                 at 07:15 PDT

Ignore those last two messasges. :) "Mortal Kombat: Devastation" appears to
have been scheduled to begin filming in May 2005.

Interesting that Robin Shou, who originated the role of Liu Kang in the
series' first movie in 1995, is back.  I wonder how active he is ten years
later, at age 46? (He's also in the video game-based movie "Dead or Alive",
which opens this August.)

 ------------
 ************
Topic 19        Sat May 12, 2001
KGAGNE                       at 08:41 PST
Sub: Street Fighter

The ultimate battle.  Starring Jean-Claude Van Damme as Guile, and Raul Julia
as M. Bison in his last movie performance.

 1 message
 ************
 ------------
Category 5,  Topic 19
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:20 PDT

Of the sixteen characters in the original Street Fighter II line of games, Fei
Long was the only one not to appear in Street Fighter: The Movie.

-Ken

 ------------
 ************
Topic 20        Sat May 12, 2001
KGAGNE                       at 08:44 PST
Sub: Final Fantasy

Fantasy becomes reality in this entirely CGI movie.  With Alec Baldwin, Steve
Buscemi, Donald Sutherland, James Wood, and Peri Gilpin.

 22 messages
 ************
 ------------
Category 5,  Topic 20
Message 1          Tue May 22, 2001
KGAGNE [Ken]                 at 23:43 PDT

This movie opens July 11th.  It was Square's most-hyped product at E3 this
year.

-Ken

 ------------
Category 5,  Topic 20
Message 2          Wed Jul 11, 2001
KGAGNE [Ken]                 at 19:15 PDT

This movie opened today.

Anyone seen it?  Anyone planning to?

-Ken

 ------------
Category 5,  Topic 20
Message 3          Wed Jul 11, 2001
A2.DAIN [Dain]               at 21:15 PDT

Replying to 'Ken' in Category 5 Topic 20:

> This movie opened today.
>
> Anyone seen it?  Anyone planning to?

It depends..I don't go to very many movies, and usually I end up at
movies that I wasn't going to see in the first place.  I've read a few
preliminary reviews....Looks good, needs some heart.

Dain


 ------------
Category 5,  Topic 20
Message 4          Wed Jul 11, 2001
KGAGNE [Ken]                 at 21:40 PDT

I just made prelim plans to see Final Fantasy the night before I leave for
KansasFest.  I wonder what movie the KFest gang will be seeing this year?
X-Men rocked in 2000. :)

-Ken

 ------------
Category 5,  Topic 20
Message 5          Thu Jul 12, 2001
SYNDICOMM [Sheppy]           at 18:28 PDT

I'm planning to see it, just because the CGI looks remarkable. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 6          Thu Jul 12, 2001
KGAGNE [Ken]                 at 20:20 PDT

Sheppy,

> I'm planning to see it, just because the CGI looks remarkable. :)

Ditto.  I don't know much about the acting or story - witnesses of some
previews had some negative things to say - but oh, that CGI... :)

Unfortunately, Final Fantasy: The Spirits Within looks nothing at all like any
of the video games.  I fail to see the connection. :\

-Ken

 ------------
Category 5,  Topic 20
Message 7          Mon Jul 16, 2001
SYNDICOMM [Sheppy]           at 09:06 PDT

I went to see Final Fantasy: The Spirits Within yesterday.  It was... very
interesting.  The CGI is phenomenal, setting a new standard.  It brings to
light just how astoundingly close we are to being able to make movies with
truly realistic computer-generated humans.  I highly recommend the movie just
for the visuals.

The story is interesting.  I've never cared for fantasy described as if it
were science, so the pseudoscientific mythos in this movie was a little
irritating to me.  However, it wasn't until the last 15 or 20 minutes that it
was enough for me to really be annoyed about it.  The last bit of the movie
gets a little too weird for my tastes, with things not quite making sense to
me.

Still, it's a good movie and the graphics are remarkable.  I recommend it,
especially if you're a geek. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 8          Sun Jul 29, 2001
KGAGNE [Ken]                 at 12:22 PDT

> Still, it's a good movie and the graphics are remarkable. I recommend it,
> especially if you're a geek. :)

Sheppy is to be trusted in all matters cinematic.

The above recommendation is hereby decreed gospel.

-Ken

 ------------
Category 5,  Topic 20
Message 9          Sun Jul 29, 2001
SYNDICOMM [Sheppy]           at 23:24 PDT

ROTFL :)

I take it this is fallout from the fact that I tried to talk everyone into
seeing Jurassic Park III or Final Fantasy instead of Planet of the Apes last
night?

Man, that movie sucked.  Really, really sucked. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 10         Mon Jul 30, 2001
KGAGNE [Ken]                 at 08:21 PDT

> I tried to talk everyone into seeing Jurassic Park III or Final Fantasy
> instead of Planet of the Apes

FWIW, I cast my vote for "Planet of the Apes or Final Fantasy, preferably FF".

Since then, I've been trying to warn as many people as I can against Planet of
the Apes.  I fear I am only encouraging some unbelievers into seeing how a
movie can be that bad.

I still want to see FF.

-Ken

 ------------
Category 5,  Topic 20
Message 11         Mon Jul 30, 2001
SYNDICOMM [Sheppy]           at 19:44 PDT

FF was good.  I wish we'd seen that again instead of that travesty that is
POTA.  Oh my God, that sucked. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 12         Mon Jul 30, 2001
KGAGNE [Ken]                 at 20:47 PDT

I think we need to start a new tradition of the KFest roastee selecting both
the place of dining, AND the evening movie.

-Ken

 ------------
Category 5,  Topic 20
Message 13         Wed Aug 01, 2001
A2.DAIN [Dain]               at 15:14 PDT

Replying to 'Ken' in Category 5 Topic 20:

> I still want to see FF.

Me too.  My vote was for FF too, but in a way, I am glad that it went
the way it did.  It gives us something to slam, and I had a great time
while I stayed behind.


Dain


 ------------
Category 5,  Topic 20
Message 14         Thu Aug 02, 2001
A2.RYAN                      at 16:25 PDT

 > I think we need to start a new tradition of the KFest roastee selecting
 > both the place of dining, AND the evening movie.

Well, if you're making me the roastee, we're eating sushi, and you're seeing
Planet of the Apes.  Again. :-)
-
Ryan

 ------------
Category 5,  Topic 20
Message 15         Thu Aug 02, 2001
SYNDICOMM [Sheppy]           at 17:59 PDT

Watching Planet of the Apes was like having my head hacked open and my brain
scooped out using ice-cold spoons, ladled into a mug of frothy dog spittle,
and forced down my throat.  It was just that bad.

I went to see JURASSIC PARK III yesterday (vastly bettter than POTA but still
not great).  Two poor fools were on their way to see POTA; I warned them.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 16         Sun Aug 05, 2001
KGAGNE [Ken]                 at 20:55 PDT

I saw Final Fantasy: The Spirits Within tonight. Though you may've heard good
and bad about the plot, I found it to be decent enough to warrant paying
attention for the duration of the film - which, sadly, is not true of of all
movies. One of the premises revolved around capturing spirits, and the movie
never explained to my satisfaction what a "spirit" is, exactly. Some of the
ending was a bit skewed, and a few scenes seemed superfluous.

Regardless, the movie is visually astounding, with some of the most realistic
CGI graphics ever, anywhere. The close-ups reveal a mixture of details: Aki
Ross's hair just begs you to wonder what conditioner she uses, but her clammy
skin and the not-quite-right lip syncing reveals her artificial nature. (I
found Prof. Sid's character to have the most lifelike appearance) Yet I dare
you to distinguish between live action and CGI in any scene shot from a
distance, that shows general action and body movement.

Why must the villains always look so... evil? The General comes adorned in
black leather (complete with gloves), a furrowed brow, and dark, slick-backed
hair. Gee, guess he's not just misunderstood?

-Ken

 ------------
Category 5,  Topic 20
Message 17         Tue Aug 07, 2001
SYNDICOMM [Sheppy]           at 08:20 PDT

>>>Prof. Sid's character

He was definitely the most realistic; almost disturbingly so.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 18         Tue Aug 07, 2001
KGAGNE [Ken]                 at 10:22 PDT

Donald Sutherland was perfect for Prof. Sid... though his last line was a bit
corny. :)

-Ken

 ------------
Category 5,  Topic 20
Message 19         Tue Aug 07, 2001
SYNDICOMM [Sheppy]           at 15:36 PDT

>>>Donald Sutherland was perfect for Prof. Sid... though his last line was a
bit corny. :)

Yeah, I thought so.  The only voice actor I thought totally didn't fit was
Steve Buscemi.  His voice just doesn't fit with a tough military type. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 20
Message 20         Thu Aug 09, 2001
KGAGNE [Ken]                 at 16:39 PDT

Steve Buscemi was about as appropriate for that role as Joe Pesci. :)

-Ken

 ------------
Category 5,  Topic 20
Message 21         Sat Aug 11, 2001
A2.RYAN                      at 21:54 PDT

> I wonder what movie the KFest gang will be seeing this year?
> X-Men rocked in 2000. :)

POTA sucked them in 2001.

Ryan M. Suenaga, M.S.W., L.S.W. - rsuenaga@apple2.org - A2's Head Geek
Alpha Testing CoPilot v2.55 and ProTERM 3.1
Offline Syndicomm.com Message Manager


 ------------
Category 5,  Topic 20
Message 22         Sat Aug 11, 2001
SYNDICOMM [Sheppy]           at 23:15 PDT

Aaaargh, you mentioned POTA!!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
 ************
Topic 21        Sat May 12, 2001
KGAGNE                       at 08:44 PST
Sub: Tomb Raider

Angelina Jolie is Lara Croft.

 15 messages
 ************
 ------------
Category 5,  Topic 21
Message 1          Thu May 24, 2001
KGAGNE [Ken]                 at 10:03 PDT

This movie opens June 15th.  Anyone looking forward to seeing it?

-Ken

 ------------
Category 5,  Topic 21
Message 2          Thu May 24, 2001
SYNDICOMM                    at 10:43 PDT

I'm not sure. :)

I plan to go see it (I think) but I'm not sure how excited I am about it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 21
Message 3          Thu May 24, 2001
A2.RYAN                      at 21:50 PDT

 > This movie opens June 15th.  Anyone looking forward to seeing it?

I'm planning on seeing it, if I can free up some time in my life :)
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 5,  Topic 21
Message 4          Fri May 25, 2001
KGAGNE [Ken]                 at 09:07 PDT

I have my doubts about a Tomb Raider movie.  It's based on a video game that's
more or less based on Indiana Jones; the TR movie is thus twice removed from
its original source.

Plus I've yet to be impressed by anything Angelina Jolie has done (though
granted, my experience is limited: Gone in Sixty Seconds & Hackers).

Gosh, she's only four years older than me. :)

-Ken

 ------------
Category 5,  Topic 21
Message 5          Fri May 25, 2001
SYNDICOMM                    at 10:06 PDT

Angelina Jolie seems like an oddball choice to play Lara Croft to me, but
what're you going to do? :)

I've been informed that if I intend to see TR, I'll have to go alone; Sarah
wants no part of it.  I hate seeing movies alone. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 21
Message 6          Sat Jun 16, 2001
KGAGNE [Ken]                 at 13:48 PDT

It's out! :)  Anyone see it opening night?

-Ken

 ------------
Category 5,  Topic 21
Message 7          Sat Jun 16, 2001
SYNDICOMM [Sheppy]           at 18:47 PDT

I saw it yesterday afternoon.  It was kinda slow-paced and I wasn't impressed
by the CGI.  The camerawork was too jerky and too full of short shots that
makes the action sequences so hard to follow that all you can tell is that
there's a lot of action.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 21
Message 8          Sat Jun 16, 2001
KGAGNE [Ken]                 at 21:38 PDT

Sheppy,

> I saw it yesterday afternoon.

I take it you couldn't convince Sarah to go with you? :)

So the cinematography and special effects were poor.  What did you think of
Angelina Jolie as Lara Croft?

-Ken

 ------------
Category 5,  Topic 21
Message 9          Sat Jun 16, 2001
SYNDICOMM [Sheppy]           at 22:47 PDT

She was pretty good as Lara Croft, although I know too much about Angelina
Jolie to really ignore how bizarre she is, so that taints my image of her in
this movie.  Every time she picked up a knife I expected her to start into
self-mutilation. :)

But she did the part quite well, and the special effects team responsible for
enhancing her dimensions did a good job too. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 21
Message 10         Mon Apr 21, 2003
KGAGNE [Ken]                 at 11:39 PDT

Tomb Raider: The Cradle of Life, a second movie and again starring Angelina
Jolie, will be released on July 25th, according to boxofficeprophets.com.

-Ken

 ------------
Category 5,  Topic 21  [MOVED]
Message 11         Mon Apr 21, 2003
KGAGNE [Ken]                 at 11:39 PDT

Tomb Raider: The Cradle of Life, a second movie and again starring Angelina
Jolie, will be released on July 25th, according to boxofficeprophets.com.

-Ken

 ------------
Category 5,  Topic 21
Message 12         Thu Jul 31, 2003
KGAGNE [Ken]                 at 14:01 PDT

Anyone seen the new "Cradle of Life"?  I hear it didn't go over as well as had
hoped, so the studio is blaming the lackluster sales of the new PS2 game,
"Angel of Darkness", for affecting its cinematic counterpart.

-Ken

 ------------
Category 5,  Topic 21
Message 13         Fri Aug 01, 2003
SYNDICOMM [Sheppy]           at 22:01 PDT

>>>Anyone seen the new "Cradle of Life"?  I hear it didn't go over as well as
had hoped, so the studio is blaming the lackluster sales of the new PS2 game,
"Angel of Darkness", for affecting its cinematic counterpart.

I've heard that the real problem is that Angelina Jolie is in this movie not
as proportionally similar to the game version of Lara Croft. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 21
Message 14         Tue Aug 05, 2003
A2.DAIN [Dain]               at 21:20 PDT

Sounds like a lot of BlameFesting.  Maybe they should have done a poll
to see if people actually wanted another Laura Croft Movie so soon.
I've not seen it or the original.  Are they any good?

Dain Neater


Replying to 'Ken' in Category 5 Topic 21:

> Anyone seen the new "Cradle of Life"?  I hear it didn't go over as
well
> as had hoped, so the studio is blaming the lackluster sales of the new
> PS2 game,
> "Angel of Darkness", for affecting its cinematic counterpart.



 ------------
Category 5,  Topic 21
Message 15         Thu Aug 07, 2003
SYNDICOMM [Sheppy]           at 08:37 PDT

I thought the first Tomb Raider movie was fun, if a little unnecessary.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
 ************
Topic 22        Sat May 12, 2001
KGAGNE                       at 08:47 PST
Sub: Resident Evil

A special military unit fights a powerful, out-of-control supercomputer and
hundreds of scientists who have mutated into flesh-eating creatures after a
laboratory accident.  Starring Milla Jovovich.

 10 messages
 ************
 ------------
Category 5,  Topic 22
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:23 PDT

This movie is written and directed by Paul Anderson III, who also directed
Soldier (Kurt Russell), Event Horizon (Sam Neill), and Mortal Kombat.

Resident Evil is currently slated for a 2002 release.

A brief "Making of 'Resident Evil'" film was shown at E3 2001.  Amidst all the
clamor of the expo, it was hard to take much notice of it.

-Ken

 ------------
Category 5,  Topic 22
Message 2          Wed Jan 30, 2002
KGAGNE [Ken]                 at 21:04 PDT

Resident Evil movie trailer:

http://www.apple.com/trailers/columbia/resident_evil/

This movie stars Milla Jovovich (The Fifth Element).

 ------------
Category 5,  Topic 22
Message 3          Tue Feb 26, 2002
KGAGNE [Ken]                 at 09:27 PDT

The movie adaptation of Resident Evil opens on March 15, 2002.

 ------------
Category 5,  Topic 22
Message 4          Tue Feb 26, 2002
KGAGNE [Ken]                 at 13:29 PDT

SONY PICTURES DIGITAL ENTERTAINMENT Announces New Interactive Marketing
Intiatives

Sony Online Entertainment in Collaboration with
Sony Pictures Integrated Network for upcoming film "Resident Evil"

SAN DIEGO, CA (February 26, 2002) - Sony Pictures Digital Entertainment
(SPDE) announced that the leading online gaming division, Sony Online
Entertainment Inc. (SOE), will host a mini-site at The Station
(www.station.com <http://www.station.com> ) for the Sony Screen Gem's film
Resident Evil. With the film set for release on March 15, 2002, this
collaborative effort marks the first time that SOE and SPDE's recently
launched online marketing division, Sony Pictures Integrated Network (SPIN),
have worked together to promote a film property from the studio.

"This campaign is a perfect illustration of how we are truly integrating our
efforts and working together across all our businesses to deliver a
thoroughly satisfying experience for our consumers" said Yair Landau,
president of Sony Pictures Digital Entertainment. "Resident Evil is an
exciting property for us to first utilize the combined strength of SOE's
unparalleled gaming expertise with SPIN's marketing and promotional power."

Sony Online Entertainment will be working with Sony Pictures Integrated
Network to cross-promote the best in motion picture entertainment at
www.station.com <http://www.station.com> beginning with Resident Evil. Movie
buffs and game players will enjoy a Resident Evil-themed ConfettiTM game,
sweepstakes, a gallery of movie images, behind-the-scenes film footage, the
latest scoop on the movie's stars, a live chat, and , a direct link to the
official movie site at www.resident-evil-the-movie.com
<http://www.resident-evil-the-movie.com> .

"The Resident Evil property has a unique convergence of loyal game
enthusiasts and adventure-seeking movie-goers," said Valerie Van Galder,
executive vice president of marketing, Sony Screen Gems. "Being able to give
fans a full range of opportunities to become immersed in the excitement of
Resident Evil is a great opportunity for us to work with SPDE. The mini-site
really answers the demands of a multi-layered audience looking to be
engaged."

"The Resident Evil movie is yet another testament to the growing popularity
of video games as serious entertainment," said Scott McDaniel, vice president
of marketing, Sony Online Entertainment. "Leveraging new mediums such as
film, television and the Internet, video games are not only reaching vastly
larger audiences than ever before, but creating an expanding global community
of gamers through online gameplay, chat rooms and related news and
information."

In addition to the Resident Evil mini-site, The Station offers players over
40 games to enjoy, from popular favorites such as Jeopardy! Online, Wheel of
Fortune Online, The Dating Game Online and the recently launched Rick O'Shea,
to the world's most successful massively multiplayer online game,
EverQuest(R). Community features including news, shopping and chat have
helped create one of the most cohesive gaming communities online with more
than 12 million registered users.

# # #

About Sony Pictures Digital Entertainment
Sony Pictures Digital Entertainment (SPDE), an operating unit of Sony
Pictures Entertainment (SPE), oversees the activities of SPE's digital
production and online assets including Sony Pictures Imageworks, Sony Online
Entertainment, the Digital Networks Division which includes SoapCity and
Screenblast, and SPIN, which represents the studio's online promotional
presence. SPDE focuses on three areas: 1) producing and developing visual
effects and computer-generated imaging (CGI), digital character animation,
and original content for motion picture, television, online and PlayStation
audiences; 2) developing new forms of online content, games and interactive
programming; and 3) leading SPE's efforts to provide online, open-access
video-on-demand, interactive television and wireless entertainment.

About Sony Online Entertainment
Sony Online Entertainment Inc. (SOE), the online gaming division of Sony
Pictures Digital Entertainment, is a worldwide leader in massively
multiplayer online gaming. Headquartered in San Diego, California, SOE
develops, publishes and distributes entertainment for the PC and online
markets. With more than 12 million registered users, SOE's award-winning
website, The Station(R) (www.station.com <http://www.station.com> ) hosts a
variety of entertaining games and player communities spanning all genres. In
addition to blockbuster hits EverQuest(R) and Jeopardy! Online, SOE has an
array of cutting-edge online games in development such as PlanetSide(tm),
Star Wars* Galaxies(tm) and Sovereign(tm).

About Screen Gems
Screen Gems was established as a new marketing label under Sony Pictures
Entertainment in December of 1998. Its most recent release is Mark
Pellington's psychological thriller "The Mothman Prophecies." Screen Gems'
upcoming releases include "Resident Evil," based on the best selling video
game and starring Milla Jovovich and Michelle Rodriguez; "Formula 51"
starring Samuel Jackson, Robert Carlyle and Emily Mortimer; "Lone Star State
of Mind" starring Josh Jackson, James King, D.J. Qualls and Matt Davis and
"Half Past Dead" starring Steven Seagal, Morris Chestnut and Ja Rule. Screen
Gems' recently acquired domestic distribution rights to the Meg Ryan
thriller, "In the Cut," which is slated to begin principal photography in the
spring of 2002.

 ------------
Category 5,  Topic 22
Message 5          Wed Mar 20, 2002
KGAGNE [Ken]                 at 21:53 PDT

I saw this movie on opening day.  While I felt it was a generic action flick,
it was at least a well-done one.  There's little to make this movie
outstanding, save its video game heritage.

I don't think it's a spoiler to say two of the main characters spend most of
the film suffering from amnesia, preventing us from really getting to know
them.  Little suspense is built from this device, since the main threat -
escaping from a zombie-infested industrial compound - remains the same,
regardless of who you are.

There is, however, an amazingly exciting and chilling scene near the
beginning.  Watch for lasers. :)

BTW, for those who know the games and want to know what to expect from the
movie, I'd say the film is based more on the setting and events in Resident
Evil 2, and that a sequel, if any, will be based on RE3.

-Ken

 ------------
Category 5,  Topic 22
Message 6          Thu Apr 25, 2002
KGAGNE [Ken]                 at 07:32 PDT

Title       : RESIDENT EVIL
Platform    : Cinematic
Directed by : Paul W. S. Anderson
Publisher   : Columbia Pictures
Rating      : R
Review by   : Ken Gagne

Resident Evil, Capcom's second game series to make the jump to cinema, has
nearly become an indelible part of pop culture. Its 1996 launch for the Sony
PlayStation defined the "survival horror" video game genre. Unfortunately,
its movie counterpart fails to be similarly extraordinary.

The film Resident Evil resembles the plot from the games, but the details are
a good deal different. Columbia Pictures and writer, director, and producer
Paul W. S. Anderson (who also directed the movie Mortal Kombat) did not chain
themselves to the games' minutia - a trap which snared previous
video-game-to-movie adaptations such as Super Mario Bros. and, to an extent,
Street Fighter.

The movie is inspired by the first three Resident Evil games, in which the
pharmaceutical/genetics company Umbrella allows an experiment to escape. The
first game was set on the outskirts of Raccoon City in an abandoned mansion,
where scientists fell victim to a virus that transmutes living organisms into
undead zombies. In Resident Evil 2, the virus had spread to the main city,
where two strangers became involved in an Umbrella plot gone awry; their
escape from the city led them through an Umbrella experimentation
installation. The third game in the series was synchronous with its
predecessor, following RE1's heroine Jill Valentine as she too made her
escape from Raccoon City.

From setting to climax, the movie is based on Resident Evil 2 most of all.

The story starts in the afore-mentioned mansion, giving only the briefest of
nods to the story's original locale before setting out for the Hive -
Umbrella's vast laboratory located beneath Raccoon City. The Red Queen, the
advanced artificial intelligence that controls the Hive, has killed everyone
in the facility without offering a peep of explanation or justification. This
technological killer proves to be only one of several threats the Umbrella
special operations squad encounters as they attempt to penetrate the Queen's
defenses and determine not only what's happened, but how to rectify the
situation - if they can. (Unlike the games, there is no Special Tactics And
Rescue Squad, or STARS, of good guys; just Umbrella employees.)

Our stars are Alice (Milla Jovovich) and Spence (James Purefoy), who spend
most of the movie suffering from amnesia. Rather than create suspense, this
storytelling device prevents the audience from identifying with the main
characters, who have no idea who they are. It seems a waste of the audience's
time to wonder which is the hero and which the traitor; such allegiances
hardly matter when surrounded by bloodthirsty zombies.

Zombies, dogs, and "lickers", all common enemies in the games, are in the
theatrical version. Hollywood's zombies are hungrier than the PlayStation's
ever were, but the licker appears as though a corner or two were cut in its
animation process.

I generally find video games to have a greater capacity for scaring its
audience. A movie viewer might identify with the main character, but a gamer
becomes the main character, with zombies becoming personal nightmares rather
than detached threats. That lack of involvement prevents the atmosphere that
worked in the game from necessarily work in the movie. A movie and game that
are both extraordinary are such in different fashions, as appropriate to
their media.

Overall, this film is a decent action flick with a hackneyed
"infiltrate and escape alive" plot. Fans of the games will enjoy the film,
even if, for better or worse, it is not a direct translation.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 25-Mar-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 5,  Topic 22
Message 7          Mon Sep 08, 2003
KGAGNE [Ken]                 at 13:32 PDT

Resident Evil: Apocalypse is scheduled to hit theaters next year:

http://www.imdb.com/title/tt0318627/combined

 ------------
Category 5,  Topic 22
Message 8          Thu Aug 26, 2004
KGAGNE [Ken]                 at 03:45 PDT

Resident Evil: Apocalypse will hit theatres on September 10th:

http://www.boxofficeprophets.com/tickermaster/listing.cfm?TMID=742

I thought the first film's main character, Alice, was analogous to the video
game's heroine, Jill, but it ain't so: Jill will also be a character in this
film.

-Ken

 ------------
Category 5,  Topic 22
Message 9          Mon Sep 06, 2004
KGAGNE [Ken]                 at 14:58 PDT

Official site for this movie:

http://www.sonypictures.com/movies/residentevilapocalypse/

Trailer at this URL:

http://www.apple.com/trailers/sony_pictures/resident_evil_apocalypse/

 ------------
Category 5,  Topic 22
Message 10         Mon Sep 20, 2004
KGAGNE [Ken]                 at 15:19 PDT

Title       : RESIDENT EVIL: APOCALYPSE
Platform    : Cinematic
Directed by : Alexander Witt
Publisher   : Sony/Screen Gems
Rating      : R
Review by   : Ken Gagne

2002. Movies continue to be adapted from a variety of sources, such as comic
books and video games, with varying degrees of success. A few months before
Spider-Man webbed his way into movie history, a landmark video game series
made its silver screen debut.

Capcom, formerly responsible for the travesty that was Street Fighter: The
Movie (starring Jean-Claude Van Damme, and Raul Julia in his last film),
returned to theaters with Resident Evil, based on a series of "survival
horror" video games that scared a generation of gamers with flesh-eating
zombies and undead hounds. Expectations were high; satisfaction proved low.

2004. Resident Evil: Apocalypse picks up the story where the original ended.
Expectations are low: satisfaction is on par. The lack of letdown produces a
more acceptable experience, as the film is no better, and possibly worse,
than its predecessor.

The setting for Apocalypse is Raccoon City, where citizens are becoming
infested with the T-virus, which reanimates necrotic cells (read: kills
people and turns them into zombies). Only a few souls have the means and
methods to escape alive.

In one corner, our returning champion, Alice (Milla Jovovich). Shedding her
amnesia from the first film, Alice is a more powerful and confident character
this time around, attacking her assailants with gusto. The motivation for
this malevolence is a stranger to us, as Alice seems to care for no one and
nothing - except possibly revenge on Umbrella, the evil corporation (but
then, what cinematic corporation isn't evil?) responsible both for her past
injuries and the T-virus itself.

In the other corner, we have Jill Valentine (Sienna Guillory). Like a bad
Capcom movie, Jill dresses and looks almost exactly like she does in the
video game, albeit with the wrong color hair. This is not the "master of
unlocking" we saw in the first RE game, who ran screaming like a girl from
the first zombie she saw. But neither is the audience made privy to this
cinematic character's background. All we know is that she's a disgraced
member of STARS (Special Tactics And Rescue Squad) with some prior experience
with the T-virus. Her sauciness serves only to fill the scenes lacking Alice;
the two don't complement each other as much as they do duplicate. Normally,
two such similar women would be played against each other, but these two are
rarely at odds; though such animosity would have been cliche, at least it
would have had the characters interacting on some meaningful level.

We also have two returning characters now played by different actors. The
artificial intelligence from the first film, portrayed in avatar as a
ten-year-old girl, returns as the actual youngster off whom the A.I. was
modelled.

Though some may consider it a spoiler, anyone who knows saw the end of the
first film should've already connected the dots: Matt, Alice's sole surviving
partner from the first movie, returns as the mutated killing machine Nemesis.
To get a feel for Nemesis' appearance, imagine Mr. Potato Head dressed for
the Matrix, and in a leathery suit with less facial expression than a
live-action ninja turtle. This "villain" bears similar functionality to
Robocop: obeying directives from his superiors and occasionally providing the
audience with a view from his perspective, complete with visual data akin to
a video game display.

Here's another missed opportunity for character interaction. The audience
knows Matt is Nemesis; does Alice? If she does, we see no indication of such
for most of the film. Nemesis is a minor, rarely-seen, non-threatening
character - which is odd, he was important enough to earn the subtitle in the
movie's source game, Resident Evil 3: Nemesis. Alice and Matt's encounters
are further limited to fisticuffs, of which there is little in the RE games
(due to the lack of thrill in such limited firepower). Does Mr. Potato Head
seem like a likely candidate for a boxing match? Give us some Matrix- or
Equilibrium-style gunfights!

Firearms aren't the only things not shooting well: the cameras use the
recently popular technique of short, fast cuts from one angle to another.
Perhaps this style is meant to suggest the frenetic pace of a battle, but it
succeeds only in making such scenes disjointed and hard to follow.
Fortunately, such shooting is not as prevalent in Apocalypse as it was in
Blade II or The Bourne Supremacy.

Other effects include frequent flashbacks, either to the first film or to
what little time separates it from the sequel. Another scene is almost
shot-for-shot the opening from Resident Evil: Code Veronica, which is some
creative continuity: the first film was based loosely on the second video
game, and this one on the third. Veronica is the fourth game in the series.
Where are they going with this? This isn't a tip of the hat to fans of the
games; it's a mallet to the head. The film's ending moves quickly with
several discrete occurrences and elements that seem far separated from the
rest of the film.

The best effect of the movie was to make me want to play the video games
again. The Resident Evil series defined a new genre with its excellent
settings and surprises. Sadly, the films have never enjoyed similar artistic
success. Apocalypse is not horrifyingly bad, and may be worth a DVD rental,
but let the first film be a warning for you to set your expectations
appropriately.
_________________________________________________________________

This article is copyright (c) 2004 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 21-Sep-04

Other reviews, FAQs, etc. by Ken Gagne can be found at http://www.gamebits.net
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Sub: House of the Dead

Based on Sega's shooters.
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Message 1          Wed Feb 27, 2002
KGAGNE [Ken]                 at 14:35 PDT

SEGA'S "THE HOUSE OF THE DEAD" COMES ALIVE ON FILM; SHOOTING BEGINS THIS MAY

LOS ANGELES, CA (February 26, 2002) - Mindfire Entertainment today announced
that principal photography will begin in mid-May in Vancouver, Canada on the
first motion picture inspired by the popular "The House of the Dead(tm)"
video game franchise from SEGA(r).

Based on a script by Mark A. Altman ("Free Enterprise," "Abducted") and Dave
Parker, the movie will star the zombie-battling agents featured in SEGA's
"The House of the Dead" video game series on a mission to take on the undead.

The $12 million film will be directed by noted German commercial and music
video director Uwe Boll (Sanctimony, HomeRoom: The Heart of America) who will
bring his unique talents for suspense and horror to the production. The film
will be produced by Shawn Williamson of Bright Light Pictures and director
Boll. The Executive Producers of the film will be Mindfire partners Dan
Bates, Mark Altman and Mark Gottwald. Also executive producing is Daniel
Kletzky via his Entertainment Licensing Associates (ELA). ELA has a long
history of adapting video games into merchandise and traditional forms of
entertainment. Kletzky is currently serving as Executive Producer of
Constatin Film's "Resident Evil," to be domestically distributed by
Sony/Screen Gems on March 15, 2002.

As shooting begins on the film," SEGA keeps the zombies alive with its 2002
release of "The House of the Dead(tm) 3" for the Xbox(tm) video game system
from Microsoft(r).

"We are delighted to be working with video game industry giant Sega to bring
'The House of the Dead' to the big screen," says Mindfire Entertainment CEO
Dan Bates. "Unlike other video game-based movies, 'The House of the Dead'
will be in a unique position to exploit the cross-marketing and promotional
opportunities between the successful game franchise and the movie as they
will share a common storyline and aesthetic."

Adds Daniel Kletzky, "We are thrilled to be working with Uwe Boll whose
remarkable ability to create suspense and horror make him the perfect
director for what we are certain will be the first of many films derived from
this exciting game franchise."

"'The House of the Dead' is one of SEGA's leading video game franchises and
we are thrilled to partner with Mindfire Entertainment, who shares our
enthusiasm for the game, to translate our game developers' vision into a
feature film," jointly stated Charles Bellfield, vice president of strategic
planning and corporate affairs, Sega of America and Masahiro Nakagawa,
director of licensing, SEGA Corporation.

"The House of the Dead 3" for the Xbox is being created by renowned SEGA
development studio, WOW Entertainment Inc., the team who brought gamers
innovative, cross-genre titles such as "Sega Bass Fishing(tm)" and "Sega
GT(tm)." In the action-shooting game "The House of the Dead 3," players will
once again assume the role of government agents whose sole purpose in life is
the eradication of hideous new strains of zombies and monsters that are
unleashed upon the world to wreak havoc upon the innocent.

# # #

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Mindfire Entertainment
Mindfire Entertainment is a company devoted to the production of feature
films and television, which have included the award winning "Free
Enterprise," starring William Shatner and Eric McCormack, and the critically
acclaimed comedy, "The Specials," starring Rob Lowe and Melissa Joan Hart.
Other films include the upcoming monster truck comedy "The Brass Rat" and
several projects based on bestselling video game and comic book properties.
Web site is located at www.mindfireentertainment.com.

About Entertainment Licensing Associates (ELA)
ELA is a merchandising agency and production company which focuses its
efforts on extending high profile brands and franchises through the
traditional merchandising business model. ELA and its sister companies also
produce television series and feature films based on high profile marquis
properties. Past productions include the animated television series Street
Fighter, Mega Man and The Secret Files of Spy Dogs . ELA principal Daniel
Kletzky also served as an Associate Producer on Sony's "Final Fantasy: The
Spirits Within," inspired by SquareSoft's "Final Fantasy" game franchise.

# # #
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Message 2          Sat Oct 04, 2003
KGAGNE [Ken]                 at 18:51 PDT

This movie releases Oct 10th.

 ------------
Category 5,  Topic 23
Message 3          Sat Oct 25, 2003
KGAGNE [Ken]                 at 13:12 PDT

Shucks.  I'd made plans to see this film the day before Halloween, but it's
already gone from all local theaters.

Guess it didn't do that well...
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Message 4          Wed Jan 21, 2004
KGAGNE [Ken]                 at 15:02 PDT

This movie released on video on January 27th.
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Sub: Crazy Taxi

Based on Sega's taxi simulation video game.
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MINDFIRE ENTERTAINMENT ANNOUNCES "CRAZY TAXI" MOVIE BASED ON HIT VIDEO GAME
SERIES FROM SEGA

LOS ANGELES (August 6, 2002) - Mindfire Entertainment announced today that it
has finalized a deal with SEGA(R) to acquire the rights to produce a motion
picture based on the company's best selling video game series, "Crazy Taxi."
Coming on the heels of the successful partnership with "The House of the Dead
- The Movie," currently slated for a 2003 theatrical release, Mindfire has
acquired the rights to "Crazy Taxi" from SEGA to serve as the basis for a new
feature film series.

"Our relationship with SEGA on 'The House of the Dead - The Movie' has been a
wonderful experience, and we are delighted to enter into this new
partnership," said Dan Bates, CEO, Mindfire Entertainment. "We believe that
'Crazy Taxi' has the potential to be a major motion picture, combining the
thrills and exciting street action of 'The Fast and The Furious' with the
humor and quirkiness of 'Taxicab Confessions.' SEGA has created a wildly
entertaining game concept filled with action and fun, and we hope to
effectively translate this to the big screen with this upcoming feature
film."

SEGA created the successful "Crazy Taxi" video game franchise, including a
popular arcade game and two best selling console titles. Last week SEGA
released the highly anticipated "Crazy Taxi 3: High Roller" for the Xbox(TM)
video game system from Microsoft(R).

"The 'Crazy Taxi' franchise has been a tremendous success for SEGA, and it
will enjoy even greater exposure with this upcoming feature film," said Peter
Moore, president and COO, SEGA of America, Inc. "We are very pleased to
continue our association with Mindfire, a company that recognizes the strong
entertainment value and cinematic potential of some of SEGA's most popular
titles."

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Mindfire Entertainment
Mindfire Entertainment is an independent production company devoted to the
creation of motion pictures, television and publishing. Mindfire's films
include the award winning "Free Enterprise" starring William Shatner and "The
Specials." Their newest film, "The House of the Dead," based on the hit video
game series from SEGA, will debut theatrically in 2003. Mindfire recently
announced the formation of a comic book division devoted to the publication
of comics and graphic novels based on their existing and original properties.

# # #
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Based on the Midway action-driving game.
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MIDWAY'S TOP-SELLING SPYHUNTER VIDEOGAME
TO BECOME MAJOR FEATURE MOTION PICTURE

Universal Pictures Options SpyHunter as a Possible Star Vehicle for WWE
Superstar The Rock

CHICAGO - May 9, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Universal Pictures has
obtained an option to the rights to develop the classic 1980s Spy Hunter
videogame into a major live action motion picture. SpyHunter(R) 2, the latest
iteration of the classic videogame, is scheduled to ship fall 2003 for the
PlayStation2 computer entertainment system, the Xbox(R) and Nintendo
GameCube'.

"SpyHunter's fast-paced action, relentless mission-based gameplay and overall
cool spy theme make it a natural for the big screen," said Helene Sheeler,
vice president of marketing, Midway.

Universal Pictures is developing the property as a possible starring vehicle
for WWE superstar The Rock, who would portray Alec Sects, commander of the
world's most sophisticated spy vehicle, the G-8155 Interceptor. In addition,
Universal Pictures has brought four of the most talented professionals in the
entertainment industry together - Chuck Gordon and Adrian Askarieh as
producers and Michael Brandt and Derek Hass as writers. Brandt and Hass most
recently wrote the screenplay for Universal Pictures' "2 Fast 2 Furious," the
major motion picture sequel to "The Fast and The Furious."

"The SpyHunter deal marks the success of Midway's effort to proactively
showcase its top properties to the movie industry," said Steve Booth, vice
president of licensing, Midway. "We have a rich library of popular games,
which will translate well into other forms of media."

In addition to the film, the videogame sequel to the SpyHunter videogame
released in fall 2001, is currently in production. SpyHunter 2 is a powerful
progression in the mission to save the world from the sinister grip of the
global criminal terrorist group, Nostra. Gamers will command an all-new,
extremely powerful and customizable G-8155 Interceptor with new
transformations such as an off-road 4-wheel drive vehicle, an off-road
motorcycle and a snowmobile. In addition, the gameplay includes upgradable
offensive and defensive weaponry, as players fend off enemy vehicles
throughout massive levels set across enormous regions. A new mysterious, sexy
female agent has also been added to the mix to increase the intensity of
SpyHunter 2's fast-paced action.

SpyHunter 2 introduces an all-new terrorist threat and it is up to Alec Sects
to command the world's most sophisticated super spy vehicle to save the
world. Exclusive weaponry such as an auto-tracking turret and an
indestructible armored shield are combined with landmines and oil slicks for
an impressive defense that will immerse gamers in 16 action-packed levels set
across four gigantic regions. Each region is interactive and dynamic,
allowing players to choose their own paths and fight against giant
end-of-mission bosses, including eight all-new Nostra enemies. The excitement
also continues with the latest version of the Interceptor's online computer,
Leonie 2.0, designed to aid in mission-critical tactics and information. For
more information about SpyHunter visit www.spyhunter2.midway.com

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

SPYHUNTER and MIDWAY are registered trademarks of Midway Amusement Games,
LLC. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. in the United States and/or other countries. Nintendo GameCube is a
trademark of Nintendo. " 2001 Nintendo. All other trademarks are the property
of their respective owners.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.

 ------------
 ************
Topic 26        Sat May 12, 2001
KGAGNE                       at 08:48 PST
Sub: Alone in the Dark

Based on the survival horror series of video games and starring Christian
Slater and Tara Reid.  Official web site: http://www.alone-in-the-dark.com

 14 messages
 ************
 ------------
Category 5,  Topic 26  [MOVED]
Message 1          Sat Jul 05, 2003
KGAGNE [Ken]                 at 15:12 PDT

Two survival-horror games are both slated to become live-action films.

Alone in the Dark will star Christian Slater as Edward Carnby.  See Category
26, Topic 2, Message 2 for a review of the game off which this movie is based.

Eternal Darkness will be produced by film studio Hypnotic.  See Category 14,
Topic 9, Message 24.

 ------------
Category 5,  Topic 26
Message 2          Sat Sep 06, 2003
KGAGNE [Ken]                 at 17:51 PDT

Ooh!  Playing opposite Slater will be Tara Reid, of "American Pie" fame. :)

More details at

http://www.boxofficeprophets.com/tickermaster/listing.cfm?TMID=845

 ------------
Category 5,  Topic 26
Message 3          Sun Sep 07, 2003
SYNDICOMM [Sheppy]           at 11:36 PDT

>>>Eternal Darkness will be produced by film studio Hypnotic.  See Category
14, Topic 9, Message 24.

That should be interesting. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 26
Message 4          Sun Sep 07, 2003
KGAGNE [Ken]                 at 19:29 PDT

Sheppy,

Yup, should be. :)  Optioning a game for the silver screen doesn't mean it
will happen, though.  Jason Alexander was supposed to be in a DOOM flick many,
many years ago.  When and if Eternal Darkness progresses as far as Alone in
the Dark has (it's almost done filming), it'll get its own topic.  Same for
Metroid, Zelda, and any other licenses floating around out there.

I am looking forward to AitD, though.  I think the games are spooky and
plotted enough to provide enough material for a film - even if they capture
only the essence, and not the facts, of the series (ala Tomb Raider).

-Ken

 ------------
Category 5,  Topic 26
Message 5          Sun Sep 07, 2003
SYNDICOMM [Sheppy]           at 21:05 PDT

I've heard recent news about a DOOM movie; apparently there's a script at
last.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 5,  Topic 26
Message 6          Tue Sep 09, 2003
A2.DAIN [Dain]               at 18:12 PDT

Replying to 'Ken' in Category 5 Topic 26:

> When and if Eternal Darkness progresses as far as Alone in the Dark
has
> (it's almost done filming), it'll get its own topic.  Same for
Metroid,
> Zelda, and any other licenses floating around out there.

I'm not sure if Eternal Darkness needs a movie.   I liked the game quite
a bit and think the game told the story rather well.

Dain


 ------------
Category 5,  Topic 26
Message 7          Tue Sep 09, 2003
A2.DAIN [Dain]               at 18:12 PDT

Replying to 'Sheppy' in Category 5 Topic 26:

> I've heard recent news about a DOOM movie; apparently there's a script
at
> last.

Let me guess... Aliens invade.  We send in the one man Army Space
Marine.   The aliens die.  Oh wait..there has to be some scantily clad
female too:)

The end:)

Dain


 ------------
Category 5,  Topic 26
Message 8          Fri Oct 24, 2003
KGAGNE [Ken]                 at 19:59 PDT

Shucks.  I'd made plans to see this film the day before Halloween, but it's
already gone from all local theaters.

Guess it didn't do that well...

 ------------
Category 5,  Topic 26
Message 10         Sat Oct 25, 2003
KGAGNE [Ken]                 at 13:15 PDT

The two previous messages were deleted because I posted in the wrong topic.
Oops.

Alone in the Dark is still slated for a 2004 release.  The official web site
is http://www.alone-in-the-dark.com ; download the 10 MB movie trailer from

http://www.alone-in-the-dark.com/trailer/AitD_352x160.mpeg

-Ken

 ------------
Category 5,  Topic 26
Message 11         Sun Sep 26, 2004
KGAGNE [Ken]                 at 07:31 PDT

This film has been delayed until sometime in 2005.

An actual trailer is available at

http://www.alone-in-the-dark.com/trailer/AitD_352x158.mov

 ------------
Category 5,  Topic 26
Message 12         Fri Dec 31, 2004
KGAGNE [Ken]                 at 18:23 PDT

This film finally releases in theaters on January 28th.

 ------------
Category 5,  Topic 26
Message 13         Sun May 15, 2005
KGAGNE [Ken]                 at 15:00 PDT

This film released on DVD on May 10th:

http://www.dvdpricesearch.com/cgi-bin/dvdcalc2?cmd=calc&tmpCart=43060

2,999 users of the IMDb have given it a collective 2.1/10 stars, making it the
27th worst film ever (coincidentally, the video game-inspired 2003 film
"House of the Dead" is #34; several MST3K films, such as "Manos", "Future
War", "Girl in Gold Boots", and "The Giant Spider Invasion", also share slots
on this list):

http://www.imdb.com/chart/bottom

 ------------
Category 5,  Topic 26
Message 14         Sun May 15, 2005
KGAGNE [Ken]                 at 15:04 PDT

View the unofficial web site of this film's director:

http://www.uweboll.com/

Heh. :)

 ------------
 ************
Topic 27        Sat May 12, 2001
KGAGNE                       at 08:48 PST
Sub: Silent Hill

Konami's psychological thriller comes to the silver screen.

 9 messages
 ************
 ------------
Category 5,  Topic 27
Message 1          Wed Sep 17, 2003
KGAGNE [Ken]                 at 20:59 PDT

KONAMI ANNOUNCES SILENT HILL(r) MOVIE

Davis Films to Begin Production Based on Popular Horror Videogame Franchise

REDWOOD CITY, CA - September 17, 2003 - Leading videogame publisher, Konami
of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM), today
announced that its hit psychological horror videogame series, Silent Hill(r),
will be released worldwide as a major motion picture. Production company
Davis Films will produce the feature film adaptation of Konami's popular
franchise. Produced by Konami Computer Entertainment Tokyo, Inc. (KCET), the
Silent Hill games thrust players into a nightmarish world where they must
unravel twisted storylines and battle grotesque creatures and terrifying
monsters.

Bringing the series to the big screen is prolific producer Samuel Hadida
whose credits include blockbuster films, True Romance, directed by Tony Scott
and written by Quentin Tarantino, Spider, directed by David Cronenberg, and
Brotherhood of the Wolf, directed by Christophe Gans. Gans, who also directed
the major motion picture, Crying Freeman, has been appointed as the director
of the Silent Hill feature film.

"Silent Hill is a groundbreaking game with an atmosphere that has mesmerized
millions of gamers all over the world - it is scary and clever," said
Christophe Gans. "I am very proud to be associated with this game."

Working closely with the production team, Konami Corporation will help
recreate the universal appeal of the game by overseeing the script
development, participating in the design of all the monsters, creatures and
characters as well as aiding in the film's soundtrack composition.

"The success of the Silent Hill series is based on a perfect blend of
suspense, plot twists and captivating characters," said Geoff Mulligan, Chief
Operating Officer of Konami of America, Inc. "We are confident that Samuel
Hadida and his talented team will capture and create an unforgettable
movie-going experience."

Silent Hill is the premiere franchise in the horror videogame genre with over
four million copies sold in Japan, the U.S. and Europe. Silent Hill 3 for
PlayStation(r)2 was recently released in August 2003 and is considered to be
the best game in the series. With a terrifying narrative, spectacular
graphics and a bloodcurdling soundtrack, Silent Hill 3 has already garnered
numerous industry accolades and awards.

To further strengthen the Konami brand worldwide, the company is currently
pursuing film production deals for its other blockbuster videogame
franchises.

Silent Hill 3 is rated M for Mature and is available at an SRP of $39.99. To
learn more about Silent Hill 3, please visit the Konami website at
http://www.konami.com/silenthill3/ <http://www.konami.com/silenthill3/> .

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com <http://www.konami.com/> . Konami Corporation is a
publicly traded company based in Tokyo, Japan with subsidiary offices, Konami
of America, Inc. in the US and Konami of Europe in Frankfurt, Germany. Konami
Corporation, the parent company of Konami of America, Inc. is traded in the
United States on the New York Stock Exchange under the ticker symbol KNM.
Details of the products distributed by Konami of America, Inc. can be found
at www.konami.com/usa <http://www.konami.com/usa> .

SILENT HILL(r) is a registered trademark of KONAMI COMPUTER ENTERTAINMENT
TOKYO, INC. (c) 1999 2003 KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS
RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

 ------------
Category 5,  Topic 27
Message 2          Sun May 15, 2005
KGAGNE [Ken]                 at 14:53 PDT

This film has been cast and is slated for a 2006 release:

http://www.imdb.com/title/tt0384537/
http://www.boxofficeprophets.com/tickermaster/listing.cfm?TMID=1929
http://www.boxofficeprophets.com/tickermaster/movienews.cfm?TMID=1929

 ------------
Category 5,  Topic 27  [MOVED]
Message 3          Sun Aug 28, 2005
KGAGNE [Ken]                 at 09:56 PDT

Look for this film on April 21, 2006.

 ------------
Category 5,  Topic 27  [MOVED]
Message 4          Fri Sep 16, 2005
KGAGNE [Ken]                 at 12:12 PDT

"Silent Hill" wrapped filming on July 22nd and is now in post-production.

 ------------
Category 5,  Topic 27  [MOVED]
Message 5          Sat Feb 04, 2006
KGAGNE [Ken]                 at 06:27 PDT

The trailer for this film was posted this morning:

http://www.apple.com/trailers/sony_pictures/silenthill/

 ------------
Category 5,  Topic 27  [MOVED]
Message 6          Thu Apr 06, 2006
KGAGNE [Ken]                 at 05:15 PDT

THE SILENT HILL EXPERIENCE NOW AVAILABLE

Innovative New Multimedia Product for the PSP(TM) System Features Digital
Comics, Music and Exclusive Content from the Upcoming Silent Hill Motion
Picture

REDWOOD CITY, Calif. - April 4, 2006 - Konami Digital Entertainment, Inc.,
today announced that The Silent Hill Experience for the PSP(TM)
(PlayStation(R)Portable) system has shipped to retail and is available on
www.konamistyle.com. Unique among products for the PSP system, The Silent
Hill Experience incorporates a variety of compelling media from the Silent
Hill video game series such as comics, music and videos as well as exclusive
interviews and content from the upcoming Silent Hill motion picture.

Using an intuitive 3D interface, The Silent Hill Experience combines a
selection of media that give users additional insight into the storyline and
characters from the acclaimed Silent Hill video games as well as the upcoming
motion picture. Featuring both the acclaimed "Dying Inside" and all-new "The
Hunger" comic book series, users can experience several hours of comics that
are designed specifically for viewing on the PSP system with animation and
music. The Silent Hill Experience also features a music player with twenty
tracks from acclaimed series composer Akira Yamaoka, as well as cinematics
from previous Silent Hill video games.

Providing viewers with a glimpse into the upcoming Silent Hill motion
picture, The Silent Hill Experience features exclusive interviews with
director Christophe Gans and Akira Yamaoka about the making of the film. The
product also includes the theatrical trailer for the film.

"A first-of-its-kind product for the PSP system, The Silent Hill Experience
combines several forms of media into one enticing package and gives fans
insight into the acclaimed video game series with comics, music and behind
the scenes content," said Wilson Cheng, Product Manager at Konami Digital
Entertainment, Inc. "Viewers can also get a sneak peek at the franchise's
debut on the silver screen with exclusive interviews that set the stage for
the upcoming feature film."

The Silent Hill Experience is available exclusively for the PSP system and
carries a SRP of $19.99. For more information on The Silent Hill Experience
please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear(R), Silent Hill (R)and Castlevania(R) among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs.

###

"Silent Hill(R)" and "Silent Hill Experience(TM)" are either registered
trademarks of trademarks of Konami Corporation. (C)2006 KONAMI CORPORATION.
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).

 ------------
Category 5,  Topic 27  [MOVED]
Message 7          Sun Apr 23, 2006
KGAGNE [Ken]                 at 07:28 PDT

I saw "Silent Hill" on opening night.  It's a film about a married couple
whose young daughter sleepwalks and dreams about a town called Silent Hill.
The mother kidnaps the girl and takes her to the town, which has been closed
off for decades - and rightly so.  When they arrive there, the couple is
separated, their escape is cut off, and the local townfolk reveal themselves
to be either cultist or monsters.

In this perverted town, the special effects are stunning.  One of the main
concepts of the game is that there is a light and dark side to the world.  In
the game, the transition usually occurs suddenly or unconsciously; in the
movie, we actually see the light world *become* the dark world, with paint
and wood falling off walls to be replaced with the cold, hard, metal frames
beneath.

There are many elements of the first two games in the four-game series
present that made the movie more enjoyable; I saw the film with a fellow fan
and he pointed out some stuff even I had missed.  This background helped us
to understand the movie a little bit, but the plot was still fairly
convuluted and, at times, even game-like; there are too many loose threads,
and even Roger Ebert, who has never played the games, had trouble with it, as
he discusses in his review at <http://tinyurl.com/of6z3>.

One actress reminded me of the Borg Queen, which is something I've thought
before and been wrong about (see Category 34, Topic 25, Message 10).  This
time, I was vindicated: Alice Krige is indeed in this film, as evidenced in
the credits and then later at

http://www.startrek.com/startrek/view/news/article/15974.html

Though the film exhibits fantastic cinematography and there are some truly
tense moments, I ultimately can't recommend the film to anyone who hasn't
played the games.

-Ken

 ------------
Category 5,  Topic 27  [MOVED]
Message 8          Mon Apr 24, 2006
KGAGNE [Ken]                 at 04:10 PDT

This movie was #1 at the box office its opening weekend:

http://www.cnn.com/2006/SHOWBIZ/Movies/04/23/boxoffice.ap/index.html

 ------------
Category 5,  Topic 27  [MOVED]
Message 9          Wed Sep 06, 2006
KGAGNE [Ken]                 at 13:57 PDT

This film was released in widescreen, fullscreen, and Blu-Ray DVD formats on
August 22nd, and thus its topic has been moved to the appropriate category.

 ------------
 ************
Topic 28        Sat May 12, 2001
KGAGNE                       at 08:49 PST
Sub: Doom

id's first-person shooter comes to the big screen (finally?) with Dwayne "The
Rock" Johnson.

 9 messages
 ************
 ------------
Category 5,  Topic 28  [MOVED]
Message 1          Sun Apr 17, 2005
KGAGNE [Ken]                 at 09:07 PDT

This game - er, movie - is slated to come out in Octber 21st, 2005, according
to

http://filmforce.ign.com/doom/articles/604/604593p1.html

Here's a picture which included Dwayne "The Rock" Johnson as Sarge:

http://tinyurl.com/983yb

More info:

http://www.boxofficeprophets.com/tickermaster/listing.cfm?TMID=1649
http://www.imdb.com/title/tt0419706/

 ------------
Category 5,  Topic 28  [MOVED]
Message 2          Wed Apr 20, 2005
SYNDICOMM [Sheppy]           at 20:25 PDT

Sounds like they've done a lot of work to make it actually have something
resembling a story, by basing it loosely off DOOM 3 instead of the original
game.  Might actually make a watchable film, although I won't hold my breath.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 5,  Topic 28  [MOVED]
Message 3          Thu Apr 21, 2005
KGAGNE [Ken]                 at 04:16 PDT

I remember posting about this film back on the GEnie Showbiz RT, back when
Jason Alexander was supposed to star.  Interesting to see the evolution of a
film.

-Ken

 ------------
Category 5,  Topic 28  [MOVED]
Message 4          Fri Apr 22, 2005
TCOMPTER                     at 05:34 PDT


Jason Alexander??  Isn't he the short bald guy from Seinfeld?  Somehow, I can't
imagine him as a star of an action flick.

_________
  | homas

 ------------
Category 5,  Topic 28  [MOVED]
Message 5          Fri Apr 22, 2005
KGAGNE [Ken]                 at 10:00 PDT

Thomas,

That's him.  He was a Broadway actor long before NBC picked him up, so he is
rather versatile.

He also played the villain in an episode of "Star Trek: Voyager". :)

-Ken

 ------------
Category 5,  Topic 28  [MOVED]
Message 6          Wed Oct 19, 2005
KGAGNE [Ken]                 at 09:51 PDT

this movie opens October 21st.  See the trailer at

http://www.doommovie.com/media/doom_trlr5_700k.mov

 ------------
Category 5,  Topic 28  [MOVED]
Message 7          Sat Oct 22, 2005
SYNDICOMM [Sheppy]           at 19:17 PDT

Anyone planning to see "Doom?"

I'm kind of interested, believe it or not. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 5,  Topic 28  [MOVED]
Message 8          Sat Oct 22, 2005
KGAGNE [Ken]                 at 21:04 PDT

I watched the trailer and was surprised by the use of first-person.  It's
innovative in film... but it reminded me way too much of watching a video
game.

I'll probably wait for video, unless I have a free night (doubtful) and can
drag a friend along. :)

-Ken

 ------------
Category 5,  Topic 28  [MOVED]
Message 9          Mon Oct 24, 2005
KGAGNE [Ken]                 at 03:33 PDT

The online comic strip CAD does not have a high opinion of the new "DOOM" film:

http://www.ctrlaltdel-online.com/?t=archives&date=2005-10-24

 ------------
 ************
Topic 29        Sat May 12, 2001
KGAGNE                       at 08:49 PST
Sub: Halo

Based on Microsoft's Xbox blockbuster and being released by Universal
Pictures, Twentieth Century Fox, and Peter Jackson in 2008.

 7 messages
 ************
 ------------
Category 5,  Topic 29
Message 1          Tue Oct 04, 2005
KGAGNE [Ken]                 at 14:12 PDT

LOS ANGELES (Reuters) - The Oscar-winning creative team behind the "The Lord
of the Rings" films has been named to run the production of the upcoming film
based on Microsoft Corp.'s blockbuster "Halo" video game, the company said
Tuesday.

"Lord of the Rings" director Peter Jackson and his wife, Fran Walsh, will
serve as the executive producers for "Halo," which Universal Pictures and
Twentieth Century Fox plan to release worldwide in mid-2007.

Story continues at
http://money.cnn.com/2005/10/04/technology/microsoft_halo.reut/index.htm

 ------------
Category 5,  Topic 29
Message 2          Thu Dec 08, 2005
KGAGNE [Ken]                 at 05:38 PDT

From <http://games.slashdot.org/article.pl?sid=05/12/07/200207&from=rss>:

Via 1up.com, an interview with Halo movie Producer Peter Jackson about his
upcoming King Kong feature and the film adaptation of the Bungie game. As of
yet, he has not selected a Director. From the article: "Question: You're still
producing Halo? Jackson: Yeah. Question: What attracted you to Halo? Jackson:
I'm a fan of the game. Question: But video game movies suck. Jackson: They do.
Question: So what will be different? Jackson: Hopefully it won't suck. "

 ------------
Category 5,  Topic 29
Message 3          Thu Aug 10, 2006
KGAGNE [Ken]                 at 15:57 PDT

The "Halo" movie, produced by Peter Jackson, has found itself a director:
Neill Blomkamp.

http://www.aintitcoolnews.com/display.cgi?id=24139

Wow - someone my age, whose only past work has been in visual effects.
Interesting.

http://www.imdb.com/name/nm0088955/

 ------------
Category 5,  Topic 29  [MOVED]
Message 4          Wed Sep 27, 2006
KGAGNE [Ken]                 at 14:31 PDT

Peter Jackson, the producer of this film, is now also working on a new "Halo"
video game for the Xbox 360:

http://money.cnn.com/2006/09/27/commentary/column_gaming/index.htm

 ------------
Category 5,  Topic 29  [MOVED]
Message 5          Fri Oct 20, 2006
KGAGNE [Ken]                 at 13:42 PDT

From <http://games.slashdot.org/article.pl?sid=06/10/20/133205&from=rss>:

"20th Century and Universal Pictures, the two studios that agreed to
co-finance the film adaptation of Microsoft's Halo video game, have abruptly
pulled out of the project. This leaves executive producers Peter Jackson and
Fran Walsh without financing or distribution. A ballooning budget (rumored to
have been closing in on the $200 Mil mark) and apparent lack of confidence in
rookie feature film director Neill Blomkamp are being named the major culprits
for Fox and Universal's decision."

 ------------
Category 5,  Topic 29  [MOVED]
Message 6          Tue Oct 24, 2006
KGAGNE [Ken]                 at 18:20 PDT

"Now Microsoft has released an official statement via the Bungie website which
reads: 'We are disappointed that Universal and Fox wanted to significantly
renegotiate the financial points of the deal. But the Halo franchise is hugely
popular and our goal remains the same - to find a partner that shares our
passion and will creatively collaborate with us to best represent the story
and spirit of the Halo franchise ... Peter Jackson, Fran Walsh and the rest of
the creative team are dedicated to ensuring the Halo movie becomes a reality,'
the statement continues.

Story continues at <http://www.eurogamer.net/article.php?article_id=69005>

 ------------
Category 5,  Topic 29  [MOVED]
Message 7          Tue Oct 31, 2006
KGAGNE [Ken]                 at 07:32 PDT

Supposedly, the "Halo" movie is officially postponed:

http://www.aintitcool.com/node/30560

 ------------
 ************
Topic 31        Sat Feb 04, 2006
KGAGNE                       at 16:18 PST
Sub: Dead or Alive

Starring John-Rhys Davies and Robin Shou, based on the Tecmo fighting game.

 2 messages
 ************
 ------------
Category 5,  Topic 31
Message 1          Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:22 PDT

Here's a teaser trailer for this film:

http://www.ropeofsilicon.com/media/player.php?id=2288

Looks like "Charlie's Angels". :(

 ------------
Category 5,  Topic 31
Message 2          Mon May 01, 2006
KGAGNE [Ken]                 at 09:03 PDT

Look for this film on August 25th, according to

http://games.slashdot.org/games/06/05/01/1256254.shtml
http://www.boxofficeprophets.com/tickermaster/listing.cfm?TMID=1136

 ------------
 ************
Topic 32        Wed Feb 22, 2006
KGAGNE                       at 14:19 PST
Sub: Wheelman

The Wheelman hits the big screen.

 1 message
 ************
 ------------
Category 5,  Topic 32  [MOVED]
Message 1          Wed Feb 22, 2006
KGAGNE [Ken]                 at 14:18 PDT

"The Wheelman" To Come to Life as Video Game Property and Feature Film; Vin
Diesel to Star and Produce

Vin Diesel's Tigon Studios Joins Forces with Midway, MTV Films, Paramount
Pictures and MTV Games For Groundbreaking Collaboration on
Action-Entertainment Property

Chicago, IL and Los Angeles, CA, February 22, 2006 - Bringing together some
of the top content providers in entertainment, Midway Games Inc. (NYSE: MWY),
a leading interactive entertainment industry publisher and developer, Tigon
Studios, founded by Vin Diesel, and Viacom's (NYSE: VIA, VIAB) MTV Films,
Paramount Pictures and MTV Games today announced a collaboration on a
groundbreaking action-entertainment property, The Wheelman.

The Wheelman is being developed as an intensely riveting video game from
Midway, in association with Diesel's Tigon Studios and MTV Games, intended to
serve as the introduction to a series of related entertainment offerings.

MTV Films and Paramount Pictures have purchased the rights to develop a major
motion picture based on the video game. The Wheelman is being developed as an
adrenaline-charged action movie starring Vin Diesel as an expert wheelman who
comes out of retirement to protect a woman from his past.

Rich Wilkes, who worked with Diesel on "XXX," is slated to write the script
for the project. Diesel's Tigon Films and MTV Films plan to produce the film,
and Paramount Pictures intends to release it. Overseeing the film for MTV
Films will be David Gale, Executive Vice President, Loretha Jones, Senior
Vice President of Development and Jason Weiss, Senior Director of
Development. Overseeing for Paramount will be Dan Levine, Senior Vice
President Production, Matt Jackson, Vice President Production and Eben
Davidson, Director Creative Affairs. Overseeing for Diesel's Tigon Studios
will be Samantha Vincent, Vice President and Coz Lazouras, Product
Development Executive.

The Wheelman will be the second of three titles under the recently announced
strategic relationship between MTV Networks and Midway to market, jointly
sell in-game advertising and collaborate on soundtrack development.

"With The Wheelman we have created the first integrated franchise being
launched for both the gaming and film industries," said Vin Diesel. "In
collaborating with Midway, MTV and Paramount, TIGON Studios has brought
together an incredible team to execute this project."

"We believe The Wheelman is a groundbreaking new model for our industry,"
said David F. Zucker, president and CEO, Midway. "We intend to create a
broad-arcing experience, simultaneously developing entertainment properties
across a number of mediums, with Vin Diesel right at the center of it all."

"We've been big Vin Diesel fans since he first wrote, directed and starred in
his first feature 'Strays,' so partnering to bring this kick-ass character to
life across multiple screens is not only exciting, but reflective of how we
want to work with talent," said Van Toffler, President, MTV Networks
Music/Films/Logo Group. "With some of the biggest names in the feature film
and gaming worlds joining forces on The Wheelman, we've got all the makings
of a very cool franchise."

"With the close cooperation of Midway, Paramount and MTV Films, we are
putting together a new way to tell a story," said Cos Lazouras, production
executive, Tigon Studios. "Working in tandem with the movie, we envision the
video game will introduce The Wheelman in a way that creates a unique
connection with the audience that will blend the interactive world with the
experience of the motion picture."

About Vin Diesel

Vin Diesel starred in the blockbusters The Pacifier, Chronicles of Riddick,
XXX, The Fast and the Furious, and Pitch Black. His next feature is Sidney
Lumet's "Find Me Guilty," which opens nationwide March 17th. His additional
credits include A Man Apart, Boiler Room, voicing the title character in The
Iron Giant; and playing Private Carpazo in Saving Private Ryan, a role which
garnered him a Screen Actors Guild Award nomination as part of the film's
ensemble cast. Diesel has written, directed and starred in the short
Multi-Facial, which screened at the 1995 Cannes Film Festival; and Strays,
which screened in competition at the 1997 Sundance Film Festival.

About Rich Wilkes

Rich Wilkes wrote the screenplay for XXX, as well as Airheads, The Stoned
Age, The Jerky Boys Movie and Beer Money. He also wrote and directed an
independent feature, Glory Daze, and the UPN pilot, Vegas Dick.

About Tigon Studios

Founded by Vin Diesel in 2002, Tigon Studios objective is to incubate and
develop dynamic, creative, and marketable story and character-driven
intellectual properties and leverage them concurrently across multiple
entertainment mediums. In just three years, Tigon has already proven its
ability to produce award winning properties with the release of the
highly-acclaimed Xbox and PC title, The Chronicles of Riddick: Escape from
Butcher Bay ("Escape from Butcher Bay"), a title based upon the 2004
Universal Pictures film release, "The Chronicles of Riddick."

About MTV Films

MTV Films is the feature film development and production division of MTV that
releases films in conjunction with Paramount Pictures. Since its inception in
1995, MTV Films established itself as a unique movie label with a slate of
diverse and successful films that have grossed more than 900 million dollars
in domestic box office. In partnership with Paramount Pictures, MTV Films has
released 24 films including "Beavis & Butt-head Do America," "Varsity Blues"
and "Save the Last Dance," which each broke box-office records on their
opening weekends. In 2004, MTV Films released with Fox Searchlight the indie
comedy, "Napoleon Dynamite," which proved to be another huge success for the
company as it earned critical raves, over $40 million at the box office, and
three Independent Spirit Award nominations. In 2005, MTV Films produced
"Coach Carter," and the summer blockbuster "The Longest Yard" which took in
the division's largest opening weekend ever with more than 58 million dollars
domestically. MTV Films has also enjoyed success with the critically
acclaimed acquisition and Academy Award-nominated "Hustle & Flow," winner of
the Audience Award at the 2005 Sundance Film Festival, and also released the
Academy Award nominated documentary "Murderball," winner of the Documentary
Competition Audience Award at the same festival. Some other highlights of MTV
Films include the Academy Award - nominated "Election" (Best Adapted
Screenplay) and "Tupac: Resurrection" (Best Documentary), as well as
"Jackass: The Movie," "Orange County," and the Spike Lee directed comedy
concert film "The Original Kings of Comedy."

About MTV Games

MTV Games is dedicated to producing and marketing unique interactive
entertainment experiences that resonate with MTV's audience. Through
strategic partnerships with a range of videogame publishers and independent
developers, MTV Games creates, supports, and participates in the success of a
diverse slate of innovative console, handheld, and PC titles for both
hardcore and casual gamers. Titles released under these partnerships receive
multi-platform promotion across MTV's properties worldwide, including MTV,
mtv2, mtvU, and mtv.com, leveraging MTV's unique brand and marketing
capabilities to maximize sales. In addition, MTV Games collaborates with its
partners on soundtracks,in-game advertising sales, and development of
complementary television programming.

About Paramount Pictures

Paramount Pictures is part of the entertainment operations of Viacom, Inc.,
one of the world's largest entertainment and media companies and a leader in
the production, promotion, and distribution of entertainment news, sports and
music.

About MTV Networks

MTV Networks, a unit of Viacom (NYSE: VIA, VIA.B), is one of the world's
leading creators of programming and content across all media platforms. MTV
Networks, with more than 100 channels worldwide, owns and operates the
following television programming services - MTV: MUSIC TELEVISION, MTV2, VH1,
mtvU, NICKELODEON, NICK at NITE, COMEDY CENTRAL, TV LAND,SPIKE TV, CMT,
NOGGIN, VH1 CLASSIC, LOGO, MTVN INTERNATIONAL and THE DIGITAL SUITE FROM MTV
NETWORKS, a package of 13 digital services, all of these networks trademarks
of MTV Networks. MTV Networks connects with its audiences through its robust
consumer products businesses and its more than 95 interactive properties
worldwide, including online, broadband, wireless and interactive television
services and also has licensing agreements, joint ventures, and syndication
deals whereby all of its programming services can be seen worldwide.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

The Wheelman is a trademark of Midway Home Entertainment Inc.

This press release contains "forward-looking statements"within the meaning of
the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on% currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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Hideo Kojima's hero Solid Snake comes to the big screen.
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This movie has been confirmed:

http://www.gamespot.com/news/2006/05/10/news_6150282.html

 ------------
Category  7 Game Industry Shows (Closed)
 ************
Topic 1         Sat May 12, 2001
KGAGNE                       at 15:03 PST
Sub: General Discussion

General discussion of game industry/trade shows.

 26 messages
 ************
 ------------
Category 7,  Topic 1
Message 1          Fri Mar 15, 2002
KGAGNE [Ken]                 at 17:38 PDT

For Immediate Release to all Internet and related groups!

The Classic Computer And Gaming(CCAG) Show 2002 is on!

"We, the CCAG organizers, regret that it took so long to officially announce
the CCAG 2002 Show. However, we are also very glad that the CCAG 2001 Show
did NOT take place after September 11th, 2001. Had CCAG 2001 taken place
after 9-11, we would have had to cancel. Because we had used a National Guard
Armory for the previous two CCAG's, we were not able to rent the Armory again
after the events of 9-11. We have been able to locate and secure a facility
for CCAG 2002! We again apologize for the delay, as we were only able to know
with certainty, in the past several days. See you all at the CCAG 2002!!!"

CCAG 2002 Staff

The Classic Computer And Gaming Show 2002 will be held on May 25th, 2002 from
8AM till 2 PM. Vendor setup is on the 24th from 5:30PM till 9PM, and from
6:30AM till 8AM on the 25th. Show location is at the St. John Lutheran
Church, 11333 Granger Road, Garfield Hts. Ohio, 44125.

Here is our own site for more information and current status of vendors and
attendees.

http://www.ccagshow.com

Table rental is $5 this year, and admission is only $2. The admission fee
will also allow you to be eligible for a drawing at 1PM, the 25th, for an
Arcade machine! (You will need a way to take the machine home with you!)

The web site, www.ccagshow.com, has site info, table layouts, map info, etc.

We hope to see you there at the CCAG 2002!
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When it comes to conventions, everyone knows the importance of having "booth
babes" - even Kevin:

http://www.kevinandkell.com/2001/kk0607.html
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Christian Game Developers Conference "A Total Success"

PORTLAND, Oregon - Oct. 17, 2002 // Graceworks Interactive
(http://www.graceworksinteractive.com) is pleased to announce that the
inaugural Christian Game Developers Conference [CGDC] was a total success and
that CGDC 2003 will be held July 25-27, 2003, at Cascade College in Portland,
Oregon.

"I consider the first Christian Game Developers Conference to be a total
success," said organizer Tim Emmerich of GraceWorks Interactive. "It was
profound to see so many interested developers gather together."

Almost three times the expected number of participants attended, traveling
from as far away as Florida to be a part of the weekend symposium on the
campus of Cascade College.

Following sessions on industry growth and product development, the attendees
were eager to follow up on this yearis discussion with another conference and
voted to hold another meeting in 2003, making the Christian Game Developers
Conference an annual event.

Those who attended this yearis convention had much to say about the
informative discussions that took place. "I thought it was an excellent
discussion. Iim impressed with how articulate everyone here is and how
insightful, intelligent, and polite the responses were," said one
conferencegoer.

"[Speaker Dan Rogers] provided a healthy dose of realism" with his statistics
and information about the gaming industry, according to another attendee.
Many of those who visited the conference commented on the need for expansion
in the Christian gaming industry, and expressed enthusiasm for new and
different products that would incorporate recent trends in gaming, including
the massively multiplayer format.

With the overwhelmingly enthusiastic response from this yearis participants,
plans for next yearis event are already in motion. The 2003 conference will
revisit and expand on topics of interest and discussions from this year.

"[These topics] were chosen as they are basic topics that cover pertinent
issues that are independent of the state of the industry," said Emmerich,
adding that over 50 conference attendees and others are continuing to
interact and pooling their resources via a Yahoo online discussion group.

"We are a diverse group but we definitely have a common calling. It has been
a great source of encouragement for me. We pray that this spark will ignite
and our community will grow."

More information about the 2003 Christian Game Developers Conference and
information on Christian gaming projects and developers, can be found at
http://cgdc.graceworksinteractive.com.

###
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Registration Underway For 2003 Christian Game Developers Conference

Intel, Hewlett Packard representatives among those to speak
at annual meeting of industry leaders

PORTLAND, OREGON (10 April 2003) - Building on last year's success and the
continued growth of the industry, the 2003 Christian Game Developers
Conference will feature a group of speakers representing every facet of the
gaming industry. Registration is now underway for the conference, which will
be held July 25-27 on the campus of Cascade College in Portland, OR.

"Last year's conference proved that there is real interest in an industry
gathering devoted to Christian games," said conference organizer Tim Emmerich
of GraceWorks Interactive (http://www.graceworksinteractive.com). "This year,
we will focus on how best to address the needs of Christian game developers
for the future."

Among the speakers at this summer's conference are Kevin Johnson of Intel
(http://www.intel.com) and Frank Cloutier of Hewlett Packard
(http://www.hp.com), as well as Ralph Bagley of N'Lighting Software
(http://www.n-lightning.com) and representatives from the independent game
development community.

"This year's conference will revisit last year's topics as well as others,"
Emmerich said. "We will discuss the goals of Christian gaming and what sort of
content we hope to provide, and how to fund projects and publish them. We also
plan to examine the games that are on the market now to see where they have
succeeded and why they might fail."

Christian gaming fills an important need in the $10 billion per year
electronic gaming industry: "Many families want non-violent entertainment
alternatives. They are looking for action titles with wholesome messages,"
Emmerich said. Last year's conference - sponsored in part by Nvidia and
N'Lightning Software - gathered industry leaders from across the U.S. to
discuss strategies for appealing to this growing market. Developers from as
far away as Great Britain and Africa have shown interest in attending this
year's event.

"Depending on the developer, a game can share the Gospel Message, or just
equip the game player with better social skills or even educate them on
various topics. Christian games are important to our society today as they can
minister to the players."

With the constant advances in technology, Christian developers are able to
target games to a specific audience without having to rely on a large
publisher and risk diluting the message of their product. Organizers of this
year's conference hope to encourage developers to "take advantage of their
God-given skills and technologies to develop their project," Emmerich said.

"We pray that we can be encouragement to developers and teams of all sizes,
whether they're currently working on a Christian gaming title or planning
future projects."

Conference registration information - including the full roster of speakers
and events as well as travel and lodging options - is available online at
http://www.cgdc.org .

Interviews with Tim Emmerich of GraceWorks Interactive may be arranged by
e-mailing hugh@cyprmedia.com or phoning 740 / 239-0901.

# # #
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LEADERS OF THE NEXT GENERATION OF GAMES TO CONVERGE ON AUSTIN IN SEPTEMBER

Austin Game Conference to Feature Keynotes by Raph Koster, chief designer of
Star Wars Galaxies, and Mark Jacobs, CEO and President of Mythic
Entertainment

AUSTIN, Texas, July 31, 2003 - The Austin Game Initiative today announced the
Austin Game Conference, to be held September 11-12, 2003, at the Austin
Convention Center. The two-day event is designed to inform and educate game
industry professionals on next-generation technologies and business
strategies for emerging products and platforms, such as online multi-player
and mobile games. Austin Game Conference will bring together developers,
technologists and business professionals for sessions, workshops, and a
technology pavilion, all pushing the boundaries of game development.

The inaugural event will feature industry luminaries including keynote
presenters Mark Jacobs, chief executive officer and president of Mythic
Entertainment and Raph Koster, chief designer of Star Wars Galaxies at Sony
Online Entertainment (SOE). Additionally, the packed schedule will include
sessions by Atari, Castle Hill Studios, Electronic Arts, GameSpy, Glass Eye
Productions, Metrowerks, Mutable Realms, Mythic Entertainment, Online
Alchemy, Sony Online, Ubi Soft, Wolfpack Studios and others. See a full
speaker list at http://www.gameconference.com/conference/

Sponsors include Alias, GameSpy, Bigworld, Micro Forte, BroadQ, Criterion
Software/RenderWare, RLX Technologies, Nokia, Mary-Margaret.com, Inc.,
AustinXL Angel Investors Network, Heavy Metal Marketing, BeyondBeyond, and
Zona.

"The southwest area has long been a mecca to some of the most innovative game
development projects and I am honored to be involved in this inaugural
event," said Mark Jacobs, chief executive officer and president of Mythic
Entertainment, developer of Dark Age of Camelot.

"The gaming industry has seen tremendous growth, in both popularity and in
technological achievement and continues to be the catalyst for driving new
technologies," said Raph Koster, chief designer of Star Wars Galaxies. "By
bringing together some of the most creative minds in the industry, the Austin
Game Conference is leading professionals to the next generation of game
development."

The Austin Game Conference will provide attendees with an opportunity to
attend special sessions that focus on the latest PC and console tools,
hardware and technologies to streamline the design processes. Conference
tracks are designed to allow individuals to pursue their specialized
interests, learn from industry leaders and scout out the latest technology.
In addition, the Austin Game Conference has teamed up with Criterion Software
to produce "LivePitch GameON!," - http://www.LivePitch.com Criterion
Softwares respected industry matchmaking initiative that provides an
opportunity for developers to meet with and pitch PC and console game demos
to the world's leading publishers.

Event Highlights include:

* Multiplayer Online Games Tracks - Discussions with visionaries and
veterans, providing detailed insight with four tracks: Tech, Design, Service
and Production. The definitive conference on multiplayer online games.

* Future of the Development Pipeline - Focuses on streamlining the design
process. With the length of todays development cycle dont be left behind.
Includes PC and console focuses.

* Mobile Market Design and Profits - Revenues and profits are just now being
realized. Understand this fragmented market and the opportunities. Learn how
to get product out the door and make a profit.

* LivePitch Developer/Publisher Pitch Sessions - Independent developers vie
to pitch with leading publishers at the show. See http://www.LivePitch.com
for details.

* Technology Pavilion - Showcasing the latest tools, technologies, products
and services. The only place to nationally showcase until next year. Booths
and/or private meeting rooms available.

* Machinima Theater - Machinima is the convergence of filmmaking, animation
and game development. By combining the techniques of filmmaking, the
flexibility of animation production and the technology of real-time 3D game
engines, Machinima makes for a very cost- and time-efficient way to produce
films.

Registration Information

Early Registration for the two-day event is now open and can be accessed by
logging on to www.gameconference.com. Early registration for professionals
prior to August 15 is $85. Early registration for students prior to August 15
is $55.

About the Austin Game Conference

The Austin Game Conference is a two-day event designed to inform and educate
game industry professionals on online multiplayer games and new game markets
and techniques. The conference is dedicated to meeting the needs of
professionals focused on next generation game development such as multiplayer
internet-based games and mobile games. For more information on the Austin
Game Conference and opportunities at the event, visit
http://www.gameconference.com.

SOE and the SOE logo are registered trademarks of Sony Online Entertainment
Inc.
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CNN.com talks about QuakeCon 2003:

http://www.cnn.com/2003/TECH/fun.games/08/17/videogame.culture.ap/index.html
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Well over 600 individuals representing more than 300 companies will
participate in the Austin Game Conference (AGC) Sept 11-12 in Austin, Texas.
The Austin Game Initiative, producer of the conference, has published the
attendee list as of Sept 3 at http://www.gameconference.com/attending.html

Attendees are flying in from around the world for 45 sessions in 6 tracks on
online game development, mobile game development, and the future of console
and PC development. More than 60 developers applied to participate in AGC's
exclusive LivePitch, a program that allow's developers to pitch their PC or
console game projects to leading publishers. Selected developers will meet
with publishers at the conference. The conference is price is $95 in advance
or $125 at the door. The event is open to anyone interested in game
development.

The Austin Game Conference is produced by the Austin Game Initiative (AGI).
The AGI is chartered with the growth of the computer and video game industry
in Austin, Texas, thereby increasing its overall contribution to the economic
development of the region. Austin is the # 3 location in the U.S. for game
development with more than 50 companies making major contributions to the
game industry, including game development, publishing, tools and middleware
and chips and hardware. Industry leaders in the area include more than 35
game studios producing both top hit franchises and original titles. Nintendo,
Microsoft, Motorola, Dell, Electronic Arts, Criterion Software, Sony Online
Entertainment and dozens of others maintain offices in the region. The AGI is
dedicated to serving the needs of companies involved in producing interactive
entertainment software and hardware for video game consoles, handheld
devices, personal computers and the Internet. More information at
http://www.gameconference.com

To register as media for this event please go to:
http://www.gameconference.com/media/mediaregister.html
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Major League Gaming is holding a console competition in New York later this
month.  The entry fee is $50/person, and the grand prize is $10,000.

More at mlgpro.com.
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INTERNATIONAL WOMEN'S GAME CONFERENCE TO TAKE PLACE SEPTEMBER 9-10, 2004 IN
AUSTIN, TEXAS

New Event Focuses on Women Working in Computer and Video Game Industry, How
Women Are Portrayed in Games and Women as Gaming Consumers

AUSTIN, Texas, May 17, 2004 - The Game Initiative announced today the Women's
Game Conference (WGC), a new conference focusing on women in the computer and
video game industry, will take place September 9-10, 2004 in Austin, Texas.
The conference will focus on a variety of women's topics in the computer and
video game industry including examining career paths for women in the
industry and issues related to working in the industry as women as well as
how women are portrayed in games and women and girls as consumers of games.

The Women's Game Conference also announced a Steering Committee comprised of
leading women in the game industry, representing leading game hardware
manufacturers, developers, publishers and educators, who are guiding the
creation of a powerful and influential WGC program. The conference is open to
anyone interested in the game industry, including existing professionals,
industry executives and persons interested in getting into the game business.
The conference web site is http://www.WomensGameConference.com

The WGC 2004 Steering Committee includes:

* Ellen Guon Beeman, Live Team Producer, The Matrix Online, Monolith
Productions
* Mia Consalvo, Assistant Professor in the School of Telecommunications, Ohio
University
* Laura Fryer, Director, Advanced Technology Group, Microsoft Corporation
* Sheri Graner Ray, Senior Game Designer, Sony Online Entertainment
(Committee Chairperson)
* Kathy Schoback, Vice President of Content Strategy, Infinium Labs

Biographies for committee members are provided below.

"This comprehensive program is a positive step forward for the industry and
could not have taken place several years ago," said Sheri Ray, Women's Game
Conference Steering Committee chairperson. "Conference participants will be
able to discuss the industry and focus on the evolution of the business going
forward. Participants will identify trends and discuss how to continue to
expand the industry."

Attendees will hear from industry leaders and have the opportunity to network
extensively at the WSC. The casual nature of this event allows attendees an
unprecedented opportunity to gain valuable contacts and explore new ways to
expand the business and create a thriving work environment.

The conference is $125 for professionals and $85 for students if they
register in advance online (a $50 savings). Onsite registration prices are
$175 for professionals and $135 for students. The Women's Game Conference is
held concurrently with the Austin Game Conference, the definitive conference
on multiplayer online game development. Registration to one conference gains
full access to both conferences.

"The Women's Game Conference fits with The Game Initiative's mission to serve
as a leader in assisting in the growth of the computer and video game
industry by serving the needs of the people in the business," said
Christopher Sherman, Executive Director of the Game Initiative.

Women's Game Conference Steering Committee Members

Ellen Guon Beeman
Live Team Producer, The Matrix Online
Monolith Productions
Ellen Guon Beeman has worked as a designer, writer, and producer of computer
and videogames since 1989, for companies including Microsoft, Disney,
Electronic Arts, Sega, and others. She is currently the Live Team producer
for The Matrix Online at Monolith Productions.

Mia Consalvo
Assistant Professor in the School of Telecommunications
Ohio University
Mia Consalvo is an assistant professor in the School of Telecommunications at
Ohio University. Her research focuses on digital games--including game
players and the game industry. Her research has been published in the
anthology The Video Game Theory Reader; journals including Television & New
Media; Feminist Media Studies; and the Journal of Communication Inquiry. She
is currently doing research on women gamers, and is writing a book about
cheating and how it has affected the game industry and players perceptions of
how to play games.

Laura Fryer
Director, Advanced Technology Group
Microsoft Corp.
As Director of the Xbox(R) Advanced Technology Group (ATG) Laura Fryer is
responsible for making Xbox the ultimate platform for game developers. ATG's
services to the worldwide video games industry include proactive support for
programmers, content creators and content services; as well as helping game
designers, producers, artists, musicians and sound designers realize their
creative visions.

Fryer joined the Xbox team in May 2000, becoming responsible for much of the
day-to-day management at ATG. During the Xbox project, she cultivated
worldwide Xbox Developer Support, created the Xbox Advisory Board, and ran
Xbox game developer events (a.k.a. Xfests) around the globe. In 1995, Fryer
became one of the first members of Microsoft Games Studios (MGS). During her
tenure, she was the leading producer in MGS shipping six games in five years.
Her best-known titles are Crimson Skies, Fighter Ace, and Pinball Arcade. As
one of the founders of MSN Zone.com, Fryer is an expert on Internet and
multiplayer gaming. Besides conceiving and producing the first Microsoft
release for Zone.com, she also produced Fighter Ace 1.0, Microsoft's first
massively multiplayer game.

As one of the founders of the annual "Women in Gaming" sessions at the Game
Developers Conference in 2000, Fryer is dedicated to fostering the role of
women in the video game industry.

An avid gamer, Fryer enjoys taking "video game vacations" to play video games
in marathon all-day sessions. Her other hobbies include playing the guitar
and violin, drawing, juggling and reading.

Sheri Graner Ray
Senior Game Designer
Sony Online Entertainment
(Steering Committee Chairperson)
Sheri Graner Ray is Sr. Game Designer with Sony Online Entertainment and
author of the book, "Gender Inclusive Game Design-Expanding the Market." She
has served as the co-chair for the Women in Game Development SIG of the IGDA
for 4 years and has been a spokesperson for the female game player for many
years. Before coming to Sony, she served as President of her own studio,
Sirenia Software, and before that as Director of Product Development for Her
Interactive, where she began her research into females and computer games.
She has also worked for Origin Systems as a writer and designer on the Ultima
PC series.

Kathy Schoback
Vice President of Content Strategy
Infinium Labs
As the content strategist for the Phantom gaming service, Kathy Schoback
oversees relationships with game publishers and developers worldwide,
including title selection, prioritization, negotiations and lifecycle
management. She has spent previous lifetimes at Eidos and Sega, as well as at
the Game Developers Conference as part of the show management team. In
addition to serving as IGDA chairperson, Kathy is also co-chair of the IGDA
Business Committee.

About The Game Initiative

The Game Initiative is chartered with the growth of the computer and video
game industry by serving the needs of companies and people involved in
producing interactive entertainment software and hardware for video game
consoles, handheld devices, personal computers and the Internet. The Game
Initiative assists in growing the game industry through events, public
awareness, information and supporting programs. Game Initiative events
include the Austin Game Conference, the Women's Game Conference and the How
to Break into the Game Industry national conference and resume workshop
series. More information about the Game Initiative can be found at
http://www.TheGameInitiative.com.

 ------------
Category 7,  Topic 1
Message 16         Thu Jan 27, 2005
KGAGNE [Ken]                 at 14:41 PDT

COMIC BOOK LEGEND, STAN LEE TO DELIVER SPEECH ON CHARACTER DEVELOPMENT AT
2005 D.I.C.E. SUMMIT

Lee to Offer Video Game Industry's Elite Creative Talent His Wisdom on
Building Modern Day Superheroes

CALABASAS, Calif. (Jan. 27, 2005) - The Academy of Interactive Arts &
Sciences (AIAS), the professional organization dedicated to the advancement
and recognition of interactive arts, announced today that Stan Lee, the
co-creator of Spider-Man, The Incredible Hulk, X-Men and many other
superheroes, will be delivering a speech at the 2005 D.I.C.E. Summit on
February 1, at the Green Valley Ranch Resort in Las Vegas. Lee's speech,
titled "Superheroes - Creating Characters for the Ages" will address the art
of developing enduring characters and environments for today's entertainment
mediums.

"It is an absolute privilege to have Stan Lee speak at this year's D.I.C.E.
Summit, as he makes very few public appearances," said Joseph Olin, president
of the AIAS. "Mr. Lee's creations not only live in the movies we watch and
the video games we play, but they have influenced and inspired countless
video game designers and developers."

"Interactive entertainment is now the most potent platform for reaching
today's youth," said Stan Lee. "It's great to see many of the characters and
storylines that I've created over the years being featured today in the video
game world, and best of all, that's just the beginning. I can't wait till the
exciting new properties I'm working on will be brought to the medium. Also,
It'll be way cool to meet with the video game industry's top artists at the
D.I.C.E. Summit, and to kick around ideas for creating characters and
storylines for the future."

Without question, Stan Lee has exerted more influence over the comic book
industry than anyone in history. Lee's singular co-creations include
Spider-Man, The Incredible Hulk, X-Men, The Fantastic Four, Iron Man,
Daredevil, The Avengers, Silver Surfer and Dr. Strange among many others.
Lee, known to millions as the man whose Super Heroes propelled Marvel Comics
to its preeminent position in the comic book industry, first became publisher
of Marvel Comics in 1972 and is presently the Chairman Emeritus of Marvel
Enterprises, Inc.

Lee created or co-created nearly all of Marvel's recognized characters, which
have been successfully licensed and marketed since 1965 into comic books,
television series, feature films, home videos/DVDs, video games and other
consumer products. In the last 3 years, Lee's movies have grossed over $2.5
billion dollars. In 2001, Lee formed POW! (Purveyors of Wonder)
Entertainment, with producer Gill Champion and attorney Arthur Lieberman.
POW! specializes in franchises for television, DVDs, video games,
merchandising, and related ancillary markets, all which aid in the
establishment of global franchises. The 2005 D.I.C.E. Summit (Design,
Innovate, Communicate and Entertain), is a high-level interactive
entertainment industry conference that brings together the top video game
designers and developers from around the world and business leaders from all
the major publishers to discuss the state of the industry, its trends and the
future. The three-day event will be held January 31 - February 2, 2005 at
Green Valley Ranch Resort in Las Vegas, NV. More information on the 2005
D.I.C.E. Summit can be found at www.DICESummit.org.

About The Academy of Interactive Arts & Sciences (AIAS)

The Academy of Interactive Arts & Sciences (AIAS) was founded in 1996 as a
not-for-profit organization dedicated to the advancement and recognition of
the interactive arts. The Academy's mission is to promote and advance common
interests in the worldwide interactive entertainment community; recognize
outstanding achievements in the interactive arts and sciences; and conduct an
annual awards show (Interactive Achievement Awards) to enhance awareness of
the interactive art form. The Academy also strives to provide a voice for
individuals in the interactive entertainment community.

More information about the AIAS can be found at www.interactive.org.

# # #
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TRIP HAWKINS TO BE INDUCTED INTO THE
ACADEMY OF INTERACTIVE ARTS & SCIENCES (AIAS) HALL OF FAME

Video Game Legend to Receive the Academy's Most Prestigious Honor at the 8th
Annual Interactive Achievement Awards on February 1

CALABASAS, Calif. (Jan. 31, 2005) - The Academy of Interactive Arts &
Sciences (AIAS), the professional organization dedicated to the advancement
and recognition of interactive arts, announced today that Trip Hawkins will
be awarded the AIAS Hall of Fame Award, joining an elite group of interactive
entertainment industry legends. Hawkins will be given the award at the 8th
Annual Interactive Achievements Awards ceremony, being held at the Green
Valley Ranch Resort in Las Vegas on February 1, the second evening of the
2005 D.I.C.E. Summit.

"Trip Hawkins is one of the interactive entertainment industry's true
pioneers, with credentials that are unparalleled," said Joseph Olin,
President of the AIAS. "Trip's belief that the video game industry would
achieve the status as a mass entertainment medium spans three decades. From
the earliest hardware platforms to today's mobile technology, Trip continues
to create and innovate with all of us the benefactors of his efforts."

One of the most difficult decisions the Academy's Board of Directors faces
each year is choosing an inductee into the AIAS Hall of Fame. The Board looks
for a person that has made a significant impact or contribution to the
industry, such as pioneering a new game genre; changing the face of the art
form through new technology; influencing other designers and products;
demonstrating the highest level of creativity and innovation; and consistent
product success at a level that helps expand the industry. Trip Hawkins has
accomplished all of those things and much more.

"It is an incredible honor to be recognized by my distinguished peers in the
industry," said Trip Hawkins. "It is a great privilege to join the industry's
greatest luminaries and be one of few to be named an AIAS Hall of Fame
inductee. I love this industry and am not finished pushing its boundaries."

From the moment Hawkins laid his eyes on the first computer in 1972, he knew
he wanted to make video games. He began programming his first games while at
Harvard, where he graduated magna cum laude with a degree in strategy and
applied game theory. His first game was a 1973 football simulation, which
foreshadowed the video game empire that would become known to the world as
"Madden" and "EA Sports." Hawkins earned his MBA at Stanford, and in 1978
went to work for Apple. Hawkins helped grow the company from $2 million in
revenues and 50 employees to $1 billion and over 4,000 employees, in just 4
years.
After leaving Apple in 1982, Hawkins regained his focus on video games and
incorporated Electronic Arts later that year. The 1980s were tough, due to
the demise of the original Atari, but Hawkins pushed forward. After
developing some of the industry's earliest sports games, Hawkins moved onto a
favorite sport, football, and brought legendary football coach, John Madden
into the picture -- and the rest has made history.

In the 1990s, Hawkins left EA and formed 3DO with the goal of advancing the
video game industry through 3D graphics, multimedia capabilities, optical
disc mass storage and liberal licensing models. While at 3DO, Hawkins set his
eyes on the Internet and launched what many industry pundits consider the
first massively multiplayer game with graphics, Meridian 59.

The dawn of the new millennium spawned Hawkins current endeavor, a company
called Digital Chocolate. Targeting the burgeoning mobile games industry,
Hawkins newest business has already reaped some recent successes in the
growing new world of casual games like Bubble Ducky.

Previous winners of the AIAS Hall of Fame award include 2004's winner Peter
Molyneux of Lionhead Studios (Black & White); 2003's winner Yu Suzuki of
SEGA(R) Corporation (AFTER [JRO1] <#_msocom_1> BURNER, F355 Challenge,
Shenmue series, Virtua Fighter 4 f); 2002's winner Will Wright of Maxis
(SimCity, The Sims, The Sims Online); 2001's winner John Carmack (DOOM,
Quake); 2000's winner Hironobu Sakaguchi (Final Fantasy); 1999's winner Sid
Meier (Civilization, Railroad Tycoon); and 1998's winner Shigeru Miyamoto
(Pikman, Donkey Kong, Legend of Zelda, Mario).

The 2005 D.I.C.E. Summit (Design, Innovate, Communicate and Entertain), is a
high-level interactive entertainment industry conference that brings together
the top video game designers and developers from around the world and
business leaders from all the major publishers to discuss the state of the
industry, its trends and the future. The three-day event will be held January
31 - February 2, 2005 at Green Valley Ranch Resort in Las Vegas, NV. More
information on the 2005 D.I.C.E. Summit can be found at www.DICESummit.org.
About The Academy of Interactive Arts & Sciences (AIAS)

The Academy of Interactive Arts & Sciences (AIAS) was founded in 1996 as a
not-for-profit organization dedicated to the advancement and recognition of
the interactive arts. The Academy's mission is to promote and advance common
interests in the worldwide interactive entertainment community; recognize
outstanding achievements in the interactive arts and sciences; and conduct an
annual awards show (Interactive Achievement Awards) to enhance awareness of
the interactive art form. The Academy also strives to provide a voice for
individuals in the interactive entertainment community.

More information about the AIAS can be found at www.interactive.org .

# # #

For a headshot of Trip Hawkins please visit: www.bhimpactpress.com/DICE/
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BEST VIDEO GAMES OF 2004 HONORED AT 8TH ANNUAL INTERACTIVE ACHIEVEMENT AWARDS

The Academy of Interactive Arts & Sciences (AIAS) Celebrated the Greatest
Works in Interactive Entertainment at the Annual D.I.C.E. Summit in Las Vegas

CALABASAS, Calif. (Feb. 2, 2005) - The interactive entertainment industry's
elite creative talent and business executives gathered together on Tuesday
evening, February 1, to honor the top video games of 2004, at the 8th Annual
Interactive Achievement Awards, held during the annual D.I.C.E. Summit in Las
Vegas.

Voted and judged upon by game industry peer panels from the Academy of
Interactive Arts & Sciences (AIAS), the professional organization dedicated
to the advancement and recognition of interactive arts, the awards celebrate
outstanding technical and artistic achievement in the world of interactive
entertainment.

"The Interactive Achievement Awards provide an important arena for the
interactive entertainment industry to showcase the year's most outstanding
video and computer games," said Joseph Olin., president of the Academy of
Interactive Arts & Sciences. "This year's winners not only represent some of
2004's most popular games, but they also embody the spirit and innovation
that has driven this industry since its inception."


Winners of the 8th annual interactive achievement award categories are listed
below, along with the corresponding publishers and developers, respectively.

1. Game Of The Year Awards

Game Of The Year - Half-Life 2 (Vivendi Universal Games/Valve)

Console Game Of The Year - Halo 2 (Microsoft/Bungie)

Computer Game Of The Year - Half-Life 2 (Vivendi Universal Games/Valve)


2. Innovation Awards

Innovation in Computer Gaming - Half-Life 2 (Vivendi Universal Games/Valve)

Innovation In Console Gaming - Katamari Damacy (Namco Hometek Inc./Namco
Limited)


3. Craft Awards

Outstanding Achievement In Art Direction - Half-Life 2 (Vivendi Universal
Games/Valve)

Outstanding Achievement In Animation -Half-Life 2 (Vivendi Universal
Games/Valve)

Outstanding Character Performance, Male - Robert Guillaume - Half-Life 2
(Vivendi Universal Games/Valve)

Outstanding Character Performance, Female - Judy Dench - Golden Eye: Rouge
Agent (Electronic Arts/EA/LA)

Outstanding Achievement In Soundtrack - Grand Theft Auto: San Andreas
(Rockstar Games/Rockstar North)

Outstanding Achievement In Original Musical Composition - Fable
(Microsoft/Big Blue Box)

Outstanding Achievement In Sound Design - Halo 2 (Microsoft/Bungie)

Outstanding Achievement In Game Play Engineering - Half-Life 2 (Vivendi
Universal Games/Valve)

Outstanding Achievement In Online Game Play - Halo 2 (Microsoft/Bungie)

Outstanding Achievement In Visual Engineering - Half-Life 2 (Vivendi
Universal Games/Valve)

Outstanding Achievement In Game Design - Katamari Damacy (Namco Hometek
Inc./Namco Limited)

Outstanding Achievement In Character Or Story Development - Fable
(Microsoft/Big Blue Box)

4. Genre Awards

A. Console

Platform Action/Adventure Game Of The Year - Prince of Persia: Warrior Within
(Ubisoft/Ubisoft Montreal)

Action/Adventure Game Of The Year - Grand Theft Auto: San Andreas (Rockstar
Games/Rockstar North)

Action Sports Game Of The Year - Tony Hawk's Underground 2
(Activision/Neversoft)

First Person Action Game Of The Year - Halo 2 (Microsoft/Bungie)

Children's Title Of The Year - Sly Cooper 2 (Sony Computer Entertainment
America/Sucker Punch)

Family Game of the Year - Donkey Konga (Nintendo/Namco)

Fighting Game Of The Year - Mortal Kombat: Deception (Midway/Midway Chicago)

Racing Game Of The Year - Burnout 3 (Electronic Arts/Criterion)

Role Playing Game Of The Year - Paper Mario: The Thousand Year Door
(Nintendo/Intelligent Systems)

Sports Simulation Game Of The Year - ESPN NFL 2K5 (Sega/Visual Concepts)

B. Wireless & Handheld

Wireless Game Of The Year - Super Mario 64 DS (Nintendo)

Handheld Game Of The Year - Metroid: Zero Mission (Nintendo)

C. Computer

Action/Adventure Game Of The Year - Tom Clancy's Splinter Cell: Pandora
Tomorrow (Ubisoft/Ubisoft Shanghai, Paris, Annecy Studios)

Children's Game Of The Year - Backyard Skateboarding (Atari/Humongous
Entertainment)

Downloadable Game Of The Year - The Incredibles: Escape from Nomanisan Island
(Disney Online)

Family Game Of The Year - Zoo Tycoon 2 (Microsoft/Blue Fang Games)

First Person Action Game Of The Year - Half-Life 2 (Vivendi Universal
Games/Valve)

Role Playing Game Of The Year - Neverwinter Nights: Kingmaker
(BioWare/BioWare)

Sports Game Of The Year - Tiger Woods PGA Tour 2005 (Electronic
Arts/Electronic Arts Redwood Shores)

Strategy Game Of The Year - Rome: Total War (Activision/Creative Assembly)

D. Online

Massive Multiplayer/Persistent World Game Of The Year -World of WarCraft
(Vivendi Universal Games/Blizzard)


Dominating this year's awards recipient categories for Game of the Year,
Innovation, Craft and Computer awards was Half-Life 2 (Vivendi Universal
Games/Valve.)

"Half-Life 2 was a huge challenge creatively as well as for the company,"
said Gabe Newell, CEO and Founder, Valve. "To be honored with nine
Interactive Achievement Awards is a great symbol that all those years of hard
work and investment were absolutely worth it."

The 2005 D.I.C.E. Summit (Design, Innovate, Communicate and Entertain), is a
high-level interactive entertainment industry conference that brings together
the top video game designers and developers from around the world and
business leaders from all the major publishers to discuss the state of the
industry, its trends and the future. The three-day event concludes today at
the Green Valley Ranch Resort in Las Vegas, NV. More information on the 2005
D.I.C.E. Summit can be found at www.DICESummit.org.

About The Academy of Interactive Arts & Sciences (AIAS)

The Academy of Interactive Arts & Sciences (AIAS) was founded in 1996 as a
not-for-profit organization dedicated to the advancement and recognition of
the interactive arts. The Academy's mission is to promote and advance common
interests in the worldwide interactive entertainment community; recognize
outstanding achievements in the interactive arts and sciences; and conduct an
annual awards show (Interactive Achievement Awards) to enhance awareness of
the interactive art form. The Academy also strives to provide a voice for
individuals in the interactive entertainment community.

More information about the AIAS can be found at www.interactive.org.

# # #
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VIDEO GAMERS LEAGUE OPENS REGISTRATION FOR NATIONAL GAMING TOURNAMENT
OVER $20,000 CASH AND A 2005 SCION xB TO BE AWARDED.

Dallas, Texas - March 21, 2005 - VGL, (Video Gamers League), the first
organization to advance console gaming competitions to the level of a
professional sport, announced today that they have opened registration for
the first season of competition in the National VGL Video Gaming Tournament,
the largest-ever console game tournament. Players can register to compete in
official (qualifying) tournaments at the VGL website, www.vgleague.com. Halo
2 is the official game for the first season, which will include 112
tournaments that will take place in Scion dealerships across the nation.

The VGL will offer both team and FFA (free for all) tournaments. The FFA
tournaments are free to enter. Official winners will advance to one of six
regional tournaments, which will take place in New York, Los Angeles, Dallas,
Orlando, San Francisco, and Chicago. Winners of the regional tournaments will
advance to the national championship, where top finishers will receive cash
and prizes and the grand champion will drive away with a 2005 Scion xB. All
tournament participants will receive Scion merchandise, including beanies,
CD's, and backpacks.

The National VGL Video Gaming Tournament is made up of two tournament
seasons. It is produced and managed by VGL of Dallas, TX and Turn-Key
Marketing Services, Inc. of Orlando, FL. Scion, a top-level sponsor, will
host the official Halo 2 tournaments for the first season and will determine
the official game for the second season in the near future.

Scion, from Toyota Motor Sales, U.S.A., Inc. produces the versatile x, the
urban xB and the sporty tC. Visit their website at www.scion.com.

Turn-Key Marketing Services, Inc. is the exclusive sponsorship sales and
marketing firm representing the VGL. In addition to VGL's National Video
Gaming Tournament, Turn-Key Marketing is working with numerous corporations
and venues to further develop the growth of the VGL and its tournaments.
Turn-Key Marketing represents a variety of regional and national events that
include sports, family entertainment, and faith-based initiatives. Visit
their website at www.sponsorshipsforsale.com.

Jeff Gross launched VGL in 1999. Gross previously was involved in tournaments
with both CPL and Twin Galaxies, and now focuses his full attention on the
VGL. VGL's newly designed website is www.vgleague.com.
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SEX IN GAMES FEATURED AT WOMEN'S GAME CONFERENCE ON OCTOBER 26-27, 2005

Austin, Texas - October 18, 2005 - The Game Initiative today announced that
game industry veteran Brenda Brathwaite will deliver a compelling, adults
only talk on sexual content and video games at the Women's Game Conference
taking place October 26 - 27, 2005 in Austin, Texas. From flirting in MUDs to
hardcore sexual simulators to the emerging field of teledildonics, sex in
games is nearly as old as the medium itself. Sex isn't limited to the games
themselves, the infamous E3 booth babes are as much a part of sex in games as
the characters that walk through game worlds. Sexual content found in video
game advertising has as strong a place in the discussion as emergent sexual
content in MMORPGs. To learn more about the Women's Game Conference, other
sessions at the conference and how to attend visit
http://www.WomensGameConference.com

The second annual Women's Game Conference focuses on women in the computer
and video game industry and highlights the importance of women as consumers
of games, draws attention to the contributions women bring to the game
industry workforce, and creates an environment conducive to networking. The
conference shares a career pavilion and technology pavilion with the Austin
Game Conference.  All attendees are encourage to visit the Career Pavilion
where 12 game companies are recruiting, including: Activision, BioWare Corp.,
Electronic Arts, Exclaim Recruiting Agency, High Voltage Software, Inc.,
Microsoft Game Studios, Midway, Multimedia Games, Radical Entertainment, Sony
Computer Entertainment America, THQ, and Ubisoft.  Another 40 companies have
exhibits in the Technology Pavilion.

Other game-industry leaders speaking at the Women's Game Conference include:

Linda Currie, Blue Fang; Nicole Willick, Activision; Tracey Rosenthal-Newsom,
Harmonix; Jeb Havens, Cyberlore; Amber Dalton, PMS Clan; Amy Brady, PMS Clan/
Frag Dolls; Lisa Waits, NOKIA; Heidi Perry, Play First; Lisa Sikora,
Microsoft; Monika Madrid, UbiSoft; Clarinda Merripen, Cyberlore; Jennifer
McLean, IGN Entertainment, Inc.

Conference sessions include:

Facilitated Networking
Recruitment and Retention of Women in the Game Industry
Team Building : How a Diverse Team Makes a Big Impact
Games for a Diverse Audience
Sex in Games
Conference Keynote:  Kris Soumas VP Interactive, Lifetime TV
Increasing Marketshare: The Marketing of Games to Women
A Discussion with Professional Female Gamers
Casual Games: Reaching the Female Market
What Women Want:  A discussion between female casual game consumers and the
marketers and developers who serve them

Registration

The pre-registration rate is $165 and onsite registration is $195. Conference
attendees will also have access to the Khronos Developer University, the Game
Writers Conference, the TechPavilion and the Austin Game Conference, all of
which run concurrently with the Women's Game Conference.  Registration is
available online at http://www.WomensGameConference.com/register/

The Women's Game Conference is sponsored in part by Real Arcade, LifeTime,
WITI and Microsoft Research

3 Day Conference Highlights:

- 9 tracks, 130 speakers, 2000+ developers, 10+ companies recruiting

- Microsoft / Xbox 360 will hold in-depth presentations covering Xbox
360Live/Marketplace, XNA studio and Next-Gen Graphics on Vista

- IBM to Discuss Details of the Cell Processor
George Dolbier, IBM Senior Executive Architect for Games, will discuss
details of the Cell Processor powering the next generation game platforms at
the Game Technology Association meeting at AGC.

- Career Pavilion - By popular demand a career area has been added to the
TechPavilion. For everyone at the show looking for a career change this is
the place to go.

- Khronos Developer University - This one day hands-on work shop provides
up-to-the-minute training on industry standard APIs for embedded graphics and
video processing.

- Official Conference Party sponsored by K2 Networks Inc. - a not to be
missed event.

- Sponsors and Exhibitors include:
3Dconnexion, Inc., Academy of Art University, Activision, Alias, Anark
Corporation, Animation Farm , Association of shareware professionals, ATI
Technologies, Austin Community College, Autodesk, Avid Computer Graphics,
Bigworld Pty Ltd., BioWare Corp., BuildForge, Inc., Business Wire, Develop
Magazine, Dolby, Emergent Game Technologies, Ensemble Studios, Enzyme Testing
Labs, Game instinct , Game Trust, GameDev.net, GamesIndustry.biz, GC
Networks/Game Creation Magazine, Ginny's Printing, GoPets, Guildhall at SMU,
Havok, Hybrid Graphics Ltd., iBeta, IBM Texas Credit Union, janimation Inc ,
K2 Networks Inc., Khronos Group, Mary-Margaret.com, Microsoft, Microsoft
Casual Games Group, Microsoft Research, Midway, MobyGames.com, Mythic
Entertainment, NCSoft, NVIDIA, Omni Interactive Media, Online Game Services,
Inc., Power VR (PowerVR), Real Networks/Lifetime, Scaleform Corporation , St.
Edwards University, TechExcel, THQ, The OGaming Network, UAT, and Versant
Corporation

- TechPavilion and Attendee Lounge - The TechPavilion showcases the latest
tools, technologies, products and services. The Attendee Lounge includes
comfortable couches and chairs where attendees can relax and network in a
casual environment.

About The Game Initiative

The Game Initiative is a leading producer of conferences and events for
professionals in the computer and video game industry.  The Initiative is
chartered with the growth of the industry through events, public awareness,
information and supporting programs and serves the needs of companies and
people involved in producing interactive entertainment software and hardware
for video game consoles, handheld devices, personal computers and the
Internet.  Game Initiative events include the Austin Game Conference, the
Mobile Game Conference, the Women's Game Conference, the Game Writers
Conference, the Advertising In Games Forum, the Casual Games Conference, Game
Technology Association Meetings and the How to Break into the Game Industry
national conference series.  More information about The Game Initiative can
be found at http://www.GameConferences.com
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Penny Arcade Expo 3rd Annual Gaming Festival Celebrating Videogames
and Game Culture to be Held on August 25-27, 2006

Seattle, Washington - January 18, 2006 - Penny Arcade Inc., creator of the
popular game-oriented comic strip of the same name, today announced the dates
for the third annual Penny Arcade Expo. The three-day event, a nonstop
celebration of videogames and gamer culture, will take place Friday, August
25th through Sunday, August 27th, 2006 in Bellevue, Washington.
Pre-registration is now open to the public at www.pennyarcadeexpo.com.

Last year's Penny Arcade Expo (PAX) saw 9,000 hardcore gamers gather just
outside Seattle for an over-the-top, game-oriented fun fest. Attractions
included an exhibit floor packed with playable game demos of titles that were
still a good six months or more from being available in stores, game-industry
conference panels, big name music concerts in the 'nerd core' rap and rock
genres by artists such as MC Frontalot and The Minibosses, and plenty of
gaming tournaments including the Survivor-style Omegathon: a gaming Olympics
where participants' names are drawn from the pre-registration list to compete
in multiple game formats. Last year's Omegathon prize was a collection of
every product ever made for the Nintendo Entertainment System, as well a
state-of-the-art limited-edition Star Wars-branded Alienware computer. This
year's Omega Collection prize will be announced in June. If you missed PAX
05, you can view show content in a five-DVD set available at
www.thinkgeek.com/pa.

"Now that we have some distance from it, I am able to look back at PAX 05
objectively and say that it was the greatest gaming event ever held in the
universe," said Penny Arcade's Gabe. "The honest truth is that we would have
to be idiots to think that we could top it. So...that's what we intend to
do!"

This year's PAX will include an expanded tabletop gaming experience as well
as attendees' favorite elements from previous years. PAX 06 is designed to be
the epicenter of pure gaming pleasure for three straight days.

Game industry professionals interested in exhibiting or speaking at PAX 06,
should contact Robert Khoo at rkhoo@penny-arcade.com.

About Penny Arcade Expo
Started by videogame-oriented comic strip creators Gabe and Tycho in 2004,
Penny Arcade Expo (PAX) is a 3-day, round-the-clock celebration of games and
game culture. It includes an exhibition floor filled with playable demos of
games that won't be on shelves until next year, a conference program of game
industry speakers on topics related to gaming, music concerts, game
tournaments and more. For more information visit www.pennyarcadeexpo.com.

About Penny Arcade
Equal parts online comic and commentary, Penny-Arcade
(http://www.penny-arcade.com) covers videogames in a way that is genuine,
insightful, and respected by the gaming community. What started as a hobby
for Jerry "Tycho" Holkins and Mike "Gabe" Krahulik has, over five years,
grown into an online phenomenon that serves 45 million page views a month to
millions of readers worldwide. In addition to the comic strip and PAX, Penny
Arcade Inc. also manages Child's Play (www.childsplaycharity.org), a
gamer-driven charity for sick kids in Children's Hospitals across the world.
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PAX '06 Musical Guests: Mike Relm, The Minibosses, MCFrontalot and More

March 31st Earlybird Registration Deadline

Seattle, Washington - March 30, 2006 - Penny Arcade Inc today revealed the
musical lineup for gaming fest Penny Arcade Expo (PAX), slated to turn
Washington State into a gamer's nirvana August 25th-27th. Artists expected to
participate in the 3rd annual game culture celebration include architect of
hip-hop culture Mike Relm, along with returning musical guests The
Minibosses, MC Frontalot, Optimus Rhyme, The Video Game Pianist, and the
Neskimos.

This Friday, March 31st is the early bird registration deadline for PAX which
means gamers can still buy a three-day pass for less than the price they
might be planning to shell out for The Godfather game. Online registration is
now live at www.pennyarcadeexpo.com. Contestants for the Survivor-style
Omegathon gaming Olympics at PAX are drawn only from the pre-registration
attendee list. Those selected to participate in Omegathon will compete in
multiple game formats for crazy big game prizes.

The PAX06 exhibit floor, which will offer playable game demos of titles still
six months away, is already 90 percent sold out, with new sponsors including
Turbine, NC Soft, Prima Games, The Behemoth, Flying Lab, Creative Labs,
Tablestar Games, Garage Games, Nvidia, Klei Entertainment, Sweet Kitty, Pink
Godzilla, Mythic Entertainment, Privateer Press and Paizo Publishing.

About Penny Arcade Expo
Started by videogame-oriented comic strip creators Gabe and Tycho in 2004,
Penny Arcade Expo (PAX) is a 3-day, round-the-clock celebration of games and
game culture. It includes an exhibition floor filled with playable demos of
games that won't be on shelves until next year, a conference program of game
industry speakers on topics related to gaming, music concerts, game
tournaments and more. For more information visit www.pennyarcadeexpo.com.

About Penny Arcade
Equal parts online comic and commentary, Penny-Arcade
(http://www.penny-arcade.com) covers videogames in a way that is genuine,
insightful, and respected by the gaming community. What started as a hobby
for Jerry "Tycho" Holkins and Mike "Gabe" Krahulik has, over five years,
grown into an online phenomenon that serves 45 million page views a month to
millions of readers worldwide. In addition to the comic strip and PAX, Penny
Arcade Inc. also manages Child's Play (www.childsplaycharity.org), a
gamer-driven charity for sick kids in Children's Hospitals across the world.
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Microsoft, Nintendo to Headline Penny Arcade Expo

Keynote to Focus on Prehistory of Xbox


Seattle, Washington - June 23, 2006 - Penny Arcade Inc today announced that
exhibit space is now sold out for its upcoming Penny Arcade Expo (PAX) gaming
culture fest slated to invade Washington State this August 25th-27th. On the
exhibit floor PAX '06 attendees can expect to get hands on with
yet-to-be-released games and products from the likes of exhibitors Microsoft,
Nintendo, Nvidia, ArenaNet, America's Army, Turbine, NCSoft, Ubisoft, Mythic,
Sabertooth Games, Foundation 9, Rockstar, Flying Lab, Creative Labs, The
Behemoth, Garage Games and Red Octane among others. In addition to
pre-release games galore on its show floor, PAX offers attendees a host of
game-related conference sessions, parties, concerts and contests, including
the grand-daddy of game challenges, the Omegathon.

It was also announced that Alex St. John will keynote PAX06. St. John's
keynote entitled "The Prehistory of Xbox," will address the legends and
anecdotal stories of the evolution to Microsoft's Xbox as experienced by the
man behind the "Manhattan Project." A former Microsoft employee, whose
exploits have been chronicled in books such as "Renegades of the Empire" by
Michael Drummond, "Opening the Xbox" by Dean Takahashi and "Masters of Doom"
by David Kushner, today St. John runs WildTangent, an online game publishing
company.

"Last year's PAX was like a big party with 9,000 of your closest friends,"
said Penny Arcade's Robert Khoo. "It's hard to imagine, but PAX '06 is on
track to be even larger and more outrageous."

About Penny Arcade Expo
Started by videogame-oriented comic strip creators Gabe and Tycho in 2004,
Penny Arcade Expo (PAX) is a 3-day, round-the-clock celebration of games and
game culture. It includes an exhibition floor filled with playable demos of
games that won't be on shelves until next year, a conference program of game
industry speakers on topics related to gaming, music concerts, game
tournaments and more. For more information visit www.pennyarcadeexpo.com.

About Penny Arcade
Equal parts online comic and commentary, Penny-Arcade
(http://www.penny-arcade.com) covers videogames in a way that is genuine,
insightful, and respected by the gaming community. What started as a hobby
for Jerry "Tycho" Holkins and Mike "Gabe" Krahulik has, over five years,
grown into an online phenomenon that serves 45 million page views a month to
millions of readers worldwide. In addition to the comic strip and PAX, Penny
Arcade Inc. also manages Child's Play (www.childsplaycharity.org), a
gamer-driven charity for sick kids in Children's Hospitals across the world.
# # #

Media Note: Reporters who wish to attend PAX06 should register online now at
http://www.pennyarcadeexpo.com/registration.php#attendeereg.
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Pre-Registration for Penny Arcade Expo Extended to August 3, 2006

Seattle, Washington - July 31, 2006 - Penny Arcade Inc today announced that
due to overwhelming demand, pre-registration for Penny Arcade Expo (PAX)
gaming culture fest slated to invade Washington State this August 25th-27th
has been extended to August 3rd at 6:30pm pacific.

On the exhibit floor PAX '06 attendees can expect to get hands on with
yet-to-be-released games and products from the likes of exhibitors Microsoft,
Nintendo, Nvidia, ArenaNet, America's Army, Turbine, NCSoft, Ubisoft, Mythic,
Sabertooth Games, Foundation 9, Rockstar, Flying Lab, Creative Labs, The
Behemoth, Garage Games and Red Octane among others.  In addition to
pre-release games galore on its show floor, PAX offers attendees a host of
game-related conference sessions, parties, concerts and contests, including
the grand-daddy of game challenges, the Omegathon. Details of this year's
Omegathon prize will be announced later this week.

About Penny Arcade Expo
Started by videogame-oriented comic strip creators Gabe and Tycho in 2004,
Penny Arcade Expo (PAX) is a 3-day, round-the-clock celebration of games and
game culture.  It includes an exhibition floor filled with playable demos of
games that won't be on shelves until next year, a conference program of game
industry speakers on topics related to gaming, music concerts, game
tournaments and more.  For more information visit www.pennyarcadeexpo.com.

About Penny Arcade
Equal parts online comic and commentary, Penny-Arcade
(http://www.penny-arcade.com) covers videogames in a way that is genuine,
insightful, and respected by the gaming community. What started as a hobby for
Jerry "Tycho" Holkins and Mike "Gabe" Krahulik has, over five years, grown
into an online phenomenon that serves 45 million page views a month to
millions of readers worldwide.  In addition to the comic strip and PAX, Penny
Arcade Inc. also manages Child's Play (www.childsplaycharity.org), a
gamer-driven charity for sick kids in Children's Hospitals across the world.
# # #

Media Note:  Reporters who wish to attend PAX06 should register online now at
http://www.pennyarcadeexpo.com/registration.php#attendeereg.
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PENNY ARCADE EXPO ANNOUNCES OMEGATHON III GRAND PRIZE

Last Gamer Standing Wins a Customized Scion xB at PAX'06

Seattle, Washington -- August 11, 2006 -- As pre-registration swells to 40
percent over last year's attendance at the Penny Arcade Expo (PAX) gaming
culture festival, Penny Arcade today announced the grand prize for the
Omegathon III, the annual three-day gaming tournament in which contestants
must prove their mettle in a range of games undisclosed before the event.
This year, the winner will drive off in a brand new 2006 Scion xB in Black
Sand Pearl, featuring a game geek's dream package of a flipdown 15"
widescreen monitor, Xbox 360 Premium System, 6-speaker sound system with
CD/MP3 player, custom taillights and wheels with low-profile tires.

Set to invade Washington State this August 25th-27th, PAX will feature a
heavy-hitting lineup of top sponsors including Microsoft, Nintendo, Nvidia,
ArenaNet, America's Army, Turbine, NCSoft, Atari, Ubisoft, Mythic, Sabertooth
Games, Foundation 9, Rockstar, Flying Lab Software, Wizards of the Coast,
Creative Labs, The Behemoth, Intel, ATI, Garage Games, AMD, and Red Octane
among others. In addition to booths filled with pre-release games galore on
its show floor, PAX offers attendees a host of game-related conference
sessions, parties, concerts and contests, including the grand-daddy of game
challenges, the Omegathon. In addition to a horde of game players from around
the world, both enthusiast press and consumer press have registered to attend
in force. Industry luminary Alex St. John is slated to deliver the show's
keynote, entitled "The Prehistory of Xbox."

"The first year, the Omegathon champion received every PlayStation 2 game
ever made. The next year it was every NES game ever made," said Robert Khoo
of Penny Arcade. "This year, in accordance with the massive growth of PAX, we
decided it was time to up the ante."

About Penny Arcade Expo
Started by videogame-oriented comic strip creators Gabe and Tycho in 2004,
Penny Arcade Expo (PAX) is a 3-day, round-the-clock celebration of games and
game culture. It includes an exhibition floor filled with playable demos of
games that won't be on shelves until next year, a conference program of game
industry speakers on topics related to gaming, music concerts, game
tournaments and more. For more information visit www.pennyarcadeexpo.com.

About Penny Arcade
Equal parts online comic and commentary, Penny-Arcade
(http://www.penny-arcade.com) covers videogames in a way that is genuine,
insightful, and respected by the gaming community. What started as a hobby
for Jerry "Tycho" Holkins and Mike "Gabe" Krahulik has, over five years,
grown into an online phenomenon that serves 45 million page views a month to
millions of readers worldwide. In addition to the comic strip and PAX, Penny
Arcade Inc. also manages Child's Play (www.childsplaycharity.org), a
gamer-driven charity for sick kids in Children's Hospitals across the world.

# # #

Media Note: Reporters who wish to attend PAX06 should register online now at
http://www.pennyarcadeexpo.com/registration.php#attendeereg.
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17,000+ Gamers Gather for Penny Arcade Expo Game Culture Fest

What:   Penny Arcade's 3rd annual Penny Arcade Expo (PAX)

More than 17,000 hardcore gamers are expected to gather later this week for a
3-day consumer gaming extravaganza that includes a show floor exhibiting the
latest games in development from Microsoft, Nintendo and other top publishers
plus music concerts, game tournaments, lectures and more.  The event is
hosted by Penny Arcade, developers of the infamous game industry-focused
comic strip of the same name.

Where:  Meydenbauer Center, Bellevue, Washington

When:   Friday, August 25th through Sunday, August 27th

Friday PAX hours:  3pm-2am
Highlights include:
"       "Prehistory of the Xbox" keynote 4:15-5:00
"       Panel with Gabe and Tycho from Penny Arcade 7:30-9:00
"       Music Concert A 9:30-12:30

Saturday PAX hours:  10am-2am
Highlights include:
"       Expo Floor 10:00-6:00
"       Halo 2 Tourney 10:30 - 2:30
"       D&D Open Duel 11:00-3:00
"       "Pitch Your Game Idea" panel 2:00-3:30
"       Live "Penny Arcade" Comic Strip Creation 3:30-5:00
"       Music Concert B 9:00-1:00

Sunday PAX hours:  10am- 6pm
Highlights include:
"       Expo Floor 10:00-6:00
"       Guitar Hero Tourney 10:00-1:00
"       Soul Caliber III Tourney 1:30-4:30
"       Omegathon Final Round 4:00-6:00

How:    www.pennyarcadeexpo.com

#   #   #
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All,

I'm leaving tomorrow morning for Los Angeles to attend the Electronic
Entertainment Expo (E3).  On Wednesday I'll be at the Nintendo and Sony press
conferences, and possibly Microsoft; I'll report back, probably to this topic,
with my reports on these events.  Thursday is the first day of the show, at
which I have an appointment at Sega's by-appointment-only booth, and then
their press conference.

Unfortunately, I cannot attend the Friday and Saturday portions of the show,
but I'll try to post as much information as I can from first-hand sources or
elsewhere.

Anyone have anything in particular they want me to keep an eye out for at E3
2001? :)

-Ken

 ------------
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Message 2          Mon May 14, 2001
SYNDICOMM                    at 09:33 PDT

>>>Anyone have anything in particular they want me to keep an eye out for at
E3 2001? :)

Not really, I pretty much rely on you to tell me everything I want to know. :)

I look forward to your reports. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Ken,

Have a good time in Los Angeles.  I just want to know how good that Rogue
Leader : Rogue Squadron II game is from Lucas Arts.  It looks great.

http://www.lucasarts.com/e3/six/shot.jsp?num=1

"Impressive, yes most impressive!"


Dain Neater
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"CRAZY TAXI 2" DRIVES INTO THE LA CONVENTION CENTER!

Have Your Photo Taken With a Real "Crazy" Taxi and the Four New Renegade
Drivers Featured in "Crazy Taxi 2" For Sega Dreamcast

WHAT:           A PHOTO OPPORTUNITY WITH FREE GIVE-AWAYS
WHO:            THE NEW CAST OF "CRAZY TAXI 2" WITH A REAL LIFE "CRAZY" TAXI!
WHEN:           5.17.01 (THURSDAY) 10:00AM - 5:00PM
WHERE:  THE INSIDE HALLWAY OF THE LA CONVENTION CENTER, RIGHT IN THE MAIN
ENTRANCE OF THE WEST HALL

On Thursday, May 17, the cast of "Crazy Taxi 2" for Dreamcast(tm) skid into the
heart of the LA convention center for E3 to mingle with the masses! With the
release of  "Crazy Taxi 2" on the horizon, the anticipation has hit new heights
for this follow-up to "Crazy Taxi(tm)," last year's phenomenal hit on
Dreamcast. To feed the frenzy, a "crazy" taxi surrounded by all of the new
characters, including Iceman, Hot-D, Cinnamon, and Slash, will be on hand for
group photos and to give cool goodies to those who pose with them (we'll be
doing a special give-away every couple of hours). For all interested media,
pictures of these reckless rebels will also be posted on May 18 at the
following ftp site:

<ftp://ftp.accesspr.com/public/Sega/CrazyTaxi_eventphotos/ >

Now that you've braved the psychotic streets of San Francisco in "Crazy Taxi,"
it's time to kick things up a notch in "Crazy Taxi 2" by taking on New York.
Hit the gas and say your prayers with four new cab drivers and pick up an
entirely new gallery of perturbed passengers with a variety of destinations,
including many of New York City's recognizable landmarks, such as the Hard
Rock* Cafe and FAO Schwarz*.  Players can even scoop up groups of passengers
that need to be dropped off at multiple destinations! Pumping up the chaos,
gamers have the exclusive new ability to "bounce" low-rider style over
obstacles, while the Offspring and Methods of Mayhem provide the slammin'
soundtrack.

###
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Nintendo GameCube images are being uploaded to the Gamebits file library as we
speak.

ftp://username@syndicomm.com/pub/members-only/gamebits

Part of our "Live from E3" coverage!

-Ken

 ------------
Category 7,  Topic 5
Message 6          Wed May 16, 2001
KGAGNE                       at 17:55 PDT

Image files of various games being shown at E3 are being uploaded to the
Gamebits file library.  Specific announcements in other categories.

ftp://username@syndicomm.com/pub/members-only/gamebits

Part of our "Live from E3" coverage!

-Ken
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Ken,

Are there actual pics of the game consoles somewhere?
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590
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Electronic Entertainment Expo 2001
Nintendo Press Conference Coverage

Ah, Nintendo. Microsoft spurned my attempts at journalistic infiltration, so
the first event of E3 2001 I attended was the Nintendo Press Conference.
Standing amid the throngs of gamers pressing their bodies and each others
through tight gates, I could imagine how rockers were crushed to death at
concerts. Fortunately we made our way downstairs without fatalities - "we"
being CompuServe staffers Will White, Jon Sohn, Kevin Young, T.F. Falls, and
Joe Talladira, Joe's friend Eddy Wysoki, and former VGC staffers Ian Johnston
and Lee Rogers - we found our seats and awaited the conference.

Peter Main appeared, aware we were anxious to see the debut of the Nintendo
GameCube, so he was quick to speak on the Game Boy Advance. The 32-bit
handheld launched in Japan on March 21st, selling 1.6 million units in the
first five weeks, and will launch on June 11th in America with about 20 games.
200,000 of the 500,000 units available on launch day are preordered; another
500K will be available two weeks after launch, with a goal of 24 million units
sold in 12 months.

Main then invited Satori Awata of the NCL Board of Directors to talk about
what will make the GameCube unique among the next generation of consoles -
what Awata called "the Nintendo difference." Today's industry trends of
multi-platform game releases, repetitive sequels, and focus on graphics have
preached mistrust and boredom to the gaming community, and has made the
console a generic commodity. "The Nintendo difference" is innovation, quality,
characters, and heritage. Nintendo has these attributes in spades, since,
unlike large electronics corporations, entertainment is their speciality. As
Awata put it, "We are only an entertainment company, but we are working to
become the best entertainment company anywhere" - as demonstrated by the first
GameCube demo: Super Smash Bros. Melee.

The new Smash Bros. game has favorites Mario, Yoshi, Princess Peach, Captain
Falcon, Kirby, Pikachu, Fox, Donkey Kong, and Ness, and new characters Shiek
(from Zelda: Ocarina of Time) and Ice Climber (now there's an old game!). The
gameplay looks similar to the original game, but the graphics are all new,
with changing camera perspectives. Seeing Nintendo's icons together in one
GameCube game was really an experience. This game will be playable on the show
floor tomorrow, as will Luigi's Mansion.

Mansion is the latest Mario game, but is more akin to Ghostbusters. Luigi
explores an abandoned manor, capturing ghosts and coins with his vacuum. If he
can vacate the house of spirits, he'll save his brother, Mario.

The next game is the brainchild of Shigeru Miyamoto. In Pikmin, players
control swarms of plantlike insects to tear down walls, collect items, and
defeat larger insects. Odd, cute, Lemmings-like.

Nintendo briefly showed on video their entire lineup in development:

Super Smash Bros. Melee                 Pikmin
Starfox Adventures: Dinosaur Planet     Luigi's Mansion
Rogue Squadron II                       Animal Forest
Raven Blade                             Metroid Prime
Wave Race Blue Storm                    Mario Kart
NBA Courtside 2002 Starring Kobe Bryant Eternal Darkness
Disney's Mickey                         Kameo
Donkey Kong Racing                      Zelda

Plenty of third-party titles will be coming, according to Nintendo, because
the GameCube is developer-friendly. Though the Nintendo 64 created new genres
of games, the GameCube will give developers the freedom to realize the worlds
they've imagined without scaling it down to the system's capabilities. This is
due in part to Nintendo's partnership with several engineering firms,
including IBM and Panasonic. The latter, known in Japan as Masushita, will
release in that country a GameCube-compatible machine with extended
capabilities, including CD and DVD functionality.

The GameCube controller will have built-in force feedback, and the WaveBird, a
wireless controller, will also be available at launch time. The Game Boy
Advance can be used as a GameCube controller, too.

The Nintendo GameCube will launch in Japan on September 14th, and in the USA
on November 5th. This announcement came hours after Microsoft announced the
November 8th launch of their $300 Xbox. A price for the GameCube will be
announced on May 24th.

Nintendo not only had a well-organized presentation, they demonstrated an
uncanny sense for what their audience wanted. Though Luigi's Mansion was not
entirely what we expected, and nobody knew what to think of Pikmin, there was
a surprising lack of Pokemon (such as Crystal for Game Boy Color) coverage or
of Game Boy Advance titles, which we'll be seeing on store shelves soon enough
anyway. The speakers were interesting and intelligible, yet brief and
to-the-point.

Yup... I love Nintendo.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed in a modified form.
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Electronic Entertainment Expo 2001
SCEA Press Conference Coverage

Sony's buses whisked reporters from the Biltmore Hotel sight of Nintendo's
conference, to a sound stage a few blocks away. There, after a happy buffet of
delicious vegetarian and chicken foods, we were herded into the conference
hall, equipped with Sony pads and three-color pens. We settled in for what
would prove to be a long and fairly uneventful press conference.

A variety of Sony speakers took their turns at the lectern. First off were
SCEA's refutations of PS2 launch myths, such as the wild ideas that it was
unsuccessful or that they had production issues. Then they went right into the
software. There are already 80 PS2 titles available, with 100 to debut at E3.
Over 280 titles will be available by Christmas. Here are some specifics.

Dark Cloud, an RPG, is due on May 29th, followed on June 19th by Twisted
Metal: Black... neither of which were demoed at the conference. Gran Turismo 3
A-Spec was shown, mostly FMV and replay mode. This updated racer will launch
on July 10th, and can also be purchased in a PS2 bundle for $330.

Naughty Dog, the development studio that created Crash Bandicoot, demonstrated
Jak and Dexter: The Precursor Legacy. This 3D platformer features a dashing
protagonist with a furry friend on his shoulder, and what Andy Gavin of
Naughty Dag called "rigid body physics" and real-time effects with millions of
polygons. Though pretty, J&D appeared neither original nor innovative; in
fact, the two-part hero and the beach level we saw reminded me strongly of
Banjo-Kazooie.

John Schappert of Electronic Arts' Tiburon Studio demonstrated Madden 2002,
which graphically looked at least as good as Sega's NFL 2K series. Also
showcased was the "EA Sports BIG" line of games, including SSX Tricky
snowboarding, NBA Street urban basketball, and Sled Storm 2.

A portion of the show was given for Square to present their material - which
was only Final Fantasy. FFX's graphics are an excellent example of the PS2's
power. Unfortunately, what we were shown was almost entirely FMV, and very,
very little gameplay. Even the type of world in which FFX is set - steampunk
or fantasy - is difficult to discern. A movie trailer for FF: The Spirits
Within movie was also shown.

Shinja Mikami, creator of Capcom's Resident Evil games, next took the mic to
speak of his new game, Devil May Cry. This 3D action game pits the half-human,
half-demon warrior, Dante, against a host of demonic creatures. Dante's
repertoire features one move in which his katana dashes enemies into the air,
where he pumps them full of lead with his dual guns; when you execute this
move, as Mikami said, "it makes you feel so good."

With a smooth segue from demonic to horrific, Gozo Kitao of Konami rolled a
tape of Silent Hill 2. Though a year old, it looked better than the gameplay a
tester showed us. Yet in either case, the creepy environment which made the
original Silent Hill such a hit is one best conducted through gameplay, not
audience viewing. This revisit to the paranormal resort town of Silent Hill is
sure to draw many players along with it.

Konami then handed the stage to Hideo Kojima and Metal Gear Solid 2. More of
the plot was revealed, and hardly any of the gameplay.

Games such as Final Fantasy X, Devil May Cry, Metal Gear Solid 2, Legacy of
Kain: Soul Reaver 2, and Virtua Fighter 4 will be PS2 exclusives for at least
a year.

Various PlayStation peripherals will also be available this year. An LCD
screen for the PSOne will cost $129, or $149 with extra features. Expect to
see colored DualShock controllers for $25 in August.

Finally, Kaz Hirai elaborated on Sony's commitment to put their newest console
on the online frontier. The full hardware suit will prove an extensive and
expensive package. Online gaming will occur by this November, when a dual 56K
modem/broadband adaptor is released for $39.95. A keyboard, mouse, LCD screen,
and 40 gigabyte hard drive will also be available, all by Christmas 2001.

Online software will also make the PlayStation 2 a powerful online tool.
Several partnerships have been formed to help ensure Sony's success on the
'net. Netscape will provide the web browser, while a version of the America
Online client will also be available. This is a smart move on SCEA's part,
since Sega omitted a large audience by neglecting AOL connectivity from their
Dreamcast plans. Cisco will provide the protocol stack, with more software
coming from Macromedia (Flash) and Real Software (RealPlayer).

There was so much focus on the hardware and software necessary to create an
online experience for the PS2, little time was given to online gaming. SOCOM:
U.S. Navy Seals was one unveiled online title, as was Twisted Metal Online,
but gaming definitely seemed to take a backseat to Sony's plans to establish
the PS2 as the center of fulfilling the household's electronic needs.

The overall focus of Sony's press conference was on sequels and graphics.
Maybe I had been biased by Nintendo declaring these "negative industry
trends," but I was unimpressed by the lack of originality demonstrated at this
press conference. The speakers, who would have been lost without teleprompters
and PowerPoint, droned on and on, often accompanied by halting and inaccurate
translations. Neither the content nor the organization of this presentation
left me feeling excited about the future of gaming on the PlayStation.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed in a modified form.
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Ryan,

If you check the Hardware folders in either the GameCube or GameBoyAdvance
directories of the Gamebits file library, you'll find pics of the consoles.

-Ken
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Electronic Entertainment Expo 2001
General Coverage & Highlights

Whoever spoke of the lull before the storm, has never attended E3.

The Electronic Entertainment Expo, held last week in Los Angeles, is the video
game industry's annual opportunity to showcase its wares in an event open to
the media, retailers, developers, and other trade members. The products that
debut at E3 are a glimpse of the future of a $6 billion industry which
comprises a growing portion of America. "The fact is, not only are games
everywhere, but gamers are everyone," observed Doug Lowenstein, president of
E3's host, the Interactive Digital Software Association.

This year's show heralded an incoming generation of game consoles. Nintendo,
Sony, and Microsoft, not content to wait for the holiday season, did
everything in their power to convince the world that their 128-bit, DVD-based
console would be the wave of the future.

Sony has a head start on the competition, their PlayStation 2 having launched
in 2000 and three million consoles sold in North America since. Despite strong
sales, the PS2 is often criticized for lacking "killer apps" - games that make
the console worth purchasing. Sony intends to remedy that situation with
several important releases this year.

Gran Turismo 3 A-Spec is Sony's most realistic racing games ever, and will be
available separately or bundled with the PS2 for $329 when the game launches
in July.

Other games will also capitalize on popular PlayStation franchises, such as
Final Fantasy X, a groundbreaking role-playing game from Square; Metal Gear
Solid 2: Sons of Liberty, a spy game from Konami; and Silent Hill 2, a
cinematic horror game, also from Konami.

Even with a strong lineup of games, Sony is determined to expand the PS2 into
more than a gaming console. By year's end, an LCD monitor, keyboard, mouse,
hard drive, and combination modem/broadband adaptor will be available, giving
the PS2 almost as much functionality and Internet connectivity as a home
computer.

Another multimedia conglomerate, Microsoft, is ready to enter the video game
industry for the first time. Their Xbox console will launch on November 8th
with a pricetag of $300. The hardware includes a hard drive and broadband
adaptor - essential pieces of technology for a system to connect to the
Internet.

Just as Sony's E3 showing lacked in online titles, Microsoft was missing a
strong, unique library of game titles. Halo, a shooter from Bungie Studios,
stands out strongly, as do exclusives such as Dead or Alive 3. The rest of
their lineup consists primarily of computer games, or updated versions of
other consoles' games. Though Microsoft stands to have a hardware juggernaut
this Christmas, it may not sell without games people want to play.

One company with few, if any, online strategies is Nintendo. Unlike their
competitors, Nintendo is solely an entertainment company. They will draw on
their vast gallery of popular icons and other successes when they launch two
new systems this year.

The Game Boy Advance will be on store shelves next month, and is the first
true upgrade to the most popular handheld ever since its initial launch a
dozen years ago. Accompanying its release will be new entries in well-known
game series: Super Mario Bros. Advance, Mario Kart Advance, F-Zero, and Street
Fighter II.

With the high success rate of both the original Game Boy and its flagship
Pokemon titles, the Game Boy Advance is practically guaranteed high market
penetration, paving the way for the Nintendo GameCube home console, to which
the GBA can connect.

The GameCube launches on November 5th, beating Microsoft's Xbox by mere days.
No pricing was announced, but for a system that does not play CDs or DVD
movies nor has built-in Internet components, $200 is a likely upper limit for
the GameCube.

Again, Nintendo will launch a new system with familiar characters. In Luigi's
Mansion, Mario's brother must clear a haunted manor of spirits, ala
Ghostbusters.

The GameCube is not without its innovations, either. Shigeru Miyamoto, creator
of Mario and Donkey Kong, is hard at work on Pikmin, a Lemmings-like game in
which players organize plantlike insects to overcome obstacles. Eternal
Darkness is an insanity-inducing, Resident Evil-like game that spans from the
Roman Empire to the modern age.

After the poor market performance of the Nintendo 64, Nintendo will need to
apply what they call "the Nintendo difference": innovation, quality,
franchises, and world-famous game development. Only these qualities give
Nintendo a chance at re-entering the console wars.

The game market has traditionally been unable to sustain more than two game
systems. The first casualty of this survival of the fittest was Sega, who in
January announced that they will cease production of their Dreamcast system
and begin developing games for other consoles.

The first fruits of these labors were shown at E3. Both of Nintendo's new
systems will benefit from Sega's platform-agnostic business model. Sonic the
Hedgehog will appear as a launch title for the Game Boy Advance, as will the
puzzle games ChuChu Rocket and Columns.

Sega's massive multiplayer role-playing game, Phantasy Star Online, will make
its way to the GameCube, along with Monkey Ball, an original puzzle game.

Various signature and original Sega games will also be available for
PlayStation 2 and Xbox. Though these releases may include online games, Sega's
responsibility ends with the content; it is up to Nintendo, Sony, and
Microsoft will need to develop and implement methods for their consoles, and
the games, to connect to the Internet.

With a vast history of games to tap and multiple systems for which to develop,
Sega stands poised to meet their goal of being the world's top publisher by
2003.

Sega's not giving up on its own system just yet, though. The Dreamcast will
receive six entries in the Sega Sports lineup, including World Series
Baseball, NCAA Football, and Virtua Tennis; all six games will feature online
play. And in June, Sega will celebrate the tenth anniversary of their hip
hedgehog with Sonic Adventure 2.

This year's E3 introduced a lot of new hardware, and many, many pieces of
software - some original, some not. Kazuo Hirai, president and COO of Sony
Computer Entertainment America, pointed out, "Pretty graphics are just the
ante to get into this business." There's no question that the systems
competing for places under this year's Christmas tree can produce pretty
graphics. For the first generation ever, all the consoles are on the same
level of 128-bit processing power. The industry will thrive, but which console
will have the software that allows 145 million American gamers to thrive as
well, only time will tell.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to be
distributed in a modified form.

Original Publication: Sentinel & Enterprise, 21-May-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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E3Expo 2001 Draws Tens of Thousands of Industry Professionals
Hundreds of Next Generation of Computer and Video Games
Debut at the World's Largest Interactive Entertainment Trade Event

LOS ANGELES - MAY 19, 2001 - The seventh annual Electronic Entertainment Expo
(E3Expo) concluded at the Los Angeles Convention Center today, having drawn
more than 62,000 interactive entertainment professionals from more than 70
countries, according to the show's owner, the Interactive Digital Software
Association (IDSA).  More than 400 exhibitors showcased thousands of computer
and video games and next generation technologies, including more than 750
products seen for the first time ever at E3Expo 2001.  According to the annual
pre-show exhibitor survey, approximately 80 percent of the products seen at
the show are anticipated to hit store shelves by the coming holiday season.
"2001 is an extremely exciting year for the industry, with the introduction of
new hardware and the debut of stunning new software," said Douglas Lowenstein,
president of the IDSA, the trade association that represents U.S. computer and
video game publishers.  "E3Expo is the launch pad for games that will shape
the future of entertainment."

This year's show kicked-off with a groundbreaking keynote panel with top
executives from Microsoft Corporation, Nintendo of America and Sony Computer
Entertainment.  The panelists discussed the future of next generation
consoles, and their impact on consumers and the industry in the coming year.
In addition, leading industry experts joined together to strategize with and
teach E3Expo attendees about hot topics and business opportunities in
interactive entertainment during a three-day educational conference program.

The show will return to Los Angeles, May 23-25, 2002.

E3Expo is wholly owned by the IDSA, the U.S. association dedicated to serving
the business and public affairs needs of companies publishing interactive
games for video game consoles, handheld devices, personal computers and the
Internet. IDSA members collectively accounted for more than 90 percent of the
$6 billion in entertainment software sales in the United States in 2000, and
billions more in export sales of American-made entertainment software. The
IDSA offers services to interactive entertainment software publishers
including a global anti-piracy program, business and consumer research,
government relations and First Amendment and intellectual property protection
efforts.

 ------------
Category 7,  Topic 5
Message 17         Fri Aug 24, 2001
KGAGNE [Ken]                 at 10:54 PDT

E3 2002 SHOW DATES ANNOUNCED

World's Leading Interactive Entertainment Event Moves to
Wednesday, May 22 through Friday, May 24, 2002

(Washington, D.C) - The Interactive Digital Software Association (IDSA)
announced today that in 2002, for the first time ever, the Electronic
Entertainment Expo (E3), will run from Wednesday to Friday. The dates of the
2002 show, the world's premiere interactive entertainment trade event, will
be Wednesday, May 22, through Friday, May 24.

"Because the 2002 show falls just before the Memorial Day weekend, we've
changed the dates to make it a Wednesday through Friday event," said Doug
Lowenstein, president of the IDSA, the video and computer game industry trade
group that owns E3. "This will make the show more convenient for attendees
who want to enjoy the long weekend and more cost effective for exhibitors who
will not incur premium labor rates."

"As an exhibitor at E3 2002, we are delighted that the E3 organization is
taking this step," said Don James, Vice President of Design, Nintendo of
America Inc. and chairman of the IDSA Trade Show Committee. "We appreciate
the fact that show management is proactively addressing the needs of its
exhibitors by moving the dates to reduce additional costs which would have
been incurred moving out on a holiday weekend."

Lowenstein said that rebook for the 2002 event is underway and early
indications are that the top exhibitors are contracting for as much or even
more space than they did in 2001. He also noted that feedback from the 2001
event, which was attended by more than 62,000 people, continues to be
overwhelmingly positive. "E3 2001 was truly a milestone event with the launch
of new platforms and hundreds of never-before-seen games and related
products. We expect next year's show to continue to generate high levels of
excitement and interest as the most advanced games ever are introduced."

E3 is owned by the Interactive Digital Software Association (IDSA), the U.S.
association exclusively dedicated to serving the business and public affairs
needs of companies that publish games for video game consoles, personal
computers and the Internet. Association members include the nation's leading
interactive entertainment software publishers, who collectively accounted for
more than 90 percent of the $6 billion in entertainment software revenues
generated in the United States in 2000, and billions more in export sales of
U.S.-made entertainment software.

E3 is a trade event, and is not open to the general public. No one under the
age of 18 will be admitted, including infants.

# # #

 ------------
Category 7,  Topic 5
Message 18         Mon Nov 05, 2001
KGAGNE [Ken]                 at 17:21 PDT

Anyone here ever been to E3?  What did or didn't you like about it?

Anyone want to go to E3?  Why?

-Ken

 ------------
Category 7,  Topic 5
Message 19         Mon Nov 05, 2001
A2.RYAN                      at 21:05 PDT

> Anyone want to go to E3?  Why?

Yes.

To meet Asia Carrera ;-)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 7,  Topic 5
Message 20         Mon Nov 05, 2001
SYNDICOMM [Sheppy]           at 22:29 PDT

>>>Anyone here ever been to E3?  What did or didn't you like about it?

I've been once.  It's too commercial and skanky.  Didn't help that I had to
work a booth. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 7,  Topic 5
Message 21         Tue Nov 06, 2001
KGAGNE [Ken]                 at 07:15 PDT

Ryan,

We can make it a mainland event.  "Come for E3, stay for KFest!"

I'm sure the Sheppys wouldn't mind a two-month houseguest. :)

Who's Asia Carrera, and what's she doing at E3?

-Ken

 ------------
Category 7,  Topic 5
Message 22         Thu Nov 29, 2001
KGAGNE [Ken]                 at 12:05 PDT

Registration for E3 2002 has opened.

Industry professionals can call 1-877-216-6263; journalists should visit
http://www.e3expo.com

 ------------
Category 7,  Topic 5
Message 23         Thu Nov 29, 2001
A2.RYAN                      at 21:48 PDT

Where and when will E3 be?  I still want to meet Asia Carrera :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 7,  Topic 5
Message 24         Thu Nov 29, 2001
KGAGNE [Ken]                 at 21:57 PDT

Ryan,

E3 2002 will be Wednesday, May 22 through Friday, May 24, 2002, in Los
Angeles, California.

See Message 17 in this topic for full details.

Who's Asia Carrera, and what's she doing at E3?

-Ken

 ------------
Category 7,  Topic 5
Message 25         Fri Nov 30, 2001
A2.RYAN                      at 22:22 PDT

> Who's Asia Carrera, and what's she doing at E3?

You don't want to know, and you don't want to know.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 7,  Topic 5
Message 26         Sat Dec 01, 2001
A2.DAIN [Dain]               at 07:05 PDT

Ryan,
  I just asked a friend of mine who is up on both games and other "things".
He seemed to know exactly who it was.:)

Dain

 ------------
Category 7,  Topic 5
Message 27         Mon Mar 25, 2002
KGAGNE [Ken]                 at 09:11 PDT

E3Expo 2002 OFFERS EXPANDED CONFERENCE PROGRAM

33 Sessions, Including Three Additional Workshops, Cover Everything
Industry Professionals Need to Know About Interactive Entertainment

LOS ANGELES, MARCH 25, 2002 - The Interactive Digital Software Association
(IDSA) today announced details of the new E3Expo 2002 Conference Program,
featuring an expanded workshop program and four educational tracks comprised
of six sessions each. For the first time ever, the program will include nine
in-depth, hands-on workshop sessions, covering a wide variety of topics
critical to interactive entertainment industry professionals. The E3Expo 2002
Conference Program is scheduled for May 21 - 23 at the Los Angeles Convention
Center, with exhibits running May 22 - 24.

"The topics included in the E3Expo 2002 conference and workshop program
reflect the dynamic, diverse, sophisticated and mainstream nature of the
interactive entertainment industry," said Douglas Lowenstein, president of
the IDSA, the trade association that represents U.S. computer and video game
publishers and owns E3Expo, the world's most important interactive
entertainment industry event. "E3Expo is not only the place to see the latest
and most advanced computer and video games and related products, it's also an
unparalleled educational forum for industry professionals looking to sharpen
their skills and share their ideas."

This year's E3Expo conference faculty includes more than 125 of the
industry's most accomplished and respected leaders. The roster of speakers
includes numerous industry greats such as the few listed: LucasArts' Hal
Barwood; Richard Garriott, formerly Origin Systems Inc/Ultima series, now NC
Soft; Oddworld co-founder Lorne Lanning; American McGee, Alice designer, now
with his own company, Carbon 6; Peter Molyneux of Lionhead Studios; Crash
Bandicoot designer Jason Rubin; Age of Empires' Bruce Shelley; Deus Ex
designer Warren Spector; Alex St. John of Wild Tangent; Sega's legendary game
maker Yu Suzuki; and The Sims creator Will Wright. For a complete faculty
list visit http://www.e3expo.com/ .

Workshop and Conference Sessions
E3Expo 2002 will offer nine two-hour workshops (up from six workshops last
year) and 24 90-minute sessions examining key issues that impact the
interactive entertainment industry.

E3Expo 2002 workshops include:
* Start-up "Starter Kit" For Today's Marketplace
* Designing Games That Teach: an MIT Workshop
* A Complete Technology Toolkit For Wireless Game Development
* How To Package And Pitch Your Game To Publishers
* Global Game Trends 101: Learning From the World's Top Titles
* The Business of Persistent Worlds: Learn From The Pros
* Developing Content For Wireless Handsets: Making Big Ideas Work For The
Small Screen
* Design-Document Workshop: Don't Start That Game Without One
* Listen to Your Gamers: What Player Metrics Is Telling Us

E3Expo 2002 conferences sessions include:
* Game Development - Strategies And Trends:
* Rules Of The Game

E3Expo 2002 CONFERENCE AND WORKSHOP LINE UP 2-2-2-2
* Design Secrets, Part 1: Japan And The USA
* Design Secrets, Part 2: Europe And The USA
* Creating The Perfect Game Character
* Managing Resources: Smart Solutions For Building Compelling And Profitable
Games
* Sneak Peek: The Hottest Upcoming Titles As Presented By Their Designers

Business Strategies To Build On:
* Reaching Niche Markets, Creating New Markets
* The Wireless Landscape: The Business Models, The Markets, The Value Chain
* Non-Traditional Marketing Tactics
* How To Break Into Today's Game Industry
* Master Class From The Masterminds Of Business
* Licensing Opportunities For The Smart And Nimble

New Trends/Future Trends:
* Understanding Platform Segmentation And What It Means For Your Bottom Line
* Creative Solutions To Financing And Funding
* Channel Update: Knowledge Is Power
* Games That Pushed The Envelope, Pushed Buttons And Set New Trends In Motion
* Prepare Your Business For The Game Industry Of Tomorrow
* High-Tech Roundup: Modern Tools For Current Games

Life Online - Cracking The Code:
* Successful Online Strategies: Inspiration And Implementation
* Consoles And Online Gaming: Strategies For Dominance
* Advergaming: How To Profit From Online's Next Wave Of Game Development
* Browser Games Come of Age
* Creating Lasting Communities (And Higher Sales) Through Pre-Release Demand
And User-Created Content
* You Asked For It! (A Session Built Around Attendee Suggestions)

Registration Information
General registration for the E3Expo 2002 Conference Program is available at
www.e3expo.com or by calling (877) 216-6263. Attendees save up to $50 by
signing up during the early registration period ending April 12. Early
registration packages range from the $245 "Workshop Package" to the $425
"Super Pass."

E3Expo, now in its eighth year, is owned by the Interactive Digital Software
Association (IDSA), the U.S. association dedicated to serving the business
and public affairs needs of the companies publishing interactive games for
video game consoles, handheld devices, personal computers, and the Internet.
IDSA members collectively account for more than 85 percent of the $6.35
billion in entertainment software sales in the U.S. in 2001, and billions
more in export sales of American-made entertainment software.

E3Expo is a trade event, and is not open to the general public. No one under
the age of 18 will be admitted, including infants. This policy is strictly
enforced.
###

Please allow extra time for check in before entering the show due to
increased security measures. All bags are subject to search.

 ------------
Category 7,  Topic 5
Message 28         Fri Mar 29, 2002
KGAGNE [Ken]                 at 18:19 PDT

Electronic Entertainment Expo 2002: "A World of Its Own"
The Premier Trade Event for Interactive Entertainment
Conferences: May 21 - 23/Exhibits: May 22 -24
Los Angeles Convention Center (LACC)
http://www.e3expo.com
-----------------------------------------------------------------------------
------------------------
Up-to-the-Minute News, March 27, 2002
CONTENTS:
1. Register Now: Early-Media Registration Deadline is April 19th
2. Learn From Industry Greats at the New 2002 E3Expo Conference Program
3. Save the Date: 2002 IDSA Media Briefing & Breakfast
-----------------------------------------------------------------------------
------------------------
1. REGISTER TODAY! EARLY-MEDIA REGISTRATION DEADLINE APPROACHS
Register today for E3Expo 2002, the world's most prestigious interactive
entertainment event, where prominent industry players -- from retailers and
developers to analysts and executives from more than 70 countries -- attend
each year to get business done. In addition, hundreds of never-before-seen
products will debut at E3Expo 2002.

To Register as Media:
Worldwide media who wish to attend E3Expo 2002 may register online at
http://www.e3expo.com/media_center/media_registration.shtml until April 19th.
Credentials required for a media badge are outlined on the site and must be
faxed or mailed in before the application request is considered complete. For
questions, call the E3Expo 2002 Media Hotline at (310) 967-2946 or send an
email to mailto:e3expo@cohnwolfe.com.

To Register as a General Attendee:
Visit http://www.e3expo.com/registration/registration.shtml or call (877)
216-6263 until April 12th.
Industry professionals who register before April 12th can save up to $50 by
purchasing E3Expo packages at reduced rates. Package prices range from $200,
offering three-day show floor admission only, to $425 allowing full access to
workshops and discussions.

2. E3Expo 2002 Offers Expanded Conference Program
The new E3Expo 2002 Conference Program features an expanded workshop program
and four educational tracks comprised of six sessions each (total of 33
sessions). For the first time ever, the program will include nine in-depth,
hands-on workshop sessions, covering a wide variety of topics critical to
interactive entertainment industry professionals.

This year's E3Expo conference faculty includes more than 125 of the
industry's most accomplished and respected leaders. The roster of speakers
includes numerous industry greats such as the few listed:

    o LucasArts' Hal Barwood
    o Richard Garriott, formerly Origin Systems Inc/Ultima series, now NC
Soft
    o Metal Gear Solid designer Hideo Kojima of Konami
    o Oddworld co-founder Lorne Lanning
    o American McGee, Alice designer, now with his own company, Carbon 6
    o Peter Molyneux of Lionhead Studios
    o Crash Bandicoot designer Jason Rubin
    o Age of Empires' Bruce Shelley
    o Deus Ex designer Warren Spector
    o Alex St. John of Wild Tangent
    o Sega's legendary game maker Yu Suzuki
    o The Sims creator Will Wright

For a complete conference and faculty list visit:
http://www.e3expo.com/conference_programs/conference_programs.shtml

3. SAVE THE DATE!
Members of the Media: Save the date for the 2002 Media Briefing & Breakfast
with Interactive Digital Software Association President Doug Lowenstein,
scheduled for Wednesday, May 22 at 7:30 a.m. Details coming soon...
-----------------------------------------------------------------------------
------------------------
E3Expo is wholly owned by the Interactive Digital Software Association
(IDSA), the U.S. association dedicated to serving the business and public
affairs needs of companies publishing interactive games for video game
consoles, handheld devices, personal computers and the Internet. For more
information visit http://www.idsa.com .

PLEASE NOTE:
Please allow extra time for check in before entering the show due to
increased security measures. All bags are subject to search.

E3Expo 2002 is a trade event, and is not open to the general public. No one
under 18 will be admitted, including infants. This policy is strictly
enforced.

 ------------
Category 7,  Topic 5
Message 29         Tue Apr 09, 2002
KGAGNE [Ken]                 at 17:34 PDT

My E3 press badge arrived last week. :)

Now I just need to decide if I want to go, and find a place to stay if I do.

-Ken

 ------------
Category 7,  Topic 5
Message 30         Wed Apr 10, 2002
SYNDICOMM [Sheppy]           at 07:03 PDT

>>>Now I just need to decide if I want to go, and find a place to stay if I
do.

Seems like a gimme to me, being in the biz and all. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 7,  Topic 5  [MOVED]
Message 31         Mon Apr 15, 2002
A2.DAIN [Dain]               at 18:17 PDT

Ken,
  If you make it to E3, then you know that you are required to host a chat
about your experience there:)  We want pictures too...Booth Bunnies....Eternal
Darkness...booth Bunnies...Zelda.....booth Bunnies.....


Dain
 ------------
Category 7,  Topic 5
Message 32         Mon Apr 15, 2002
KGAGNE [Ken]                 at 20:27 PDT

Dain,

I booked my flight to E3 last week, but am still wrestling with the issue of
accomodation.  At least now I know I'm going.

I don't have a digital camera, and my E3 pictures never come out well.  But
I'll certainly host an official post-E3 chat this year, just as I did last
year.  Heck, E3 2001 was the occasion of this forum's opening; I can't not
live up to that tradition. :)

-Ken

 ------------
Category 7,  Topic 5
Message 33         Thu Apr 25, 2002
KGAGNE [Ken]                 at 08:34 PDT

DRAGONS, RACING, WAR AND MORE AT SOUTH HALL BOOTH #1168

Codemasters reveals its Triple-A line-up for E3 2002

New York, NY - April 25, 2002 - Codemasters today announce a blockbuster
line-up of powerful games that will be showcased at this year's E3 Expo in
Los Angeles. Showing at Booth #1168 in South Hall, Codemasters' highlights
include the 'must be seen to be believed' Dragon Empires (PC/online), and the
unveiling of Colin McRae Rally 3 (PS2, Xbox).

The current line-up of games, playable for the first time at the show, are:

Colin McRae Rally 3
PS2 / Xbox - releasing September 2002
You are Colin McRae in the game that presses the accelerator in rally sport
gaming.
http://www.codemasters.com/colinmcrae3

Dragon Empires
PC/online - releasing autumn 2002
Live, fight and rule an empire in this incredibly rich MMORPG.
http://www.codemasters.com/dragonempires

The rest of the line-up includes:

IGI 2: Covert Strike
PC - releasing autumn 2002
The acclaimed superb stealth-based first-person shooter returns with
international intrigue and extreme action.
http://www.codemasters.com/igi2

Mike Tyson Heavyweight Boxing
PS2 / Xbox - releasing May 31 / June 7 2002
Landing the hardest punch of them all, Tyson comes to Xbox and PS2 in
dazzling form, complete with 15 other heavyweight professionals.
http://www.codemasters.com/mthb

Operation Flashpoint: Cold War Crisis
Xbox - releasing autumn 2002
Command land, sea and air units in the Xbox edition of the ultimate realistic
Cold War military experience.
http://www.codemasters.com/flashpoint

Operation Flashpoint: Resistance
PC - releasing June 2002
The official expansion pack delivers a new prequel campaign, remarkable
high-resolution graphics and enhanced network code.
http://www.codemasters.com/flashpoint

Prisoner of War
PS2 / Xbox / PC - releasing summer 2002
Experience the intrigue, danger and heroism of Allied escape attempts from
POW camps during World War II in this incredible stealth adventure.
http://www.codemasters.com/pow

Pro Race Driver
Xbox/PS2 / PC - releasing summer 2002
High speed and aggressive touring car race action combines with a dramatic
plot of murder, betrayal, revenge and, for some, victory.
http://www.codemasters.com/tocaracedriver

World War II: Frontline Command
PC - releasing autumn 2002
From The Bitmap Brothers, this squad-based action real time strategy game
lets you command some of World War II's most significant battles.
http://www.codemasters.com/ww2

E3 runs in Los Angeles from Wednesday 22nd May through to Friday 24th May.
Codemasters' showcase booth is #1168 in the South Hall.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #

 ------------
Category 7,  Topic 5
Message 34         Wed May 01, 2002
KGAGNE [Ken]                 at 16:10 PDT

E3Expo 2002 SHOWCASES MORE THAN A THOUSAND NEVER-BEFORE-SEEN
INTERACTIVE GAMES AND PRODUCTS

Exhibitors Provide First-Look at This Holiday's New Computer and Video Games

LOS ANGELES - May 1, 2002 - Leading interactive entertainment companies from
around the world will unveil more than 1,000 never-before-seen computer and
video games and related products at the 2002 Electronic Entertainment Expo
(E3Expo), according to data from the E3Expo 2002 Exhibitor Survey, released
today by the show's owner, the Interactive Digital Software Association
(IDSA). In addition, the vast majority (80 percent) of the show's
approximately 400 exhibitors report that three-quarters of their products
debuting at this year's E3Expo will be on store shelves for the 2002 holiday
season.

"The impressive number of new product introductions at E3Expo 2002 illustrate
both the vibrancy of the video game market today and the status of E3Expo as
the world's most important event for launching the new products and
technologies that consumers will see for the 2002 holiday season " said
Douglas Lowenstein, president of the IDSA, the trade association representing
U.S. entertainment software publishers. E3Expo 2002 takes place May 22 - 24
at the Los Angeles Convention Center, and will include more than 505,000 net
square feet of exhibit space.

Reflecting the growing household penetration of next generation game devices,
survey respondents reported that one-half (49 percent) of all new interactive
software products being shown at E3Expo support video game consoles. In
addition, the popularity of interactive entertainment software spans across a
number of platforms with exhibitors reporting that approximately 39 percent
of the new titles being shown are PC- based, 17.5 percent are for handheld
game devices, 7.8 percent are online/Internet only games and 3.4 percent are
for PDAs and wireless phones.

According to survey respondents, the new E3Expo titles they will display
cover a wide range of game genres, including Action games (28.4 percent),
Sports and Driving games (16.7 percent), Adventure games (12.1 percent),
Child and Family games (10.9 percent), Role Playing games (8.3 percent),
Strategy games (7.3 percent), Educational/ Edutainment games (6 percent) and
Simulation games (3.2 percent).

Previously unreleased interactive products will be spotlighted at this year's
show in the E3Expo 2002 "First Looks" program. Participating First Looks
exhibitors will be designated in the E3Expo exhibit guide, Show Daily,
www.e3expo.com and on the exhibit floor beginning May 22.

E3Expo, now in its eighth year, is owned by the Interactive Digital Software
Association (IDSA), the U.S. association dedicated to serving the business
and public affairs needs of the companies publishing interactive games for
video game consoles, handheld devices, personal computers, and the Internet.
IDSA members collectively account for more than 85 percent of the $6.35
billion in entertainment software sales in the U.S. in 2001, and billions
more in export sales of American-made entertainment software. The IDSA offers
services to interactive entertainment software publishers including a global
anti-piracy program, owning the Electronic Entertainment Expo trade show,
business and consumer research, government relations and First Amendment and
intellectual property protection efforts.

E3Expo is a trade event, and is not open to the general public. No one under
the age of 18 will be admitted, including infants. This policy is strictly
enforced.

###
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Message 35         Wed May 01, 2002
KGAGNE [Ken]                 at 16:20 PDT

SEGA TO SHOWCASE BLOCKBUSTER GAME LINEUP AT E3 2002

Delivering More Than 20 Games Across All New Next-Generation Consoles, SEGA
Shows its Strength as a Content Publisher

SAN FRANCISCO - (May 1, 2002) - Illustrating its power as a platform-agnostic
content publisher, SEGA(R) of America, Inc. today announced its lineup of
more than 20 entertainment and sports games to be unveiled at this year's
Electronic Entertainment Expo (E3). Featuring titles for the Nintendo
GameCube(tm), PlayStation(R)2 computer entertainment system and the Xbox(tm)
video game system from Microsoft(R), this year's E3 lineup reinforces SEGA's
commitment to delivering industry-leading content across all platforms.

"SEGA is proud to announce this exciting lineup of quality content across all
platforms after just over one year as a platform-agnostic content publisher,"
said Peter Moore, president and COO, SEGA of America, Inc. "With a string of
recent hits including 'Sonic Adventure(tm) 2 Battle,' 'SEGA Sports(tm) NBA
2K2' and 'Virtua Fighter(tm) 4,' and a first-class lineup of entertainment
and SEGA Sports titles slated for release this year, it is clear that SEGA is
quickly establishing itself as a leading global content provider."

This year at E3, SEGA will feature entertainment titles including:

* "Shinobi(tm)" (PlayStation 2): Shinobi returns, hunted by demons, haunted
by the dead and hindered by the very rage that spurs him on in this latest
installment of one of SEGA's most revered action franchises. Players take the
role of Hotsuma as he battles through the demon-filled streets of a
post-apocalyptic Tokyo, running on walls, summoning Ninja magic and mastering
an arsenal of ancient weaponry on a quest to avenge his clan. Available this
fall.

* "Super Monkey Ball(tm) 2" (Nintendo GameCube): SEGA is on a roll! Hot on
the heels of the runaway success of the original "Super Monkey Ball," the
ultimate party game is back. Jam-packed with more than 150 stages, a new
story mode and 12 addictive party-games, "Super Monkey Ball 2" delivers the
ultimate in addictive multiplayer action. Available this fall.

* "ToeJam & Earl(tm) III: All Funked Up" (Xbox): After 10 years of chillin',
the original alien duo from Funkotron has returned. ToeJam, Big Earl and
their new partner-in-funk Latisha are on a mission to retrieve the 12 sacred
Albums of Funk that have been stolen by the ever-so-unfunky Earthlings. In
the Xbox exclusive "ToeJam & Earl III: All Funked Up," gamers explore
randomly generated worlds, collect present power-ups of almost endless
variety, play mini-games, use Funk-Fu and generally get down with their bad
selves in a rhythm-filled, off-the-wall adventure. Available this fall.

* "Panzer Dragoon(tm) Orta" (Xbox): Years ago, a legacy was born that ruled
the skies. This fall, the Dragon will rise again. Gamers take to the skies
aboard their own dragon for intense aerial combat through 10 branching stages
as they battle to save humanity from the brink of extinction. Dragons morph
in real time, allowing players to constantly change their fighting styles as
they master devastating techniques that influence both the action and the
storyline in this thrilling Xbox exclusive. Available this fall.

* "Crazy Taxi(tm) 3: High Roller" (Xbox): The king of crazy driving games is
back and taking to the streets of Glitter Oasis with new cars, new drivers
and new thrills. Whether it's making crazy money, conquering the new batch of
mini-game challenges or trying out new tricks in the completely overhauled
West Coast and Small Apple levels, "Crazy Taxi 3: High Roller" guarantees the
best odds to beat the house. Available this summer.

* "SEGA GT(tm) 2002" (Xbox): Prepare for the definitive car racing
simulation. "SEGA GT 2002" features more than 125 classic and contemporary
high performance vehicles, which were created using the exact handling and
performance specifications from their real-life counterparts. Players can
fill their garage with tricked-out cars and trophies as they race their way
through the SEGA GT circuit. Classic car buffs can also drool over "Chronicle
Mode" where they can take to the streets in the hottest muscle cars from the
'60s, '70s and '80s. Available this fall.

* "The House of the Dead(tm) III" (Xbox): Prepare for the ultimate in horror.
In "The House of the Dead III," players will battle the undead as they
explore a post-apocalyptic wasteland. Gamers can shoot up the undead as they
travel different routes and advance the storyline, uncovering new secrets and
hidden areas along the way. Available this fall.

* "Beach Spikers(tm)" (Nintendo GameCube): Bump! Set! SPIKE! SEGA's
"Beach Spikers" delivers intense beach volleyball action for up to four
players and showcases beautiful female athletes as they battle it out under
the fierce summer sun. Gamers will have to cooperate and compete as they take
control of bikini-clad beauties and go two-on-two at the net. Available this
summer.

* "Phantasy Star(tm) Online Episode I & II" (Nintendo GameCube): The
award-winning "Phantasy Star Online" sparked a gaming phenomenon, and is now
coming to Nintendo GameCube with all-new gameplay modes and exclusive new
features. New character classes, weapons, enemies, items and quests are only
a portion of the new content waiting to be discovered. Episode I delivers all
the action from PSO Ver.2, while Episode II offers an exclusive new
full-length adventure. The evolution of the original revolutionary gaming
experience continues. Available this fall.

* "Gungrave(tm)" (PlayStation 2): "Gungrave" casts gamers as "Grave," a dark
hero who fights alone to annihilate a mysterious criminal organization that
controls the city. With over-the-top action sequences ripped straight from
intense Japanese animated films, "Gungrave" delivers some of the fastest,
most stylish action to ever grace a console. Employing twin handguns and a
huge coffin as weapons, players fight their way through six intense varied
stages, destroying everything in their way. Available this fall.

* "SEGA Bass Fishing(tm) Duel" (PlayStation 2): "SEGA Bass Fishing Duel"
focuses on fun, carefully balancing the addictive arcade gameplay from the
original hit game with an added level of realism, including real-life lakes
and their complete ecologies. Players can go head-to-head against other
armchair anglers in new Tournament competitions or play against AI opponents
that are more than happy to motor out on to the lake and challenge gamers to
go bass for bass in a fishing tournament. Available this fall.

* "Ferrari(R) F355(tm) Challenge" (PlayStation 2): Racing fanatics, Ferrari
lovers and speed-junkies unite! "Ferrari F355 Challenge" provides everything
players need to push the limits of the awesome Ferrari F355 on the world's
fastest racetracks. Even amateur drivers can get up to speed using the unique
Assist function to hone their skills step-by-step. Available this fall. (Game
not yet concept approved.)

SEGA Sports will also feature titles including:

* "SEGA Sports(tm) NFL 2K3" (PlayStation 2, Xbox, Nintendo GameCube): The
series that redefined the conventions of football gaming returns for a brand
new season, with a totally revamped franchise mode, drastically improved AI,
and brilliant new graphics featuring redesigned 3D stadiums, updated player
and facial models, and hundreds of new animations. "SEGA Sports NFL 2K3" is
the cure for gridiron fans everywhere, whether your squad happens to be the
Super Bowl champion New England Patriots, or the expansion Houston Texans.
Available this fall.

* "SEGA Sports(tm) NBA 2K3" (PlayStation 2, Xbox, Nintendo GameCube): SEGA
Sports will once again establish new levels of realism and entertainment in
the basketball genre. Building on its critically acclaimed roots, the
ultimate hoops simulation, which brought relentlessly authentic gameplay to
basketball fans, steps onto the court for another year with hundreds of new
animations including highlight-reel dunks and fancy dribble moves, redesigned
player models and arenas, and a revamped street mode. Available this fall.

* "SEGA Sports(tm) NHL 2K3" (PlayStation 2, Xbox, Nintendo GameCube):
Building upon the acclaimed "NHL 2K" series, SEGA Sports is proud to bring to
the passionate hockey fan the next level of authenticity in hockey video
games - "NHL 2K3." Highly adaptive AI and a variety of new gameplay options,
including advanced line controls and a redesigned franchise mode, defines
this fast-paced game, which brings the player closer to the ice than any
hockey title ever before. Available this fall.

* "SEGA Sports(tm) NCAA(R) College Football 2K3" (PlayStation 2, Xbox,
Nintendo GameCube): College football is about tradition, pageantry and the
purity of the game. "SEGA Sports NCAA College Football 2K3" embodies all of
those things, as this year's game features dramatic improvements including
new player models, completely redesigned stadiums, all 25 official BCS bowls
and a revamped Legacy mode where gamers can recruit key high-school stars and
compare lifetime records against other collegiate programs in the historical
rankings system. Available this fall.

* "SEGA Sports(tm) World Series(R) Baseball" (Xbox): "SEGA Sports World
Series Baseball" delivers authentic baseball action in dazzling graphical
detail, while a deep and innovative franchise mode lets you control complete
player movement and management transactions, providing enough stats data for
the most hardcore fan of America's National Pastime. Featuring the new
Cooperstown Collection(tm) License, which lets you play as or against 25
legendary ballplayers, and classic uniforms for all 30 Major League teams,
"SEGA Sports World Series Baseball" provides the ultimate in baseball
simulation. Available this summer.

* "SEGA Sports(tm) Tennis" (PlayStation 2): The acclaimed arcade and
Dreamcast tennis franchise brings its signature pick-up and-play controls,
stunningly realistic player models and incredibly detailed venues to the
PlayStation 2 this summer. Featuring a World Tour Mode with various
mini-games, addictive four-player doubles action and 16 internationally
ranked men and women's tennis players, SEGA Sports Tennis hits the proverbial
sweet spot. Available this summer.

For more information about any of the above titles, including screen shots,
please visit the following FTP site:
ftp://ftp.accesspr.com/public/Sega/E3_2002_Assets/

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

(tm), (R) and the Nintendo GameCube logo are trademarks of Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Some titles have not yet been concept approved by
Sony Computer Entertainment America.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

All other trademarks are the property of their respective owners.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (C)
SEGA CORPORATION, 2002 (C) MLBP 2002 / MLBPA 2002 The Major League Baseball
Players Association is the collective bargaining representative for all
professional baseball players of the National League and the American League
and serves as the exclusive group licensing agent for commercial and
licensing activities involving active Major League Baseball Players. On
behalf of its members, it operates the Players Choice licensing program and
Players Choice Awards and Big League Challenge events, which benefit children
through the Major League Baseball Players Trust for Children, a charitable
foundation established and run entirely by Major League Baseball Players.
Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

NHL, National Hockey League, the NHL Shield and the Stanley Cup are
registered trademarks of the National Hockey League. All NHL logos and marks
and team logos and marks depicted herein are the property of the NHL and the
respective teams and may not be reproduced without the prior written consent
of NHL Enterprises, L.P. (C) 2002 NHL. All rights reserved. Officially
Licensed Product of the National Hockey League. Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega.
(C) NHLPA.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. All names, logos, team
icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.

# # #
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KEMCO DELIVERS ACTION, COMEDY AND ADVENTURE
FOR E3 2002

Blockbuster Batman Title, Egg Mania and GBA MP3 Player
to be Showcased at #2808 West Hall

Seattle, Wash. - May 1, 2002 - Japanese publisher and developer Kemco,
announced its diverse line-up for this year's Electronic Entertainment Expo.
Kemco will finally unveil the highly anticipated Batman: Dark Tomorrow for
the PlayStation(R)2 computer entertainment system, The Xbox(TM) video game
system from Microsoft and the Nintendo GameCube(TM). In addition, the latest
action puzzle game, Egg Mania, will be on display for both handheld and
console platforms. Kemco will also be demonstrating its revolutionary new
hardware - a GameBoy Advance MP3 player, at the company's booth located at
2808 West Hall.

Other titles to be exhibited by Kemco at E3 include, Boulder Dash(R) EX,
Crazy Chase and Woody Woodpecker Crazy Castle 5.

"From the action of Batman to the challenge of Egg Mania to our revolutionary
GBA MP3 Player, Kemco's diverse original titles, products and high profile
licenses will appeal to both core enthusiast and mass-consumer audiences,"
said Glenn Halseth, vice president of sales and marketing for Kemco. "The
2002 line-up will help to ensure our position as a key publisher and
developer in the North American market."

A brief synopsis of each title follows:

Title: Batman: Dark Tomorrow
Release date: November 5, 2002
Genre: Action Adventure
Platform: GameCube, PS2 and Xbox

Explosions echo throughout the mean streets of Gotham as rival gangs battle
for control of the city. Anarchy reigns supreme with the sudden disappearance
of Police Commissioner James Gordon and the lockdown of Arkham Asylum, home
for the criminally insane. By using all of his skills, both mental and
physical, as well as a variety of gadgets, Batman must stop the gang war,
infiltrate Arkham Asylum and rescue the Commissioner. During this time,
Batman must also piece together clues to discover the mastermind behind these
seemingly unrelated events and stop an evil plan that threatens the fate of
the entire world!

Title: Egg Mania(TM)
Release date: September 10, 2002
Genre: Action Puzzle Game
Platform: GBA

In this cartoon arcade style puzzle game, players battle one another to be
the quickest to build a tower out of blocks. Facing challenges that include
ascending water, challenging enemies and the inherent environmental hazards
within each level, players must catch the falling blocks and drop them into
their correct positions before the rising water consumes them. The object of
this game is to be first to reach the top of the level and locate the pull
chain that is used to "flush" their opponent's tower.

Title: Egg Mania(TM): Eggstreme Madness
Release date: September 10, 2002
Genre: Action Puzzle Game
Platform: GameCube, PS2

Faithful to the original game theme, Egg Mania(TM): Eggstreme Madness evolves
around the concept of racing to build towers from randomly falling blocks
while avoiding nasty foes and rising moat water. The game delivers an amazing
array of customizable options for balanced gameplay and optimum challenge and
includes dozens of new characters and modes that offer puzzle game depth and
replay value.

Title: Boulder(R) Dash EX
Release date: August 2002
Genre: Acton Puzzle Games
Platform: GBA

Based on the coin-op arcade classic, players are cast as a curious explorer
that, upon discovering a hidden cave, stumbles across the remains of an
ancient culture. These adventurers must delve into the ruins of six worlds
and search for hidden treasure, all the while defending themselves against
blood-sucking bats, poisonous scorpions and a plethora of other monsters. New
features include screen rotation and scaling, time bombs and multi-player
support.

Title: Crazy Chase
Release date: October 2002
Genre: Action Adventure
Platform: GBA

In this quick-thinking crazy game, players will strap on their turbo-charged
clown shoes and assist Kid Klown in saving the world and defeating the vile
space pirate Dirty Joe, who has kidnapped "Her Royal Bratness," Princess
Honey. Players join forces with Kid Klown to find four items that will enable
the dynamic duo to reach the next stage before Dirty Joe's bomb detonates.
Fast fingers and a sense of humor are essential while facing perilous
objects, such as cars, thorns, spikes, cannons, sticky bushes and rolling
logs.

Title: Woody Woodpecker Crazy Castle 5
Release date: September 2002
Genre: Action
Platform: GBA

In this fifth installment of the action-adventure Crazy Castle series,
players step into the shoes of the loveable character Woody Woodpecker, a
Universal Studios property through Walter Lantz Productions, in his quest to
aid Mother Nature in freeing the Fairy World from Demons. With the assistance
of Mother Nature, players must navigate through several elemental worlds,
collecting keys and other useful items, while assuming different costumes and
discovering new abilities along the way. While searching for keys to find and
unlock new doors, players will come across treasure chests filled with
helpful items such as dart guns to freeze enemies or fruit pies to
momentarily stun them. Each world has a new and dangerous adversary that must
be defeated, before advancing to the next level and ultimately saving the
Fairy world.

GameBoy(R) Advance MP3 Player
The GBA MP3 Player features a portable music player function in addition to
the normal GBA functions and can easily record and play music that can be
heard via headphones or GBA speakers. It comes with a voice delete function
that allows music lovers to delete vocals which are recorded with a built-in
microphone.

Come to West Hall Booth #2808 to see the titles and experience them
hands-on.

###

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics(C) 2002.

Boulder Dash is a registered trademark of First Star Software, Inc

Woody Woodpecker and Friends and related characters are trademarks and
copyrights of Walter Lantz Productions, Inc. Licensed by Universal Studios
Licensing, Inc. All rights reserved.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.
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Electronic Entertainment Expo 2002: "A World of Its Own"
The Premier Trade Event for Interactive Entertainment
Conferences: May 21 - 23/Exhibits: May 22 -24
Los Angeles Convention Center (LACC)
www.e3expo.com
-----------------------------------------------------------------------------
Up-to-the-Minute News, April 26, 2002
CONTENTS:
1. Sneak Preview of Some Celebrity Appearances at E3Expo 2002
2. A Sampling of Media Briefings & News Conferences at E3Expo 2002
3. Preliminary Schedule of Other Events at E3Expo 2002
-----------------------------------------------------------------------------
Please note: Events are subject to change and this list is not inclusive of
all exhibitor events. This events list will be updated during the show and
available on-site in the Media Center, West Hall, 2nd Floor, Room 502.

Celebrity Appearances
May 22 -- NASCAR legend Dale Earnhardt, Jr. - Available in the morning at the
InterAct Accessories booth for media interviews, autograph signing and racing
wheel demos. Booth: South 1424 Contact: Kim Axtell, 410-785-5661 ext. 303,
kaxtell@gameshark.com

May 22-23 -- WWF Superstars Rob Van Dam and Stacey Kiebler - Available for
autographs at THQs booth from 1-3 pm (Van Dam on the 22nd, Kiebler on the
23rd). Booth: Petree 4001 Contact: Kendall Boyd, 818-871-5000, thq@thq.com

May 22-24 -- Tony Hawk, Mat Hofman, and other sports action athletes - Come
to Activisions booth for vertical ramp sessions with Tony Hawk and Mat
Hofman, Street Hoops exhibitions, and autograph signings, times TBD. Booth:
South 1224 Contact: Michelle Nino, 310-255-2508, mnino@activision.com

May 23 -- Playboys Miss March 2002 Tina Jordan - Will announce the release of
Playboy's cool PC jigsaw puzzle line and sign autographs at the 21st Software
booth between 9:30 -11:30 a.m. and 1-3 p.m. Booth: Kentia 7618 Contact: Clara
Reaume, 858-547-4460, clara@21stSoftware.com

May 23 -- Mr. T - Celebrity appearance by Mr. T (a.k.a. Clubber Lang from
Rocky 3 movie) to promote the new Rocky video game with game challenges and
photographs at Rages booth from 11 a.m.-2 p.m. Booth: South 436 Contact: Glen
O'Connell, 44(0)151 237 2200, glen.oconnell@rage.com

May 23 -- "Magic: The Gathering" creator Richard Garfield and National Pro
Tour Champ John Finkel - Watch the two duel in the ultimate Magic battle and
share their game-winning strategies at the Wizards of the Coast booth. Signed
Magic collectible for registered media and first 100 others in attendance
from 2:30-4pm. Booth: Petree 4005 Contact: Laura Tomasetti, 617-367-6655,
laura.tomasetti@verizon.net

May 24 -- Band "Digital New Age" - Meet the band that is making big waves in
digital music and custom video game tracks. Receive great giveaways directly
from the band at the Teamxbox.com booth from 12-3pm. Booth: West 2558
Contact: Serenity Soboleski, 412-310-1654, serenity@teamxbox.com

May 24 -- Evil Dead creator and star Bruce Campbell - Will sign autographs at
THQs booth from 11 a.m.-12:30 p.m. Booth: Petree 4001 Contact: Kendall Boyd,
818-871-5000, thq@thq.com

Media Briefings/News Conferences
(NCR = News Conference Room, West Hall 501A)
May 21 - Nintendo of America, 10:30 a.m., location TBA. Join Nintendo for its
annual Media Briefing. Heavy hitters from Nintendo's unparalleled team of
franchise characters will be on hand, and there are sure to be a few
surprises. Contact: Julia Roether (213) 623-4200 or Bobby Stone (206)
505-8308.

May 22 - IDSA, owner of E3Expo, 7:30-8:30 a.m. E3Expo 2002 Media Briefing
hosted by IDSA President, Douglas Lowenstein. This exclusive event offers
media the opportunity to preview findings from the IDSAs annual Computer and
Video Game Consumer Survey and get an in-depth update on the state of the
rapidly growing interactive entertainment industry. Media attendees will
receive a pass for complimentary breakfast, an official E3Expo 2002 media
hat, and this year will be given early access to exhibits on the show floor.
Briefing: West Hall Theater, 2nd Floor, Rm 411 Breakfast: Media Hospitality
Suite, West Hall Rm 515B. Contact: E3Expo Media Relations, (310) 967-2946,
e3expo@cohnwolfe.com

May 22 - Ixtek, 11-11:45 a.m., NCR. The introduction of a new real-time
system for procedural planet rendering from Ixtek. The new software for
licensing game developers enables creation of planets with progressive levels
of detail for entire solar system. See booth #6558 to see the software in
action procedurally rendering the Milky Way. Contact: Travis Cannell,
(805)-689-1367, travisc@eschatongames.com

May 22 - Majorem, 4-4:45 p.m., NCR. Introduction of Ballerium, a massive
multiplayer strategy game. Contact: Eyal Netanel, 972-54-882198,
info@majorem.com

May 23 - German Pavilion, 9-11 a.m., Kentia 6001. Thirteen well-known
companies from Germany are hosting the second official German Presentation
and Media Breakfast. Invitation only. Contact: Andreas Pfeiffer,
+49/911/9981315, a.pfeiffer@spielwarenmesse.de
<mailto:a.Pfeiffer@spielwarenmesse.de>.

May 23 -- Championet Networks, 10-10:45 a.m., NCR. Come see the debut of a
new sport, Virtual Golf, with a new peripheral, suitable for home users.
Contact:Juan Tonda, 34 91 351 9000, marketing@championet.com

May 23 -- SETTEC, 11-11:45 a.m., NCR. SETTEC will deliver current copy
protection market and technology status and introduce their two major copy
protection solutions, AlphaDISC (software protection) and AlphaAUDIO (audio
music protection). Contact: Heecheon Lee, 82 2 577 1117 x310,
hclee@settec.net

Other Events
May 22-24 -- Acclaim Entertainment, Inc. - Acclaim will have many exciting
events going on at their booth this year, including the first public
unveilings of Turok: Evolution, Vexx and Dave Mirra Freestyle BMX 3. Booth:
South 1046. Contact: Alan Lewis, 516-656-2263, alewis@acclaim.com

May 22-24 -- Criterion Software, LTD - Come learn more about the
revolutionary new technology, RenderWare Studio, providing the industry with
an entirely different way of developing games. By allowing the development
and publishing teams to view the state of the game at any time, RenderWare
Studio enables the development team to work collaboratively. Booth: South
1536 Contact: Michelle Doss, 214-443-7563, michelle.doss@edelman.com

May 22-24 -- Eidos Interactive - Stop by Eidos Interactives booth for the
unveiling of Tomb Raider. Booth: South 1300. Contact: Michelle Seebach,
415-547-1214, mseebach@eidos.com

May 22-24 -- Infogrames - Meet some of the industry's hottest developers!
Stop by Infogrames' booth and see live demos by Epic, Bioware, Reflections,
Blitz Games and more! Booth: South 924 Contact: Erica Krishnamurthy,
408-532-7391, ericak_work@attglobal.net

May 22-24 -- THQ - Check out the Hot Wheels Twin Mill car featuring twin 502
Big Block Chevrolet motors, topped with two 8-71 Mooneyham blowers and four
Edelbrock carburetors, producing more than 1,400 horsepower. AndEyes, it
runs! Free Hot Wheels die-cast cars to anyone who plays the Velocity X demo.
Booth: Petree 4001 Contact: Kendall Boyd, 818-871-5000, thq@thq.com

May 23 - Majesco - Autograph signing and photos with the female cast of
BloodRayne, including AgentBloodRayne, the half-vampire, half-human lead
character from the action/thriller game.
2-3pm. Booth: Concourse MR 409A Contact: Laura Heeb, (212) 338-9551,
Laura@highwatergroup.com <mailto:Laura@highwatergroup.com>.

May 22-23 -- Belkin - The Belkin booth will be the scene of the Cyberathlete
Professional League Nostromo Exhibition Tournament, featuring Belkin's
Nostromo n50 SpeedPad. The tournament will feature some of the top
professional gamers in the world competing against each other and show
participants. Check the website for the latest or stop by the Belkin booth.
Booth: Kentia 6545. Contact: James Little, 310-604-2292, jamesl@belkin.com
<mailto:jamesl@belkin.com>

May 23-24 - Interact Accessories, Inc. - Test your gaming skills by taking
the GameShark Challenge. All media and show attendees are invited to take on
our GameShark code hackers to try to beat the game. See first hand how
GameShark can enhance your gaming experience. Each participant will receive a
GameShark for his/her efforts to beat the game. Booth: South 1424. Contact:
Kim Axtell, 410-785-5661, ext. 303, kaxtell@gameshark.com
<mailto:kaxtell@gameshark.com>.

May 24 -- Teamxbox.com - Game publishers and developers mixer, 2-4 p.m.
Daily: Experience the newest in Xbox games hands on, found nowhere else. Win
big prizes and surf teamxbox.com. Booth: West 2558 Contact: Serenity
Soboleski, 412-310-1654, serenity@teamxbox.com
<mailto:serenity@teamxbox.com>.

-----------------------------------------------------------------------------

For the latest E3Expo 2002 exhibitor announcements, please visit the
Exhibitor News section of the online Media Center at www.e3expo.com.

-----------------------------------------------------------------------------

E3Expo is wholly owned by the Interactive Digital Software Association
(IDSA), the U.S. association dedicated to serving the business and public
affairs needs of companies publishing interactive games for video game
consoles, handheld devices, personal computers and the Internet. For more
information visit www.idsa.com.
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ACCLAIM ENTERTAINMENT, INC. UNVEILS ITS OFFICIAL
2002 ELECTRONIC ENTERTAINMENT EXPO PRODUCT LINEUP
Strong Lineup of Franchise Products And New Brand Introductions
Spearhead Company's 2002 Holiday Season Offerings

GLEN COVE, NY May 8, 2002 - With the interactive entertainment interactive
entertainment industry's annual trade show two weeks away, Acclaim
Entertainment, Inc. (NASDAQ.SC: AKLM), today officially unveiled its product
lineup for the 2002 Electronic Entertainment Expo being held at the Los
Angeles Convention Center May 22-24, 2002.  Displaying nearly 30 SKU's
spanning all of the next-generation hardware platforms scheduled to be across
all of the next-generation hardware platforms, at its booth (#1046 in the
South Hall), the Company will publicly debut its eagerly anticipated titles,
including Aggressive Inline*, Turok*: Evolution*, Vexx* and Dave Mirra BMX
3*.

"With products encompassing every genre and maximizing the technological
capabilities of each of the next-generation hardware systems, Acclaim's E3
lineup will foreshadow what promises to be a very strong holiday season for
the company," said Sarah Anderson, Senior Vice President of Brand.  "In
addition, we will be announcing several new properties at the show and
displaying others behind closed doors, which will further diversify our
offerings to consumers and strengthen our position within the industry."

Acclaim's 2002 E3 lineup includes several recently launched award-winning
titles, as well as the company's blockbuster holiday releases:

*       All-Star Baseball* 2003
*       Aggressive Inline
*       Burnout*
*       Dave Mirra BMX 3
*       Headhunter*
*       Legends of Wrestling*
*       Mary-Kate and Ashley Sweet 16*
*       Punch King*
*       Turok: Evolution
*       Vexx
*       ZooCube*

Acclaim's complete showcase of products will be featured at E3 in Los
Angeles, CA at booth #1046 in the South Hall.  For more information on
Acclaim, please visit www.acclaim.com <http://www.acclaim.com/> .

About Acclaim Entertainment
Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems.  Acclaim owns and operates six studios located in the
United States and the United Kingdom which includes a motion capture and
recording studio in the U.S., and publishes and distributes its software
through its subsidiaries in North America, the United Kingdom, Germany,
France and Spain.  The Company uses regional distributors worldwide.  Acclaim
also distributes entertainment software for other publishers worldwide,
publishes software gaming strategy guides and issues "special edition" comic
magazines from time to time to support its time valued brands, Turok and
Shadow Man. Acclaim's corporate headquarters are in Glen Cove, New York and
Acclaim's common stock is publicly traded on NASDAQ.SC under the symbol AKLM.
For more information please visit our website at www.acclaim.com
<http://www.acclaim.com/>.
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Electronic Entertainment Expo 2002
Last Minute News & Reminders
May 15, 2002
-----------------------------------------------------------------------------
------------
E3Expo 2002: "A World of Its Own"

The Worlds Premier Interactive Entertainment Event
Kicks Off Next Week at the Los Angeles Convention Center
LAST MINUTE NEWS
E3Expo 2002 Debuts First-Ever E3Expo Electronic Show Guide

State-of-the-art Palm OS software program developed UR Navigation will be
available for download at beaming stations throughout the convention center.
It includes:
* Show floor maps
* Exhibitor list & information
* Conference program schedules
* Datebook feature easily adds events to the PDA calendar

SHOW REMINDERS

* The E3Expo 2002 exhibit floor will open one hour early on Wednesday, May 22
at 9 a.m. for badged media. (For general attendee hours, please see below.)

* The IDSA Media Briefing & Breakfast will kick off the show on Wednesday,
May 22 at 7:30 a.m. in the West Hall Theater, 2nd Floor, Room 411.
*Due to the overwhelming response to this event, please be sure to arrive
early to secure your seat. Seating is limited and first come, first served.
Breakfast will be served to attending media only immediately following the
briefing in West Hall Room 515B.

* Please check the online Media Center http://www.e3expo.com/ during E3Expo
for regular show and exhibitor news and photos.

* Be sure to check the media center in West Hall, 2nd Floor, Room 502 for
on-site exhibitor events and happenings.

* Please allow extra time for check in before entering the show due to
increased security measures. All bags are subject to search.

SHOW HOURS:

Exhibits: May 22 - 24
Wednesday, May 22         10 a.m. - 6 p.m. (9 a.m. for badged media)
Thursday, May 23               9 a.m. - 6 p.m.
Friday, May 24                   9 a.m. - 4 p.m.

Conference Program: May 21 - 23
Tuesday, May 21               9:30 a.m. - 5:30 p.m.
Wednesday, May 22         10 a.m. - 3:30 p.m.
Thursday, May 23              9 a.m. - 2:30 p.m.

General Attendee Registration
South Hall Lobby
Monday, May 20               8 a.m. - 6 p.m.
Tuesday, May 21              8 a.m. - 6 p.m.
Wednesday, May 22         8 a.m. - 6 p.m.
Thursday, May 23             8 a.m. - 6 p.m.
Friday, May 24                 8 a.m. - 4 p.m.


Media Registration/Media Center
West Hall, 2nd Floor, Room 502
Tuesday, May 21             8 a.m. - 6:30 p.m.
Wednesday, May 22        7 a.m. - 6:30 p.m.
Thursday, May 23            8 a.m. - 6:30 p.m.
Friday, May 24                8 a.m. - 4:30 p.m.

*Working journalists who wish to register on-site must bring photo ID and
back-up documentation as listed on http://www.e3expo.com/ .

Media Hospitality Suite
West Hall, 2nd Floor, Room 515B
Continental Breakfast, Thursday, May 23 - Friday, May 24, 8a.m.
Lunch, Wednesday, May 22 - Thursday, May 23, 12 p.m.
*Breakfast & lunch served for badged media only

On-site Media Contacts
West Hall, 2nd Floor, Room 502
Cristi Motto
Mobile: 310-403-7511
Ashley Kim
Mobile: 310-927-1041

PLEASE NOTE:
E3Expo is a trade event and is not open to the general public. No one under
18 will be admitted, including infants. This policy is strictly enforced.
If you would prefer not to receive further messages from this sender, please
click on the following link and confirm your request:
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TDK MEDIACTIVE UNVEILS MOST EXTENSIVE LINEUP EVER AT 2002 ELECTRONIC
ENTERTAINMENT EXPO

Video Game Publisher to Showcase Some of the Top Licenses in the Industry

CALABASAS, Calif. - May 16, 2002 - TDK Mediactive, Inc. (OTC BB: TDKM), a
global publisher of interactive entertainment software, is set to debut its
2002 product lineup, its strongest and most impressive to date, at the
Electronic Entertainment Expo (E3) in Los Angeles May 22-24, 2002. The
company will showcase games of all styles across multiple platforms and
genres, including titles created with some of the biggest licenses in the
industry. From Shrek(R) and Robotech(R) to Mercedes-Benz(TM) and
Dinotopia(TM), TDK Mediactive has something for everyone. Furthermore, every
viable game system will be represented in the TDK booth (South Hall #1446)
including the Nintendo GameCube(TM) system, PlayStation(R)2 computer
entertainment system, Xbox(TM) video game system from Microsoft, and
PlayStation(R) game console, as well as the Nintendo Game Boy(R) Advance and
Game Boy Color handheld systems.

"The presence of TDK Mediactive will be felt at this year's E3 like never
before," said Vincent Bitetti, chief executive officer, TDK Mediactive. "Our
lineup is more powerful than it has ever been, packed with new titles
featuring globally recognized brands like Shrek, Robotech and Aquaman. Plus,
we've got a few more surprises that we plan to unveil at the show."

TDK's E3 2002 Lineup
Robotech(R) Battlecry(TM) and Robotech: The Macross Saga(TM): A mission
driven, third person action game that takes the hi-tech mecha mayhem of the
animated television series and translates it into an exciting real-time 3D
game. In this high-octane action shooter, players take on the role of an
intrepid fighter pilot and must put their skills to the test in a desperate
struggle to aid the Robotech Defense Force (RDF) in safeguarding the planet
Earth against the evil alien forces of the Zentraedi(TM) armada. Players
control the Veritech(TM) fighter, a unique multi-purpose mecha, capable of
agile ground-based combat in robotic form, or quickly transforming into an
advanced tactical fighter for aerial dog fighting. Robotech: Battlecry is
scheduled to launch this fall for PlayStation 2, Xbox and GameCube, with
Robotech: The Macross Saga being released for Game Boy Advance.

Shrek(R) Super Party(TM): Movie-like graphics and multi-player action come to
the living room in this interactive board game with 30 action-packed
mini-games! Up to four players can play as Shrek, Princess Fiona(TM), Lord
Farquaad(TM), Donkey, Monsieur Hood or Thelonius. By advancing in the board
game, swapping bugs and/or teaming-up against opponents, players will compete
to earn 100 drops of bug juice and win the game. Shrek Super Party is
scheduled to release on Xbox in fall, 2002.

Shrek Extra Large(TM): The ogre is back! And he's EXTRA LARGE! Enhanced and
redesigned for the GameCube demographic, the hit character-based platformer,
Shrek is back and stacked with 10 levels, new and beloved twisted fairy tale
characters, over 15 awesome cut scenes and action-packed gameplay! Players
will explore twisted fairy tale lands and complete over 50 missions in order
to rescue Princess Fiona. Scheduled to release fall, 2002.

Shrek Treasure Hunt(TM): Tons of Shrek fun on PlayStation One! In this
third-person activity based video game, kids can play as Shrek through a
series of mini-games. It all starts in Shrek's swamp, where he and Princess
Fiona are planning a picnic. It seems that Three Blind Mice have borrowed
Shrek's materials and, well, misplaced them. Players will play as Shrek and
complete 10 mini-games. Only when all the pieces are collected, will Shrek
and Princess Fiona be able to enjoy their lovely picnic. The hunt is
scheduled to begin this summer.

Shrek Hassle at the Castle(TM): A third-person action/adventure game with a
Japanese-flavored character design. The game loosely follows the storyline of
the Academy Award(R) winning major motion picture. Shrek embarks on a journey
to save his swamp that has been overrun by fairy tale characters. In order to
regain his rightful land, Shrek must rescue Princess Fiona(TM) from the evil
Dragon's castle and return her safely to Lord Farquaad(TM). Coming to Game
Boy Advance this fall, Shrek Hassle at the Castle features seven massive
levels and 21 packed stages.

Aquaman: Battle for Atlantis: The dynamic DC Comics super hero stars in a
spectacular underwater action/adventure brawler. Aquaman defends the deep-sea
city of Atlantis against three of his most infamous arch-enemies, including
the Lava Lord and Black Manta. Comic book and video game fans alike will jump
at the chance to wield Aquaman's legendary super powers and cybernetic
morphing hook hand against these seemingly invincible villains and their
armies. Aquaman: Battle for Atlantis is scheduled to come to Xbox and
GameCube this fall.

Dinotopia(TM): The Timestone Pirates(TM): Based on James Gurney's vision of a
unique civilization where dinosaurs and humans live peacefully together,
Dinotopia immerses players in a colorful action-adventure. Thrust into the
role of Clayton, the young hero, players will journey across land, sea and
air on a quest to return stolen eggs to a fierce herd of tyrannosaurs, and
ultimately claim the legendary Timestone. Dinotopia: The Timestone Pirates
has recently released to stellar reviews on Game Boy Advance. The release of
the game coincided with the premiere of Dinotopia, the eagerly anticipated
mini-series from Hallmark Entertainment, which premiered May 12 on the ABC
television network. This "mega-series" is the largest ever
made-for-television production.

Mercedes-Benz WorldRacing(TM): A challenging driving experience with a
mission based game design. At the end of each successfully completed mission,
players can unlock new and vintage Mercedes-Benz cars, prototypes and racing
models in this electrifying 3D racing game. The custom landscape engine
allows players to experience bigger and better racing environments, even
allowing them to leave the racetrack itself and drive off-road for shortcuts.
The game will feature a large spectrum of complex international scenarios.
Mercedes-Benz WorldRacing is due to release for the Xbox in fall, 2002.

Pryzm(TM): Chapter One: The Dark Unicorn(TM): In this fantasy
action/adventure, Pryzm, a young winged unicorn, and Karrock, a tenacious old
troll, seek the cause of a plague of dark magic that has corrupted the lands
and twisted the inhabitants into hideous mutants. The unlikely duo use their
spectacular magic powers to defend themselves and heal the mutant enemies
they encounter on their journey, gradually cleansing the lands of the plague
until at last they discover its perilous source. Pryzm: Chapter One: The Dark
Unicorn is scheduled to release on PlayStation 2 June 11, 2002.

Masters of the Universe(TM) He-Man: Power of Grayskull(TM): The most powerful
man on the Game Boy Advance... A hero whose courage knows no bounds and
strength has no equal. He is He-Man(TM), the most powerful man in the
universe. In an epic world of magic and mystery, there are battles to wage
and secrets that must be kept. When Skeletor(TM) and his evil minions try to
take over all of Eternia(TM), it is up to He-Man and the Masters of the
Universe to protect their land. The game features both on-foot and vehicular
combat modes. Up to four players can battle in head-to-head action with link
cables. Coming this fall to Game Boy Advance.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and the Game
Boy(R) Color systems. The Company also publishes titles for personal
computers via a co-publishing agreement with Activision Value, a subsidiary
of Activision, Inc. The company's games are based on licensed and original
content derived from major motion pictures, video franchises, popular
literature and popular culture. TDK Mediactive has exclusive technology and
content licenses with Sony Computer Entertainment America Inc., Microsoft
Corporation, Nintendo of America Inc., DreamWorks SKG, Vivendi Universal
Studios, Mattel, Inc., Classic Media, R & S Trading, BKN International, DC
Comics, Hallmark Entertainment Distribution LLC, BDSP Inc., The Jim Henson
Company, General Motors Corporation and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Robotech(R) & (C) 1985, 2002, Harmony Gold USA, Inc. All Rights Reserved.
ROBOTECH and associated trademarks and characters are owned by Harmony Gold
USA, Inc. Shrek (R), Princess Fiona(TM) and Lord Farquaad(TM) & (C) 2002
DreamWorks L.L.C. Aquaman(TM) & (C) DC Comics 2002. All Rights Reserved.
Pryzm(TM) & (C) 2002 TDK Mediactive, Inc. All Rights Reserved. Dinotopia is a
registered trademark of BDSP, Inc. Licensed by The Beanstalk Group, Inc.
Masters of the Universe and associated trademarks are owned by and used under
license from Mattel, Inc. (C) 2002 Mattel, Inc. All Rights Reserved. ACADEMY
AWARD(R) is the registered trademark and service mark of the Academy of
Motion Picture Arts and Sciences.

# # #
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ACTIVISION UNVEILS BLOCKBUSTER SLATE OF GAMES AT 2002 ELECTRONIC
ENTERTAINMENT EXPO

Santa Monica, CA - May 16, 2002 -- Activision, Inc. (Nasdaq: ATVI) debuts its
strongest and most compelling game slate to date at this year's Electronic
Entertainment Expo in Los Angeles on May 22 - 24, 2002. >From new action
sports titles such as Tony Hawk's Pro Skater(tm) 4, Mat Hoffman's Pro BMX(tm)
2, Kelly Slater's Pro Surfer*, and Shaun Murray's Pro Wakeboarder*, to
legendary game franchises like id Software's DOOM III(tm), to entertainment
inspired games including Minority Report*, Stuart Little 2*, the X-Men*,
Blade* and Star Trek*, Activision's slate demonstrates the company's ongoing
commitment to delivering the best interactive entertainment experiences to
audiences worldwide.

The company's lineup includes:

Action Sports:
As the market leader with a 63% share in the fast-growing action sports
genre, Activision has established Activision O2 as the brand of choice among
both hardcore gamers and sports gaming enthusiasts. Activision O2 personifies
the gravity defying philosophy of the action sports athletes and encompasses
industry-leading franchises like Tony Hawk's Pro Skater*, as well as all new
games, which will debut at this year's E3.

Tony Hawk's Pro Skater(tm) 4 continues to build on the success of the
renowned franchise by reinventing the skateboarding genre with an all-new
career mode, levels and goals. Tony Hawk's Pro Skater 4 has not yet been
rated by the ESRB. (PlayStation(R)2 computer entertainment system, the
Xbox(tm) video game system from Microsoft, Nintendo GameCube(tm), Game Boy(R)
Advance)

Mat Hoffman's Pro BMX(tm) 2 continues the tradition of the popular BMX game
by delivering an over-the-top gaming experience that lets players perform
hundreds of tricks and combos using a new trick tweaking system as they
embark on three modes of play - the immersive Road Trip, Single Session and
Free Ride and multiple two player modes. Mat Hoffman's Pro BMX 2 is rated "T"
(Teen) with blood, mild lyrics and violence and the hand-held version is
rated "E" by the ESRB. (PlayStation 2 computer entertainment system, the Xbox
video game system from Microsoft and Game Boy Advance)

Kelly Slater's Pro Surfer* lets players ride like six-time world champion
Kelly Slater or as one of eight of the most accomplished pro surfers of all
time as they search for the perfect wave. Featuring ultra realistic wave and
ocean conditions, real-world breaks, detailed graphics and intuitive
controls, the game delivers the adrenaline action of surfing and the rush
surfers feel when dropping in on a wave. Kelly Slater's Pro Surfer is
currently rated "RP" (Rating Pending) by the ESRB. (PlayStation 2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy Advance)

Shaun Murray's Pro Wakeboarder* will introduce this popular water sport to
video games. Featuring two-time world champion wakeboarder, Shaun Murray and
seven other pros, the game challenges players to catch big air off the wake
as they perform acrobatic feats such as Front Flips, Whirlybirds, and
Tantrums. Shaun Murray's Pro Wakeboarder is currently rated "RP" (Rating
Pending) by the ESRB. (PlayStation 2 computer entertainment system, the Xbox
video game system from Microsoft, Nintendo GameCube and Game Boy Advance)

Super Heroes:
Marvel Comics' Super Heroes* -- Spider-Man*, the X-Men(R) and Blade(R) -- are
among the most widely recognized brands in entertainment. With a 59% market
share, Activision is the leader in the super heroes category and is poised to
further cement its market position with three new super heroes games that
will be unveiled at E3.

X-Men*: Next Dimension* is the only fighting game for the next-generation
consoles that recreates the epic super heroes battles from comic books and
films. Players expand their combat beyond the traditional arena and battle
across expansive 3D levels using advanced fighting combos, aerial combat and
dynamic interactive environments to wreak havoc on foes. X-Men: Next
Dimension has been rated "T" (Teen) with violence and suggestive themes by
the ESRB.

X-Men(R): Wolverine's Revenge(tm) is the only action-adventure game that lets
players take on the persona of Wolverine as they explore the mysterious past
and deadly future of the most popular X-Men character. X-Men: Wolverine's
Revenge is currently rated "RP" (Rating Pending) by the ESRB. (PlayStation 2
computer entertainment system, the Xbox video game system from Microsoft,
Nintendo GameCube and Game Boy Advance)

Blade* 2 is the only game that lets players take on the role of the baddest
of the vampire slayers. Players must make maximum use of Blade's special
abilities, weapons and martial arts moves to stop the vampire nation's quest
to create an all-new form of super-vampires known as Reapers. Blade 2 has
been rated "M" (Mature) with violence, blood and gore, strong language by the
ESRB. (PlayStation 2 computer entertainment system and the Xbox video game
system from Microsoft)

Driving:
Earlier this year, Activision established its presence in the driving genre
with WRECKLESS: The Yakuza Missions*, a top selling title for the Xbox video
game system from Microsoft. Activision is continuing to broaden its reach in
the genre with three new driving titles that focus on mission-based driving
and off-road racing.

WRECKLESS: The Yakuza Missions* is a mission-based driving game set in the
streets of Hong Kong that lets players choose one of two roles -- an elite
anti-Yakuza squad member taking on the vicious mafia or a high-level secret
agent trying to uncover corrupt ties between the mafia and the police.
WRECKLESS: The Yakuza Missions is currently rated "RP" (Rating Pending) by
the ESRB. (PlayStation 2 computer entertainment system)

True Crime: Streets of L.A.* blends high-speed mission-based driving action,
full impact martial arts fighting, and daring shootouts in a world that puts
players in the role of a rogue cop in L.A. who must take down the mafia. True
Crime: Streets of L.A. has not yet been rated by the ESRB. (PlayStation 2
computer entertainment system and the Xbox video game system from Microsoft)

Rally Fusion: Race of Champions* is a visually explosive, all action racing
game set across 20 interactive environments. Players must compete in a series
of races against the top drivers in 20 of the hottest licensed cars with the
ultimate goal of becoming the "champion of champions." Rally Fusion: Race of
Champions has not yet been rated by the ESRB. (PlayStation 2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube)

Mass Market:
Activision is the #2 independent U.S. game publisher and one of two U.S.
publishers with worldwide revenues in excess of $500 million. The company
recently posted revenues of $786 million for the fiscal year ended March 31,
2002. As a result of its market position, Activision has been able to bring
some of the most recognized entertainment brands to audiences of all ages. At
this year's E3, the company will showcase six games with broad-reaching,
mass-market appeal.

Based on Steven Spielberg's highly anticipated sci-fi thriller, Minority
Report(tm) lets players assume the role of the movie's hero, pre-crime
officer John Anderton, the head of an elite police squad that predicts and
apprehends murderers before the crimes can be committed. When Anderton is
accused of a pre-crime murder, he's forced to elude the law to prove his
innocence, while attempting to uncover an insidious conspiracy. Minority
Report has not yet been rated by the ESRB. (PlayStation 2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy Advance)

After the triumphant return of Voyager to the alpha quadrant, the Hazard Team
is assigned its deadliest mission yet - duty onboard the Federation's
renowned flagship, the U.S.S. Enterprise NCC 1701-E in Star Trek* Elite Force
II*. As returning character Ensign Monro, players will travel to the far
reaches of the universe to unravel the mystery behind two new alien races and
a lost civilization. Star Trek Elite Force II has not yet been rated by the
ESRB. (PC)

A starship tactical simulator, Star Trek(R) Starfleet Command III(tm) is the
first game in the series to take place in The Next Generation timeline. The
game surrounds the events of a new Federation/Klingon space station and a
Romulan conspiracy designed to drive a wedge between the two great empires.
Star Trek Starfleet Command III has not yet been rated by the ESRB. (PC)

Following the storyline from one of this summer's most anticipated films,
Stuart Little 2* puts players in the role of the loveable can-do star,
Stuart, and challenges them to run, dodge, jump, drive, skateboard and fly as
they solve the disappearances of Stuart's new best friend, Margalo, and Mrs.
Little's wedding ring. Stuart Little 2* has been rated "E" (Everyone) by the
ESRB. (Game Boy Advance)

Based on Edgar Rice Burroughs' classic tale, Disney's Tarzan?: Return to the
Jungle for the Game Boy Advance is the action-adventure sequel to the wildly
successful Tarzan? Game Boy(R) Color game. Once again, players take on the
role of Tarzan as both a young boy and an adult, adapting to the ways of the
jungle and overcoming its most dangerous perils. Tarzan: Return to the Jungle
is currently rated "RP" (Rating Pending) by the ESRB. (Game Boy Advance)

Enthusiast Games:
A 20-year reputation for quality and value has established Activision as a
brand of choice among gaming audiences. The company's research has shown that
it ranks as one of the most recognized names among interactive entertainment
companies. Activision's product portfolio is balanced between licensed
content and original game properties. Licensed products provide the company
with a predictable revenue stream, while original game properties offer
additional financial upside.

id Software's DOOM III(tm) is the latest installment in one of the most
successful franchises in PC gaming history. Built on id's revolutionary new
3D graphics engine, DOOM III draws players into the most frightening and
gripping 3D gaming experience ever created. DOOM III is currently in
development by id Software(tm) and has not yet been rated by the ESRB. (PC)

Set against the backdrop of WWII, id Software's Return to Castle
Wolfenstein(tm) plunges console players into a maelstrom of action, espionage
and covert operations, as an American soldier tasked with infiltrating the
heart of Nazi Germany and stopping the darkest plans of the Third Reich.
Return to Castle Wolfenstein is currently rated "RP" (Rating Pending) by the
ESRB. (PlayStation 2 computer entertainment system)

Tenchu 3*: Wrath of Heaven is the first sequel to the original Tenchu* video
game. Set in the shadowy world of feudal Japan, the game immerses players in
the role of a ninja warrior seeking to serve justice against an evil
overlord. Tenchu 3: Wrath of Heaven is currently rated "RP" (Rating Pending)
by the ESRB. (PlayStation 2 computer entertainment system)

Street Hoops* is a gritty, "in your face" street-style basketball game that
encompasses the look, speed, energy and attitude of park/playground blacktop
competition. Street Hoops has not yet been rated by the ESRB. (PlayStation 2
computer entertainment system and the Xbox video game system from Microsoft)

As the sequel to the highly acclaimed Shogun: Total War, Medieval: Total War*
challenges players to reshape the history of the Middle Ages through a
combination of epic real-time 3D battles and turn based empire building.
Medieval: Total War has not yet been rated by the ESRB. (PC)

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena,(tm) QUAKE III: Team Arena(tm),
and Return to Castle Wolfenstein(tm). id's advanced QUAKE III Arena engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
www.idsoftware.com <http://www.idsoftware.com> .

About Viacom Consumer Products, Inc.
Viacom Consumer Products, Inc. merchandises properties on behalf of Paramount
Pictures, Paramount Television, Viacom Productions, and Spelling Television,
as well as third-party properties. Viacom Consumer Products, a unit of Viacom
Entertainment Group, is a subsidiary of Viacom Inc. To learn more about
Viacom Consumer Products and our properties, please visit us at
www.viacomcp.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com <http://www.activision.com>.

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings. Readers of this press release are
referred to such filings.

(C) 2002 Id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. DOOM III(tm), Wolfenstein 3D(R), Return to
Castle Wolfenstein(tm), DOOM(R), QUAKE(R), QUAKE II(tm), QUAKE III Arena(tm),
QUAKE III: Team Arena(tm), and the id Software(tm) name are either registered
trademarks or trademarks of Id Software, Inc. in the United States and/or
other countries. Activision is a registered trademark of Activision, Inc. and
its affiliates. All other trademarks and trade names are the property of
their respective owners.

Star Trek(tm), (R) and (C) 2002 Paramount Pictures Corporation. All Rights
Reserved. Star Trek and Related Marks are Trademarks of Paramount Pictures.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo.

Activision is a registered trademark of Activision, Inc. and its affiliates.
All other trademarks and trade names are the property of their respective
owners.

Stuart Little 2* & *2002 Columbia Pictures Industries, Inc. All rights
reserved.

Tarzan* Owned by Edgar Rice Burroughs, Inc. and Used by Permission. Copyright
(c) 2002 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc. All Rights
Reserved.
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MAD CATZ ANNOUNCES FULL LINE OF PERIPHERALS FOR FALL 2002

--Introducing new Lynx wireless controllers for PlayStation 2 and Xbox--

San Diego, CA-May 16, 2002 -- Mad Catz Interactive, Inc. (AMEX/TSE: MCZ), a
leading manufacturer of video game accessories, today announced the launch of
the Company's Fall 2002 line of peripherals for PlayStation 2, Xbox, GameCube
and Game Boy Advance.

The Company will unveil 23 new accessories at this year's E3 show in Los
Angeles at Booth #500 in South Hall from May 22-24, 2002. One of the more
notable highlights is the Company's new line of Lynx wireless controllers for
PlayStation 2 and Xbox. All upcoming products are due to launch in the U.S.
and/or Europe over the next several months.

"In keeping with our goal to create the industry's highest quality products
at competitive prices, we have developed an exciting new line of fall
accessories. We are particularly looking forward to the release of the Lynx
wireless controllers that we have designed for PlayStation 2 and Xbox. We
expect them to be extremely well received by the market as the installed base
of these new consoles continues to grow," said Darren Richardson, President
and COO of Mad Catz, Inc

Mr. Richardson continued, "Over 145 million Americans (60%) play video and
computer games and they continue to be the fastest growing entertainment
form. This is particularly good news for Mad Catz as it provides us with
additional opportunities to design and develop the creative accessories for
which Mad Catz is famous."

Lynx Wireless Controllers

Based upon the success of the 900MHz wireless controller for PlayStation 2
launched in October 2001, Mad Catz has expanded its wireless line to include
Lynx wireless controllers for Xbox and PlayStation 2 (also compatible with
PlayStation One) to be initially released in the U.S. Like the 900MHz
wireless controller for PlayStation 2, these controllers utilize radio
frequency (RF) technology comparable to high-end cordless phones. The Lynx
wireless controllers do not rely on line-of-sight, so that if the controllers
are pointed away from the console, or if the signal is blocked by a person
walking in front of it, the game will not freeze. This connectivity is
achieved via a low-profile micro antenna which plugs directly into the
appropriate console, enabling 40 feet of unblockable wireless range. The Lynx
wireless controllers require batteries whereas the 900MHz wireless controller
for PlayStation 2 uses a recharging cradle.

The Lynx wireless controllers feature fully analog pressure-sensitive action
buttons and D-pad, dual analog joysticks, and rubberized grips to increase
comfort. Programmable macro capabilities for complex moves will be featured
in the Lynx wireless for Xbox. Both Lynx wireless controllers feature two
play modes for total control in any game (analog and digital) and built-in
dual vibration motors for a more pronounced, realistic gaming experience.

"After the successful debut of the 900MHz wireless controller for PlayStation
2 at last year's E3 show, we are especially excited to introduce our next
generation of Lynx wireless controllers at this year's show," states Mr.
Richardson. "Now Xbox and PlayStation 2 gamers can maximize playing time
without being restricted by short cables. And, since the radio frequency
technology eliminates line of sight issues, the Lynx wireless controllers
provide consistent, continuous play even at a considerable distance from the
console and television."

MicroCON Controllers for All Platforms

At this year's E3 show, Mad Catz will also introduce its MicroCON controllers
for PlayStation 2, Xbox and GameCube. The MicroCON controllers are smaller
versions of Mad Catz' standard controllers, created to accommodate gamers
with smaller hands or to provide greater comfort and control for any gamer.
The MicroCON's sleek design provides superior control with rubberized grips
to reduce fatigue and improve handling. Features include dual analog
joysticks, fully analog pressure-sensitive action buttons and D-pad, intense
vibration capability, two expansion bays for memory cards or other game
enhancers (for Xbox), and macro programmability for complex moves (for Xbox
and PlayStation 2). For added comfort and durability, both the MicroCON for
PlayStation 2 (also compatible with PlayStation and PlayStation One) and
GameCube have an eight-foot braided-steel cable and the MicroCON for Xbox
features a nine-foot braided steel cable.

Universal Steering Wheel and Pedals for All Platforms

The Universal MC2 Racing Wheel, also making its debut at E3, works with
PlayStation 2, Xbox, and GameCube consoles, and is the most realistic racing
wheel on the market. The new steering wheel is based on the MC2 award winning
design which offers vibration feedback, and the Mad Catz proprietary
Accudrive system that allows gamers to tune the wheel sensitivity to fit
individual preferences. Offering superior comfort, the Universal MC2 Racing
Wheel also features a rubber-clad wheel, retractable leg supports and pedal,
ten programmable action buttons, and three control modes (steering wheel,
analog and digital).

Other products making their debut include:

For PlayStation 2

Beat Pad - This digital controller for dance and action games features
four-way directional control and 10 high-performance action pads. The Beat
Pad works with all dance games including Konami's Dance Dance Revolution and
THQ's Britney Dance Beat. It's also compatible with PlayStation and
PlayStation One dance games.

Light Blaster - Specially designed to work with all light gun-compatible
games, the Light Blaster features vibration kickback, rapid-fire, automatic
reload capabilities, a memory card expansion bay and an LED-powered light-up
barrel. It also includes a traditional D-pad and reload button.

Dual Force 2 Skin Controller - Now different design skins featuring
lifestyle, sports and artwork can be snapped onto the controller for more
customized game play. Features of the controller include dual analog
joysticks, dual vibration motors, pressure-sensitive analog action buttons
and powerful macro capabilities for programming complex actions for execution
by a single button. With rubberized grips for superior comfort and handling
and an eight-foot extra-long reinforced cable, the Dual Force 2 Skin
Controller is also compatible with PlayStation and PlayStation One.

8 MB Memory Expander - By inserting a certified PlayStation 2 8MB memory card
into the Memory Expander, users can access an additional 8MB of memory,
allowing for more game saves.

Controller Extension Cable - Also compatible with PlayStation and PlayStation
One, this seven-foot extension cable features heavy-duty wiring, braided
steel reinforcement and an assortment of colors, to match player's
controllers.

For Xbox

Light Gun - Specially designed to work with all light gun-compatible games,
the Mad Catz Light Gun features vibration kickback, rapid-fire, automatic
reload capabilities and an LED-powered light-up barrel. It also includes a
traditional D-pad and reload button.

Ethernet Cable - To capitalize on one of the many Xbox features, the Ethernet
Cable is designed to network multiple Xbox consoles together for head-to-head
or team playing. The Ethernet Cable comes in a sleek green cable casing.

For GameCube

Memory Cube 251 - The 4X Memory Card delivers 16Mb of data storage, allowing
for more special characters, special weapons, game positions, and high scores
to be saved. Although not available in initial shipments, later shipments
will feature game saves.

Memory Cube 1019 - The 16X Memory Card features 64Mb of data storage,
allowing for more special characters, special weapons, custom controller
settings and high scores and levels to be saved. It also features four
different game saves.

5" Color Display - The attachable 5" Color Display features an integrated
sound system and a
high-resolution screen which attaches directly to the GameCube.

Car Adapter - Powers the GameCube from a standard auto power connection with
a convenient 10-foot power cord for backseat gaming.

Controller Extension Cable - Available in many colors, this extension cable
plugs directly into the GameCube console and features heavy-duty wiring,
durable braided construction and a compact spool design giving an extra six
feet of range between the user and the television.

For Game Boy Advance

Flip Light - Great for late night gaming, the flip light automatically
illuminates the screen and provides brighter, more vivid graphics when
flipped up.

Light and Magnifier - Illuminates Game Boy Advance screen and magnifies up to
1.5X the original screen size.

TV Tuner - By inserting the TV Tuner into the game slot, the Game Boy Advance
can be used for both playing games and watching television.

Soft Case - Available in many colors, the soft case protects the Game Boy
Advance when traveling.

Water Resistant Case - This durable case will protect the Game Boy Advance
against moisture, water and dust. It is also designed with a flexible
transparent front for game-play and a water resistant membrane to resonate
game sounds while inside its protective case.

About Mad Catz Interactive, Inc. Mad Catz Interactive, Inc.,
(www.madcatz.com), designs, develops, manufactures and markets a full range
of accessories for video game consoles and PC gaming systems. Mad Catz is a
worldwide leader of innovative peripherals in the interactive entertainment
industry. Headquartered in San Diego, California, Mad Catz has offices in the
U.K. and Asia, as well as distributors in the U.S., Canada, Europe and
Australia.

# # #
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Anyone expecting me to scour for any particular details while at E3?

My current itinerary calls for me to land Monday afternoon, rent a car (which
I've never done before :), and crash at a friend's that night.

Tuesday morning I'll be at the Nintendo press conference, followed by Sony's,
and then I'm in West Los Angeles in the evening for an exclusive screening of
Star Wars Episode II.  Sometime during the day I'll swing by the Convention
Center and collect the badge holder necessary to complement my badge and
grant me admittance to the show itself...

... which starts Wednesday with a press briefing/breakfast.  The show floor
opens at 9:00 for press, 10:00 for all others - a new practice.  I'll prolly
be killing my feet walking all around the many halls this day.  No evening
plans.

I may or may not go to the show on Thursday, but will definitely be at Sega's
press conference that night.

I'll be posting press conference coverage on Tuesday and general coverage on
Thursday, with other miscellaneous notes and file uploads as possible.

My return flight leaves pre-dawn Friday.  When I'm returned to my car in
Boston, I'm hitting the road for New York on a non-business matter.  I'll be
back from that either Sat night or sometime Sunday - either way, in time for
the post-E3 conference. :)

-Ken

 ------------
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SYNDICOMM [Sheppy]           at 14:15 PDT

Well, the latest game machines are all still above $99, so I'm not looking to
buy yet.  But I'm always curious to know if Microsoft has gone down in flames
yet. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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WARNER BROS. CONSUMER PRODUCTS SHOWCASES AN EXTENSIVE LINE-UP OF INTERACTIVE
LICENSEES PROPERTIES AT E3 2002

New Games Featuring Harry Potter, Scooby-Doo, Looney Tunes, Justice League,
The Powerpuff Girls and More Hit Multimedia Gaming Platforms

Burbank, Calif., May 20, 2002 - Warner Bros. Consumer Products announced
today that its interactive entertainment licensees will showcase a strong
line-up of multi-platform games based on key properties, including Harry
Potter, Scooby-Doo, Looney Tunes, Justice League and The Powerpuff Girls, at
the Electronic Entertainment Expo (E3) from May 21 through May 24 at the Los
Angeles Convention Center.

"The excitement of E3 will be compounded with Warner Bros. Consumer Products
exhibition of quality brands through our interactive licensees at the largest
entertainment software conference of the year," said Philippe Erwin, Vice
President of Interactive Entertainment for Warner Bros. Consumer Products.
"E3 is the perfect forum to showcase some of the most engaging franchises in
the interactive space, including Harry Potter, Scooby-Doo, Justice League,
The Powerpuff Girls and other key AOL/Time Warner entertainment properties."
Warner Bros. Interactive Entertainment licensees showcasing at E3 include:

Bay Area Multimedia (BAM!) will highlight several new games based on Cartoon
Network properties being released in Fall 2002, including Dexters Laboratory:
Chess Challenge for Game Boy Advance, The Powerpuff Girls for PlayStation 2,
The Powerpuff Girls: Gamesville for PC and Samurai Jack: The Amulet of Time
for Game Boy Advance.

Crave Entertainment will preview a Game Boy Advance title featuring the three
mischievous neighborhood friends seen each week on Cartoon Networks, Ed, Edd
n Eddy. The title will ship in Fall 2002 and will mirror Ed, Edd and Eddys
television quest to make money to buy delicious jawbreakers. E3 Booth # 946,
South Hall

Conspiracy Entertainment will showcase the following titles that will be
released in late Summer 2002: Tiny Toon Adventures: Defenders of the Universe
for PlayStation 2 and GameCube and Pinky & the Brain: The Master Plan for
Game Boy Advance. Conspiracy will also preview Animaniacs: Hollywood Hijinx
for PlayStation 2 and GameCube that will be released in Fall 2002. E3 Booth #
946, South Hall

Electronic Arts will preview Harry Potter and the Chamber of Secrets based on
J.K. Rowling's second book in the worldwide best-selling series, players face
a slew of new challenges and mysteries as the famous "boy who lived." EA will
be publishing games based on Chamber of Secrets this fall under the EA GAMES
brand for the PlayStation 2 computer entertainment system, GameCube, Xbox,
PC, Game Boy Advance, PlayStation and Game Boy Color. Each game will take
advantage of the individual platform's hardware capabilities to deliver the
ultimate Harry Potter gaming experience. E3 Booth # 1000, South Hall

Infogrames will unveil plans for games based on sequels to the highly
acclaimed, Academy Award-winning action thriller, "THE MATRIX." The games
will be based on the upcoming sequels, "THE MATRIX RELOADED" and "THE MATRIX
REVOLUTIONS" from Warner Bros. Pictures. Infogrames will also showcase the
new game LOONS, with Bugs, Daffy, Taz and Sylvester as actors battling for
roles in Hollywoods next big blockbuster movie, launching on Xbox in Fall
2002. For PlayStation 2, Infogrames will show Superman: Shadow of Apokolips
and Taz: Wanted based on the wild Warner Bros. Looney TunesOE character, the
Tasmanian Devil. E3 Booth # 924, South Hall

Midway will debut Justice League: Injustice For All, which is in development
and scheduled to ship in fall 2002 for the Game Boy Advance. The popular
superhero characters will also be featured in videogames scheduled for
release on the PlayStation 2 computer entertainment system, Xbox videogame
system from Microsoft and Nintendo GameCube in Summer 2003. E3 Booth # 800,
South Hall

THQ will showcase Scooby-Doo= based on the upcoming motion picture for Game
Boy<> Advance. The game, scheduled for release in conjunction with this
summers highly anticipated, live-action movie, is based on the
mystery-solving adventures of Scooby, Shaggy, Fred, Daphne and Velma. Also on
display from THQ will be Scooby-Doo! Night of 100 Frights scheduled for
release on PlayStation 2 in Summer 2002 and GameCube in Fall 2002. The game
based on the classic Scooby-Doo cartoon, combines the characters of Mystery,
Inc. and classic villains in captivating gameplay. E3 Booth # 4001, Petree
Hall

Warner Bros. Consumer Products is a division of Warner Bros., an AOL Time
Warner Company, and is one of the leading licensing and retail merchandising
organizations in the world.

# # #
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THQ WIRELESS UNVEILS 2002 GAME LINEUP AT ELECTRONIC ENTERTAINMENT EXPO

Games Featured on Phones by Motorola, Nokia and Other Top Manufacturers

Los Angeles, Calif. - May 20, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced that is THQ Wireless division will unveil several new games from
its 2002 lineup at the Electronic Entertainment Expo (E3). Featured games
include Major League Baseball Homerun Derby (working title), Snood(R),
classic titles from Intellivision and a new World Wrestling Entertainment(TM)
game from THQ and JAKKS Pacific (NASDAQ NMS: JAKK). All games will be on
display across a number of wireless platforms in THQ's booth (Petree Hall,
#4001).

"With relationships including a dozen leading entertainment licensors, the
major wireless carriers worldwide and the top three handset manufacturers, we
are delighted with our position as we enter E3," stated Doug Dyer, general
manager, THQ Wireless. "Our lineup features the future of wireless gaming
such as multiplayer Java games and color games that match the visual quality
of the latest handheld systems."

The THQ Wireless site can be found at www.thqwireless.com.

THQ Wireless E3 2002 game lineup:

o

Major League Baseball Homerun Derby (working title): Fully licensed by Major
League Baseball and the Major League Baseball Player's Association, players
can recreate the excitement of America's National Pastime on mobile devices.

o

World Wrestling Entertainment(TM): THQ Wireless in conjunction with JAKKS
Pacific bring World Wrestling Entertainment(TM) Superstars to the mobile
arena. Players will be able to execute all of the authentic moves for
Superstars like The Rock(R), Stone Cold Steve Austin(TM) and more.

o

Snood: Snood is an intense puzzle game that tests players intellect rather
than their reflexes. The goal is to free trapped Snoods by launching other
Snoods at them. Gamers can set their own pace with no restrictive time limit
on each game.

o

Intellivision Sports: Sports fanatics will be able to play all of their
favorite sports such as basketball, baseball, soccer and hockey in mobile
for. Plenty of action, quick reflexes and skill required for each of these
exciting pro sports games.

o

Intellivision's AstroSmash!: Repel an attack of meteors and spinning bombs in
this Intellivision classic. The player's objective is to hit as many meteors,
bombs, missiles, and flying saucers as possible, without being destroyed.
Players can also alternate to see who can get the highest "peak score."

o

Intellivision's Nightstalker: Another Intellivsion classic, Nightstalker is
all about survival. After being trapped in a maze, players must battle a host
of enemies including spiders, bats, and relentless robots.

o

MotoGP: THQ Wireless is bringing MotoGP, the world's fastest, most advanced
form of motorcycle racing to wireless phones. In this single player game,
players become a MotoGP rider and their goal is to achieve the highest score
by competing in motorcycle grand prix competitions! There are 3 different
modes to choose from: Quick Race, Time Attack and Grand Prix.

About Intellivision

The Intellivision console, introduced in 1980, was one of the
first-generation home video game systems. Over three million Intellivisions
were sold, with 125 games published. Although their graphics were primitive
by current standards, the games for the early consoles defined the genres,
features, and conventions that are still used today. While video games have
grown more complex in the two decades since, with ever more realistic
graphics, many believe that for sheer fun, the early games have never been
surpassed. The company can be found online at www.intellivisionlives.com.

About World Wrestling Entertainment(TM)

World Wrestling Entertainment(TM) is an integrated media and entertainment
company headquartered in Stamford, Connecticut, with sales offices in New
York City, Chicago, Toronto and London. Additional information on the company
can be found at wwe.com and wwecorpbiz.com.

About JAKKS Pacific

JAKKS Pacific, Inc. (Nasdaq NM: JAKK) is a multi-brand company that designs
and markets a broad range of toys and leisure products. The product
categories include: Action Figures, Arts & Crafts Activity Kits, Stationery,
Writing Instruments, Performance Kites, Water Toys, Sports Activity Toys,
Vehicles, Infant/Pre-School, Plush and Dolls. The products are sold under
various brand names including Flying Colors(R), Road Champs(R), Remco(R),
Child Guidance(R), Pentech(R), Toymax(R), Funnoodle(R), Laser Challenge(TM)
and Go Fly a Kite(R). The Company also participates in a joint venture with
THQ Inc. that has exclusive worldwide rights to publish and market World
Wrestling Entertainment(TM) video games. For further information, visit
www.jakkspacific.com.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ Web site is located at www.thq.com.

# # #

(C)MLBPA, Official Licensee of Major League Baseball Players Association.

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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LEADING GAME PUBLISHER THQ UNVEILS BLOCKBUSTER LINE UP AT 2002 ELECTRONIC
ENTERTAINMENT EXPO

From Original Games to Licensed Content, From Game Boy Advance to
Xbox-Leading Game Publisher Showcases Software for Every Audience and Every
Platform

Los Angeles, Calif. - Electronic Entertainment Expo - May 20, 2002 - THQ Inc.
(NASDAQ NMS: THQI) is set to debut its 2002 product line up, its strongest
and most diverse to date, at the Electronic Entertainment Expo (E3) in Los
Angeles May 22-24, 2002. The company will unveil games in all genres across
multiple platforms for every type of videogame fan. From original content
like Red Faction(TM)II, Alter Echo(TM), and Tak and The Power of JuJu(TM), to
the most expansive mass-market kids product portfolio in the industry,
featuring favorite television, music and motion picture characters like
SpongeBob SquarePants, Scooby-Doo!, World Wrestling Entertainment(TM) and
Britney Spears, THQ has something for everyone. All viable game platforms
will be represented in the THQ booth (Petree Hall #4001), including the
PlayStation(R)2 computer entertainment system, Xbox(TM), Nintendo
GameCube(TM) and Game Boy(R) Advance, and PC/Mac. In addition, THQ Wireless
will demonstrate several new games on the latest mobile devices.

"This year marks the beginning of the broad, mass-market adoption of
PlayStation 2, Xbox, and Nintendo's GameCube and Game Boy Advance, with more
than 35 million of these systems projected to be in U.S. households by
holiday," said Brian Farrell, president and CEO of THQ. "THQ has been
building its portfolio of brands with broad consumer appeal for the past five
years in order to take best advantage of the explosive growth of these
hardware systems in the marketplace. Our games target every segment of the
market with original titles like Red Faction II, Alter Echo, and Summoner 2,
as well as compelling licensed products such as Britney's Dance Beat, Tetris
and games based on popular Nickelodeon, Mattel, and Disney properties."

THQ's E3 2002 Line-up


o

Alter Echo(TM) - Alter Echo features innovative action gameplay and a
groundbreaking visual style based on pioneering technology. In Alter Echo,
players assume the role of Nevin, a reluctant hero with the ability to alter
time and morph his PolySuit between three unique combat forms.
TimeDilation(TM) technology allows players to manipulate time, freezing the
action in order to cue up a series of moves and attacks to unleash with an
unstoppable flurry. Developed by THQ's Outrage(R) Games, Alter Echo will be
available for PlayStation 2 and Xbox early in 2003.

BattleBots(R) - BattleBots is based on the popular, adrenaline-pumping TV
show of the same name, pitting contestant-designed, radio-controlled robots
against each other inside a high-tech arena equipped with hazardous obstacles
such as kill saws and giant sledgehammers. Available this fall for GameCube
and PlayStation 2.

o

Bob the Buildera: Bob Builds a Parka - Bob the Builder's newest videogame is
based on the preschool TV show hit phenomenon Bob the Builder, airing on Nick
Jr. and CBS. In Bob the Builder: Bob Builds a Park, players are engaged in a
brand new set of activities such as crazy golf, dinosaur discovery, and
skateboard spud. The game will be available for PC this fall.

o

Britney's Dance Beat(TM) - Britney's Dance Beat is a true convergence
product, broadening the definition of entertainment on videogame consoles. It
allows fans to interact with today's hottest pop star and her music, dance
through engaging gameplay backed by music videos, and earn access to DVD
content such as interview clips, behind-the-scenes footage and 360-degree
immersive video. Gamers go through a series of auditions to become a back-up
dancer and if they perform well, they join Britney Spears on stage. Available
now for Game Boy Advance and PlayStation 2, and coming for the PC in June.

o

Disney/Pixar's Monsters, Inc. Scream Arena (working title) - Now that the
monsters of Monstropolis have learned the power of laughter, they're ready to
have some fun in Disney/Pixar's Monsters, Inc. Players will compete as one of
their beloved monsters in a unique dodge ball-style match set in
movie-inspired stadium arenas filled with kids ready to be entertained. With
the use of special "laugh balls," each with their own unique attack, players
battle it out to be the first to fill their laugh canisters with kids
laughter. Available this fall for GameCube.

o

Evil Dead: A Fistful of Boomstick - Developed with the full support of
creators Sam Raimi, Robert Tapert, and Bruce Campbell, Evil Dead: A Fistful
of Boomstick allows players to assume the role of Ash, the chainsaw-armed
hero from the Evil Dead movie trilogy. Players will fend off hordes of
Deadites with several weapons including the shovel, gatling gun, shotgun and
chainsaw. Evil Dead: A Fistful of Boomstick mixes the comedy and fun of a
campy horror movie with intense combat missions on the PlayStation 2 and Xbox
early next year.

o

GT Advance 2: Rally Racing - GT Advance 2: Rally Racing is the sequel to the
GBA launch hit, GT Advance: Championship Racing. Choose from 15 of the
world's top rally cars, each with different handling, speed, and acceleration
on 42 unique tracks spanning the globe with varying weather conditions. GT
Advance 2: Rally Racing will be available this June exclusively on Game Boy
Advance.

Mattel Licensed Products:


o

Hot Wheels(TM) Velocity X - Hot Wheels Velocity X is a high speed,
mission-based racing adventure inspired by the attitude of Hot Wheels. When a
criminal gang of street racing villains overtakes Monument City, players must
put their driving skills and mean street machines to the ultimate test. Hot
Wheels Velocity X will be available on PlayStation 2, GameCube, PC and Game
Boy Advance this fall.

o

Hot Wheels(TM) Bash Arena(TM) - Hot Wheels Bash Arena for PC challenges
players to dodge and crash into opponents with performance-varied Hot Wheels
cars in a last-car-standing, interactive demolition derby-style competition.
As players advance through the Bash Arena championship, they work toward the
goal of induction into the Hot Wheels Bash Arena Hall of Fame. Hot Wheels
Bash Arena for PC will be available this fall.

o

Matchbox(TM) Cross Town Heroesa - Matchbox Cross Town Heroes takes place in a
dynamic interactive world in which players take the wheel and courageously
drive Matchbox Search and Rescue vehicles into the heart of the emergency
action. Each world will also have bonus mini games and puzzles, along with
more than 50 different characters, animals and creatures. Matchbox Cross Town
Heroes for Game Boy Advance and PC is scheduled for release in summer 2002.


o

MotoGP - MotoGP is the world's fastest, most advanced form of motorcycle
racing. With races taking place on all five continents and an average of 329
million television viewers per event, MotoGP features all of the world's
leading motorcycle manufacturers including Honda, Suzuki and Yamaha. MotoGP
is available now on the Xbox and Game Boy Advance.

o

MX Superfly featuring Ricky Carmichael - The next installment of THQ's MX
series is the most complete motocross game to date. Along with the return of
eight-time National Champion Ricky Carmichael and other pro riders, this
year's edition boasts an enhanced freestyle mode, a robust racing mode and
wide-open worlds for gamers to explore. Developed by THQ's Pacific Coast
Power & Light Co.(R) studio, MX Superfly featuring Ricky Carmichael will be
available for GameCube and PlayStation 2 this summer followed by an Xbox
release in winter.

Nickelodeon Licensed Products:


o

Fairly OddParents(TM) (Working Title) - Timmy Turner has one thing most other
kids don't -- magical, mystical and totally messed-up Fairy Godparents that
offer wacky help to get him out of tight spots. Gamers can play as Timmy's
secret comic book identity, "Cleft, The Boy Chin Wonder," in this action
adventure side-scrolling game with five huge environments and 20 different
stages. Fairly OddParents for Game Boy Advance will be available this fall.

o

Hey Arnold! The Movie(TM) - Based on Nickelodeon Movies' and Paramount
Pictures' upcoming animated movie debuting June 28, and Nickelodeon's Hey
Arnold! animated series, players assume the role of Arnold, Gerald, Grandma,
or Grandpa as they rally friends and relatives to stop an unsavory
businessman from tearing down their neighborhood to build a Super Beeper
Emporium. Hey Arnold! The Movie for Game Boy Advance will be available this
summer.

o

Jimmy Neutron(TM) vs. Jimmy Negatron - This adventure is based on the
Nickelodeon television series debuting this fall and introduces players to
Jimmy Neutron's evil alter ego, Jimmy Negatron. During a trip to the
Retroville Museum, Jimmy is kidnapped and trapped in his alter ego's
dimension and must use his wits to escape. Available for PC and Game Boy
Advance this fall.

o

Jimmy Neutron Boy Genius(TM) - Jimmy Neutron Boy Genius is based on the
adventures of Jimmy Neutron, star of Paramount Pictures' and Nickelodeon
Movies' highly successful, digitally animated motion picture. Players will
help save the world and rescue the parents of Retroville from the evil
Yokians. Available for GameCube this summer.

o

Rocket Power(TM): Beach Bandits - The Rocket Power team must use their
extreme sports skills to battle robot minions throughout Ocean Shores, the
Lakes, the Robot Factory and Mondo Mountain in order to find out who's
stealing the sand from Ocean Shores beach. Available for PlayStation 2,
GameCube and Game Boy Advance this summer.

o Rugrats(TM): Munchin Land (working title) - Gamers join the Rugrats in the
"land of odd". Tommy and company are featured in their very own graphical
board game based on the classic story, The Wonderful Wizard of Oz. Characters
include Kimi as "the girl from Kansas", Chuckie the "Scaredy-Cat Lion," Tommy
as "The Scarecrow" and Phil & Lil as "The Tin Twins." The first one to find
the "Whizzer of Odd" (Grandpa Lou) wins the game, but beware...there are many
obstacles standing in your way including "The Munchin' Tollbooth Keeper"
(Dil) and the "Wicked Witch of the West" (Angelica). Luckily, the "Good
Witch" (Susie) will always be around to provide you with all the help that
you may need. Available for PC this summer.

o Rugrats(TM): I Gotta Go Party - Get ready for an all-new multi-player party
game as Tommy plays hide 'n seek with all of his friends. As players help
Tommy find the other Rugrats, they unlock outrageous party games such as
Angelica's Cookies, Phil's Mud Pies and Sandbox Blues. The more Rugrats that
are found, the more party games become unlocked. Designed for multiplayer
competition, this game is also packed with hours of compelling single-player
gameplay for gamers on the go! Available this fall for Game Boy Advance.

o Rugrats(TM): Royal Ransom - The Rugrats embark on a magical adventure to
Stu Pickles' Play Palace 3000 (PP3K). As Tommy, Chuckie, Kimi, Phil and Lil
take turns climbing up to the PP3K, they find that something's amiss. Every
time they climb higher, the PP3K moves farther out of their reach. Angelica,
the self-appointed Queen of the PP3K, has dubbed the rest of the Rugrats her
loyal subjects and stolen their most treasured items. As the other Rugrats
defiantly refuse her demands, they must go on an adventure to reclaim their
treasures so they too can play in the PP3K. Available for GameCube and
PlayStation 2 this fall.
o

SpongeBob SquarePants(TM): Employee of the Month - Players will follow
SpongeBob and his regular cast of characters through a puzzling adventure
that has them serving up Krabby Patties, destroying a Weather Controlling
Thingamajig, exploring the caves of a powerful "Marlin," hanging at the local
diner and more -- just so they can have a fun packed day at Neptune's Pacific
Paradise. Available for PC this fall.

o

SpongeBob SquarePants(TM): Revenge of the Flying Dutchman - This title pits
SpongeBob against the Flying Dutchman, whom he accidentally releases from
imprisonment. SpongeBob must find lost treasures hidden throughout Bikini
Bottom to stop the Dutchman's wicked plans and save his friends from being
turned into indentured shipmates. Available for PlayStation 2, GameCube and
Game Boy Advance this fall.

o The Wild Thornberrys(TM) Movie - Based on the motion picture debuting
holiday 2002, the game stars Eliza Thornberry and her adventurous family.
After an incident in Africa puts Eliza in grave danger, she is sent off to
boarding school in London. Upon hearing about an evil plot by poachers to
capture the wild animals of the Serengeti, she escapes back to the wild and
forces her biggest challenge yet! Available for PC and Game Boy Advance this
fall.


o

Pride FC(TM) - Experience the most brutal, bitterly competitive and intense
form of fighting on the planet. Organized to incorporate all fighting styles
including wrestling, karate, judo and kickboxing, Pride FC pits the top
fighters in the world in the mostfighting d'"-per Anchor, Pride FC
will be available this August exclusively for PlayStation 2.

o

Power Rangers Wild Force(TM) - Young gamers will play as their favorite Power
Ranger, this time armed with the strength and characteristics of the Power
Animals including the Bison, Tiger, Shark, Eagle and Lion. The top-down, 3D
exploration adventure allows players to take on the Org, an ancient race of
villains who are out to destroy the balance of nature. Power Rangers Wild
Force for Game Boy Advance will be available this fall.

o

Red Faction(TM) 2 - Developed by THQ's Volition(TM), Red Faction 2 is the
sequel to one of the best-selling and most critically acclaimed original game
franchises of 2001. Featuring an enhanced Geo-Mod(TM) engine that allows
players to strategically alter and destroy the game environment in real-time,
Red Faction 2 builds upon the experience and technology of the original game
with more blistering action, highly detailed graphics, new multi-player
options and an engaging storyline. Red Faction 2 will be available this
winter exclusively for PlayStation 2.

SEGA Game Boy Advance Titles:


o

ALTERED BEAST(TM): GUARDIAN OF THE REALMS(TM) - ALTERED BEAST: GUARDIAN OF
THE REALMS is based on the SEGA arcade classic where players morph into a
variety of beasts to battle enemies and bosses via hand-to-hand combat and
magical attacks. This Sega classic will be available this winter.

o

PHANTASY STAR COLLECTION(TM) - An RPG gamer's ultimate dream. This title
brings together the original three Phantasy Star titles in one package for
early 2003.

o

THE PINBALL OF THE DEAD(TM) - Inspired by SEGA's popular House of the Dead
franchise, THE PINBALL OF THE DEAD challenges you to shoot, tilt, and flip
your way across 3 boards in order to rescue citizens and destroy zombies.
Each board features 3-tiers packed with challenges, hidden horrors, and vile
bosses. Scheduled to ship in June.

o

SEGA SMASH PACK(TM) - SEGA SMASH PACK includes three of the greatest SEGA
games together on one cartridge, Ecco the Dolphin, Golden Axe and Sonic
Spinball. Scheduled to ship this summer.

o

SUPER MONKEY BALL(TM)(working title) - SUPER MONKEY BALL for Game Boy Advance
is based on the recent GameCube hit. Players can try their hands at
navigating a series of floor-shifting puzzles or play party games. Up to four
players can compete when SUPER MONKEY BALL ships in early 2003.

o

THE REVENGE OF SHINOBI(TM) - An action-packed side-scroller based on the SEGA
classic, THE REVENGE OF SHINOBI immerses players in a feudal Japanese world
where they must employ their Ninja skills to recapture five legendary swords.
THE REVENGE OF SHINOBI will be available this fall.

o

VIRTUA TENNIS(TM) - VIRTUA TENNIS on the Game Boy Advance follows the
easy-to-play, addictive style of its SEGA Dreamcast(TM) counterpart. The game
puts up to four players at the net in Tournament and Exhibition matches or
lets Game Boy Advance owners train their own player in World Circuit mode.
This exciting sports game will be available this fall.


o

Spirit: Stallion of the Cimarron(TM) - Spirit: Stallion of the Cimarron is a
mission-based adventure that transports players to the grandeur, wonder, and
romance of the old West. After a sudden thunderstorm scatters a herd of
majestic mustangs, the player must find and return the horses to their
homeland, one by one. Players will experience a range of action, from the
mild nurturing of the horses, to the breathtaking races against other animals
through rugged terrain and over challenging obstacles. Spirit: Stallion of
the Cimarron will be available exclusively for the Game Boy Advance this
summer.

o

Star Wars Episode II Attack of the Clones - Attack of the Clones for the Game
Boy Advance is the first Star Wars: Episode II game that follows the movie
storyline of the latest prequel in the Star Wars saga. With the power of the
Force, players assume the role of three different Attack of the Clones
heroes: Anakin Skywalker, Mace Windu and Obi-Wan Kenobi this June.

o

Star Wars: Episode II The New Droid Army (working title) - Set in the Episode
II universe, players take on the role of Anakin Skywalker as he tries to stop
Count Dooku and his new droid army. With scores of droids on his heels,
Anakin must go to battle, cultivating his power of the Force with each
conquest. Players will be able put their Jedi skills to the test in both
single and multi-player battles this winter for Game Boy Advance.

o

Summoner 2 - A role-playing fantasy epic from THQ's Volition studio, Summoner
2 carries on the unique universe seen in the original - new fascinating
characters, mystifying spells, and an engaging storyline. Exclusively for
PlayStation(R) 2, Summoner 2 will be available this fall.

o

The Ripping Friends(TM) - The evil Citrasett is challenging the world's most
manly men to a climatic final battle to decide the fate of earth! Players can
control four different characters, each with their own special moves, to
battle evil bosses and an array of minions through seven huge levels and
additional sub-levels. The Ripping Friends, based on the hit TV series, will
be available for Game Boy Advance this fall.

o

Tetris Worlds(TM) - The latest rendition of one of the most popular video
game franchises ever created, Tetris Worlds places the player in a universe
where Tetris is played in different ways on seven different planets. Players
can test their skills in classic versions of Tetris, or the latest
cutting-edge variations, such as Hot-Line Tetris, Cascade Tetris and Fusion
Tetris. The multiplayer game lets up to four players, see who can clear
levels the fastest. The franchise continues on the GameCube and Xbox this
fall.

o

Toxic Grind(TM) - This first mission-based BMX game with a storyline will
enthrall gamers as they attempt to ride for their life in a game show of
death. Traverse through dynamic, hazard-filled environments while completing
objectives such as saving prisoners and destroying helicopters. Toxic Grind
will be available for Xbox in the second half of 2002 and the GameCube
version will be released in early 2003.

Warner Bros. Licensed Products:


o

Scooby-Dooa! Night of 100 Frights - Scooby-Doo! Night of 100 Frights combines
the classic Scooby-Doo! cartoon characters of Mystery, Inc. (Fred, Daphne,
Velma, Shaggy, and Scooby) with captivating gameplay. Only Scooby-Doo can
save his friends when a dubious Mastermind kidnaps the gang with sinister
plans for their fate. Scooby-Doo! Night of 100 Frights is available now for
PlayStation 2, and will be available for GameCube this fall.

o

Scooby-Dooa&(C) The Motion Picture - Scooby-Doo! The Movie for Game Boy
Advance brings the big screen adventures of the mystery-solving teenagers to
gamers on the go. Players will explore exotic locations inspired by the
movie, searching for clues to complete missions and ultimately, solve Spooky
Island's big mystery. Scooby-Doo! The Movie for Game Boy Advance will be
available this June.

World Wrestling Entertainment
a Licensed Products:

o

WWEa WrestleMania(R) X8 - No other event in the history of wrestling has seen
more legendary match-ups and classic championship battles that have forever
changed the face of wrestling. Now players will relive the rich history
surrounding WrestleMania and compete for championship glory as they choose
from more than 35 Superstars in a host of venues and match types including
death-defying TLC matches or legendary Hell in a Cell match-ups. WWE
WrestleMania X8 is scheduled to ship June exclusively for GameCube.

o

WWE Road to WrestleMania(R) X8 - Amazing graphics and highly detailed
characters return to the Game Boy Advance this holiday season. Players will
be able to choose from 16 Superstars as they compete in various customizable
Pay-Per-Views match-ups.

o

WWE SmackDown!a Shut Your Mouth - The next installment in the top-selling
PlayStation 2 franchise is back this fall with a blown out career mode
featuring an all new draft feature, an updated roster, better than ever
graphics, revamped control system, in-depth Create-A-Wrestler, and a more
robust season mode. Exclusive to the PlayStation 2, WWE SmackDown! Shut Your
Mouth will be available this fall.

o

WWE Rawa 2 - Prepare for stunning graphics and insane action as WWE Raw
returns to Xbox in the first half of 2003 with an all new season mode, more
Superstars, improved gameplay, and more matches that makes WWE Raw 2 the
definitive video gaming experience for Xbox.

o

WWE Rawa PC - WWE Raw makes its debut on the PC with all the bedlam that is
World Wrestling Entertainment. It's no holds barred wrestling, looking better
than ever on the PC for holiday 2002.

o

WWE Crush Houra - The spectacle of World Wrestling Entertainment meets the
whole-knuckle action of car combat! That's what WWE Crush Hour is all about.
Choose from more than 20 personalized Superstar vehicles and compete in
multiple match types as players annihilate opponents with various weapons
customized for each vehicle. WWE Crush Hour will be available the first half
of 2003 for PlayStation 2 GameCube and Xbox.

For more information on the 2002 videogame lineup, or the rest of THQ's
offerings, visit www.thq.com.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices and
those manufactured by Sony Computer Entertainment America Inc., Microsoft and
Nintendo. The THQ web site is located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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SEGA HIGHLIGHTS SEVEN SHOW-STOPPING GAMES AT ELECTRONIC ENTERTAINMENT EXPO
2002

Authentic Sports Games and Blockbuster Franchises Lead Stunning
Multi-platform Lineup

LOS ANGELES - Electronic Entertainment Expo (E3) - (May 21, 2002) - SEGA(R)
of America, Inc. will showcase seven show-stopping games for new
next-generation consoles as part of its lineup of more than 20 games at E3
2002. SEGA's game lineup includes the return of four blockbuster
entertainment franchises, "Shinobi(TM)," "Super Monkey Ball(TM) 2," "ToeJam
and Earl III(TM): All Funked Up" and "Panzer Dragoon(TM) ORTA," plus
breathtaking new versions of acclaimed SEGA Sports(TM) titles "SEGA
Sports(TM) NFL 2K3," "SEGA Sports(TM) NBA 2K3" and "SEGA Sports(TM) World
Series(R) Baseball."

"SEGA's lineup speaks for itself," said Peter Moore, president and COO, SEGA
of America, Inc. "As a platform-agnostic content publisher, our 11
development studios are empowered to deliver the best games to all new
consoles, and with titles like 'SEGA Sports NFL 2K3' and 'Shinobi' on the
horizon, it's clear that SEGA is poised to further solidify its position as
one of the world's most dominant publishers."

SEGA's premium lineup features titles for the PlayStation(R)2 computer
entertainment system, the Xbox(TM) video game system from Microsoft(R) and
the Nintendo GameCube(TM).

* "Shinobi(TM)" (PlayStation 2): The legendary ninja returns, hunted by
demons, haunted by the dead and hindered by the very rage that spurs him on
in this latest installment of one of SEGA's most revered action franchises.
Players take the role of Hotsuma as he battles through the demon-filled
streets of a post-apocalyptic Tokyo, running on walls, summoning Ninja magic
and mastering an arsenal of ancient weaponry on a quest to avenge his clan.
Available this fall.

* "Super Monkey Ball(TM) 2" (Nintendo GameCube): SEGA is on a roll! Hot on
the heels of the runaway success of the original "Super Monkey Ball(TM)," the
ultimate party game is back. Jam-packed with 12 addictive Party Games, a new
story mode and more than 150 stages, "Super Monkey Ball 2" delivers the
ultimate in addictive multiplayer action. Available this fall.

* "ToeJam & Earl(TM) III: All Funked Up" (Xbox): In "ToeJam & Earl III: All
Funked Up," ToeJam, Big Earl and their hot new homegirl Latisha embark on a
mission to retrieve the 12 sacred Albums of Funk, stolen by the dysfunctional
inhabitants of the planet Earth. Gamers will explore sprawling environments
as they master the ways of Funk-Fu and battle towards the ultimate showdown
with the evil Anti-Funk. Along the way, they'll collect present power-ups of
almost endless variety, take on harrowing side quests and generally get down
with their bad selves in a massive, wickedly funny Xbox exclusive adventure.
Available this fall.

* "Panzer Dragoon(TM) ORTA" (Xbox): Years ago, a legacy was born that ruled
the skies. This fall, the Dragon will rise again. Gamers take to the skies
aboard their own dragon for intense aerial combat through massive branching
stages as they battle to save humanity from the brink of extinction. Dragons
morph in real time, allowing players to constantly change their fighting
styles as they master devastating techniques that influence both the action
and the storyline in this thrilling Xbox exclusive. Available this fall.

* "SEGA Sports(TM) NFL 2K3" (PlayStation 2, Xbox, Nintendo GameCube): The
series that redefined the standards of football gaming returns for a brand
new season, with a totally revamped franchise mode, drastically improved AI
and brilliant new graphics featuring redesigned 3D stadiums, updated player
and facial models and hundreds of new animations. "SEGA Sports NFL 2K3" is
the cure for gridiron fans everywhere, whether your squad happens to be the
Super Bowl champion New England Patriots, or the expansion Houston Texans.
Available this summer.

* "SEGA Sports(TM) NBA 2K3" (PlayStation 2, Xbox, Nintendo GameCube): SEGA
Sports will once again establish new levels of realism and entertainment in
the basketball genre. Building on its critically acclaimed roots, the
ultimate hoops simulation, which brought uncompromisingly authentic gameplay
to basketball fans, steps onto the court for another year with hundreds of
new animations including highlight-reel quality dunks and dynamic cross-over
moves, redesigned player models and arenas and a revamped street mode.
Available this fall.

* "SEGA Sports(TM) World Series(R) Baseball" (Xbox): "SEGA Sports World
Series Baseball" delivers authentic baseball action in dazzling graphical
detail, while a deep and innovative franchise mode lets you control complete
player movement and management transactions, providing enough stats data for
the most hardcore fan of America's National Pastime. Featuring the new
Cooperstown Collection(TM) License, which lets you play as or against 25
legendary ballplayers, as well as classic uniforms for all 30 Major League
teams, "SEGA Sports World Series Baseball" provides the ultimate in baseball
simulation. Available this summer.

Other games being featured in the SEGA booth at E3 include, "SEGA Sports(TM)
NHL 2K3" (PlayStation 2, Xbox, Nintendo GameCube), "SEGA Sports(TM) NCAA(R)
College Football 2K3" (PlayStation 2, Xbox, Nintendo GameCube), "SEGA
Sports(TM) NCAA(R) College Basketball 2K3" (PlayStation 2, Xbox, Nintendo
GameCube), "SEGA Sports(TM) Tennis" (PlayStation 2), "Crazy Taxi(TM) 3: High
Roller" (Xbox), SEGA GT(TM) 2002" (Xbox), "The House of the Dead(TM) III"
(Xbox), "Beach Spikers(TM)" (Nintendo GameCube), "Phantasy Star(TM) Online
Episode I & II"(Nintendo GameCube), "Gungrave(TM)" (PlayStation 2), "SEGA
Bass Fishing(TM) Duel" (PlayStation 2) and "Ferrari(R) F355(TM) Challenge"
(PlayStation 2).

For more information about any of the above titles, including screen shots,
please visit the SEGA FTP site: http://segapr.segaamerica.com.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

(TM),(R) and the Nintendo GameCube logo are trademarks of Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Some titles have not yet been concept approved by
Sony Computer Entertainment America.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
owners.

(C)2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)2002
PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced
without written consent. Major League Baseball trademarks and copyrights are
used with permission of Major
League Baseball Properties, Inc. Visit the official Major League Baseball
website at MLB.com (C)MLBPA - Official
Licensee, Major League Baseball Players Association. Visit the Players
Choice on the web at www.bigleaguers.com
(C)SEGA CORPORATION, 2002 (C)MLBP 2002 / MLBPA 2002.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and
team logos and marks depicted herein are the property of the NHL and the
respective teams and may not be
reproduced without the prior written consent of NHL Enterprises, L.P.
(C)2002. All rights reserved. Officially
Licensed Product of the National Hockey League. (C)NHLPA. NHL 2K3 is an
Officially Licensed Product of the
NHLPA. NHLPA, National Hockey League Players' Association and the NHLPA logo
are trademarks of the
NHLPA and are used under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted
designs and other forms of intellectual property of NBA Properties, Inc. and
the respective NBA member teams and
may not be used, in whole or in part, without the prior written consent of
NBA Properties, Inc. (C)2002 NBA
Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive
property of The Collegiate Licensing Company.
The "Collegiate Licensed Product" label is the property of the Independent
Labeling Group. NCAA, the NCAA
logo, and NCAA Basketball are trademarks or registered trademarks of
National Collegiate Athletic Association.
The NCAA Football logo is a registered trademark of the NCAA licensed to
NCAA Football USA, Inc. All names,
logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conference are the exclusive
property of the respective institutions. Heisman Memorial Trophy and
likeness of the actual trophy are registered
service marks owned by the Downtown Athletic Club under registration numbers
936,853 and 935,852 respectively.
Heisman and Heisman Trophy Award are service marks owned by the Downtown
Athletic Club of New York City,
Inc.

# # #
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Dolby Headphone is a Mind Scrambler for SEGA Gamers at E3 Dolby Provides
Mind-Blowing Surround Sound Experience for Gamers in SEGA Booth

Los Angeles, May 22, 2002--Perhaps one of Dolby Laboratories' best-kept
secrets for gamers is now out of the bag through demonstrations of its
Dolby(R) Headphone technology offered in the SEGA(R) booth (West Hall #2216)
during this week's E3.

Dolby Headphone is a processing technology that models the effect of
listening to speakers in a room. It can be used on both stereo and
multichannel sources and is found today in many home theater systems and
laptop DVD players. Visitors to the SEGA booth will experience the newest
SEGA titles, including Panzer Dragoon(TM) ORTA; ToeJam & Earl(TM) III: All
Funked Up; SEGA GT(TM) 2002; Crazy Taxi(TM) 3: High Roller; SEGA Sports(TM)
NFL 2K3; SEGA Sports NBA 2K3; SEGA Sports NHL(R) 2K3; and SEGA Sports NCAA(R)
College Football NBA 2K3, with the latest Dolby Headphone processor on Denon
decoders provided by Dolby.

"Working together with Dolby, SEGA is pleased to display its
highly-anticipated Xbox content with Dolby Headphone technology at this
year's Electronic Entertainment Expo," said Kathleen Joyce, Director of
Corporate Affairs, SEGA of America, Inc. "We believe that offering Dolby
Headphone on the show floor will enhance the SEGA gaming experience."
Developed by Lake Technologies and Dolby Laboratories, Dolby Headphone is a
signal processing system that can take up to five channels of audio from any
source and make it sound like it's coming from that many speakers in a real
listening room. The "in your head" effect of regular headphone listening is
replaced by a spacious, natural soundfield.

About Dolby in Games

Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic(R) II are
incorporated in hundreds of game titles on every major game platform.

About Sega

SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes, and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and game consoles manufactured by Nintendo, Microsoft, and Sony
Computer Entertainment Inc. SEGA of America's website is located at
www.sega.com.

About Dolby Laboratories

Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products, and media, broadcasting, and music recording. Based
in San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
Technologies, please visit www.dolby.com.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. (C) 2002 Dolby Laboratories, Inc.
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Dolby Drives Nintendo Audio Technology at E3 Top Titles from Nintendo Offer
Dolby Pro Logic II with Full Five-Channel Surround Sound

Los Angeles--Electronic Entertainment Expo (E3)--May 22, 2002--Dolby(R)
Laboratories, Inc. will give this year's E3 show attendees the full
five-channel surround sound experience using Dolby Pro Logic(R) II for hot
new Nintendo GameCube' titles. Nintendo GameCube audio encoded with Pro Logic
II carries five channels of sound in a traditional two-channel stereo audio
signal, which is then decoded back to five speakers by using a Dolby Surround
Pro Logic II decoder. Demonstrations of Dolby's Pro Logic II will be
available in the Nintendo booth (West Hall #2816) throughout the show on
Kenwood HTB-505 home theater systems provided by Dolby.

"Providing the full Dolby Pro Logic II surround sound experience is the best
way for us to really show off our new titles for Nintendo GameCube," said
Perrin Kaplan, vice president, marketing and corporate affairs for Nintendo.
"When visitors come to our booth during the show, we want them to be engulfed
and totally blown away by what they hear, illustrating our commitment to
giving consumers that ultimate audio experience that is only possible through
Dolby technology."

Dolby recently announced that Pro Logic II is now available for all Nintendo
GameCube developers through the Musyx development tool, provided by Factor 5.
This advancement allows Nintendo game developers to now offer immersive,
near-cinematic sound quality during gameplay.


About Dolby in Games

Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic II are
incorporated in hundreds of major game titles on every major game platform.

About Dolby Laboratories

Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products, and media, broadcasting, and music recording. Based
in San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
Technologies, please visit www.dolby.com.
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Electronic Entertainment Expo 2002
SCEA Press Conference Coverage
by Ken Gagne

Forget "continental breakfast". Without offering a single hot selection, Sony
fed the vast throngs of the electronic entertainment industry to their
complete and utter satisfaction. Three cheers for free food!

I almost wish it was my stomach that would do the rest of the typing from
here, and not my brain, as I wonder if Sony really knows how to give a press
conference. I was unimpressed with their performance last year; this year's
proved to have better presentation, but remained of little substance.

Kaz Hirai started the show from a business perspective, demonstrating that
Sony is a consumer products company, not a gaming company. He focused heavily
on numbers, and though it's good that U.S. sales for the entire industry were
up 43% in 2001 to $9.4 billion, it's not as important as him informing us
that "the console wars are over." Last year, Hirai asked, "Who's going to be
number two?", demonstrating the arrogance with which Sony's PlayStation 2
platform had claimed the lead; this year, Hirai stepped back and said the
question is moot: only number one matters.

Sony, we're very happy for your success - but we are gamers, not
stockholders. If you are #1, it is because we have put you there with our
dollars. Could you please whet our appetite for games and remind us why you
are #1?

Well, they certainly tried. Just as Sony last year delivered Jak & Daxter,
this year's conference brought us Ratchet & Clank, a 3D platformer from
Insomniac Games, the people who created Spyro the Dragon. In R&C, players can
equip over 35 different weapons and gadgets to assail the enemy and obstacles
they'll encounter. That could be fun, but it's not terribly innovative. Will
Sony every year unveil a different Banjo-Kazooie clone as its secret project?

The next presentation was given by Brendan McNamara of SCEE, who demonstrated
The Getaway. This title combines action and driving across 46 simulated
square kilometers of London. A large cast of actors and an involved storyline
are intended to give this game a movie-like feel and development, justifying
Sony's tagline, "When is a movie more than a movie?" Unfortunately, they got
a bit carried away with this cinematic presentation in a several-minute
trailer which, unbelievably, demonstrated no gameplay footage. None. Just bad
actors in silly situations. Look forward to listening to an hour of narrative
dialogue across a hundred-page script in this game, coming fourth quarter
2002.

If Sony is innovating anywhere, it's in the online arena. The PlayStation 2
will go online this year, courtesy a $40 broadband/narrowband adaptor to be
released on August 27th. Players can use their own ISPs, including AOL and
MSN, to connect with such games as Tony Hawk's Pro Skater 4, Twisted Metal
Black Online, and a variety of Sega Sports. Hirai admitted that getting the
PS2 connected is happening more slowly than expected, but even the lack of
widespread broadband access has not dampened their enthusiasm for the online
model.

We saw a live demonstration of SOCOM: U.S. Navy Seals, Sony's first online
game which was presented at their conference last year as well, and does not
appear to have changed much since then. This team-based game, scheduled for
simultaneous launch with the network adaptor, allows 16 players to compete
and cooperate in authentic military action. The $60 price tag includes a USB
headset for voice communication. Due to the amount of data involved in such
transmissions, this game will be online through broadband only.

In the highlight of Sony's conference, pro athletes Dante Culpepper and Jevon
Kearse engaged in an online game of Madden 2003, with Culpepper on-site and
Kearse operating from Orlando. Live commentary was provided by John Madden
himself, who was hilarious in his explanations of the two players' strengths
and weaknesses. The final score was 7-6, Culpepper.

Hirai closed by listing other games we can look expect to enjoy online,
including Final Fantasy XI, Everquest Online Adventures, Star Wars Galaxies,
and Resident Evil Online.

The online dimension will give the PlayStation 2 a new depth, but all current
consoles are headed to this arena as well. What will ultimately distinguish
one from the other is the unique gameplay experiences each platform can
deliver. Does Sony grasp this concept? Or will they be too wrapped up in the
goal of stealing dollars from Nintendo and Microsoft that they'll overlook
the means to that end? Time will tell.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 22-May-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Electronic Entertainment Expo 2002
Nintendo Press Conference Coverage
by Ken Gagne

Sony may have our dollars, but Nintendo has our hearts, as demonstrated by
the polite applause at SCEA's conference and the heartfelt cheers and
whistles at the latter's.

Perhaps that's because no other console manufacturer has the history of
software icons that Nintendo does. In the next nine months, Nintendo will
launch more franchise titles than they have in any other period in their
storied history.

Nintendo opened their press conference with Metroid Prime, a game that
demonstrates the company's ability to expand beyond the "kiddie" market and
attract older demographics. Step inside the gravity suit this fall as Samus
Aran returns to fight the energy-draining Metroid organism. As has been
well-publicized, developer Retro Studios has made this game into a
first-person perspective adventure title. Though the camera did occasionally
move to the third person when the bounty hunter used certain items or
techniques, the amount of shooting in the first person has not alleviated my
concerns that Metroid has become a shooting game, akin to Quake or Goldeneye.
Of course, the press conference was not the time for us to experience the
game firsthand, so the playable demo at E3 will be a better judge of the
game's nature.

Eternal Darkness - another second-party project, this one by Silicon Knights
- provides another opportunity for Nintendo to capture a more mature
audience. This Resident Evil look-alike spans millennia as players control a
cast of a dozen character through the ages. Not everything is as it seems,
blurring the line between reality and illusion. Watch for this title on June
24th.

The engine used in the GameCube adaptation of Resident Evil will also be seen
in this fall's release of the original title, Resident Evil Zero, which tells
the story of the disappearance of the Bravo Team the day before the Alpha
Team was sent to look for them in the first Resident Evil.

Of course, Nintendo's flagship character has always been, and continues to
be, Mario, who will make his GameCube debut in Super Mario Sunshine this
August 26th. Just as his brother had a vacuum strapped to his back, Mario
comes with a pack of his own, which he'll use primarily to shoot water and
clean the mess that's plaguing the island of Shine. Super Mario 64 showed how
3D platformers should be done, and though Sunshine is unlikely to redefine
the genre, it is sure to be a more fulfilling expression of Miyamoto's
imagination.

Speaking of flagships, the GameCube's Legend of Zelda game surprised many
last year when Nintendo introduced a cartoonish look to Link and his world of
Hyrule, abolishing the darker look originally shown in tech demos. Some
people think the new art style looks fantastic, and Nintendo says it is "both
unique in look and realistically expressive in nature." I remain dubious of
this combination of Saturday morning cartoon and Escape from Monkey Island.
Zelda creator Shigeru Miyamoto has never failed us, though, so I will keep
the faith.

The delay of Legend of Zelda has been confirmed, knocking it from Nintendo's
Christmas 2002 lineup and into February of next year. Those who wondered how
Nintendo could let its Metroid and Zelda games compete for the same shelf
space this holiday now have their answer.

Other titles that were briefly shown include Mario Party 4, 1080 Whitestorm,
Wario World, and Magical Mirror Starring Mickey Mouse. Expect at least 150
titles by Christmas.

Though Nintendo does not consider the online model profitable, it will not be
standing on the sidelines watching its competitors's forays. Separate
broadband and dial-up adaptors will be available this fall for $35 each,
coinciding with the availability of Sega's Phantasy Star Online Episode I &
II. No online-enabled first-party titles were announced at the conference.

While Nintendo fights for console market, they remain the undisputed champ of
the handheld platform. The Game Boy Advance's library will expand to over 300
titles by the end of this year, including a new game by the name of Metroid
Fusion. An adaptation of the Super NES classic The Legend of Zelda: A Link to
the Past is also on the way, with a new four-player mode - as Miyamoto-san
demonstrated with representatives from Sega, Namco, and Capcom. Expect these
titles in November and December, respectively.

The GameCube game Animal Crossing will demonstrate the connectivity possible
between the console and the Game Boy Advance. Players can create their own
animal town and use the handheld to exchange data and create new clothes,
among other details.

This game will also debut the e-Reader accessory, which allows gamers to
swipe data cards through their GBA. This technology will also be employed in
adaptations of Pokemon, fusing the collectibility of the card game with the
maniac obsessiveness the video game engenders.

I would be hard-pressed to show where Nintendo is innovating and Sony isn't,
but it's hard to be as excited about new, no-name titles as it is for new
Mario, Zelda, and Metroid games. Nintendo may not release as many titles as
other companies, but their hit ratio is much higher. Though I highly value
innovation, it's only a means to an end: fun. Nintendo's track record offers
a greater assurance than Sony's that their games will be fun. And that's what
I find exciting.
_________________________________________________________________
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SEGA GAMES WIN GAME CRITICS AWARDS: BEST OF E3 2002 AND RECEIVE INDUSTRY
ACCOLADES

"SEGA Sports NFL 2K3" wins Best Sports Game "Super Monkey Ball 2" wins Best
Puzzle/Trivia/Parlor Game

SAN FRANCISCO - (June 19, 2002) - Building upon its reputation for creating
the best video game content, SEGA(R) of America, Inc. today announced "SEGA
Sports(TM) NFL 2K3" won Best Sports Game and "Super Monkey Ball(TM) 2" won
Best Puzzle/Trivia/Parlor Game in the "Game Critics Awards: Best of E3 2002,"
the independent E3 awards committee recognizing excellence at the Electronic
Entertainment Expo (E3). Additionally, SEGA's 2002 lineup continues to
receive industry accolades following E3 with Associate Chairman of the Game
Critics Awards, Geoff Keighley, calling SEGA "without a doubt one of the most
important third-party publishers" and the Dallas Morning News stating that
"SEGA had the best showing among the publishers" at E3 2002.

SEGA games have also received awards from leading video game industry Web
sites and publications. "SEGA Sports NFL 2K3" was also voted the Best Sports
Game on PlayStation(R)2 and Xbox(TM) by IGN.com. "Panzer Dragoon(TM) ORTA"
was voted among the top 10 games at E3 2002 by Electronic Gaming Monthly and
voted among the top five Xbox games of E3 2002 by GameSpot.com.

"The awards and accolades that SEGA has received following E3 2002 is
testament to the strength of SEGA's lineup across all new next generation
consoles," said Peter Moore, president and COO, SEGA of America, Inc. "With
'SEGA Sports NFL 2K3' winning multiple industry awards for Best Sports Game,
SEGA Sports is ready to take on the competition toe-to-toe this fall."

"SEGA Sports NFL 2K3" will be released starting in August 2002 for the
PlayStation(R)2 computer entertainment system, the Xbox(TM) video game system
and Nintendo GameCube(TM). "Super Monkey Ball 2" will be released this fall
on Nintendo GameCube. "Panzer Dragoon ORTA" will be released this fall
exclusively on Xbox. Artwork of SEGA games is available at
<http://segapr.segaamerica.com>.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About the Game Critics Awards
The Game Critics Awards: Best of E3 2002 is an independent committee
comprising the judges from leading print and online publications, as well as
mainstream media. It is in no way associated with the IDSA or E3 Expo
management.

(TM), (R) and the Nintendo GameCube logo are trademarks of Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Some titles have not yet been concept approved by
Sony Computer Entertainment America.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

All other trademarks are the property of their respective owners.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.

# # #
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Electronic Entertainment Expo 2002:
General Coverage & Highlights
by Ken Gagne

The console wars are raging, and the ultimate victors will be the gamers.

The combatants took their places on the field in the last two years: the Sony
PlayStation 2, the Microsoft Xbox, and the Nintendo GameCube. They stood
silently, sizing each of the other behemoths... then the first shots were
fired, a sneak attack launched earlier this month, as each console dropped in
price: the PlayStation 2 and Xbox from $300 to $200, the GameCube from $200
to $150.

Amid the deafening roars and booms of the Electronic Entertainment Expo, or
E3, held last week in Los Angeles, the battle continued as publishers
presented the software that will make or break their lineup for the rest of
the year. Retailers, developers, and members of the press were invited where
the general public was not: to view works-in-progress, bear witness to
unveilings, and take away impressions of the future of an industry large
enough to rival most other entertainment forms.

"When you distill it, this remains a very simple business," insisted Peter
MacDougall, executive vice president of sales and marketing for Nintendo of
America. "This is a business about games."

The newest comer to the gaming industry, Microsoft, is allowing third parties
to attend to that business. The company best known for Windows has the
best-defined plans for bringing their console to the online frontier. Xbox
gamers will be able to access Internet gaming for a flat rate of $49.95 a
year, which includes a microphone headset for voice communications. Online
features will be available only through broadband - Internet across DSL,
cable modem, or other high-speed means. The vast majority of America without
access to these technologies will be stranded offline.

Though Microsoft failed to complement their hardware with any stand-out games
at E3, Sega, now producing software for all consoles, will provide several
powerful and exclusive titles to the Xbox, including Crazy Taxi, Panzer
Dragoon, and Toe Jam & Earl.

One company that needn't rely so heavily on outside publishers is Nintendo of
America. This Redmond, Washington, neighbor to Microsoft has more experience
in the gaming industry than any of its competitors, and has used that storied
history to establish a lineup of strong franchises. Though the company may be
recycling the same characters they've used for years, Nintendo has developed
new styles of gameplay in which for players to experience familiar heroes.

Metroid Prime, a futuristic adventure game for the GameCube, uses a
first-person perspective, capturing the current popularity of shooting games
while retaining the classic Metroid gameplay. The Legend of Zelda also
continues on the Nintendo GameCube, drawn with an art style reminiscent of
Saturday morning cartoons. And Starfox Adventures, based on a series of
popular flying games, is now more of a 3D adventure game, similar to Zelda.

Other popular titles, such as Super Mario Sunshine and Mario Party 4, also
capitalize on these popular icons, rounding out a game lineup that will
appeal to all ages.

These series will also appear on the Game Boy Advance, with which Nintendo
has cornered the handheld gaming market. Metroid Fusion, Super Mario Advance
3: Yoshi's Island, and The Legend of Zelda: A Link to the Past will play
portable counterparts to the GameCube's flagship titles.

Nintendo is the least-focused company for putting their console on the
Internet. This fall, for $34.95, gamers can choose a broadband adaptor or
modem, allowing access across both high- and low-speed methods. Sega's
Phantasy Star Online will be the first title to use this connectivity, but
until the online model proves profitable, Nintendo itself is noncommittal
regarding their own online software plans.

In both software and hardware, Nintendo and Microsoft have an uphill battle
against the firmly-entrenched PlayStation 2 console. Sony's system launched a
year earlier than its competitors, and has used that time to build a
comprehensive software library and large installed user base.

The PlayStation 2 will be joining the online community this August when a
combination broadband adaptor and modem device launches for $39.95. Sony's
own SOCOM: U.S. Navy Seals, a team-based military action game, will be
released that same day, warranting a $59.95 price tag by including a headset
players can use to vocally communicate with their team members. Despite
Sony's willingness to accommodate the lowest common denominator of Internet
access, only broadband users will be able to play SOCOM online.

Sony is not ready to demand additional fees for online gaming, but they are
making the Internet enticing by adding online support to many of its popular
games. Twisted Metal Black Online, Tony Hawk's Pro Skater 4, and a variety of
Sega Sports will all provide online gameplay options to players.

In the more distant future, the long-awaited promise of massively-multiplayer
online role-playing games (MMORPGs) will finally reach a console. Popular
computer games Everquest and Star Wars Galaxies will both make their way to
the PlayStation 2, offering gamers the opportunity to participate in virtual
universes where every character they meet is controlled by another online
gamer. The diversity of action games, sports, and RPGs playable online will
make the PlayStation 2 a strong contender in this new market.

Sony will have its share of offline titles as well. The Getaway is set in a
realistically-simulated London, where an involving storyline develops amid
driving and shooting sequences. Hardcore gamers have often complained that
they want to play games, not watch movies; Sony's delivery of a game that
features a 100-page script and sixty minutes of spoken dialogue stubbornly
insists that the two experiences can be satisfactorily melded.

Traditionally, the video game industry has supported only two companies'
platforms at any given time. Nintendo and Sega held the limelight in the
early Nineties before newcomer Sony knocked Sega from the running. This year,
gamers have three well-supported consoles from which to choose, each with its
own unique strengths in hardware and software. Though much hype currently
surrounds the effort to make these game machines into the center of family
entertainment, especially where Internet access is concerned, they are still
game machines, and games are meant to be fun. Not all publishers will
experience success in their endeavors to capture gamers' hearts and dollars,
but all gamers will have an unprecedented opportunity to experience fun
across a variety of consoles and game genres.

To the victor go the spoils - or, in this case, the games.
_________________________________________________________________
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Electronic Entertainment Expo 2002:
Top Ten Things We Could Do Without
by Ken Gagne

The Electronic Entertainment Expo (E3) for video gamers is a mecca, but not a
heaven. The very nature of thousands of gamers presented with just as many
new toys for them to try creates a hectic atmosphere. Several years of E3s
have made me more aware and critical of these irritants. Now that I've had
time to recover from and reflect on my annual sojourn, I present in no
particular order my top ten things E3 doesn't need:

Contest lines

       Tens of thousands of people pay airfare to travel to Los
       Angeles and stay in hotels., then wait in line for hours to
       compete for a Nintendo WaveBird wireless controller. Value:
       $35. Did all their money go to travel expenses, that they can
       no longer afford this additional expense? I'd rather wait in
       line at my local retailer for five minutes than spend all that
       travelling money to wait in Los Angeles for five hours.

Unorganized masses

       There was no semblance of order to enter the Sony press
       convention as hordes of reporters attempted to register at the
       main gates. In this case, lines would've been appreciated.

Unorganized parking

       The Convention Center garage offers parking for a very
       accommodating price, but finding an available spot requires
       winding through the many twists, turns, and one-way avenues.
       Parking in an overpriced outdoor lot is less hassle.

Overpriced food

       Maybe those potential WaveBird owners are strapped for cash
       after paying the exorbitant prices demanded by Convention
       Center food vendors. Is packing a lunch considered
       unprofessional?

Continental breakfasts

       The press is spared the outrage of commercial food by receiving
       free meals from our host, the IDSA - but how about some hot
       food to boot? A few flapjacks would go a long way.

Lack of seating

       Again, the IDSA goes above and beyond to feed the press, and
       this year's lunches were the best they'd ever had. But why do
       they offer food to feed hundreds of press corps members, and
       enough chairs to seat only dozens? It's diametric to lavish the
       reporters with fine food, only to ask them to eat off the floor
       next to the garbage can.

Volume

       With every booth competing to be heard, it becomes nearly
       impossible to pick out any single sound source. Even these
       efforts are sometimes wasted, such as with Konami, who
       presented videos with dialogue drowned out by the video's own
       music. The volume isn't deafening, just indistinguishable.

Geeks

       Video games are about fun, yet E3 is also a business affair.
       While a suit and tie may be overkill, the opposite extreme of
       fanboys wearing their favorite game cartridges like necklaces
       is unnecessary as well.

Oblivious people

       E3 isn't an RPG where you can kill those who annoy you, so
       please be considerate of them instead. If someone is sitting or
       kneeling to watch a demonstration, please do not stand in front
       of her. If a photo is being taken, please do not cross in front
       of the photographer. Pretend it's a survival horror game, and
       be aware of your surroundings; anything could be a threat.

Booth babes

       Except possibly for Dead or Alive Xtreme Beach Volleyball,
       there is little relevance between the exhibiting women,
       scantily clad or not, and the games they're demonstrating. This
       showcasing demeans these women, and produces little additional
       press for the company's software. The only real result I've
       seen are web sites boasting a plethora of testosterone-dripping
       photos of their staffers enjoying the bounties of E3.

See you next year!
_________________________________________________________________
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ENTERTAINMENT INDUSTRY VETERANS LINE UP FOR "VIDEO GAMES LIVE AT THE
HOLLYWOOD BOWL"

Leading Agencies Partner With Mystical Stone Entertainment, LLC, To Promote
First Of Its Kind Event

HOLLYWOOD, CA - December 10, 2002 - Entertainment industry powerhouses are
lining up to support the highly anticipated "Video Games Live At The
Hollywood Bowl" concert taking place in spring 2003. Mystical Stone
Entertainment, LLC, has bolstered its industry's presence through
partnerships with the entertainment uber-agency Endeavor and leading
entertainment public relations firm Bender/Helper Impact. Endeavor will
spearhead several business and development initiatives for Mystical Stone
Entertainment, LLC, including broadcast rights, cross-promotional
partnerships and other strategic alliances. Bender/Helper Impact will oversee
Mystical Stone's PR machine and drive "Video Games At The Hollywood Bowl" to
the cutting edge of pop-culture awareness through its vast network of media
relations.

"These new partnerships will enable us to hit every sector within the
entertainment industry," said Tommy Tallarico, executive producer of Mystical
Stone Entertainment, LLC. "Our hopes are to change history with this upcoming
music and games festival. The entertainment and videogame expertise of both
Endeavor and Bender/Helper Impact are a big part of the effort."

This spring's "Video Games Live At The Hollywood Bowl" extravaganza is a
first of its kind concert festival celebrating the integral role of music in
video games. Recognized for being one of the industry's high-powered
dealmakers, Endeavor is best known for representing major entertainment
talent such as Ben Affleck, John Woo and David E. Kelly. Bender/Helper Impact
has created a name for itself within both the entertainment and videogames
worlds, orchestrating successful PR campaigns for Fox Home Video, Marvel
Comics, Konami of America, Codemasters and TDK Mediactive, among many others.

Drawing from a multitude of entertainment experiences and business
proficiencies, both Endeavor and Bender/Helper Impact will serve to position
Mystical Stone Entertainment, LLC, as an innovative company striving to bring
music in videogames to the forefront of the entertainment industry.

###

About Mystical Stone Entertainment, LLC.
Established in 2002 by leading game industry professionals, Mystical Stone
Entertainment, LLC, is an innovative company dedicated to promote excellence
in interactive music and sound.
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ONLINE REGISTRATION OPENS FOR ELECTRONIC ENTERTAINMENT EXPO 2003

WHAT:
General and media registration for the ninth annual E3Expo, the world's most
important trade event for the interactive    entertainment industry, is
available at http://www.e3expo.com www.e3expo.com. E3Expo 2003, "Where
Business Gets Fun," returns to Los Angeles as the launching pad for the
hottest never-before-seen entertainment and educational software, products
and technologies.

WHEN:
Online General Attendee Registration: Now until April 4, 2003
Online Media Registration: Dec. 16, 2002 - April 4, 2003
Conference Dates: May 13 - 15, 2003 (Tuesday - Thursday)
Exhibit Dates: May 14 - 16, 2003 (Wednesday - Friday)

WHO ATTENDS:
* Leading interactive entertainment professionals from around the world
including developers, software publishers, retailers, distributors, industry
executives, hardware and accessories manufacturers.
* Members of the international financial community including investment
bankers, analysts and venture capitalists.
* Worldwide electronic, print and broadcast media.

Please note:
E3Expo 2003 is a trade event, and is not open to the general public. No one
under 18 will be admitted, including infants. This policy is strictly
enforced.

WHERE:        Los Angeles Convention Center

HOW TO
REGISTER:
Industry professionals: Visit http://www.e3expo.com/ or call 1-877-216-6263.
Media: Working journalists may visit the online media center at
http://www.e3expo.com to submit a registration request. Required credentials,
as outlined on the Web site, must be emailed, faxed or mailed to complete the
registration process. Qualified media who attended E3Expo 2002 are NOT
automatically guaranteed a media badge for E3Expo 2003 and are required to
submit new credentials each year.

WHO OWNS
E3EXPO:
E3Expo, now in its ninth year, is owned by the Interactive Digital Software
Association

(IDSA), the U.S. association dedicated to serving the business and public
affairs needs of the companies publishing interactive games for video game
consoles, handheld devices, personal computers, and the Internet. IDSA
members collectively accounted for more than 85 percent of the $6.35 billion
in entertainment software sales in the U.S. in 2001, and billions more in
export sales of American-made entertainment software. For more information
about the IDSA, please visit http://www.idsa.com .

CONTACT:
Ashley Kim, mailto:ashley_kim@cohnwolfe.com
Christine Mosby, mailto:christine_mosby@cohnwolfe.com
Douglas*Cohn & Wolfe (310) 967-2900

###
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This morning I mailed the necessary credentials to register for E3, which is
being held from May 14th to 16th in Los Angeles.

I don't know if I'm actually going to the show.  In all likelihood I am, but
it gets less fun each year.  Last year I saved money by staying at a friend's
and renting a car, but it wasn't worth the time wasted on L.A.'s freeways.
Maybe this year I can resume my tradition of getting a hotel room within
walking distance of the show, so I can come and go as I please.

Anyone want to split a room with me? :)

-Ken
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LOS ANGELES, March 11, 2003 - The Interactive Digital Software Association
(IDSA) today unveiled a new comprehensive lineup of conferences and
workshops, panel discussions and special interviews which will take place at
E3Expo 2003, the world's pre-eminent interactive entertainment trade event.
The power-packed sessions will feature more than 100 industry leaders
including John Carmack, Peter Molyneux and Will Wright to name a few.

With the world of interactive entertainment rapidly evolving and expanding,
staying abreast of the latest trends and issues has become increasingly
important to all those involved in the industry. E3Expo conference
participants can pursue their individual educational objectives by
registering for one of the four themed conference tracks. Thirty-three
conference and workshop sessions will bring the best minds in the industry
together with conference participants, creating a hands-on learning
environment which is unique to E3Expo. This year, the program also will
feature new luncheon sessions, a first for the show.

"The E3Expo conference program has always been the premiere forum for
industry professionals to explore the very latest opportunities and
challenges that face our business, and the E3Expo '03 program is no
exception," said Douglas Lowenstein, president of the IDSA, the trade
association that represents U.S. computer and video game publishers and owns
E3Expo.  "Whether it be business strategies, content delivery options,
development issues, or global trends, E3Expo's conference and workshop
program offers an unparalleled opportunity for industry professionals to
learn from the leaders and sharpen their skills."

The following conference sessions will be held May 13-15, 2003, at the Los
Angeles Convention Center.

Conference Sessions
The Online & Wireless (r)Evolution
* Persistent Worlds: Toward What Future?
Moderator: Jessica Mulligan, President, The Themis Group; Panelists: Jeff
Anderson, CEO, Turbine Entertainment Software; Mark Jacobs, President, Mythic
Entertainment; Philip Rosedale,  Linden Labs

* Design Secrets: Online - USA And Asia
Panelists: Richard Garriott, Executive Producer, NCsoft; Raph Koster, Sony
Online Entertainment

* Consoles Go Online: First Semester Grades
To be determined

* Take Your Game Online: Four Case Studies
Panelists: Matt Firor, Mythic Entertainment ("Dark Age of Camelot"); Brian
Soderberg, Zipper Interactive ("SOCOM: U.S. Navy Seals"); Patrick Soderlund,
Digital Illusions ("Battlefield 1942")

* Survive The Platform Shakeout In Mobile Gaming
Moderator: Dan Scherlis, EtherPlay; Panelists: Vesa-Pekka Kirsi, Senior
Manager Games
Applications, Nokia

* Charting Change In Mobile Entertainment: For Survival And Success
Moderator: Eric Goldberg, President, Crossover Technologies; Panelists: Paul
Goode, Motorola; Mitch Lasky, CEO, JAMDAT Mobile, Inc.; Elizabeth Schimel,
AT&T Wireless

Games Go Global: The New Reality
* Big Money: How Big Ideas And Global Corporations Are Changing The Face Of
Gaming
Moderator: Amy Bernstein, Senior Editor, Business 2.0; Panelists: Philippe
Erwin, Vice President, Interactive Entertainment, Warner Bros.; Charles
Hirschhorn, CEO & Founder, G4; David Mandelbrot, General Manager/Vice
President, Media and Entertainment, Yahoo! Inc.; Ilkka Raiskinen, Senior Vice
President, Entertainment and Media, Nokia

* A Global Tour Of Top Games, Genres And Trends
Panelists: Dejian Liu, NetDragon; Starr Long, Producer, NCsoft

* John Carmack: Out of the Shadows
Moderator: N'Gai Croal, General Editor, Newsweek; Speaker: John Carmack,
Co-owner, Technical Director, id Software

* Game Gems From Asia: More Influential Than You Think
Moderator: Justin Hall, Game Culture Correspondent, Links.net; Panelists:
Joon S. Oh, Global Business Manager, CCR, Inc

* Hot Shots: Learning From The Next Generation Of Game Designers
Moderator: Greg Kasavin, GameSpot; Panelists: Mathieu Ferland, Senior
Producer, Ubi Soft/Montreal; Ted Price, President & CEO, Insomniac Games;
Harvey Smith, Project Director, ION Storm

* New Approaches To PR: The Modern Rules Of Engagement
Moderator: Anita Chabria, Los Angeles Bureau Chief, PRWeek Magazine;
Panelists: Marc Saltzman, Freelance Journalist; Tina Vennegaard, Senior Vice
President, Golin/Harris International

Effective Business Strategies for Today's Marketplace
* Reaching The New Gamer
Moderator: Jason Rubin, President and Co-founder, Naughty Dog, Inc.;
Panelists: Vince Broady, Senior Vice President, GameSpot

* Marketing Solutions For Every Budget
Moderator: Brian Baglow, Founder and CEO, Indoctrimat PR; Panelists: Liz
Allen, LucasArts Entertainment; Brent Stafford, Development Director,
Entertainment, Alliance

* Analyst Roundtable: How They Work, What They Know
Moderator: Alex Pham, Technology Reporter, Los Angeles Times; Panelists:
Alison Locke, Executive Vice President of North American Publishing, THQ;
Richard Ow, Senior Account Manager, Video Games, NPD/Funworld; Michael
Pachter, Vice President, Research Entertainment, Wedbush Morgan Securities;
Simon Price, International Data Group; Edward Williams, Gerard Klauer
Mattison

* Start-Up Summit: How To Market Your Talent And Focus Your Business Strategy
Moderator: Aaron Loeb, Producer, Planet Moon Studios; Panelists: Jeff Butler,
Vice President, Sigil Games Online; Tim Morten, CEO, Savage Entertainment;
James Schmalz, Founder and Creative Director, Digital Extremes

* Taking A Lesson From The Boom In Sports Games
Panelists: John Schappert, Vice President & General Manager, Electronic Arts;
Greg Thomas, Vice President, Product Development, Sega of America/Visual
Concepts

* Grow Your Career In The Game Industry
Moderator: Jason Della Rocca, Program Director, IGDA; Panelists: Karthik
Bala, Vicarious Visions

Game Development: What Works
* Hired Guns: The New Talent Pool And How To Fit In
Moderator: Noah Falstein, President, The Inspiracy; Panelists: Nick deSemov,
Art Director, A-Wake Productions; Ken Goldstein, Executive Vice President and
Managing Director, Disney Online; American McGee, Chief Creative Officer,
Carbon6 Entertainment

* Music Matters
Moderator: Joe D'Angelo, MTV News; Panelists: Germaine Gioia, Vice President
Licensing, THQ, Inc.; Rob Gordon, Capital/EMI; Courtney Holt, Executive Vice
President-Marketing, Interscope Geffen A&M Records; Steve Schnur, WW
Executive of Music, Creative Vice President,
Electronic Arts

* Sneak Peeks: Taking The Wraps Off The Hottest New Titles
Moderator: Geoff Keighley, Editor, GameSlice.com; Panelists: Neil Young, Vice
President & Executive in Charge of Production, Electronic Arts

* Game AI Update: New Ways Of Engaging the Player
Moderator: Richard Rouse III, Lead Designer, Surreal Software; Panelists:
Doug Church, Game Designer, IONStorm/Austin; Richard Evans, Lionhead Studios;
Brian Reynolds, President, Big Huge Games

* Tap the High-Tech Pulse Of Gaming
Panelists: Kim Pallister, Intel; Fred Swan, Director, Marketing, Logitech

* New Hooks In Gaming
Moderator: David Kushner, Journalist; Panelists: David Jones, Real Time
Worlds; Peter Molyneux, Managing Director, Lionhead Studios; Will Wright,
Designer, Maxis/EA

In addition to conferences, the following nine in-depth workshops will be
offered.

Workshop Sessions

* Read The Marketplace For Added Profit
Moderator: Michael Gartenberg, Vice President and Research Director, Jupiter
Media Metrix;
Panelists: Carolyn Feinstein, Vice President of Marketing Communications,
Electronic Arts;
Bill Fulton, User Testing Manager, Microsoft; Scott McDaniel, Vice President
Marketing & Public Relations, Sony Online Entertainment; Tobi Saulnier, Vice
President, Product Development, Vicarious Visions

* The Design Document: Necessary, Necessary Evil Or Not Needed
Moderator: Randy Angle, President/Creative Director, Pronto Games; Panelists:
Haden Blackman, LucasArts Entertainment; Marc LeBlanc, Sega of America/Visual
Concepts;
Carly Staehlin, Design Manager, Ncsoft

* Smart Games Break Out
Panelists: Barbara Hayes-Roth, CEO, Extempo Systems; Randy Hinrichs,
Microsoft; Michael Macedonia, CTO, U.S. Army; Jesse Schell, Professor
Entertainment Technology, Carnegie Mellon University

* Working Smart: Understanding The Decision-Making Process At The Highest
Levels
Moderator: Dean Takahashi, Staff Writer, San Jose Mercury News; Panelists:
Paul Baldwin, Eidos Interactive; Frank Gibeau, Senior Vice President North
America Marketing, Electronic Arts; Lorne Lanning, President and Creative
Director, Oddworld Inhabitants; Ray Muzyka, Joint CEO/Co-Executive Producer,
BioWare Corp.

* Use The Web To Publish, Market And Protect Your Game
Moderator: Chris Kantrowitz, CEO, The Groove Alliance; Panelists: Alex St.
John, CEO & Co-founder, WildTangent; Jeff Tunnell, Garage Games

* Pitching Your Game Idea Or Studio's Expertise: The New Rules
Moderator: Trent Ward, Senior Producer, Digital Eclipse; Panelists: Seamus
Blackley, Capital Entertainment Group, Inc.; Tom Frisina, Vice President &
General Manager, Electronic Arts; Alex Garden, Chief Executive Officer, Relic
Entertainment; James Regan, Director - Business Development, Ubi Soft

* Persistent World Overview: Where The Bar Is Now
Moderator: Rob Levine, Wired Magazine; Panelists: David Cohen Corval,
President, Producer, Editorial Director, NEVRAX; Brad McQuaid, President &
CEO, Sigil Games Online; Richard Vogel, Sony Online Entertainment

* Funding Tip Sheet: Strategies For Tapping Into Today's Money Stream
Moderator: Donald Karl, Partner, Perkins Coie LLP; Panelists: Mark Long,
Co-founder & Co-CEO, Zombie Studios; Gene Mauro, CEO, Capital Entertainment
Group, Inc.; Bruce McMillan, Executive Vice President, Worldwide Studios,
Electronic Arts

* Mobile Game Hit List: What Makes Them So Good
Moderator: Matthew Bellows, President, Wireless Gaming Review; Panelists:
Stephane Vergneres, Games Product Manager, In-Fusio

Registration Information
Attendees can register for these workshops and conferences by logging on to
http:\\www.e3expo.com , where daily schedules and additional information
about the conferences are posted. The Web site also contains general
registration information for the show, which takes place May 14-16.

E3Expo, now in its ninth year, is owned by the Interactive Digital Software
Association (IDSA), the U.S. association dedicated to serving the business
and public affairs needs of the companies publishing interactive games for
video game consoles, handheld devices, personal computers, and the Internet.
IDSA members collectively account for more than 90 percent of the $6.9
billion in entertainment software sales in the U.S. in 2002, and billions
more in export sales of American-made entertainment software. The IDSA offers
services to interactive entertainment software publishers including a global
anti-piracy program, owning the Electronic Entertainment Expo trade show,
business and consumer research, government relations and First Amendment and
intellectual property protection efforts.

E3Expo is a trade event, not open to the general public. Only working
journalists with qualified media outlets will be eligible to register for
media badges. No one under the age of 18 will be admitted, including infants.
This policy is strictly enforced.

# # #
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                 E3Expo 2003 Surpasses Key Milestones
   World's Leading Computer and Video Game Trade Event Sees Growth

LOS ANGELES--April 17, 2003--Reflecting the Electronic Entertainment Expo's
(E3Expo) position as the world's leading venue for interactive entertainment
products, E3Expo show management today announced that the event is on track
to surpass key exhibit space and registration milestones from the prior year.

To date, E3Expo 2003 has sold approximately 515,000 net square feet of
exhibit space, the largest amount of space sold since 2000. This year's show
is on track to host more than 400 exhibitors, including 163 new exhibiting
companies, and has also seen growth in the number of qualified pre-registered
general attendees, with pre-registration numbers exceeding those seen at the
same time in 2002. The show, now in its ninth year, is scheduled May 14-16 at
the Los Angeles Convention Center.

"Given a global environment in which concerns about war, disease, and the
economy are affecting just about everything, it is striking that the current
outlook for E3Expo 2003 is so robust," said Douglas Lowenstein, president of
the Interactive Digital Software Association (IDSA), the trade association
that represents U.S. computer and video game publishers and owns E3Expo. "In
my view, this reflects the fact that interest in the computer and video game
industry and its future remains exceptionally high, and the recognition that
attendance at E3Expo is essential for anyone with a stake in this growing
business."

An invaluable forum for industry professionals seeking to learn more about
the business, E3Expo 2003 will offer an unparalleled panel of 100 industry
leaders who will share their knowledge during 33 educational conference
sessions and workshops.

E3Expo is owned by the Interactive Digital Software Association
(IDSA), the U.S. association dedicated to serving the business and public
affairs needs of the companies publishing interactive games for video game
consoles, handheld devices, personal computers, and the Internet. IDSA
members collectively account for more than 90 percent of the $6.9 billion in
entertainment software sales in the U.S. in 2002, and billions more in export
sales of American-made entertainment software. The IDSA offers services to
interactive entertainment software publishers, including a global anti-piracy
program, owning the Electronic Entertainment Expo trade show, business and
consumer research, government relations, and First Amendment and intellectual
property protection efforts.

E3Expo is a trade event, not open to the general public. Only working
journalists with qualified media outlets will be eligible to register for
media badges. No one under the age of 18 will be admitted, including infants.
This policy is strictly enforced.
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POWERFUL E3 LINEUP TO INCLUDE SIX NEW BLOCKBUSTER TITLES

San Francisco, CA - April 17, 2003 - Ubi Soft Entertainment, one of the
world's leading video game publishers, today announced that its 2003
Electronic Entertainment Expo (E3) lineup will feature an outstanding
selection of diverse titles for all platforms. Particularly in the spotlight
this year, six blockbuster games are expected to wow fans and rack up record
sales:

        Beyond Good & Evil(tm): Based on an original idea by Michel Ancel and
developed by Ubi Soft's in-house studios, this title blends an ambitious,
fluid new gaming experience with an epic storyline. Its Jade engine ensures
that players benefit from the most advanced technologies available in the
industry today.

        Far Cry(tm): This cunningly detailed action shooter - which boasts a
meticulously designed, next-generation Far Cry engine - pushes the boundaries
of virtual combat to shocking new levels.

        Prince of Persia: The Sands of Time: Developed in-house, the latest,
highly anticipated title in the world-renowned Prince of Persia series is a
technological breakthrough that promises to change the entire concept of
action-adventure gaming.

        Tom Clancy's Rainbow Six 3(tm): Developed by Ubi Soft's Montreal
studio, this Xbox(tm) title immerses the player like never before with its
squad-based gameplay and voice-activated commands. Gamers will be able to
play together thanks to advanced online multiplayer capabilities.

        Uru(tm): Ages Beyond MYST(R): Ubi Soft's forward-looking strategy for
its Myst(R)  franchise will be visible with this game, a single-player
experience that can be enriched with online content.

        XIII: Based on the comic license of the same name, this first-person
shooter's original, graphic novel style, action-packed gameplay and
intriguing storyline all come together seamlessly thanks to the combined
talents of Ubi Soft's in-house production teams.

"We've poured a lot of creative energy into each of these titles and can't
wait to show them off at E3," says Yves Guillemot, Ubi Soft's president and
CEO. "There is no doubt that 2002 was a fantastic year for Ubi Soft. Now,
with our new E3 lineup, it's clear that 2003 is going to be even better! Each
of the games that we'll be showcasing this year demonstrates our ongoing
commitment to bring players the best in interactive entertainment."

Ubi Soft's E3 booth will be located at #1046, South Hall in the Los Angeles
Convention Center. For more information, visit our special E3 Web site at
http://e3-2003.ubisoft.com/ <http://e3-2003.ubisoft.com/>

(C) 2003 Ubi Soft Entertainment. All Rights Reserved. Beyond Good & Evil, Ubi
Soft and the Ubi Soft logo are trademarks of Ubi Soft Entertainment in the US
and/or other countries.

(C) 2003 Crytek Studios. All Rights Reserved. Published by Ubi Soft
Entertainment. Far Cry, is a trademarks of Ubi Soft Entertainment in the US
and/or other countries.

Prince of Persia is a trademark of Jordan Mechner.
(C) 2003 Red Storm Entertainment. All Rights Reserved. Rainbow Six Red Storm
and Red Storm Entertainment are trademarks of Red Storm Entertainment in the
US and/or other countries. Red Storm Entertainment, Inc. is a Ubi Soft
Entertainment company.

(C) 2003 Cyan Worlds, Inc. Published by Ubi Soft Entertainment, S.A. All
rights reserved. Uru (TM), Cyan(R), and Myst(R) are trademarks of Cyan, Inc.
and Cyan Worlds, Inc. under license to Ubi Soft Entertainment.

(C) 2002 VANCE-VAN HAMME-DARGAUD BENELUX (Dargaud-Lombard s.a.)  All other
trademarks are the property of their respective owners.

About Ubi Soft(R) Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises.  Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com>.
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            OVER 1,300 NEVER-BEFORE-SEEN INTERACTIVE GAMES
                 AND PRODUCTS TO LAUNCH AT E3EXPO 2003

         New Exhibitor Survey Provides Preview of Computer and
                        Video Games Being Shown

LOS ANGELES - April 24, 2003 - Leading interactive entertainment companies
from around the globe will converge at the 2003 Electronic Entertainment Expo
(E3Expo) next month to unveil more than 1,350 never-before-seen computer and
video games and related products, according to data from the E3Expo 2003
Exhibitor Survey. Survey data, which was released today by the show's owner,
the Interactive Digital Software Association (IDSA), indicates that 83
percent of all products being shown at this year's E3Expo will be in stores
in time for consumers to purchase during the 2003 holiday season.

"Interactive entertainment continues to flourish and captivate people of all
ages and interests, and E3Expo provides an important preview of what they
will be playing this holiday season and beyond," said Douglas Lowenstein,
president of the IDSA, the trade association representing U.S. entertainment
software publishers. "The fact that E3Expo is the preferred product launch
venue for the global computer and video game industry, with over 1,300 new
products being introduced this year, demonstrates that industry professionals
know that the show is not only `where business gets fun,' but also `where
business gets done.'"

Ninety-three percent of all exhibitors responded to the survey, which asked
participants to provide details on ten products they will be showing at
E3Expo 2003. The survey found that the products to be showcased reflect the
popularity of platforms such as video game consoles and computers, as well as
interest in other platforms such as handheld game devices and cellular
phones. Specifically, of the never-before-seen game titles surveyed:

-- 57.3 percent will be for video game consoles;
-- 26.7 percent will be for personal computers;
-- 8.6 percent will be for handheld game devices;
-- 4.7 percent will be for PDAs, wireless phones and other;
-- 2.6 percent will be online/Internet games.

Exhibitors also reported that they will be showing products that are targeted
at avid game players, as well as offering a broad range of products that are
aimed at a mass market audience. Continuing trends of the last several years,
games on display will appeal to men and women and young and old alike.
According to survey respondents, reported never-before-seen game titles shown
at E3Expo will cover game categories such as:

-- Action games (20.3 percent);
-- Sports and Driving games (15.5 percent);
-- Role Playing games (11.7 percent);
-- Strategy games (8.3 percent);
-- Adventure games (8 percent);
-- Child and Family games (5.1 percent);
-- Educational/ Edutainment games (4.8 percent);
-- Simulation games (2.9 percent).

Interactive products making their debut at E3Expo 2003, scheduled for May 14
- 16 at the Los Angeles Convention Center, will be spotlighted in the "First
Looks" program. Participating First Looks exhibitors will be designated in
the E3Expo exhibit guide, the E3Expo Show Daily, www.e3expo.com and on the
exhibit floor beginning May 14.

E3Expo, now in its ninth year, is owned by the Interactive Digital Software
Association (IDSA), the U.S. association dedicated to serving the business
and public affairs needs of the companies publishing interactive games for
video game consoles, handheld devices, personal computers, and the Internet.
IDSA members collectively account for more than 90 percent of the $6.9
billion in entertainment software sales in the U.S. in 2002, and billions
more in export sales of American-made entertainment software. The IDSA offers
services to interactive entertainment software publishers including a global
anti-piracy program, owning the Electronic Entertainment Expo trade show,
business and consumer research, government relations and First Amendment and
intellectual property protection efforts.

E3Expo is a trade event, not open to the general public. Only working
journalists with qualified media outlets will be eligible to register for
media badges. No one under the age of 18 will be admitted, including infants.
This policy is strictly enforced.
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The musical event outlined in message 56 in this topic has been delayed until
2004.
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Booth #2216/West Hall

SEGA ANNOUNCES STELLAR VIDEO GAME LINEUP TO BE FEATURED AT ELECTRONIC
ENTERTAINMENT EXPO 2003

Sonic The Hedgehog's Multi-platform Debut and All-New 2K4 Sports Titles Lead
Blockbuster Lineup

SAN FRANCISCO - (April 28, 2003) - Illustrating its power as an independent
content publisher, SEGA(R) today announced its fall and winter lineup of
nearly 20 entertainment and sports games to be featured at the Electronic
Entertainment Expo (E3) 2003. SEGA's E3 2003 lineup features a bold and
diverse array of titles for the PlayStation(R)2 computer entertainment
system,
the Xbox(R) video game system from Microsoft, Nintendo GameCube(tm) and the
Game Boy(R) Advance.

The SEGA entertainment lineup features a thrilling blend of action,
adventure and platform games, including the historic multi-platform debut of
Sonic The Hedgehog(R) in "Sonic Heroes(tm)," the return of several classic
SEGA franchises such as "Altered Beast(tm)" and "Vectorman(tm)," and the
first new platform game and character from Sonic's legendary creator, Yuji
Naka, since the SEGA Saturn(tm) era -- "Billy Hatcher and the Giant
Egg(tm)."

SEGA's 2K4 sports series is back with an all-new look and feel ready to
compete for top honors. Packed with gameplay and visual enhancements, the
2K4 series has been completely redesigned including a new interface and
enhanced integration with ESPN, The Worldwide Leader in Sports. SEGA's 2K4
lineup includes new gameplay mechanics and revolutionary features that will
continue to raise the bar for traditional sports video games by delivering
an unprecedented level of immersive gameplay further blurring the boundaries
between realism and entertainment.

"With an impressive lineup of world-class entertainment and sports titles,
SEGA's E3 2003 showing is testament to our legendary properties and
franchises and the strength of our world-renowned development talent," said
Tetsu Kayama, president and CEO, SEGA of America, Inc. "With an enormous
catalog of iconic character-driven franchises and a completely redesigned
2K4 sports series, SEGA is committed to delivering industry leading content
across all platforms in 2003 and beyond."

SEGA's lineup of entertainment games to be featured at E3 includes but is
not limited to:

* "Sonic Heroes(tm)" (PlayStation 2, Nintendo GameCube, Xbox): SEGA's
legendary mascot Sonic The Hedgehog makes his historic PlayStation 2 and Xbox
debut! In "Sonic Heroes," Sonic embarks on his biggest adventure ever, with
his trademark blazing speed and a new gameplay twist. Sonic and his friends
have evolved, adopting a configuration feature that allows gamers to control
three playable characters simultaneously, using Sonic's speed, Knuckles'
power, and Tails' ability to fly, to conquer massive worlds. This team-based
gameplay marks the next evolution in Sonic's gaming career, taking platform
gaming to a completely new level. Using the three formations and the powerful
moves that each team member has, Sonic and his friends combine forces to
battle the ultimate evil.

* "Billy Hatcher and the Giant Egg(tm)" (Nintendo GameCube): Sonic The
Hedgehog creator Yuji Naka and SONICTEAM return with their first all-new
platform game since the SEGA Saturn era! Darkness has fallen upon a
once-magical land. An evil King who seeks to rule with an everlasting night
has captured the creatures that inhabit this realm. Now, a young boy must use
the powers of a legendary suit to control special eggs in order to restore
light to the land. Gamers will collect special eggs, use them to solve
puzzles and nurture them with items found by exploring the world. Gamers will
be able to hatch the eggs and discover magical creatures with a variety of
skills, introducing a strategic planning element to the combat and puzzles.
It's up to Billy Hatcher to return light to the land!

* "Vectorman(tm)" (PlayStation 2): Gamers become Vectorman, a veritable
walking arsenal, on an epic campaign to free his land from an oppressive
robotic dictator, Volt, bent on galactic conquest. The game's dark storyline
is packed with explosive combat and vast opportunities for exploration.
Vectorman has all the resources he needs to take on Volt's evil minions
including an arsenal of powerful weapons and upgrades. With a focus on player
freedom, "Vectorman's" game design encourages players to explore the world at
large and utilize any number of different combat strategies. Whether they
prefer the direct approach of guns-blazing action, or a more cerebral type of
combat composed of sniping and full use of the environment, "Vectorman" will
not disappoint. [This title is not yet concept approved by Sony Computer
Entertainment America]

* "Headhunter(tm): Redemption" (PlayStation 2): "Headhunter: Redemption" is
the gripping story of Jack Wade, a veteran Headhunter keeping order in a
futuristic world overrun with unchecked consumerism, vicious organized crime
and mind-controlling mass media. When Jack and his protege, the sassy,
streetwise Leeza X, stumble upon an arms smuggling operation that threatens
the status quo, they must work together to deliver an oblivious world from
impending catastrophe, confronting their darkest fears beneath a chilling
shroud of evil that blankets the city. [This title is not yet concept
approved by Sony Computer Entertainment America]

* "Otogi(tm) - Myth of Demons" (Xbox): Set in ancient Japan and steeped in
real-life folklore and mysticism, "Otogi - Myth of Demons" is the story of
Raiko, an undead warrior who must stop a ferocious demonic army that has been
unleashed upon the Earth. As a long-forgotten doomsday myth materializes,
Raiko must quickly master more than 30 weapons and 12 varieties of magic to
dispatch endless hoards of demon warriors, massive boss characters and
everything else that gets in his way.

* "Sega GT Online(tm) (Xbox): Bringing all the thrills of the most realistic
driving game for Xbox online via Xbox(tm) Live, "Sega GT Online" will allow
up to six gamers to put their cars - and their skills - to the ultimate test
against thousands of gamers from around the country. A blend of deep
simulation detail and high-octane arcade action, "Sega GT Online" challenges
gamers to qualify for licenses, compete in a series of increasingly
competitive races and earn money to soup up their rides and buy newer, more
powerful cars. Players can then fine-tune nearly every aspect of their car's
performance - from the muffler and brakes to the suspension, body weight and
tires, before hitting the online racing circuit.

* "Altered Beast(tm)" (PlayStation 2): As a special military operative, you
are sent to investigate a deadly genetic outbreak in a small West Coast town.
Hunted by unspeakable horrors and haunted by your past, you soon discover
that in order to overcome evil, you must become more than evil. The only
thing that can save you is your darkest power, the ability to transform into
a variety of powerful beasts. As you defeat wave after wave of failed genetic
experiments, the line between human restraint and primal instinct will blur,
until nothing is left but the savage desire to uncover the true nature of the
beast. Explore your inner demons. Unleash your fury. Alter your reality.
[This title is not yet concept approved by Sony Computer Entertainment
America]

* "Virtua Fighter(tm) 4 Evolution Greatest Hits" (PlayStation 2): More than
500,000 beatings can't be wrong ...SEGA's best-selling fighting game gets a
major graphical and gameplay upgrade in "Virtua Fighter 4 Evolution." But as
any Darwinist will tell you, Evolution is not about looks - it's about the
survival of the fittest. Stakes are raised as players throw-down against
aggressive, highly-tuned A.I. opponents modeled after the top players from
the arcades of Japan, with new exceptionally detailed arenas, more than 1,500
new costume items and two all-new characters hungry for their place at the
top.

* "Phantasy Star Online(tm) Episode III: C.A.R.D. Revolution"
(Nintendo GameCube): "Phantasy Star Online Episode III: C.A.R.D. Revolution"
expands the "Phantasy Star Online" (PSO) universe, offering a new style of
strategic combat. Combining the excitement of card collection and deck
settings with team-based battle tactics, PSO Episode III allows users to chat
in the lobby about status upgrades and tactics, and then journey to the
planet surface to engage in strategic combat using a turn-based Card system.
The game continues the story arc of the previous PSO games, as players once
again become Hunters and explore the mysteries of the planet Ragol. Featuring
both online and offline play, as well as multiplayer modes, PSO Episode III
adds new content and players to the ever-growing PSO community.

* "Virtual On Marz(tm) (PlayStation 2): Mech combat meets street brawling in
this lightning-fast weapon-intensive arena-based Battle Royal. As a member of
"Marz," a Robotic Special Forces unit, players are thrust into the pilot's
seat of a giant mech known as a Virtuaroid (VR), an immensely capable machine
built specifically for combat. Through a variety of missions on various
planets, players set out to defeat enemy VRs, locate new areas, attack enemy
locations, defend allied bases, attack enemy convoys, and fight alongside
other VRs in explosive two-on-two battles.

* "Dororo (working title)" (PlayStation 2): "Dororo" is a modern day action
epic adapted from the classic manga by Osamu Tezuka (Astro Boy). Like the
original manga the game follows the adventures of Hyakkimaru, a samurai
haunted by a shocking secret, who is on a quest to uncover his past and
regain his humanity. Players can choose to battle with various weapons such
as blades embedded inside Hyakkimaru's arms, a bazooka hidden inside his leg,
or weapons that are found during the course of the adventure. "Dororo"
delivers the ultimate Samurai fighting experience with intense 3D action from
one of Japan's most famous storytellers. [This title is not yet concept
approved by Sony Computer Entertainment America]

* "Kunoichi (working title)" (PlayStation 2): A rift to the demon realm has
placed Tokyo in great peril. As Kunoichi, a deadly female ninja, you are
charged with the task of collecting the scattered pieces of a legendary
weapon while dispatching a relentless army of powerful demonic foes. [This
title is not yet concept approved by Sony Computer Entertainment America]

* "Sonic Adventure(tm) DX Director's Cut" (Nintendo GameCube): Sonic The
Hedgehog returns in one of his most popular blockbusters in a special
"Director's Cut" edition for the Nintendo GameCube! The original "Sonic
Adventure(tm)" returns with enhanced graphics and more than five hours of new
gameplay for the Nintendo GameCube. "Sonic Adventure DX Director's Cut"
includes an all-new Mission Mode featuring more than 50 missions for gamers
to discover. Sonic fans will be able to explore new hidden areas throughout
the game - adding a whole new twist to the original.

* "Sonic Pinball Party(tm)" (Game Boy Advance): It's time to get the party
started right with "Sonic Pinball Party" for the Game Boy Advance. Sonic The
Hedgehog returns to the Game Boy Advance, with the ultimate handheld pinball
experience, delivering fresh pinball boards filled with SONICTEAM characters
and a huge assortment of multiplayer party games. With SONICTEAM characters
from "Sonic The Hedgehog(R)," "Samba de Amigo(tm)" and "Nights(tm)," "Sonic
Pinball Party" challenges players to shoot, tilt, and flip their way through
a slew of pinball boards, lightning fast mini-games and party games that
promise to give gamers the pinball fix they've been craving!

* "Sonic Battle(tm)" (Game Boy Advance): "Sonic Battle" brings furious combat
action to the Game Boy Advance, as Sonic and his friends set out to determine
which one of them is really the best fighter! Choose from eight characters
such as Sonic, Tails, and Knuckles, each with their own strengths and
weaknesses. Choose the arena, set the rules, customize your special attacks,
and then engage in non-stop battles. Up to four friends can link their
systems together using the Game Boy Advance Game Link(R) cable for team
battles, and then combine special attacks into devastating combos! If you
prefer to battle solo, work through the Story Mode to develop your own AI
fighting partner. Either way, "Sonic Battle" is the ultimate showdown between
Sonic and his friends.

SEGA's 2K4 sports lineup to be featured at E3 includes but is not limited to:

* "NFL 2K4" (PlayStation 2, Xbox): "NFL 2K4" hits the line hard, challenging
the conventions of football video gaming once again, with a fresh new
experience that will put gamers right into the action. Enter a new world of
ESPN integration, bringing you behind the scenes and into a captivating
environment of new presentation schemes. A new play calling system makes it
easy for gamers to navigate through menus, while more than 1,000 new
animations and enhanced moves give "NFL 2K4" a new level of realism that is
unmatched. Playable online and ready for the season to begin, "NFL 2K4" is
destined for greatness.

* "NBA 2K4" (PlayStation 2, Xbox): "NBA 2K4" advances to the next level of
the game with a blowout of new and innovative gameplay improvements.
Replicating the quickness and athleticism of the NBA like no other basketball
video game, "NBA 2K4" rises to the top with online play, an all-new franchise
mode, redesigned player models and arenas and hundreds of new animations
including highlight-reel dunks. An unrivaled telecast presentation brings
this all to life with a more dynamic production that only ESPN can deliver.

* "NHL 2K4" (PlayStation 2, Xbox): "NHL 2K4" emerges with new levels of
realism and detail, not yet seen before in hockey video games. Experience the
complete NHL environment from the real-time reflections of the arenas on ice
to the lifelike appearances of the NHL pros -- no detail has been spared. Add
to this a polished gameplay engine with adaptive AI and a variety of new
modes, including online play for both the PlayStation 2 and Xbox. A
remarkably authentic ESPN presentation system completes this package, making
"NHL 2K4" the enforcer this season.

* "NCAA College Basketball 2K4" (PlayStation 2, Xbox): "NCAA College
Basketball 2K4" truly embodies the tradition, pageantry, and purity of
college hoops. This year, the game features dramatic enhancements including
all-new player models, redesigned school-specific arenas, an expanded Legacy
mode, more than 100 fight songs and mascots, the ability to create teams and
players and customizable gameplay sliders to adjust the game to your
preferred style of play. Along with an all-new ESPN presentation format and
online play for the PlayStation 2 and Xbox, "NCAA College Basketball 2K4"
delivers the complete college hoops experience.

Information and screen shots for the above titles are available for download
at http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Visual Concepts Entertainment and SEGA's 2K4 series SEGA's 2K4 series
will debut from Visual Concepts Entertainment, SEGA's sports center, which
has taken on an expanded role including full development and marketing
responsibilities for all of SEGA's sports titles. In doing so, Visual
Concepts Entertainment has also formed key alliances with other leading
development houses, Kush Games and Blue Shift, Inc.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (tm),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

###

 ------------
Category 7,  Topic 5
Message 65         Tue Apr 29, 2003
KGAGNE [Ken]                 at 04:39 PDT

HOLY @*#$  -Ken!

May 14 - Buena Vista Games, 2:00-4:00p.m. -- Don't miss the TRON Reunion
celebrity autograph signing at the Buena Vista Games booth (South Hall 924).
Bruce Boxleitner, Cindy Morgan, Steven Lisberger and Richard Taylor, talent
from the original TRON film, reunite for a signing session at E3Expo. All are
available before the event for one-on-one interviews.

 ------------
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Message 66         Wed Apr 30, 2003
KGAGNE [Ken]                 at 12:28 PDT

SQUARE ENIX U.S.A., INC. TO UNVEIL EPIC NEW ROLE PLAYING GAMES
AT THE ELECTRONIC ENTERTAINMENT EXPO, MAY 14 - 16

LOS ANGELES, Calif., April 30, 2003 - Square Enix U.S.A., Inc. ("Square Enix
U.S.A."), publisher of Square EnixT products in North America, today
announced its Electronic Entertainment Expo (E3) lineup of new video game
releases for multiple gaming platforms. All of the games will be on display
at the Square Enix U.S.A. booth (#624) in the South Hall of the Los Angeles
Convention Center.

Making its first E3 appearance since the recent merger between Square and
Enix, Square Enix U.S.A. is poised to take role-playing games (RPGs) to the
next level with a variety of innovative titles. The new company will continue
its efforts to elevate the popularity of RPGs worldwide. The highly
anticipated FINAL FANTASY(R)XI, the company's first venture into online
gaming, will make its North American debut for the PlayStation(R)2 computer
entertainment system and the PC. The company will bring several high caliber
role-playing games to the North American market - UNLIMITED SagaT, FINAL
FANTASY(R)X-2, STAR OCEANT Till the End of Time and DrakengardT - all for the
PlayStation 2. In addition, Square Enix U.S.A. will showcase FINAL FANTASY(R)
CRYSTAL CHRONICLEST for the Nintendo GameCubeT, and FINAL FANTASY TACTICST
ADVANCE and SWORD of MANAT for the Game Boy(R) Advance.

Online Entertainment for the PlayStation 2 and Windows(R)
FINAL FANTASY XI
FINAL FANTASY XI is the first massively multiplayer online role-playing game
(MMORPG) and latest installment for the world-renowned series. FINAL FANTASY
XI is a cross-platform, cross-continent MMORPG, allowing players to connect
to the same exact world whether they are playing on a PlayStation 2 or a PC.

The title showcases the same award-winning visual content, innovative game
play and emotional storyline that has made the FINAL FANTASY series one of
the most popular video game series in the world, selling over 44 million
units worldwide to date. FINAL FANTASY XI incorporates the features the
franchise has become known for and has those elements constantly evolve in
its ongoing adventure. Players will be able to unite in the world of
"Vana'diel" where they can create characters choosing from a variety of
races, facial features, size, hair styles and colors, play at their own pace,
form parties with other players and embark on multiple adventures through
vast environments.

In FINAL FANTASY XI, players become immersed in an expansive, original story
that includes quests and boss battles. They can participate in missions
either alone or with other party members and acquire skills such as alchemy,
leatherworking, jewel crafting, fishing and many more. Various communications
tools have been incorporated into FINAL FANTASY XI to assist communication
between players, including easy-to-learn chat and messaging systems. Whether
it be cross platform or cross continental, players can communicate and
interact with each together simultaneously to create a new history for the
world of Vana'diel.

Square Enix U.S.A. recently announced the public beta test program for FINAL
FANTASY XI. The beta program is scheduled to begin in June for the
PlayStation 2 and July for Windows. Selected testers will have a chance to
explore the world of Vana'diel in FINAL FANTASY XI prior to its release. This
title is rated "T" (Teen).

PlayStation 2 Titles
UNLIMITED Saga
UNLIMITED Saga, the first title in the legendary series for the PlayStation
2, elevates the genre to new heights with eclectic art styles, sophisticated
game play structure and fuses traditional animation and advanced computer
technology into one game.

The story is uniquely told and played through the eyes of seven different
protagonists, each with their own motivations for seeking the seven grand
menaces. Each protagonist follows their enemy to the Seven Wonders, a group
of structures shrouded in mystery. However, they are not aware that the
antagonists are seeking to obtain the power of the Seven Wonders for their
own incentives. Legends say long absent Gods lie within them and their
release will trigger a rebirth of the Golden Age. Fates cross in a town
during the hustle and bustle of a festival.

Advanced game play features in UNLIMITED Saga include the "Free Scenario" and
"Map Movement" systems, providing for the most open-ended adventure possible
and allowing players to focus on the core of the RPG experience: Discovery
and Growth. Also included are a unique character development system,
breathtaking hand-illustrated visuals, as well as a new form of animation
named "Sketch Motion." UNLIMITED Saga completely supports 5-channel sound
through out the entire game, using Dolby Laboratories' latest technology,
Dolby Pro Logic(R)II. UNLIMITED Saga will be released June 2003. This title
is rated "T" (Teen).

FINAL FANTASY X-2
FINAL FANTASY X-2 is the first sequel in the long respected series. This
sequel keeps the familiar environment fresh with the inclusion of a newly
created battle system. The first female-led FINAL FANTASY, it combines an
experience that is both light-hearted and melancholy fueled by a tragic story
of unrequited love and dark secrets.

Two years after Yuna's fateful journey to defeat Sin in FINAL FANTASY X, the
once chaotic world of Spira has gone through a massive transformation,
entering a period of "Eternal Calm." Despite the Calm, Yuna's heart is empty
and longs for her lost friends. When she obtains a mystical sphere that
contains imagery of what might be the Blitzball player she thought was gone
forever, Yuna is driven to seek the truth behind what she has seen.

Incorporating a completely revamped battle system, new job classes, diverse
looks for the leading female characters, renovated maps and enhanced
character development systems, FINAL FANTASY X-2 promises to deliver a fresh
new look. FINAL FANTASY X-2 will be released this fall. This title is rated
"T" (Teen).

STAR OCEAN Till the End of Time
STAR OCEAN Till the End of Time is the first title in the science-fiction RPG
series for the PlayStation 2. Building on the first-rate concepts of its
prequels, STAR OCEAN fully utilizes the technological capabilities of the
PlayStation 2, incorporating gorgeous cinematic sequences and an unparalleled
real-time battle system.

Set in 772 (space calendar), four hundred years after the battle with the
"Ten Wise Men," players follow protagonist Fate Linegod in his quest to find
his loved ones after a sudden attack on the resort planet of Hida by an
unknown space military.

The advanced real-time battle system allows for players to move freely around
the 3D field as well as choose which of the three party members they want to
control. Fully polygonal graphics create a spectacular, detailed world that
can now be explored in detail. Dolby Pro Logic(R)II will allow players to
hear nuances such as the approaching footsteps of an enemy. STAR OCEAN Till
the End of Time will be released spring 2004. This title is not yet rated.

Drakengard
Cast in a chaotic world of dragon pacts and warfare, Drakengard combines
unique action RPG elements into a profoundly tragic saga. Developed by team
members from blockbuster titles such as Resident Evil(R) Code: Veronica, the
Bust-a-Groove(R) series and Ace Combat(R), Drakengard seeks to immerse the
player in an all-new gameplay experience, combining reality and
interactivity.

Drakengard tells the tale of love, lore, sacrifice and obligation focusing on
the main character Kyme, his sister Friae, and her fiance and Kyme's
childhood friend, Yuvalt. Players will be in for a thrilling ride as they
battle on land and in the skies. Not only will the player's attributes evolve
throughout the game, his contracted dragon will also mature as the game
progresses, changing in appearance and abilities.
Drakengard will be released spring 2004. This title is not yet rated.

Nintendo GameCube and Game Boy Advance Titles
FINAL FANTASY CRYSTAL CHRONICLES
Exclusively developed for the Nintendo GameCube, FINAL FANTASY CRYSTAL
CHRONICLES is the first title in the popular franchise for the platform.
Elements of the traditional single-player RPG have been adapted for the
Nintendo GameCube, allowing for up to four-player simultaneous play.

In an innovative new interface, the Game Boy Advance acts as each player's
controller, displaying his or her personal information and hiding it from
other players. Players advance through the adventure by communicating
directly with each other, cooperating and making deals. Since there are
obstacles that only certain party members can clear, cooperative play becomes
crucial. FINAL FANTASY CRYSTAL CHRONICLES will be released in 2003. This game
is not yet rated. Nintendo of America Inc. will publish this game.

FINAL FANTASY TACTICS ADVANCE
FINAL FANTASY TACTICS ADVANCE is the first FINAL FANTASY title for the Game
Boy Advance in North America. Gamers can look forward to an open-ended job
class creation system, the intense strategic battle and an exhilarating
storyline which made the original PlayStation(R) game, FINAL FANTASY TACTICS,
one of the most critically acclaimed titles ever.

Players are thrust into the world of Ivalice, where they meet protagonist
Marche and his friend, Mewt, who is struggling with family tragedies. After a
snowball fight with school bullies, Mewt finds the book - Final Fantasy - and
shares it with his friends. Looking to escape their dismal lives, they read
it. However, something goes wrong and Ivalice is transformed into the world
within the book. Thus Marche and friends begin their journey through the
world of FINAL FANTASY.

Players can also unite with other players and form a party using the Game Boy
Advance Game Link(R) cable. FINAL FANTASY TACTICS ADVANCE will be released in
2003. This game is rated "E" (Everyone). Nintendo of America Inc. will
publish this game.

SWORD of MANA
SWORD of MANA is the latest installment in the celebrated Mana series, which
includes FINAL FANTASY ADVENTURE (Game Boy), SECRET of MANA (Super Nintendo
Entertainment System) and LEGEND of MANA for the PlayStation game console.
SWORD of MANA is the first game in the series to appear on the Game Boy
Advance.

Based on the storyline of FINAL FANTASY ADVENTURE, SWORD of MANA allows
players to choose the role of hero or heroine. The player's choice changes
his or her understanding of the story and relation to characters based on who
is selected at the start of the game. With multiple possible experiences,
replay value is high.

In addition to the visual upgrade and moving story, strategic elements have
been added to the adventure, including a diverse selection of weapons.
Players can select the best weapon for particular enemies, or choose from new
attacks and magic spells. The popular "Ring Command System" returns, allowing
players to easily choose items, weapons or abilities in battles. SWORD of
MANA will be released in 2003. This game is not yet rated. Nintendo of
America Inc. will publish this game.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 44 million units
worldwide, and DRAGON QUEST (DRAGON WARRIOR(R) in North America), sold over
30 million units worldwide - under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 2003 SQUARE ENIX CO., LTD. All Rights Reserved. FINAL FANTASY and FINAL
FANTASY TACTICS are registered trademarks of Square Enix Co., Ltd. The SQUARE
ENIX logo, UNLIMITED SAGA, STAR OCEAN, DRAKENGARD, SWORD OF MANA are
trademarks of Square Enix Co., Ltd. CRYSTAL CHRONICLES is a trademark of THE
GAME DESIGNERS STUDIO, INC. PlayStation and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Windows is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. Dolby, Pro Logic and the double-D symbol are trademarks of
Dolby Laboratories. Nintendo, the Nintendo GameCube logo and the Game Boy
Advance logo are trademarks of Nintendo. All other trademarks are the
property of their respective owners.
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A2.DAIN [Dain]               at 12:04 PDT


Ken,
  Have you planned out your E3 attack plan?  Do you get to go to any of the Big
Three's news conferences?   I wonder if any Next Gen plans will be leaked.
It's only 2003, but it always seems like there is some of this kind of talk at
E3.
I'm kind of looking forward to what Namco can do with Star Fox and What
Amusement Vision has done with F-Zero.  There has been lots of rumors of things
like Factor-5 working on Pilotwings for Gamecube along side there Star Wars
game.

Regardless of what is there, it should be some serious fun.

Dain

 ------------
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Message 68         Sun May 04, 2003
KGAGNE [Ken]                 at 14:10 PDT

Dain,

I'm finding myself on the offense in order to get into most press conferences
this year, except for Nokia, whose N-GAGE unveiling I'll be attending.  I'm
also registered for Sony and, for the first time ever, Microsoft.  I *think*
I'm registered for Nintendo, though I've received no confirmation.  There is
no Sega event this year, and I'm inquiring about one from Konami (a possible
unveiling at Universal Studios of Metal Gear Solid 3?).

All these events occur in the two days before the show opens on Wednesday the
14th, on which day I have an appointment at LucasArts' by-invitation-only
booth.  I'm intrigued by the diversity of their lineup this year: Jedi
Academy, Gladius, RTX, Full Throttle, et al.

There's a Nokia party on Wednesday night, but I'll not be attending.  I have
a cousin in Los Angeles, and also some former classmates from grade and high
school, with whom I stayed when I attended E3 last year.  I'd like to have
dinner with them while I'm there.

Thursday night I hope to catch the new Matrix film.

I'll not be attending the show's final day, Friday, as I'll be commuting back
to New England in order for an event back home on Saturday.

-Ken
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KGAGNE [Ken]                 at 13:26 PDT

Concourse Hall Room #151

MAJESCO UNVEILS EXCITING VIDEO GAME LINE-UP
FOR 2003 ELECTRONIC ENTERTAINMENT EXPO

Two Impressive New Intellectual Properties
Drive Company's Expanding Portfolio of Titles

EDISON, NJ, May 5, 2003 - Committed to publishing a diversified product
lineup and developing its own intellectual properties, Majesco, one of the
fastest-growing publishers of interactive entertainment, today announced its
game line-up for this year's Electronic Entertainment Expo (E3), to be held
in Los Angeles, May 14-16. Included among the titles on display are two
impressive new intellectual properties, Black9(tm) and Advent Rising, both of
which will be publicly unveiled for the first time at the show.

"Majesco has focused its resources on presenting a collection of first-rate
titles, and we believe this year's line-up is our strongest to date," said
Jesse Sutton, President of Majesco. "Each game reflects our vision and
commitment to producing exciting, high-quality games, while continuing to
reinforce our position as a growing powerhouse of interactive entertainment."

Headlining Majesco's E3 2003 line-up is Black9, an exciting new action/RPG
that weaves intense game play through a captivating story, with streamlined
RPG-style character development. In Black9, players encounter rival
mercenaries, assassins, spies and soldiers as they battle through fascinating
environments on Earth, the moon and Mars. Developed by Taldren, Black9 will
be released this fall for play on the console and personal computer.

Unveiled for the first time at E3 will be Advent Rising, is an intergalactic
action/adventure of truly epic proportions and the first in a trilogy of
games and novels. Advent Rising is akin to a fast-paced action movie where
the player is swept up in an ever-evolving series of sequences and events.
Award-winning science fiction author Orson Scott Card has embellished the
gripping storyline that will thrust gamers and readers alike into an
intergalactic quest. Advent Rising is being developed by GlyphX Games for
Xbox and PC, and is scheduled for release in 2004.


Majesco will also be showcasing BlowOut, a run and gun, side-scrolling action
combat shooter, developed by Pipe Dream Interactive for console and PC.
BlowOut features 3D character models and allows players to create their own
levels with the built-in level editor and distribute them via BlowOut's
interactive website.

Rounding out Majesco's next-generation offerings is Drake, a third-person,
story-driven action-shooter visualized in a vibrant "neon-gothic" comic
book-style. Developed by Idol FX for Xbox and PC and scheduled for release
this fall, Drake offers double-fisted pistol action, supernatural enemies and
an unexpected twist to the storyline that will leave players shocked.

Majesco will also introduce two new games for Game Boy Advance, both due for
release this fall. Cartoon Network Speedway is a kart-style racing game in
which players race to the finish line as their favorite Cartoon Network
characters from: Courage the Cowardly Dog; Cow and Chicken; Ed, Edd n Eddy;
Johnny Bravo and Sheep in the Big City. Gamers are challenged to race with
speed and skill to obtain the highest popularity rating from the crowd.

Cartoon Network Block Party allows up to four players to compete "party
style" to earn money for a new game room at Cartoon Network. Players must
master each of the game's four colorful boards themed to a specific Cartoon
Network show, including Johnny Bravo, Ed, Edd n Eddy, Courage the Cowardly
Dog and Cow and Chicken. Boards feature 21 unique mini-games to challenge a
player's skills in a variety of disciplines from racing to targeting to
skateboarding.

Additional information about Majesco's exciting E3 2003 video game line-up
can be found at www.majescogames.com <http://www.majescogames.com/> .

About Cartoon Network
Cartoon Network, currently seen in 82.5 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network also showcases unique
original ventures such as The Powerpuff Girls, Dexter's Laboratory, Samurai
Jack, Courage the Cowardly Dog, Ed, Edd n Eddy and other Cartoon Cartoons.
Since its launch in 1992, Cartoon Network has remained one of ad-supported
cable's highest-rated networks. Cartoon Network's Web site is located at
http://CartoonNetwork.com (AOL Keyword: Cartoon Network).

Turner Broadcasting System, Inc., an AOL Time Warner company, is a major
producer of news and entertainment product around the world and the leading
provider of programming for the basic cable industry.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(r),
PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm) and Game
Boy(r) Advance systems, as well as the personal computer. Included among
these are Majesco's multi-platform, supernatural action/thriller, BloodRayne,
released in October 2002, and Black9, an original action/RPG for console and
PC, scheduled for release this fall. Majesco can be found on the World Wide
Web at <http://www.majescosales.com/> http://www.majescogames.com/.

CARTOON NETWORK and logo are trademarks of and (c) Cartoon Network.
(s03)
# # #
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A2.DAIN [Dain]               at 15:22 PDT


I'll be interested in knowing what you think of that Nokia thing, and all of
the rest you plan on seeing.  Any chance of a scheduled Chat after you get
back?
It should be interesting.  I'll be digging through web sites that week to learn
what I can.  Usually there is just a huge flood of info on the internet.

Dain

 ------------
Category 7,  Topic 5
Message 72         Tue May 06, 2003
KGAGNE [Ken]                 at 06:23 PDT

Dain,

I just found out that Nokia and Konami are holding their press conferences at
the same time.  That's a tough choice: handheld, cellular gaming, or Silent
Hill, Metal Gear Solid, and Ninja Turtles...

According to Syndicommotion, there will be a Gamebits conference on Sunday,
May 18th.  Try not to get kicked off by a thunderstorm this year. :)

-Ken
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          E3EXPO 2003 LAUNCHES WEB SITE OFFERING CONSUMERS AN
            INSIDE LOOK AT THE WORLD'S LARGEST COMPUTER AND
                           VIDEO GAME EVENT;

    E3Insider.com Provides First-Ever Virtual Look at Event, Offers
                           Daily Sweepstakes

   LOS ANGELES - May 6, 2003 - For the first time ever, consumers and
game enthusiasts will get a first-hand virtual look inside the
Electronic Entertainment Expo (E3Expo), the world's preeminent
interactive entertainment trade show, the Interactive Digital Software
Association (IDSA) announced today. The Web site, E3Insider
(www.e3insider.com), will launch on May 14th at 10am when E3Expo's
doors open to thousands of industry professionals at the Los Angeles
Convention Center.

   "With the launch of E3Insider, we've opened E3Expo's `virtual
doors' so that consumers and game enthusiasts from around the globe
can experience the excitement of E3Expo," said Douglas Lowenstein,
president of the IDSA, the trade association that represents U.S.
computer and video game publishers and the owner of E3Expo. "E3Expo is
a trade-only event, established specifically as a venue for the
worldwide interactive entertainment community to showcase new products
and take care of business. With that said, we felt it was important to
be able to offer the millions of gamers out there who support this
industry a way to see what's going on at the show, and E3Insider will
do just that."

   E3Insider will give consumers the ability to experience the
excitement of this exclusive trade-only event and get a feel for the
trends being seen and the products being showcased. The new site will
capture the show's action and excitement through interactive coverage,
news from exhibitor booths, interviews with industry professionals,
video clips, photo galleries and stories about the show. In addition,
E3Insider will feature daily sweepstakes, giving site visitors a
chance to win prizes including game consoles. Visitors to the Web site
will be given a look at some of the more than 1,350 never-before-seen
computer and video game titles and related products that will debut
during the show's three days.

   E3Expo, now in its ninth year, is owned by the Interactive Digital
Software Association (IDSA), the U.S. association dedicated to serving
the business and public affairs needs of the companies publishing
interactive games for video game consoles, handheld devices, personal
computers, and the Internet. IDSA members collectively account for
more than 90 percent of the $6.9 billion in entertainment software
sales in the U.S. in 2002, and billions more in export sales of
American-made entertainment software. The IDSA offers services to
interactive entertainment software publishers including a global
anti-piracy program, owning the Electronic Entertainment Expo trade
show, business and consumer research, government relations and First
Amendment and intellectual property protection efforts.

   E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.
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A2.DAIN [Dain]               at 05:08 PDT


Okay, I am planning on being at the post-E3 chat.  Regardless of weather:)

Dain
 ------------
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Message 75         Thu May 08, 2003
KGAGNE [Ken]                 at 15:37 PDT

KEMCO U.S.A. HEADS INTO E3 2003
WITH AN AMBITIOUS AGENDA

Hot Licenses and Original Game Properties, Expansion of Worldwide Operations
and New Developer Opportunities Make Kemco
A "Must See" Publisher at E3

Bellevue, WA - May 08, 2003 - Taking dramatic steps to become a major player
in the global games publishing industry, Kemco will disclose some of the
company's major developments at the upcoming 2003 Electronic Entertainment
Expo (E3), May 14-16, in Los Angeles (West Hall, Booth 2808). Kemco will
unveil its hot new original property, Rogue Ops(TM) and provide a sneak peak
at Lobo(TM), an edgy new title based on the DC Comics character. Other titles
that will be showcased include Top Gear(R) Rally and Woody Woodpecker in
Crazy Castte 5. Kemco is also on the acquisition hunt for new game properties
that will strengthen its portfolio for the future.

"This is an exciting time for Kemco U.S.A. as we have been charged by our
parent company to not only lead the development and publishing efforts in the
U.S, but in other territories around the world," said Glenn Halseth, Kemco's
vice president of sales and marketing. "We have secured some excellent new
game properties that we are confident will put Kemco on the map in a big way
for years to come. We are looking forward to unveiling some of those
properties at E3, and also acquiring some new titles at the show."

At E3, Kemco will unveil its hot new original property, Rogue Ops(TM) an
intense, action/adventure game that exposes the dangerous world of
anti-terrorist operatives. The game features leading lady, ex-Green Beret,
Nikki Connors whose world is rocked from normality by an explosion that
claimed her daughter and husband. The game follows her exploits as she
furthers her personal quest for vengeance. Rogue Ops is scheduled to release
this fall on the Nintendo GameCube(TM), the PlayStation(R)2 computer
entertainment system and the Xbox(R) video game system from Microsoft.

Kemco is proud to announce that the company is furthering its relationship
with DC Comics and has secured the license for Lobo. Kemco is developing a
third person action/adventure title, called Lobo, that provides a host of
extreme action thrills and over-the-top combat.

Other exciting additions to the Kemco portfolio are Top Gear(R) Rally and
Woody Woodpecker in Crazy Castle 5, both for the Nintendo GameBoy(R) Advance.
Top Gear(R) Rally is an adrenaline-pumping racing adventure that puts players
behind the wheel of a tricked-out rally car. Woody Woodpecker in Crazy Castle
5 is the fifth installment of the action-adventure Crazy Castle series, where
players step into the shoes of the loveable cartoon character Woody
Woodpecker in his quest to aid Mother Nature in freeing the Fairy World from
Demons.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top
Gear(R) racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo
GameCubeTM and Game Boy(R) Advance, as well as Sony PlayStation(R)2 and
Microsoft's XboxTM.

LOBO and all related characters, names, and elements are trademarks of DC
Comics. (s03)

Woody Woodpecker and Friends and related characters are trademarks and
copyrights of Walter Lantz Productions, Inc. Licensed by Universal Studios
Licensing, Inc. All Rights Reserved.

# # #
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NAMCO TO UNVEIL SLATE OF BLOCKBUSTER GAMES AT E3

Line-up features best-selling franchises and new original content including
the much-anticipated SOULCALIBUR(R)II

San Jose, Calif., May 9, 2003 - Leading video games publisher,  Namco Hometek
Inc. announced today the company's stellar line up of video games to be
unveiled during the Electronic Entertainment Expo (E3) at the Los Angeles
Convention Center, May 14-16, 2003.  At booth #946 in the South Hall, Namco
will be showcasing the following new titles: SOULCALIBUR(R)II, R: Racing
Evolution(TM), Spawn(R) (tentative title), Breakdown(TM), kill.switch(TM),
Time Crisis(R) 3, I-Ninja(TM), Tales of Symphonia(TM), and Extreme Force(TM):
Grant City Anti-Crime.

SOULCALIBUR(R)II is the ultimate sequel to one of the most revered
weapons-based fighters of all time.  Set for release in August 2003, the game
will be available on the PlayStation(R)2 computer entertainment system, the
Nintendo GameCube(TM) and the Xbox(R) video game system from Microsoft.  More
than 15 warriors, both familiar and new will battle each other in search of
Soul Edge -- including a character named Necrid, created by Todd McFarlane
exclusively for the home console versions.  Also, each console will have
special guest characters exclusive to that platform, such as Tekken's
Heihachi for PlayStation 2, The Legend of Zelda's Link for the Nintendo
GameCube, and Todd McFarlane's Spawn for Xbox.  The game will feature over
ten exciting game modes: the all-new Weapon Master Mode, Time Attack Mode,
Survival Mode, VS. Mode and Team Battle Mode.  In the Weapon Master Mode
players can collect and utilize over 200 different weapons, thus adding a
deeper level of strategy to every new battle.

New for Namco in the racing genre is R: Racing Evolution(TM), which is being
created by the same team that developed the critically-acclaimed Ridge Racer
and MotoGP franchises.  The game will be available on all three console
platforms and will ship in Q4 2003.  Featuring licensed cars, 11 real-world
and fantasy tracks, and 8 different race types (Circuit, Rally, Drag,
etc...), R will showcase 4 game modes: the Racing Life Mode, Time Attack
Mode, Arcade Mode and Vs.  The Racing Life Mode focuses on the human-natured
competitiveness of racing and gives players a cinematic story of two female
racers and their rivalry.  Also featured in R is the "New Interactive Driver
AI System" that enhances realistic racing situations.

The system is indicative of the pressures that drivers feel during real
races.  Races can be won or lost depending on how a driver reacts to pressure
from other racers.  In-game communications allow for incoming transmissions
from crew members and even in-race trash talk from rival drivers!

Spawn(R) (tentative title), based on Todd McFarlane's best-selling comic book
character, will make its debut at E3.  Scheduled for release on all three
consoles in Q3 2003, Spawn is a 3D action/adventure game that will give
players access to all of his distinctive abilities - his superhuman strength,
hand-to-hand combat techniques, his arsenal of weaponry, his Hell Powers and,
of course, his living symbiotic costume.  Caught between the battle of Good
vs. Evil, he struggles to break free from the controlling influences of
Heaven and Hell.

Breakdown(TM), exclusive to Xbox, is a sci-fi thriller that combines the best
elements of shooters and fighters in a first-person action/adventure game.
The game's intense storyline is told through high-quality real time rendered
graphics that bring an unprecedented level of realism to the player.  The
game features fierce weapon-based first-person shooter combat, challenging
puzzles to solve, surreal dream sequences, advanced AI, and massive detailed
environments for exploration.

kill.switch(TM) is Namco Hometek Inc.'s new internal development project for
the PlayStation 2 and Xbox.  This 3rd person action/adventure game is
scheduled for release in Q4 2003 and features a unique Offensive Cover
System, allowing the player to engage the enemy from various cover positions.
The game also utilizes Blindfire, enabling the player to launch a frontal
assault technique against the enemy without being exposed to counter-fire.
This feature encourages the use of warfare tactics, forcing players to
strategically plan their moves and quickly adjust on-the-fly through each
intense and challenging mission.  Enemies work together in teams and not only
seek out and engage the player, but also thrive in team-based tactics and
attacks.  Six war-themed missions are spread out across 18 different levels
and feature environments from Middle Eastern deserts to an underground
submarine base.

Time Crisis(R) 3, scheduled for the PlayStation 2 in Q4 2003, marks the
return of Namco's premier light-gun shooting franchise.  Compatible with the
GUNCON(TM)2 light-gun, this fast-paced shooter delivers superior shooting
action and supreme excitement.  A new weapon select system enables players to
chose from 4 weapons (machine gun, hand gun, shotgun and grenade) and
optimize their game play strategy.  Time Crisis 3 includes the original
arcade game as well as console-exclusive game modes.  Sniper combat provides
intense and lethal sharp-shooting action, sure to be a winning combination
for this popular franchise.

I-Ninja(TM), scheduled for the PlayStation 2 and Nintendo GameCube in Q4
2003, is an adrenaline-charged adventure game.  An ultra-cool ninja with
major attitude meets extreme sports game play, I-Ninja is the consummate
warrior who has spent years mastering his weapons and honing his skills. In
true gravity defying game play, I-Ninja can scale buildings, "shred" on
extreme rails, hover great distances with a "sword copter", ride drifting
roller spheres and utilize specialized manga-style ninja moves to navigate
through each dynamic environment.

A multiple weapon control system allows the player to throw lethal shurikens,
use deadly chain-whips, blowguns, rocket launchers and more. I-Ninja's quest
includes a variety of comical missions that span across five expansive
environments, each uniquely designed to incite I-Ninja's special abilities.
The game features challenging enemies and ruthless bosses that must be
defeated, ranging from foot soldiers of the Ranx Army to a menacing 150 foot
giant robot.  I-Ninja is graceful in honor, but deadly in combat.

Tales of Symphonia(TM), exclusive to the Nintendo GameCube with a release
date yet to be determined, is Namco's latest chapter in the Tales universe.
A fully immersive 3D experience comes to life as an adventure unfolds that
will place the existence of two worlds in the balance.  Featuring
high-quality Anime cutscenes and character designs by renowned artist, Kosuke
Fujishima, the real-time 3D battles, formation attacks and combos, and
customization of character abilities round out a fabulous epic.

Extreme Force(TM): Grant City Anti-Crime, scheduled for the PlayStation 2,
Xbox and Nintendo GameCube in Q4 2003, is a 3rd person action/adventure game
that takes place on the deadly streets of Grant City - a well-known setting
from Namco's blockbuster, Dead to Rights'.  As a member of Grant City's elite
GAC Squad, the player will be submerged into the crime-fighting world of
special weapons and covert tactics.  A diverse arsenal of weapons and
equipment including night vision goggles, grenades and door charges can be
utilized by the player to battle criminals. The player can also silently
neutralize his opponents through stealth maneuvers and  "target rich"
run-and-gun combat.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Committed
to providing the ultimate entertainment experience, Namco uses cutting-edge
technology and advanced electronics to take their theme parks, arcades, and
home video games far beyond traditional entertainment.

###
The Legend of Zelda: (C) 1986-2003 Nintendo. (TM), (R) and Nintendo GameCube
are
trademarks of Nintendo. " 2001 Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
GUNCON(TM)2 & (C) 2000 Namco Ltd., All Rights Reserved.
Spawn(R), and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols.
Comic Spawn (C)2003 Todd McFarlane Productions, Inc. All Rights Reserved.
Video Game Spawn is developed by Namco Limited under license from Todd
McFarlane Productions, Inc.
Video Game Spawn (C) 2003 Namco Limited. All Rights Reserved.
The Character named "Necrid" is created and designed by NAMCO as the
derivative work of the Illustration drawn by Todd McFarlane Productions,
Inc.  The Character: (C) 2003 by Namco Limited. All rights reserved.
Illustration: (C)  2003 by Todd McFarlane Productions, Inc. All rights
reserved.
SOULCALIBUR(R)II & (C) 1995 1998 2002 2003 Namco Ltd., All Rights Reserved.
R: RACING EVOLUTION(TM) & (C)2003 NAMCO LTD., ALL RIGHTS RESERVED. All
trademarks
and copyrights associated with the manufacturers, cars, models, trade names,
brands and visual images depicted in this game are the property of their
respective owners.  All rights reserved.
BREAKDOWN(TM) & (C) 2003 NAMCO LTD., ALL RIGHTS RESERVED.
TIMECRISIS(R) 3 & (C) 1995 1997 2001 2002 2003 NAMCO LTD., ALL RIGHTS
RESERVED.
I-Ninja(TM) & (C) 2003 Argonaut Games PLC.  Licensed exclusively to Namco
Hometek
Inc.
kill.switch(TM) & (C) 2003 Namco Hometek Inc., All rights reserved.
EXTREME FORCE(TM): Grant City Anti-Crime & (C) 2003 NAMCO HOMETEK INC., ALL
RIGHTS RESERVED.
(C) Kosuke Fujishima
(C) NAMCO LTD.
Dead to Rights(TM) & (C) 2002 NAMCO HOMETEK INC., ALL RIGHTS RESERVED.
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Electronic Entertainment Expo 2003
Microsoft Press Conference Coverage
by Ken Gagne

The Grand Olympic Stadium was the site of this year's Microsoft press
conference, the first which I'd had the opportunity to attend. Unlike last
year, when attendees received free Xbox controllers, this year's public was
treated to only stadium-style concessions: cheese steak subs, vegetable
paninas, beer and soda, and popcorn and peanuts. Laden with sufficient snacks
to occupy the one-hour wait before the show began, my friends (Joe Talladira,
Will White, Ian Johnston, and Chris Bonilla) and I crossed the threshold manned
by green-clad, impossibly thin "booth babes" and assumed central seats.

The conference was hosted by Robbie Bach, chief Xbox officer; Ed Fries, VP of
Xbox game publishing; and J Allard, VP of the Xbox platform. In sharp contrast
to Sony's traditional, numbers-oriented approach, Microsoft's team did not
offer sales or membership numbers for its products and services, instead
displaying game after game that we can expect to see this year.

Heading the pack were two Xbox Live games, making their debut this evening:
Project Gotham Racing 2, and a new LucasArts title, Republic Commando. This
latter game presented two Imperial storm troopers following a pair of
insect-like creatures deep into a ruins, only to stumble upon a veritable nest
which quickly swarmed over the humans. Perhaps this game will be a first-person
shooter. LucasArts is the one company with whom I have a booth appointment this
year (since they are by invitation only), so Gamebits will have more details on
this title later in the week.

Two other games which have previously received little coverage were also
presented tonight. True Fantasy Live Online looks comparable to Phantasy Star
Online, though less action-oriented. Breakdown,. from Namco, is a first-person
shooter that includes hand-to-hand combat. The game appears to borrow elements
(in presentation, if not gameplay) from sources such as Metal Gear Solid, The
Matrix, Final Fantasy: The Spirits Within, Resident Evil, and ONE, with a story
featuring mad scientists making the impossible real.

These games are four of 100 that Microsoft hopes to release with Xbox Live
compatibility by May 2004.

Though Microsoft Games Studio has released many first-party titles, chances are
you are not as familiar with them as other well-known brands. To add strength
to its in-house development teams, Microsoft last year purchased Rare from
Nintendo. The company known for Goldeneye 007, Perfect Dark, and Banjo-Kazooie
tonight premiered Grabbed by the Ghoulies, a fun and friendly romp through a
magical, haunted mansion, in the vein of Harry Potter.

Another rare game, Conker: Live and Uncut (as in Xbox Live), was also demoed in
a stream of brief clips that most notably included Star Wars: Jedi Academy,
Soul Calibur 2, Pitfall, Legacy of Kain: Defiance, Sonic Heroes, Star Wars:
Knights of the Old Republic, The Simpsons: Hit & Run, Ghost Recon: Island
Thunder, Crash Nitro Kart, Harry Potter: Quidditch World Cup, StarCraft Ghost,
Teenage Mutant Ninja Turtles (a 3D brawler with plenty of cartoon art), James
Bond: Everything or Nothing, Counter-Strike, Ninja Gaiden (finally!), Buffy the
Vampire Slayer: Chaos Bleeds, XIII (a cel-shaded first-person shooter with
inspiration from comic books), Dino Crisis 3, Sega GT Online, Kameo: Elements
of Power (Rare's cancelled GameCube game), and Fable (formerly Project Ego).

Of course, Xbox being a console from a company that likes to have its hands in
everything, there are other developments planned for the system. Xbox Music
Maker will release this year with a microphone peripheral, bringing to the
system music and video editing capabilities, karaoke, and more. Details on this
product were scant, and led to a like amount of applause.

Xbox Live, the broadband-only online portion of the system, will receive an
upgrade later this year, formerly called Live 2.0 but officially known as Live
Now. Exactly what new features this upgrade will entail were not disclosed.
Live Web offers users at web-capable machines a means of checking Live events
and standings without accessing their Xbox, while Live Alerts can inform gamers
of such affairs and changes on their PC, PocketPC, cell phone, or wristwatch.
Expect many events to be occurring on this network, especially after the
introduction of XSN Sports, an online brand for competition and fantasy sports.

Fortunately, Microsoft wasn't about to end the evening without a live
(not Live), in-game demo of their most highly-anticipated shooter, Halo 2.
Marking the return of Master Chief, Halo 2 opened to a CG sequence that put our
protagonist in the middle of a warzone, whereupon he sniped some Covenant
creeps. A soldier handed Chief a second weapon, making for some double-fisted
action that brought cheers from the crowd (though why something Goldeneye did
six years ago is now innovative mystifies me). We also briefly saw Chief in
third-person view as a manned a turret, then again as he operated a minigun
from the rear of a jeep. A Covenant fiend leapt atop the vehicle and overturned
it, putting the Chief back in first-person view and on foot. When an alien
hovercraft attempted to ram him, I was surprised that the hero instead grabbed
the hood of the flying vehicle and punched out the pilot, claiming the controls
for himself! This sequence then became automated, leading to another CG
sequence which ended the demo of a game we shan't see in full until February
2004 at the earliest.

This evening's conference was a fine kickoff to the 2003 Electronic
Entertainment Expo. With both Sony and Nintendo not having anything to share
until their press conferences tomorrow, Microsoft left us with nothing but the
Xbox to think about for the next 12 hours. The Seattle giant has announced
neither a price cut on their system, nor a streamlined version of their current
model, both of which have been rumored for months and the former which Nintendo
and Sony have indicated they would not initiate, but pundits expected them to
follow should Microsoft move first. Perhaps this year will truly focus on
software, not hardware - a field in which Microsoft has so far put on a fine
show. What Microsoft was lacking in surprises, it made up for with a steady
stream of what gamers want: hot titles from well-known publishers in a variety
of genres.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
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Electronic Entertainment Expo 2003
Nintendo Press Conference Coverage
by Ken Gagne

Anything can go at E3. After the surprises of this morning's Sony conference,
I was ready for anything when Nintendo got their 15 minutes. Though their
lineup consisted of the many quality franchises that had the audience, myself
included, bursting into wild applause, there was little that was unexpected.

George Harrison, senior vice president of marketing and corporate
communications, offered some optimistic numbers, indicating growing sales for
the GameCube platform and a strong future for the Game Boy, which has an
existing library of 1,000 games and will include 20 games that feature
GameCube connectivity by the end of the year. In video form, we were briefly
exposed to GameCube games Mario Kart Double Dash; Pikmin 2; Pokemon
Colosseum; Billy Hatcher & the Giant Egg; Wario World; and Star Fox; and Game
Boy Advance games Pokemon Pinball Ruby & Sapphire; Wario Ware Inc.; Super
Mario Advance 4: Super Mario Bros. 3; and Donkey Kong Country. Sega's Billy
Hatcher was the only third-party game shown, and Wario Ware received a
surprising amount of applause, though many of its 200 mini-games apparently
borrow from Nintendo's strong heritage, making it familiar to old-school
gamers.

Despite Harrison's upbeat mood, Saturo Iwata, president of Nintendo Co. Ltd.
since last May, was a bit more pessimistic - or perhaps simply more
realistic. He acknowledged many problems the GameCube has faced:
lower-than-expected sales of not only the console, but leading titles such as
Super Mario Sunshine and Metroid Prime; an unfortunate reputation with some
gamers; and worry from some retailers and licensees. Though Nintendo has
increased internal development in Kyoto and opened their first office in
Tokyo, I did not feel the rest of the presentation addressed the issues which
Iwata had chosen to admit. Regardless, videos of some impressive third-party
titles then rolled.

Star Wars Rogue Squadron III: Rebel Strike, developed by Factor 5 and
published by LucasArts, is another Star Wars flying game, though now includes
third-person, foot-based missions, such as Luke Skywalker infiltrating an
Imperial base to save Princess Leia. On the moon of Endor, he will ride a
speeder bike and perhaps pilot an AT-ST, and when we return to Hoth, he can
ride a tauntaun and toss thermal detonators into the bellies of AT-ATs.
Missions from Rogue Leader will be revisited in two-player, split-screen
mode.

Another important publisher, Capcom, surfaced with video of Resident Evil 4,
which appears to take a turn to the occult. The biological zombies are this
time accompanied by less corporeal spirits, one which menaces Leon Kennedy
with a scythe. Shinji Makami suggests, "Don't pee your pants."

Will Wright, inventor of The Sims, was present to announce that the
best-selling PC game of all time will be adapted to the GameCube and Game Boy
and will feature connectivity, though neither version was shown in any
formats.

The Legend of Zelda: Four Swords, originally a GBA title, will now become a
four-player GameCube game. As four Links compete for rupees, they can
disappear from the television and reappear on a player's Game Boy when they
move off-screen, such as into a cave or house. The GBA Four Swords cartridge
is not needed.

Another connectivity-enabled title, this one developed by Shigeru Miyamoto
himself but licensed by Namco, will be a GameCube Pac-Man game in which
players alternate being Pac-Man and evading the other three gamers, who
control the ghosts. Both this title and Four Swords look like fun multiplayer
games, but appear rather simplistic in nature and require much hardware to
get the most fun. If priced appropriately, they may be successes.

For details on the Metal Gear Solid: Twin Snakes video that was shown, see
the Gamebits report on the Konami conference.

Other titles were shown: Soul Calibur II; Viewtiful Joe; P.N. 03; The Hobbit;
1080 Avalanche (no longer called White Storm); and F-Zero GX, all for
GameCube. Most surprising was a very brief video of an immaterial alien
nearly impaling a well-known bounty hunter and thrashing her to the ground.
Metroid Prime 2 is official!

Mentioned in the press releases but nowhere else were other mysterious
titles: Metroid Mission Zero for Game Boy Advance and The Legend of Zelda:
Tetra's Trackers, presumably for GameCube. Also documented was Mario & Luigi,
a comic adventure for the two brothers on GBA. Why omit these big-name titles
from the conference?

It's the unexpected it seems in which Nintendo must engage. Harrison had
assured us that "Donkey Kong will remain a lovable ape; Link will never lose
hope; and Mario will never start shooting hookers." But if these games aren't
selling, why is Nintendo making sequels to them? What must change? I am happy
with the quality and substance of Nintendo's games, but it's more than just
Vice City that Sony holds over them. Can Nintendo remain a major player in
the hardware market?
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 13-May-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gameb its.net

 ------------
Category 7,  Topic 5
Message 79         Tue May 13, 2003
KGAGNE [Ken]                 at 22:22 PDT

Electronic Entertainment Expo 2003
Konami Press Conference Coverage
by Ken Gagne

Though it is often first parties such as Nintendo and Sony who host press
conferences, when you're a powerhouse like Konami, sometimes your lineup
necessitates your own event. Such was the case with Konami's conference at
the Los Angeles Public Library in downtown L.A. this afternoon. The amount of
food was inversely proportionate to the length of the conference, which went
into detail on many games, with three in particular.

First up was Botkai: The Sun is In Your Hands, a Game Boy Advance game and
the first game to be sunlight-sensitive. A sensor in the cartridge makes the
game aware of the amount of light in which it is being played, so whether you
are indoors or outdoors, in a shadow or the open, facing east or west will
affect the game, in which you play a vampire hunter. Django, the hero, uses a
solar-powered gun which needs constant recharging to face the undead hordes
that are weak against both this weapon and natural light. When playing in the
dark, vampires are unlikely to be caught asleep in their coffins, and windows
will shed no light by which Django may recharge his weapon, though "sun
banks" can store energy for nighttime play (or, if you live in Sweden, for
those six months of dreary weather). Some trappings of Metal Gear made their
way into Botkai, allowing Django to sneak along walls and tap them to draw
undead lords from their prescribed patrols. This demonstration was a bit
excessive, featuring not only a trailer but also a play-through of the entire
first level. I'm unsure if this game's exclusive feature will enhance its fun
factor, or prompt gamers into getting a tan, but it is definitely unique.

The second game was Metal Gear Solid: Twin Snakes, the GameCube remake of the
original MGS. This update is a collaboration between Hideo Kojima and Silicon
Knights, the development team behind Eternal Darkness. Konami's Twin Snakes
trailer was the same as the one shown at Nintendo's conference, only with
better contrast. Little to no gameplay was shown, only cinematic sequences.
The story will remain largely untouched, suggesting only the graphics and
some gameplay elements will be updated to the MGS2 engine.

Of course, the third and final game for which we'd all waited outshone Twin
Snakes by far. A 12-minute trailer of Metal Gear Solid 3: Snake Eater showed
us a good deal of gameplay, and very little story. Since Kojima is a master
of crafting twisting tales, it is unlikely more will be revealed regarding
the plot or its connection with other Metal Gears, prior to the game's 2004
release. This installment returns Snake to the jungle, a setting he's not
experienced since the original 8-bit Metal Gear. Though he will occasionally
enter buildings, Snake's primary setting is organic, where he can climb
trees, swing from branches, hide in and behind logs, and snipe soldiers. A
new game engine is being developed to adapt to this new setting - an engine
which will be shared by a possible, separate Metal Gear Online game. (online
elements in MGS3 as as of yet undetermined) This time around, Snake must hunt
and eat to survive, developing tastes for certain beasts the more he eats
them - including kinds of fish and, yes, snakes. Harry Gregson-Williams,
composer of the soundtrack for the movie "The Rock", returns to provide music
for this title.

After a brief intermission, the conference continued with more titles. A
stream of brief videos showcased Yu-Gi-Oh; Silent Hill 3; MacFarlane's Evil
Prophecy (PS2) which pits players against classic monsters like Dracula and
Frankenstein's monster; Cy Girls, based on the action figures; Firefighter
F.D. 18 (PS2); Bloody Roar Extreme (Xbox) and Bloody Roar 4 (PS2); Air Force
Delta Strike (PS2); K-1 World Grand Prix; Silent Scope Complete (Xbox), a
light gun-compatible bundle of the entire trilogy; Gradius V (PS2), which
boasts 3D graphics, 2D gameplay, and a new control scheme; and Dance Dance
Revolution Ultra Mix (Xbox), which will be Live-compatible, and DDR Max 2
(PS2), which has songs' accompanying music videos.

A deeper examination of the upcoming Teenage Mutant Ninja Turtles game was
then unveiled. This 3D brawler will be released for all systems in Fall 2003
with one- and two-player modes, both cooperative and versus. It closely
resembles the arcade games of yesteryear in which players can choose to be
Leonardo, Michelangelo, Donatello, or Raphael, each with unique strengths and
abilities. The voice actors from the new cartoon will be present in the
game's cast, while the art style of the cartoon will be preserved and
accentuated with Batman-style visual sound effects ("Bam! Pow!"). The control
scheme will consist simply of small and large attack and jump buttons, but
will allow the turtles to damage enemies with 20- and 30-hit combos. I love
the license, but 3D games are all starting to look alike. Will Konami use
more than the license to distinguish this title from other beat-em-ups?

Koji Igarashi, producer of Castlevania: Lament of Innocence, then presented
us with footage of the PlayStation 2's first entry in Konami's classic
series. This 3D title is set in the 11th century, in the time of the
Crusades, and stars Baron Leon Belmont, a knight of the church and the first
to take up arms against the dread Count Dracula. This game appears to be
story-driven but with much freedom for exploration. Leon will have
sub-weapons which can be powered up in a manner similar to Harmony of
Dissonance, but will not gain experience points as in Symphony of the Night.
When I asked Igarashi-san what will distinguish Lament from Castlevania 64,
he gave the right answer: "Everything."

A celebrity guest was then introduced to unveil a surprise title from Konami.
Jennifer Love Hewitt took the stage to sing along with Karaoke Revolution, a
PS2 game being released in November. Using the SOCOM headset, Karaoke
Revolution detects a player's pitch and timing to give scores, and offers a
four-player alternating mode for sing-offs. Thirty-five licensed songs from
top artists are included, though hard drive support may make available more.
Several of my compatriots could not imagine why anyone would want to play
this game, which surprised me; I have a singing background and imagine this
title will be a hit among many of my friends. Time will tell. Jennifer then
went on to perform singles from her latest album, "Bare Naked". (Does this
mean I can tell her, "I know what you did last E3"?)

An impressive lineup, to be sure, but how did Konami close without a thorough
dissection of Silent Hill 3? This unnatural series is extremely good at what
it does, and of all the titles Konami has at this year's show, will be coming
out sooner than most others, which makes me more eager for it than some
far-off 2004 game.

Konami's portfolio this year speaks well of innovation. Castlevania
3D, Metal Gear Solid 3, and Karaoke Revolution will all be trying new formats
for established franchises. These experiments will soon bear fruit which I
predict will be a bumper crop.
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A preliminary E3 photo gallery is available. The existing 20 images will be
reduced in resolution and joined by 40 others after the show.

http://www.gamebits.net/images/E303/
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Hm... serious action.  Not enough pictures of booth babes though. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sheppy,

I have some shots of the L.A. Lakers cheerleaders - they were at Nintendo's
booth - though I wasn't going to put them up.

I also have a shot of the woman I asked out. 8-)

-Ken
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      E3EXPO 2003 DRAWS MORE THAN 62,000 INDUSTRY PROFESSIONALS

       Exhibitors Launch Thousands of Computer and Video Games
        at Most Important Interactive Entertainment Trade Show

    LOS ANGELES--May 16, 2003--More than 62,000 industry professionals
from more than 80 countries gathered at the Los Angeles Convention
Center for the ninth annual Electronic Entertainment Expo (E3Expo),
the world's premier interactive entertainment trade show. According to
the show's owner, the Interactive Digital Software Association (IDSA),
approximately 400 exhibitors showcased thousands of software titles,
including more than 1,350 never-before-seen computer and video game
related products, occupying 520,000 net square feet of exhibit space.
Exhibitors reported 83 percent of these products will be found on
store shelves this holiday season.
    "The 62,000 industry insiders who attended this year's E3Expo were
treated to a preview of thousands of new products that are part of the
amazing revolution that is games -- products that continually push the
boundaries of entertainment and will provide millions of consumers
with countless hours of enjoyment in the coming months," said Douglas
Lowenstein, president of the IDSA, the trade association that
represents U.S. computer and video game publishers. "We are pleased
that E3Expo was once again able to provide the worldwide interactive
entertainment community with the premier venue at which to do
business, learn about the latest products, and make new contacts, and
we are already looking forward to the show's tenth anniversary next
year."
    For the first time ever, the IDSA provided consumers an
opportunity to experience the exclusive trade-only event through
E3Insider, a new web site (www.e3insider.com). The site offered the
public an insider's look at the newest game titles and related
peripherals through exclusive booth photos, video clips, interviews
and stories. E3Insider logged in more than 98,000 unique users over
its three-day debut.
    This year's show included an educational conference and workshop
program featuring a faculty of more than 100 of the industry's most
accomplished leaders. E3Expo 2004 is scheduled for the week of May 12,
2004, in Los Angeles.
    E3Expo is owned by the Interactive Digital Software Association
(IDSA), the U.S. association dedicated to serving the business and
public affairs needs of the companies publishing interactive games for
video game consoles, handheld devices, personal computers, and the
Internet. IDSA members collectively account for more than 90 percent
of the $6.9 billion in entertainment software sales in the U.S. in
2002, and billions more in export sales of American-made entertainment
software. The IDSA offers services to interactive entertainment
software publishers including a global anti-piracy program, owning the
Electronic Entertainment Expo trade show, business and consumer
research, government relations and First Amendment and intellectual
property protection efforts.

    Editor's Note: For a media briefing transcript, show photos and
additional E3Expo news, please visit the online Media Center at
www.e3expo.com or contact E3Expo Media Relations at
e3expo@cohnwolfe.com.
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KONAMI REVEALS BLOCKBUSTER PRODUCT LINE-UP
AT ELECTRONIC ENTERTAINMENT EXPO 2003

Konami Continues its 30-Year Legacy of Innovation and Quality for Gamers of
All Ages

Electronic Entertainment Expo Booth #900 - May 14, 2003 - Los Angeles, CA -
Konami of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM),
today unveiled its 2003/2004 product line-up at Electronic Entertainment Expo
(E3). Building on its 30-year history of delivering top-quality
entertainment, the company revealed a line-up that is rich in all-new
intellectual properties, classic franchises and groundbreaking technology. In
all, the company showcased 22 titles covering all genres and platforms.

Konami is the only videogame company to get gamers singing, dancing and
playing in the sun with Karaoke Revolution, Dance Dance Revolution and
Boktai: The Sun is in Your Hand, respectively. In addition to these
innovative titles, Konami will release all new versions of its hit
franchises, including Castlevania(R), Teenage Muntant Ninja TurtlesT,
Gradius(R), Silent Hill(R) and Metal Gear Solid(R).

"For 30 years, gamers have looked to Konami for the best in interactive
entertainment," said Geoff Mulligan, Chief Operating Officer, Konami of
America, Inc. "This year is no exception. In 2003, in addition to our
top-notch action games, we will once again break new ground by transforming
the PlayStation(R) 2 into a karaoke machine, and by creating the world's
first game that incorporates natural sunlight into gameplay. We are very
proud that, in celebration of our 30th anniversary, Konami's impressive 2003
game library is unmatched."

To learn more about the 2003/2004 line-up, please visit the Konami booth #900
in the Los Angeles Convention Center between May 14 - May 16 or go online to:
http://www.konami.com/usa.

A brief synopsis of each title follows (listed alphabetically):

AirForce Delta Strike

Release date: November 2003

Genre: Action

Platform: Sony PlayStation(R) 2

Konami's popular aerial combat franchise returns with the release of AirForce
Delta StrikeT, the third installment in the hit series. Soaring into action
for the first time on PlayStation 2, AirForce Delta StrikeT will redefine the
genre with over 20 unique pilots, an immersive storyline and intense
arcade-style aerial combat.

Apocalyptica

Release date: September 2003

Genre: Action

Platform: PC CD-ROM

Apocalyptica makes its North American debut on PC CD-ROM with intense 3rd
person action that will keep players glued to their seats. Set in a desolate
post-apocalyptic world, players will help save the human race from the rule
of the Dark Prince, reborn as Neo-Satan.

Bloody Roar(R) 4

Release date: November 2003

Genre: Fighting

Platform: Sony PlayStation(R) 2

The most ferocious fighting game franchise returns to Sony PlayStation(R) 2
with new characters, intriguing storylines and fierce new play modes. Bloody
Roar(R) 4 unleashes more power, speed and style than any other iteration in
the series. With 17 fighters to choose from and a new character customizable
mode, gamers can transform into "hyper-beasts" for the ultimate animalistic
brawl.

BoktaiT: The Sun Is In Your Hand

Release date: September 2003

Genre: Action/RPG

Platform: Nintendo Game Boy(R) Advance

Konami pushes game technology and innovation to the next level with the
release of BoktaiT: The Sun Is In Your Hand. Created by world-renowned
developer, Hideo Kojima, BoktaiT is the first videogame to integrate sunlight
into gameplay using a built-in solar sensor on the Game Boy(R) Advance
cartridge. Players assume the role of a boy vampire hunter on a mission to
rid the world of evil demons. Depending on when gamers play BoktaiT, sunlight
will affect the power of their character as well as their blood-sucking
enemies. Konami gives new meaning to the phrase, "Fun in the sun!"

Castlevania(R): Lament of Innocence

Release date: November 2003

Genre: Action

Platform: Sony PlayStation(R) 2

The long-awaited next generation console debut of one of Konami's classic
franchises, Castlevania(R): Lament of InnocenceT is the series prequel that
takes players back to the 11th Century. As Leon Belmont, the forefather of
the legendary Belmont Clan, players must rescue Leon's love from the grips of
Dracula and his evil minions. Signature Castlevania(R) gameplay is brought to
life in stunning 3D as players embark on an adventure of blood-sucking
proportions.

Cy Girls

Release date: November 2003

Genre: Action

Platform: Sony PlayStation(R) 2

Law enforcement has a new face; two new beautiful faces to be exact. Join
sexy new heroines, Ice and Aska, as they lay down the law with explosive
firepower and deadly martial arts skills. Players will be immersed in a
futuristic world of crime and punishment, Cy Girls style. Dive into a virtual
world to access additional information and enhance fighting abilities to
battle the evil syndicate. Remember it's not the size of your gun that
counts, it's how you use it!

Dance Dance Revolution Ultramix

Release date: October 2003

Genre: Music

Platform: Microsoft Xbox

It's time for a whole new audience of gamers to get up, and get down! The
gaming phenomenon Dance Dance RevolutionT will make its debut on the Xbox in
October 2003. Featuring new heart-thumping, rear-shaking tunes including some
of the hottest songs on the charts, exclusive music for the North American
market and robust in-game dance modes, Xbox owners will now have reason to
put the game controllers down and get up on their feet! Plus, through the use
of Xbox LIVE online service, players can now download new songs and dance
steps as well as compete with other players online and participate in
Internet rankings.

DDRMAX2 Dance Dance Revolution

Release date: September 2003

Genre: Music

Platform: Sony PlayStation(R) 2

The dance revolution rolls on with DDRMAX2T for Sony PlayStation(R) 2, packed
with the ultimate mix of hit American songs. Gamers will be up on their feet
and dancing all night long with new game modes and the return of past
favorites including "Work Out" mode and "Edit" mode where gamers can count
calories and customize dance moves and routines.

Firefighter F.D. 18

Release date: February 2004

Genre: Action

Platform: Sony PlayStation(R) 2

Firefighter F.D.18T captures all of the heart-stopping action and
gut-wrenching drama experienced by our nation's firefighters. Set in a large
urban city, firefighter Dean McGregor and news reporter Emilie Arquette find
themselves embroiled in a complex mystery that involves the random eruption
of fires in the sprawling metropolis. Searching for the perpetrator brings
them closer together while putting their lives in grave danger. Firefighter
F.D. 18T turns up the heat in 2004!

Frogger's Adventures: The Rescue

Release date: November 2003

Genre: Platformer

Platform: Sony PlayStation(R) 2, Nintendo GameCube and PC CD-ROM

Frogger, the beloved videogame icon, hops back into action with Konami's
Frogger's Adventures: The RescueT. Adding a fun twist to the classic
franchise, gamers will now be able to compete against each other in the new
4-player mode. In this journey, gamers will travel across seven diverse
worlds in search of clues to help Frogger rescue his beloved girlfriend from
a band of evil henchmen. Get ready to leap into a whole new world of fun and
excitement!

Frogger's Journey: The Forgotten Relic

Release date: November 2003

Genre: Action/Adventure

Platform: Game Boy(R) Advance

Konami's classic jump-n-dodge gameplay returns in Frogger's Journey: The
Forgotten RelicT for Nintendo GameBoy(R) Advance. With a wide range of new
mini-games, a new RPG element and new magical moves including 'Warp', 'Time
Stop' and 'Grappling Hook', Frogger will jump back into the hearts of gamers
this November.

Gradius(R) V

Release date: Winter 2003

Genre: Shooting

Platform: Sony PlayStation(R) 2

Konami's longest running shooting franchise returns on Sony PlayStation(R) 2
with Gradius(R) V. The famed Vic Viper spaceship returns in classic arcade
style action with amazing 3D graphics, exciting level designs, new weapons
and captivating missions. Classic side-scrolling gameplay with a new 'Option
Controls' feature will instantly pull gamers into the intense and visually
stunning world of Gradius(R) V.

K-1 World Grand Prix

Release date: July 2003

Genre: Fighting

Platform: Sony PlayStation(R) 2

The new breed of sport fighting has entered the ring! Konami brings the most
challenging fighting competition to PlayStation(R) 2 with K-1 World Grand
Prix. A true-to-life recreation of the combat sport that has taken Japan by
storm, K-1 pits the toughest fighters of karate, kickboxing, kung fu and tae
kwon against one another for an all out battle to prove which martial art
style reigns supreme. Featuring over 20 real-life fighters with motion
captured signature moves, stunningly realistic graphics and a wealth of game
modes, K-1 World Grand Prix will knock gamers off their feet!

Karaoke Revolution

Release date: November 2003

Genre: Music

Platform: Sony PlayStation(R) 2

Step up to the mic - and turn your PlayStation(R) 2 into the ultimate karaoke
machine. Konami's Karaoke RevolutionT will be debuting on PlayStation(R) 2 in
time for the 2003 holiday season. Forget about holiday carols, gamers can now
show off their pop star skills with a robust catalogue of hit songs ranging
from rock to dance to R&B. As players sing, they will be rated on pitch and
rhythm throughout their performance with a dynamic crowd reacting in real
time to each note; hit a wrong note and you'll be booed off stage. Your
PlayStation(R) will never be the same. neither will your Saturday nights!

McFarlane's Evil Prophecy

Release date: November 2003

Genre: Action/Fighting

Platform: Sony PlayStation(R) 2

Based on the popular McFarlane's Monsters line of toys from world-renowned
artist Todd McFarlane, McFarlane's Evil Prophecy brings the toys to life.
Tasked with ridding the world of evil, players control four
McFarlane-designed monster hunters as they face off against more than 150
monsters, including six beasts from McFarlane's Monsters, including Dracula,
Mummy, Werewolf, Frankenstein, Sea Creature and Voodoo Queen. It's time to
get medieval on these fiends!

Metal Gear Solid(R) 3

Release date: 2004

Genre: Action

Platform: Sony PlayStation(R) 2

Developed by internationally celebrated creator Hideo Kojima and his
award-winning development team at Konami Computer Entertainment Japan, Metal
Gear Solid(R) 3 for Sony PlayStation(R) 2 will introduce new depth, thrilling
gameplay, detailed levels, legendary characters and stunning plot twists to
audiences worldwide when it is released in 2004.

Metal Gear Solid(R): The Twin Snakes

Release date: November 2003

Genre: Action

Platform: Nintendo GameCube

Solid Snake infiltrates the Nintendo GameCube in Metal Gear Solid(R): The
Twin Snakes. Combining the story of Metal Gear Solid(R) with the graphics and
gameplay of Metal Gear Solid(R) 2: Sons of LibertyT, Metal Gear Solid(R): The
Twin Snakes delivers a Metal Gear Solid(R) experience like no other. Gamers
will want to get in gear with the first exclusive Metal Gear Solid(R) for
Nintendo GameCube.

Silent Hill(R) 3

Release date: August 2003

Genre: Action/Horror

Platform: Sony PlayStation(R) 2

The follow up to the 2001 smash hit Silent Hill(R) 2, the latest trip to
Silent Hill(R) promises to take the survival/horror genre to eerie new
heights. Silent Hill(R) 3 will pull gamers into a deeper and darker storyline
with dazzling graphics, mysterious new characters, new weapons, a masterful
use of sound and a sophisticated plot that is not for the faint of heart.

Silent Scope Complete

Release date: November 2003

Genre Action

Platform: Microsoft Xbox

Konami targets Microsoft Xbox with Silent Scope CompleteT. Now featuring
light gun support, Silent Scope CompleteT includes all three of Konami's hit
games; Silent Scope(R), Silent Scope 2, and Silent Scope 3. An all-new title,
Silent Scope CompleteT brings precision, first-person shooting gamplay,
enhanced graphics and stunning cinematics to Xbox gamers. Get ready to hit
the target in winter 2003!

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.

KONAMI(R) is a registered trademark of KONAMI CORPORATION. (C) 2003 KONAMI
CORPORATION. All rights reserved. "PlayStation" and the "PS" Family are
registered trademarks of Sony Computer Entertainment Inc. Micosoft, Xbox, and
the Xbox are either registered trademarks of Microsoft Corporation in the U.S
and/or other countries. Game Boy Advance and the Nintendo GameCube are
trademarks of Nintendo. (C) 2001 Nintendo. KONAMI(R) and Silent Scope
CompleteT are either registered trademarks or trademarks of KONAMI
CORPORATION. (C) 1999 2003 KONAMI & Konami Computer Entertainment Tokyo.
"KONAMI(R)" and "Airforce Delta Strike TM" are either registered trademarks
or trademarks of KONAMI CORPORATION. (C)2003 KONAMI & Konami Computer
Entertainment Studios. Apocalyptica: TM & (C) Konami & Extreme FX 2002. All
rights reserved. Bloody Roar (C) 2003 HUDSON SOFT / (C) EIGHTING 2003 ALL
RIGHTS RESERVED. Boktai is a trademark of Konami Computer Entertainment
Japan, Inc. "The Sun Is In Your Hand" is a working title. (C) 2003 KONAMI
COMPUTER ENTERTAINMENT JAPAN. (C)2003 KONAMI & Konami Computer Entertainment
Osaka. (C) K-1 2003. Cy Girls: (C) 2003 KONAMI & Konami Computer
Entertainment Japan. (C) TAKARA CO., LTD. 2003. CASTLEVANIA(R), Lament of
InnocenceT and Symphony of the NightT are either registered trademarks or
trademarks of KONAMI CORPORATION. (C) 1986 2003 KONAMI & KONAMI COMPUTER
ENTERTAINMENT TOKYO. Dance Dance RevolutionT and DDRMAX Dance Dance
RevolutionT are trademarks of KONAMI CORPORATION. (C) 1998 2003 KONAMI &
Konami Computer Entertainment Tokyo. FIREFIGHTER F.D.18T and
FIREFIGHTER/F.D.18 LOGOT are trademarks of Konami Computer Entertainment
Tokyo, Inc. (C) 2003 Konami Computer Entertainment Tokyo. IFEX is a
registered trademark in Japan, the USA, in Europe and South America,
furthermore the design of the impulse gun (outlet piece) is protected by a
three dimensional trademark in the USA, in Europe and South America. Music
arranged by Klaus Badelt for Tweak Multimedia Inc. Composer Management: Media
Ventures. McFarlane's Monsters and its logo are reserved trademarks of Todd
McFarlane Productions, Inc., as are many of its characters and symbols. (C)
2003 Todd McFarlane Productions, Inc. All rights reserved. "KONAMI(R)",
"Frogger's Adventures The RescueT" and "Frogger's Journey The Forgotten
RelicT" are either registered trademarks or trademarks of KONAMI CORPORATION.
(C)1981 2003 KONAMI. GradiusT is a trademark of KONAMI CORPORATION. (C) 1985,
2003 KONAMI & Konami Computer Entertainment Tokyo.

McFarlane's Monsters (C) Todd McFarlane Productions, Inc. Karaoke RevolutionT
is a trademark of KONAMI CORPORATION. (C) 2003 KONAMI. METAL GEAR(R), METAL
GEAR SOLID(R), SONS OF LIBERTYT and SUBSTANCET are either registered
trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C)
1987 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN. SILENT HILL(R) is a registered
trademark of KONAMI COMPUTER ENTERTAINMENT TOKYO, INC. (C) 1999 2003 KONAMI
COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS RESERVED. "KONAMI(R)" is a
registered trademark of Konami Corporation. (C)2003 KONAMI & Konami Computer
Entertainment Studios.
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The E3 photo gallery has been updated.  Now with more booth babes!

http://www.gamebits.net/images/E303/

Also a couple movies of the new Metal Gear Solid games.
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Message 86         Tue May 20, 2003
SYNDICOMM [Sheppy]           at 17:20 PDT

Ken, if you don't know why the Laker Girls are dancing at Nintendo's booth,
you should have your hormone levels checked. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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KGAGNE [Ken]                 at 19:02 PDT

Sheppy,

> Ken, if you don't know why the Laker Girls are dancing at Nintendo's booth,
> you should have your hormone levels checked. ;)

My hormones wouldn't affect their presence, but they were prolly there because
the LA Convention Center is adjacent to the Staples Center, where the Lakers
were playing a few hours later that night.

-Ken
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Electronic Entertainment Expo 2003:
General Coverage & Highlights
by Ken Gagne

In an industry about games, these companies take their business seriously.

Developers, retailers, and the press gathered in Los Angeles this week for
the annual Electronic Entertainment Expo (E3), inviting each other and other
industry members to bear witness to what the computer and video game industry
will produce in the coming year.

Unlike a personal computer, which executes a variety of tasks including word
processing and email, video game systems have traditionally been capable of
only entertainment - a role which is beginning to change. Since the debut of
the current generation of video game consoles - Nintendo's GameCube, Sony's
PlayStation 2, and Microsoft's Xbox - technology has exerted itself in
diverse and powerful ways, prompting uses formerly far outside the realm of
video games.

"Look for us to find the right path for entertainment convergence," promised
Kaz Hirai, president and COO of Sony Computer Entertainment America, who
demonstrated the EyeToy. This $39 digital camera connects to the PlayStation
2 and doubles as a motion sensor and input device, allowing gamers to
interact with games and other applications through a wave of the hand or nod
of the head.

The PlayStation 2 will also continue to advance onto the Internet, as begun
in the past year with multiplayer online games such as SOCOM: U.S. Navy Seals
- a sequel to which is coming this fall - and EverQuest, a popular fantasy
role-playing game. One of the few franchises developed in-house at Sony is
Gran Turismo, which will soon manifest its firsth iteration to feature online
competition. Gran Turismo 4 will allow gamers to purchase and tune 500 real
cars, assemble a personal garage that will read like a history of the
automobile, and race them against other enthusiasts across the country.

Microsoft's console is also diversifying its strengths. The Xbox is the only
system to have an inbuilt hard disk drive, giving it the capability to store
and edit vast amounts of data in conjunction with games and in other venues.
This storage will be used to balance the PlayStation's EyeToy visual gimmick
by adding a new aural dimension to the Xbox: a music mixer, to be released
later this fall. The software will come with a microphone attachment with
which virtual disc jockeys can add music and other sound effects to a
multimedia presentation of lights and video.

The Xbox also has inbuilt broadband for high-speed Internet connections,
which the PlayStation 2 needs a separate network adaptor to attain.
Microsoft's online service, Xbox Live, will receive an update this fall, with
more tournaments, voice communication, web sites, and player status
notifications via cell phones and other devices. "We're not waiting for
anything," said Robbie Bach, chief Xbox officer, "because at Microsoft, we
don't have to."

The Microsoft Xbox and Sony PlayStation 2 left E3 sporting new price tags of
$179, with the PS2 anticipating a separate $199 bundle that includes the
network adaptor necessary for Internet gaming.

While Microsoft and Sony endeavor to make their consoles the center of the
digital household, Nintendo's reluctance to experiment and adapt may be
playing a role in their inability to obtain a large market share in the
console wars. Despite a constant stream of high-quality software, the
GameCube and games such as Mario and Metroid have not sold as well as
expected. Nintendo's narrow focus will produce sequels to these games and
others, though it is unlikely they will find themselves with anything akin to
the PlayStation's Grand Theft Auto, a mature and violent title and the
best-selling game of 2002.

Failing to ride a burgeoning trend, Nintendo is also eschewing Internet
functions in their games, including the latest Mario Kart, a racing game
which traditionally has multiplayer competition as its strongest point. The
one hardware feature Nintendo can boast is connectivity between their two
systems, the GameCube and the portable Game Boy Advance. The two systems can
link together to exchange data, unlock new game levels, and create other
unique gameplay opportunities, as in games where characters can travel
between the two systems.

Nintendo currently dominates the handheld market with the Game Boy Advance,
which can play more than a thousand games released in the Game Boy's 14-year
history. But competitors Nokia and Sony are aiming to grab pieces of this pie
as well. Nokia, a newcomer to the electronic entertainment industry, will
release the N-Gage, a $299 handheld that sports cellular capabilities. Though
Nokia vows the system will serve equally as a games system and cell phone,
the price and lack of popular name brands of software may prove powerful
deterrents to its success.

Of greater potential is Sony's Portable PlayStation, or PSP, a disc-based
system to be released in late 2004. Despite the name, the PSP will not play
existing PlayStation games, but will use a new mini-disc medium developed by
Sony. Only technical specifications were given for a product this early in
the development phase, but Sony, who was themselves a newcomer to the
business when they launched the original PlayStation in 1995, now has the
industry standing to pose a significant threat to the Game Boy's status.

As J Allard, vice president of the Xbox platform, pointed out, "Real
competition goes beyond one game." Nor can any one publisher provide a
console with a rounded software library. Among the hundreds of third-party
software publishers is Konami, a company with thirty years of history in the
industry and many successful franchises with which they will support all the
major consoles.

Metal Gear Solid, a series which has included best-selling games in
1998 and 2001, will continue next year. This Christmas, the Nintendo GameCube
will receive The Twin Snakes, a recreation of the original Metal Gear Solid
game that uses the enhanced graphics and gameplay features of Metal Gear
Solid 2. Meanwhile, PlayStation 2 owners can expect Metal Gear Solid 3: Snake
Eater in 2004, which returns the series to its tropical origins with a lush,
jungle setting. The PlayStation 2 will also enjoy Silent Hill 3, the latest
survival-horror game which exerts disturbing and perverse imagery; and
Castlevania, which will attempt to be the first successful supplantation of
the long-running vampire hunting series into a 3D world.

To satisfy its demanding audience, publishers and developers will continue to
innovate, walking the fine line of preserving what has worked while
translating it into new media and genres. New hardware and software will
continue to play important roles, but they are simply means to an end.

Douglas Lowenstein, president of the Interactive Digital Software
Association, the host of E3, outlined the industry's goal: "It's not about
coming up with better ways to kill people or blow up cars. It's about
character development and storylines."

Ultimately, the publishers who are able to deliver a package that, be it
violent or scary or challenging or funny, is most of all fun, will be those
who remain in the business of making games.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Media registration for E3 2004 has begun.

More details at http://www.e3expo.com
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Message 90         Thu Jan 08, 2004
KGAGNE [Ken]                 at 10:48 PDT

I am now registered as a member of the press for E3 2004.  Still a
correspondent, but slight change of outlet this year: from MediaNews, to
Mensa.

When I went under the auspices of the Boston Herald, I was highly sought after
for being associated with such a widely-known outlet.  I wonder what kind of
reception Mensa will bring.

With my luck, I'll get spurned by all the booth babes, and end up surrounded
by booth geeks. :)

-Ken
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Message 91         Fri Jan 09, 2004
SYNDICOMM [Sheppy]           at 18:58 PDT

>>>With my luck, I'll get spurned by all the booth babes, and end up
surrounded by booth geeks. :)

Maybe the booth babes like smart guys. ;)

Do they still have lots of booth babes?  I thought they were getting harder to
find.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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KGAGNE [Ken]                 at 06:38 PDT

Booth babes still abound at E3, especially Nintendo's booth.  You can see some
pics at http://www.gamebits.net/images/E303/ though I tend not to favor
cheerleaders over chips.

-Ken
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ONLINE REGISTRATION OPENS FOR ELECTRONIC ENTERTAINMENT EXPO (E3EXPO) 2004


WHAT: General and media registration for the tenth annual E3Expo,
      the world's leading trade event for the interactive
      entertainment industry, is available at www.e3expo.com. E3Expo
      2004, "Where Business Gets Fun," returns to Los Angeles as the
      launching pad for the hottest never-before-seen computer and
      video game software, products and technologies.


WHEN: Online General Attendee Registration: Now until April 9, 2004
      Online Media Registration: Now until April 9, 2004
      Conference Dates: May 11 - 13, 2004 (Tuesday - Thursday)
      Exhibit Dates: May 12 - 14, 2004 (Wednesday - Friday)

WHO
ATTENDS:

      -- Leading interactive entertainment professionals from around
         the world including developers, software publishers,
         retailers, distributors, industry executives, hardware and
         accessories manufacturers
      -- Members of the international financial community including
         investment bankers, analysts and venture capitalists
      -- Worldwide electronic, print and broadcast media

   Please Note: E3Expo 2004 is a trade event, and is not open to the
 general public. No one under 18 will be admitted, including infants.
                   This policy is strictly enforced.

WHERE: Los Angeles Convention Center

HOW TO REGISTER:

      Industry professionals: Visit www.e3expo.com or call
       1-877-216-6263.

      Media: Working journalists may visit the online media center at
       www.e3expo.com to submit a registration request. Required
       credentials, as outlined on the Web site, must be emailed,
       faxed or mailed to complete the registration process. Qualified
       media who attended E3Expo 2003 are NOT automatically guaranteed
       a media badge for E3Expo 2004 and are required to submit new
       credentials each year.

WHO OWNS
E3EXPO: E3Expo is owned by the Entertainment Software
        Association (ESA), the U.S. association dedicated to
        serving the business and public affairs needs of the
        companies publishing interactive games for video
        game consoles, handheld devices, personal computers,
        and the Internet. ESA members collectively account
        for more than 90 percent of the $6.9 billion in
        entertainment software sales in the U.S. in 2002, and
        billions more in export sales of American-made
        entertainment software. The ESA offers services to
        interactive entertainment software publishers
        including a global anti-piracy program, owning the
        Electronic Entertainment Expo trade show, business
        and consumer research, government relations and First
        Amendment and intellectual property protection
        efforts.
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 E3EXPO, A.I.A.S. AND L.A. COUNTY MUSEUM OF ART'S GRAPHIC ARTS COUNCIL
          ANNOUNCE CALL FOR ENTRIES FOR NEW "INTO THE PIXEL"
                      DIGITAL GAME ART EXHIBITION

      Juried Exhibition at E3Expo 2004 Will Showcase How Digital
           and Traditional Art Worlds Increasingly Intersect

    LOS ANGELES -- March 11, 2004 -- In celebration of its tenth anniversary,
the Electronic Entertainment Expo (E3Expo) today announced a call for entries
for "Into the Pixel," a juried exhibition of computer and video game art to
premiere at this year's E3Expo, May 12-14, at the Los Angeles Convention
Center (LACC). "Into the Pixel" is a celebration of video game art curated by
interactive entertainment industry art veterans and experts from the
traditional art field.

    Computer and video games are an extremely influential aspect of
pop-culture and entertainment which impacts perspectives on a wide range of
areas of our culture, including art, cinematography, literature and even
fashion. "Into the Pixel" seeks to explore the artistic achievements of
today's computer and video game artists and the place their work holds in the
realm of art as it is traditionally defined.

    "Into the Pixel" is a joint project of E3Expo, The Academy of Interactive
Arts & Sciences, and The Graphic Arts Council of the Los Angeles County
Museum of Art. The show will take place at the LACC and be accessible to the
general public as well as to the more than 60,000 interactive entertainment
industry executives, designers, developers, animators, journalists and
retailers who attend E3Expo.

    Eligibility/Deadline: Art submissions must be taken from published, or
soon to be published, computer and video games. Entry for "Into the Pixel" is
open to Academy members and E3Expo exhibiting companies. Artists may submit
up to three original works. Deadline is April 5, 2004. Artists may contact
pixelquestions@e3expo.com for more information.

Jury members include:

Matt Gleason, COAGULA Art Journal
    Mat Gleason founded Coagula Art Journal in 1992 and continues as its
editor and publisher today. The New York Times described him as a famously
provocative Los Angeles art critic, while the L.A. Weekly once referred to
him as a cranky, self-exiled gossipmonger. Along with John Baldessari, Dave
Hickey and Agnes Martin, Gleason starred in the 1998 art world documentary
"Art City: Simplicity."

Jim Heimann, Editor in Charge, TASCHEN - World of Pop Culture
    Jim Heimann is a graphic designer, writer, historian and instructor at
Art Center College of Design in Pasadena, California. He is the author of
numerous books on architecture, popular culture, and Hollywood history and
serves as a consultant to the entertainment industry. He continues to write
on popular culture, regional history and architecture for numerous
publications including TASCHEN, the Los Angeles Times and Rolling Stone.

David Perry, Shiny Entertainment
    David Perry, the president and founder of Shiny Entertainment, has been a
gaming industry visionary for the past 20 years. Shiny's most recent project
was "Enter the Matrix," based on the sequel to the blockbuster action
thriller "The Matrix" from Warner Bros and directors Larry and Andy
Wachowski.

Jason Rubin, Executive Juror, Naughty Dog
    Jason Rubin, co-founder of Naughty Dog, has developed games since
1985. Rubin, partner Andy Gavin and the Naughty Dog team are responsible for
the creation and development of the first four "Crash Bandicoot" titles.

Billy Shire, La Luz de Jesus Gallery
    Native Los Angeleno Billy Shire is best known as the prodigious owner of
the Soap Plant, Wacko stores and La Luz de Jesus Gallery. Shire's gallery, La
Luz de Jesus, is one of the most important, groundbreaking galleries in Los
Angeles and has garnered a considerable reputation with collectors, galleries
and artists around the world.

About E3Expo
    E3Expo is the world's premiere trade show for computer and video games
and related products. The show, now in its tenth year, is owned by the
Entertainment Software Association (ESA), the U.S. association dedicated to
serving the business and public affairs needs of the companies publishing
interactive games for video game consoles, handheld devices, personal
computers, and the Internet. For more information, please visit
www.e3expo.com or www.theesa.com.

About the Graphic Arts Council
    Established as an independent institution in 1965, the Los Angeles County
Museum of Art, LACMA, has assembled a permanent collection that includes
approximately 100,000 works of art representing regions throughout the world
from ancient times to the present, making it the premier encyclopedic visual
arts museum in the western United States. LACMA has organized its curatorial
departments into innovative centers for art that foster multidisciplinary
collaboration across the museum. Located in the heart of one of the most
culturally diverse cities in the world, the museum uses its collection and
resources to provide a variety of educational, aesthetic, intellectual, and
cultural experiences for the people who live in, work in, and visit Los
Angeles. The Graphic Arts Council supports the Department of Prints and
Drawings and encourages appreciation in the field of original works of art on
paper.

About the Academy of Interactive Arts & Sciences
    The AIAS is a non-profit member organization of over 3500 members, solely
dedicated to serving the entertainment software industry. The Academy's board
includes senior executives from the major videogame companies, including
Sony, Nintendo, EA, Microsoft, Atari, Take Two, Activision, THQ and Ubisoft.
Current members represent such varied fields as: art and graphics, animation,
acting, interactive design, production, software engineering, sound design
and music, testing and quality assurance, video and special effects,
editorial and storyline writing, as well as the business segment of the
industry. The mission of the Academy is to: Promote and advance common
interests in the worldwide entertainment software community, recognize
outstanding achievement in interactive content and the entertainment software
community and conduct an annual awards show and enhance the image and
awareness of entertainment software.

                                 # # #
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Due to a scheduling conflict, I definitely will not be attending E3 this year.

This'll be the first time I'm the country while E3 occurs, and not at the
event, since the show was first held in 1995.

-Ken
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           E3EXPO 2004 UNVEILS CONFERENCE PROGRAM SCHEDULED
                             FOR MAY 11-13

              Industry Experts Provide Insight and Advice
                  at Workshop and Conference Sessions

    LOS ANGELES, March 16, 2004 - E3Expo 2004, the world's leading
interactive entertainment trade event, will mark the occasion of its
tenth anniversary this year with an updated in-depth conference
program featuring an extensive line-up of panels, workshops and
special interviews, the Entertainment Software Association (ESA)
announced today. The sessions will feature prominent industry leaders
including EyeToy creator Richard Marks of Sony Computer Entertainment
America; Jordan Mechner, creator of "Prince of Persia"; and EALA
Studio Art Director (and Motion Pictures and Sciences Academy Award
Winner) Mark Lasoff.

    E3Expo 2004's conference and workshop program will feature more
than 125 of the industry's leading experts who will share their
advice, experience and insight with attendees in a 37-session program.
The conference tracks this year include: The New Rules of Business:
Responding to growth and change; Development: Opportunities and
challenges ahead; and Online, Mobile, Handheld Games: Taking Measure
of Their Gaming Growth.

    "The E3Expo 2004 show floor will offer the best place in the world
to "See What's Next" for interactive entertainment, while the E3Expo
conference and workshop programs offer the premiere opportunity to
learn what's next for this ever-evolving business," said Douglas
Lowenstein, president of the ESA, the trade association that
represents U.S. computer and video game publishers and owns E3Expo.
"E3Expo's unique educational program provides in-depth, hands-on
educational experience lead by true industry experts that can help
professionals find forums to grow their knowledge, build their
networks and advance their careers to the next level."

    The following conference sessions will be held May 11-13, 2004, at
the Los Angeles Convention Center.

Conference Sessions

TRACK 1: The New Rules of Business

--  Partnering With The Movie, Music And TV Industries: Profit from
    the New Level of Collaboration

    Participants: Joshua Grode, Partner - Liner Yankelevitz Sunshine &
    Regenstreif LLP; Steve Allison, Chief Marketing Officer - Midway
    Games; Don Daglow, President and CEO - Stormfront Studios; Jason
    Hall, Senior Vice President - Warner Bros. Interactive
    Entertainment; Larry Shapiro, Creative Artists Agency

--  Marketing Games In The New Age Of Entertainment (Part I):
    Detecting the Gen Y Consumer

    Participants: Brad King, co-author of Dungeons and Dreamers: The
    Rise of Computer Game Culture from Geek to Chic; Liz Allen,
    Director of Marketing - LucasArts Entertainment; Jane Buckingham,
    President - Youth Intelligence; Eric Johnson, CEO - Ignited Minds;
    Richard Ow, Senior Manager - NPD Funworld Video Games

--  Marketing Games In The New Age of Entertainment (Part II):
    Reaching and Selling the Gen Y Consumer

    Participants: Jeff Karp, Vice President of Marketing - Electronic
    Arts; Tony Kee, Vice President of Acquisitions - Ubisoft

--  Toward an Artisan Model of Game Design

    Participants: Richard Rouse, III, Lead Designer - Surreal
    Software; Lorne Lanning, President and Creative Director -
    Oddworld Inhabitants; Chris Taylor, President and Designer - Gas
    Powered Games; Feargus Urquhart, CEO - Obsidian Entertainment

--  Tapping New Revenue Streams from Traditional Game Assets

    Participants: Tim Ansell, The Creative Assembly; Todd Hollenshead,
    CEO, Co-Owner - id Software; David Lawee, COO/CFO - Ultimate
    Arena; Josh Resnick, President - Pandemic Studios

--  Business Summit: Follow the Leaders

    Participants: Jay Cohen, Vice President Development, North America
    - Ubisoft; Gerhard Floren, Senior Vice President and Managing
    Director, European Publishing - Electronic Arts

--  On the Front Lines of Tomorrow's Games: Trends in the Hiring
    Trenches

    Participants: Marc Mencher, President - GameRecruiter.com; Amy
    Bendotti, Head of Staffing - Nintendo of America

TRACK 2: Development: Opportunities and Challenges Ahead

--  Hot or Not: Developers Talk About What Goes Into a Great-Playing,
    Top-Selling Game--Including Each Other's

    Participants: N'Gai Croal, General Editor - Newsweek; Bing Gordon,
    EVP and Chief Creative Officer - Electronic Arts; Ted Price,
    President and CEO - Insomniac Games

--  Inside the Next-Generation Game Machines

    Participants: Scott Cronce, Chief Technology Officer - Electronic
    Arts; James Kahle, IBM Fellow - IBM; Andrew Thompson, Director of
    Advanced Technology Marketing - ATI

--  Sneak Peeks

    Participants: Geoff Keighley, Editor in Chief - GameSlice

--  Gaming's New Look: The Importance of Interface

    Participants: Richard Marks, Manager, Special Projects, Research &
    Development - Sony Computer Entertainment America; James Ragonese,
    Director of Sales, Embedded Systems - ScanSoft

--  Five (or Six) Rules for Creating a Great Game Today

    Participants: Jason Della Rocca, Program Director - International
    Game Developers Association; Jordan Mechner, Independent Game
    Designer; John Schappert, Sr. VP & General Manager - Electronic
    Arts; Tim Willits, Co-Owner, Lead Designer - id Software

--  Coming to Grips with a Higher Standard: How Movies and Music are
    Influencing the Game Industry

    Participants: Rob Levine, Wired Magazine; Mark Lasoff, EALA Studio
    Art Director - Electronic Arts; David Perry, President - Shiny
    Entertainment

--  Surviving as an Independent Studio: Alternative Paths to
    Independence

    Participants: Trent Ward, Creative Director (Canada) - Digital
    Eclipse; Tim Morten, CEO - Savage Entertainment; Patrick
    Soderlund, CEO - Digital Illusions; Jeffrey Tseng, Creative
    Director - Secret Level

TRACK 3: Online, Mobile, Handheld Games: Taking Measure
of Their Growing Importance

--  Business Summit/Mobile: Market Leaders Stake their Claim

    Participants: Eric Goldberg, Managing Director - Crossover
    Technologies

--  Social Systems in Online Games: Don't Build One Without It

    Participants: Dan Scherlis; Philip Rosedale, President and CEO -
    Linden Lab; Carly Staehlin, Lead Designer, Tabula Rasa - NCsoft

--  New Opportunities in the Handheld Marketplace: Where the Smart
    Money is Headed

    Participants: Billy Pidgeon, Senior Analyst - Zelos Group; Tim
    Twerdahl, Director of Console Development - Tapwave

--  Mapping the Future of Mass Market Online Worlds: From Niche to
    Mass Market

    Participants: Jessica Mulligan, Executive Producer - Turbine
    Entertainment; Richard Garriott, Executive Producer - Ncsoft; Won
    Il Suh, CEO - Nexon; Greg Thomas, President - Visual Concepts

--  Four MMOL Markets, Four Opportunities. North America, China,
    Europe, Japan

    Participants: Mickael Ivorra, Head of Acquisitions - GOA/Wanadoo;
    Mark Jacobs, President and CEO - Mythic Entertainment

--  Zoom In on Asia: Where Innovation (Still) Rules

    Participants: TBD

    In addition to conferences, the following twelve in-depth
workshops will be offered.

Workshop Sessions

--  Perfect Pitch: Understand Today's Game Development Economy on a
    Micro Level

    Participants: Bill Anker, Vice President of Acquisitions -
    Activision; Karthik Bala, CEO - Vicarious Visions, Inc.; Greg
    Richardson, VP/Business Development, EA Partners - Electronic
    Arts; Bill Roper, Flagship Studios

--  Sustaining a Virtual World: What it Takes to Launch and Sustain a
    Profitable and Fun Persistent World Game

    Participants: Jeff Anderson, President and CEO - Turbine
    Entertainment; Starr Long, Producer - NCsoft

--  Five Technology Breakthroughs in Mobile Gaming

    Participants: Matthew Bellows, Editor/Publisher - Wireless Gaming
    Review (WGR) Media, Inc.; Dwight Cheu, VP of Business Development
    - Vicarious Visions, Inc.; Jason Ford, Games Manager - Games and
    Entertainment - Sprint Consumer Solutions; Adrian Sack, CEO -
    ideaworks 3D

--  Special lunchtime sessions. Speakers and topics to be announced
    soon.

--  Creating a Global Strategy

    Participants: Michael Pole, Senior Vice President, Worldwide
    Development - Vivendi Universal Games

--  How to Identify AAA Games--Ahead of their Release Dates

    Participants: Bill Fulton, User Testing Manager - Microsoft; Greg
    Zeschuk, Joint CEO - BioWare

--  Focus on Asia

    Participants: William Chen, Chief Operations Officer - Gamania;
    Teddy Sun, Vice President - the9.com

--  Unraveling the Deal Structure of the Modern-Day Project: How
    Industry Insiders Play the Contracts, Royalties, Funding, and
    Distribution Game Today

    Participants: Seamus Blackley, Creative Artists Agency; Keith
    Boesky, Head, Video Games Division - International Creative
    Management

--  The Total Picture: Factoring Mobile, Handhelds, and Networked
    Gameplay into the New Marketplace

    Participants: Ichiro Otobe, General Manager, Global Business -
    Square-Enix

--  Accessing the Creative Mind: Case Studies in the Art and Craft of
    Game Design

    Participants: Peter Molyneux, Managing Director - Lionhead
    Studios; Bob Stevenson, Co-owner/CEO - Planet Moon Studios; Neil
    Young, Vice President/Executive in Charge of Production -
    Electronic Arts

    Registration Information

    Attendees can register for these workshops and conferences by
logging on to www.e3expo.com, where daily schedules and additional
information about the conferences are posted. The Web site also
contains general registration information for the show, which takes
place May 12-14.

    E3Expo is the world's premier trade show for computer and video
games and related products. The show, now in its tenth year, is owned
by the Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com or www.theesa.com.

    E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.

                                 # # #
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    E3EXPO 2004 UNVEILS CONFERENCE PROGRAM SCHEDULED FOR MAY 11-13

              Industry Experts Provide Insight and Advice
                 at Workshop and Conference Sessions

    LOS ANGELES, March 18, 2004 - E3Expo 2004, the world's leading
interactive entertainment trade event, will mark the occasion of its
tenth anniversary this year with an updated in-depth conference
program featuring an extensive line-up of panels, workshops and
special interviews, the Entertainment Software Association (ESA)
announced today. The sessions will feature prominent industry leaders
including EyeToy creator Richard Marks of Sony Computer Entertainment
America; Jordan Mechner, creator of "Prince of Persia"; and EALA
Studio Art Director (and Motion Pictures and Sciences Academy Award
Winner) Mark Lasoff.
    E3Expo 2004's conference and workshop program will feature more
than 125 of the industry's leading experts who will share their
advice, experience and insight with attendees in a 37-session program.
The conference tracks this year include: The New Rules of Business:
Responding to Growth and Change; Development: Opportunities and
Challenges Ahead; and Online, Mobile, Handheld Games: Taking Measure
of Their Gaming Growth.
    "The E3Expo 2004 show floor will offer the best place in the world
to "See What's Next" for interactive entertainment, while the E3Expo
conference and workshop programs offer the premiere opportunity to
learn what's next for this ever-evolving business," said Douglas
Lowenstein, president of the ESA, the trade association that
represents U.S. computer and video game publishers and owns E3Expo. "
E3Expo 's unique educational program provides in-depth, hands-on
educational experience lead by true industry experts that can help
professionals find forums to grow their knowledge, build their
networks and advance their careers to the next level."
    The following conference sessions will be held May 11-13, 2004, at
the Los Angeles Convention Center.

Conference Sessions

TRACK 1: The New Rules of Business

--  Partnering With The Movie, Music and TV Industries: Profit from
    the New Level of Collaboration
    Participants: Steve Allison, Chief Marketing Officer, Midway
    Games; Don Daglow, President and CEO, Stormfront Studios; Jason
    Hall, Senior Vice President, Warner Bros. Interactive
    Entertainment; Charles Hirschhorn, Founder and Chief Executive
    Officer, G4; Larry Shapiro, Creative Artists Agency; Joshua Grode,
    Partner, Liner Yankelevitz Sunshine & Regenstreif LLP

--  Marketing Games In The New Age Of Entertainment (Part I):
    Detecting the Gen Y Consumer
    Participants: Jane Buckingham, President, Youth Intelligence; Eric
    Johnson, CEO, Ignited Minds; Richard Ow, Senior Manager, NPD
    Funworld Video Games; Brad King, co-author of Dungeons and
    Dreamers: The Rise of Computer Game Culture from Geek to Chic

--  Marketing Games In The New Age of Entertainment (Part II):
    Reaching and Selling the Gen Y Consumer
    Participants: Beth Featherstone, Director of Marketing, Microsoft
    Game Studios; Jeff Karp, Vice President of Marketing, Electronic
    Arts; Tony Kee, Vice President of Marketing, Ubisoft; Craig
    Relyea, Executive Vice President, Creative Domain

--  Toward an Artisan Model of Game Design
    Participants: Lorne Lanning, President and Creative Director,
    Oddworld Inhabitants; Brian Reynolds, President, Big Huge Games;
    Chris Taylor, President and Designer, Gas Powered Games; Feargus
    Urquhart, CEO, Obsidian Entertainment; Richard Rouse, III, Lead
    Designer, Surreal Software

--  Tapping New Revenue Streams from Traditional Game Assets
    Participants: Tim Ansell, President, CEO, Founder and Owner, The
    Creative Assembly, Ltd; Todd Hollenshead, CEO, co-Owner, id
    Software; David Lawee, COO/CFO, Ultimate Arena; Josh Resnick,
    President, Pandemic Studios; Amy Bernstein, Senior Editor,
    Business 2.0

--  Business Summit: Follow the Leaders
    Participants: Jay Cohen, Vice President Publishing, Ubisoft;
    Gerhard Floren, Senior Vice President and Managing Director,
    European Publishing, Electronic Arts; John Needham, Chief
    Financial Officer, Sony Online Entertainment; Scott McGrew, News
    Technology/Business Reporter, KNTV

--  On the Front Lines of Tomorrow's Games: Trends in the Hiring
    Trenches
    Participants: Amy Bendotti, Head of Staffing, Nintendo of America;
    Carla Block, Director of Human Resources, Sammy Studios; Sheila
    Brown, Manager of Staffing, Activision; Karyn Mason, Director of
    Human Resources, Konami of America; Marc Mencher, President,
    GameRecruiter.com

TRACK 2: Development: Opportunities and Challenges Ahead

--  Hot or Not: Developers Talk About What Goes Into a Great-Playing,
    Top-Selling Game--Including Each Other's
    Participants: Bing Gordon, EVP and Chief Creative Officer,
    Electronic Arts; David Jones, Director, Real Time Worlds; Ted
    Price, President and CEO, Insomniac Games; N'Gai Croal, General
    Editor, Newsweek

--  Inside the Next-Generation Game Machines
    Participants: Scott Cronce, Chief Technology Officer, Electronic
    Arts; Laura Fryer, Technology Director, Microsoft; James Kahle,
    IBM Fellow, IBM; Andrew Thompson, Director of Advanced Technology
    Marketing, ATI; Mark DeLoura, Manager of Developer Relations, Sony
    Computer Entertainment America

--  Sneak Peeks
    Participants: Yannis Mallat, Executive Producer, Ubisoft,
    presenting the sequel to Prince of Persia: The Sands of Time; Ray
    Muzyka, Joint CEO, BioWare, presenting Jade Empire; Gabe Newell,
    Founder and CEO, Valve, presenting Half-Life 2; Geoff Keighley,
    Editor in Chief, GameSlice

--  Gaming's New Look: The Importance of Interface
    Participants: Richard Marks, Manager, Special Projects, Research &
    Development, Sony Computer Entertainment America; James Ragonese,
    Director of Sales, Embedded Systems, ScanSoft; Will Wright,
    Designer, Maxis; Jeff Green, Editor in Chief, Computer Gaming
    World

--  Five (or Six) Rules for Creating a Great Game Today
    Participants: Grant Collier, President, Infinity Ward; Jordan
    Mechner, Independent Game Designer ; John Schappert, Sr. VP &
    General Manager, Electronic Arts; Tim Willits, co-Owner, Lead
    Designer, id Software; Jason Della Rocca, Program Director,
    International Game Developers Association

--  Coming to Grips with a Higher Standard: How Movies and Music are
    Influencing the Game Industry
    Participants: Keith Boesky, Head, Video Games Division,
    International Creative Management; Dane Davis, President,
    Danetracks; Mark Lasoff, EALA Studio Art Director, Electronic
    Arts; David Perry, President, Shiny Entertainment; Rob Levine,
    Senior Editor, Wired Magazine

--  Surviving as an Independent Studio: Alternative Paths to
    Independence
    Participants: Tim Morten, CEO, Savage Entertainment; Patrick
    Soderlund, CEO, Digital Illusions; Jeffrey Tseng, Creative
    Director, Secret Level; Alexander Fernandez, Managing Director,
    Streamline Studios; Hector Fernandez, Director of Creative
    Development, Streamline Studios

TRACK 3: Online, Mobile, Handheld Games: Taking Measure of Their
Growing Importance

--  Business Summit/Mobile: Market Leaders Stake their Claim
    Participants: Graeme Ferguson, Head of Business Development and
    Content, Vodafone; Mitch Lasky, CEO, JAMDAT; Takeshi Natsuno,
    Managing Director of i-mode Planning Department, NTT DoCoMo;
    Gilles Raymond, co-CEO and President, IN-FUSIO; Eric Goldberg,
    Managing Director, Crossover Technologies

--  New to the Game
    Participants: Kevin Bachus, President and Chief Operating Officer,
    Infinium Labs, Inc.; Perry Solomon, Founder and Vice President,
    Strategy, Peppercoin; Dan Lee Rogers, President, BizDev, Inc.

--  Social Systems in Online Games: Don't Build One Without It
    Participants: Raph Koster, Chief Creative Officer, Sony Online
    Entertainment; Toby Ragaini, Online Creative Director, Monolith
    Productions; Philip Rosedale, President and CEO, Linden Lab; Carly
    Staehlin, Lead Designer, Tabula Rasa, Ncsoft; Dan Scherlis, CEO,
    Etherplay

--  New Opportunities in the Handheld Marketplace: Where the Smart
    Money is Headed
    Participants: Chris Charla, Digital Eclipse; Billy Pidgeon, Senior
    Analyst, Zelos Group; Pasi Polonen, Director, Games Publishing,
    Nokia Multimedia; Tim Twerdahl, Director of Console Development,
    Tapwave; Daniel Sieberg, Technology Correspondent and Host of
    Next, CNN

--  Mapping the Future of Mass Market Online Worlds: From Niche to
    Mass Market
    Participants: Richard Garriott, Executive Producer, NCsoft; Will
    Harvey, Founder, There, Inc.; Won Il Suh, CEO, Nexon; Greg Thomas,
    President, Visual Concepts; Jessica Mulligan, Executive Producer,
    Turbine Entertainment

--  Four MMOL Markets, Four Opportunities. North America, China,
    Europe, Japan
    Participants: Mickael Ivorra, Head of Business Development,
    Wanadoo/GOA; Mark Jacobs, President and CEO, Mythic Entertainment;
    Tan Junzhao, Chief Technology Officer, Shanda Network; Yooshin
    Park, Chief of International Business Development, WebZen; Greg
    Costikyan, Co-founder and Chief Creative Officer, Unplugged, Inc

--  You Asked For It
    Participants TBD

--  Understanding The Chinese Market

    Participants: Chen Danian, Chief Operating Officer, Shanda
    Network; Eric Kwun, Business Planning Manager, Strategic Planning
    Division, ActozSoft; Joon S. Oh, Director of Business Development,
    FGOG Pte, Ltd; Michael Tong, Executive Director, NetEase; Michael
    Cai, Research Analyst, Parks Associates

    In addition to conferences, the following twelve in-depth
workshops will be offered.

Workshop Sessions

--  Perfect Pitch: Understand Today's Game Development Economy on a
    Micro Level
    Participants: Bill Anker, Vice President of Acquisitions,
    Activision; Karthik Bala, CEO, Vicarious Visions, Inc.; Greg
    Richardson, VP/Business Development, EA Partners, Electronic Arts;
    Bill Roper, CEO, Flagship Studios; Aaron Loeb, Producer, Planet
    Moon Studios

--  Sustaining a Virtual World: What it Takes to Launch and Sustain a
    Profitable and Fun Persistent World Game
    Participants: Jeff Anderson, President and CEO, Turbine
    Entertainment; Daniel James, CEO, Three Rings; Starr Long,
    Producer, NCsoft; Rich Vogel, Vice President of Production, Sony
    Online Entertainment; John Welch, Vice President, Games,
    shockwave.com

--  Five Technology Breakthroughs in Mobile Gaming
    Participants: Dwight Cheu, VP of Business Development, Vicarious
    Visions, Inc.; Jason Ford, Games Manager, Games and Entertainment,
    Sprint Consumer Solutions; Nick Murray, Production Manager,
    Europe, Middle East, Asia, THQ Wireless; Adrian Sack, CEO,
    ideaworks 3D; Matthew Bellows, Editor/Publisher, Wireless Gaming
    Review Media, Inc.

--  Special lunchtime sessions.
    Speakers and topics to be announced soon

--  Creating a Global Strategy
    Participants: Mary Bihr, Vice President of Global Publishing,
    LucasArts Entertainment; Doug Dyer, VP, Wireless, Warner Bros.
    Online; Julia Miller, Director, Xbox Live, Microsoft; Vince
    Broady, Founder and Senior Vice President, GameSpot

--  How to Identify AAA Games--Ahead of their Release Dates
    Participants: Bill Fulton, User Testing Manager, Microsoft; Philip
    Holt, Vice President of Product Development, THQ; Mike Sabine,
    Market Analyst, IDG Consulting; Greg Zeschuk, Joint CEO, BioWare;
    Jonathan Epstein, Executive Vice President and General Manager,
    IGN/GameSpy

--  Focus on Asia
    Participants: William Chen, Chief Operations Officer, Gamania;
    Teddy Sun, Vice President, the9.com; Keiji Honda, Vice President,
    Square-Enix

--  Unraveling the Deal Structure of the Modern-Day Project: How
    Industry Insiders Play the Contracts, Royalties, Funding, and
    Distribution Game Today
    Participants: Lori Plager, Senior Director of Licensing,
    Activision; Stephen Youngwood, Senior VP, Media Products Group,
    Nickelodeon; Seamus Blackley, Creative Artists Agency

--  The Total Picture: Factoring Mobile, Handhelds, and Networked
    Gameplay into the New Marketplace
    Participants: Athomas Goldberg, Project Lead, Wildcard Game
    Technologies Group, Sun Microsystems; Julien Merceron, Worldwide
    Technical Director, Ubisoft; Ichiro Otobe, General Manager, Global
    Business, Square-Enix; Robert Tercek, Executive VP Programming,
    Chief Strategy Officer, Mforma

--  Accessing the Creative Mind: Case Studies in the Art and Craft of
    Game Design
    Participants: Daniel Arey, Creative Director, Naughty Dog Studios;
    Peter Molyneux, Managing Director, Lionhead Studios; Bob
    Stevenson, co-Owner/CEO, Planet Moon Studios; Neil Young, Vice
    President/Executive in Charge of Production, Electronic Arts; Hal
    Barwood, Finite Arts

Registration Information

    Attendees can register for these workshops and conferences by
logging on to www.e3expo.com, where daily schedules and additional
information about the conferences are posted. The Web site also
contains general registration information for the show, which takes
place May 12-14.
    E3Expo is the world's premiere trade show for computer and video
games and related products. The show, now in its tenth year, is owned
by the Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com or www.theesa.com.
    E3EXPO is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.
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              E3Expo 2004 Celebrates Ten Successful Years
           and Offers the Top Ten Reasons to Attend the Show


WHAT:    The Electronic Entertainment Exposition (E3Expo) 2004,
         "Where Business Gets Fun," returns to Los Angeles this year
         celebrating its tenth anniversary. E3Expo, the world's
         leading interactive entertainment trade event, is owned by
         the Entertainment Software Association (ESA).


WHEN:    Conference Dates: May 11-13, 2004 (Tuesday-Thursday)

         Exhibit Dates: May 12-14, 2004 (Wednesday-Friday)


WHERE:   Los Angeles Convention Center (LACC)


WHY:     1. First Looks: Never-Before-Seen Products Exclusively at
            E3Expo

         E3Expo attendees have direct access to thousands of
         never-before-seen computer and video games and related
         products before they hit the shelves this holiday season.
         Over the past ten shows, E3Expo has been the site of the
         debut of approximately 10,000 new products, including
         virtually every groundbreaking piece of software and hardware
         to be introduced in the last decade. This year, exhibitors
         are scheduled to debut their newest products on more than
         525,000 square-feet at the LACC.

         2. E3Insider

         Bigger and better in its second year, E3Insider
         (www.e3insider.com), the first-ever E3Expo web site for
         consumers and game enthusiasts, will once again offer the
         public an inside view of E3Expo. E3Insider -- "the official
         virtual gateway to E3Expo" -- opens the event's "virtual
         doors" to the public, offering millions of gamers a way to
         see the show's action and excitement through interactive
         coverage, news from exhibitor booths, interviews with
         industry professionals, video clips, photo galleries and
         stories about the show. During the three days of the 2003
         show, the web site attracted more than ten million hits and
         doubled that number the following month.

         3. Media Briefing and Breakfast Details the State of the
            Industry

         Entertainment Software Association (ESA) President Doug
         Lowenstein will host an exclusive Media Briefing and
         Breakfast to discuss the state of the industry and share data
         from the ESA's 2004 Consumer Game Usage Survey. The briefing
         will take place in the Concourse West Hall Theater, Room 411,
         on Wednesday, May 12, at 8 a.m. and breakfast will follow in
         the Media Hospitality Suite, Room 515B.

         4. Conference and Workshops Program

         Each year, E3Expo provides attendees with an opportunity to
         receive one-on-one access to industry leaders in an extensive
         lineup of panels and workshops. This year's 37-session
         program will feature more than 125 of the greatest minds of
         the industry sharing their insight and expertise on the
         hottest topics of interactive entertainment. This year's
         conference themes include responding to the growth and change
         of the new business landscape, identifying the opportunities
         and challenges that game developers face, and measuring the
         growth of online, mobile and handheld games. For more
         information, visit http://www.e3expo.com/conference_programs/

         5. "Into the Pixel" Digital Game Art Exhibition at E3Expo

         For the first time, E3Expo is partnering with the Graphic
         Arts Council of the Los Angeles County Museum of Arts and the
         Academy of Interactive Arts & Sciences to deliver a juried
         exhibition of computer and video game art. The showcase will
         include art from published or soon-to-be published computer
         and video games and will be open to the more than 60,000
         E3Expo attendees.

         6. "The Education Arcade" Special Conference Focused on Games
            in Education

         The MIT Comparative Media Studies program, in cooperation
         with the ESA, will present a new three-day conference
         dedicated to the topic of games in education from May 9-11.
         The event will focus on key issues and emerging trends in the
         use, development and marketing potential of games in
         education. For more information, visit
         www.educationarcade.org.

         7. E3Expo Is Everything Consumers Want to Know About Games

         E3Expo is not just the best place in the world to see the new
         games and products that consumers are eager to learn about
         and will be shopping for this holiday season. It's also host
         to everything from celebrity appearances and mind-blowing
         special promotions to cutting-edge displays and eye-popping
         demonstrations. At E3Expo, you'll see the latest Hollywood
         and music industry tie-ins, try out the most cutting-edge
         technologies, and experience what's next all in one place, at
         one time.

         8. State-of-the-Art Media Facilities at E3Expo

         E3Expo offers media an array of outstanding resources. The
         Media Center is the hub of media-related information,
         including show news, exhibitor information, interviews,
         transcripts and access to show management. The Center also
         provides a press kit area and a working newsroom equipped
         with wired computers and wireless Internet capabilities.

         9. Online and Mobile Games

         The emerging online and mobile marketplaces offer many new
         opportunities and challenges for the game industry. As these
         sectors continue to grow, it is more important than ever to
         understand this new technological landscape. E3Expo provides
         a unique forum for industry professionals to network,
         exchange ideas, discuss trends and compare global
         perspectives on these and other sectors.

         10. E3Expo: The Center of the Games Business for Ten Years

         Over the past decade, E3Expo has hosted exhibitors on a total
         of more than 4.5 million square feet of floor space,
         approximately 520 times the length of the Golden Gate Bridge.
         And as E3Expo has grown in the past ten years, so too has the
         industry. E3Expo not only contributes an approximate $20
         million a year to the Los Angeles economy, but also remains
         the exclusive forum for groundbreaking milestones that have
         shaped the course of interactive entertainment. E3Expo is
         truly the best place on the planet to "See What's Next" in
         interactive entertainment.


    E3Expo is the world's premier trade show for computer and video
games and related products. The show, now in its tenth year, is owned
by the Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com.

    E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.
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LUCASARTS E3 2004 LINEUP TO INCLUDE
STAR WARS KNIGHTS OF THE OLD REPUBLIC II:
THE SITH LORDS(tm)

Marin County, Calif. - May 4, 2004 - LucasArts today announced its official
2004 Electronic Entertainment Expo (E3) lineup, which features Star Wars
Knights of the Old Republic II: The Sith Lords, the follow-up title to last
year's award-winning role-playing game. The original KOTOR(tm) was released
in 2003 and earned widespread acclaim throughout the interactive industry,
including more than 35 "Game of the Year" awards.  The Sith Lords will be
officially unveiled at E3 2004 and will be released for the Xbox video game
system from Microsoft and for the PC in February 2005.

Beginning approximately five years after the events of the first Knights of
the Old Republic, The Sith Lords takes players on an entirely new journey as
they assume the role of what is believed to be the last Jedi in the galaxy.
The game features a cast of memorable returning characters and sinister new
villains.  Using more than 30 new Force powers, players can turn weak-minded
enemies against one another in combat with "Force confusion" or see through
doors and view character alignment with "Force sight."  Assigned to protect
the Old Republic and the Jedi Order from the terrifying Dark Lords of the
Sith, players must explore and battle through seven diverse worlds while
being challenged whether to choose the light side of the Force or surrender
to the lure of the dark side.

The Sith Lords is published by LucasArts and developed by Obsidian
Entertainment Inc.  For more information, please visit the official product
website at www.swkotor.com.

LucasArts will also highlight the following titles at E3 2004:

Star Wars Battlefront
Star Wars Battlefront is an action/shooter game that gives fans and gamers
the opportunity to re-live and participate in all of the classic Star Wars
battles like never before. Players can select one of a number of different
soldier types, jump into any vehicle, man any turret on the battlefront and
conquer the galaxy planet by planet online with their friends or offline in a
variety of single player modes. Battles are set up in more than 15
environments across 10 diverse planets, such as Hoth, Endor and Tatooine, in
addition to memorable Clone Wars locations like Kamino and Geonosis.  Star
Wars Battlefront will be released for the PlayStation2, Xbox and PC on Sept.
21, 2004, day and date with the release of the Star Wars Trilogy DVD set.

Mercenaries
Mercenaries is a revolutionary third-person combat-action game that delivers
the next level of free-form gameplay in massive interactive environments. The
game gives players the opportunity to take on the role of a soldier for hire
in an open-ended world, letting players choose to be one of three
mercenaries: an American ex-soldier, a British secret agent or a Swedish
bounty hunter. Each playable character has unique strengths and weaknesses
that affect gameplay. The nonstop action within Mercenaries is heightened by
the integration of the Havok physics engine, making everything within the
environment act and react as it would in real life. LucasArts will deploy
Mercenaries in early 2005 for the PlayStation2 and Xbox.

Star Wars Republic Commando
Star Wars Republic Commando is a squad-based first-person shooter that lets
players explore the elite world of the Star Wars military. Leading a
three-man squad of Republic commandos, players embark on a variety of
missions that go deep behind enemy lines in more than 14 intense and
challenging levels, spanning three unique campaigns.  As a Republic commando,
you will have more than a dozen deadly weapons at your disposal, including
the game's ultimate weapon - your squad itself.  The innovative "One-Touch
Squad Control" system lets players command orders to their squad with the
touch of just one button. Star Wars Republic Commando will be released in
Fall 2004 for the Xbox and PC.

Star Wars Galaxies(r): Jump To Lightspeed
The struggle between the Galactic Empire and the Rebel Alliance extends into
space with Star Wars Galaxies: Jump to Lightspeed, the first expansion for
the award-winning Massively Multiplayer Online Role-Playing game set in the
Star Wars universe. Set in the Star Wars timeframe between Episode IV and
Episode V, this first extension opens 10 vast and distinct space sectors,
spanning from the Core Worlds to the Outer Rim, for players to explore while
engaging their opponents in intense real-time combat or uniting with friends
in battle or exploration. Players can embark on more than 100 new missions,
venturing through asteroid fields, nebulae and space junkyards while honing
skills in four new space-specific professions. Star Wars Galaxies: Jump To
Lightspeed will be released in Fall 2004 for the PC.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC.  Based in Marin County, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies.  Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company.  In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses.  Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations.  Lucasfilm's television projects have won 12 Emmy
Awards.  Lucasfilm Ltd. is headquartered in Marin County, Calif.

About Obsidian Entertainment Inc.
Obsidian Entertainment, Inc. was founded by five industry veterans with over
forty years of combined experience in the Electronic Entertainment industry
and is passionately dedicated to the development of next generation games for
the PC and console platforms.  For more information please visit
www.obsidianent.com.
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Pelican to Unveil Full Wireless Product Line at E3 2004; Determined to
Dominate the Wireless Future

Vernon, Calif., May 5, 2004 - Anticipating that the future of video gaming
lies in wireless control, Pelican is set to showcase its entire line of
wireless devices at this years Electronic Entertainment Expo in Los Angeles,
May 12 - 14th. Having experienced phenomenal success with its recent forays
into wireless control, most notably the Predator Wireless Controller for
PS2(TM), the Eclipse Wireless controller for Xbox(TM) and the G3 Wireless
Controller for GameCube(TM), Pelican is poised to launch an array of wireless
controllers, wheels, light guns and even a Spy camera for GBA SP. Featuring
the most advanced wireless technology available such as 2.4 GHz Radio
Frequency, Pelican's wireless product line up will guide the industry into
the next phase of its evolution.

"This is the most ambitious and exciting product line that we've ever
presented to the industry," stated Chris Richards, Pelican's President. "We
have spent a great deal of time, effort and commitment trying to perfect
wireless peripherals. The family of wireless accessories we'll be showing at
E3 this year will prove our efforts worth while. People will be blown away by
what we've achieved."

Wireless products being shown by Pelican this year include the following:

Predator II Wireless Controller for PS2

Predator II delivers the latest technology available in 2.4 GHz wireless.
With the convenience of such features as auto-hopping, zero latency,
fail-safe range performance and frequency screening the user is assured of a
no-hassle gaming experience. Predator II is equipped with patented technology
from Freedom Wave to create the ultimate rumble vibration. Predator II is a
leader in low power consumption giving the user up to 150 hours of battery
life. SRP $34.95

Chameleon Wireless Controller for PS2

Chameleon Wireless brings together beautiful design with outstanding
performance. Chameleon is built with a clear durable plastic that is designed
with comfort, balance and ergonomic control in mind. The Chameleon also comes
equipped with dual tread hand grips, a multi-channel option and over 300
hours of battery life. SRP $24.95

Free Shot Light Blaster for PS2

Free Shot is a full feature wireless light gun that supports two player
action, auto reload, auto fire, GunCon 1 and 2 and a built in D-pad for
character movement. Now you can be totally free of cords and enjoy the
freedom that wireless brings to your favorite light gun games. SRP $39.95

Evo Sport GT Wireless Racing Wheel for PS2

Evo Sport GT eliminates the hassle of cords allowing you to play from
anywhere in the room whether on your lap or from a table top. Evo Sport GT
features ATS (Active Torque System), a new innovative steering technology
that imitates the actual feel of a car steering wheel without relying on such
gimmicks as tension springs and force feedback. Also includes a fully
rubberized steering wheel, an adjustable steering sensitivity switch, a
battery life indicator, F1 shifters, a gear shifter and full size racing
pedals. SRP $59.95

Eclipse II Wireless Controller for Xbox

Predator II delivers the latest technology available in 2.4 GHz wireless for
Xbox. With the convenience of such features as auto-hopping, zero latency,
fail-safe range performance and frequency screening the user is assured of a
no-hassle gaming experience. Predator II is equipped with patented technology
from Freedom Wave to create the ultimate rumble vibration. Predator II is a
leader in low power consumption giving the user up to 150 hours of battery
life. SRP $39.95

Spirit Wireless Controller for Xbox

Spirit's simplex wireless technology introduces a new value offering in
controllers for Xbox. The clean lines and totally transparent body adds to
the allure of the advanced technology inside. The performance is unparalleled
with zero latency and an operating range of up to 50 feet. Powered by two AA
batteries, Spirit has an operating life of over 300 hours. Sprit also comes
equipped with shoulder mounted black and white fire buttons and dual tread
rubberized grips. SRP $29.95

Soul Wireless Controller for Xbox

Soul combines the best features of wireless with Microsoft's Live Kit
allowing you to actually go Live with your wireless controller. What makes
Soul unique is the quadplex wireless technology that delivers 16 bit voice
streaming data that allows you to listen to everything in the Live world via
a built-in speaker on your controller. In addition, a built-in microphone
port that doubles as a Live Kit port allows you to interact in the Live
environment without relying on a head set. SRP $59.95

Evo Sport GT Wireless Racing Wheel for Xbox

Evo Sport GT eliminates the hassle of cords allowing you to play from
anywhere in the room whether on your lap or from a table top. Evo Sport GT
features ATS (Active Torque System), a new innovative steering technology
that imitates the actual feel of a car steering wheel without relying on such
gimmicks as tension springs and force feedback. Also includes a fully
rubberized steering wheel, an adjustable steering sensitivity switch, a
battery life indicator, F1 shifters, a gear shifter and full size racing
pedals. SRP $59.95

G3 Wireless Controller for GameCube

G3's simplex wireless technology introduces a new value offering in
controllers for GameCube. The clean lines and totally transparent body adds
to the allure of the advanced technology inside. The performance is
unparalleled with zero latency and an operating range of up to 50 feet.
Powered by two AA batteries, G3 has an operating life of over 300 hours. G3
also comes equipped with shoulder mounted black and white fire buttons and
dual tread rubberized grips. SRP $24.95

Hide N Spy Wireless Camera for GameBoy Advance SP

Now you can see and hear everything going on in your home, office or at
school without anyone knowing. Introducing Hide N Spy for GBA SP. Simply plug
the Transceiver in to your GBA SP, then set the Recon Receiver wherever you
choose. Now you can listen and hear what's going on from up to 100 feet away
through walls and around corners. SRP $49.95

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including PlayStationa, PlayStationa2, Xbox(TM) from
Microsoft, Nintendoa 64, Nintendoa GameCubea, Game Boya Color, Game Boya
Advance and Game Boy(R) Advance SP. Product design, testing and research take
place in the USA with the majority of manufacturing occurring in Asia.
Pelican is headquartered in Vernon, California
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             WWW.E3INSIDER.COM GOES LIVE MAY 10TH TO OPEN
                  E3EXPO'S "VIRTUAL DOORS" TO GAMERS

        Consumer Web Site Delivers All-New Exclusive "Fan Cam"

    LOS ANGELES--May 5, 2004--E3Insider (www.e3insider.com), the
official consumer Web site of the 2004 Electronic Entertainment Expo
(E3Expo), will go live on May 10 - 14 with improved features and a new
one-of-a-kind "fan cam" offering the general public an unprecedented
look inside the world's premier interactive entertainment trade show,
the Entertainment Software Association (ESA) announced today.

    The site, now in its second year, delivers an all-access virtual
tour of E3Expo that is uniquely available to the official event site.
E3Insider will not only provide the most comprehensive coverage
available of the trade-only show, but for the first time ever will
offer raw and unedited "fan cam" footage unavailable anywhere else.
Through the "fan cam," consumers will be able to see the show through
the eyes of a gamer who will have unlimited access to the games and
products, exhibit floor, backstage and other restricted areas at the
Los Angeles Convention Center (LACC), where the show will be held.

    "E3Insider opens the official 'virtual doors' to E3Expo so that
consumers from around the globe have the opportunity to 'See What's
Next' for the computer and video game products that will change the
future of interactive entertainment," said Douglas Lowenstein,
president of the ESA, the trade association that represents U.S.
computer and video game publishers and the owner of E3Expo. "This
year's improved site delivers even more exclusive ways to access the
show, offering game enthusiasts a uniquely in-depth view of the event
that makes E3Insider the best place on the web to experience the
show."

    By offering consumers a way to see the show through interactive
coverage, photo galleries, video clips, news from exhibitors and
interviews with industry leaders, E3Insider will provide the ultimate
virtual show experience. The site drew more than ten million hits
during the three days of the 2003 show and double that number in the
month after.

    E3Expo is the world's premier trade show for computer and video
games and related products, and will be held May 11 - 14, 2004. The
show, now in its tenth year, is owned by the Entertainment Software
Association (ESA), the U.S. association dedicated to serving the
business and public affairs needs of the companies publishing
interactive games for video game consoles, handheld devices, personal
computers, and the Internet. For more information, please visit
www.e3expo.com or www.theesa.com.

    E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.

                                 # # #
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              Nearly 1,000 Never-Before-Seen Interactive
              Games and Products to Debut at E3Expo 2004

    New Exhibitor Survey Offers First Look at E3Expo 2004 Products

    LOS ANGELES--May 4, 2004--Approximately 1,000 of the nearly 5,000
computer and video game products to be displayed at the 2004
Electronic Entertainment Expo (E3Expo) have never been seen before,
according to data released today from the E3Expo 2004 Exhibitor Survey
by the show's owner, the Entertainment Software Association (ESA).
Exhibitors also report that nearly three-quarters (72 percent) of all
products at the tenth anniversary show will be in stores in time for
the 2004 holiday season.
    "The interactive entertainment industry and its products have made
tremendous advances since the launch of E3Expo ten years ago --
whether it be technologically, economically, artistically or in terms
of just plain fun -- and the popularity of games has increased along
with those achievements," said Douglas Lowenstein, president of the
ESA, the trade association that represents U.S. computer and video
game publishers and owns E3Expo. "One thing that hasn't changed over
the past decade is that E3Expo is the best place in the world to 'see
what's next' for the industry and to get a first look at the game
products that consumers will soon be buying, playing and talking
about."
    Ninety-four percent of all exhibitors responded to the survey,
which asked participants to detail the products they will be showing
at E3Expo 2004. The survey results indicate that about 40% of products
displayed will be for video game consoles, while about one-third will
be for personal computers. Specifically, of all products, including
software, hardware and accessories, that will be showing at E3Expo
2004:

    --  40.3 percent will be for video game consoles;

    --  30.7 percent will be for personal computers;

    --  18.4 percent will be for PDAs, wireless phones and other;

    --  6.8 percent will be for handheld game devices;

    --  3.8 percent will be for online/internet games.

    Exhibitors also reported that they will be showing games of all
types, with the most titles falling into the action and adventure,
educational and edutainment, and sports and driving genres. According
to survey respondents, titles showing at E3Expo 2004 will fall into
these categories:

    --  Action/Adventure games (26.6 percent);

    --  Educational/Edutainment games (15.8 percent);

    --  Sports/Driving/Racing games (12.5 percent);

    --  Role Playing games (7.3 percent);

    --  Child/Family games (7.1 percent);

    --  Strategy games (6.3 percent);

    --  Arcade games (4.9 percent);

    --  Simulation games (3.7 percent);

    --  Other games (15.8 percent).

    E3Expo's "First Looks" program will specifically spotlight those
products that are being shown for the first time ever at E3Expo.
Participating "First Looks" exhibitors will be designated in the
E3Expo exhibit guide, the E3Expo Show Daily, the official E3Expo
website (www.e3expo.com) and on the exhibit floor beginning May 12.
Though the show is open only to industry professionals, consumers can
get a look at these and other products through E3Expo's "virtual
gateway," www.e3insider.com.
    More than 400 of the world's top interactive entertainment
companies will convene for the tenth anniversary E3Expo, which will
occupy more than 525,000 sq. feet of exhibit space at the Los Angeles
Convention Center (LACC) from May 12th to May 14th. Over the past
decade, E3Expo has hosted exhibitors in a total of more than 4.5
million square feet of floor space, approximately 520 times the length
of the Golden Gate Bridge.
    E3Expo is the world's premier trade show for computer and video
games and related products. The show, now in its tenth year, is owned
by the Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com.
    E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.
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SEGA Announces Game Lineup to be Featured at Electronic Entertainment Expo
2004
-----------------------------------------------------------------------------
Astro Boy, Otogi 2, and All-New 2005 Sports Titles Lead Blockbuster
Lineup

SAN FRANCISCO (May 6, 2004) -- SEGA(R) of America, Inc. today announced its
fall and winter lineup of entertainment and sports titles to be featured at
the Electronic Entertainment Expo (E3) 2004. Extending its reach as an
independent content publisher, SEGA will feature titles developed for a broad
base of home and handheld platforms including PlayStation(R)2 computer
entertainment system, the Xbox(R) video game system from Microsoft, Nintendo
GameCube(TM), and the Game Boy(R) Advance. SEGA's booth will be located in
Concourse Hall, Room #151, Los Angeles Convention Center. The SEGA
entertainment lineup features a thrilling blend of action, adventure, sports,
platform, and puzzle games, including the highly-anticipated debuts of Astro
Boy(TM), Otogi(TM) 2, and the return of several classic SEGA franchises like
Sonic The Hedgehog (R), Virtua Figher(TM), and Samba de Amigo(TM) - all of
which have been enhanced for EyeToy by Yuji Naka's award-winning SONICTEAM
studio.

ESPN Videogames, SEGA's sports studio, gears up for the 2005 season packed
with unmatched visual enhancements and a deeper level of ESPN integration.
The ESPN Videogames lineup includes impressive additions to gameplay that
further blur the lines between an authentic ESPN broadcast and a sports video
game. The ESPN Videogames 2005 series promises players an unrivaled
experience into the world of sports entertainment.

"Our multi-platform lineup at E3 2004 underscores a new global publishing
initiative that combines our industry-leading brands and IP with acquired
titles that coincide with North American demand," said Hideaki Irie,
president and COO, SEGA of America, Inc. "With an enormous catalog of
legendary franchises and the addition of some hot acquisitions, SEGA has
extended its reach and is well positioned for future growth."

"Building upon the foundation of ESPN Videogames, I'm thrilled about our 2005
lineup," states Greg Thomas, president of Visual Concepts, makers of ESPN
Videogames. "This year's games not only showcase ESPN Videogames commitment
to excellence, but also invite gamers to explore a host of innovative new
features."

SEGA's lineup of entertainment and sports games to be featured at E3
includes, but is not limited, to titles listed below. For screenshots and
artwork visit the SEGA FTP site at: http://segapr.segaamerica.com/e3.

Altered Beast(TM) (PlayStation 2): As a special military operative, you are
sent to investigate a deadly genetic outbreak in a small West Coast town.
Hunted by unspeakable horrors and haunted by your past, you soon discover
that in order to overcome evil, you must become more than evil. The only
thing that can save you is your darkest power, the ability to transform into
a variety of powerful beasts. As you defeat wave after wave of failed genetic
experiments, the line between human restraint and primal instinct blurs,
until nothing is left but the savage desire to uncover the true nature of the
beast. [This title is not yet concept approved by Sony Computer Entertainment
America]

Amazing Island(TM) (Nintendo GameCube): Amazing Island is a
competition-driven, magical monster simulation game that takes place on a
fantastic island in another world. The "Black Evil" has taken over this lush
and colorful land and has captured the once happy natives -- the Maboo tribe.
Players have the ability to defeat the "Black Evil," take back the land and
return it to the Maboo tribe. To do so, gamers use their imagination to
create their own monster - from nearly an infinite number of possibilities -
and enter it in a series of competitions involving timing, speed and
head-to-head battles. The victor wins magical orbs that hold the power of the
island.

Astro Boy(TM) (PlayStation 2): Join Astro, the robotic superhero with a human
mind, in a jet-fueled adventure to reunite the robotic race with humans.
Working with Tezuka Productions and Sony Pictures Consumer Products, SEGA's
SONICTEAM studio has faithfully recreated the Astro Boy universe, paying
homage to a classic icon of Japanese anime that is now a featured series on
Cartoon Network. In Astro Boy, gamers use Astro's Rocket Feet, Arm Cannon,
1,000,000-Horsepower Strength, X-Ray Vision, and other special abilities to
help save Metro City. With each case solved, Astro's skills develop,
preparing him to face off against the strengths of Atlas, Acheron, the Blue
Knight and more! Astro Boy(TM): Omega Factor (Game Boy Advance):        Join
Astro, the robotic superhero with a human mind, in a jet-fueled adventure to
reunite the robotic race with humans. Using his seven super abilities, Astro
faces off against the likes of Atlas, Blue Knight, and more than 40 other
characters from Osamu Tezuka's iconic anime franchise. Developed by Treasure
in conjunction with Hitmaker, Astro Boy: Omega Factor brings classic 2D
gaming to the GBA along with an original seven-episode story crafted from
previous versions of the Astro Boy animated series. Playing as Astro, gamers
learn about justice, compassion, evil, courage and the history of the
landmark character - all while building Astro's Omega Factor and
strengthening his character and super-human abilities.

Blood Will Tell(TM) (PlayStation 2): Blood Will Tell is a modern day action
epic adapted from the classic manga by Osamu Tezuka (Astro Boy). Like the
original manga, the game follows the adventures of Hyakkimaru, a samurai
haunted by a shocking secret who embarks on a quest to uncover his past and
regain his humanity. As a newborn baby he was robbed of every limb, every
organ and even the ability to cry. He replaced his missing parts with weapons
and departed on a quest to destroy the fiends who robbed his organs, hoping
to regain his body and his future. Throughout the game, Hyakkimaru's friend
Dororo is there to help and guide players and fight alongside Hyakkimaru.

Headhunter(TM): Redemption (PlayStation 2, Xbox): Twenty years after the
devastation caused by the Bloody Mary Virus, a new order has emerged, based
on two distinct but totally independent worlds, divided by the ultimate
consumerist society - 'Above' and 'Below'. Headhunter: Redemption continues
the gripping story of Jack Wade, a veteran Headhunter keeping order in a
futuristic world overrun with unchecked consumerism, vicious organized crime
and mind-controlling mass media. When Jack and his protege, the sassy,
streetwise Leeza X, stumble upon an arms smuggling operation that threatens
the status quo, they must work together to deliver an oblivious world from
impending catastrophe, confronting their darkest fears beneath a shroud of
evil that blankets the city. Otogi(TM) 2 (Xbox): Otogi 2 takes place directly
after the events chronicled in the original Otogi: Myth of Demons. Raikoh,
the famed undead warrior, managed to temporarily save the Japanese population
from an onslaught of demons, but had not been able to vanquish them all
before returning to his grave. The demons have now resurfaced from hiding
places within the sacred capital of Japan, and they are attempting to take
control of man once more. In response, five brave warriors take their own
lives in a ritual to resurrect Raikoh.  Raikoh rises again and the five
selfless warriors rise with him, all set to take on the encroaching demon
spawn as a team. Puyo Pop Fever(TM) (Nintendo GameCube):        SONICTEAM
revamps Sega's signature brainteaser with wacky new puzzle pieces and a
combo-crazy Fever Mode. Play as Amitie in the Story Mode and take part in an
adventurous tale that requires a zen-like level of concentration and mad
reflex skills to complete. Amitie will encounter a rogue gallery of crazy
characters who are all willing to challenge her in the ultimate 'Puyo'
battle. Players try to obliterate their opponents by linking explosive
combinations, and bombarding them with massive chain reaction combo attacks
in Fever Mode. The title also features a tremendously addictive multiplayer
mode that'll keep players twitching for months. SEGA SuperStars(TM)
(PlayStation 2): SEGA SuperStars for EyeToy is a compilation of 12 mini-games
featuring classic SEGA characters and games redesigned exclusively for Sony's
PlayStation 2 camera add-on. Now instead of just playing a favorite SEGA
game, gamers are part of it! Race through with Sonic, battle Akira or Rau of
Virtua Fighter(TM) fame in a toe-to-toe power attack or play a variety of
instruments in Samba de Amigo(TM) rhythm. Multiple mini-games across a
variety of genres ensure that there is plenty of fun for the entire family.

SPIKEOUT(TM) Battle Street (Xbox): Ten years ago, bad blood spattered the
streets in a turf battle between two now-legendary gangs: Team Spike (led by
Spike) and Team Inferno (led by Michael). Now, Spike Jr. has spurred a new
war against Team Inferno, which is still being led by his father's nemesis.
Players get to explore a vast 3D world to engage in true hand-to-hand melee
combat against a massive number of enemies. The game's Xbox Live feature
allows players to experience cooperative gameplay with friends. Bonus online
features include downloadable items, stories, characters, sound files and
much more.

Virtua Quest(TM) (Nintendo GameCube, PlayStation 2): Virtua Quest is a
3D Action/RPG that features both core RPG elements (exploration, treasure
gathering, and character development) and a strong fighting component. The
player assumes the identity of a young boy named Sei (pronounced "Say"). As
the player explores each stage, he/she will discover "Virtua Souls" - data
clusters that contain information about the martial arts abilities of the
legendary Virtua Fighter characters. These clusters give the player the
ability to easily perform complex fighting moves. As the game's story
progresses, Sei discovers that only he can unlock the potential of the Virtua
Souls, and he subsequently gains the attention of an evil syndicate known as
Judgment 6. ESPN NFL 2005 (Xbox, PlayStation 2):        It's the season of
the fan. The year of people coming together to celebrate sports. ESPN NFL
2005 is uniting fans with a coupling of the most responsive and intense
gameplay and the richest multi-player gaming experience possible. Maximum
Tackling(TM) brings unique on-field control allowing gamers to go for the
wrap-up tackle or deliver the big highlight hit. The addition of the V.I.P.
System(TM) allows gamers to play friends, even if they're not there! Players
are invited to show off their coaching skills in Franchise mode and utilize
Weekly Prep(TM) to fully plan the training schedule, intensity, and regimen
each week. Full online leagues and tournament play with living rosters rounds
out the most complete online experience. ESPN NHL 2005 (Xbox, PlayStation 2):
Poised to defend its title as the #1 rated hockey video game, ESPN NHL Hockey
returns to the ice with the confidence of a seasoned veteran. Improved player
control, an all-new fighting engine and lightning fast gameplay truly capture
the feel and pace of NHL-caliber hockey. ESPN NHL 2005 features breakthrough
new ways to play including online leagues, multi-player mini-games and a
deeper franchise mode adding endless replay value to an already robust
lineup. With exclusive ESPN presentation players will experience all the
on-ice action called by ESPN veteran commentators, Gary Thorne and Bill
Clement. ESPN NHL 2005 makes skating with the NHL's elite a reality!

ESPN NBA 2005 (Xbox, PlayStation 2):    The king of the court gears up for
release. ESPN NBA 2005 will change the way virtual basketball is experienced
with a host of new graphical improvements including self-shadowing, advanced
reflective lighting, and full 3D crowds. Huge gameplay improvements in
IsoMotion(TM) and the revolutionary 24/7 mode ensure the most responsive
control and the most satisfying basketball experience. Let the next movement
begin.

ESPN College Hoops 2005 (Xbox, PlayStation 2): In collegiate basketball,
there's a world of possibilities no matter how big or small the college
program. A season of success or defeat can be determined with one single
decision, one coaching change, and even one shot. ESPN College Hoops 2005 is
the only game that realizes the passion and pageantry of collegiate
competition. ESPN College Hoops 2005 brings the unbridled emotion and
wonderful magic only exhibited in a real college basketball game. ESPN
Videogames are produced by Visual Concepts, SEGA's sports studio. For more
information, log on to |||http://www.espnvideogames.com||.

For sports titles contact:

Matt Atwood or Anthony Chau

ESPN Videogames

(415) 507-7545 / (415) 507-7609

matwood@espnvideogames.com/

achau@espnvideogames

For entertainment titles contact:

Ethan Einhorn or Chase SEGA of America, Inc. (Games)

(415) 904-8780 / (415) 844-6289

segateam@accesspr.com/ chase@accesspr.com       Bret Blount or Molly Musler

SEGA of America, Inc. (Corporate)

(415) 701-4124 / (415) 844-6230

bret.blount@segaamerica.com/ mmusler@accesspr.com About SEGA SEGA(R) of
America, Inc. is the American arm of Tokyo, Japan-based SEGA Corporation, a
worldwide leader in interactive entertainment both inside and outside the
home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com/USA.

About Visual Concepts Entertainment

Visual Concepts Entertainment is the maker of the critically acclaimed
2K series of sports games. The company is responsible for the full
development and marketing for all ESPN Videogames titles and is committed to
delivering the best, fully integrated sports gaming experience for all
consumers. Visual Concepts Entertainment is wholly owned by Japan-based SEGA
Corporation.

About ESPN

ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission All NFL-related marks are trademarks of the National Football
League. Officially Licensed product of PLAYERS INC.

The "Collegiate Licensed Product" label is the property of the Independent
Labeling Group. All names, logos, team icons, and mascots associated with the
NCAA, universities, and conferences are the exclusive property of the
respective institutions. NCAA, the NCAA logo, and NCAA Basketball are
trademarks or registered trademarks of the National Collegiate Athletic
Association.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2003 NBA Properties, Inc. NHL and the NHL Shield are
registered trademarks of the National Hockey League. All NHL logos and marks
and team logos and marks depicted herein are the property of the NHL and the
respective teams and may not be reproduced without the prior written consent
of NHL Enterprises, L.P. (C) 2003. All rights reserved. (C) NHLPA. ESPN NHL
Hockey is an Officially Licensed Product of the NHLPA. NHLPA, National Hockey
League Players' Association and the NHLPA logo are trademarks of the NHLPA
and are used under license by Sega of America, Inc.
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CLASSIC GAMING EXPO BRINGS RARE PIECES OF VIDEO GAMING HISTORY TO ELECTRONIC
ENTERTAINMENT EXPO 2004

VALLEY STREAM, NEW YORK - May 6, 2004 - CGE Services Corporation, organizers
of Classic Gaming Expo, today announced some of the rare items that will
appear in their "History of Videogames" exhibit at Electronic Entertainment
Expo 2004 in Los Angeles (May 12 -14, 2004). Among the fascinating artifacts
of videogame history on display will be an original Computer Space machine,
the first video arcade game designed by Nolan Bushnell, as well as an Atari
Pong machine. Attendees will have the opportunity to see and play a replica
of the original "Brown Box" prototype that eventually became the Magnavox
Odyssey, the first home videogame console. The replica was hand-built by
Ralph Baer, the system's inventor, as the original unit currently resides in
the Smithsonian Institute. Other items rarely seen or played by video gamers
will include an elusive and extremely scarce Puppy Pong machine as well as
various home console prototypes.

"We're pleased to be bringing such rare exhibits to E3's tenth show so
attendees can see and play for themselves the games that are the basis for
the multi-billion dollar industry that we all enjoy today," said Sean Kelly,
co-organizer of Classic Gaming Expo. "E3 is the video game industry's biggest
show and we're proud of the fact that Classic Gaming Expo has been recognized
as the premier show dedicated to the preservation and celebration of video
game history. As E3 celebrates its ten year anniversary, it's the perfect
time for us to be there with these rare items to promote our event and to
educate people on the importance of archiving and preserving video game
history for future generations of gamers to experience."

The Classic Gaming Expo "History of Videogames" exhibit will encompass over
2,000 square feet in Kentia Hall and will be open for visitors all three days
of the May 12 -14, 2004 E3 show. The exhibit will feature dozens of playable
classic arcade games as well as a wide variety of home video game consoles.
Attendees will be able to relax in an '80s style living room and experience
video gaming's colorful past for themselves with such classic consoles as the
Atari 2600 and Intellivision.

Classic Gaming Expo (CGE) staff will also be on hand to answer questions
about the upcoming seventh-annual CGE show that will take place August 21 and
22, 2004 at the San Jose Convention Center in San Jose, Calif. CGE is open to
anyone with an interest in video games - both classic and modern. CGE show
organizers welcome appointments with press, exhibitors and potential sponsors
during show hours. Information on attendance, ticketing and past events is
available at www.cgexpo.com.

About CGE Services Corporation
Classic Gaming Expo is a production of CGE Services Corporation. Currently in
its seventh year, Classic Gaming Expo remains the industry's only annual
event dedicated to celebrating and preserving the history of electronic
entertainment, bringing together industry pioneers, gaming enthusiasts and
the media for the ultimate experience in learning, game-playing and
networking. For additional information, visit CGE Services Corporation's Web
site at http://www.cgexpo.com.

# # #

(C)2004 CGE Services Corporation. All rights reserved.
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Activision Founders Celebrate 25 Years of Independent Game Publishing

Hackensack, NJ, May 10 - David Crane and Alan Miller, two of the co-founders
of the first independent video game publisher, Activision, are celebrating
the 25th anniversary of the founding of the company at E3.

Since Activision's founding in 1979, the independent game publishing industry
has flourished to become a multi-billion dollar worldwide business,
encompassing hundreds of independent publishers and game development
companies.

Crane and Miller carry on that tradition of independent game development at
Skyworks, where Crane serves as Chief Technical Officer, and Miller as Vice
President of Business Development. Skyworks is exhibiting its games in booth
#6601 in the Kentia Hall at E3.

"Garry Kitchen, Skyworks' CEO, and I founded the company in 1995 to explore
what we could accomplish with games delivered over the Internet," said Crane.
"The business model that's worked well for us is the creation of advertiser
sponsored games."

Since its inception, Skyworks has developed over 200 original client-branded
games for clients that include BMW, Ford, GlaxoSmithKline, Toyota, Microsoft
Network, Pepsi, Mattel, MTV, ESPN, Fox Sports, CNN/Sports Illustrated,
Sporting News, Comedy Central, Shockwave.com, and many others.

Skyworks estimates that more than 35 million of its client-branded games are
downloaded each month from its clients' websites.

"I joined Skyworks three years ago to reunite with David and Garry and also
to become involved with the exciting and rapidly growing ad-sponsored online
gaming industry," said Miller. "We expect that branded online games will
rival television as a medium for carrying commercial messages to consumers
within a few years. As has been covered extensively in the press, major
corporations such as Coca-Cola and McDonald's are actively exploring
alternatives to television commercials in their efforts to more effectively
reach consumers."

About Skyworks:
Skyworks is a leading provider of interactive entertainment content for
websites, wireless devices, kiosks, videogame consoles and CD-ROMs. Skyworks
pioneered the genre of sponsored online games in 1997 with the launch of the
LifeSavers Candystand, and has since created over 200 sponsored games for
many of the world's best known brands, including BMW, ESPN, Ford, Fox Sports,
GlaxoSmithKline, Kraft, Mattel, Microsoft Network, MTV, Nabisco, Pepsi, Post
Cereal, Toyota, Yahoo, and many others.

Skyworks' compelling interactive content enables Fortune 1000 companies to
deliver brand messages to large, targeted audiences with branded games
distributed online and on wireless devices, kiosks, videogame consoles, and
CD-ROMs for personal computers. More information can be found on the
company's website, which is located at http://www.skyworks.com

# # #
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MIDWAY UNVEILS LINEUP FOR 2004 ELECTRONIC ENTERTAINMENT EXPO

Focused, Concentrated Lineup Includes Mortal Kombat(R): Deception(TM), Next
Game in Top-Selling Fighting Series

CHICAGO, May 10, 2004 - Offering a concentrated and focused lineup of high
quality interactive entertainment products, Midway Games Inc. (NYSE: MWY)
today announced its roster of titles scheduled for exhibit at the annual
Electronic Entertainment Expo (E3), May 12-14. Headlining the selection is
Mortal Kombat: Deception, the next product in the top-selling, history-making
franchise. For the first time ever, Mortal Kombat will be going online and
full product details will be unveiled at a special, invitation only event the
Tuesday night before E3. On the show floor, Midway will also be showing off a
near final version of the much anticipated Psi-Ops: The Mindgate
Conspiracy(TM) and the first-person action thriller Area 51(R), which will
feature online play for up to 16 players.

"Supported by a tightly focused release schedule, expanded relationships with
leading entertainment companies, as well as a strengthened in-house
management team, this E3 heralds a new era for Midway," said David Zucker,
president and CEO, Midway. "The current sales success of recent releases The
Suffering and NBA Ballers are strong indicators that our revised product
strategy and renewed vision have us on the proper path to success."

Midway's exciting E3 product lineup includes:

Area 51
The U.S. Army has received a distress signal from Area 51 where a viral
outbreak has just shut down the research facility. A small Hazardous
Materials unit led by specialist Ethan Cole is sent to investigate. As Cole,
players will delve into the mysterious confines of Area 51, discovering a
deadly mutagenic side effect of the virus that controls the minds of those
infected, as well as an ancient alien colony buried beneath the facility.
Chilling conspiracies such as the extraterrestrial crash at Roswell and the
staged lunar landing, are investigated in order to solve the enigma of Area
51 before the viral mutagen is released and irrevocably mutates all life on
Earth. Area 51 is scheduled to be available for the PlayStation(R) 2 computer
entertainment system and the Xbox(TM) videogame system from Microsoft in fall
2004.

Midway Arcade Treasures 2(TM)
Midway Arcade Treasures 2 brings more than 20 all-time classic arcade games
to next-generation consoles, many for the first time, including the original
Mortal Kombat, and smash-hit sequels Mortal Kombat II and Mortal Kombat 3,
Spy Hunter 2 and Gauntlet 2. Additional classics include NARC, Total Carnage,
Cyberball 2072, Wizard of Wor and many more. Players can enjoy hours of
retro-gaming fun and watch a full-feature documentary on the origins of these
interactive pioneers. Midway Arcade Treasures 2 is scheduled to be available
for PlayStation 2, Xbox and Nintendo Gamecube(TM) in fall 2004.

MLB Slugfest(R): Loaded(TM)
Unlike any other baseball game available, MLB Slugfest: Loaded takes the fast
and furious gameplay style Midway Sports games are known for, and adds a deep
and rewarding franchise mode through the addition of Baseball Mogul. Also new
to this year's version is online multiplayer on both PlayStation 2 and Xbox
Live. MLB Slugfest: Loaded is scheduled to be available for PlayStation 2 and
Xbox on June 21.

Mortal Kombat: Deception
Delivering the most complete fighting experience and progressing the lethal
intensity which the franchise has been known for since its 1992 debut in
arcades, Mortal Kombat: Deception is set to revolutionize the fighting game
genre. With unlimited online competition, Mortal Kombat: Deception features
multiple fatalities per character; multi-tiered interactive backgrounds and
extensive new game modes. Plus, for the first time ever, an enhanced
free-roaming Konquest mode, an action/strategy board game and a unique puzzle
game serve to compliment the improved fighting mode that has established the
Mortal Kombat franchise as the ultimate fighting game of all time. Mortal
Kombat: Deception is scheduled to be available for the PlayStation 2 and Xbox
in fall 2004.

Psi-Ops: The Mindgate Conspiracy
An all-new battlefield weapon is deployed... the mind. And Nick Scryer, an
American psi-operative must use his to defeat The Movement, a deadly
terrorist organization. Undergoing an excruciating procedure, Scryer has his
mind wiped clean so he can infiltrate the Movement undetected. Aided by
double-agent Sara Blake, Scryer wields a whole new arsenal of weapons
consisting of Remote Viewing, Telekinesis, Mind Control and Pyrokinesis in
addition to the traditional armory needed to strategically defeat this new
menace. Psi-Ops: The Mindgate Conspiracy is scheduled to be available for the
PlayStation 2 and Xbox on June 14.

Shadow Hearts(R): Covenant(TM)
The sequel to its critically acclaimed predecessor released in 2001, Shadow
Hearts: Covenant takes place over a year after the original ended, and finds
Yuri embarking on a new expedition during World War I in a fantastical world
of magic and creatures. Cursed by a secret cult that is taking advantage of
the war to fulfill their evil ambitions, Yuri's morphing abilities are
weakened. Yuri and his companions must journey to find a cure for his curse
and defeat the malevolent cult. Shadow Hearts: Covenant is scheduled to be
available exclusively for the PlayStation 2 in fall 2004.

For more information about Midway's entire lineup of products being showcased
during the Electronic Entertainment Expo (E3) in Los Angeles, May 12 - 14,
please stop by room #4001 in Petree Hall or visit www.midway.com.

About Midway
Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

MIDWAY, MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, SPY HUNTER, PSI-OPS: THE
MINDGATE CONSPIRACY, SLUGFEST: LOADED, WIZARD O F WOR and MIDWAY ARCADE
TREASURES are trademarks of Midway Amusement Games, LLC. AREA 51, GAUNTLET,
and CYBERBALL 2072 are trademarks of Midway Games West Inc. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. You can reach Major League Baseball on the web at
MLB.com. (C) MLBPA Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com. The
MLBPA logo is a trademark of the Major League Baseball Players Association.
Shadow Hearts is a registered trademark of Aruze Corporation. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Xbox is a registered trademark of Microsoft Corporation in
the United States and/or other countries. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. (C) 2001 Nintendo. All other trademarks
are the property of their respective owners. Midway has provided the
www.bigleaguers.com and MLB.com links solely as a convenience for you. The
information on these sites has been prepared by third parties, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."
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       WWW.E3INSIDER.COM OPENS "VIRTUAL DOORWAY" TO E3EXPO TODAY

      Official Consumer Web Site Returns With All-New "Fan Cam,"
                  Exclusive Insider Access To E3Expo

WHAT:   E3Insider (www.e3insider.com), the official consumer Web site
        of the Electronic Entertainment Expo (E3Expo), goes live today
        with improved features and a new one-of-a-kind "fan cam"
        offering the general public an unprecedented look inside the
        world's premier interactive entertainment trade show.

        The site delivers an all-access virtual tour of E3Expo that is
        uniquely available to the official event site. E3Insider will
        not only provide the most comprehensive coverage available of
        the trade-only show, but also for the first time ever will
        offer raw and unedited "fan cam" footage unavailable anywhere
        else. Through the "fan cam," consumers will be able to see the
        show through the eyes of a gamer who will have unlimited
        access to the games and products, exhibit floor, backstage and
        other restricted areas of the Los Angeles Convention Center
        (LACC).

WHEN:   E3Insider is live May 10-14, 2004

WHERE:  Online at www.e3insider.com

WHO OWNS E3EXPO 2004:

        E3Expo is the world's premier trade show for computer and
        video games and related products and will be held May 11-14,
        2004. The show, now in its tenth year, is owned by the
        Entertainment Software Association (ESA), the U.S. association
        dedicated to serving the business and public affairs needs of
        the companies publishing interactive games for video game
        consoles, handheld devices, personal computers, and the
        Internet. For more information, please visit www.e3expo.com or
        www.theesa.com.
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Sony Computer Entertainment America Announces New Dimensions of
PlayStation(R) at Annual Gaming Convention

Company Provides Glimpse into Evolution of PlayStation at 10th Annual 2004
Electronic Entertainment Expo and Debuts New Portable Entertainment Player,
PlayStation(R)Portable (PSP(TM))

LOS ANGELES, May 11 /PRNewswire/ -- Sony Computer Entertainment America Inc.
announced today details from the presentation given this morning by Kaz
Hirai, president and chief executive officer, Sony Computer Entertainment
America Inc., at the 2004 Electronic Entertainment Expo (E3) in Los Angeles.
The presentation highlighted the announcements being made by the company and
focused in particular on new dimensions of the PlayStation(R) business. Hirai
provided a glimpse into the past and future evolution of the business while
also providing details about the company's long-term online gaming plans and
the newest member of the PlayStation family of products,
PlayStation(R)Portable (PSP(TM)).

"It's hard to believe 10 years have gone by since the first E3; our history
as a company parallels the first show in 1995, as it was there that the
original PlayStation debuted," Hirai said. "Since then, Sony Computer
Entertainment America has led the industry in all aspects of interactive
entertainment, and our continued innovation -- evolving our business through
new dimensions -- will drive this industry forward for many years to come."

Hirai discussed the importance of sustaining platforms lifecycles, showing
how the 10-year plan for PlayStation has forever altered expectations for
platform longevity, and outlining the company's plans to make that lifecycle
a reality for the PlayStation(R)2 computer entertainment system. The
company's smart platform management has furthered the financial health and
stability of the interactive entertainment business. In fact, the PlayStation
2 adoption rate in just its third year is already 38 percent ahead of the
original PlayStation for the same time period. Additionally, the company
anticipates more than 60 percent of PlayStation 2 software sales are still to
come, which provides a healthy outlook for all its business partners.

The company's successful creation of the casual gamer market -- while still
cultivating the core user base -- will additionally fuel the success of the
company's 10-year plan as it delivers innovation to match consumer trends and
expand the audience base, Hirai said. The new PlayStation 2 price of just
$149 along with the bevy of new content also announced at E3 will entice new
and existing consumers. Additionally, the company's continuing focus on
investing in future technologies and new franchise development has been and
will be critical to success.

Sony Computer Entertainment America is also extending its reach online, games
without boundaries. Online gaming, Hirai said, is the new reality TV; both
genres are top draws for the 18-34 year-old demographic and both provide what
today's consumers seek, in particular competition, camaraderie and unscripted
experiences where participants control their own destinies and ultimately,
the outcome. In both genres, persistent worlds continue even when the camera
or action stops, success is sometimes based on alliances with other players,
participants' true personas come front and center, and the end result is
based on the defeat of the enemy.

The company also outlined plans for a business model for online gaming with a
focus on a mini-transactions system that gives consumers the right to decide
what they want to pay for and how much they want to spend -- a model similar
to that which has proven profitable for online music distribution.

At E3, the company also announced and showcased its new lineup of online
titles, including Ratchet and Clank(R): Up Your Arsenal; the new titles bring
the number of online offerings available for PlayStation 2 by the end of the
year to 100, continuing to build on the company's leadership in its vast
library of software offerings.

Further enhancing the company's strong platform strategies, Hirai said, is
Sony Computer Entertainment's official worldwide debut of its new handheld
videogame system, scheduled to launch in Japan at the end of 2004 with North
American and European launches following in the spring of 2005. PSP features
3-D CG games incorporating high-quality, full-motion video giving consumers
an experience similar to PlayStation 2 -- anytime, anywhere.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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CNN covers E3 at this URL:

http://money.cnn.com/news/specials/e3/

 ------------
Category 7,  Topic 5
Message 110        Wed May 19, 2004
KGAGNE [Ken]                 at 16:46 PDT

           Tenth Anniversary E3Expo Sells Out, Closes Today

   E3Insider Consumer Web Site Sees a Record 10 Million Page Views;
    Conference and Workshop Sessions Most Attended in Show History

    LOS ANGELES--May 14, 2004--The tenth anniversary Electronic
Entertainment Expo (E3Expo) came to a close today having hosted more
than 400 exhibitors in 540,000 net square feet of exhibit space, a
total sell out for the show, the Entertainment Software Association
(ESA) announced today. Sixty-five thousand industry professionals from
a record 87 countries around the globe gathered at the Los Angeles
Convention Center (LACC) for the four-day interactive entertainment
trade show.
    In addition to the industry-only attendees, hundreds of thousands
of game enthusiasts from around the globe flocked to E3Insider
(www.e3insider.com), the show's official "virtual gateway" for
consumers. In less than five days, E3Insider logged more than 600,000
unique users and 10 million page views. The Web site is a unique
attempt to bring the experience and never-before-seen products of the
preeminent interactive entertainment trade show to worldwide
audiences. Now in its second year, the site offered the Web's most
comprehensive coverage of E3Expo through an exclusive unedited "fan
cam" that captured the event from the perspective of an avid gamer,
offering interactive coverage, photo galleries, video clips, news from
exhibitors, and interviews with industry leaders.
    "We are pleased that E3Expo's tenth anniversary show was such a
success, and offer our sincere thanks to the many people who have
helped make it the world's premier interactive entertainment trade
event over the past decade," said Douglas Lowenstein, president of the
ESA, the trade association that owns E3Expo and represents U.S.
computer and video game publishers. "We look forward to another ten
years of providing exhibitors and attendees with the best place in the
world to conduct the business of games, and to experiencing the
extraordinary technological, artistic, and creative advancements our
industry will achieve in the decade to come."
    Of the exhibiting companies at this year's event, 183 were new
additions, reflecting the continuing vibrancy of the show and
high-levels of interest in the games business. According to
exhibitors, approximately 1,000 of the nearly 5,000 computer and video
game products displayed at E3Expo 2004 had never been seen before.
Exhibitors also reported that almost three-quarters (72 percent) of
the products displayed at this year's event would be found on store
shelves this holiday season.
    The 2004 E3Expo conference program was the best attended in the
show's ten-year history. This year's educational conference and
workshop program featured a faculty of more than 160 of the industry's
leading experts who shared their experience and insight with attendees
on a wide range of the most current and critical industry issues,
including The New Rules of Business; Game Development: Opportunities
and Challenges Ahead; and Online, Mobile, Handheld Games: Taking
Measure of Their Gaming Growth.
    E3Expo 2005 is scheduled for May 18-20, 2005 in Los Angeles.
E3Expo is the world's premier trade show for computer and video games
and related products. The show, now in its tenth year, is owned by the
Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com.

    Editor's Note: For a media briefing transcript, show photos, and
additional E3Expo news, please visit the online Media Center at
www.e3expo.com or contact E3Expo Media Relations at media@e3expo.com.

    --30--
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    E3EXPO HONORED AS U.S. TRADE SHOW WITH "HIGHEST BUYING POWER"

        World's Premier Interactive Entertainment Trade Event
                         Wins Multiple Awards

    WASHINGTON, D.C.--May 25, 2004--The Electronic Entertainment Expo
(E3Expo) has been designated as the trade show with the "highest
buying power" in the nation, the Entertainment Software Association
(ESA), the show's owner, announced today. According to a recent survey
by Exhibit Surveys Inc., E3Expo has the largest percent of attendees
who plan to purchase products exhibited at the show within six months.
    Separately, the show has been honored with awards for "Best Show
Daily," "Best Overall Web Site," and "Best Email Promotion Campaign"
by the International Association of Exhibit Managers (IAEM). The show
is the 31st largest trade show in the country, according to TradeShow
Week Magazine's "Tradeshow 200" current rankings.
    "E3Expo management works hard to ensure that the show delivers
maximum value for its exhibitors, and we are thrilled to receive the
Exhibit Surveys award, validating our efforts to offer E3Expo
exhibitors the highest quality attendee base with which to conduct the
business of games," said Douglas Lowenstein, president of the ESA, the
trade association that owns E3Expo and represents U.S. computer and
video game publishers. "We appreciate the recognition by both Exhibit
Surveys and the IAEM, and will continue to strive to make E3Expo the
best trade show on earth for both exhibitors and attendees."
    First held in 1995, the E3Expo is the world's largest trade event
exclusively dedicated to showcasing interactive entertainment and
educational software and related products. In 2004, the E3Expo
celebrated its 10th anniversary, and hosted more than 400 exhibitors
in 540,000 net square feet of exhibit space -- a total sell-out for
the show. Sixty-five thousand industry professionals from 87 countries
around the globe gathered at the Los Angeles Convention Center (LACC)
for the four-day interactive entertainment trade show. E3Expo 2005 is
scheduled for May 18-20, 2005, in Los Angeles. For more information,
please visit www.e3expo.com.
    The ESA is the U.S. association dedicated to serving the business
and public affairs needs of the companies publishing interactive games
for video game consoles, handheld devices, personal computers, and the
Internet. ESA members collectively account for more than 90 percent of
the $7 billion in entertainment software sales in the U.S. in 2003,
and billions more in export sales of American-made entertainment
software. The ESA offers services to interactive entertainment
software publishers including a global anti-piracy program, owning the
Electronic Entertainment Expo trade show, business and consumer
research, government relations and First Amendment and intellectual
property protection efforts.
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                    E3Insider.com a Hit on the Net

     E3Expo's Consumer Site One of the Fastest Growing on the Web

    WASHINGTON--June 2, 2004--The Electronic Entertainment Expo's
(E3Expo) consumer Web site, E3Insider.com, was one of the fastest
growing Web sites in the world for the week ending May 15, 2004,
registering over 100 million hits, 6.5 million page views and over
700,000 unique users, the Entertainment Software Association (ESA),
announced today.

    According to Internet traffic site ranking company Alexa,
E3Insider.com was the fifth fastest growing Web site in the world
during the week of the E3Expo event, rising from a position of below
138,000 to one of the top 2,500 visited sites on the Net.

    "We're pleased that gamers have made E3Insider their destination
of choice for getting the latest news and seeing the latest products
on the E3Expo show floor," said Douglas Lowenstein, president of the
ESA, the trade association that represents U.S. computer and video
game publishers and owns E3Expo. "E3Insider delivers what no other web
site can offer -- an exclusive behind-the-scenes look at the event
available only through the official show site. We look forward to
continuing to offer gamers the best, fastest, and most in-depth
coverage of E3Expo in 2005."

    Now in its second year, E3Insider.com delivers the official
all-access tour of E3Expo, the world's premier interactive
entertainment trade show. By offering consumers a way to see the show
through interactive coverage, photo galleries, video clips, news from
exhibitors, and interviews with industry leaders, E3Insider provides
the ultimate virtual show experience. The site also includes exclusive
"fan cam" footage showing the games and products, exhibit floor,
backstage areas, and other restricted parts of the show through the
eyes of a gamer.

    E3Expo 2005 is scheduled for May 18-20, 2005, in Los Angeles.
E3Expo is the world's premier trade show for computer and video games
and related products. The show, now in its tenth year, is owned by the
Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com.

                                 # # #
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Media registration for E3 2005 is now open at http://www.e3expo.com .
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My registration for E3 has been approved.  I'm registered as a representative
of Juiced.GS. :)

-Ken
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According to

http://games.slashdot.org/games/05/04/19/2232244.shtml

the Nintendo Revolution may not be shown at E3 this year.
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    LOS ANGELES--April 25, 2005--More than 1,000 computer and video
games and related products will make their debut at the 11th annual
Electronic Entertainment Expo 2005 (E3Expo) May 18 - 20, according to
exhibitor survey data released today by the show's owner, the
Entertainment Software Association (ESA). The show, which is
completely sold out, will host more than 400 of the world's leading
interactive entertainment companies in more than 540,000 net square
feet of exhibit space at the Los Angeles Convention Center (LACC).
    "The more than one thousand products debuting at E3Expo 2005 are
examples of the innovation and creativity that will drive industry
growth in the coming year," said Douglas Lowenstein, president of the
ESA, the trade association that represents U.S. computer and video
game publishers and owns E3Expo.
    The trade-only show is the premiere product launching pad for the
global interactive entertainment industry. According to a separate ESA
consumer survey, 90 percent of gamers say they've heard of E3Expo and
50 percent say they rely on news and other information generated by
the show to learn more about games and other products they plan to
purchase. The E3Expo exhibitor survey results also show that consumers
will not have to wait long to buy the products previewed at the event,
as more than 4,000 (81 percent) of all products shown will be
available on store shelves this holiday season. While consumers cannot
attend E3Expo 2005, they can visit the show virtually through
E3Insider (www.e3insider.com), the show's official consumer Web site
featuring exclusive coverage of the show, including news updates, fan
cams and photos.
    Overall, more than 5,000 products will be shown at E3Expo 2005.
The nearly 300 exhibitors who participated in the survey were asked to
provide details of what they consider to be their top-ten products at
the event. According to survey respondents, top-ten titles at E3Expo
2005 will fall into the following categories:

    --  Action/Adventure games (19 percent);

    --  Role Playing games (13 percent);

    --  Sports/Driving/Racing games (11 percent);

    --  Child/Family games (6 percent);

    --  Strategy games (5 percent);

    --  Simulation games (4 percent);

    --  Educational/Edutainment games (3 percent);

    --  Arcade games (3 percent);

    --  Other games (4 percent).

    E3Expo's "First Looks" program will specifically spotlight
products showing for the first time ever at E3Expo. Participating
"First Looks" exhibitors will be designated in the E3Expo exhibit
guide, the E3Expo Show Daily, the official E3Expo Web site
(www.e3expo.com) and on the exhibit floor, beginning May 18.

    About E3Expo

    E3Expo is the world's premier trade show for computer and video
games and related products. The show, now in its eleventh year, is
owned by the Entertainment Software Association (ESA), the U.S.
association dedicated to serving the business and public affairs needs
of the companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com or www.theesa.com.
    E3Expo is a trade event, not open to the general public. Only
working journalists with qualified media outlets will be eligible to
register for media badges. No one under the age of 18 will be
admitted, including infants. This policy is strictly enforced.

                                # # #
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I feel badly for the tens of thousands of people in the electronic
entertainment industry who are all going to E3 in Los Angeles; "Episode III"
opens while they're there.  There will surely be a mad rush for tickets (I
heard some theaters are already sold out).

When I went to E3 in 2002, LucasArts treated the press to a free screening of
"Episode II" (which had come out the week previous).

-Ken
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                   EXHIBITOR "FIRST LOOKS" PRODUCTS
                  Electronic Entertainment Expo 2005
                 Los Angeles Convention Center (LACC)
                            May 18-20, 2005


    In preparation for E3Expo 2005 next week, we've compiled the list
below of never-before-seen products to be displayed at the show. This
"First Looks" sampling includes just a few of the 1000+ new products
you'll see featured at this year's expo.  Please note that this list
is an addendum to the initial "First Looks" e-blast distributed on
April 26. Product descriptions were supplied by E3Expo exhibitors and
are not inclusive of all debuting products.

    For a complete list of "First Looks" products submitted by
exhibitors, please visit www.e3expo.com at the end of this week.
"First Looks" information will also be available to media only in the
Media Center, onsite in West Hall Room 502.

    If you have product-related questions, please contact the
exhibitor directly.

    We look forward to seeing you next week at E3Expo!

Best,
E3Expo Media Relations Team



10Tacle Studios AG - Contact: Marcel Jung, +49 (0) 6151 / 39 73 80,
pr@10tacle.com

    --  "GT LEGENDS" - The ultimate historic racing simulation! The
        unmistakable body of a Porsche 906, the goose bump provoking
        sound of a Ford Mustang and the sophisticated skills required
        of the driver of a Corvette Stingray are synonymous with the
        motor sports of the '60s and '70s. Equipped with the official
        historic FIA licence this year, 10Tacle Studios and developer
        SimBin will recreate the period of great racing adventures by
        introducing "GT LEGENDS." With a new engine, improved graphics
        and an extended list of features, this title continues the big
        success of the current racing game reference "GTR - FIA GT
        Racing Game," and is once again sure to provide high
        authenticity, a detailed presentation and thrilling
        entertainment behind the steering wheel of an untamed racing
        beast. (Kentia Hall, #7214). (Title: GT LEGENDS - Genre:
        Racing Simulation - Platform: PC - Release: Q4 2005 -
        Publisher: 10Tacle Studios AG - Developer: SimBin Development
        TeamU)

AGEIA Technologies Inc. - Contact: Kim Stowe, (408) 839-8750,
kim@reverbinc.com

    --  AGEIA Technologies Inc. will be displaying its flagship
        product, the PhysX chip. It is the world's first dedicated
        Physics Processing Unit (PPU) - a completely new hardware
        category that bridges the gap between static virtual worlds
        and responsive physical reality. The PhysX chip allows
        developers to use active physics-based environments for a more
        life-like entertainment experience. The company also provides
        the NovodeX API (middleware) used for the development of both
        software and hardware-accelerated physics effects in games.
        For more information visit www.ageia.com. (Kentia Hall, Booth
        7532)

Agetec - Contact: Kim Stowe, (408) 839-8750, kim@reverbinc.com

    --  "Wild ARMS: Alter code: F" for Playstation2 is the legendary
        retelling of the Wild ARMS RPG that started it all. After its
        first release seven years ago, the new "Wild ARMS Alter Code:
        F" has an expanded story, more action, enhanced graphics,
        improved characters and better battles and environments than
        the classic you remember. (West Hall #2660)

    --  "Armored Core: Nine Breaker" for Playstation2 is all about
        battles. Train to become the ultimate AC warrior - shoot,
        kill, destroy! "Nine Breaker" takes you straight to the
        action, with a virtual AC boot camp where you can put your
        fighting abilities to the test. The more you play, the higher
        you score and the more wicked parts you earn. Then, you can
        take your skills to the mat, fighting matches in more than 20
        arenas. With "Armored Core: Nine Breaker," get down to the
        business of games.

    --  "RPG Maker 3" for Playstation2 - From the Designer Series,
        Agetec brings you the easiest way to make a fantasy game. With
        beautiful scenery, advanced 3-D features, and engaging
        characters, "RPG Maker 3" allows you to create thrilling and
        enchanting challenges with dungeons, dragons, knights and
        princesses in a beautiful world all your own. Let your
        imagination run wild, conjure magic and conquer the world in
        an instant with "RPG Maker 3."

    --  "Armored Core: Formula Front" for PSP - Action and strategy
        marry in "Armored Core: Formula Front" for the PSP. We've
        combined the high-powered action you are used to from Armored
        Core and combined it with artificial intelligence (AI)
        features that allow you to build the most unstoppable warrior
        robot. Choose from a variety of components, identify
        performance behaviors and unleash your robot against a series
        of opponents in a variety of arenas and settings.

    --  "PoPoLoCrois" for PSP - Join the classic adventure of
        "PoPoLoCrois" from Agetec. For the first time, the coveted
        Japanese animation game comes to the US. Brave Prince Pietro
        and lovely Princess Sania take you on a delightful journey to
        faraway lands and enchanted kingdoms where you'll engage with
        fairies and do battle with dragons. "PoPoLoCrois" is sure to
        become an instant favorite for the new PSP generation.

Allegro Rainbow - Contact: Tony Panaccio, 813-451-7081,
tonypanaccio@aol.com

    --  Piano Wizard is a new computer game that teaches users how to
        play the piano by reversing the process of music learning.
        Instead of starting with boring scales and music notation, the
        game engine instantly enables users to play music through a
        simple but engaging game. Fuelled by MIDI music files, the
        game teaches classics, pop songs, children's songs and more,
        and transforms tedious practice into fun. The game - aimed at
        ages 3 and up - comes with an electric keyboard and cable, and
        is easy to plug and play.

Australia Games - Contact: James Little, 310-697-3008,
310-529-9793 mobile, jamesl@pacificmediapartners.com

    --  Auran (www.auran.com) - "Trainz Railroad Simulator 2006"
        "Trainz Railroad Simulator 2006" sets new standards of realism
        and immersion in operating a virtual railroad. This new title
        from Auran includes different modules such as Surveyor, where
        players can create vast environments and routes, and Driver,
        where players jump aboard and control one or more trains on
        pre-made or custom routes. Included in the game are fully
        realized routes with a wide range of activities users can
        immediately enjoy. Run long haul freight services, high-speed
        passenger runs or challenging yard operations as you service a
        huge variety of interactive stations and industries.
        Platforms: PS2, Xbox, PC

    --  Firemint (www.firemint.com) - "First Eleven Soccer" "First
        Eleven Soccer" is a fast paced, full field soccer game that
        brings the excitement of the real game to your mobile phone.
        Firemint's multiplatform technology compresses console style
        3D gaming into a tiny memory footprint small enough for
        distribution 'Over the Air'. Weighing in at under 400Kb, the
        game's engine features include fully skinned 3D character
        animation and perspective correct filtered texture mapping.
        The game supports current BREW, Symbian and Pocket PC devices.
        Platform: Mobile Phones

    --  Fuzzyeyes Studios (www.fuzzyeyes.com) - "HotDogs Hotgals!"
        "HotDogs HotGals!" (for PC and soon for PlayStation2) is a
        highly stylized business simulation game featuring hundreds of
        the latest beautifully designed fashions. The game features
        bright and distinctive shop environments and lively music to
        provide the player with an easy, laid back ride. "HotDogs
        HotGals!" is an attractive, unique, easy to play (and replay)
        game experience set far apart from other management simulation
        games.

    --  Global Wireless Entertainment (www.gwe.com) - "Australian F1
        Superboat Series" "Australian F1 Superboat Series" is a mobile
        powerboat racing game that allows players to discover the
        excitement and speed of the F1 boats in this fast and furious
        mobile game. Race in the tournament from Hobart to the Gold
        Coast, test your skills in stunt mode or race the joke mode in
        this fast paced game. The game features splashes and crashes,
        Nitro boost and 360 degree turning power. Platform: mobile
        phones

    --  Global Wireless Entertainment (www.gwe.com) - "Australian
        Safari" "Australian Safari" is a mobile racing game and is the
        ultimate test of man and machinery. Race in the outback of
        Australia in what has become the toughest 4WD and bike rally
        in the world. Platform: mobile phones

    --  Global Wireless Entertainment (www.gwe.com ) - "Targa
        Tasmania" "Targa Tasmania" is five days of racing the actual
        event, competing against the Targa assigned time for these
        cars: Historic, Classic and Modern. With ever changing scenery
        and conditions in this realistic Targa Rally, "Targa Tasmania"
        is the ultimate wireless racing game! Platform: mobile phones

    --  Global Wireless Entertainment (www.gwe.com) - "Peter Brock
        Racing - Extreme OZ Racing" "Peter Brock Racing - Extreme Oz
        Racing" is a wireless 4WD off-road racing game. Get behind the
        wheel and race Peter Brock in real time on the track that made
        him famous - Mt Panorama at Bathurst! The game features
        realistic scenery, animated car performance gauges, rain
        feature and a car improvement system, making this a great
        Australian racing game. Platform: mobile phones

    --  IR Gurus (www.irgurus.com) - "Heroes of the Pacific" Beginning
        with the attack on Pearl Harbor, this flight combat game puts
        players in the middle of some of the most intense naval
        conflict in WWII's Pacific Theater. This epic story unfolds
        through 30 missions taken from real events of the U.S. Navy's
        campaign in the Pacific, in hotspots like Midway Island, the
        Coral Sea, Wake Island, Iwo Jima and Guadalcanal. Throughout
        the game, players will pilot a variety of aircraft that were
        integral to the war effort in the Pacific, including the
        Grumman F4F Hellcat and F6F Wildcat, the Douglas SBD
        Dauntless, the Curtiss P-40 Warhawk and the Chance-Vought F4U
        Corsair. But what sets "Heroes of the Pacific" apart from
        other war games are the enormous aerial battles, recreating
        the actual atmosphere and chaos of the time. Platforms: PS2,
        Xbox, PC

    --  Krome Studios (www.kromestudios.com) - "Ty the Tasmanian Tiger
        3" Krome Studios will unveil the latest installment of its
        popular, award-winning TY the Tasmanian Tiger series. In "TY
        the Tasmanian Tiger 3," TY and his mates face their biggest
        challenge yet - an otherworldly invasion by an ancient evil.
        In this next chapter, players will embark on a series of new
        action packed missions and challenges filled with new and
        upgraded weapons and vehicles. Like its predecessors, "TY the
        Tasmanian Tiger 3" will feature a unique array of interesting
        indigenous animals inspired by the Australian Outback
        including the loveable TY, who is based on the
        thought-to-be-extinct Tasmanian tiger. The game is currently
        in development at Krome Studios and scheduled for release in
        the Fall of 2005. Platforms: PS2, Xbox, GameCube, GBA

    --  Tantalus (www.tantalus.com) - "Payload" Payload is a
        first-party title to be published by Nokia in fall 2005.
        Boasting groundbreaking 3-D graphics, the game offers a unique
        mix of strategy, combat and futuristic racing. Payload is sure
        to get pulses racing, whether it's played alone or against up
        to four friends via Bluetooth wireless technology. Set in the
        distant future, players are members of courier teams hired to
        transport the precious crystalline mineral fuel source. As the
        players make their way to their goal, they will encounter
        gangs of marauders and rival teams, all attempting to steal
        their payload. Only successful runs will earn the cash and
        kudos required to progress through to the more challenging
        levels. Platform: N-Gage

    --  Tru Blu Entertainment (www.trublu.com.au) - "Rugby League 2"
        "Rugby League 2" (RL2) is the much-anticipated sequel to
        2003's smash hit "Rugby League." Due for release in September
        2005, RL2 is bigger and better than ever with amazing
        attention to detail in graphics and gameplay. RL2 streaks
        ahead of the field by introducing the all-new Franchise mode,
        which allows League fans the chance to strategically manage
        their favorite teams - right down to preparing training
        schedules, negotiating contracts and managing player injuries.
        Combine this with individually modeled players/referees, a
        huge range of stadiums and an Official NRL license, players
        are guaranteed the most realistic Rugby League experience
        gaming can offer. Platforms: PS2, PC

Australian Simulation Control Systems - Contact: Robert James-Herbert,
james_herbert@smartchat.net.au

    --  The Dream Machine is the World's first multi modal, whole body
        computer game control simulation system. The Dream Machine
        turns playing any game on any platform into a healthy and safe
        sporting activity, which you can enjoy in your own lounge
        room. The Dream Machine not only makes playing games
        healthier, it makes it much more fun, because the player has
        to use their whole body to control whatever game they choose
        to play.

bhv Software  GmbH & Co. KG - Contact:  Claas  Wolter,
+49 2131 765-135,  wolter@bhv.de or Nina Luckas,  +49 2131 765-144,
luckas@bhv.de

    --  "Ankh" - Egypt. Long time ago. Young Assil is in trouble: He
        partied too much, got a terrible hangover and got cursed. Now
        players all over the world will have to help him - in "Ankh,"
        Rebel Game's upcoming 3-D comic adventure, fully packed with
        finest black humor. "Ankh" will launch at the end of October
        (release date for the USA, other territories TBA).

    --  X-OOM Movies on PSP - Getting tired of buying movies twice for
        your PSP that you own on DVD? Get X-OOM Movies on PSP, the
        world's first tool for converting your movie library to your
        PSP. X-OOM Movies on PSP handles more than 15 video file
        formats, is fast, easy to use and fits your files directly to
        the size of your memory stick. Slated for release in June in
        USA (other territories TBA).

    --  X-OOM Movie Clone 3 Gold - Watching your DVD movies on your
        mobile phone or your Pocket PC isn't impossible anymore. X-OOM
        Movie Clone 3 Gold converts your DVD movies for Pocket PCs
        with Windows Mobile and even mobile phones that support Real
        Media files. Simply use a Bluetooth connection and transmit
        your converted movies easily. Your only limitation will be the
        data capacity of your phone. Amazing! The release is set for
        June in USA (other territories TBA).


BigWorld Technology - Contact: Robert J. Spencer, +61.2.6162.5105

    --  BigWorld Technology Suite Version 1.6 is an integrated set of
        tools, software and systems that provides all of the
        underlying technology and content development tools required
        to produce a MMOG. BigWorld has licensed their technology for
        use in 43 different upcoming games, making it the de facto
        standard MMOG development platform. The new version of
        BigWorld Technology Suite features a new shader-driven
        DirectX9 3D engine, enhanced content creation pipeline and
        further optimized load balancing algorithms that allow
        BigWorld Server to support multiple shards, multiple worlds
        and even multiple games on a single cluster. .

Buka Entertainment - Contact: Julia Gribonosova,
+7(095) 780-90-92 ext. 336

    --  "Pacific Storm" - A strong RTS featuring well-developed
        aircraft sim mode. The US and Japanese armies confront each
        other in the Pacific, complete with authentic aircraft and
        ships. All the major Pacific battles of WW2 are about to
        begin. (Kentia Hall, Booth #6137)

    --  "The Stalin Subway" - You install this FPS and find yourself
        in Moscow in the '50s, the most dreadful Soviet period - the
        era of Stalin. Fulfilling various tasks and missions, a player
        gets familiarized with the Moscow Subway, the most beautiful
        subway in the world, and the most famous Moscow sites. The
        persuasive ambience, music, clothing and other elements of the
        game will convey the flavor of old Moscow. (Kentia Hall, Booth
        #6137)

    --  "Moscow Rush" - This racing action/sim brings a player to a
        real Moscow setting. Cool missions and highly detailed
        sceneries give the opportunity to enjoy virtual Moscow.
        Realistic physics and intensive traffic of the busiest Moscow
        avenues will immerse you into the Moscow reality! (Kentia
        Hall, Booth # 6137)

    --  "Hard Truck: Apocalyptic Wars" - This third person action/RPG
        is set in the post-apocalyptic environment full of menacing
        mysteries and unfriendly inhabitants. Explore the new world
        using your heavy truck. The truck is your ultimate shelter,
        armor and a means to earn your living, and the upgrades of
        your heavy truck will pave the road to your victories in truck
        battles. "Hard Truck: Apocalyptic Wars" offers enjoyment from
        a dynamic and colorful 3-D world and exciting
        action-on-wheels. (Kentia Hall, Booth #6137)

    --  "Hard Truck Tycoon" is an economic simulator. Go through
        milestone events of the history of the U.S. transportation
        system since 1960 and immerse yourself into each historical
        script with its unique environment and conditions. Build your
        transportation infrastructure facing the challenges of
        competitors and heavy traffic. Purchase new trucks by
        selecting among 30 different models, which were historically
        developed by U.S. constructors. (Kentia Hall, Booth #6137)

Digital Design Studio - Contact: Brian Baglow, brian@indoctrimat.com

    --  3motion is a brand new gesture-based system, which allows
        users to control and interact with console and mobile video
        games through simple and intuitive actions. 3motion is
        wireless, compact and incredibly versatile. The system can be
        used to control a huge range of game genres, from simple
        puzzle titles to the latest complex FPS games. Players use
        'gestures' to control a game. From casting a spell to
        controlling a car, airplane or even writing letters in the
        air, the 3motion system is perfect for the mass-market,
        allowing novices and non-gamers to pick up and play a game
        within minutes, as well as giving hardcore gamers an entirely
        new way to play and interact with their favourite titles.
        (West Hall, Booth #2400)

Digital Leisure - Contact: James Jolly, 705-735-2931,
james@digitalleisure.com

    --  STIKAX - Mix music, movies and photos with a touch of a
        button. As simple as click, drag and drop, and you can turn
        your PC into a dynamic mixing studio. INSTANT: No music or
        video experience needed - you can mix like a DJ now. INTENSE:
        Allows you to literally 'get into the mix' - remove the
        shackles of the computer keyboard. PROGRESSIVE: From absolute
        beginners to advanced users, you can choose a level to suit
        you.

    --  e-Jay DJ MIXSTATION 3, featuring VIRTUAL DJ Home Edition, is
        the latest state of the art tool in Music Mixing for DJ's.
        It's easy to use and includes a whole host of professional
        features pro-DJ's use! Features Twin Independent zero-latency
        players, 3 Band Equalizer, One Click Beat Beatlock Engine,
        Automatic beat matched cross fading, Virtual Scratch, Karaoke
        effect and more.

    --  e-Jay HIP HOP 6 inherits the simple approach to music creation
        as featured in all e-Jay's software to date, but now replaces
        the pre-produced sample method of music with real-time
        generated rhythms, melodies and bass. HIP HOP 6 music studio
        is a fully expandable music creation studio that allows you to
        develop new virtual instruments, effects and samples to add to
        the software to enhance it capabilities.

    --  e-Jay DANCE 7 inherits the simple approach to music creation
        as featured in all e-Jay's software to date, but now replaces
        the pre-produced sample method of music with real-time
        generated rhythms, melodies and bass. DANCE 7 music studio is
        a fully expandable music creation studio that allows you to
        develop new virtual instruments, effects and samples to be
        added to the software to enhance it capabilities.

    --  e-Jay HOUSE - Forget brick and mortar - just take HOUSE e-Jay,
        the latest software title in the e-Jay range, and make your
        own House music. e-Jay HOUSE comes complete with 3,000 house
        and garage samples including 50 exclusive samples from big
        name U.K. house DJ's Phat and Small. Just drag your choice of
        these sound blocks onto the audio tracks in the arranger and
        you will have a house hit in a matter of minutes.

Game Factory Interactive - Contact: svetlana@gfi-online.ru

    --  "Warfare" is a real-time global war simulator devoted to
        conflicts in the Middle East. There are two campaigns, one for
        USA, the other for Saudi Arabia. The main goal of the first
        campaign is taking full control of the region; the second one
        is coming to power in Saudi Arabia and achieving the
        withdrawal of all American troops. (Developer: Mist
        Land-South, Publisher: Game Factory Interactive)

    --  "Jagged Alliance 3-D" is a tactical game in real-time mode.
        The game is a continuation of the famous game series, Jagged
        Alliance. Main features include those from Jagged Alliance but
        in full 3-D environment, well-known characters (mercenaries),
        tons of realistic guns, interactive environment, real-time
        game, evolution of the characters and variety of goals in
        missions. (Developer: Mist Land South, Publisher: Game Factory
        Interactive)

    --  "Neuro" is a plot-based sci-fi FPS. The main character is a
        psyonic fighter on service of powerful organization that
        controls activities of earth citizen's descendants inhabiting
        the galaxy. Features of the game include the ability to render
        a huge amounts of polygons with per-pixel lighting and dynamic
        shadows with acceptable frame rates; the engine supports
        different types of effects, such as particle systems,
        volumetric fog, motion blur and slow motion; and the
        characters are animated using the skeleton animation
        technology. (Developer: Revolt Games, Publisher: Russobit-M,
        WWA: Game Factory Interactive)

    --  "Rat Hunter" is a traditional FPS set in a hi-tech
        environment. The action takes place on a remote planet, which
        is located in a G-class star system. Its gravity, atmosphere
        and other conditions are pretty much the same as on earth. The
        main character of the game is a freelance reporter who started
        an independent investigation in order to expose the truth
        behind the disappearances of workers of a corporate facility.
        (Developer: Secret Sign, Publisher: Game Factory Interactive)

GameDAILY/Gigex, Inc. - Contact: Mark Friedler, 415-227-4770 x101,
mark@gamedaily.com

    --  GameDAILY's Content Partner Program provides free videogame
        content to game, entertainment and lifestyle websites. The
        GameDAILY content includes mainstream consumer editorial
        reviews, news, features, specialty guides and cheats and free
        broadband demo downloads and game trailer downloads and
        streams. The content is available in several formats including
        RSS, Javascript, Flash and XML feeds. Samples are available at
        http://www.gamedaily.com/syndication. For more information or
        to set up an E3Expo meeting, please contact
        affiliates@gamedaily.com or visit meeting room Kentia 6954 and
        6956.

    --  GameDAILY.com unveils Streaming Video Channel. GameDAILY Video
        includes streaming content of game trailers and original video
        programming. The new content area can be seen at
        www.gamedaily.com. For information or to set up an E3Expo
        meeting, please contact sales@gamedaily.com or visit meeting
        room Kentia 6954 and 6956.

Games for Windows - Contact: Vanessa Whorley, 206-223-1606,
vanessa.whorley@edelman.com
    The Microsoft Games for Windows booth #1068 in South Hall will
provide E3Expo show-goers with "More Ways to Play" this year,
showcasing dozens of the hottest titles from top industry publishers,
including exclusive content that won't be seen anywhere else on the
show floor!

    --  Microsoft Universal Game Controller will work with Windows
        computers as well as future generations of Xbox, allowing
        gamers to enjoy a consistent experience no matter which
        Microsoft platform they choose for a particular game. Simply
        unplug it from one and plug it into the next.

    --  "Vanguard: Saga of Heroes" represents the leap to the third
        generation of massively multiplayer online role-playing games
        (MMORPG) from the original creators of "EverQuest." Building
        on their many years of development expertise in this genre,
        Sigil Games Online will transport players to the richest and
        most diverse fantasy world they have ever experienced.

    --  "Age of Empires III" is the latest installment in the
        award-winning and best-selling "Age of Empires" series,
        continuing Ensemble's stellar track record of leading and
        innovating the RTS genre through exciting and revolutionary
        gameplay features such as the all new Home City, eight
        civilizations, new weapons, armor and random maps, in addition
        to an exciting single-player campaign. "Age of Empires III"
        entices players to explore the world of North and South
        America during the timeframe of 1500 to 1850 through
        breathtaking graphics, brought to life by a new engine that
        pushes the limits of Windows PC graphics technology to new
        levels.

    --  "Half Life 2: Lost Coast," featuring amazing digital actors,
        advanced AI and physical gameplay. Valve's "Half-Life 2" has
        been called the greatest game ever made, earning over 35 Game
        of the Year Awards. This summer, Valve will release "Lost
        Coast," a new, single-player level, custom-created to
        introduce High-Dynamic Range (HDR) lighting to the Source
        engine.

    --  "Catan Online," the online subscription version of the award
        winning "The Settlers of Catan" board game, is now available
        for sneak preview at MSN Games (www.games.msn.com). Claim new
        territories, build settlements and roads and harvest resources
        in a race to settle a new land as you play against your MSN
        Messenger friends or challenge players from around the world.

I-play - Contact: Jay Boor, 650-430-5805 (mobile), jay.boor@iplay.com

    --  "Maria Sharapova Tennis" - The only game featuring the hottest
        star in tennis - Wimbledon champion Maria Sharapova. Maria has
        risen to become a style icon and a grand slam winner in the
        space of a year. "Maria Sharapova Tennis" lets you experience
        all the hard-hitting action of life on the women's tour. The
        game play features cool action twitch-gaming tennis, where you
        can battle it out as Maria.

    --  "Skipping Stone" - Incredibly simple yet utterly compulsive
        game based upon the age-old game of stone skipping. Take on
        the role of a small boy skipping a stone in the picturesque
        stretch of water. Use the power gauge to hurl the stone as far
        as possible. Then take control of the stone and bounce it as
        many times as you can.

    --  "3-D 2 Fast 2 Furious" - I-play will be announcing a 3-D
        version of its hugely popular racing title "2 Fast 2 Furious."
        The company will be officially unveiling the title at this
        year's E3Expo.

    --  "Metal Slug Mobile Impact" - The sequel to the ever popular
        Metal Slug franchise is on its way. The side-scrolling
        shoot-'em-up will feature multiple action-packed missions set
        in different locations including the jungle, docklands and a
        war torn town.

    --  "King of Fighters 2" arcade smash hit will soon be available
        for mobile phones. Using characters from the arcade version,
        prepare to fight your way through multiple levels with
        signature moves and super specials combos, fit for the kings
        of competition with intense martial arts action. Available
        later this year!

    --  "Mah Jong Quest" - More than an addictive puzzle game, this is
        an original cinematic experience. After three dragons wreak
        havoc over the empire, young Kwazi must use an ancient set of
        Mah Jong tiles to restore balance. Enjoy sweeping animations
        as you help Kwazi journey through the Orient, meeting wise
        animal guides and using an amazing array of special tiles to
        solve tricky puzzles.

JungleTac Interactive Co., Ltd. - Contact: Ms. Carrie Wu or
Ms. Julia Cheung, 852-23143236, jungle@jungletac.com

    --  "Mobile Magic Mate" is a handheld LCD mobile game, which can
        support 50-80 self-owned games built-in and be available for
        Play TV function. The extended product line covers topics as
        diversified as entertainment, life, health, travel, education
        and more. (Kentia Hall, Booth #6602)

LASR Accessories - (www.lasraccessories.com) - Contact: James Little,
310-697-3008 direct, 310.529.9793 mobile,
jamesl@pacificmediapartners.com

    --  GamePodT for Nintendo DS - Think cell phone case and that's
        what the GamePodT for Nintendo DS is like. Designed to fit
        like a glove, the GamePod for Nintendo DS allows players to
        play right out of the case. Its sturdy, padded design protects
        the DS from bumps and scratches too!

    --  GamePodT for Sony PSP allows PSP gamers to play right out of
        the case. Its molded shell features a reverse zipper for quick
        gameplay. A connecting strap acts to hold the case in a "V,"
        making it a stand for watching those UMD movies on the go!

    --  GameCaseT for Sony PS2 SLIM from LASR Accessories combines the
        storage of a gaming entertainment center with the mobility of
        a highly functional travel case. The GameCase's unique design
        allows for play right out of the bag. Leave everything in the
        case and never unpack it again!

Mad Catz - Contact: Michael Meyers, 925-551-8080, michael@mmpr.com,
West Hall #513

    --  MLB Officially Licensed Control Pad (PlayStation2, PS2 (slim),
        PS one) Totally dominate the competition with an officially
        licensed Major League Baseball team controller! Thirty
        collectible team designs in full color with Mad Catz signature
        poly-carbonate impact resistant finishes. Built for serious
        action with fully analog with dual joysticks, dual vibration
        motors, pressure-sensitive analog action buttons and turbo
        features. Added comfort with new gel grips and 8-foot
        reinforced cable.

    --  Fantastic 4 Officially Licensed Control Pad (Xbox,
        PlayStation2, PS2 (slim)) The officially licensed Fantastic 4
        Control Pad Pro has everything you need for superior control
        in your favorite games and features full-color graphics from
        the upcoming movie in six different designs. Experience
        improved handling and gameplay with Mad Catz signature rubber
        grips.

    --  Fantastic 4 Officially Licensed PSP Pak (PSP) Available only
        through Mad Catz, the officially licensed Fantastic 4 PSP
        bundle contains four unique items featuring collectible
        artwork from the upcoming movie, including a carrying case, a
        screen protector, skins and game cases. The Fantastic 4
        licensed accessories have all the quality features and
        superior design and workmanship that you get withevery Mad
        Catz product.

    --  Fantastic 4 Officially Licensed DS Pak (Nintendo DS) The
        Fantastic 4 DS Pak comes with collectible accessories for your
        Nintendo DS. The Pak includes console case, game storage,
        screen protectors and console skin with unique Fantastic 4
        character art from the upcoming movie.

    --  Fantastic 4 Officially Licensed SP Pak (Game Boy Advance SP)
        The Fantastic 4 SP Pak comes with collectible accessories for
        your Nintendo GBA SP. The Pak includes a console case, game
        storage, screen protector and console skin with unique
        Fantastic 4 character art from the upcoming movie.

Magix - Contact: Karen Thomas, 631-549-7575, kthomas@thomas-pr.com

    --  Music Maker Deluxe Edition for PlayStation2 The software
        easily creates music on your PlayStation2, delivering pro
        music studio tools; a DVD full of loops, samples and riffs;
        and a fully-functional virtual recording booth into your
        living room.

NubyTech - Contact: Birute Tursa, Birute@nubytech.com

    --  Street Fighter Wireless Controllers-PS2 NubyTech's second
        series of Street Fighter controllers for the PS2 will be the
        first ever wireless peripherals on the market to feature
        Street Fighter characters. Each limited edition controller is
        designed with a gorgeous lenticular center display, and is
        packaged inside a custom leather case with batteries, the
        wireless receiver, a keychain or dog tag (depending on the
        character) and a special comic that unveils each fighter's
        anthology. Hardcore fighting game experts will be pleased with
        the six-button layout as well as the overall "feel" of the pad
        that rivals any controller ever released!  The line will
        include four characters controllers:  Blanka, Cammy, Sagat and
        Evil Ryu, and will retail for $49.99

    --  Frogger Controller for PS2 Housed inside a unique blister
        style "log" packaging, NubyTech's new Frogger controller will
        be the perfect companion for Konami's new "Frogger Ancient
        Shadow" game.  A special button on the controller will unlock
        a unique feature in the game - only available with the Frogger
        controller!  Players must help Frogger defeat the evil Dr.
        Wani and restore peace and harmony to Firefly Swamp.  As the
        Frogger franchise continues to expand, this first-ever
        licensed Frogger controller is sure to please fans of all
        ages.  Frogger controller will be available at retailers
        nationwide in August for $24.99

Nyko Technologies - Contact: Ellen Kardas, 310-785-0515, x285,
ellen@bohle.com

    --  Air Flo EX for PC/Mac is a gamepad that emulates keyboard and
        mouse functions, making it fully compatible with all computer
        game titles, even those not designed as gamepad compatible.
        The software included with the unit has been upgraded for the
        new Air Flo model and has a sleeker, simpler interface. The
        new driver software runs as a background application, so you
        can plug the controller into different USB ports. Another
        update is that you can now choose which keystrokes, like W, A,
        S and D, are mapped to the analog stick. Plus, each of the two
        analog sticks can be programmed independently. (West Hall,
        Booth #2408)

    --  Theater Experience PSP is a case/stand for Sony PSP that
        extends the battery life of the PSP by five hours and has
        built-in hi-fi speakers that deliver a full sound experience.
        Theater Experience is a stylish, compact and powerful charger
        case that protects the PSP while providing a mobile media
        experience by offering users high fidelity speakers and a
        stand for adjustable viewing pleasure. Nyko's PSP Theater
        Experience has two premium stereo speakers and an adjustable
        viewing angle, allowing users to enjoy movies anywhere with
        all of the convenience of being at home.

    --  PSP Charger Case is an aluminum battery charger case that
        extends the battery life of the PSP by five hours and protects
        the device from water and shock. The Charger Case provides all
        the features of a charger without the audio and visual game
        enrichments of the PSP Theater Experience - perfect for those
        who want to have a no-hassle way to charge the unit and
        protect their PSPs while traveling, commuting or on the move.
        Both products contain high-quality lithium-ion batteries and
        provide a stylish and durable brushed aluminum case with water
        and shock resistant housing, form-fitted neoprene lining and a
        recessed latch to prevent accidental opening.

    --  Screen Armor PSP is an aluminum screen cover that protects the
        PSP screen against scratches, nicks and wear and tear.
        Rubberized, hinged grips ensure your PSP stays armored.

Scanavo Ltd - Contact: Rob Auld, 403-250-6855, 403-815-7882 (mobile),
ra@scanavo-ltd.com

    --  Steelbook is a unique high quality metal packaging solution
        developed by Glud and Marstrand in Denmark. Steelbook offers a
        serious alternative for the media industry, which suffers from
        packaging where the quality rarely matches up to the digital
        content. The first product to utilize this innovative
        packaging concept was "Kill Zone" for PS2 for Sony Computer
        Entertainment.

SMARTguard Software - Contact: Jill Dornan, 503-262-6505,
pr@smartguardsoftware.com

    --  WallFly is the first software tool specifically designed to
        help parents protect their children from playing computer
        games that contain violent or sexual content, if they want to
        control game time. Utilizing the industry-standard ESRB
        database of game ratings and other content descriptors,
        WallFly provides parents with information about the content of
        each game installed on their computer, indicating whether it
        contains violence, sex, or other areas of concern to families.
        Parents create individual profiles for each child, including
        age, maturity level and allowed content. Each video game is
        checked against this profile, and only appropriate games are
        allowed to run for each child, and only at allowed times.
        (Kentia Hall, Booth # 6610)

Solar Communications - Contact: Heather Hudetz, 630-858-7940 x112
    Put a new spin on your promotions with CD/DVD carriers. Solar
Communications (www.solarcommunications.com), a leader in unique media
packaging, has engineered a variety of CD/DVD packaging formats to be
used for promotional purposes.  Stop by booth #6757 in Kentia Hall to
explore cost-effective solutions:  self-mailer formats, publication
bind-in formats and more!

TAGES SA - Contact: Aymeric Lefebvre-Gross, 212- 477-1611,
646-229-7201 (mobile), aymeric.lefebvre-gross@tagesprotection.com

    --  TAGES SA releases its new TAGESCAP automatic protection that
        takes advantage of TAGES exclusive asset - its secure area,
        the PC's safest place to protect useful game data. By use of
        TAGESCAP software, the extraction of the data-to-protect is
        made in just a few clicks. One or several components or DLLs
        can be protected and the result of the protection can be fully
        tested before mastering. TAGESCAP uses the most advanced anti
        hacking techniques to build a very strong copy protection that
        differs from one title to the other, while maintaining the
        shortest implementation sequence.

Techland - Contact: Adam Tutaj, adam.tutaj@techland.pl

    --  "Island of Living Dead" is a survival horror FPP shooter that
        takes place in the near future, when all of today's threats
        and fears become reality. Global pestilences, mutating viruses
        and products of illegal genetic engineering begin to devastate
        mankind. The player, surrounded by mutants and half dead
        enemies, will struggle for his life in the game. "Island of
        living Dead" uses Chrome Engine that supports other physics
        simulation of environment and all top notch vertex- and
        pixel-shader based visual effects to help provide an
        unforgettable and unique experience for the gamer. (West Hall,
        Booth #2128)

TKO - Contact: Sibel Sunar/Scott Womer, 310.785.0515 x 271/ 216,
Sibel@bohle.com/ Scott@bohle.com

    --  "Heaven VS Hell," the next generation of real-time strategy PC
        gaming, puts players in command of heavenly/demonic armies in
        the end of days. In the mid-25th century, the inhabitants of
        Earth have become so advanced that they have learned to
        manipulate God's natural design. Humanity's sinful
        disobedience infuriates God and he vows to cleanse the Earth
        of all mankind. The Devil, fearing his own loss of power,
        wages Armageddon, the war to end all wars, for the remaining
        souls of mankind. The game is being built around the concept
        of strategy, execution and adaptation, all within a
        fully-featured package that includes a riveting story,
        beautiful 3-D graphics and complete user-customization.

Track7games - Contact: Vicky Valanos, +30693698311 (mobile),
valanos@track7games.com

    --  "Theseis" - Newly established independent game development
        company, track7games, makes its E3Expo debut with the unique
        adventure game "Theseis." The cinematic promises to transport
        you into the era where great mysteries were revealed and the
        ultimate sacrifice was made to prevent those mysteries from
        falling into the wrong hands. "Theseis" is being developed for
        the PC platform and will later be ported for the PS3, Xbox 360
        and PSP. Come meet us at Kentia Hall, Booth #6559.

Tru Blu Entertainment Pty Ltd - Contact: David Robles,
+61 2 9533 3055, david@hes.net

    --  "Frankie Dettori Racing" is a racing, betting and management
        simulation that aims to take horseracing gaming to a whole new
        level. Through four different modes (Betting Party, Jockey
        Mode, Season Mode and Simulation Mode), players can experience
        all elements of racing life, playing the jockey, trainer,
        punter, owner or spectator. Enjoy the thrills of thoroughbred
        racing with quick play arcade racing and betting parties, or
        for the more strategic player, breed, train and race your
        horse to season victory. "Frankie Dettori Racing" also
        features motion captured animation and superbly rendered
        tracks for the most realistic racing simulation to date. See
        "Frankie Dettori Racing" in West Hall, Booth #2240).

Visionvale - Contact: Ingo Horn Ingo.horn@imc-online.net

    --  "Sparta - Ancient Wars" (PC, Release 2006) The ancient time
        where the Spartans were the leading faction at the
        Mediterranean Sea was a famous time. The battles between
        mighty tribes were fought with such intensity, that unknown
        soldiers became heroes on the battlefield. "Sparta - Ancient
        Wars" will bring this mighty time to new life, where each
        player will have the opportunity to bring his own tribe to
        health, fame and wealth. It is the first real time strategy
        game that will deliver never before seen stunning graphics,
        high level of detail, complete 3-D game play, rich economics,
        no unit limitation, an own developed physics engine and many
        never before seen features to this genre. So watch out - a new
        age will rise with "Sparta - Ancient Wars!" (Kentia Hall,
        #7005)

Viva Media - Contact: John DeFeo, 212-431-4420 x207,
john@viva-media.com

    --  "GTR - FIA GT Racing" - Viva Media and 10Tacle studios are
        proud to announce the release of "GTR - FIA GT Racing." GTR is
        the new ultra-realistic simulation based on the FIA GT
        Championship Racing series featuring the most exciting sport
        cars of the world as well as the prestigious 24 Hours of Spa
        race. With meticulous detail and unprecedented realism, GTR
        defines the future of racing simulations.

Western Digital - Contact: Constance Griffiths, 949-672-7000,
productpr@wdc.com

    --  WD NetCenter - Sharing pictures, video, music and files or
        even a printer in your home or office just got easier with
        WD's NetCenter network hard drive. In less than five minutes,
        you're up and running with up to 320 GB of networked storage
        available to both PC and Mac computers on your network.

    --  WD Extreme Lighted Drive - Feast your eyes on WD's jazzy new
        light-up external hard drive with customizable color settings.
        Chose from 255 colors or rainbow mode for an exciting visual
        banquet. Easy, one-touch buttons control the drive's power and
        lights. You can save your color settings, turn off the lights,
        or power down the drive with the touch of a button. This USB
        2.0/FireWire drive boasts 320 GB capacity, 7200 RPM spin speed
        and 8 MB cache.
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Category 7,  Topic 5
Message 120        Wed May 11, 2005
KGAGNE [Ken]                 at 05:37 PDT

              EVENTS & ACTIVITIES: EXHIBITOR "HAPPENINGS"
                  Electronic Entertainment Expo 2005
                 Los Angeles Convention Center (LACC)
                            May 18-20, 2005


    To help you prepare for next week's E3Expo, the world's premiere
interactive entertainment trade event, we've updated our list of
events and activities taking place at this year's show. These
"Happenings" are ordered chronologically under three sections - ESA
Events, Media Briefings and General Events. New exhibitor events added
since the April 27 distribution are labeled "New!" Please note that
the list was supplied by E3Expo exhibitors and is not inclusive of all
events at the show. All events listed are subject to change without
notice.

    Happenings information will also be posted on www.e3expo.com later
this week and available to media only in the Media Center, onsite in
West Hall Room 502.


    If you have specific event-related questions, please contact the
exhibitor directly.

    We look forward to seeing you next week at E3Expo!

Best,
E3Expo Media Relations Team



                              ESA EVENTS

May 18, 8:00 a.m. - 10:00 p.m. - ESA (owner of E3Expo) Media Briefing
& Breakfast Led by Entertainment Software Association (ESA) President
Douglas Lowenstein, this special event offers media an up-to-date look
at the state of the interactive entertainment industry, as well as a
first look at the results of the ESA's annual computer and video game
consumer survey. Media in attendance will receive a pass for a
complimentary breakfast to be served following the briefing.  Seating
for the breakfast is first-come, first-served.
Location: West Hall Theatre, Upper Level, Room 411
Contact: Ehrin Cummings, 310-967-2974, ecummings@e3expo.com

May 18, 5:30 p.m. - "Into the Pixel" Opening Reception
Don't miss the Opening Reception for "Into the Pixel: An Exhibition of
the Art of the Videogame," presented by Spike TV.  A collaborative
effort of E3Expo, the Academy of Interactive Arts & Sciences and the
LA County Museum of Art, Into the Pixel (ITP) will showcase 16 pieces
of art from computer and video games, selected from over 140
submissions by a panel of experts representing both the game and art
worlds. The Opening Reception will unveil the ITP Gallery -- and
celebrate the art and the artists behind these stunning visual works.
ITP jury members and selected artists will be on-hand for interviews.
Gallery printed by Epson America.
Location: Concourse Foyer
Contact: Pattie Tobias-Renouard, 503-241-9469, prenouard@e3expo.com


                            MEDIA BRIEFINGS

    On-site news conferences will be held at the News Conference Room
(located in LACC Room 515B, West Hall), adjoining the Media
Hospitality Suite, unless otherwise specified by exhibitor.

May 17, 9:00 a.m. - 10:00 a.m. - Nintendo of America - Media Briefing
Location: Hollywood & Highland, Hollywood
Contact: Julia Roether, 213-623-4200, jroether@golinharris.com, and
Jennifer Archer, 213-623-4200, jarcher@golinharris.com

May 18, 11:00 a.m. - 11:45 p.m. - Mirinae Corp/Game Infinity
Media Briefing
Contact: Frazer Nash, 0044 1296 712522, 0044 7788 971810 (mobile),
fnc@frazer-nash-communications.co.uk

May 18, 1:00 p.m. - 1:45 p.m. - Bonus Mobile Media Briefing
The Wayans Bros. will be on hand to demonstrate their latest creation,
"The Dozens," a new multiplayer game for mobile phones, launching
June 1. The Topps Company will launch "The Dozens" trading card game,
which will be available through August 2005 exclusively at
Blockbuster.
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 18, 2:00 p.m. - 3:45 p.m. - German Pavilion Media Briefing
Representatives of two German Associations, the German Game
Developer's Association and the German entertainment software
association will present market data for the year 2004 and inform the
audiences about trends, challenges and developments on the German
market.
Nine participating companies from the German Pavilion include:

    --  German Game Developer's Association

    --  bhv Software GmbH & Co KG (computer games, software)

    --  Ascaron Entertainment GmbH (computer games, software,
        publishing)

    --  dtp entertainment AG (computer games, software)

    --  rondomedia Marketing & Vertriebs GmbH (computer games,
        software)

    --  Aerosoft GmbH (computer games, computer hardware, flight and
        train simulation)

    --  Exit Games Europe (software, mobile entertainment software,
        middleware)

    --  deset GmbH (software, multimedia)

    --  GC 2005, c/o Leipzig Trade Fair (all-inclusive trade fair for
        digital interactive games)

Contact:Jens Herzog, German American Chamber of Commerce,
415-248-1240, info-ca@gaccny.com

May 18, 5:00 p.m. - 5:45 p.m. - WildTangent Media Briefing
Join WildTangent for the official unveiling of "Fate," the first
downloadable role player game that caters to both casual and hard core
gamers alike. The world of "Fate" features a unique 3-D top-down
perspective (requiring only a mouse to navigate), detailed artwork,
and an infinite number of playing levels -- all delivered over the
Internet. WildTangent founder and gaming visionary Alex St. John will
demo this genre breaking game and share his vision on the future of
downloadable games.
Contact: Robert Nachbar, 425-201-2061, rnachbar@ssk.com

May 19, 10:00 a.m. - 10:45 p.m. - ATI Technologies Media
Briefing - NEW!
Contact: John Carvill, 416-560-3646 (mobile), jcarvill@ati.com or
Lucia Giammaria, 416-875-9689, lucia@ati.com

May 19, 11:00 a.m. - 11:45 a.m. - KOEI Corp (Korean) Media
Briefing - NEW!
Contact: Jarik R. Sikat, 650-692-9080 x230, jarik@koei.com

May 19, 2:00 p.m. - 2:45 p.m. - Soft Trading U.S.A. Media Briefing
Contact: Keith Newman, 650-906-5129 (mobile), kanewman@sbcglobel.net

May 19, 4:00 p.m. - 4:45 p.m. - Global Gaming League Media
Briefing - NEW!
Contact: James Little, 310-697-3008, 310-529-9793 (mobile),
jamesl@pacificmediapartners.com

May 20, 2:00 p.m. - 2:45 p.m. - Fuzzyeyes Studio Media Briefing
Join Fuzzyeyes Studio for a demonstration of "HotDogs HotGals," a
brand new makeover for business strategy games.  Discover a whole new
dimension to fast food management using gorgeous franchise girls as
your secret weapon as you build your own fast food empire in this
exciting new title.  A playable game demo will be available for all
attendees to experience in-person.
Contact: Sonny Lu, +61 7 3277 6699, sonny@fuzzyeyes.

May 18-20, 11:00 a.m., 1:00 p.m., 3:00 p.m. - Big Red Frog Mock Press
Conference - NEW!
Press Conferences will be held each day of the show to promote and
exemplify the game, "Escape From Obeeze City."  They will be in the
spirit of the game with an initial interview of Dr. Bludd by Tony
Findlay, Australian fitness expert and operations director of Big Red
Frog. Dr. Bludd and Dr. Butch Rosser, the real surgeon who plays
Dr. Bludd will all be available for interviews after the initial
questioning as well as the rest of the BODY MECHANICS including
Glukagon, Insulyn, Sara Bellum and Kortex (all characters from
the game).
May 18 - Dr. Bludd, mission specialist at the Ministry of HEALTH will
announce the next mission, which is to save Jack DeCayed's life
through a fight with obesity.
May 19 - Dr. Bludd will give an update on the mission to save Jack
DeCayed by fighting A.G. (the fat cell) and the rest of the CHD
(Coalition for Harm and Disease).
May 20 - Dr. Bludd will deem the mission a success after his team, the
BODY MECHANICS have defeated the CHD and the fight against obesity.
Dr. Bludd will also announce a new policy initiative to recruit young
participants who will be encouraged to live a healthy life with
Dr. Bludd's leadership, called The Bludd Club.
Location: Booth #6347 Kentia Hall
Contact: Tim Sullivan, 732-816-0239 (mobile), Tim_Sullivan@dkcnews.com
or Heather Muhleman, 914-299-5533 (mobile),
Heather_Muhleman@dkcnews.com

May 18, 3:00 p.m., May 19, 10:00 a.m., May 20, 11:00 a.m. - Fogware
Publishing's New Learning Systems Media Briefing
Come to the world premier of Fogware's New Learning Systems.  These
state-of-the-art educational software libraries for students age
6-18 are the most comprehensive suites on the market, providing
up-to-date core curriculum that is used in schools across America. The
Learning Systems incorporate interactive questions, cutting edge
graphics and engaging sound effects. Parents are now able to provide
the materials needed to help their children meet and exceed their
scholastic goals.
Location: Meeting room #6903 Kentia Hall
Contact: Nicole Curry, 650-333-9460, nicole@fog-ware.com


                            GENERAL EVENTS

Sunday, May 15

May 15, 3:00 p.m. - 7:00 p.m. - MIT Education Arcade Conference
Registration
Location: Outside Room 411 West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU

May 15, 5:00 p.m. - 7:00 p.m. - MIT Education Arcade Conference
Reception & "Sparks Session" - A reception where participants are
invited to bring their demos and materials to share with others,
bazaar-style!
Location: Room 408 West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU


Monday, May 16

May 16, 7:30 a.m. - 9:00 a.m. - MIT Education Arcade Conference -
Registration & Continental Breakfast
Location: Room 411 West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU

May 16, 9:00 a.m. - 6:00 p.m. - MIT Education Arcade Conference
Leading scholars, teachers, designers, marketers and publishers will
discuss a wide range of topics, including Emerging Pedagogies,
Creative Design, Informal Education, Gender Diversity, Games in the
Classroom and Beyond, University Research on Games in K-12 Education,
Business Opportunities and Financial Strategies and Case Studies on
Civilization and Never Winter Nights.  A complete agenda, list of
speakers and registration information may be found at
http://www.educationarcade.org.
Location: Room 411 West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU

May 16, 8:00 p.m. - 11:00 p.m. - Square Enix, Inc. Final Fantasy
Concert
A new concert for the popular FINAL FANTASY video game franchise will
be performed in Los Angeles at the Universal Amphitheatre. The concert
will be conducted by Grammy award winner Arnie Roth and performed by
the World Festival Symphony Orchestra and the CSUF University Singers,
with special appearances by The Black Mages and additional guest
performers who will be announced at a later date. Cherished scenes
from the video games will be intertwined with live orchestral, rock
and pop performances in "More Friends--Music from FINAL FANTASY--With
Special Guests."
Location: Universal Amphitheatre (Universal City, CA)
Contact: Kumiko Hakushi, 310-846-0400, kumiko@square-enix-usa.com


TUESDAY, May 17

May 17, 7:30 a.m. - 9:00 a.m. - MIT Education Arcade Conference -
Registration & Continental Breakfast
Location: Room 411 West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU

May 17, 9:00 a.m. - 5:30 p.m. - MIT Education Arcade Conference
Room 411, West Hall
Contact: Alex Chisholm, 617-461-4821, alex@MIT.EDU


WEDNESDAY, May 18

May 18, Time TBA - JoWooD - Richard Dean Anderson appearance - NEW!
Location: Booth #724 South Hall
Contact: Tamara Berger, :+43 (0)3614 2966-1049,
+43 (0)676 88 611 3068 (mobile), tberger@jowood.com
or Udett Schaffrath, +43 (0)3614 2966 1037,
+43 (0)676 88 611 3067 (mobile),
Udetts@jowood.com

May 18, 10:00 a.m., 2:00 p.m. - U.S. Army - Golden Knights & Special
Forces Group - NEW!
The Army will take to the skies Wednesday and Thursday.  At 10 a.m.
the Army's Golden Knights will conquer the skies by jumping from more
than 2000 feet and landing adjacent to the Los Angeles Convention
Center at the corner of Pico and Figueroa.  At 2 p.m., the 20th
Special Forces Group will rappel from a CH-47 Chinook helicopter
flown by the 140th General Support Aviation Battalion. E3Expo
attendees can meet the Army's experts in verticle envelopment and test
their mettle in the Special Forces Adventure Van located in the drop
zone at Pico and Figueroa.  At the South Hall entrance, attendees can
take command of the Army's Convoy Skills Engagement Trainer (CSET) or
don Quantum3D's man-wearable dismounted infantry training systems.
Location: Corner of Pico & Figueroa, Outside South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 18, 10:30 a.m. - 12: 30 p.m., 3:00 p.m. - 5:00 p.m. - Fatal1ty -
"Shootout"/Unreal Tournament with Johnathan Wendel
The world's #1 PC video game player, Johnathan "Fatal1ty" Wendel,
will take on all corners in a shootout match.
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 18, 11:00 a.m. - 1:00 p.m. - Superscape - Evel Knievel
Giveaways, autograph signings and a chance to sit on Evel's bike.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com

May 18, 11:00 a.m. - Magma Digital - "Han Dynasty" & "Goddess Saga"
Releases
Magma Digital, the largest mobile game publisher of China, will
release their flagship products, "Han Dynasty" and "Goddess Saga" at
11:00 a.m. on May 18th.  Both are strategy games with great graphic
and terrific intellectual systems combined with traditional Chinese
history. In celebration of the launch, traditional presents from China
will be distributed to attendees.
Location: Wireless Zone Pavilion - Kentia #C
Contact: Selinna Liu, 011-8621-522-80720-807,
liu.yue@magma-digital.com

May 18, 12:30 p.m. - 1:00 p.m. - Fatal1ty - Johnathan "Fatal1ty"
Wendel Autograph Signing
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 18, 12:30 p.m., 2:30 p.m, 4:30 p.m. - Konami - Musical
Performance - NEW!
Konami will present a powerful, nationally acclaimed entertainment act
combining the dynamic musical flavors of funk, groove and hip hop at
E3Expo.  Come to the Konami booth and catch this exciting and unique
performance.
Location: Booth #800 South Hall
Contact: Marc Franklin, 650-654-5655, mfrankpr@konami.com

May 18, 1:00 p.m., 4:00 p.m. - Atlus USA - Prize Drawings and Puyo POP
FEVER Tournaments
Enter the drawing by submitting entry forms (found in the Show Daily)
for a chance to win an iPod Shuffle!  People wanting to participate in
the tournament need to bring their Nintendo DS (no game needed) and
competitive skills to play for t-shirts, games and other prizes.
Location: Booth #414 West Hall
Contact: Tomm Hulett, tomm@altus.com

May 18, 1:00 p.m. - 4:00 p.m. - Gamer Graffix - Hosting Playboy
Playmates - NEW!
Miss March 2003 Pennelope Jimenez and Miss February 2001 Lauren
Michelle Hill will be at the Gamer Graffix booth.  Get a free Xbox or
PS2 custom "skin" signed by your favorite Playboy Bunny!
Location: Booth #6053 Kentia Hall
Contact: Lisa Crowell, 401-738-5999 x134, 401/413-0318 (cell),
lcrowell@gamergraffix.com

May 18, 2:00 p.m. - Games For Windows - Autograph Signing - NEW!
RTS kings Bruce Shelley ("Age of Empires") and Brian Reynolds ("Rise
of Nations") will strategize with fans and sign autographs.
Location: Booth #1068 South Hall
Contact: Vanessa Whorley, 206-268-2276, Vanessa.whorley@edelman.com

May 18, 2:00 p.m. - 4:00 p.m. - SNK Playmore USA - Falcoon Autograph
Session
Come meet award-winning SNK gaming artist Falcoon during his autograph
session.  Falcoon will be autographing limited edition copies of two
posters of "The King of Fighters" character Mai Shiranui, and SNK
"Fatal Fury" hats while supplies last.
Location: Booth #646 South Hall
Contact: Michael Meyers, 925-551-8080, michael@mmpr.com

May 18, 2:00 p.m. - 4:00 p.m. - Superscape - Harlem Globetrotters
Wun "The Shot" Versher & Anthony Blakes of the Harlem Globetrotters
will show ball handling skills and tricks.  Lots of giveaways,
including balls, t-shirts and autograph signing.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com

May 18, 2:00 p.m. - U.S. Army - America's Army: Rise of a Soldier
Competition - NEW!
The Frag Dolls, the seven-member girl videogame team sponsored by
Ubisoft, will take on all competitors in America's Army: Rise of a
Soldier in the Army booth all three days of the show from 2:00 p.m.
until the end of each day.
Location: Booth 1608 South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 18, 2:30 p.m. - 3:30 p.m. - Bonus Mobile - The Wayan Brothers
Autograph Signing
Location: Booth #6553 Kentia Hall
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 18, 2:30 p.m. - Track7 - Prize Drawings & Photo
Opportunities - NEW!
Track7 will sponsor special daily events where 200 of the first to
arrive and fill out a post card will receive custom t-shirts of our
upcoming adventure game "Theseis."  There will also be a photo
opportunity with our sexy Greek goddess and amazing Roman gladiatrix
and gladiator during this time.  The clock begins countdown every day
at 2:30p.m. so be one of the first 200 to arrive and register in the
booth to win!
Location: Booth #6559 Kentia Hall
Contact: Vicky Valanos, 011-30210-922-4429, valanos@ath.forthnet.gr

May 18, 4:30 p.m. - 5:30 p.m. - Bonus Mobile - The Rap Pack Musical
Performance
The Rap Pack features old-school rappers Grand Master Caz, Prince
Whipper Whip and Melle Mel, the true pioneers of rap, who laid the
groundwork today's hip-hop scene. The Pack will perform classic rap
and play "The Dozens," a new multiplayer game for mobile phones.
Booth    #6553 Kentia Hall
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 18, 8:00 p.m. - 11:00 p.m. - Perpetual Entertainment - Exclusive
Event: "Gods & Heroes: Rome Rising"
Party like a god with Perpetual Entertainment! Perpetual announces an
exclusive event celebrating the upcoming massively multiplayer game
Gods and Heroes: Rome Rising.
Location: Element Hollywood Nightclub
Contact: Kara Japhet, 919-806-4477, kara@tapin.net


THURSDAY, May 19

May 19, 10:00 a.m. - 12:00 p.m. - SNK Playmore USA - Falcoon Autograph
Session
Come meet award-winning SNK gaming artist Falcoon during his autograph
session.  Falcoon will be autographing limited edition copies of two
posters of "The King of Fighters" character Mai Shiranui, and SNK
"Fatal Fury" hats while supplies last.
Location: Booth #646 South Hall
Contact: Michael Meyers, 925-551-8080, michael@mmpr.com

May 19, 10:00 a.m., 2:00pm - U.S. Army - Golden Knights & Special
Forces Group - NEW!
The Army will take to the skies Wednesday and Thursday.  At 10am the
Army's Golden Knights will conquer the skies by jumping from more than
2000 feet and landing adjacent to the Los Angeles Convention Center at
the corner of Pico and Figueroa.  At 2pm, the 20th Special Forces
Group will rappel from a CH-47 Chinook helicopter flown by the 140th
General Support Aviation Battalion. E3 attendees can meet the Army's
experts in verticle envelopment and test their mettle in the Special
Forces Adventure Van located in the drop zone at Pico and Figueroa. At
the South Hall entrance to E3 attendees can take command of the Army's
Convoy Skills Engagement Trainer (CSET) or don Quantum3D's
man-wearable dismounted infantry training systems.
Location: Corner of Pico & Figueroa, Outside South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 19, 10:30 a.m. - 12: 30 p.m., 3:00 p.m. - 5:00 p.m.
Fatal1ty - "Shootout"/Unreal Tournament with Johnathan Wendel
The world's #1 PC video game player, Johnathan "Fatal1ty" Wendel, will
take on all corners in a shootout match.
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 19, 10:30a.m., 12:30 p.m., 2:30p.m., 4:30 p.m. - Konami - Musical
Performance - NEW!
Konami will present a powerful, nationally acclaimed entertainment act
combining the dynamic musical flavors of funk, groove and hip hop at
E3Expo.  Come to the Konami booth and catch this exciting and unique
performance.
Location: Booth #800 South Hall
Contact: Marc Franklin, 650-654-5655, mfrankpr@konami.com

May 19, 10:40 a.m., 11:40 a.m., 12:40 p.m., 1:40 p.m. - NCSoft -
"City of Heroes" Comic Book Signing - NEW!
Well known comic book artist David Nakayama and writer Mark Waid will
be on hand at the NCsoft booth to sign copies of the initial "City of
Heroes" comic from major comic industry creator/publisher, Top Cow
Productions. The first comic released on May 4 will be sent to all
subscribers of the "City of Heroes" game.
Location: Booth #1024 South Hall
Contact: David Swofford, 512-498-4002, dswofford@ncsoft.com

May 19, 11:00 a.m. - 11: 30 a.m., 4:30 p.m. - 5:00 p.m.  - Bonus
Mobile - Comedy Time
An eclectic group of local stand-up comedians perform original
material, much of which will soon be available from Bonus Mobile
through their deal with Comedy Time, the first comedy network
featuring original programming specifically geared toward wireless
handsets. With stand-up comedy as its staple, Comedy Time showcases
the most talented stand-up comics in the country.
Location: Booth #6553 Kentia Hall
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 19, 11:00 a.m. - 1:00 p.m. - Superscape - Evel Knievel
Giveaways, autograph signings and a chance to sit on Evel's bike.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com

May 19, 12:00 p.m. - 2:00 p.m. - THQ - WWE Superstars Autograph
Signing - NEW!
WWE Superstars will sign autographs for fans.  Stacy Keibler will be
at the THQ booth from noon to 1:00 p.m.  Second Superstar TBD.
Location:Booth #1046, South Hall
Contact: Gretchen Armerding, 818-871-5188, garmerding@thq.com

May 19, 12:30 p.m. - 2:00 p.m. - Crave Entertainment -
Professor of Poker
See poker superstar Howard Lederer in action playing "Texas Hold 'Em."
Known as the Professor of Poker, Lederer is the holder of 10 major
poker titles including World Series of Poker and World Poker Tour
championships.  Pick up valuable pro tips and get a preview of
"World Championship Poker 2."
Location: Booth 996 South Hall
Contact:  Michael Meyers, (925) 551-8080, michael@mmpr.com

May 19, 12:30 p.m. - 1:00 p.m. - Fatal1ty - Johnathan "Fatal1ty"
Wendel Autograph Signing
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 19, 1:00 p.m. and 4:00 p.m. - Atlus USA - Prize Drawings and Puyo
POP FEVER Tournaments
Enter the drawing by submitting entry forms (found in the Show Daily)
for a chance to win an iPod Shuffle!  People wanting to participate in
the tournament need to bring their Nintendo DS (no game needed) and
competitive skills to play for t-shirts, games and other prizes.
Location: Booth #414 West Hall
Contact: Tomm Hulett, tomm@altus.com

May 19, 1:00 p.m. - 3:00 p.m. - Fatal1ty - ACON Finals
A major gaming competition, consisting of team and individual finals.
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 19, 1:00 p.m. - 4:00 p.m. - Gamer Graffix- Hosting Playboy
Playmates - NEW!
Miss March 2003 Pennelope Jimenez and Miss February 2001 Lauren
Michelle Hill will be at the Gamer Graffix booth.  Get a free Xbox or
PS2 custom "skin" signed by your favorite Playboy Bunny!
Location: Booth #6053 Kentia Hall
Contact: Lisa Crowell, 401-738-5999 x134, 401/413-0318 (cell),
lcrowell@gamergraffix.com

May 19, 1:00 p.m. - Namco Hometek - SOULCALIBER III Tournament - NEW!
Can you take the stage to make history?  Namco will be hosting the
SOULCALIBUR III tournament that could put you in gaming history
and make your wallet a little thicker with some prize money.  Take the
stage and engage others in this EXCLUSIVE tournament edition at E3Expo
that will have playable characters not available on the show floor.
Step up and see if you are worthy of being crowned champion!
Location: Booth #824 South Hall
Contact: Robert Cogburn, 408-235-2138, rcogburn@namco.com

May 19, 2:00 p.m. - Games For Windows - Autograph Signing - NEW!
RPG masters Chris Taylor ("Dungeon Siege") and Brad McQuaid
("EverQuest") will regale you with tales from the dungeon as they sign
autographs.
Location: Booth #1068 South Hall
Contact: Vanessa Whorley, 206-268-2276, Vanessa.whorley@edelman.com

May 19, 2:00 p.m. - U.S. Army - America's Army: Rise of a Soldier
Competition - NEW!
The Frag Dolls, the seven-member girl videogame team sponsored by
Ubisoft, will take on all competitors in America's Army: Rise of a
Soldier in the Army booth all three days of the show from 2:00 p.m.
until the end of each day.
Location: Booth 1608 South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 19, 2:30 p.m. - Track7 - Prize Drawings & Photo
Opportunities - NEW!
Track7 will sponsor special daily events where 200 of the first to
arrive and fill out a post card will receive custom tee shirts of our
upcoming adventure game "Theseis."  There will also be a photo
opportunity with our sexy Greek goddess and amazing Roman gladiatrix
and gladiator during this time.  The clock begins countdown every day
at 2:30 p.m. so be one of the first 200 to arrive and register in the
booth to win!
Location: Booth #6559 Kentia Hall
Contact: Vicky Valanos, 011-30210-922-4429, valanos@ath.forthnet.gr

May 19, 2:00 p.m. - 3:00 p.m. - Bonus Mobile - The Rap Pack Musical
Performance
The Rap Pack features old-school rappers Grand Master Caz, Prince
Whipper Whip and Melle Mel, the true pioneers of rap, who laid the
groundwork today's hip-hop scene. The Pack will perform classic rap
and play "The Dozens," a new multiplayer game for mobile phones.
Location: Booth #6553 Kentia Hall
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 19, 2:00 p.m. - 4:00 p.m. - Superscape - Harlem Globetrotters
Wun "The Shot" Versher & Anthony Blakes of the Harlem Globetrotters
will show ball handling skills and tricks.  Lots of giveaways,
including balls, t-shirts and autograph signing.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com


FRIDAY, May 20

May 20, 10:00 a.m., 1:00 p.m., 3:00 p.m. - Konami - Musical
Performance - NEW!
Konami will present a powerful, nationally acclaimed entertainment act
combining the dynamic musical flavors of funk, groove and hip hop at
E3Expo.  Come to the Konami booth and catch this exciting and unique
performance.
Location: Booth #800 South Hall
Contact: Marc Franklin, 650-654-5655, mfrankpr@konami.com

May 20, 10:30 a.m. - 12:30 p.m. - Fatal1ty - "Shootout"/Unreal
Tournament with Johnathan Wendel
The world's #1 PC video game player, Johnathan "Fatal1ty" Wendel, will
take on all corners in a shootout match.
Location: Booth #2228, West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 20, 11:00 a.m. - 11: 30 a.m. - Bonus Mobile - Comedy Time
An eclectic group of local stand-up comedians perform original
material, much of which will soon be available from Bonus Mobile
through their deal with Comedy Time, the first comedy network
featuring original programming specifically geared toward wireless
handsets. With stand-up comedy as its staple, Comedy Time showcases
the most talented stand-up comics in the country.
Location: Booth #6553 Kentia Hall
Contact: John Russel, 818-501-0700, jrussel@ssapr.com

May 20, 11:40 a.m., 12:40 p.m. & 1:40 p.m. - NCSoft - "City of Heroes"
Comic Book Signing - NEW!
Well known comic book artist David Nakayama and writer Mark Waid will
be on hand at the NCsoft booth to sign copies of the initial "City of
Heroes" comic from major comic industry creator/publisher, Top Cow
Productions. The first comic released on May 4 will be sent to all
subscribers of the "City of Heroes" game.
Location: Booth 1024 South Hall
Contact: David Swofford, 512-498-4002, dswofford@ncsoft.com

May 20, 12:30 p.m. - 1:00 p.m. - Fatal1ty
Johnathan "Fatal1ty" Wendel Autograph Signing
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 20, 1:00 p.m. and 4:00 p.m.
Atlus USA - Prize Drawings and Puyo POP FEVER Tournaments
Enter the drawing by submitting entry forms (found in the Show Daily)
for a chance to win an iPod Shuffle!  People wanting to participate in
the tournament need to bring their Nintendo DS (no game needed) and
competitive skills to play for t-shirts, games and other prizes.
Location: Booth #414 West Hall
Contact: Tomm Hulett, tomm@altus.com

May 20, 1:00 p.m. - 3:00 p.m. - Fatal1ty - ACON Finals
A major gaming competition, consisting of team and individual finals.
Location: Booth #2228 West Hall
Contact: Rita Tennyson, 310-821-6100 x104, rita@terpin.com

May 20, 2:00 p.m. - Namco Hometek - Pac-Man Raffle - NEW!
Chomp your way over to Namco in celebration of Pac-Man's 25th
birthday.  To celebrate this momentous event, Namco will be awarding
one lucky winner a real arcade icon - an original Pac-Man arcade
machine!  Be sure to fill out your forms on the belly band on the
E3Expo Show Daily and drop one off at the Namco booth throughout the
show.  Chomp! Chomp!
Location: Booth #824 South Hall
Contact: Robert Cogburn, 408-235-2138, rcogburn@namco.com

May 20, 2:00 p.m. - 4:00 p.m. - Superscape - Harlem Globetrotters
Wun "The Shot" Versher & Anthony Blakes of the Harlem Globetrotters
will show ball handling skills and tricks.  Lots of giveaways,
including balls, t-shirts and autograph signing.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com

May 20, 2:00 p.m. - U.S. Army - America's Army: Rise of a Soldier
Competition - NEW!
The Frag Dolls, the seven-member girl videogame team sponsored by
Ubisoft, will take on all competitors in America's Army: Rise of a
Soldier in the Army booth all three days of the show from 2:00 p.m.
until the end of each day.
Location: Booth 1608 South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 20, 2:30 p.m. - Track7 - Prize Drawings & Photo
Opportunities - NEW!
Track7 will sponsor special daily events where 200 of the first to
arrive and fill out a post card will receive custom tee shirts of
our upcoming adventure game "Theseis."  There will also be a photo
opportunity with our sexy Greek goddess and amazing Roman gladiatrix
and gladiator during this time.  The clock begins countdown every day
at 2:30p.m. so be one of the first 200 to arrive and register in the
booth to win!
Location: Booth #6559 Kentia Hall
Contact: Vicky Valanos, 011-30210-922-4429, valanos@ath.forthnet.gr


ALL-DAY DAILY EVENTS

May 18-20, All Day - Adrenaline Corp - Time-Trial Race
Set the pole position at E3Expo and race your way to win Adrenaline's
$6,000 Pilot Series R-type computer, featuring dual SLI technology and
the new GTR race simulator.
Location: Booth #6742 Kentia Hall
Contact: Robert Coulter, (323) 974-0409, robert@adrenalinemachines.com

May 18-20, All Day - Bandai America - Tournament - NEW!
Bandai Games invites fighting game enthusiasts to enjoy an all day
tournament at their booth. Go head-to-head to win prizes on
anime-inspired games like "Inuyasha: Feudal Combat," "ZatchBell,"
"DICE" and "One Piece: Grand Battle." Also, Bandai will be running
a trailer for a never-before-seen title every day at 11:00 a.m. and
2:00 p.m.
Location: Booth #2216 West Hall
Contact: Rannie Yoo, 415-777-4000, rannie@kohnkecomm.com

May 18-20, All Day - Deep Silver - "Singles 2: Triple Trouble" with
Angelica Bridges - NEW!
Angelica Bridges (of "Baywatch" fame) will be hosting the SINGLES 2:
TRIPLE TROUBLE apartment on the DEEP SILVER stand. She will be having
fun and playing games with the crowd every few hours, inviting them
into the SINGLES apartment to try out their romantic chat up lines.
Only the smoothest talker will get invited in.
Location: Booth #724 South Hall
Contact: David Blundell@kochmedia.co.uk

May 18-20, All Day - FunCom - NEW!
Ahhhh, it's good to be King!  Come by the Funcom booth at 2208 West
Hall and experience the royal life.  Be seated on the lush Conan
throne, wield your mighty sword and pose with gorgeous fantasy
creatures from the upcoming Age of Conan title at your side in a
unique and memorable photo opportunity you don't want to miss. Exhibit
open during show hours Wednesday through Friday and swords available
while supplies last.
Location: Booth #2208 West Hall
Contact: Jorgen Tharaldsen or Terri Perkins at pr@funcom.com

May 18-20, All Day - Global Gaming League - All-Star Tournament
The Global Gaming League (GGL), the leading worldwide competitive
video gaming league, will be holding its 1st Annual All-Star
Tournament at E3 Expo.  The 3-day tournament, which is sponsored by
NVIDIA Corporation, the worldwide leader in graphics and digital
media processors, will take place in a special gaming area located at
NVIDIA's booth.
Location: Booth #346 South Hall
Contact: James Little, 310-697-3008, jamesl@pacificmediapartners.com

May 18-20, All Day - Namco Hometek - We LOVE Katamari Ball - NEW!
Help the Prince please the King of All Cosmos at this E3Expo with the
We LOVE Katamari ball.  The King of All Cosmos has requested all
attendees to provide items throughout the three days.  Items should be
lightweight enough to be attached and as nutty and creative as
possible.  Items should NOT be x-rated in nature or include clothing,
books, magazines, papers or garbage.  Those representing the Prince
also have full right to decline any item.
Location: Booth 824 South Hall
Contact: Robert Cogburn, 408-235-2138, rcogburn@namco.com

May 18-20, All Day - NCSoft - The Mutaytor Circus - NEW!
Visitors to the NCsoft booth will see the high-energy performance art
and percussion beat of The Mutaytor, which will interpret the world of
Auto Assault in scheduled performances throughout the three-day show.
The Mutaytor is a futuristic vaudeville circus that blends multimedia,
music and visual performance into an unbelievable stage presentation
that completely envelops and surrounds the audience. Performance will
begin at 20 past every hour, not including the first and last show
hours each day.
Location: Booth #1024 South Hall
Contact: David Swofford, 512-498-4002, dswofford@ncsoft.com

May 18-20, All Day - NCSoft - MMORadio Broadcast - NEW!
MMORadio(http://www.mmoradio.com), an Internet radio station will be
broadcasting live from the NCsoft booth (South Hall, #1024) for the
duration of the Electronic Entertainment Expo, providing interviews
with many developers, designers and musicians attending the show.
MMORadio is a webcast station conceived, started and staffed solely by
gamers with information and viewpoints on all massively multiplayer
games. Listeners get real gamers' views on the hottest new games and
peripherals.
Location: Booth #1024 South Hall
Contact: David Swofford, 512-498-4002, dswofford@ncsoft.com

May 18-20, All Day - NCSoft - Guild Wars Battles - NEW!
Guilds from Korea and North America will face off against each other
in regularly scheduled PvP showdowns taking place in NCsoft's newly
released blockbuster title, "Guild Wars." The battles will take place
on center stage at the NCsoft booth.  Members of the top Korean guild
are flying to E3Expo just to take on their American counterparts.
Other battles in the PvP showcase will pitch members of the "Guild
Wars" development team against other top established North American
guilds, as well as random guilds selected at-large from among players
in the live game who think they're hot enough to take on the creators
themselves. These special PvP showcases will take place at the top of
every hour, not including the first and last show hours each day.
Location: Booth #1024 South Hall
Contact: David Swofford, 512-498-4002, dswofford@ncsoft.com

May 18-20, All Day - Superscape - Reef Girls
Posing for photographs, autographs, calendars and hats.
Location: Booth #2100 West Hall
Contact: Maggie Templeman, 011-44-1256-745769,
mtempleman@superscape.com

May 18-20, All Day - U.S. Army - Shoothouse Simulations - NEW!
Working with Lasershot Shooting Simulations, Inc., the U.S. Army will
present E3Expo attendees with the opportunity to don a kevlar vest and
helmet and grab a real M4 carbine to enter a virtual combat experience
in an Army shoothouse.  Players will join real Special Forces
Soldiers in a hands-on urban combat exercise featuring real U.S.
weapons and America's Army scenarios.  Future Warrior and Future Force
Warrior Soldiers will be demonstrating next generation technology
incorporated into Soldiers' uniforms, helmets, and weapons.
Location: Booth #1608 South Hall
Contact: Lori Mezoff, 410-897-0020, lorimezoff@yahoo.com

May 18-20, All Day - Yahoo! Games - Yahoo! Poker - NEW!
The leading online destination for games will unveil its new look at
E3Expo with a comprehensive offering of video game editorial, fun
community-based features and innovative PC-to-mobile games.  Have a
great poker face?  Stop by the Yahoo! Games booth to play Yahoo!
Poker with world-renown touring poker professionals Phil Hellmuth,
Phil "The Unabomber" Laak and Antonio Esfandiari!
Location: Booth #2200 West Hall
Contact: Jaime L. Jensen, 310-694-3110, Jaime_jensen@bhimpact.com

May 18-20, All Day - WEBZEN - Tournaments
WEBZEN welcomes gamers to the next big thing in the massively
multiplayer online game space.  Immerse yourself in the world of
"Sun," the upcoming MMORPG from WEBZEN, and compete in tournaments
held daily.  Choose what side of the law you'll abide by as you are
greeted by the girls of APB, the upcoming massively multiplayer online
freeform combat and driving-based game, designed by the creator of the
original Grand Theft Auto (GTA) franchise. Come see how WEBZEN is
redefining MMOGs!
Location: Booth #700 South Hall
Contact: Rachel Quizon, 310-694-3109, rachel_quizon@bhimpact.com

May 18-20, All Day - Wizards of the Coast - Gathering Online Pro
Gamer Tournament
Gathering Online will be hosting a live pro gamer tournament
throughout E3Expo, where pro online gamers from all over the world --
chosen via an online fan vote -- will battle it out.  These guys get
to play games for a living, travel the world, earn fame -- and some
make six-figures doing it.  Come interview the players on what it's
like to live the pro gamer lifestyle.
Location: Booth #2252 West Hall
Contact: Carrie Williams, 949-642-6112, carrie@tomasettipr.com

                                 # # #
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ACTIVISION UNVEILS POWERHOUSE GAME SLATE AT
2005 ELECTRONIC ENTERTAINMENT EXPO

Line-Up Includes Titles Based On
Best-Selling Entertainment Brands and Original Intellectual Properties

Santa Monica, CA - May 12, 2005 -- Activision, Inc. (Nasdaq: ATVI) will
showcase a blockbuster game line-up at this year's Electronic Entertainment
Expo, taking place at the Los Angeles Convention Center from May 18-20, 2005.
The company's line-up includes titles based on popular entertainment brands
like Marvel's Spider-Man, Fantastic 4, X-Men, as well as, Shrek, new
installments in Activision's best-selling Tony Hawk and Call of Duty
franchises, and innovative offerings from some of the industry's top
development houses, id Software's QUAKE 4(TM) and The Movies(TM) from Peter
Molyneux's Lionhead Studios.

Activision's Game Line-Up Includes:
Call of Duty 2 - The sequel to the 2003 "Game of the Year," Call of Duty 2
delivers an unparalleled portrayal of the chaos and cinematic intensity of
World War II through stunningly detailed graphics, advanced AI, realistic
character animations and explosive on-screen action - all powered by Infinity
Ward's brand new proprietary engine. Call of Duty 2 has not yet been rated by
the ESRB.

Call of Duty2: Big Red One(TM) - Building on the Call of Duty brand's
signature epic, cinematic intensity of war, Call of Duty 2: Big Red One
unites players in the chaos of battle fighting as part of a squad in the
legendary and decorated "Big Red One," the American 1st Infantry Division.
Call of Duty 2: Big Red One has not yet been rated by the ESRB.

Fantastic 4 - The only game based on Twentieth Century Fox's upcoming feature
film, Fantastic 4 is a team-based action-adventure in which players harness
the Marvel Super Heroes' unique and amazing powers through a compelling
single-player mode or two-player co-operative gameplay experience. Fantastic
4 has been rated "T" (Teen - with mild language and violence) by the ESRB.

The Movies(TM) - Developed by Lionhead Studios' Peter Molyneux, a pioneer in
the "life simulation" genre, The Movies lets gamers become Hollywood players,
by creating unique movies and releasing them from the studios they build,
starring the actors they discover and develop. The Movies has not yet been
rated by the ESRB.

QUAKE 4 - Earth is under siege by the Strogg, a barbaric alien race moving
through the universe consuming, recycling and annihilating any civilization
in their path. In a desperate attempt to survive, an armada of Earth's finest
warriors is sent to take the battle to the Strogg home planet. Id Software's
QUAKE 4 has not yet been rated by the ESRB.

ShrekSuperSlam - Ogre-sized brawling action collides with the hilarious Shrek
universe in Shrek SuperSlam, the ultimate four-player melee game. Shrek
SuperSlam has not yet been rated by the ESRB.

Tony Hawk's American Wasteland(TM) - For the first time ever, Tony Hawk's
American Wasteland(TM) gives players the freedom to experience continuous
skating and BMX biking action without leaving the game or waiting for load
times as they explore and choose missions in a massive, living Los Angeles
skate world. Tony Hawk's American Wasteland has not yet been rated by the
ESRB.

Ultimate Spider-Man - Take on the role of the world's most famous Super Hero,
Marvel's Spider-Man, and one of his most menacing nemeses, Venom, in an
original storyline written and illustrated by the creative team behind the
best-selling "Ultimate Spider-Man" comic book series. Ultimate Spider-Man has
not yet been rated by the ESRB.

X-Men Legends II: Rise of Apocalypse - The sequel to the best-selling X-Men
title ever, X-Men Legends, X-Men Legends II: Rise of Apocalypse is an all new
action-RPG that lets players create, customize and control teams of four
mutants from 16 all-time favorite X-Men and classic Brotherhood villains from
the Marvel Universe. X-Men Legends II: Rise of Apocalypse has not yet been
rated by the ESRB.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) and QUAKE II(R).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
?their latest action titles, QUAKE III Arena(R), QUAKE III: Team Arena, and
Return to Castle Wolfenstein(R). id Software's advanced DOOM 3(TM) engine is
leading the next revolution in 3-D interactive games. Check out more about id
Software at www.idsoftware.com.

About Marvel Enterprises, Inc.
With a library of over 5,000 proprietary characters, Marvel Enterprises,
Inc., is one of the world's most prominent character-based entertainment
companies. Marvel's operations are focused in four areas: entertainment
(Marvel Studios), licensing, publishing and toys (Toy Biz). Marvel
facilitates the creation of entertainment projects, including feature films,
DVD/home video, video games and television based on its characters and also
licenses its characters for use in a wide range of consumer products and
services including apparel, toys, collectibles, snack foods and promotions.
Marvel's characters and plot lines are created by its publishing division,
which continues to expand its leadership position in the U.S. and worldwide
while also serving as an invaluable source of intellectual property.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.
# # #

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

QUAKE 4(TM), QUAKE(R) and id(R) are either registered trademarks or
trademarks of id Software, Inc. in the United States and/or other countries.

TM, (R), Game Boy Advance, Nintendo GameCube and Nintendo DS are trademarks
of Nintendo.

Activision is a registered trademark of Activision, Inc. and its affiliates.
All other trademarks and trade names are the property of their respective
owners.

Marvel, Ultimate Spider-Man, Fantastic Four, X-Men, and all related character
names and likenesses thereof are trademarks of Marvel Characters, Inc., and
are used with permission. 2005 Marvel Characters, Inc. All rights reserved.
www.marvel.com.

The Fantastic Four Motion Picture: TM & (C) 2005 Twentieth Century Fox Film
Corporation. All rights reserved

Super Hero(es) and Super Villains are co-owned registered trademarks.
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www.E3Insider.com, the official consumer Web site of Electronic Entertainment
Expo (E3Expo), goes live TODAY, offering the general public an unprecedented
behind-the-scenes look at the world's premiere computer and video game trade
show. E3Insider.com offers uniquely in-depth event coverage, special features
like fan cams and an "Insider's Blog", and exclusive show facts such as the
following.

Rigging: 1.7 million pounds of equipment is being hung from the ceiling of
the Los Angeles Convention Center (LACC) -- roughly the equivalent of 500
automobiles or 250 elephants.

Monitors: More than 5,700 monitors, screens and plasmas will be displayed on
the show floor and in public areas at E3Expo.

Networking: E3Expo's network capacity requirement has increased four-fold in
the last 2 years. This year, inbound and outbound traffic will be moving in
excess of 180 Mbps (million bits per second). This is the equivalent of 3,000
dialup connections, and is enough bandwidth for 600 simultaneous VHS-quality
live-streaming video connections.

Cabling: The show floor is blanketed with more than 20,000 feet of power
cable and more than 200 miles of high-speed data cabling and fiber optic
cabling.

Banners: More than 110,000 square feet -- 2.5 acres -- of vinyl banners will
cover both the inside and outside of the LACC. Two banners hanging outside of
the LACC weigh 600 pounds each, and each of these banners requires a crew of
six to hang.

Crating: Enough crate wood will be used during exhibitor moves to frame a
15-story building, requiring more than 87 forklifts to transport.

Exhibit Space: E3Expo 2005 saw the fastest sell-out of exhibit space in five
years. The show floor will cover more than 540,000 net square feet, the
equivalent of 2,700 city blocks.

Exhibitors: E3Expo 2005 will host more than 400 exhibitors from 90 countries.

Products: E3Expo 2005 will debut more than 1,000 never-before-seen products,
and will showcase more than 5,000 products in all.

E3Insider: The site attracted a record number of visitors in 2004, with more
than 100 million hits, 6.5 million page views and over 700,000 unique users
during the three days of show. The 2004 site was ranked the fifth fastest
growing Web site in the world during the three days of the show.

History: E3Expo is now in its 11th year, and its 9th year in Los Angeles.

For more E3Expo show news, please contact Ehrin Cummings, E3Expo Media
Relations Team, at 310-967-2974 or visit www.e3expo.com. E3Expo 2005 takes
place May 18-20 at the Los Angeles Convention Center.
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CNN.com casts some predictions for this year's E3:

http://www.cnn.com/2005/TECH/fun.games/05/16/e3.ap/index.html
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MIDWAY UNVEILS LINEUP FOR 2005 ELECTRONIC ENTERTAINMENT EXPO

Most Dynamic Product Portfolio in Company's History

Includes Premiere of Kids, High-End PC and Next-Generation Titles

CHICAGO - May 18, 2005  - one of the most diversified lineups in company
history, Midway Games Inc. (NYSE: MWY), a leading interactive entertainment
software publisher and developer, announced today its product line to be
shown
at the annual Electronic Entertainment Expo (E3), May 18-20 in Los Angeles.
Midway's E3 2005 lineup features such highly acclaimed brands as Blitz(R):
The
League(TM), L.A. Rush(TM), Mortal Kombat : Shaolin Monks(TM), The
Suffering(R):
Ties That Bind(TM) and Unreal Tournament(R) 2007. This year's portfolio also
showcases the company's new kid's properties as well as the first look at its
high-end PC titles and new offerings for the Sony PlayStation(R) Portable
entertainment system.

"We are extremely pleased with the quality and diversity of our 2005 E3
lineup
as it truly reflects our product strategy," said David F. Zucker, president
and
CEO, Midway. "Not only do we have a slate of new products already in
development for the next-gen systems, but we are also bringing select
high-profile properties to the new Sony PSP as well as entering the high-end
PC
market and the kid's category."

Midway's exciting E3 product lineup includes:

CONSOLE TITLES
 Midway's lineup for the PlayStation(R)2 computer entertainment system, the
Xbox(R) videogame system from Microsoft, and the Nintendo GameCube(TM)
features
such exciting properties as:

Blitz(R): The League(TM) (PS2, Xbox; Winter 2005) -- The celebrated
arcade-style football franchise is back and better than ever with a new
treatment of America's most popular sport. Blitz: The League is an unlicensed
video game exposing the harsh realism and troubling, behind-the-scenes
stories
of a fictional professional football league. While Blitz: The League
maintains
the brand's popular core elements -- bone-crunching late hits, high-speed
action and over-the-top animations -- it also features a powerful new
storyline
that will captivate gamers from the first play.

Gauntlet(R): Seven Sorrows(TM) (PS2, Xbox; Winter 2005) -- The legendary
arcade
classic Gauntlet is reborn with a new vision, story and gameplay in Gauntlet:
Seven Sorrows. Seeking to undo the past, a powerful emperor gets lost in the
madness of his own dreams and nightmares. Four immortal heroes, who were once
imprisoned by the emperor for two centuries, set out to undo his lifetime of
regrets. In the process, they must deal with the consequences of their own
actions and watch as the world shakes apart around them. Seven Sorrows is the
fusion of fantasy fighting action with the strategy and fascination of
user-friendly RPG elements, and challenges gamers in single-player and co-op
modes as Gauntlet goes online for the first time.

L.A. Rush(TM) (PS2, Xbox; Fall 2005) -- Buckle up, rev the engine, drop the
clutch and blast off in Midway's high-octane arcade racer, L.A. Rush. In L.A.
Rush, players join the crew at West Coast Customs to pimp their ride and live
the lifestyle of an L.A. street racer. An exciting and unique story-driven
experience allows players to race through five wide-open Los Angeles city
re-creations filled with all of the heart-pounding treacherous shortcuts and
death-defying jumps that have made the Rush franchise so addictive.

Mortal Kombat(R): Shaolin Monks(TM) (PS2, Xbox; Fall 2005) -- Experience the
Mortal Kombat franchise from an entirely new action/adventure perspective by
exploring the vast Mortal Kombat II universe as two of Mortal Kombat's
favorite
Shaolin Monks: Liu Kang and Kung Lao. It's the first time ever a Mortal
Kombat
action/adventure title has featured a multi-directional Kombat system,
joining
an array of features that include a deep storyline, single-player and
two-player co-op modes, more comprehensive fatalities, mutalities,
brutalities
and special attacks.

The Suffering(R): Ties That Bind(TM)  (PS2, Xbox, PC; Fall 2005) -- Journey
back into the madness as Midway reveals the next riveting chapter to its
critically-acclaimed action-horror franchise, The Suffering. Building upon
the
predecessor that redefined the action-horror genre, Ties That Bind features
more disturbing horror, new twisted creatures and ultra-realistic
environments.
Set in the slums and prisons of Baltimore, the player once again controls
Torque as he seeks revenge against the mysterious grand manipulator, Caleb
Blackmore, a man somehow tied to the death of his family. Players explore the
tough and unforgiving inner-city streets where poverty and urban injustices
trap people as effectively as a prison. The unique morality system returns,
as
players delve into the perverse world of Torque's sanity to discover his past
while struggling to control his future.

COMING SOON FOR NEXT-GENERATION SYSTEMS
 Midway debuts its first next-generation title:

Stranglehold(TM)  (Fall 2006) -- Stranglehold, a third-person,
action/adventure
game set in Hong Kong and Chicago, is being developed in collaboration with
world-renowned action film director, John Woo. Featuring international action
film star Chow Yun-Fat as Inspector Tequila, Stranglehold will feature the
hyperkinetic, choreographed action and freeze framed sequences made famous by
John Woo. Stranglehold is scheduled to be available for next-generation
console
systems in Fall 2006.

HIGH-END PC TITLES
 Midway enters the high-end PC category with these cutting-edge titles:

Rise & Fall: Civilizations at War(TM)  (PC; Winter 2005) -- Rise & Fall:
Civilizations at War is the latest creation from award-winning developer
Stainless Steel Studios and renowned game designer Rick Goodman (Empire
Earth).
A detailed real-time strategy game featuring stunning graphics, intuitive
gameplay and multiple online game types, Rise & Fall: Civilizations at War
lets
players completely command one of the four mightiest empires of the ancient
world: Greek, Roman, Egyptian, and Persian. But don't just watch the battle,
join it! Rise & Fall: Civilizations at War allows gamers to engage in
awe-inspiring feats of heroism by personally joining their troops during
climactic battles and personally impact the outcome as one of eight unique
heroes, each with special abilities and weapons.

Unreal Tournament(R) 2007  (PC; 2006) -- The latest entry into the Unreal
franchise, Unreal Tournament 2007, is currently in development by Epic Games
Inc. Fans will be blown away by the next-generation gameplay, modifiability
and
visuals that Epic's Unreal(R) Engine 3 technology will bring to the
franchise.
Unreal Tournament 2007 is scheduled for release in 2006.

The Suffering: Ties That Bind  is also scheduled to be released for PC in
Fall
2005.

FAMILY-FRIENDLY TITLES
 Midway's new family-friendly titles include:

Ed, Edd n Eddy: The Mis-Edventures(TM)  (PS2, GC, GBA, PC; Winter 2005) -
Inspired by the wildly popular Cartoon Network TV series and licensed by
Warner
Bros. Interactive Entertainment, Ed, Edd n Eddy: The Mis-Edventures, allows
players to be their favorite hilarious characters in a Tag Team Antics game
for
the whole family. Played from a third-person perspective, the player controls
all three Eds at once, and must use each character's unique abilities to
complete whacky scam objectives.

Midway Arcade Treasures(TM) 3  (PS2, Xbox, GC; Fall 2005) - It's retro racing
at its finest as Midway delivers its next treasure chest of classics with
Midway Arcade Treasures(TM) 3, which includes eight all-time classic racing
games for current generation consoles -- many for the first time. Smash hits
include S.T.U.N. Runner(TM), Hydro Thunder(R), Super Off Road(TM), San
Francisco Rush 2049(TM), plus many more.

PSP TITLES
 Midway's lineup for the PSP features such exciting properties as:

Midway Arcade Treasures(TM)(working title)  (Winter 2005) - Now you will be
able to play classic arcade gaming titles anywhere, anytime. Midway Arcade
Treasures features an incredible roster of old school favorites including,
Spy
Hunter(R) (single-player), Sinistar(R) (single-player), Defender(R)
(single-player), Paperboy(R) (single- player), 720o(R) (single-player),
Klax(R), Joust(R), Marble Madness(R), Toobin'(R), Rampage(R) (3-player),
Gauntlet(R) (4-player), Rampart(R) (3-player), Wizard of Wor(TM), Xybots(TM),
Championship Sprint(TM), Arch Rivals(TM), Cyberball 2072(TM), Xenophobe(R)
(3-player), Mortal Kombat(R), Mortal Kombat II, and Mortal Kombat 3. Midway
Arcade Treasures features 5 single-player and 16 wireless games, with some
wireless titles including 3 and 4-player compatibility.

Mortal Kombat(R): Deception(TM)(working title)  (Winter 2005) -- Mortal
Kombat:
Deception revolutionizes the fighting game genre while maintaining the lethal
intensity that the franchise has been known for since its 1992 debut in
arcades, with online competition, multiple fatalities per character,
multi-tiered interactive backgrounds and new game modes. Mortal Kombat:
Deception delivers an enhanced free-roaming Konquest mode, an action/strategy
board game and a unique puzzle game that compliment the one-on-one fighting
mode that has helped establish the Mortal Kombat franchise as the ultimate
fighting game.

NBA Ballers(R) (working title)  (2006) -- Live the fantasy life of an NBA
superstar with NBA Ballers, the exclusive one-on-one basketball video game
that
highlights the "bling-bling" lifestyle of NBA superstars: chromed-out cars,
ice, ladies, tatts and jets, all of which hinge on the killer cross-over. NBA
Ballers also features NBA Legends dunking in your grill to determine who is
the
greatest baller of all time. Officially licensed by the NBA and NBA Legends,
NBA Ballers takes the game out of the arenas and into some of the most lavish
NBA player fantasy "cribs" for an up-close and personal one-on-one experience
with more than 60 current and 24 all-time player legends. NBA Ballers will
also
feature wireless head-to-head action.

For more information about Midway's entire lineup of products being showcased
during the Electronic Entertainment Expo (E3) in Los Angeles, May 18-20,
please
stop by booth #4001 in Petree Hall or visit www.midway.com.

About Midway Games Inc.

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc.
(NYSE: MWY) is a leading developer and publisher of interactive entertainment
software for major video game systems. More information about Midway can be
obtained at  www.midway.com

Cartoon Network, currently seen in 87.1 million U.S. homes and 160 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network showcases unique original
ventures such as Foster's Home for Imaginary Friends, Codename: Kids Next
Door,
Teen Titans, The Powerpuff Girls, Dexter's Laboratory, Samurai Jack, Ed, Edd
n
Eddy and other Cartoon Cartoons. Cartoon Network also features Adult Swim, a
late-night block of animation for grown-ups. Since its launch in 1992,
Cartoon
Network has remained one of ad-supported cable's highest-rated networks.
Cartoon Network's Web site is located at http://CartoonNetwork.com (AOL
Keyword: Cartoon Network).

Turner Broadcasting System, Inc., a Time Warner company, is a major producer
of
news and entertainment product around the world and the leading provider of
programming for the basic cable industry.

MIDWAY, MORTAL KOMBAT, MORTAL KOMBAT: SHAOLIN MONKS, BALLERS, BLITZ: THE
LEAGUE, ARCH RIVALS, DEFENDER, JOUST, RAMPAGE, SINISTAR, SPY HUNTER,
XENOPHOBE,
WIZARD OF WOR, and MIDWAY ARCADE TREASURES are trademarks of Midway Amusement
Games, LLC. GAUNTLET, GAUNTLET: SEVEN SORROWS, 720, CHAMPIONSHIP SPRINT,
CYBERBALL 2072, KLAX, MARBLE MADNESS, PAPERBOY, RAMPART, SAN FRANCISCO RUSH
2049, S.T.U.N. RUNNER, TOOBIN' and XYBOTS are trademarks of Midway Games West
Inc. LA RUSH, RISE & FALL: CIVILIZATIONS AT WAR, THE SUFFERING: TIES THAT
BIND,
HYDRO THUNDER and SUPER OFF ROAD, are trademarks of Midway Home Entertainment
Inc. UNREAL TOURNAMENT is a registered trademark of Epic Games Inc. Used
under
license. The NBA and individual NBA member team identifications used on or in
this product are trademarks, copyrighted designs and other forms of
intellectual property of NBA Properties, Inc. and the respective NBA member
teams and may not be used in whole or in part, without the prior written
consent of NBA Properties, Inc. (C) 2005 NBA Properties, Inc. All rights
reserved. Distributed under license by Midway Home Entertainment Inc. CARTOON
NETWORK, ED, EDD N EDDY and all related characters and elements are
trademarks
of and (C) Cartoon Network. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered
trademark of Microsoft Corporation in the United States and/or other
countries.
Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. (C) 2001
Nintendo. All other trademarks are the property of their respective owners.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based
on currently available information that involve risks and uncertainties. The
Company's actual results could differ materially from those anticipated in
the
forward-looking statements as a result of these risks and uncertainties,
including, without limitation, the financial strength of the interactive
entertainment industry, dependence on new product introductions and the
ability
to maintain the scheduling of such introductions, the upcoming console
platform
transition and other technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's Annual Report on Form 10-K for the year ended
December 31, 2004, and in the more recent filings made by the Company with
the
Securities and Exchange Commission.

 # # #
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Console makers brace for war -- again

LOS ANGELES, California (CNN) -- Gaming behemoths Microsoft, Sony and Nintendo
took the wraps off their respective next-generation gaming machines on the eve
of the 2005 Electronic Entertainment Expo, or E3.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/05/18/e3.console.war/index.html
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CNN.com highlights three of E3's best games, one for each system:

http://www.cnn.com/2005/TECH/fun.games/05/19/e3.games/index.html
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    MORE THAN 70,000 INDUSTRY PROFESSIONALS CONVENE AT E3EXPO 2005

   E3Insider.com Draws More Than 700,000 Visits In First Three Days

    LOS ANGELES--May 20, 2005--More than 70,000 industry professionals
from 79 countries gathered at the Los Angeles Convention Center (LACC)
for the Electronic Entertainment Expo (E3Expo), the world's premier
interactive entertainment trade show. According to the show's owner,
the Entertainment Software Association (ESA), approximately 400
exhibitors occupied 547,000 net square feet of exhibit space and
displayed more than 5,000 computer and video game products -- 1,000 of
which made their debut. Exhibitors reported 80 percent of the 5,000
products will be found on store shelves by the 2005 holiday season.
    "E3Expo has consistently been the exclusive venue to launch the
products and showcase the groundbreaking innovations that shape
interactive entertainment," said Douglas Lowenstein, president of the
ESA, the trade association that represents U.S. computer and video
game publishers and owns E3Expo. "E3Expo has once again delivered the
latest industry advances, across thousands of feet of exhibit space
where attendees conduct business, showcase the newest products,
network and connect with industry leaders."
    This year, the ESA also brought back the first-ever official Web
site exclusively dedicated to delivering a live E3Expo experience
directly to the general public -- E3Insider (www.e3insider.com). The
third annual site opened its virtual doors to visitors and received
more than 100 million hits during its first three days live. E3Insider
provided consumers with a virtual tour of E3Expo and the most
comprehensive show news through expanded exhibitor coverage and unique
site features, such as dedicated exhibitor, games and hardware news
sections and the popular "fan cam." With the brand-new features, the
gamer had unlimited access to the never-before-seen games and
products, show floor, backstage and other restricted areas of the
LACC.
    The E3Expo educational conference and workshop program sold out
this year. The program featured a faculty of more than 175 of the
industry's leading experts who shared their advice, experience and
insight with attendees. E3Expo 2006 is scheduled for May 10 - 12, 2006
in Los Angeles.

    About E3Expo

    E3Expo is the world's premier trade show for computer and video
games and related products. The show, now in its eleventh year, is
owned by the Entertainment Software Association (ESA), the U.S.
association dedicated to serving the business and public affairs needs
of the companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com or www.theesa.com.

    Editor's Note: For a media briefing transcript, show photos and
additional E3Expo news, please visit the online Media Center at
www.e3expo.com or contact E3Expo Media Relations at media@e3expo.com.
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E3Insider.com Ranked Among Top Five Video Game Web Sites During E3Expo

    Consumer Web Site Reaches Millions of Video Game Fans Worldwide

    LOS ANGELES--June 14, 2005--E3Insider.com (E3Insider), the
official consumer web site of the Electronic Entertainment Expo
(E3Expo), was the fifth most visited video game site during the week
of the show, according to Internet traffic site ranking company Alexa.
The Entertainment Software Association (ESA) said today that the site
rose from the top 2,500 ranking among all Web sites on the Net during
show week in 2004 to the top 1,100 in 2005 as reported by Alexa,
reaching more than 800,000 unique visitors and receiving more than one
million visits.
    "We're delighted that so many gamers from around the globe
continue to make E3Insider their destination of choice for news and
product information from E3Expo," said Douglas Lowenstein, president
of the ESA, the trade association that represents U.S. interactive
entertainment publishers and owns E3Expo. "We're proud to say that we
increased the content on E3Insider by 250 percent in 2005, offering
information that can be found only on the official E3Expo web site. We
will continue to work to add value to this award-winning site in
future years, offering the best, fastest, and most exclusive E3Expo
coverage available anywhere."
    In its third year, E3Insider offered many new features designed to
provide gamers with an all-access virtual tour of E3Expo, offering
extensive coverage, behind-the-scenes stories, and in-depth reports
creating the ultimate virtual show experience for consumers. The site
increased video content (216 percent), photo content (44 percent), and
news content (87 percent), providing many exclusive features such as
photo galleries, video clips, quick polls, fun facts, exhibitor
showcase and text search, and interviews with industry leaders.
E3Insider 2005 also offered enhanced streaming video features such as
"Fan Cam" and "Floored" shows -- more than 700,000 episodes of these
shows were viewed by video game fans around the world.
    The ESA also said that E3Insider saw an increase in the number of
its sponsoring companies from five in 2004 to eight this year. The new
sponsors were Spike TV, Paramount, Vonage, Audi, and NPD, and the
returning sponsors were G4, Mountain Dew, and Hollywood Records.
    E3Expo 2006 is scheduled for May 10-12, 2006 in Los Angeles.
E3Expo is the world's premier trade show for computer and video games
and related products. The show, now in its eleventh year, is owned by
the Entertainment Software Association (ESA), the U.S. association
dedicated to serving the business and public affairs needs of the
companies publishing interactive games for video game consoles,
handheld devices, personal computers, and the Internet. For more
information, please visit www.e3expo.com.

                                # # #
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Registration for E3 2006 opened last month; I mailed in my forms last week.
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This year's E3 will be more accommodating to journalists, and more restrictive
to booth babes:

http://www.pressthebuttons.com/2006/01/e3_grows_up.html
http://www.joystiq.com/2006/01/23/censorship-at-e3/
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Here's an E3 preview:

http://money.cnn.com/2006/04/24/commentary/game_over/column_gaming/index.htm
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Here are some predictions for Sony, Microsoft, and Nintendo at E3:

http://games.slashdot.org/article.pl?sid=06/05/07/2259241
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Four years ago, in the article at
<http://www.gamebits.net/e3/e302/e3topten.shtml>, I outlined ten things E3
could do without, including booth babes.

Looks like penalties are now being charged against companies with excessive
babeage:

http://www.cnn.com/2006/TECH/fun.games/05/11/e3.babes.reut/index.html
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How did the latest Lara Croft model survive her first E3?

http://money.cnn.com/2006/05/12/commentary/game_over/e3_laracroft/index.htm
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Here's an E3 wrapup:

http://www.cnn.com/2006/TECH/fun.games/05/15/e3.wrapup/index.html

The winner, loser, and funniest moment of E3 are all pretty cool. :-)
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Look for E3 2007 to be a smaller affair, with audiences numbering perhaps not
in the thousands, but the hundreds:

http://www.gamasutra.com/php-bin/news_index.php?story=10284
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Here are soundbites from several industry figures on their reactions to the
downscaling of E3:

http://vgmwatch.com/?p=1046
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Will Gen Con take the place of E3?

http://games.slashdot.org/article.pl?sid=06/08/09/0249256&from=rss
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Oof.  I thought E3 was being downsized to put the high rollers on the same
level playing field as the small-timers.  But it seems that latter camp is no
longer welcome at E3:

http://games.slashdot.org/article.pl?sid=06/08/09/0620227&from=rss
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"The ESA has announced the date and venue for the new E3 show, which is to be
renamed the E3 Media and Business Summit. The show has move moved from May to
July, and next year will take place on July 11-13 in Santa Monica, California.
Doug Lowenstein, the president of the ESA, said that past attendees wanted a
smaller more formal show that would be oriented to the media instead of the
consumer, so it will now be invitation-only and many of the 'events' will
actually take place in hotel suites. It looks like other gaming shows will
need to step in if the glitz and glitter of E3 is to be saved."

Story continues at
http://games.slashdot.org/article.pl?sid=06/10/15/2010244
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From <http://games.slashdot.org/article.pl?sid=06/11/02/174247&from=rss>:

Gamespot is reporting on the announcement from IDG that they'll be putting on
a new L.A.-area games expo, with the ESA's blessing. With that nod of the
head, the "GamePro Expo" becomes the 'official successor' to the glitz and
glamour of E3. From the article:

"According to Michael Krouse, vice president of convention sales for the LA
Convention and Visitors Bureau, IDG is estimating that the event will draw
30,000 attendees, and that long term, those numbers could grow. 'I am
absolutely convinced this show will be as big as [the old] E3,' Krouse told
GameSpot. The new show will be endorsed by the ESA--'a very important element
to the partnership,' says the memo, which goes on to say the event will take
place at E3's former digs, the Los Angeles Convention Center, on October 18,
19, and 20, 2007."
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Held every spring in San Francisco for game developers.
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GAMA NETWORK ANNOUNCES CALL FOR ABSTRACTS FOR GAME DEVELOPERS CONFERENCE 2002
Premier Game Development Conference Seeks Speaker Submissions

SAN FRANCISCO, CA - June 7, 2001 - The Gama Network announced today a call for
abstracts for the Game Developers Conference (GDC) 2002. The Game Developers
Conference attracts game development industry experts from around the world
who come together to exchange ideas and shape the future of the interactive
entertainment industry. Attendees, speakers and exhibitors represent an
unprecedented level of expertise and experience in all areas of game
development.

"The Game Developers Conference is a place where game developers meet to share
their experiences with each other in a thought-provoking and intellectually
honest environment," said Alan Yu, director of Game Developers Conference.
"Facilitating the exchange of ideas, processes and intelligence on game
development is crucial in establishing games as the leading form of
entertainment for years to come."

All speaking proposals and topic ideas can be submitted via the online form on
the official GDC Web site located at http://www.gdconf.com/speakers/. The
deadline for proposals is July 3, 2001.

More than 10,000 game industry professionals attended GDC 2001. Prominent
speakers included Will Wright of Maxis, Jason Rubin of Naughty Dog, Bing
Gordon of Electronic Arts, Michael Ansel of UbiSoft, Marvin Minsky of MIT
Media Lab, J. Allard of Microsoft, Seamus Blackley of Microsoft, Rob Glaser of
Real Networks and Iain McCaig of Dananxi Studios.

About CMP Media Inc.
The Gama Network is a division of CMP Media Inc. (www.cmpnet.com), a leading
high-tech media company providing essential information and marketing services
to the entire technology spectrum -- the builders, sellers and users of
technology worldwide. CMP Media is owned by United Business Media (UNEWY), a
London-based marketing information company..

###
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INDEPENDENT GAMES FESTIVAL 2002 ANNOUNCES A CALL FOR ENTRIES
Submissions for Fourth Annual IGF Due September 1, 2001

SAN FRANCISCO, CA - June 7, 2001 - The Gama Network announced today that
entries for the fourth annual Independent Games Festival (IGF), which takes
place annually at the Game Developers Conference (GDC), are due by September
1, 2001. The IGF provides a forum to showcase the work of independent game
developers, foster recognition of games as an art form and facilitate
relationships between game developers and publishers. Interested developers
can obtain official festival guidelines and submission forms online at
www.igf.com. Games for all platforms without current publishing deals are
eligible to enter. The competition culminates during the GDC, a trade-only
event, at the San Jose Convention Center March 19-23, 2002, with the
finalists' games on display throughout the week.

The games submitted for the competition are judged by a jury of industry
leaders in the categories of art, audio, technical excellence and game design.
The best independent game of the year will take home the Seumas McNally Grand
Prize of $10,000 cash, named for the president and lead programmer of Longbow
Digital Arts who succumbed to cancer after his game, Tread Marks, swept the
IGF two years ago. An audience award will be given as well, selected by
popular vote of conference attendees. All of the IGF finalists will attend the
IGF Awards ceremony, to be held during the week of GDC, where the winners will
be announced.

The Independent Games Festival is also accepting games submissions developed
by full-time high school and college students for the IGF Student Showcase.
Lauched last year, the Student Showcase is a non-competitive event held
simultaneously with the competitive portion of the IGF. The Student Showcase
features the best student game entries from around the world, helping to
inspire and cultivate the next generation of game developers. Submissions for
the IGF Student Showcase are due by January 10, 2002.

"Year after year, it has been a great pleasure to see independent games
created with such ingenuity and talent, garner publishing deals due to the
exposure they received during the competition," said Alex Dunne, chairman,
Independent Games Festival and executive producer, Gamasutra.com. "The IGF is
the perfect forum for nurturing new game development talent and highlighting
today's most talented independent game creators and their achievements."

About the Gama Network
The Independent Games Festival is part of the Gama Network, which includes
Game Developer magazine, Gamasutra.com, the Game Developers Conference and the
Game Developers Choice Awards. For more information on the Gama Network,
please visit www.gamanetwork.com. In addition, the group also manages the
International Game Developers Association (www.igda.org), an independent
non-profit organization serving game developers.

CMP Media Inc.
The Gama Network is a division of CMP Media Inc. (www.cmpnet.com), a leading
high-tech media company providing essential information and marketing services
to the entire technology spectrum -- the builders, sellers and users of
technology worldwide. CMP Media is owned by United Business Media (UNEWY), a
London-based marketing information company.
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Hiring for all Development Positions, Including Artists, Programmers,
Producers and Designers at GDC Booth #1941

Game Developers Conference, San Jose, CA - March 19, 2002 - As part of its
worldwide expansion, Sammy is initiating a major 3rd party developer outreach
effort with a simultaneous, large-scale recruitment campaign at GDC 2002,
being held March 19 - 23 in San Jose, California. At the Conference, the
company will be accepting applications for all development positions,
including artists, programmers, producers and designers who are interested in
joining Sammy's drive to create leading-edge entertainment for all
next-generation gaming platforms. Foundational to Sammy's effort is a core
development and publishing team and a new state of the art facility, with
details revealed in April 2002.

"This has been a period of phenomenal growth for Sammy, and this expansion
effort is only the beginning," said Mitsuhiro Tanaka, Executive Vice
President, Sammy Entertainment. "With Sammy's success in the last two years
laying the foundation for the company's efforts moving forward, we are poised
to become a leading force in the consumer gaming industry."

Generating revenues of over $1 billion last year and on track for an even
more successful 2002, Sammy's expansion comes after two years of growth that
has seen the company successfully increase its entertainment product line-up
and achieve record-breaking revenues and earnings. Sammy Corporation is a
top-level company on the Nikkei (Tokyo Stock Exchange), trading on the #1
board of the exchange.

Sammy Corporation first established operations in the US in 1988 under its
subsidiary Sammy USA, with a focus on coin-op arcade games. In 2001, the
parent company established a second US office, Sammy Entertainment, as well
as operations in Europe, to focus on publishing videogames for
next-generation consoles, including Sony PlayStation(R) 2, Microsoft's
Xbox(TM), and Nintendo's Game Cube(R) and Game Boy(R) Advance.

###

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R) 2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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John Carmack will be keynoting GDC 2004.

More info at http://www.gdconf.com/
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Sony Computer Entertainment America Executive Vice President Andrew House to
Deliver Keynote at Annual Game Developers Conference

FOSTER CITY, Calif., March 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that Andrew House, executive vice president,
will deliver a keynote address at the 2004 Game Developers Conference, held
March 22-26 at the San Jose Convention Center in San Jose, Calif. The General
Interest keynote, entitled "Encouraging Innovation in Game Development," will
take place Thursday, March 25, 10:30 a.m. - 11:30 a.m., at the San Jose Civic
Auditorium. This event is open to registered attendees of the 2004 Game
Developers Conference.

The keynote will explore innovation -- past, present, and future -- and how
developers can take advantage of innovation in their own titles to create
experiences that are unique, enjoyable and profitable. House will discuss a
range of topics including hardware and software innovation that continue to
reinvent consumer experiences, and first party software innovations that
attracts new game players and forge new gameplay styles.

"Innovation is the key to driving this industry toward new levels of
creativity as we head into the next phase in hardware and software
development," said Andrew House, executive vice president, Sony Computer
Entertainment America. "With the evolution of the industry have come
increased risks, and by sharing our vision for current and new platforms, we
hope to invigorate and empower the development community to push
technological and artistic boundaries that result in unique and exciting
consumer experiences."

At Sony Computer Entertainment America, House is responsible for third party
and developer relations, including cultivating relationships and maintaining
and growing content alliances with content creators and publishers, as well
as managing licensee relations and overall strategic product planning.
Additionally, House oversees all facets of the company's marketing and brand
management efforts in North America, and is also responsible for ensuring
that the best offline and online titles appear on PlayStation(R)2.

In addition to House's keynote address, Sony Computer Entertainment America's
game developers, programmers, producers and technology specialists, will
present at sessions with expert developers from around the world at the
conference.

The annual Game Developers Conference, the world's largest event exclusively
devoted to game creators, hosts more than 10,000 attendees from around the
world who gather to share ideas, build skills, and learn about the latest
tools and technologies. Now in its 18th year, the conference provides an
independent forum that defines the future of the game industry and shapes the
next generation of entertainment.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Announces Widespread Participation At
Annual Game Developers Conference

Experts Share Insight, Fuel Creativity for Further PlayStation(R) Platform
Game Innovation

FOSTER CITY, Calif., March 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its presence at the 2004 Game Developers
Conference, which will be held March 22-26 at the San Jose Convention Center
in San Jose, Calif. In addition to a keynote address by Andrew House,
executive vice president, Sony Computer Entertainment America, company game
developers, programmers, producers and technology specialists will speak at
various sessions at the 18th annual conference.

The Game Developers Conference, the world's largest event exclusively devoted
to game creators, hosts more than 10,000 attendees from around the world who
gather to share ideas, build skills, and learn about the latest tools and
technologies. This year, Sony Computer Entertainment America will support
developers and publishers in the creation of PlayStation(R) content by
providing the latest development tools and technologies through conference
presentations, panels and booth demonstrations. Booth demonstrations will be
held at booth number 1308, which will be open from 11:30 a.m. to 6:30 p.m.
March 24-25, and from 11:30 a.m. to 3:30 p.m. on March 26.

"The best in gaming content is available on PlayStation platforms thanks in
part to the role developers play in striving to push exceptional content and
further game innovation," House said. "The Game Developers Conference gives
us the opportunity to affirm our widespread involvement and commitment to the
global development community."

Sony Computer Entertainment America staff will be available at the booth
throughout the exposition to share the latest developments in tools and
technologies, including:

  -- The PlayStation(R)2 Performance Analyzer, a development tool for
     conducting detailed performance analysis of games during development.
     Private 60-minute sessions will provide developers hands-on access as
     well as an opportunity to speak with experts regarding how to best
     utilize the Performance Analyzer.
  -- Experts will offer demonstrations of the expanding online capabilities
     for the PlayStation 2 computer entertainment system, and provide
     additional information for developers interested in creating
     online-enabled titles for the platform.
  -- Support engineers will be available to discuss methods for enhancing
     game designs through use of titles that utilize the internal Hard Disk
     Drive (40GB)(for PlayStation(R)2), such as FINAL FANTASY(R)XI.
  -- The new PlayStation 2 Debug LT, a development solution for developers
     who don't require the full function of a PlayStation 2 development
     tool, will be publicly shown for the first time. The Debug LT start-up
     card allows developers and artists to target the debugging station over
     an Ethernet connection.
  -- Experts will demonstrate voice over IP technology via the USB headset
     (for PlayStation(R)2) as well as games that utilize a USB microphone.
     Support engineers will be on hand to provide their insight on the
     benefits and opportunities of incorporating voice in game design.
  -- Sony Computer Entertainment Europe will feature EyeToy(TM), including
     demonstrations of the newest title, EyeToy(TM):  Groove. EyeToy enables
     developers and publishers to create games where the player's own
     movements, gestures and actions are captured via camera and transmitted
     to the game to control gameplay in real-time.

Sony Computer Entertainment America developers, programmers, producers and
technology specialists will speak on a variety of topics at the 2004 Game
Developers Conference. Below is a list of Sony Computer Entertainment America
and affiliated speakers:

  -- Wednesday, March 24, Noon - 1 p.m.:  Jason Rubin, co-founder, Naughty
     Dog, moderates a panel discussion, "Interfacing with Hollywood:
     Challenges and Opportunities," Business and Legal Track, room B2,
     Convention Center. The session will discuss the possibilities and
     pitfalls of working with Hollywood, and cover some of the realities
     that the current movement of increasing synergy between the videogame,
     music, movie and television industries will bring to game development.
  -- Wednesday, March 24, 2:30 p.m. - 3:30 p.m.:  John Crocker and
     Bruce Woodard, senior software engineers, Incog Inc., speak on
     "Destruction on a Diet," Programming Track, room A6, Convention Center.
     This lecture follows the evolution of techniques for environmental
     interactivity successfully used in Twisted Metal:  Black(R), War of the
     Monsters(TM), and Downhill Domination(TM). The session will also
     discuss effective optimizations for implementing interactivity and some
     of the implications of a changing environmental topology on Artificial
     Intelligence (AI).
  -- Wednesday, March 24, 2:30 p.m. - 3:30 p.m.:  Dev Madan, art director,
     Sucker Punch Productions, will participate in a lecture entitled,
     "Visualizing Sly Cooper," Visual Arts Track, Salon IV, Marriott. This
     lecture takes a look at the visual development behind 2002's Sly Cooper
     and the Thievius Raccoonus(R) for PlayStation 2.
  -- Wednesday, March 24, 5:30 p.m. - 6:30 p.m.: E. Daniel Arey, creative
     director, and Bob Rafei, art director, both of Naughty Dog, will
     participate in a lecture entitled, "From Script to Joystick:
     World-Building 101," Game Design Track, room A2, Convention Center.
     Arey and Rafei will provide a glimpse into Naughty Dog's world building
     and design process, as well as character and game creation in
     Jak II(TM), the sequel to Jak and Daxter: The Precursor Legacy(R).
  -- Wednesday, March 24, 5:30 p.m. - 6:30 p.m.:  Buzz Burrowes, audio
     director, Sony Computer Entertainment America, participates in a panel
     "Mixing and Mastering Music and Sounds for Games," Audio Track,
     Almaden, Hilton. Attendees will learn about mixing and mastering
     techniques and the importance of relative volumes, space and dynamics
     that create a more dramatic entertainment experience for gamers.
  -- Thursday, March 25, 3:00 p.m. - 5:00 p.m.:  Naty Hoffman, senior
     programmer, Naughty Dog, Inc., will participate in a lecture entitled,
     "Advanced Real-Time Reflectance," Programming Track, room A3,
     Convention Center. Attendees will learn the principles behind
     reflectance models and efficient ways to use them.
  -- Thursday, March 25, 9 a.m. - 10 a.m.:  Vangelis Kokkevis, research
     engineer, Sony Computer Entertainment America, lectures on "Practical
     Physics for Articulated Characters," Programming Track, room J2,
     Convention Center. Attendees will gain a more solid understanding of
     the issues surrounding dynamics simulation of articulated characters,
     including the difficulties and options available.
  -- Thursday, March 25, Noon - 1 p.m.:  Mark DeLoura, manager of developer
     relations, Sony Computer Entertainment America, participates in a panel
     "Towards Relevant Research: Collaboration 101," IGDA Track, Salon IV,
     Marriott. Discussion will center on feedback on current research and
     development efforts, as well as long-term thinking about potential
     collaboration between academic researchers and commercial development
     teams.
  -- Thursday, March 25, Noon - 1 p.m.:  Bob Rafei, art director, Naughty
     Dog, on "Jak's Makeover for Jak II: Why the Dramatic New Look for a
     Sequel?," Visual Arts Track, Salon III, Marriott. This lecture follows
     the evolution of Jak, the cast and their universe to the new look in
     Jak II through an in-depth look at the production designs that paved
     the way for a colossal makeover.
  -- Thursday, March 25, 3 p.m. - 4 p.m.:  Dave Coombes, senior development
     support engineer, and Peter Young, software engineer, both of Sony
     Computer Entertainment America, lecture on "Programming the PlayStation
     Portable (PSP(TM))," Programming Track, room B2, Convention Center.
     Attendees will gain a greater understanding of the resources it will
     take to create a game for PSP and the types of gameplay experiences it
     enables.
  -- Thursday, March 25, 4:15 p.m. - 5:15 p.m.:  Seth Luisi, senior
     producer, Sony Computer Entertainment America, speaks on "SOCOM II:
     Creating a Compelling Online Console Game," Game Design Track, room B1,
     Convention Center. This lecture will focus on how to overcome the
     online console gaming frontier, covering topics including managing the
     resources conflict between single player and multi-player, creating a
     competitive online game, designing an online user interface that a
     console player will understand, and the challenges and pitfalls of
     developing an online console game.
  -- Thursday, March 25, 4:15 p.m. - 5:15 p.m.:  Dominic Mallinson,
     director, Sony Computer Entertainment America, research and
     development, and Richard Marks, manager, Sony Computer Entertainment
     America, research and development, special projects, discuss future
     speculation as to how computer entertainment might evolve in the years
     to come in this sponsored session entitled "PS9," Game Design Track,
     room C4, Convention Center.
  -- Friday, March 26, 9 a.m. - 10 a.m.: Victor Rodriguez, music supervisor,
     Sony Computer Entertainment America, takes part in a panel entitled,
     "Music Licensing for Videogames: How Popular Music and Artists Can Make
     Games Pop," Business and Legal Track, room A2, Convention Center. This
     panel discussion will highlight how to get the best popular music into
     games.
  -- Friday, March 26, 4 p.m. - 5 p.m.:  Chuck Doud, music director, Sony
     Computer Entertainment America, will participate in a panel discussing
     "Producing Orchestral Scores for Games," Audio Track, room A7,
     Convention Center. Speakers will cover information and data to help
     producers see the benefits of getting a live orchestra into their games
     and working it into their budgets to do so.

For information on how to register for the 2004 Game Developers Conference,
visit http://www.gdconf.com/ . Please note that speaker times and locations
are subject to change; please refer to the conference program for updated
information.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Eugene Jarvis, creator of arcade games Defender, Robotron, and Cruis'n USA,
will be given a lifetime achievement award at next month's Game Developers
Conference:

http://www.gamespot.com/news/2005/02/18/news_6118848.html?part=rss&tag=gs_news&
subj=6118848
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Sony Computer Entertainment America Announces Widespread Presence at Annual
Game Developers Conference

Experts Discuss PSP Game Development, Tools and Technologies, Driving Game
Development Into Its Next Phase

FOSTER CITY, Calif., March 3 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its presence at the 2005 Game Developers
Conference, held March 7-11 at the Moscone Convention Center in San
Francisco. Sony Computer Entertainment America will host its largest overall
show presence in company history, featuring the newest PlayStation platform,
PSP(TM) (PlayStation(R) Portable), innovations for the PlayStation(R)2
computer entertainment system and EyeToy(TM), as well as tools and
technologies designed to encourage game development on all platforms.
Company experts in game development, programming, and technology are set to
speak at numerous sessions during the 19th annual conference.

The Game Developers Conference, the world's largest event exclusively devoted
to game creators, hosts more than 10,000 attendees and provides educational,
networking, and business opportunities for the professionals driving the $10
billion videogame industry.  This year, Sony Computer Entertainment America
will support developers and publishers in the creation of PlayStation(R)
content by providing the latest development tools and technologies through
conference presentations, panels and booth demonstrations.  Booth
demonstrations will be held at booth number 537, which will be open from
11:30 a.m. to 6:30 p.m. March 9-10, and from 11:30 a.m. to 3:30 p.m. on March
11.

"Developers are an enormous part of our success as they drive content and
innovation forward, making PlayStation the best gaming experience for
millions of consumers worldwide," said Andrew House, executive vice
president, Sony Computer Entertainment America.  "The Game Developers
Conference enables us to collaborate with developers, share with them our
vision for game development for new PlayStation platforms, and demonstrate
our commitment to the global development community."

Sony Computer Entertainment America staff will be available at its booth
throughout the conference to offer a look at the latest developments in tools
and technologies, including:

-- PSP demonstrations, including games that highlight the unique features of
the device, such as wireless multiplayer gaming via Wi-Fi (802.11b).  The
booth will also feature contents of the PSP Value Pack and the PSP
Development Tool, a hardware development system that enables developers to
create and debug PSP software efficiently over a network.  This development
tool is also equipped with extra memory for debugging, wireless LAN
capability, battery emulation monitoring, VGA output, and DVD and Universal
Media Disc (UMD(TM)) drives to ease testing of production game builds.

-- PlayStation 2 advancements, including demonstrations of a variety of games
and the PlayStation 2 Performance Analyzer, a tool for conducting detailed
performance analysis of games during development.  Sixty-minute sessions on
the Performance Analyzer will be held throughout the duration of the expo to
provide developers hands-on access as well as an opportunity to speak with
experts regarding how to best utilize this tool.

-- EyeToy, which enables developers and publishers to create games where the
player's own movements, gestures and actions are captured via camera and
transmitted to the game to control gameplay in real-time.  Sony Computer
Entertainment will demonstrate unique content including EyeToy(R): Monkey
Mania, to showcase the capabilities of this innovative input device.

Sony Computer Entertainment America developers, programmers, producers and
technology specialists will speak on a variety of topics at the 2005 Game
Developers Conference.  Below is a list of Sony Computer Entertainment
America and affiliated speakers.  For complete session descriptions and
information on how to register for the 2005 Game Developers Conference, visit
http://www.gdconf.com/ .  Speaker times and locations are subject to change.

  Wednesday, March 9:

  Game Design Track


-- 9 a.m.- 10 a.m.:  E. Daniel Arey, creative director, Naughty Dog,
"Designing the AAA Title:  Letters from the Trenches," Room 3016.

Programming Track

-- 9 a.m. - 10 a.m.:  Mark DeLoura, manager of developer relations, Sony
Computer Entertainment America, and Dominic Mallinson, director of R&D, Sony
Computer Entertainment America, "CELL: A New Platform for Digital
Entertainment," Room 2002.

-- 9 a.m. - 10 a.m.:  Eric Lengyel, senior programmer, Naughty Dog, "Advanced
Stencil Shadow and Penumbral Wedge Rendering," Room 3018.

-- 4 p.m. - 5 p.m.:  Ned Lerner, director of tools and technology, Sony
Computer Entertainment America, "So you need a better tools/technology
group," Room 3009.

  Thursday, March 10:

  Audio Track


-- 5:30 p.m. - 6:30 p.m.:  Chuck Russom, senior sound designer, and Dave
Murrant, sound design manager, both of Sony Computer Entertainment America,
"The Next Best Thing to Being There: Creating Ambience and Immersion in
Games," Room 2009.

Programming Track

-- 9 a.m. - 10 a.m.:  Ned Lerner, director of tools and technology, Sony
Computer Entertainment America, "So you need a better tools/technology
group," Room 3009B.

-- Noon - 1 p.m.: Remi Arnaud, graphics architect, and Mark Barnes, COLLADA
project lead, both of Sony Computer Entertainment America, "COLLADA: An Open
Interchange Format for the Interactive 3D Industry," Programming Track, Room
2016.

-- 2 p.m. - 3 p.m.:  Eyal Erez, R&D shader writer, Naughty Dog, "Interactive
3D Lighting in Sprites Rendering," 2nd Floor lobby Station 5.

-- 2:30 p.m. - 3:30 p.m.:  Eran Egozy, chief technology officer, Harmonix
Music Systems, "EyeToy: AntiGrav(TM) - Tales of Woe," Room 3010.

-- 4 p.m. - 6 p.m.:  Naty Hoffman, senior programmer, Naughty Dog, "Advanced
Real-Time Rendering: Beyond Reflectance," Room 2002.

-- 5:30 p.m. - 6:30 p.m.:  Arjen Beij, programmer, Guerilla Games, and
William van der Sterren, AI consultant/developer - CGF-AI, "Killzone(TM)'s
AI: Dynamic Procedural Combat Tactics," Room 3007.

-- 5:30 p.m. - 6:30 p.m.:  Ned Lerner, director of tools and technology, Sony
Computer Entertainment America, "The CTO's Talk," Room 3010.

  Friday, March 11:

   Audio Track


-- 9 a.m. - 10 a.m.:  Dave Murrant, sound design manager, Sony Computer
Entertainment America, participates in a panel discussion on "My Amp Goes Up
to 11: Audio Reference Levels and Dynamics in Games," Room 2009.

-- 10:30 a.m. - 11:30 a.m.:  Chuck Doud, music director, Sony Computer
Entertainment America, "How To Produce and Promote a Game Soundtrack Album,"
Room 2007.

-- Noon - 1 p.m.:  Chuck Doud, music director, Sony Computer Entertainment
America, "Adaptive Music Jam," Room 2007.

-- 2:30 p.m. - 3:30 p.m.:  Clint Bajakian, senior music supervisor, Sony
Computer Entertainment America, and Chuck Doud, music director, Sony Computer
Entertainment America, "What Makes Music for Games 'Music for Games,'" Room
2009.

-- 4 p.m. - 5 p.m.:  Dave Murrant, sound design manager, Sony Computer
Entertainment America, "SCREAM: A Users Perspective," Room 2009.

Game Design Track

-- Noon - 1 p.m.: Brian Allgeier, design director, Insomniac Games, "Attack
of the Design Directors!" Room 3010.

Production Track

-- 10:30 a.m. - 11:30 a.m.: Chris Eden, developer relations account manager,
Sony Computer Entertainment America, "Becoming a Licensed PSP Developer,"
Room 2016.

Programming Track

-- 9 a.m. - 10 a.m.:  Igor Borovikov, senior programmer, Sony Computer
Entertainment America, "An Orwellian approach to AI architecture," Room 2010.

-- 9 a.m. - 10 a.m.:  Bruce Oberg, co-founder, Sucker Punch Productions, "The
Picture Worth a Thousand Bugs: A System for Rigging Complex Game Missions,"
Room 3018.

-- 10:30 a.m. - 11:30 a.m.:  Christer Ericson, senior principal programmer,
Sony Computer Entertainment America (Santa Monica Studios), "Numerical
Robustness for Geometric Calculations," Room 3010.

-- Noon - 1 p.m.:  Mark DeLoura, manager of developer relations, Sony
Computer Entertainment America, "PSP Advanced Software Overview," Room 2016.

-- 2:30 p.m. - 3:30 p.m.:  Ned Lerner, director of tools and technology, Sony
Computer Entertainment America, "So you need a better tools/technology
group," Room 3009.

Visual Arts Track

-- 10:30 a.m. - 11:30 a.m.:  Nicholas Zeman, face animation director, Sony
Computer Entertainment America, "Cinema Quality Face Animation Using Bones,"
Room 2005.

-- Noon - 1 p.m.:  Jason Parks, technical artist, Sony Computer Entertainment
America, "Helper Joints: Advanced Deformations on RunTime Characters," Room
2005.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.   PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console, the PlayStation 2
computer entertainment system and the PSP handheld entertainment system for
the North American market. Based in Foster City, Calif. Sony Computer
Entertainment America Inc. serves as headquarters for all North American
operations and is a wholly-owned subsidiary of Sony Computer Entertainment
Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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ULTIMATE GAMERS EXPO LAUNCHES IN LOS ANGELES

Endeavor to Represent UGE Corporate Partnerships and Programming

Los Angeles (December 10, 2002) - Co-founders Wayne Pepper and Joe Hubbard
announced the launch of the Ultimate Gamers Expo (UGE), a first-of-its-kind
consumer event scheduled at the Los Angeles Convention Center, August 15-17,
2003. While serving less as a traditional expo than a wall-to-wall
entertainment experience, it promises three days of gaming nirvana, inviting
attendees to test-drive the latest games and platforms, participate in
high-octane tournaments, and enjoy live entertainment. Endeavor will
represent Ultimate Gamers Expo in the areas of both corporate partnerships
and programming opportunities. They will pursue appropriate synergistic
relationships, sponsorships and content options.

Attendees will have a chance to buy games, equipment and other cool gear at
the event. In turn, exhibitors will be able to conduct market research and
consumer testing on their most desirable target demographic - young,
passionate game enthusiasts as well as families with multigenerational
players. Projected attendance is 100,000 + participants of both genders
ranging from 12-34 years old. Admission to the festival is $20 for adults and
$10 for anyone under the age of 18. American Airlines is the Official Airline
of Ultimate Gamers Expo.

Wayne Pepper stated, "We realized that fans are not able to access
traditional gaming expos and we wanted to respond with an event geared
specifically for them. We are allowing fans to sample all the latest
technology and games in an arena where they can give feedback directly to
publishers."

"UGE combines all the best elements of gaming and allow players to interact
with each other. We are creating the ultimate game player's fantasy," added
Joe Hubbard.

"We're very excited to be working with Wayne Pepper and Joe Hubbard in
launching Ultimate Gamers Expo," say the Endeavor partners in a joint
statement. "We have a number of clients interested in the gaming arena which
we believe will create a mutually beneficial relationship. The consumer
targeted nature of this expo will make UGE one of the first of its kind in
the U.S. market."

Allowing gamers a chance to flex their playing muscle in the company of other
die-hard fans, tournaments will be waged for different game categories, such
as sports, fighting and X-Games, as well as platforms, from PCs and consoles
to PDAs and the latest generation of cell phones. Tournament contestants will
play preliminary rounds online and in retail locations. UGE will hold final
elimination rounds on a large competition stage where attendees will also be
able to view the contests on large-screen monitors. In addition, selected
gamers from around the country will compete online with on-site tournament
participants.

At its launch in Los Angeles, UGE will host a game design workshop for young
people that provides an opportunity for aspiring young designers to be taught
by the best in the business. In addition, a "Mobile Gaming Pavilion" will
draw attention to the newest downloadable games for cellular phones and other
devices. In order to create a complete festival atmosphere, the company will
provide live entertainment - including extreme sports demonstrations, martial
arts combatants and musical talent, celebrities and athletes.

Dobson and Associates, the show management company for several Tradeshow Week
200 events, is managing UGE and Freeman Companies is the show's service
contractor. The event will be held in the South Hall of the LA Convention
Center. For more information, please log on to www.ugexpo.com.

# # #

 ------------
Category 7,  Topic 7  [MOVED]
Message 2          Wed Mar 19, 2003
KGAGNE [Ken]                 at 13:32 PDT

ULTIMATE GAMERS EXPO NAMES GAME INDUSTRY LUMINARIES BERNARD STOLAR AND
ROB DYER TO ADVISORY BOARD

LOS ANGELES, March 19, 2003 - The Ultimate Gamers Expo (UGE) has named
Bernard Stolar, Rob Dyer and Don Vaughn to its advisory board. Stolar and
Dyer are widely recognized game industry luminaries and will play an integral
role in UGE's success. Vaughn's vast experience in the convention and
conference sphere adds valuable knowledge to the physical launch of the Expo
itself in its first year. UGE will offer the general public the opportunity
to "test drive" some of the latest pre-launch game titles and will make its
debut August 15-17 in the South Hall of the Los Angeles Convention Center.

"We're thrilled that Bernie Stolar, Rob Dyer and Don Vaughn have joined our
advisory board," said Wayne Pepper, Co-Founder of the UGE. "Their insights
into the gaming industry and the evolving consumer body are enormous assets
as we ramp up to launch the first Ultimate Gamers Expo."

With a career in the gaming industry spanning over 20 years, Bernie Stolar
has become a household name in the business. As executive vice president at
Sony Computer Entertainment of America (SCEA), Stolar was a key player in the
management team that launched the Sony PlayStation. Following his success at
SCEA, Stolar joined Sega of America and Sega Entertainment as president and
COO where he was responsible for Sega's console and PC gaming business in
North America and the successful launch of the Sega Dreamcast. Stolar went on
to become president of Mattel Interactive where he was responsible for all of
Mattel's software, online and computer-enhanced toys. Stolar currently serves
as an exclusive consultant in the interactive entertainment industry.

Rob Dyer has served as president of Eidos Interactive, Inc., a wholly owned
subsidiary of Eidos, PLC, since November 1998. Prior to assuming his position
at Eidos Interactive, Dyer was president of the highly regarded Crystal
Dynamics, Inc. Prior to joining Crystal Dynamics, Dyer worked for Disney Home
Video International as Director of Sales and Business Development.

Don Vaughn currently serves as executive vice president of The Freeman
Companies. Prior to Freeman, Vaughn was president of BillCom Exposition &
Conference Group, a trade show management company in the Washington, D.C.
area. Before joining BillCom, Vaughn was president and CEO of The Greater
Houston Convention & Visitors Bureau, with complete responsibility for all
operations. In addition, Vaughn's previous experience includes three years as
Vice President of the Astrodomain Corporation, responsible for all
conventions and trade show events in the Astrohall and Astrodome and 15 years
of involvement with the Convention Liaison Council, the umbrella organization
of the convention/trade show industry.

Attendees of UGE will have a chance to buy games, equipment and gear at the
event. In turn, exhibitors will be able to conduct market research and
consumer testing on their most desirable target demographic - young,
passionate game enthusiasts as well as families with multigenerational
players. Projected attendance is 100,000 + participants of both genders
ranging from 12-34 years old. Admission to the festival is $20 for adults and
$10 for anyone under the age of 17.

At its launch in Los Angeles, UGE will host a game design workshop that
provides an opportunity for aspiring young designers to be taught by the best
in the business. In addition, a "Mobile Gaming Pavilion" will draw attention
to the newest downloadable games for cellular phones and other devices. In
order to create a complete festival atmosphere, the company will provide live
entertainment - including extreme sports demonstrations, martial arts
combatants and musical talent, celebrities and athletes.

ABOUT THE ULTIMATE GAMERS EXPO
The first-ever Ultimate Gamers Expo will be held in the South Hall of the Los
Angeles Convention Center from August 15-17, 2003. UGE is an innovative
three-day festival of gaming and entertainment open to the public. UGE will
give fans the opportunity to test-drive the latest games and platforms,
participate in high-octane tournaments, and enjoy live entertainment. For
more information, please visit www.ugexpo.com.

# # #
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ULTIMATE GAMERS EXPO HANDS ZEITGEIST THE MEGAPHONE

Zeitgeist Communications Takes Public Relations Reigns for the
First-Ever UGE in August 2003

LOS ANGELES, April 9, 2003 - The Ultimate Gamers Expo (UGE) has enlisted
progressive marketing & communications firm Zeitgeist Communications to
handle all public relations for the innovative three-day festival of gaming
and entertainment. The UGE will give fans the opportunity to test-drive the
latest games and platforms, participate in high-octane tournaments, and enjoy
live entertainment. The UGE is open to the public and will be held in the
South Hall of the Los Angeles Convention Center, August 15-17, 2003.

"There's never been an event quite like the UGE before and we needed a
communications company that would handle public relations in a manner as
innovative as the Expo itself," said Wayne Pepper, Co-Founder of the UGE.
"Zeitgeist not only knows the gaming industry, they're forward-thinking and
passionate about the show."

Based in Venice, California, Zeitgeist Communications is a marketing &
communications firm specializing in gaming and entertainment. Founded by
partners John Foster and Alex Josef, the firm takes a progressive approach to
the communications process, continuously striving to innovate and develop new
means of delivering effective messaging. Foster and Josef have a combined 20
years of experience in gaming and entertainment and have launched hundreds of
games in the core enthusiast and mass consumer space, as well as conceiving
and carrying out a myriad of unforgettable events in the gaming industry.

"We're thrilled to be working with the UGE," said John Foster, Co-Founder of
Zeitgeist Communications. "There's never been an event like this and its
going to be a huge success, letting the public into the gaming scene to see
the hottest games before they launch and dive into tournaments on the big
games that are already dominating the scene."

Attendees of UGE will have a chance to buy games, equipment and gear at the
event. In turn, exhibitors will be able to conduct market research and
consumer testing on their most desirable target demographic - young,
passionate game enthusiasts as well as families with multigenerational
players. Projected attendance is 100,000 + participants of both genders
ranging from 12-34 years old. Admission to the festival is $20 for adults and
$10 for anyone under the age of 17.

At its launch in Los Angeles, UGE will host a game design workshop that
provides an opportunity for aspiring young designers to be taught by the best
in the business. In addition, a "Mobile Gaming Pavilion" will draw attention
to the newest downloadable games for cellular phones and other devices. In
order to create a complete festival atmosphere, the company will provide live
entertainment - including extreme sports demonstrations, martial arts
combatants and musical talent, celebrities and athletes.

For more information, please visit www.ugexpo.com.

# # #

 ------------
Category 7,  Topic 7  [MOVED]
Message 4          Wed May 07, 2003
KGAGNE [Ken]                 at 14:02 PDT

EB GAMES JOINS FORCES WITH
ULTIMATE GAMERS EXPO

UGE Will Feature One of the Largest Video/Computer Game and Accessories Sales
Ever Held in One Location

LOS ANGELES - May 7, 2003 - The Ultimate Gamers Expo (UGE) has joined forces
with game retail giant EB Games (Nasdaq: ELBO) to provide the public with one
of the largest video/computer game and accessories sale ever held in one
location. As the retail sponsor of UGE, EB will provide attendees with the
ability to purchase both classic and new titles at special prices. The
Ultimate Gamers Expo is the first-ever massive gaming festival for the
general public where attendees can "test drive" the hottest upcoming and
current games, participate in competitions and in other ways experience the
action that, until now, only game industry insiders have been exposed to. The
UGE will make its debut August 15-17 in the South Hall of the Los Angeles
Convention Center.

"Electronics Boutique is the perfect addition to the UGE experience," said
Joe Hubbard, Co-Founder of UGE. "Gamers will be excited by what they see and
play at the UGE and EB will allow them to buy or order what they like right
on site."

Attendees of UGE will have a chance to buy games, equipment and gear at the
event. In turn, exhibitors will be able to conduct market research and
consumer testing on their most desirable target demographic - young,
passionate game enthusiasts as well as families with multigenerational
players. Projected attendance is 100,000 + participants of both genders
ranging from 12-34 years old. Admission to the festival is $20 for adults and
$10 for anyone under the age of 17.

"From a retail perspective, there has never been an event like the UGE," said
John Panichello, Chief Operating Officer of EB. "To have tens of thousands of
gaming fans collected in one place, excited by what they're seeing and
experiencing at the Expo.we're going to complete the experience by making it
as simple and convenient as possible for them to purchase the titles that
appeal to them."

At its launch in Los Angeles, UGE will host a game design workshop that
provides an opportunity for aspiring young designers to be taught by the best
in the business. In addition, a "Mobile Gaming Pavilion" will draw attention
to the newest downloadable games for cellular phones and other devices. In
order to create a complete festival atmosphere, the company will provide live
entertainment - including extreme sports demonstrations, martial arts
combatants, musical talent, celebrities and athletes.

ABOUT THE ULTIMATE GAMERS EXPO
The first-ever Ultimate Gamers Expo will be held in the South Hall of the Los
Angeles Convention Center from August 15-17, 2003. UGE is an innovative
three-day festival of gaming and entertainment open to the public. UGE will
give fans the opportunity to test-drive the latest games and platforms,
participate in high-octane tournaments, and enjoy live entertainment. For
more information, please visit www.ugexpo.com.

# # #
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ULTIMATE GAMERS EXPO TO HOST U.S. FINALS OF SAMSUNG WORLD CYBER GAMES

The Greatest Gamers from Across the Nation to Compete in
Los Angeles for Chance to Represent Team USA in the World Finals

LOS ANGELES, June 2, 2003 - The United Cyber Games Association (UCGA) today
announced that the U.S. Finals of the Samsung World Cyber Games (WCG) will be
held in Los Angeles at the first-ever Ultimate Gamers Expo (UGE), August
15-17. The Samsung WCG 2003 U.S. Finals will be held amidst the excitement
and fanfare of the Expo, in the South Hall of the Los Angeles Convention
Center. The competition will mark the dramatic completion of the four-month
U.S. phase of Samsung's WCG 2003, the world's largest e-sports competition
with more than 55 countries and an estimated 300,000 gamers around the globe
participating.

The Samsung WCG U.S. competition, also sponsored by CompUSA and NVIDIA,
consists of a series of 300 qualifying and semifinal rounds held at 20
locations across the country from May through July. The U.S. competition will
culminate with the national final at UGE in August; winners there will
advance to the Samsung WCG 2003 Grand Final in Seoul, Korea October 12-18 to
compete for a share of $350,000 in prizes. The UGE is the first-ever
videogame and gaming lifestyle Expo specifically aimed at the public. Over
100,000 attendees are expected to enjoy the three-day festival of games,
sports, and entertainment that will comprise the inaugural UGE.

"The Ultimate Gamers Expo is a perfect fit for the Samsung WCG's 2003 theme
of taking the competition 'Beyond the Game,'" said Joe Moss, Executive
Director of UCGA. "The UGE will be filled not only with games, but a great
variety of events and entertainment related to the gaming lifestyle."

"We're thrilled to have the Samsung WCG U.S. Finals at UGE," said Wayne
Pepper, Co-Founder of UGE. "The UGE is the perfect place to showcase the
world's largest e-sports competition and let the fans see the best American
gamers in action."

Twenty finalists from each of the Samsung WCG 2003 official games will
compete over the three-day event, with key matches played on stage and public
viewing areas set up throughout the tournament area. A closing award ceremony
on Sunday will reveal the 17 members of Team USA - the country's best gamers
- who will go on to represent the U.S. at the WCG 2003 Grand Final in Korea.
The official games are: Age of Mythology, FIFA Soccer 2003, Half-Life:
Counter-Strike, Star Craft: Brood War, Unreal Tournament 2003, and Warcraft
III on the PC platform; as well as Halo on the Xbox.

About Ultimate Gamers Expo
At its launch in Los Angeles, UGE will host a game design workshop that
provides an opportunity for aspiring young designers to be taught by the best
in the business. In addition, a "Mobile Gaming Pavilion" will draw attention
to the newest downloadable games for cellular phones and other devices. In
order to create a complete festival atmosphere, the company will provide live
entertainment - including extreme sports demonstrations, martial arts
combatants and musical talent, celebrities and athletes. For more
information, please visit www.ugexpo.com <http://www.ugexpo.com/> .

About United Cyber Games Association
The United Cyber Games Association (UCGA), headquartered in Los Angeles,
California, is the U.S. organizer of the Samsung World Cyber Games (WCG). At
the intersection of video games, sports, and entertainment, UCGA is dedicated
to the development of e-sports as a leading new entertainment category for
the 21st century. Please visit www.wcgusa.org <http://www.wcgusa.org/> for
more information.

About the World Cyber Games
In its third year of competition, the World Cyber Games, created and
organized worldwide by International Cyber Marketing Co., Ltd. (ICM), is the
world's leader in videogame competitions. From October 12-18, 2003, the World
Cyber Games 2003 Grand Final will host more than 600 competitors from 55
countries in a competition of the world's best gamers and a weeklong cultural
festival at the Olympic Park in Seoul, Korea. Please visit
www.worldcybergames.org <http://www.worldcybergames.org/> for more
information.

About Samsung Electronics America, Inc.
Headquartered in Ridgefield Park, NJ, Samsung Electronics America, Inc.
(SEA), a wholly owned subsidiary of Samsung Electronics Co., Ltd., markets a
broad range of award-winning, advanced digital consumer electronics and
information systems products. The SEA organization oversees the North
American operations of Samsung Telecommunications USA, Samsung Electronics
Canada and Samsung Electronics Mexico. Please visit www.samsungusa.com
<http://www.samsungusa.com/> for more information.

# # #
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GAMESPOT GETS ON BOARD WITH ULTIMATE GAMERS EXPO

LOS ANGELES, Calif. - July 8, 2003 -- The Ultimate Gamers Expo (UGE) has
enlisted GameSpot as the official online sponsor of their first annual event,
taking place August 15-17 at the Los Angeles Convention Center. As an
official sponsor of the UGE, GameSpot will be offering ongoing UGE promotions
on their website over the next few weeks and will have a strong presence on
the show floor in August. The Ultimate Gamers Expo is a three day festival of
gaming and entertainment that will give fans the chance to test-drive the
latest games and platforms, participate in high-octane tournaments, and enjoy
live entertainment.

"We are thrilled to have GameSpot onboard for our first show," said Wayne
Pepper, Co-Founder of the Ultimate Gamers Expo. "They offer outstanding
online gaming coverage and will be a great addition to the event."

"The Ultimate Gamers Expo gives gamers from around the world a unique
opportunity to get in on all the industry action and we are excited to be a
part of it," said Vince Broady, founder of GameSpot and senior vice president
of CNET Networks. "Any game enthusiast will love this show."

Projected attendance for this year's first annual Ultimate Gamers Expo is
100,000 + participants of both genders ranging from 12-34 years old.
Admission to the festival is $20 for adults and $10 for anyone under the age
of 17.

About Ultimate Gamers Expo
The Ultimate Gamers Expo is the first-ever massive gaming festival for the
general public where attendees can "test drive" the hottest upcoming and
current games, participate in competitions and in other ways experience the
action that, until now, only game industry insiders have been exposed to. For
more information, please visit www.ugexpo.com <http://www.ugexpo.com/> .

About GameSpot
GameSpot ( <http://www.gamespot.com/> www.gamespot.com), the number one
online source for game information, reaches nearly 500,000 unique gamers
every day. Launched in May of 1996, GameSpot offers gamers free access to
tens of thousands of PC and video game reviews, previews, game downloads,
video streams, guides, hints and news stories. GameSpot Complete (
<http://complete.gamespot.com/> http://complete.gamespot.com) is the
interactive entertainment industry's premiere subscription-based, online
information service. By providing a suite of benefits including high-speed
downloads, video streaming, message boards, the ability to post reviews,
combined with high-quality editorial content--all in a non-intrusive ad
environment--GameSpot Complete has attracted more than 50,000 paying
customers in its first nine months of service. GameSpot is a media property
of CNET Networks, Inc., the leading global media company informing and
connecting the buyers, users and sellers of technology. The company's product
portfolio includes top brands CNET, ZDNet, TechRepublic, Builder.com,
News.com, GameSpot, Download.com, and mySimon, as well as Computer Shopper
magazine, and CNET Channel. With a strong presence in the U.S., Asia and
Europe, CNET Networks has operations in 16 countries.

# # #
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No press release was received, but from <http://www.ugexpo.com/home.html>

Thank you for your support of Ultimate Gamers Expo. In order to better
accommodate the increasing interest of game publishers, we are rescheduling
The Ultimate Gamers Expo for Summer of 2004. The extra lead time will also
allow us to create a more comprehensive and exciting show. We will have the
details for next year's event available in the next few weeks, and refund
information will be available at the end of this week.
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ULTIMATE GAMERS EXPO ANNOUNCE NEW DATES FOR 2004

UGE to Be Held August 20-22 At The
Los Angeles Convention Center

LOS ANGELES (October 24, 2003) --The Ultimate Gamers Expo
(UGE) today announced that the Expo will make its debut August 20th-22nd,
2004 at the Los Angeles Convention Center. Ultimate Gamers Expo is the
first-ever massive gaming festival for the general public where attendees can
"test drive" the hottest upcoming and current games, participate in
competitions and experience the action that, until now, only game industry
insiders have been exposed to.

"We have received a tremendous amount of support from the gaming industry,"
said Joe Hubbard, co-founder of UGE.  "We will be making numerous
announcements over the next several months to illustrate the partners and
participants in the 2004 Expo."

ABOUT THE ULTIMATE GAMERS EXPO
The Ultimate Gamers Expo will be held in the South Hall of the Los Angeles
Convention Center from August 20th-22nd, 2004. UGE is an innovative three-day
festival of gaming and entertainment open to the public. UGE will give fans
the opportunity to test-drive the latest games and platforms, participate in
high-octane tournaments, and enjoy live entertainment. For more information,
please visit www.ugexpo.com.
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Building on its Success With The Powerpuff Girls for Game Boy Color,
bam! entertainment Takes Pint-Sized Kindergarten Powerhouses
to Additional Gaming Platforms

The Powerpuff Girls Pack a Punch on PlayStation One, Game Boy Advance,
Nintendo 64 and the PC

SAN JOSE, Calif. (May 15, 2001) - bam! entertainment today announced it is
developing The Powerpuff Girls for the PlayStation One, Game Boy Advance,
Nintendo 64 and the personal computer. The Powerpuff Girls is one of Cartoon
Network's top-rated television shows, reaching more than 72 million U.S.
households and 145 countries worldwide.

PlayStation One and Nintendo 64
The city of Townsville smells trouble. The Powerpuff Girls are baking up some
delicious pies. But when Bubbles adds the extra ingredient of Chemical X,
little does she know that Mojo Jojo is sitting outside the window waiting to
pilfer these potent pies! Now the Girls must procure the pies before all the
villains get a mouthful of power. It's up to the player to take control and
fight each of the Townsville villains with stylish combat moves in realistic
3-D environments. Players will need to collect the precious pies full of
Chemical X and give the evil villains the pie in the face they deserve.

The Powerpuff Girls' fans will battle the most nefarious of bad guys in the
most exciting arenas including Mojo Jojo's volcano-top lair, the Townsville
City Dump, and Fuzzy Lumpkins' backwoods shack. Luckily, enemies can be taken
down with a host of amazing special moves such as Laser Eyes, Tornado Moves and
Ice Breath. Both systems will offer single or multiplayer game play, ensuring
endless hours of crime fighting fun. (The two titles are scheduled to launch in
mid-November; ESP to be determined)

Game Boy Advance
The city of Townsville is being attacked by Mojo Jojo's Mobots! Get ready for a
fast-paced, action-packed, scrolling flying shooter as the Girls' latest
adventure is captured using the sights, sounds and explosions of this popular
animated TV series. The game play is designed to appeal to kids of all ages
through a mixture of fast action and simple controls.

Mojo Jojo has stolen Chemical X, which he plans to use for his ultimate plan of
destruction. As the Girls try to catch him, they are bombarded by Mojo's
Mobots, super powered by jewels that the Girls must retrieve. As The Powerpuff
Girls are distracted defeating each Mobot and destroying Mojo's
"Mojotechnology," Mojo is making his escape with the Chemical X, implementing
his ultimate plan. Will The Powerpuff Girls save Townsville from the Mojo
menace, or will the masterful monkey finally defeat his archenemies?
(Scheduled to launch at the end of September; ESP of $39.99)

Personal Computer
The city of Townsville is being overrun by Mojo's Mutant Animal Army! Kids will
need to help The Powerpuff Girls save the world from these creatures using
speed, skill and The Powerpuff Girls' Superpowers! This title will be bursting
with replayable action packed Townsville activities as players battle gross
roaches, monstrous mammals and mammoth marine creatures. But by using special
powers including Sonic Scream, Laser Eyes and Ice Breath, kids will be able to
defeat the beasts Powerpuff-style. (Scheduled to launch in November for the
Windows platform; ESP to be determined)

To date, bam! entertainment has released three titles for The Powerpuff Girls
on Game Boy Color, the first-ever interactive games for the terrific trio.
bam!'s first The Powerpuff Girls Game Boy title "Bad Mojo Jojo" starring
Blossom and the Buttercup title "Paint the Townsville Green" were so well
received that in order to meet overwhelming customer demand, additional
quantities were produced. The third title starring Bubbles in "Battle Him"
ranked #4 on TRSTS top 10 Nintendo Game Boy Games List for March 17-24.

THE POWERPUFF GIRLS and all related characters and elements are trademarks of
Cartoon Network 2001.

About bam! entertainment
bam! entertainment is a developer and publisher of entertainment software. The
Company licenses properties from a wide variety of sources, including
entertainment and media companies, and publishes software based on their motion
picture, sports and television cartoon character properties. bam! currently
publishes software for many of the popular interactive entertainment hardware
platforms and plans to develop and publish software for next generation
platforms from Sony, Nintendo and Microsoft. Founded in 1999, the Company is
based in San Jose, California, with a development studio in London, England.
www.bam4fun.com.

# # #
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    IRVINE, Calif., Aug. 20 /PRNewswire/ -- Interplay Entertainment Corp.
(Nasdaq: IPLY), announced today that their highly anticipated title,
Galleon(TM): Islands of Mystery, is currently in development for the NINTENDO
GAMECUBE.  Set across six unique islands, Galleon: Islands of Mystery
introduces a revolutionary new video game hero, Rhama Sabrier, the dashing,
fearless captain of the galleon Endeavour.  Released under Interplay's Digital
Mayhem banner, Galleon is being developed by Confounding Factor, the Bristol
based development studio founded by Toby Gard, creator of Lara Croft and lead
designer of the original Tomb Raider while previously at Core Design Limited.
    (Photo:  http://www.newscom.com/cgi-bin/prnh/19991130/IPLYLOGO )
    "We wanted to beat what was going on in Tomb Raider in every conceivable
way," stated Toby Gard, Managing Director of Confounding Factor.  "In Galleon,
the characters are more fleshed-out, the animation is fluid and natural, and
the puzzles are integrated into an immersive, mesmerizing story."
    "Galleon will take full advantage of the NINTENDO GAMECUBE's features and
technology," said Digital Mayhem's President, Jim Molitor.  "Toby and his
group are creating a spectacular game, both in terms of the visuals and taking
the hero based action-adventure genre up several notches."
    Set in a timeless age of treacherous sea voyages, eye-popping magic and
swashbuckling adventure, Galleon: Islands of Mystery immerses players in a
mysterious world alive with invincible warriors and breathtaking battles.  As
Captain Rhama, players embark on a quest that takes them from the bustling
port of Akbah to islands populated with giant monsters, evil slave lords and,
of course, damsels in distress in an action-packed adventure of intrigue,
magic, love, obsession and revenge.  As he races against time, Rhama must
locate an ancient artifact capable of unlimited power and unimaginable
destruction -- and do all he can to prevent it from falling into the wrong
hands!
    Galleon's richly crafted story unfolds through hours of action,
exploration, challenges and discovery that takes console action-adventure to
the next level.  Players of all skills will find a rewarding experience as
Rhama performs unbelievable moves, like back-flipping off a ledge and landing
on a dime, climbing up practically any surface and fighting like a Shao-lin
martial arts master.  As players progress they will encounter several unique
characters who will join the crew, each bringing different skills and
advantages.  Rhama's greatest advantage will come from the ability to call on
the strengths of two female characters who join him.  Faith, idealistic and
young, is a student of the healing arts and possesses mystical knowledge and
powers.  Mihoko is a great warrior with unmatched fighting abilities.
    Gamers can join in the adventure and experience thrills, chills and
harrowing cliffhangers at every turn when Galleon: Islands of Mystery is
available this winter, 2001, for the NINTENDO GAMECUBE.

    Interplay Entertainment Corp. is a leading developer, publisher and
distributor of interactive entertainment software for both core gamers and the
mass market.  Interplay currently balances its development efforts by
publishing for personal computers as well as current and next generation video
game consoles.  Interplay releases products through Interplay, Shiny
Entertainment, Digital Mayhem, Black Isle Studios, 14 Degrees East, its
distribution partners and its wholly owned subsidiary Interplay OEM, Inc.
More comprehensive information on Interplay and its products is available
through its worldwide web site at http://www.interplay.com.  For investor
relations' inquiries, please contact Patrick Sutton (pat@liolios.com) or
Christopher Rosgen (chris@liolios.com) at Liolios Group, Inc. (949) 574-3860.

    Safe Harbor Statement under the Private Securities Litigation Reform Act
of 1995:
    Statements contained in this release except for historical information are
forward-looking statements that are based on current expectations and involve
risks and uncertainties.  Without limiting the generality of the foregoing,
words such as "may," "will," "expect," "believe," "anticipate," "intend,"
"could," "estimate," or "continue" or the negative or other variations thereof
or comparable terminology are intended to identify forward-looking statements.
The risks and uncertainties inherent in such statements may cause actual
future events or results to differ materially and adversely from those
described in the forward-looking statements.  For example, there can be no
assurance that the games will ship in the projected time frame or that they
will be as popular as the Company presently anticipates.  Additional important
factors that may cause a difference between projected and actual results for
Interplay include, but are not limited to, future capital requirements, that
equity or bank financing will be available on terms satisfactory to the
company or at all, risks of loss of the Company's listing on the Nasdaq
National Market, risk of delays in development and introduction of new
products, dependence on new product introduction which achieve significant
market acceptance and the uncertainties of consumer preferences, risks of
product returns and markdown allowances, dependence on third party software
developers for a significant portion of new products, risks of rapid
technological change and platform change, intense competition, seasonality,
risks of product defects and resulting returns, dependence upon licenses from
third parties, risks associated with, dependence upon third party
distribution, dependence upon key personnel and risks associated with
international business, intellectual property disputes and other factors
discussed in the Company's filings from time to time with the Securities and
Exchange Commission, including but not limited to the Company's annual reports
on Form 10-K and the Company's subsequent quarterly filings on Form 10-Q.
Interplay disclaims any obligation to revise or update any forward-looking
statements that may be made from time to time by it or on its behalf.

    Note:  "Lara Croft" and "Tomb Raider" are registered trademarks of Core
Design Limited, its successors or assigns.  All copyrights and other
trademarks are the property of their respective owners.
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CODEMASTERS APPOINTS MICHAEL LAWTHER
AS GROUP FINANCIAL DIRECTOR

New York, N.Y., September 27, 2001 - Codemasters announced today the
appointment of Michael Lawther as Group Financial Director Codemasters UK.
Lawther, 44, joins privately owned Codemasters from Scotia Holdings where he
was Finance director for the pharmaceutical development company. During his
eight years with Scotia Holdings, he took the VC-backed company to market as
well as handling acquisitions and disposals, mezzanine finance, rights issue
and private placings.

"I am delighted to be joining Codemasters, an organization that has an
established and excellent reputation both in terms of commercial success and
critically acclaimed product. Codemasters continues to increase its share in
an industry that is set to go through its fastest ever growth period" said
Michael Lawther "As new interactive entertainment platforms and delivery
methods are brought to market, it is a great time to be joining this leading
developer and publisher."

"Michael brings Codemasters valuable experience in the field of public
finance. He was instrumental in taking Scotia Holdings to flotation, and has
had numerous dealings with various financial institutions. Added Nick
Wheelwright, Managing Director, Codemasters, UK. Michael is a valuable
addition to the company and his wealth of experience will be a major
contribution to our success in the future."

About Codemasters
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999 and since then they have
continued to provide energetic, compelling and innovative entertainment to
gaming fans of all genres. The company's 2001 offerings included Blade of
Darkness and Operation Flashpoint, both of which met with critical acclaim
and enormous consumer praise. In keeping with the company's mission to remain
on the cusp of the gaming wave, Codemasters is developing games for online
and next generation platforms. Codemasters can be found at
www.codemasters.com

 ------------
Category 8,  Topic 1
Message 5          Tue Oct 02, 2001
KGAGNE [Ken]                 at 09:41 PDT

CODEMASTERS U.S. WELCOMES NEW EXECUTIVE

Sebastien Soulier Brings Years of Experience and Talent
To Interactive Entertainment Giant Codemasters

New York, N.Y., October 2, 2001 - Codemasters proudly announces the
appointment of Sebastien Soulier as President, Codemasters North America.
Soulier, a well-known and respected industry veteran, brings with him over
fifteen years of experience in the entertainment and software industry.
Previously, he held a position as General Manager of Codemasters, France,
where for the past five years he was also in charge of distribution. Prior to
coming on board with Codemasters, Soulier worked with European company
Infogrames and Ecudis, a French distributor for five years.

"Our goal is to bring the North American branch of Codemasters to account for
a minimum of 40% of Codemaster's global sales within the next two years" said
Soulier." We've grown in Europe by making the best games of their genres; we
are anxious to deliver the same to our growing audience in the U.S."

Soulier is interested in working with top U.S. developers on U.S. or American
generated product. The North American, New York based office will be staffing
up in the immediate future with fifteen sales and marketing professionals.

" Sebastien Soulier has proven great success to our operations in France and
we are delighted to have him leading us in our efforts in the U.S. " said
David Darling, Codemasters Chief Executive.


ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999. The company's 2001 slate of
titles, including Insane, Blade of Darkness and Operation Flashpoint furthers
its goal of providing energetic, compelling and innovative entertainment to
gaming fans of all genres. In keeping with the company's mission to remain on
the cusp of the gaming wave, Codemasters is developing games for online and
next generation platforms. Codemasters can be found at www.codemasters.com
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GO FACE-TO-FACE WITH MIGHTY MIKE TYSON
IN CODEMASTERS' NEXT-GEN BOXING GAME

New York, NY - October 11, 2001 - Codemasters is set to land another knockout
punch as former Undisputed Heavyweight Champion "Iron" Mike Tyson returns to
the video game arena in Mike Tyson Heavyweight Boxing. Set to hit
next-generation platforms in April 2002, this action-filled boxing game
extends Codemasters' license with Tyson and throws a few additional big-name
heavyweights into the mix as well.

Enabling gamers to get in the ring and go face-to-face with Tyson in third or
frightening first person views, Mike Tyson Heavyweight Boxing is being
designed as a complete sports action game that will appeal to both boxing
enthusiasts and video game fans alike. Players will be able to create up to
four custom boxers, selecting their own themes, taunts, speeches and knockout
moves. Players can then develop their boxer through several championship
bouts in order to win belts and purse money. Success in the ring will enable
gamers to unlock additional moves and tougher challengers. The more victories
earned, the more of the game is unlocked, all in preparation for the ultimate
challenge - to enter the ring with the mighty "Iron" Mike Tyson himself.
Additionally, players can challenge Tyson for an "exhibition" match at any
time, to see just how far their skills and techniques have progressed.

Mike Tyson Heavyweight Boxing will have a heavyweight development team behind
the title. Codemasters is co-developing the game with Atomic Planet, a new
company formed by Jason and Darren Falcus, formerly with Iguana and Acclaim
Teeside. Atomic Planet will collaborate with Lead Designer Jon Hare and
Codemasters studio head John Roberts, who will serve as producer. Codemasters
is determined that the game will capture Tyson's spirit and likeness as
effectively and dramatically as possible to bring his console-counterpart to
intimidating life.

"My kids talked me into doing last year's PlayStation game, and now that
they've got their new consoles, they want to see me on those too. So it's
cool Codemasters wants to continue with the Tyson games." says Mike Tyson on
his continuing involvement with Codemasters. "The ideas for the new game
sound awesome and it'll be good to see me going face-to-face in a heavyweight
only game."

"Tyson's a remarkable global presence and this game is full-on total
heavyweight championship boxing. We've got the right elements to create the
definitive, most playable boxing game to date." says Jon Hare, the project's
Lead Designer. "We learned a lot from the production of the original Tyson
game and with that experience, and the fresh approach Atomic Planet will
bring, I'm confident we're onto a real hard-hitting winner."

About Codemasters
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999 and since then they have
continued to provide energetic, compelling and innovative entertainment to
gaming fans of all genres. The company's 2001 offerings included Blade of
Darkness and Operation Flashpoint, both of which met with critical acclaim
and enormous consumer praise. In keeping with the company's mission to remain
on the cusp of the gaming wave, Codemasters is developing games for online
and next generation platforms. Codemasters can be found at
www.codemasters.com

# # #
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Holiday Poll Reveals Spending on Home Entertainment Is on the Rise

Consumers Plan to Improve Their 'Entertainment Castles'; Pick Sony as
Favorite
Home Entertainment Brand

FOSTER CITY, Calif., Nov. 20 /PRNewswire/ -- Consumers plan to spend more
money improving their home entertainment environments, hoping to build
personal "entertainment castles" this holiday season, according to a
nationwide independent survey of 800 households released today.

A staggering 72 percent of consumers that took part in the poll report they
plan to spend more time at home than they did during past holiday periods. In
addition, rather than travel or do other activities outside the home, 34
percent plan to spend more time enjoying music, playing games and watching
movies with family and friends, making home entertainment products big
winners this holiday season.

Consumers plan to round out their home entertainment environments with a
variety of products, from satellite TV to home theater systems. The hottest
entertainment choices this holiday season will be DVD-players and videogame
consoles, such as the PlayStation 2 computer entertainment system, consumer
products that offer new, interactive content to supplement existing home
systems. Seventy percent will spend more time listening to music, 53 percent
will be renting more movies and 43 percent will be playing more games at home
this year. Additionally, one in three consumers polled said that given recent
world events, they are looking for their entertainment choices to help them
take a break from the real world. It comes as no surprise, therefore, that
adventure themes will be more popular than any other genre of home
entertainment.

"The concept of the home as a personal 'entertainment castle' shows how
hungry consumers are to upgrade their current home entertainment systems as
they spend even more time in their homes," said Dr. Jack Torobin, president
at COMsciences Worldwide, who conducted the poll. "Entertainment products
that offer additional functionality and a great variety in content will sell
well this holiday season."

"The survey reveals what our loyal fans have been saying for some time, that
it's not enough to offer just music or movies or videogames anymore --
consumers want it all," said Kaz Hirai, president and chief operating
officer, Sony Computer Entertainment America Inc., the company that
commissioned the survey. "Consumers want great content, and a lot of it.
That's why we designed PlayStation 2 as an all-in-one home entertainment
solution with the broadest and largest title library anywhere."

In addition to its videogame capabilities, PlayStation 2 offers users both
DVD and audio CD playback.

The survey also indicates that brands are even more important to consumers
when it comes to home entertainment purchases. A vast majority of respondents
(83 percent) rely on trusted and popular brands as the best way to ensure
that money spent on new systems won't be wasted on products that may
disappear tomorrow. Consumers also make purchase decisions by evaluating a
brand's sensitivity to consumer needs, such as a wide range of content
choices, the ability to maximize their investments in content when new
hardware hits the market, and the brand's longevity. Among home entertainment
brands, Sony was picked as the most recognized (52 percent) and popular (39
percent) brand by survey respondents, bettering the nearest competitor by a
very large margin.

Additionally, retailers have confirmed that consumers look to Sony for the
best in home entertainment, and that videogame consoles will be big sellers
this holiday season, according to a recent independent survey of retailers by
PlayDate, Inc. "Retailers clearly see Sony's PlayStation 2 coming out on top
this season. PlayStation 2 has been in the market for more than a year now,
and its best games are hitting shelves just in time for the holidays," said
Sean McGowan, PlayDate principle and Director of Research for Gerard Klauer
Mattison.

The consumer survey was conducted by COMsciences Worldwide, an international
strategic communications research and consulting firm based in Los Angeles. A
total of 800 households took part in this telephone poll. Respondents were
randomly selected and were evenly split between men and women in the 18 to 50
age range. The poll results have a margin of error of +/-3.5% at a confidence
level of 95%.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game consoles
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one game console and the PlayStation 2 computer
entertainment system for the North American market. Based in Foster City,
Calif., Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the web at www.scea.com.

NOTE: PlayStation and the PlayStation logo, PS one and PS2 are registered
trademarks of Sony Computer Entertainment Inc. All other trademarks are
property of their respective owners.

Hot Home Entertainment Gifts

Respondents who anticipate purchasing various products (%)


DVD Player                     24%
Videogame System               18%
Home PC                        15%
Satellite or Cable TV          14%
Internet Access                11%
Home Theater System            10%
Digital Video Recorder          8%

2001 Holiday Entertainment Poll

Supplemental Fact Sheet

As consumers head to the malls this holiday season, they have strong opinions
about what they're looking for in home entertainment systems:

Large Variety of Content

-- Seventy-seven percent say that having a large number of titles or
   programming available for a system is critical.

-- In fact, an overwhelming 74 percent add that variety of content is more
   important than the sheer power of a home device.

Backward Compatibility

-- Eighty-six percent of respondents say that when buying or upgrading a
   computer or videogame system, the ability to play previously bought
   software is important.

Adventure-Themed Titles

-- Adventure (52 percent) is the most popular genre of video content
   -- from movies to videogames -- followed by mystery (35 percent),
   science fiction (21 percent), horror (20 percent), sports (18 percent),
   and fantasy (17 percent).

A Break From Reality

-- Given recent world events, four in ten consumers (32 percent) are more
   inclined to select forms of entertainment that offer a break from
   reality.

-- This attitude is particularly acute among women, 46 percent of whom
   agree that the effects September 11 are factors in seeking
   entertainment that provides a break from reality.

                 MAKE YOUR OPINION COUNT - Click Here

           http://tbutton.prnewswire.com/prn/11690X20246556

SOURCE  Sony Computer Entertainment America Inc.
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TOKYOPOP(R) ANNOUNCES ACQUISITION OF 8 HOT, NEW PROPERTIES

Manga, Anime and Soundtrack Titles Guaranteed to Wow Fans in 2002

LOS ANGELES - 12/4/2001 - As part of more than 450 new products launching in
2002, TOKYOPOP(R) has licensed the rights to eight significant properties
across multiple entertainment platforms. The move boosts TOKYOPOP(R)'s
portfolio to more than 70 core brands and strengthens the company's position
as an entertainment industry leader. Acquisitions include Initial D, Real
Bout High School, Cowboy Bebop, GTO, Alexander, Onimusha, Love Hina, Angelic
Layer and Priest. The deals range in scope, each consisting of one or more
category, and also represent the company's further expansion into television,
film and consumer products.

"These exciting acquisitions complement our current broad base of properties,
and further solidify TOKYOPOP(R) as the most comprehensive multi-platform
distributor of international entertainment titles," said John Parker, the
company's President & Chief Operating Officer. "We are delighted to bring
them to fans in North America."

Initial D
An enormous hit in Japan, Initial D sold more than 30 million graphic novels
and boasted a 50% television share in its time slot. This highly anticipated
anime/manga title is well known for its take on the street-racing scene.
Following a delivery boy as he earns his way up through the echelons of
street racing, Initial D is a "coming of age" story that plays like The Fast
and the Furious.

Real Bout High School
The global interest sparked by this property sent international television
buyers into a frenzy at this year's MIPCOM Jr., where TOKYOPOP(R) highlighted
its recent anime acquisition. Adding ammunition to success, TOKYOPOP(R) has
now secured rights to the eagerly awaited manga series, upon which Gonzo
Studio's popular television show is based. In this epic adventure, a high
school samurai girl joins forces with her teacher to fight a host of horrific
monsters when she's suddenly summoned to the strange world of Solvania.

Cowboy Bebop
With an enormous level of built-in fan loyalty, Cowboy Bebop follows the
popular anime series currently airing on the Cartoon Network. TOKYOPOP(R)'s
manga and anime guide pick up where the anime leaves off, with more
adventures and answers to fans' questions about the show. The year is 2071 in
the world of Cowboy Bebop. Space exploration, intergalactic criminals and
bounty hunters co-exist in a cyberpunk future.

GTO - Great Teacher Onizuka
GTO is the next big wave in anime -- no shojo, no big eyes, no "save the
world" plot. The story of a motorcycle gang member-turned teacher who decides
it's time to grow up and become a man, GTO serves up a "real life" mix of
urban drama and physical comedy. In Japan, this anime and manga series was so
successful that it spawned a hugely popular live action television series,
the final episode of which posted the highest comedy/drama ratings ever in
Japanese television.

Alexander
This animated science fiction epic is based on the adventures of Alexander
the Great, with character and concept designs by Peter Chung, creator of
MTV's seminal hit animation series Aeon Flux. Alexander was directed by
Rintaro (Metropolis) and produced by MAD HOUSE, Japan's top producer of
cutting-edge animation. Alexander features distinctive characters, epic
battle sequences and complex storytelling.

The Sounds of Onimusha
This soundtrack to the Sony Playstation 2 and Xbox Onimusha games features a
one-of-a-kind score that is already garnering critical acclaim. The powerful,
haunting blend of orchestral arrangements and traditional Japanese
instruments have coined composer Mamoru Samuragoch a "video game maestro" by
Time magazine.

Love Hina
As U.S. fans eagerly await their taste of Love Hina manga, this mega-popular
comic book series has already spawned a highly successful and constantly
sold-out product line in Japan. Love Hina follows the hilarious antics of
Keitaro, a socially awkward student whose attempts to get into college get
him "stuck" as manager of an all-female boarding house full of beautiful
women.

Priest
With the acquisition of Priest, TOKYOPOP(R) continues to solidify its
position as the only U.S. company bringing authentic "manwha" (Korean comics)
to North America, while adding to its current Korean titles, Island and
Ragnarok. This popular horror-western follows the antics of Ivan Isaacs, a
former priest who sold his soul to a supernatural power and now uses his
newfound abilities to fight the demon lord Temoraze and his zombie minions.
Ivan is the only one who can stop the evil, but the power he sold his soul to
might not exactly be good either.

About TOKYOPOP(R)
TOKYOPOP(R), founded in 1996, is the premiere distributor of international,
character-based entertainment and licenses across multiple platforms. With
exclusive rights to hundreds of publishing, video and music products, the
company's growing portfolio has blossomed TOKYOPOP(R) into a media
convergence leader. TOKYOPOP(R) is the leading provider of video game and
anime soundtracks, has millions of books in print, and includes several hit
properties based on popular Cartoon Network and Kids! WB programs.
TOKYOPOP(R) titles include Sailor Moon, Gundam Wing, Initial D, Real Bout
High School and Cowboy Bebop, among others. With rapidly growing U.S. appeal
for its properties, TOKYOPOP(R) is actively expanding into television, film
and licensed goods. For more information, visit www.TOKYOPOP.com.

# # #
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BE FIRST TO DOWNLOAD NEW GAME DEMOS WITH CODE M - EXCLUSIVELY FROM
CODEMASTERS' ALL-NEW WEB SITE

New York, NY - December 12, 2001 - The central hub of Codemasters' web
presence has received a major overhaul with an advanced and enhanced site at
www.codemasters.com.

Built for use of speed, the site was devised and created by Codemasters'
internal web team over a period of six months. It has a unique content
management system designed to deliver information and images remarkably fast,
even to a 56K modem user.

An innovative attraction of the site is "Code M," Codemasters' new privileged
subscriber community - and membership is free. Visitors that sign up for Code
M will be given access to exclusive site areas that provide priority access
to playable demos, downloads and information ahead of general release.

Code M members also gain access to competitions, forums, chat rooms and
advance notification on beta test sign up programs. The site is now accepting
sign ups for Code M, the direct link to the subscribe page is:
http://www.codemasters.com/codemprogram/joinup.php

Codemasters' site is truly international with dedicated versions for each of
its 8 major global territories: UK, France, Germany, Spain, Benelux, Italy,
North America, and Australia. From the central hub, users have access to over
85 Codemasters micro sites.

"We're very proud of the new codemasters.com," said Nick Pili, Codemasters'
Internet Marketing Manager. "It was an ambitious project yet the result is an
incredibly content-rich and deep site. It was important to create something
that was attractive but also very functional and instantaneous for every user
across our global territories."

"The site is packed with tools - including excellent search facilities,
real-time popularity charts for downloads, and user scrapbooks - making it
immersive for everyone," Pili continued. "We will continue to expand on the
site, adding features such as video streaming, making it an essential
bookmark for gamers."

Click this link to access the new site:
www.codemasters.com

Click this link to join Code M:
http://www.codemasters.com/codemprogram/joinup.php

# # #

Codemasters Code M
It's free to subscribe to Code M, Codemasters' new privileged subscriber
community. Sign up and receive priority access to playable demos, downloads
and information ahead of general release.
To subscribe, simply click this link:
http://www.codemasters.com/codemprogram/joinup.php

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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SAMMY ENTERTAINMENT TAKES U.S. BY STORM
WITH THREE HOT NEW VIDEOGAME TITLES

Top Selling Franchises Return and New Series Debuts on
Nintendo Game Boy(R) and Sony PlayStation(R) 2

FOR IMMEDIATE RELEASE

Century City, CA - February 19, 2002 - Japanese video game publisher Sammy
Entertainment, Inc, today announced its plans to take the U.S. market by
storm with the 2002 releases of Guilty Gear X Advance Edition for GameBoy(R)
Advance, King of Fighters EX: Neo Blood for GameBoy(R) Advance and Lethal
Skies (working title) for Sony PlayStation(R) 2.

"In 2002, our goal is to release a strong line up of next generation console
games in North America", said Mitsuhiro Tanaka, EVP of Sammy Entertainment
Inc. "We are confident that these titles will help in solidifying our
position in the U.S. market."

Developed by Marvelous Entertainment, King of Fighters EX: Neo Blood is the
latest entry in the top selling fighting game franchise. The story of the
game follows the competition in the King of Fighters Tournament. After months
have passed since the battle with Orochi, an unknown host brings together the
legendary fighters of the day to compete for the championship. Despite their
suspicions of an evil scheme brewing behind the event, the fighters are ready
to enter the arena...each one, prepared to determine who the true King of
Fighters will be. Sophisticated graphics, cutting-edge sound and deep
gameplay that push the limits of the GBA hardware are complimented by
2-player team play via link cable, multiple gameplay modes and 24 unique
characters.

* King of Fighters EX: Neo Blood is slated to hit store shelves in Q2 2002.

Guilty Gear X Advance Edition brings hand-to-hand combat to gamers on the go!
Following in the Guilty Gear tradition previously seen in arcades and on Sega
Dreamcast(R), Guilty Gear X Advance Edition features a rich and intriguing
story, action-packed game design, unique in-game moves and 14 original
characters with individual personalities and looks.

* Guilty Gear X Advance Edition will ship to retail outlets nationwide in May
2002.

Making its console debut, Lethal Skies (working title) is a heart-pounding
3D flight action game. Developed by Asmik Ace Entertainment, this
PlayStation(R) 2 game includes real-time graphics that contribute to the
thrilling action not found in any other flight simulation game.

* Lethal Skies will ship to retail outlets nationwide in May 2002.

###

About Sammy Entertainment, Inc.
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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"GAMESHARK" MAKER INTERACT FEELS THE HEAT
OF PELICAN ACCESSORIES' WILDLY SUCCESSFUL "CODE BREAKER" AND SUES

Los Angeles, CA., March 1, 2002. InterAct, manufacturer of cheat code devices
called "GameShark," announced it has filed suit against the maker of a wildly
successful new cheat code device called "Code Breaker." Since its
introduction, Code Breaker has been the fastest growing cheat device for
video game systems in the market. Feeling the heat in a product niche it once
dominated, cheat code maker InterAct has apparently decided to attempt to
slow Code Breaker sales down by filing a lawsuit alleging that Code Breaker
infringes various unspecified copyrights owned by InterAct.

Consumer preferences for the easy to use Code Breaker product have gained its
maker, Pelican Accessories, valuable shelf space at major national retailers
forcing GameShark to live with a declining share of retail shelf space as
well as declining sales. GameShark maker InterAct is fighting back by broadly
advertising its lawsuit against Pelican Accessories to the retail community
in an attempt to halt Code Breaker's momentum.

Pelican Accessories President, Chris Richards, stated that the company was
not surprised by InterAct's legal strategy due to the dramatic impact Code
Breaker has had on GameShark sales. When asked to explain why Code Breaker
has gained such rapid popularity, Richards stated that "Code Breaker is easy
to use and you don't have to be a hard core gamer to enjoy the product. We
also provide a great deal of after market support at a price that is far
lower than GameShark."

Neither Richards or Pelican Accessories' attorneys would comment on the
merits of InterAct's claims in the lawsuit, other than to say that cheat
codes have been around for many years. According to Richards, everyone in the
video game industry knows that a company cannot claim exclusive ownership of
cheat codes that have been around since the first games were created.

About Pelican Accessories
Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.
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TOKYOPOP(R) INKS DEAL WITH SEGA TO RELEASE "VIRTUA FIGHTER(tm) 4" AND
"GUNVALKYRIE(tm)" SOUNDTRACKS

LOS ANGELES - 3/6/02 - TOKYOPOP today announced the upcoming official U.S.
soundtrack release of "Virtua Fighter(tm) 4" and "GUNVALKYRIE(tm)" -- the
scores for two of Sega's most highly anticipated video games of the year.
With the release of both soundtracks slated for March 26, fans will be able
to purchase the scores just after these games hit retail shelves nationwide.
The "Virtua Fighter 4" and "GUNVALKYRIE" soundtracks feature music composed
by Sega's WaveMaster studio, who have scored video game hits such as "Jet Set
Radio Future," "Phantasy Star Online" and the Sonic The Hedgehog(R) series.

With riffs that set off intense fight sequences, the music behind "Virtua
Fighter 4" is as riveting as the game itself. Composers Sachio Ogawa and
Hideaki Miyamoto bring a raw edge to the track, a melody Ogawa himself coins
as "hard with a twisted sound." "Virtua Fighter 4" will be available on March
19 exclusively for the PlayStation(R)2 computer entertainment system.

"This album includes new music that is used to express the new Virtua
Fighter," says legendary game creator Yu Suzuki, "as well as rock music that
is different from all previous styles."

The "GUNVALKYRIE" score virtually transports listeners into the game's
dazzling sci-fi universe. From the video game developed by Sega's Smilebit
studio, the soundtrack features two bonus tracks, as well as a mesmeric,
uncut version of "Valkyrie's Barefoot," the game's ending cut. "GUNVALKYRIE"
will be available on March 19 exclusively for the Xbox(tm) video game system
from Microsoft(R).

A pioneer in the anime/video game soundtrack business, TOKYOPOP boasts an
impressive lineup of titles, including the scores for Final Fantasy N, S, IV,
IX & X, Onimusha, Resident Evil CODE: Veronica X, Parasite Eve and Vampire
Princess Miyu, among others. Future soundtrack releases slated are Real Bout
High School and GTO, two hot, new anime titles also distributed by TOKYOPOP.

About TOKYOPOP(R)

TOKYOPOP, founded in 1996, is the premiere distributor of international,
character-based entertainment and licenses across multiple platforms. With
exclusive rights to hundreds of publishing, video and music products, the
company's growing portfolio has blossomed TOKYOPOP into a media convergence
leader. TOKYOPOP is the leading provider of video game and anime soundtracks,
has millions of books in print, and includes several hit properties based on
popular Cartoon Network and Kids! WB programs. TOKYOPOP titles include Sailor
Moon, Gundam Wing, Initial D, Real Bout High School and Cowboy Bebop, among
others. With rapidly growing U.S. appeal for its properties, TOKYOPOP is
actively expanding into television, film and licensed goods. For more
information, visit <http://www.tokyopop.com/> www.TOKYOPOP.com.

About Sega

SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com/> .

# # #
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ELECTRO SOURCE, LLC ALUMNUS RETURNS AS SR. VP OF DISTRIBUTION

Vernon, Calif., March 28, 2002 Electro Source, LLC, a leading distributor of
video game products, has announced the re-hiring of Trent Tribe as Senior
Vice President of Distribution. Tribe returns to Electro Source after having
pursued a sales and marketing function at SVG Distribution for the last two
years. With an extensive background in sales, marketing and distribution,
Tribe brings to Electro Source's operation key customer and vendor
relationships as well as an intimate knowledge of the video game industry.

"Trent made the decision to pursue a new career challenge several years
ago," stated Electro Source's President, Bill Loebbaka. "His departure from
our firm was conducted in a very professional manner and when we recently
heard that he was going to be leaving SVG, we aggressively pursued his
return."

Continued Loebbaka; "Our emphasis over the last few years has been on
building solid and trusting relationships with all of our retail partners and
product vendors. Our success is predicated on our straightforward and honest
approach. Bringing Trent back on board will only serve to strengthen our
existing initiatives with the vendor and retail partner community."

Tribe will begin his tenure at Electro Source in April 2002.

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advanced,
and Microsoft X-Box. ESL is headquartered in Vernon, California and is the
manufacturer and exclusive distributor of Pelican Accessories.
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ELECTRO SOURCE, LLC SECURES $12 MILLION;
LINE OF CREDIT INCREASE REFLECTS COMPANIES CONTINUED GROWTH

Vernon, Calif., May 2, 2002 - Electro Source, LLC (ESL), a leading
distributor of video game products and parent company of Pelican Accessories,
has announced that they have secured an additional $12 million extended line
of credit increase to $44.2 million. The financial backing extends to 2004
and further solidifies ESL's position in the video game industry amid reports
of current defaults and loan denials from industry competitors. Unlike many
of its chief competitors (both in distribution and accessories), ESL has
consistently reported annual earnings and increased presence in all major
retail channels.

"No doubt, the last year has been tough on many companies," commented ESL's
Chief Executive Officer, Bill Loebbaka. "The lagging economy and the
transition to the new game platforms have hindered growth for many entities
in our industry. It's very rewarding to have a growing company such as
Pelican at a time when several of our competitors are having significant
problems securing financing terms from their financial institutions."

Continued Loebbaka; "Our efforts have remained focused on our straight
forward relationships with all of our retail partners as well as the
financial institutions that support us. We have put great time and effort
into establishing consistency, trust and open communication with all of our
associates, which is clearly reflected in our overall success."

ESL's Chief Financial Officer, Mike Placido, concurred: "We have reported
strong financial performance since our inception in 1990. With the successful
introduction of Pelican Accessories in 1998, the company unquestionably
remains one of the leading entities in video game product distribution and
peripheral development."

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation,
PlayStation 2, Nintendo 64, GameCube*, GameBoy* Color, Game Boy* Advanced,
and Microsoft Xbox. ESL is headquartered in Vernon, California and is the
manufacturer and exclusive distributor of Pelican Accessories.
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SAMMY EXPANDS WORLDWIDE OPERATIONS WITH LAUNCH OF MAJOR CALIFORNIA STUDIO
Renowned Creative Team Recruited to Spearhead
Development and Publishing for Next-Generation Platforms

FOR IMMEDIATE RELEASE

Los Angeles, CA - May 20, 2002 - Sammy Corporation today announced the launch
of Sammy Studios, a major development and publishing studio that will drive
the company's worldwide expansion initiative. Based in San Diego, California,
the new studio is headed by long-time video game veteran John Rowe, who leads
a team of co-founders that include some of the industry's most sought-after
artists, designers, developers, programmers and producers. Along with a new
state-of-the-art facility, the studio lays the groundwork for what could
become one of the largest publishing and development houses in North America.
The expansion is driven by Sammy's strategy to become a multi-faceted
amusement and entertainment company, and a major creator of entertainment
content for next-generation platforms such as Sony PlayStation(R) 2,
Microsoft Xbox(TM) Nintendo Game Cube(R), and Nintendo Game Boy(R) Advance.

"The launch of Sammy Studios is an exciting benchmark in Sammy's worldwide
growth," said Mr. Hajime Satomi, President and CEO, Sammy Corporation. "Our
expectations are very high and our formula is simple...a combination of the
best US business leadership, creative talent, worldwide distribution and
strong funding that is sure to equal success."

After generating revenues of over $1 billion last year and on track for an
even more successful 2002, this phase of Sammy's expansion follows two years
of growth that has seen the company increase its entertainment product
line-up and achieve record-breaking earnings. Sammy Corporation,
headquartered in Tokyo, Japan, first established operations in the US in 1988
under its subsidiary Sammy USA, with a focus on coin-op arcade games. The
company then established Sammy Entertainment in Los Angeles in 2001, to focus
on publishing titles for next-generation consoles for the North American
market. That same year Sammy launched its European operations, Sammy Europe,
Ltd. Sammy Studios will now oversee all of the company's global video game
development and publishing initiatives for home entertainment systems, as
well as coin-operated arcade games, in all international markets outside of
Asia.

"We have brought together a stellar team of award-winning creators
responsible for some of the industry's most original work," said Mr. Satomi.
"Led by the expertise of John Rowe, these leading professionals will
spearhead Sammy Studios' initiatives, overseeing the development of
innovative original content and creating partnerships with leading third
party developers."

"Sammy recognizes this as a great time to establish a strong industry base
that encompasses both the burgeoning consumer video game market and coin-op
arcade games," said John Rowe, President, Sammy Studios. "This new studio is
intended to significantly grow Sammy's global entertainment business with the
development and marketing of titles for all next-generation platforms, as
well as explore opportunities in other areas of entertainment."

John Rowe, who serves as President of the new studio, brings over 20 years of
experience to Sammy dating back to the very beginning of video games as an
industry force in the US. John helped launch SNK's first North American
presence by establishing their US office in 1981. In 1986, he co-founded the
legendary publisher Tradewest, which released such classic titles as Ikari
Warriors, Double Dragon, Ironman Stewart's Super Off Road and John Elway
Quarterback, the lattermost being the first sports game to feature an
all-star athlete. John became head of product development at Midway Home
Entertainment when Midway's parent company acquired Tradewest in 1994, and
spearheaded the company's entry into the consumer video game market. Under
his leadership, Midway's consumer division revenues increased from $45
million in the first year to $300 million annually with the release of such
hit games as Doom, NBA Hang Time, Cruisin' USA, NFL Blitz and titles from the
Mortal Kombat series.

Sammy Studios' core team of founders include Emmanuel Valdez, lead artist and
designer of the acclaimed Ready2Rumble franchise, Farzad Varahramyan, senior
production designer of the award-winning Oddworld series, Chris Ulm,
co-founder of Malibu Comics, the original publishers of Men in Black and
UltraForce, and creator and assistant director at Oddworld Inhabitants, Dave
Wagner, lead programmer on titles including the Ready2Rumble series, and
Brian Lowe, producer of over ten titles including NHL Hitz, Shadow Hearts,
Gex: Enter the Gecko, and Mortal Kombat Trilogy.

Nintendo Game Boy Advance and Game Cube are registered trademarks of Nintendo
of America Inc. (C)1989, 1998, 2001 NINTENDO OF AMERICA INC. PlayStation is a
registered trademark of Sony Computer Entertainment America. Xbox and
Microsoft are trademarks of Microsoft Corp. All Midway games are trademarks
of Midway Amusement Games, LLC. All other products are the property of their
respective companies.

# # #

About Sammy Studios
Established in 2002 and based in San Diego, California, Sammy Studios is a
developer and publisher of interactive entertainment content for
next-generation video game systems. Housed in a state-of-the-art facility and
part of Sammy Corporation, a billion-dollar entertainment and amusement
company with headquarters in Tokyo, Japan, the studio is founded by some of
the video game industry's leading professionals. Sammy Studios is developing
original content and working with leading third-party developers to become a
major marketer of video game titles for home entertainment systems such as
Sony PlayStation(R) 2, Microsoft Xbox(TM), Nintendo Game Cube(R) and Nintendo
Game Boy (R) Advance. The studio oversees Sammy's global video game
operations, driving the company's development and publishing initiatives in
all international markets outside of Asia.
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MAJESCO TEAMS WITH PLAYBOY.COM
TO PROMOTE RELEASE OF NEW 'BLOODRAYNE' VIDEO GAME

'BloodRayne in the Bayou' Contest Kicks-Off;
Offers Gamers Chance to Win a Guided Vampire Tour in Louisiana With a
Playboy Playmate

EDISON, NJ, October 1, 2002 - Win a guided vampire tour with a Playmate!
Majesco, one of the fastest growing publishers of interactive entertainment,
today announced they have partnered with Playboy.com, one of the premier
online lifestyle and entertainment destinations for men, to promote the
Halloween release of Majesco's new action/horror video game, BloodRayne.
Inspired by the game's sexy, half-vampire heroine, Agent BloodRayne, and one
of the spooky in-game locations, Majesco's "BloodRayne in the Bayou" contest
offers entrants the chance to win an exciting evening with a Playboy Playmate
and travel to Louisiana to experience the city's famed vampire tours.

"We consider our 'BloodRayne in the Bayou' contest to be one of the most
exciting facets of our overall marketing campaign because the target audience
of Playboy.com dovetails perfectly with that of the game," said Ken Gold,
Vice President of Marketing for Majesco. "Our promotion should resonate with
visitors of Playboy.com as well as with the core video game player, and end
up being mutually beneficial for both companies."

The "BloodRayne in the Bayou" sweepstakes begins September 30, 2002 and runs
through November 24, 2002, when one Grand Prize winner will be randomly
selected. Contestants can register to win by visiting
http://www.playboy.com/promo/bloodrayne <http://www.playboy.com/bloodrayne>
and completing an official contest entry form. In addition to the Grand
Prize, copies of Majesco's BloodRayne, one of the most anticipated
action/horror games of the year, will be awarded to 10 runner-up contestants.

About BloodRayne
BloodRayne is an intense action/horror game with a sexy, lethal, supernatural
heroine, Agent BloodRayne. The most deliciously wicked action heroine ever to
grace a video game, she's half-human, half-vampire and all woman. BloodRayne
provides an intense third-person game play experience and features a solid,
smooth control scheme. With a multitude of frighteningly evil opponents, the
game is fast-paced, frenetic and battle-heavy.

Developed by Terminal Reality, BloodRayne will be in stores on October 31,
2002 for the Xbox(tm) video game system from Microsoft, Nintendo
GameCube(tm), and PlayStation(r)2 computer entertainment system and will
debut on PC early next year.

Majesco's official BloodRayne website can be accessed at
http://www.BloodRayne.com <http://www.bloodrayne.com/> , where gamers can
download the latest game information, screenshots, game play movies, and
screensavers. More information about Majesco's entire lineup of exciting
products can be found online at www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Sony Computer
Entertainment America, Nintendo and Microsoft video game platforms, as well
as the personal computer. Currently in development are 20 titles for
PlayStation(r)2, Xbox(tm), GameCube(tm), and PC, as well as several titles
for Game Boy(r) Advance. Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, which will be released in October
of this year, and Black & Bruised, an over-the-top cartoon-style boxing game,
scheduled to ship in 2003. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.

Playboy.com, Inc., a majority owned subsidiary of Playboy Enterprises, Inc.
(NYSE: PLA), is the #1 lifestyle and entertainment destination for men
online. The Company operates: Playboy.com ( <http://www.playboy.com/>
http://www.playboy.com ), offering a range of entertainment information and
editorial; Playboy Cyber Club ( <http://cyber.playboy.com/>
http://cyber.playboy.com), a members-only subscription site featuring premium
Playboy content and exclusive events; the Playboy Store (
<http://www.playboystore.com/> http://www.playboystore.com), selling
Playboy-branded products; and Playboy Auctions (
<http://auctions.playboy.com/> http://auctions.playboy.com), a virtual
auction house of Playboy- branded memorabilia, collectibles and admission to
Playboy events. The online network also includes Playboy Internet Gaming,
which currently offers PlayboySportsBook.com (
<http://www.playboysportsbook.com/> http://www.playboysportsbook.com), a
fixed odds sports wagering site; PlayboyRacingUSA.com (
<http://www.playboyracingusa.com/> http://www.playboyracingusa.com), for
wagering on pari-mutuel horseracing; PlayboyCasino.com (
<http://www.playboycasino.com/> http://www.playboycasino.com), a virtual
casino offering more than 50 Playboy-branded games; and, Playboy.com Play4Fun
( <http://www.playboyplay4fun.com/> http://www.playboyplay4fun.com), the home
for Playboy-branded free games including fantasy sports leagues. The Company
has international ventures in both Germany ( <http://www.playboy.de/>
http://www.playboy.de) and Korea ( <http://www.playboyonline.co.kr/>
http://www.playboyonline.co.kr). Playboy.com also operates SpiceTV.com (
<http://www.spicetv.com/> http://www.spicetv.com), a network of sites
featuring premium adult entertainment under the Spice brand.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and the
Nintendo GameCube logo are trademarks of Nintendo. (c) 2001 Nintendo.
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MAJESCO LAUNCHES 'BLOODRAYNE' MARKETING BLITZ
TO SUPPORT OCTOBER 15 RELEASE DATE
Multi-Million Dollar "Lethal Erotica" Themed Campaign Largest in Company
History

EDISON, NJ, October 3, 2002 - Supporting the pre-Halloween release of its
highly acclaimed action/horror game, BloodRayne, Majesco, one of the
fastest-growing publishers of interactive entertainment, today announced the
details behind its multi-million dollar marketing campaign. Highlighted by a
gripping TV commercial and strategic cross-promotions, Majesco's BloodRayne
campaign also includes extensive print advertising, consumer sweepstakes, and
extensive retailer support.

"The scope and activity of the marketing behind BloodRayne is our largest to
date, and reinforces our commitment to establishing it as one of the premier
entertainment properties," said Ken Gold, Vice President of Marketing for
Majesco. "The comprehensive "Lethal Erotica" campaign utilizes a variety of
marketing vehicles, each carefully selected and synchronized to heighten
consumer awareness and build excitement for BloodRayne from launch through
the holiday season."

Majesco's comprehensive BloodRayne marketing campaign includes:
* National TV Advertising Campaign
- Gripping :30 and :15 BloodRayne spots perfectly capture and convey haunting
atmosphere and visceral thrill of game;
- Airing from launch through November on national cable and syndicated shows,
including "The Man Show," "Mad TV" and "South Park."

* Agent BloodRayne Hollywood Casting Call
- Majesco is bringing Agent BloodRayne to life for use in cross-promotions as
well as public appearances at industry trade shows and retailer events.

* "Much Music" On-Air Promotion
- Agent BloodRayne actress to host debut of new network show, "Dead Man
Rocking" on Much Music - Canada's premier music television network which is
seen throughout North America.

* "BloodRayne in the Bayou" Contest Sponsored by Playboy.com
- Contestants register at Playboy.com for the chance to win a date with a
Playboy Playmate to tour haunted graveyards in Louisiana, a key environment
in BloodRayne.
* CBS SportsLine "Out for Blood Sweepstakes"
- SportsLine users will enter weekly drawings to win a copy of BloodRayne for
the console of their choice. Contest will be included in the October and
November SportsLine newsletters received by 12,000 site visitors.

* World Wrestling Entertainment "Win a Trip to the World" sweepstakes
- Majesco partners with WWE.com - one of the most visited sites on the web.
Consumers have the opportunity to play BloodRayne with a pro wrestler and win
tickets to an upcoming WWE event.

* College Television Network Promotions
- In conjunction with CTN's "Music Binge Tour," Majesco will sponsor
BloodRayne blood drives and game demos at 10 major universities across the
U.S.;
- Agent BloodRayne will also host "Halloween Week" on College Television
Network.

* Special InterAct Cross Promotion
- Leading video game peripheral company, InterAct, is including full-color
BloodRayne inserts in 50,000 InterAct PowerPad Pro Xbox(tm) controller
packages.

* Multi-Tiered Print Advertising Campaign
- Three unique BloodRayne advertisements will run from Aug. through Dec.;
- Targets game enthusiast print publications and a broad range of consumer
magazines, including Maxim, Stuff, DC Adult, and Blender.

* Promotional Tie-Ins With Enthusiast Publications
- Includes give-aways, fold-out posters, videos and playable demos in
top-tier video game publications.

* Internet Marketing Campaign
- Running now through November, campaign includes eye blasters, point rolls,
homepage take-overs, and interstitials on leading men's web sites such as
WWE.com, Playboy.com, UGO.com and others.

About BloodRayne
BloodRayne is an intense action/horror game with a sexy, lethal, supernatural
heroine named Agent BloodRayne. The most deliciously wicked action heroine
ever to grace a console game, she's half-human, half-vampire and all woman.
BloodRayne provides an intense 3rd person game play experience and features a
solid, smooth control scheme. With a multitude of frighteningly evil
opponents, the game is fast-paced, frenetic and battle-heavy.

Developed by Terminal Reality, BloodRayne will ship to stores on October 15,
2002 for the Xbox(tm) video game system from Microsoft, Nintendo GameCube(tm)
and PlayStation(r)2 computer entertainment system. The game will debut on PC
early next year.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Sony, Nintendo and
Microsoft video game platforms, as well as the personal computer. Currently
in development are 20 titles for PlayStation(r)2, Xbox(tm), GameCube(tm), and
PC, as well as several titles for Game Boy(r) Advance. Included among these
are Majesco's multi-platform, supernatural action/thriller, BloodRayne, which
will be released in October 15th and Black & Bruised, an over-the-top
cartoon-style boxing game, scheduled to ship in 2003. Majesco can be found on
the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001 Nintendo.
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HALLOWEEN COMES EARLY FOR GAMERS AS
MAJESCO SHIPS 'BLOODRAYNE'

FOR PLAYSTATION 2, XBOX, AND GAMECUBE
Sexy, Supernatural Action-Thriller Marks Company's First Multi-Console
Release

EDISON, NJ, October 15, 2002 - An interactive journey into the terrifying
world of the occult awaits as Majesco, one of the fastest-growing publishers
of interactive entertainment, today announced their supernatural thriller,
BloodRayne, has shipped two full weeks earlier than originally scheduled.
Supported by a multi-million dollar "lethal erotica" marketing campaign,
BloodRayne is now available for the Xbox(tm) video game system from
Microsoft, PlayStation(r)2 computer entertainment system, and Nintendo
GameCube(tm).

"Perfectly infusing all the essentials of an exceptional video game --
non-stop action, sex appeal, weaponry, and elements of the supernatural --
BloodRayne has the potential to become one of gaming's premier franchises,"
said Ken Gold, Vice President of Marketing. "The release of Majesco's first
original title is a major milestone in the growth of our publishing business
and underscores our commitment to creating high-quality gaming experiences."

Set in the late1930s, BloodRayne introduces the sexy, supernatural Agent
BloodRayne. An unholy union of human and vampire, Agent BloodRayne was
raised and trained by a secret government agency to hunt down and eliminate
supernatural threats. Now she must take on an occult faction of Nazis to
prevent them from unleashing creatures of unfathomable terror in their quest
for world domination.

Agent BloodRayne's lethal repertoire includes inhuman strength, spectacular
leaping and acrobatic skills, aura vision, zoom vision and slow-motion
perception that enables her to weave in and out of bullets. By feeding off
the blood of other creatures, she is able to sustain her life force, however
her undying thirst for blood compels her onward until she is driven into
'Blood Rage' where she achieves a new set of unstoppable fighting combos and
deadly attacks.

Developed by Terminal Reality and driven by their new Infernal Engine,
BloodRayne delivers fast-paced, battle-heavy action from a third-person
perspective, coupled with unique cinematic horror elements. Ultimately,
BloodRayne's lavish graphics, exotic 3D environments and chilling sound and
camera effects immerse players in a terror-filled world.

Additional game play features include:
* Non-linear game play through more than 40 levels and 3 massive worlds:
Louisiana, Argentina and Germany;
* Special Dhampir abilities: Suck blood for health, use slow-motion, zoom and
aura visions to aid in death dealing. Pull off fantastic acrobatic moves to
bend the environment at will;
* Dispatch enemies with Agent BloodRayne's blades and kicks for awesome,
acrobatic combat;
* Revolutionary control allows Agent BloodRayne to target multiple enemies
with each hand simultaneously;
* Agent BloodRayne can use and carry any of her enemies' weapons, including
guns, explosives and rocket launchers, and automatically drop and pick up
weapons to optimize her inventory;
* Fast-paced combat against Nazis, mutants, swamp creatures, ancient
parasitic monsters and blood-sucking beasts.

BloodRayne is supported by Majesco's "Lethal Erotica" marketing campaign,
which includes widespread print advertising, strategic cross promotions,
extensive retailer support, and a gripping TV commercial running on national
cable and syndicated shows through November. Additionally, Majesco has
organized consumer sweepstakes with some of the Internet's most
highly-visited websites, including Playboy.com, SportsLine.com, WWE.com, and
UGO.com to promote the launch of BloodRayne.

Consumers looking for more information on BloodRayne can visit the official
Majesco site at www.BloodRayne.com <http://www.bloodrayne.com/> . The site
contains continually updated movies and screen shots from the game;
additional background on the interactive world's most deliciously wicked
hunter of evil; unique downloads and other special features.

BloodRayne is available nationwide for a suggested retail price of $49.95
across all platforms and will be available for the personal computer early
next year.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, and Black & Bruised, an
over-the-top cartoon-style boxing game, scheduled to ship in early 2003.
Majesco can be found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001 Nintendo.
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MAJESCO APPOINTS FRANK CHIECHI
NATIONAL SALES DIRECTOR

EDISON, NJ, November 26, 2002 - Majesco, one of the fastest-growing
publishers of interactive entertainment software, today announced the
appointment of Frank Chiechi as National Sales Director. Reporting directly
to Jesse Sutton, President of Majesco, Chiechi will be responsible for
managing the company's North American sales operations, including forecasting
and planning, as well as building on existing relationships with retail
accounts representatives.

"Frank brings to Majesco not only a broad understanding of the interactive
entertainment industry and the retail climate, but a comprehensive knowledge
of sales forecasting and budgeting," said Jesse Sutton. "I am confident
Frank's expertise will enhance our sales efforts and strengthen what is
already one of the industry's strongest distribution networks."

Prior to joining Majesco, Chiechi was Sales Director for Acclaim
Entertainment where he was instrumental in increasing sales growth more than
50 percent over two years across his customer base, which included Ingram
Entertainment, Hollywood Entertainment; Pioneer Distributors and Zany Brainy.

Before Acclaim, Chiechi held several accounting positions managing budgets
and forecasts for companies such as Symbol Technologies and Grumman
Corporation. Chiechi holds a Bachelors of Science degree in Science and
Accounting from Long Island University at C.W. Post.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's recently released
multi-platform, supernatural action/thriller, BloodRayne, and Black &
Bruised, an over-the-top cartoon-style boxing game, scheduled to ship in
early 2003. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.
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All I Want for Christmas is Great Audio for My Video Games
Dolby surround sound provides award-winning sound
for video game consoles at affordable prices


San Francisco, December 4, 2002-With an estimated 55 million video game
consoles in US homes by the end of 2002[1], many are wondering what to put
under the tree for the gamers on their lists.

A surround sound system enabled with Dolby technology is the answer. Just as
cinemas have been doing for years, manufacturers of audio components and
attractively priced home-theater-in-a-box (HTIB) systems with Dolby
technology are now providing players the opportunity for larger-than-life
gaming experiences. Connecting consoles to a surround-sound or HTIB system
allows the game player to receive audio clues from almost every direction,
increasing realism and accuracy and giving gamers the chance to actually hear
what might be behind them.

"Since almost all console titles are created for use on a home theater
system, and the systems are so reasonably priced, it's a great time to take
advantage of a system with Dolby technology," said Brian Towne, director of
product management at Kenwood USA Corporation. "Our HTIB systems include full
Dolby(r) Digital five-channel surround sound speakers plus a subwoofer, and
they can even be found for under $300-perfect for the holidays."

In the first nine months of 2002, seven of the ten top-selling[2] video game
titles included Dolby technology, which-coupled with a surround sound system
featuring Dolby technology-offer the most realistic audio experience for
gamers.

Many gamers are already enjoying Dolby multichannel audio technology in the
almost 20 million Dolby Digital decoders and 60 million Dolby Surround Pro
Logic(r) decoders in homes. Most new Dolby multichannel audio decoders
include Dolby Pro Logic II processing.

To find out more about Dolby home theater technology for gamers, please visit
www.dolby.com <http://www.dolby.com> .

1 Estimate provided by Acacia Research Group.
2 Top-selling titles statistic provided by NPD TRSTS for the US market.

About Dolby in Games
Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next-generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic II are
incorporated in hundreds of game titles on every major game platform.

About Kenwood
Founded in 1961, Kenwood USA Corporation is a leading developer and
manufacturer of audio and video products for home, car, and personal use.
Offering more than 250 products, Kenwood is one of the three largest selling
brands of audio and video entertainment products in the United States, and is
recognized by consumers and the consumer electronics industry for providing
superior quality, reliability and value. Kenwood USA Corporation, based in
Long Beach, California, is the largest subsidiary of Kenwood Corporation
(Japan). For more information please visit www.kenwoodusa.com
<http://www.kenwoodusa.com>

About Dolby Laboratories
Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products and media, broadcasting, and music recording. Based in
San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
technologies, please visit www.dolby.com <http://www.dolby.com/> .

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. Kenwood is a trademark of Kenwood USA. (c) 2002 Dolby
Laboratories, Inc.
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ELECTRO SOURCE GAINS ACCESS TO THE TOWER;
INKS EXCLUSIVE AGREEMENT WITH MAJOR MUSIC RETAILER

Vernon, Calif., December 4, 2002 - Electro Source, LLC (ESL), a leading
distributor of video game products has announced that they have been signed
as the exclusive supplier for Tower Records. Vice President of Tower, John
Thrasher, has confirmed that Tower will be expanding its offering in the
video game category and has chosen Electro Source, a distributor with more
than 12 years of experience in video game distribution, as their sole
supplier and will assist Tower in category management. The first phase of the
agreement will be implemented in 40 Tower outlets, expanding to 75 stores by
the first quarter of 2003.

"This is a great opportunity for both companies," stated Trent Tribe, ESL's
Vice President of Distribution. "We come to the table with unmatched
expertise in product knowledge, product placement and category management.
And Tower Records is one of the most recognized names in their field. We're
looking forward to long lasting partnership with Tower that should prove
highly successful for them and for us."

The agreement with Tower expands Electro Source's role as a major force in
the distribution of video game related products in the United States and
abroad.

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advance,
and Microsoft XBox. ESL is a "one stop" stocking distributor headquartered in
Vernon, California. Electro Source, LLC is the manufacturer and exclusive
distributor of Pelican Accessories.
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TAITO AND DIGITAL BRIDGES SUPPLY SPACE INVADERS
FOR JAVA-ENABLED PHONES TO AT&T WIRELESS

-- All-time Favorite now Available on the Latest Gaming Platform --

Tokyo, JAPAN & New York, NY - December 9, 2002 - Taito and Digital Bridges, a
world leader in the creation and distribution of mobile entertainment
solutions, announced today that Taito has developed a Java cellular phone
version of Space Invaders, which is being hosted and delivered by Digital
Bridges. Available now to AT&T Wireless mMode(sm) customers, Space Invaders
is one of the world's most famous games ever created.

It is now almost a quarter of a century since the original version made its
1978 debut in the arcades of Japan. Space Invaders immediately proved to be
so incredibly popular that it created a countrywide shortage of 100-Yen
coins, as players pumped money into the machines to enjoy the thrill of the
game. Since then, Space Invaders has generated a significant amount of
revenue.

The mobile version of Space Invaders is a faithful recreation of the original
arcade game, featuring full sound, advanced scoring systems, and a unique use
of the phone's vibrate function.

"Space Invaders is one of our most successful games and well worth porting to
other gaming platforms such as cellular phones," said Shinichiro Kasama,
Senior Manager at Taito. "We've chosen Digital Bridges to do this because of
their reputation for game quality."

"Space Invaders is a game that everyone knows and loves, a true arcade
classic and one of the cornerstones for our Java strategy," says Anders Evju,
Vice President and General Manager, North America at Digital Bridges. "We are
delighted to be able to offer both black & white and color versions of the
game, and we know it will be an instant hit with mobile gamers everywhere."

About Taito

Taito Corporation, founded 1953, introduced its first video game in 1973. It
released its legendary Space Invaders game in 1978, and is bringing a long
history of electronic games to the mobile wireless world. Its classic and
popular arcade games and console have developed a near-cult following among
groups of users. Those mobile games available across all major operators in
Japan give Taito a pervasive presence in the market, and it is now trying to
reproduce this presence in Europe and North America, where many of the
classic Taito games already have a strong following. Taito introduced a
unique mobile telecommunication karaoke, which combines popular music and
motion images, and is planning to use this device to deliver its successful
mobile karaoke to overseas markets. Taito is one of the leading companies to
challenge and expand the concept of wireless content for mobile users all
around world. Taito has 1,165 employees and, in FY 2001, it rang up
approximately 70.5 billion yen (U
Please visit us at http://www.taito.co.jp

About Digital Bridges

Founded in 1998, Digital Bridges is a world leader in the creation and
distribution of mobile entertainment solutions. An industry pioneer, Digital
Bridges brings the best in mobile entertainment to more than 50 operators,
portals and other mobile content distributors worldwide representing 279
million subscribers. The company possesses a unique combination of mobile
technology, development and publishing expertise, and works with many of the
world's leading media and entertainment brands including Star Trek, Big
Brother, Scooby-Doo, Thunderbirds, Cartoon Network, Ali G Indahouse, Men in
Black, The Weakest Link, Space Invaders, EA SPORTS FIFA 2003 and EA SPORTS
Tiger Woods PGA Tour Golf*. UNITYTM, the company's best-in-class technology
platform, supports all current and future mobile standards, protocols,
technologies and operating systems. Digital Bridges' investors include Apax
Partners, Argo Global Capital and Openwave Systems Inc. Digital Bridges has
its commercial headquarters in

For more information, please call +44 (0)20 7901 1760 or visit us at
www.digitalbridges.com.

*All brands are registered trademarks of their respective owners.
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WANT TO WORK IN THE GAMES BUSINESS?

Codemasters Launches Career Advice Guides For Aspiring Programmers, Artists
and QA Technicians

New York - December 10, 2002 - For many gamers, the chance to work in the
games business and shape the way future titles are created is a real career
goal. Now Codemasters has launched a series of career guides, available
online at http://www.codemasters.com/jobs/careers for those seeking advice on
the background, education and skills needed to get a job in the gaming
industry.

Aimed at helping people to take their first step towards a career in the
video games industry, the guides are an ideal reference point for people
still in school and deciding which courses to take. The series focuses on
attaining graphics, programming and quality assurance (QA) positions.
Prepared by people working in those areas at Codemasters, the advice is both
practical and inspirational.

The guides also detail different positions within each field; for graphic
artists it discusses options from 2D and 3D artists and animators to more
specialized roles such as concept artists, GUI (Graphical User Interface)
artists and marketing artists. For aspiring programmers, the guide details
which programming languages are important, the software skills required and
web links to further informative and practical resources. For those with
personal love for video gaming and already have an understanding of what
actually makes a video game special, the QA Technician guide is a great
starting point. QA Technicians test video games in production and have direct
involvement with a game's development team to ensure the finished game is
perfect.

"The online career advice guides have been launched as a response to the
thousands of emails and letters we receive from students seeking
recommendation on which courses and qualifications are required to enter the
games industry," said Stephen Harrison-Mirfield, Codemasters' Group Human
Resources Manager. "We have a great record of taking graduates and making
them an essential part of game development teams. We hope the guides will
help more people to get the best grounding in education and inspire them to
further develop their interest in particular fields."

Codemasters' career advice guides are featured on the company's web site at:
http://www.codemasters.com/jobs/careers

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #
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An upcoming video game will allow you to be Hugh Hefner and "stroll through
the legendary love den":

http://www.cnn.com/2002/TECH/fun.games/12/12/game.playboy.reut/index.html
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>>>An upcoming video game will allow you to be Hugh Hefner and "stroll through
the legendary love den":

Gosh, that sounds so appealing.  Ack. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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PRODUCER FORD LYTLE GILMORE
LAUNCHES ILLUMINATI ENTERTAINMENT

-- Management and production company makes waves in film & television
with A-list comic book and video game creators --

LOS ANGELES (December 16, 2002) - Illuminati Entertainment
(illuminatientertainment.com) -- a trailblazing management and production
company focusing on clients with backgrounds in comic books and video games
-- launches with an A-list talent roster. Illuminati founder Ford Lytle
Gilmore is a producer and the former Vice President of Development at
Goodman/Rosen Productions, where he worked on licensed properties, including
video game franchises "Crazy Taxi" and "Perfect Dark."

While under a first-look producing deal with Goodman/Rosen, Gilmore set-up
projects including a television series based on Image Comics' hit series
Noble Causes, and a feature based on the best-selling horror/western game
"Deadlands" with Artists Production Group and producer David Permut ("Face
Off"). He had garnered the first-look deal after delivering video games such
as Atari's "Area 51" to the company, which promptly collaborated with the
Steve Tisch Company to set-up the property at New Line Cinema. In addition to
his successful track record as a producer and development executive, Gilmore
has been writing comic books professionally since high school. His most
recent work is the best-selling re-launch of the 80's cartoon franchise
Thundercats at WildStorm Productions.

Illuminati's primary focus is selling creator-owned concepts for film and
television. Secondly, and what makes the company so unique, is its ability to
develop and pitch new ideas and properties that are also ideal for
development in other media. Illuminati provides extensive creative services,
including conceiving and designing imaginary worlds, characters and fresh
ideas for ancillary industries, such as toys and video games. The company has
a strong emphasis on maneuvering its creators from comics and video games
into film and television.

Gilmore says, "Illuminati Entertainment grew out of the convergence of
comics, games, film and television. Our clients are the creators behind some
of the best-selling and most innovative properties on the market, and they
all bring unique voices to the table. While a big part of our business
involves representing the titles they've created, our concentration isn't
just on established properties--it's on building new brands and franchises
that can then crossover into comics, games and toys. As Hollywood's appetite
for comics and video games continually grows, I envision more companies like
Illuminati Entertainment emerging as the next logical step in our industry's
evolution."

Collectively, Illuminati's writers and artists have worked for every major
publishing house on countless comics, including Superman, Batman, Wonder
Woman, Spider-Man, X-men, Wolverine, Star Wars, James Bond, Transfomers and
G.I.Joe. Illuminati clients have designed characters, worlds, and merchandise
for video game and toy companies including: Mattel, Electronic Arts, Hasbro,
Sony Computer Entertainment, Activision and Toy Biz; working on brands such
as Star Wars, Everquest, Harry Potter, Jurassic Park, Jumanji and
Transformers.

Some of the talent signed to Illuminati that include the following:

* Dave Johnson has worked as a designer at Warner Bros. on shows including
"Batman Beyond" and "Justice League," winning an Emmy Award for the former.
In 2002, he was presented with an Eisner

* Award for his cover design work on such titles as Detective Comics and 100
Bullets. This was his second Eisner nomination, along with nominations for
the Harvey Awards and the Wizard Fan Awards.

* Phil Noto started as an animator with Disney, working on a myriad of films,
including "Lion King," "Pocahontas," "Hunchback of Notre Dame," "Mulan,"
"Tarzan" and "Lilo & Stitch." He is the regular cover artist for DC Comic's
Birds of Prey; he was the artist of Black Bull's Beautiful Killer, which was
recently set-up at Universal with Jessica Alba starring; and he is currently
working on Danger Girl: Hawaiian Punch.

* Tomm Coker has worked as an artist at Sony, most notably on the cartoon
"Men in Black." Other work includes storyboarding and designing the Keanu
Reeves film "The Watcher," as well as numerous commercials and music videos.
In 2003, he will debut his creator-owned (with Judd Winick) horror series
Blood and Water through DC Comics' Vertigo imprint. He wrote and directed his
first live-action short film, "A Day Between," which recently won Grand Jury
and Audience Favorite Awards on the festival circuit.

* Howard Chaykin pioneered the graphic novel form in the United States with
works like The Stars My Destination. He is the first comic creator ever
nominated for a Hugo Award and a Nebula Award. He created the influential
American Flagg! and redefined mainstream characters like The Shadow and
Blackhawk; he is currently working on a new hardcover graphic novel for DC
Comics entitled Mighty Love.. He has served as writer / producer on
television series "The Flash," "Viper," "Earth: Final Conflict" and "Mutant
X," as well as freelancing in feature films and television.

* Steve Lieber is best known now as the artist of the graphic novel Whiteout
and its sequel, Whiteout:Melt, which were nominated for six Eisner Awards --
"Melt" won for Best Limited Series. The feature film rights for Whiteout were
recently sold to Universal with Reese Witherspoon attached to star and
produce. Other notable credits include a run on the Batman title Detective
Comics and his Eisner-nominated collaboration with novelist Sara Ryan on Me
and Edith Head.

* Painter and illustrator J.G. Jones is renowned for redefining Marvel
Comics' femme fatale Black Widow. He has contributed painted covers for a
myriad of titles, including Vertigo's break-out success Y: The Last Man; as
well as Codename: Knockout and Just a Pilgrim, which was optioned by Catch 23
Entertainment and is soon to be a major motion picture. 2003 will see him
contribute an original story for "The Matrix" (Warner Bros.) website.

* Jeff Parker's joined Sony as a storyboard artist, working on cartoons like
"The Big Guy and Rusty" after spending a decade drawing comics. He's
storyboarded and/or designed a myriad of commercial campaigns, including
Jeep, Skechers, T-Mobile, and a Coors campaign with "Charlie's Angels"
director McG. His music video resume includes design work on Nelly's "Ride
Wit Me." His original graphic novel "The Interman" is due for publication in
January 2003.

* Dan Norton is a prolific designer. He worked for Sony and VSI on
"Everquest" -- the most successful online game in the world -- creating an
entire atlas for the game as well as many new creatures of the expansion
"Planes of Power." His comics career spans a decade; his most recent work
appeared in Ninja Boy, which was optioned by Warner Brothers Animation. 2003
will see Norton launch his own creator-owned title, Dark Cell, as well as
draw Dreamweave's highly-anticipated G.I.Joe / Transformers crossover.

* C.P. Smith began his career as a Flash animator. He created several
commercials for Avia, controlling the entire process from conception to
completion. This brought him to the attention of DC Comics, and he accepted a
production job in their San Diego offices. He went on to work on nearly every
major DC comic, including Batman and Wonder Woman. He is currently finishing
up his run on the new Star Wars Republic comic series for Dark Horse, and is
currently working for Activision on a new game based on Marvel Comics'
Fantastic Four.

About Illuminati Entertainment
Founded by producer Ford Lytle Gilmore in 2002, Illuminati Entertainment is
an innovative management and production company focusing on clients with
backgrounds in comic books and video games. The company grew out of the
convergence of comics, games, film and television and its clients are the
creators behind some of the best-selling and most original properties on the
market. Illuminati's concentration is not only on creator-owned material, but
also on building new brands and franchises that can crossover into ancillary
markets. The company has a strong emphasis on maneuvering its creators from
comics and video games into film and television. Prior to forming Illuminati,
Gilmore was an independent producer, working primarily on licensed properties
including video game and comic book franchises. In addition to his successful
track record as a producer and development executive, Gilmore has been
writing comic books professionally since high school, having created
best-selling titles for the likes of WildStorm Productions and Image Comics.

For more information, please visit www.illuminatientertaiment.com or email
info@illuminatientertainment.com.
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SEEK AND DESTROY MISSIONS HIGHLIGHT 'BLOWOUT'
MAJESCO'S NEW COMBAT SHOOTER
FOR PERSONAL COMPUTER, PLAYSTATION(r)2, AND XBOX(tm)

EDISON, NJ, December 17, 2002 - Majesco, one of the fastest-growing
publishers of interactive entertainment software, today announced one of its
newest offerings for 2003, BlowOut, a next generation 3D side-scrolling
shooter intended for release for the PlayStation(r)2 computer entertainment
system, Xbox(tm) video game system from Microsoft, and personal computer.
Developed by Kaos Kontrol, BlowOut is slated for release next fall.

"Combining classic game play with the power of the next generation systems,
BlowOut takes the side-scrolling shooter genre to a distinctively new level,"
said Ken Gold, Vice President of Marketing for Majesco. "With all the
suspense and thrill of a sci-fi action movie, a dark industrial soundtrack,
an intuitive level editor and character designs by Yasushi Nirasawa, BlowOut
is sure to blow gamers away next fall."

In BlowOut, gamers assume the role of Major John 'Dutch' Cane, a leader of a
mercenary commando platoon, fighting against the deadliest enemies the
universe has ever seen. A U.S. Marine Space Force headquarters has been
overrun by the vicious mutant Xenomorphs, leaving a gap in the operational
defenses. Gamers must use specialized sensor equipment and massive firepower
to locate and take out the enemy before they have a chance to zero in on the
station's control center and threaten colonized space.

To do so, players will need the full complement of BlowOut weapons that
increase in firepower and accuracy as the game progresses. So as to create a
believable environment, the weapons and ammo must be recovered from weapon
stashes, dead soldiers, or secret arenas.

Expanding the fun is BlowOut's level editor which empowers gamers to create
their own personal gaming experience. The integrated and easy-to-use editor
enhances the game's lifespan, and provides peer-to-peer interaction by
stimulating the sharing of creative content. With the online community a key
component of the game, Majesco is planning to launch a dedicated BlowOut web
site through which gamers can share user-created levels, or download
pre-designed levels from the developer, as well as artwork and game tips.

Adding to the overall look and feel of the game are the character designs by
Yasushi Nirasawa, the highly acclaimed animator, designer and conceptual
powerhouse. Nirasawa is famous for designing demonic creatures for top video
games, including Soul Caliber, Deep Fear and Enemy Zero and has worked on
character designs in top movies such as Final Fantasy and Men in Black.

Additional information on Majesco's entire line-up of exciting products can
be found online at <http://www.majescogames.com/> www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, and Black & Bruised, an
over-the-top, cartoon-style boxing game, scheduled to ship in early 2003.
Majesco can be found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.
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Santa's Christmas List
by Ken Gagne

As Santa prepared for his annual trip, he reviewed his lists. It's been a
busy year for the video game industry, and while many publishers had been
nice, the business had a few naughty players as well. Here's what they can
expect from Kriss Kringle this holiday:

Nice:

  * Nintendo, for pursuing a mature gaming demographic with titles
    such as Eternal Darkness and Resident Evil.
  * Nintendo again, for renewing their legendary hallmarks with games
    like Super Mario Sunshine and the incredible Metroid Prime.
  * Sony, for the PlayStation 2 Network Adaptor that supports dial-up,
    allowing the majority of gamers to get online.
  * Microsoft, for including Internet connectivity in their Xbox, and
    implementing it with a simple, annual service package.
  * All three hardware developers, for engaging in a competitive price
    war that benefitted all consumers this holiday season.
  * Sega, for being fruitful and multiplying their franchises with
    their "platform agnostic" publishing scheme, allowing Nintendo,
    Sony, and Microsoft fans alike to enjoy such popular icons as
    Sonic, Shinobi, and Shenmue.
  * Square and Enix. The merging of these two powerhouses of
    role-playing games (RPGs) was unexpected, with more surprises sure
    to come from the joint teams.
  * Capcom, for pledging five GameCube-exclusive games - four original
    titles in 2003, and Resident Evil 4. It's a positive step away
    from the rampant gluttony that produces the same game for every
    system.
  * Any publisher with plans to feed the retrogaming craze with new
    games, be they Ninja Turtles, Transformers, Spy vs. Spy, or TRON.
  * Microsoft, for buying development team Rare.

Naughty:

  * Nintendo, for selling Rare. Even if Rareware accounted for a only
    a small percentage of Nintendo's sales, those are now sales
    Microsoft will have. Hello, Perfect Dark X...
  * Nintendo again, for delivering their online adaptors in such
    scarcity that not even fans of the GameCube's only online game,
    Phantasy Star Online, could enjoy it.
  * Enix, for cancelling the PlayStation remix of the best RPG ever,
    Dragon Warrior IV. Sure, sales of the series' seventh installment
    were poor last year, but that's what happens when you release a
    game that's old before it even hits store shelves.
  * Companies who practiced layoffs this year: Infogrames (60% of
    their European staff) and Konami (the dissolution of their West
    Coast operations, as well as subsidies in Kobe in Nagoya). Santa
    owes these worthy, but unemployed, developers something special
    this year.
  * Parents who ignored ESRB ratings on video games, only to be
    shocked to find their children playing Grand Theft Auto: Vice
    City. Be actively aware of what games are available and what
    they're about: your presence (and dollars) will speak louder to
    both publishers and gamers than your protests ever will.
  * Acclaim, for spoiling their once-excellent Turok series; for their
    silly promotions that defaced gravestones and renamed children;
    and for BMX XXX. All this could've been avoided.
  * Australia, for banning BMX XXX. This commercial venture cannot be
    accurately lauded or ridiculed if consumers and retailers aren't
    given the opportunity to sell, or not sell, it.
  * Japan, for getting exclusives like Final Fantasy X International
    which will never be seen in the USA, and for titles they get
    before the rest of the world, like the new Zelda. True that it's
    not necessarily Japan's fault, but coal all around, just the same.
  * Greece, for outlawing gaming in all forms, be it in arcades or on
    cell phones. The ban lasted only a few months, but remains as an
    outrage - and the height of ludicrousness.
  _________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 23-Dec-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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ACADEMY OF INTERACTIVE ARTS AND SCIENCES (AIAS) NAMES SEGA's YU SUZUKI
WINNER OF THE PRESTIGIOUS HALL OF FAME AWARD

Suzuki will accept award from 2002's winner Will Wright at the Interactive
Achievement Awards in Las Vegas, February 27, 2003

LOS ANGELES, CA - [January 7, 2003] - The Academy of Interactive Arts and
Sciences today announced that SEGA(R)'s Yu Suzuki will receive its coveted
Hall of Fame award. The award will be presented as part of the Interactive
Achievement Awards at the 2003 D.I.C.E. Summit (Design, Innovate,
Communicate, Entertain), at the Hard Rock Hotel & Casino in Las Vegas,
February 27, 2003.

"Yu Suzuki joins an impressive roster of game creators who have won this
award for their leadership and innovation," said Paul Provenzano, President
of AIAS. "He has not only created some of the best video games in the world,
but he has also helped enhance awareness and appreciation of this interactive
art form."

"I am greatly honored to receive the Academy of Interactive Arts and Sciences
Hall of Fame Award," said Yu Suzuki, executive officer and leading video game
developer, SEGA Corporation. "I am pleased to be highly commended by the AIAS
as a Hall of Fame Inductee along with many industry visionaries."

Mr. Suzuki will receive the award from the 2002 winner, Will Wright of Maxis
(SimCity, The Sims, The Sims Online). Other past winners include 2001's
winner John Carmack (DOOM, Quake); 2000's winner Hironobu Sakaguchi (Final
Fantasy); 1999's winner Sid Meier (Civilization, Railroad Tycoon); and 1998's
winner Shigeru Miyamoto (Pikman, Donkey Kong, Legend of Zelda, Mario).

Mr. Suzuki is widely recognized as one of the forefathers of console video
gaming. He is best known for his many industry firsts and genre breaking
games including "Outrun(TM)," "Space Harrier(TM)," "Shenmue(TM)," and the
"Virtua Fighter(TM)" series. The "Virtua Fighter" series is recognized for
its contributions in the fields of Art & Entertainment and is the only video
game on permanent display in the Smithsonian Institution's Permanent Research
Collection on Information Technology Innovation, at the Smithsonian's Natural
Museum of American History in Washington, D.C.

The standards for consideration of a Hall of Fame Award are very high.
Criteria considered by the Academy Board include: pioneering a new genre or
redefining an existing genre with a significant advance (i.e. changing the
face of the art form); influencing other designers and products;
demonstrating the highest level of creativity and innovation which results in
ongoing cultural significance and influence; and consistent product success
of a scale that expands the scope of the industry.

In addition to receiving the Hall of Fame Award, Mr. Suzuki will participate
in a workshop at the 2003 D.I.C.E. Summit with fellow Hall of Fame winner,
Nintendo's Shigeru Miyamoto. "An Audience with the Masters" is a rare
opportunity for attendees to pose questions directly to game design masters.


The Academy will present Interactive Achievement Awards in 30 craft, console,
computer, and online categories. Aside from the Hall of Fame Award,
highlights include an overall Game of the Year as Innovation in Gaming.

About the Academy of Interactive Arts and Sciences Located in Los Angeles,
CA, the Academy of Interactive Arts & Sciences (AIAS) is an official
professional academy of the $ + billion interactive entertainment software
industry. AIAS is supported by the industry's leading companies and counts
among its board of directors representatives from Activision, Bioware
Entertainment, Electronic Arts, Ensemble Studios, Infogrames, Insomniac
Games, Interactive Digital Software Association, Microsoft, Nintendo of
America, Oddworld Inhabitants, Sony Computer Entertainment America, Sierra
Entertainment, and Carnegie Mellon University.

For more information about the Interactive Achievement Awards, AIAS, or to
register for the D.I.C.E. Summit, visit the Web site at www.interactive.org
or www.dicesummit.com.

AIAS Contact:
David Park, 323-954-0415
david@parkandassociates.com

SEGA Contacts:
Gwen Marker, 415-701-3814
gwen.marker@segaamerica.com

Molly Musler, 415-844-6230
mmusler@accesspr.com
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MAJESCO'S 'BLACK & BRUISED' GOES GOLD; ON SCHEDULE TO SHIP JANUARY 28
Cartoon-Style Boxer Supported by Integrated Marketing Campaign

EDISON, NJ, January 21, 2003 - Bringing wacky humor and over-the-top
arcade-style boxing to the PlayStation(r)2 computer entertainment system and
Nintendo GameCube(tm), Majesco, one of the fastest-growing publishers of
interactive entertainment, today announced that Black & Bruised has gone gold
and will ship to stores January 28. Supporting the release of the title is an
integrated marketing campaign highlighted by strategic cross-promotions
including a national mall tour and in-store kiosks.

"The developer of Black & Bruised, Digital Fiction, has done a superb job of
blending humor and back story, with solid mechanics and cel-shaded graphics,
to produce a unique product that is certain to captivate players," said Ken
Gold, Vice President of Marketing for Majesco. "Our comprehensive marketing
campaign utilizes a wide array of marketing vehicles, each designed to
heighten consumer awareness and build excitement for Black & Bruised."

Elements of Majesco's Black & Bruised marketing campaign include:

*       Nationwide In-Store Kiosks
*       PlayStation 2 in-store kiosks will feature a Black & Bruised consumer
demo from mid-January though March. Additionally, footage from the game is
also appearing on Sony's merchandising video in select outlets.

*       GameLive Mall Tour
*       A 12-city tour kicks off in February and runs through March providing
consumers the chance to play Black & Bruised and win prizes.

*       Nintendo Pre-Sell Tie-In with The Legend of Zelda: The Wind Waker
*       Black & Bruised game video included on a free Nintendo compilation
disc which will be distributed to all consumers who pre-order their copy of
The Legend of Zelda: The Wind Waker for GameCube.

*       PlayStation 2 Consumer Demo
*       February issue of Official PlayStation Magazine includes a Black &
Bruised demo on its consumer CD.

*       Channel "M" Arcade TV
*       Black & Bruised game play video runs throughout February in 150
arcades across the country and game brochures with a $5 mail-in product
rebate will be distributed.

*       Multi-Tiered Print Campaign
*       Three different ads appear in January and run through March in all
major gaming publications and in teen-oriented magazines such as Spin,
Wizard, and DC Comics;
*       Free two-sided Black & Bruised poster collated into January newsstand
issues of PlayStation Magazine.

*       Official Black & Bruised Website
*       Comprehensive website includes game info, movies, screenshots,
downloads, contests, and more;
*       Registrants at www.blackandbruised.com
<http://www.blackandbruised.com/> can request a free PlayStation 2 consumer
demo.

*       DC Comics Retail Cross-Promotion
*       $5 instant savings coupons for key retailers inserted into April
cover issues in the teen line. Includes more than 30 comics and a circ of 1.5
million.

About Black & Bruised
Developed by Digital Fiction, Black & Bruised is an over-the-top,
arcade-style boxing game that combines wacky cartoon humor with
thumb-twitching boxing action. Cel-shaded graphics and off-the-wall special
effects create an experience similar to a fast-paced cartoon episode.
Detailed facial animations convey a boxer's mood and reactions, while
real-time damage indicates injuries over the course of a fight.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's recently released
multi-platform, supernatural action/thriller, BloodRayne, and Black &
Bruised, an over-the-top cartoon-style boxing game, scheduled to ship on
January 28. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.
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ELECTRO SOURCE'S CONTINUED SUCCESS REFLECTED IN 2002 GROWTH.
ADDITIONS TO MANAGEMENT SPURS INCREASED SALES

Vernon, Calif., January 22, 2003 - Electro Source, LLC (ESL) a leading
distributor of video game products, has announced a 25% growth in sales
volume for the 12-month period ending December 31, 2002 versus the same 2001
period. In contrast to difficulties and slow sales experienced by many
industry competitors, ESL's sales revenue increased over the previous year.
ESL executives attribute this success to a variety of factors including
newly established retail partners, improved vendor relationships and the
addition of several key members to their management staff.

Stated Electro Source's CFO, Mike Placido: "We're thrilled at the increased
success we've had this last year. The last year has been tough for everyone,
whether in our line of business or not. While many of our industry peers
have had difficulty meeting their sales goals, we've actually met and even
surpassed ours, and have done so profitably." Continued Placido: "There are
many reasons for our success in 2002, not the least of which is the
improvements we've made to our management team."

A key addition to the ESL staff is Trent Tribe as Senior Vice President of
Distribution. Under Tribe's direction, the company has continued a
successful flow of product into retail channels as well as creating new
relationships with many new retail partners including Radio Shack and Tower
Records. In the second half of 2002, ESL established an exclusive supplier
relationship with Radio Shack, providing over 5500 stores with a highly
successful PlayStation 2 bundle. In addition, ESL managed a
direct-to-consumer special order program for all 5,500 stores. Another key
player joining Electro Source in late 2002 was new Vice President of Sales,
Gary Shuster, who came to ESL with a wealth of industry experience and has
provided an immediate impact on sales.

According to Bill Loebbaka, CEO of Electro Source, "Clearly 2002 turned
into a very interesting year with the port strike and then the slower than
anticipated holiday retail season. It is refreshing to see how well our
organization adapted to these issues while at the same time maintaining
excellent relations with our financial supporters. I think it is safe to
say that our financial viability and resources puts us near the top of our
industry."

Electro Source, LLC

Electro Source, LLC is one of the leading distributors of video game
software, hardware and accessories in the United States. Originally founded
in 1990, ESL's diverse distribution service remains focused on the
interactive home entertainment industry and represents all platforms
including PlayStation*, PlayStation* 2, Nintendo* 64, GameCube*, Game Boy*
Color, Game Boy* Advanced, and Microsoft Xbox. ESL is headquartered in
Vernon, California and is the manufacturer and exclusive distributor of
Pelican Accessories.
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NEC Launches US Gaming Division, NEC Interchannel, Ltd.

Gaming Console Manufacturer Returns to Industry After Eight-Year Hiatus;
Plans to Publish For All Next Generation Consoles

SANTA CLARA, CA - (February 4, 2003) - NEC Interchannel, Ltd., a subsidiary
of NEC Corporation, today announced its plans to enter the gaming industry as
a third-party publisher for the PlayStation 2 computer entertainment system,
the Nintendo GameCube and Game Boy Advance handheld systems, and the Xbox
video game system from Microsoft.

Headed by former senior vice-president of Capcom Entertainment, Inc., Clint
Kurahashi, NEC Interchannel expects to release its first product in February
2003, a futuristic racing title for the Nintendo GameCube entitled Tube
Slider(tm).

In 1989, NEC launched the TurboGrafx-16, the first videogame console in the
US market to feature 16 bit processing power and six-channel sound. The
TurboGrafx-16 featured several popular games such as Bonk's Adventure(r),
Shinobi(r), and Military Madness(tm). The company also released the
TurboExpress system, the first 16 bit handheld. The TurboExpress was highly
acclaimed for its active matrix color screen and its ability to play
TurboGrafx-16 cartridges.

"With the wealth of video gaming experience and resources here at NEC, we
hope to make an impact in the coming years," said Clint Kurahashi, executive
vice-president, NEC Interchannel, Ltd.

NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NEC's
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

(r), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo. (c) 2001 Nintendo.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

"Bonk's Adventure" is a registered trademark of NEC Solutions (America), Inc.

"Shinobi" is a registered trademark of Sega Corporation

All other trademarks or registered trademarks are property of their
respective owners.

Copyright (c) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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PELICAN CUTS OUT MIDDLEMEN TO DEVELOP CONTENT
FOR POPULAR CODEBREAKER PRODUCT

Vernon, Calif., February 3, 2003 - Pelican Accessories, one of most widely
recognized developers of 3rd party peripherals for the interactive
entertainment industry, has announced today its decision to develop content
in-house for its highly successful CodeBreaker game enhancement device. The
decision to develop its own R&D department was prompted by frustration with
3rd party providers' inconsistent performance and inability to bring
innovative new products to market quickly. Company executives have stated
that its R&D department has already provided a solution to providing content
for current CodeBreaker products without any interruption in the supply
stream. As well, Pelican expects to rapidly bring to market new enhancements
exclusive to Pelican.

CodeBreaker is a video game enhancement device that allows the user to
"break in" to thousands of video games, unlocking limitless secrets,
characters, levels and ammunition hidden within each game. Over the last
three years, CodeBreaker has gained consumer recognition as the best
enhancement device available at an attractive price. Pelican has hired its
own team of top-notch programmers and software developers, including the top
cheat code hacker in the country, to replace its outside content supplier.

"We've brought the entire development of this product under one roof," stated
Pelican's President, Chris Richards. "This dramatic decision now gives us
complete control over our content and allows us to accelerate any changes or
adjustments to the product while continuing to provide the current version of
CodeBreaker to our customers. Having the support of the best cheat code
hacker in the country gives us a distinct advantage over companies which rely
upon 3rd party content providers."

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

###
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PELICAN ACCESSORIES SUES MAD CATZ FOR THEFT
OF TRADE SECRETS AND SEEKS INJUNCTION

Los Angeles, CA February 10, 2003 -- Pelican Accessories, a developer of
video game peripherals, filed suit in Superior Court today against competing
peripheral developer Mad Catz alleging that Mad Catz conspired with cheat
code content provider Fire International to misappropriate Pelican
Accessories proprietary game enhancement encryption codes. The suit also
charges Mad Catz and Fire with conspiracy to defraud Pelican Accessories in
connection with Mad Catz recent acquisition of the GAME SHARK trademark from
Interact.

Pelican Accessories Complaint presents a laundry list of claims against Mad
Catz, Fire International and its principal shareholder, Jason Cooper, for a
series of "bad acts." According to the Complaint, Fire and Pelican
Accessories participated in a joint venture for over two years in connection
with the promotion and development of the CODEBREAKER line of game
enhancement products in the United States. Using confidential information it
gained from its fiduciary relationship with Pelican Accessories, Fire is
alleged to have disclosed confidential bid information to Mad Catz, thereby
allowing it to become the successful bidder for the GAME SHARK trademark. In
addition, the suit alleges that Mad Catz and Fire had been negotiating "under
the table" for months while Fire was representing to Pelican Accessories that
the business relationship between Fire and Pelican was solid and exclusive.

Chris Richards, Pelican Accessories President, declined to comment further on
the details of the serious allegations leveled at Mad Catz and Fire in the
Complaint. However, Mr. Richards did say that Pelican Accessories would soon
be filing a Motion for Preliminary Injunction to stop Mad Catz from
introducing its GAME SHARK line of products based upon trade secrets
misappropriated from Pelican. Mr. Richards also pointed out that retailers
who decide to risk carrying the new GAME SHARK products containing
proprietary trade secrets from Pelican Accessories may be asked to remove
those products from their shelves in the near future.

As far as new content for CODEBREAKER PRODUCTS, Chris Richards reported that
Pelican Accessories has already created its own in-house content development
group, which will exponentially increase its speed to market with new
CODEBREAKER products. Richards added that the unprecedented level of
unethical behavior by Mad Catz and Fire left Pelican with no alternative but
to take this legal action. He said his companys Board of Directors is intent
on exposing all the facts related to Mad Catz interference with a two year
joint venture between Fire and Pelican.

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

###
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Tough on crime?  Check out isonews.com.

Neat. :)
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CNN.com reports on a predicted surge in video game sales this year:

http://www.cnn.com/2003/TECH/fun.games/03/12/game.sales.reut/index.html
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Majesco Announces Launch of Dedicated 'BlowOut' Web site
Publisher: Majesco Developer: Kaos Kontrol

BlowOut, a next-generation, 3D side-scrolling shooter arriving this Fall gets
a new home on the web, as Majesco launches the official BlowOut Web site. The
site will offer an exciting array of features that can be found exclusively
at: http://www.blowoutgame.com/ <http://www.blowoutgame.com/> . Via BlowOut's
user-friendly level editor, gamers can create and upload their own levels, or
download pre-designed levels from the developer. The Web site will also
feature a "Shoutbox" section giving gamers the opportunity to chat in
real-time.

The Web site offers exclusive downloadable movies, screen shots, and special
character art designed by the famed Yasushi Nirasawa, who is best known for
designing demonic creatures for top video games, including Soul Calibur(tm)
and has worked on character designs in movies such as Final Fantasy(tm) and
Men in Black(tm).

BlowOut is a pick-up-and-play, side-scrolling combat action game that uses
3D character models and will be shipping this October 2003 for
PlayStation(r)2, Xbox(tm), and PC.
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CNN.com reports on the current popularity of war games:

http://www.cnn.com/2003/TECH/fun.games/04/17/war.games.reut/index.html
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A fluff piece on women in video games appears today on CNN.com:

http://www.cnn.com/2003/TECH/02/18/hln.game.female.characters/index.html
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OSDN Announces New Games Section on Slashdot(R)

Popular technology news site launches games section for PC and console
gamers

April 29, 2003 - Boston, MA - OSDN's Slashdot (www.slashdot.org), the leading
technology news and discussion site, today announced the launch of Slashdot
Games, a new information section of the site aimed at serving the needs of
the fast-growing gaming community. The new site provides Slashdot-style
editorial to console and PC gamers, developers and designers.

Slashdot Games (http://games.slashdot.org) features the same level of dynamic
content the Slashdot community has come to expect, including daily articles,
new product announcements, discussion of game development and programming,
interviews with leading game developers and designers, reviews, and open
commentary from site visitors.

"We've wanted to run a game section on Slashdot for years. We constantly have
an abundance of game related content that we don't have room for on the main
page, and now all of that will have a home. Besides, now I can count
'Zelda(TM)' on my timesheet," said Slashdot site director and co-founder, Rob
Malda.

Slashdot site visitors are consummate gamers, active in the gaming community,
and likely to purchase new games and/or hardware on a regular basis. 89% of
site visitors play electronic games and use computer games, while more than
half use console games and online games. Almost half plan to make some type
of game purchase in the next twelve months.*

"Slashdot will work with the PC, console, and retro gaming communities to
provide the best content and information on games," said Slashdot Games
editor Simon Carless. Carless will share editorial responsibilities with
well-known Slashdot editor Jon "Cowboy Neal" Pater. With Pater's acknowledged
passion for gaming and Carless' expertise as a writer and designer in the
games industry, Slashdot Games provides a first-person understanding of games
technology and trends to create the most relevant article library possible.
Carless' credits include writing columns and articles for noted industry Web
site Gamasutra, and designing PC and console titles for companies such as
Atari and Eidos Interactive.

For more information about Slashdot, go to www.slashdot.org. For information
about advertising on Slashdot Games, go to advertising.osdn.com or contact
eric.kazanjian@osdn.com. To submit editorial content for potential inclusion
on Slashdot Games, go to www.slashdot.org/submit.pl and select Games in the
section pull-down.

About Slashdot
Slashdot, voted #1 Tech Blog from a recent Forbes' poll, brings the day's top
technology, science and culture news to the worldwide technology community
for comment, debate and scrutiny. Slashdot editors post news items throughout
the day. Frequently, sites highlighted on Slashdot experience "the Slashdot
effect"-intensive traffic spikes lasting up to two days. One of the fastest
growing IT sites, Slashdot's page views have increased 41% year-over-year,
and unique visitors have increased 23% year-over-year.

About OSDN
OSDN (Open Source Development Network, Inc.), a subsidiary of VA Software
Corp. (Nasdaq: LNUX), is the most dynamic community-driven media network on
the Web. OSDN publishes two world-renowned networks of Web sites: the OSDN
Technology Network, which attracts every level of IT decision maker,
influencer and buyer; and the MediaBuilder Network, which reaches graphic
artists and Web designers worldwide. Each month, OSDN sites deliver more than
160 million page views and reach 9 million unique visitors.

*Source: OSDN's January 2003 Laredo Survey

Note to editors: Slashdot is a registered trademark of the Open Source
Development Network, Inc., in the United States and other countries. VA
Software and OSDN are trademarks or registered trademarks of VA Software
Corporation in the United States and other countries. All other trademarks
are property of their respective owners.

 ------------
Category 8,  Topic 1
Message 54         Wed May 07, 2003
KGAGNE [Ken]                 at 18:18 PDT

PELICAN ALLEVIATES CONSUMER FEARS;
ANNOUNCES FIRST 3RD PARTY CONSOLE PROTECTION GUARANTEE

Vernon, Calif., May 1, 2003 - Pelican Accessories has announced the initiation
of a new Console Protection Guarantee program that guarantees the repair or
replacement of any video game console (PlayStation(R) 2, GameCube(R), Xbox(R)
etc) that is damaged as a direct result of using a Pelican product during game
play. This is the first such guarantee program offered from a 3rd party
developer in the video game industry and promises to alleviate any fears
consumers or retailers might have concerning the use of 3rd party products. By
the summer of 2003, the new Console Protection Guarantee will be clearly
marked on all Pelican product packaging and will state: "If Pelican's product
causes damage to your video game system through normal operation, Pelican
Accessories will repair or replace your system at no charge."

A lack of consumer and retailer confidence in 3rd party products is an issue
faced by all peripheral developers, an issue Pelican Accessories has chosen to
address head on. Pelican's President, Chris Richards, sees this as an
opportunity to develop a greater sense of long term trust and brand loyalty.
"Clearly there is a segment of the market that feels insecure about paying for
a 3rd party accessory. That and the fact that the console developers state in
their manuals that use of a 3rd party accessory will automatically negate the
manufacturers warranty. This makes our job a lot more difficult trying to
convince the buying public that our product is of sound design and quality."
Continued Richards, "We are offering the most aggressive guarantee the
industry has seen in order to prove our confidence in the quality of our
product."

In addition to the Console Protection Guarantee, Pelican will also provide a
minimum 5 year warranty on all controllers and a lifetime warranty on cables
and other accessories. All details and conditions of the product protection
guarantee and product warranty's will be fully explained in the product
manuals and/or warranty card enclosed in each product package.

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

###

 ------------
Category 8,  Topic 1
Message 55         Thu May 08, 2003
KGAGNE [Ken]                 at 15:36 PDT

I don't usually post PC news, but was intrigued by the following:

Lynda Carter Back for More in Bloodmoon Expansion Pack for Morrowind
Actress Lends Voice Talent For Expansion to 2002 Game of the Year

May 8, 2003 (Rockville, MD) - Bethesda Softworks(R) announced today that
actress Lynda Carter, best known for her starring role as television's
"Wonder Woman", has recently completed voice work for The Elder Scrolls III:
Bloodmoon(tm). Slated to hit stores in June, Bloodmoon is the expansion pack
that adds all new quests and content for The Elder Scrolls III: Morrowind(R),
which was named the Best RPG and Best Game of 2002 by numerous print and
online publications.

Carter provides the voices for the female Nords, the native race of the
frozen island of Solstheim where Bloodmoon takes place.

"It's great to work with Lynda again," said Todd Howard, executive producer
of The Elder Scrolls(R) series, who has won numerous awards for his previous
work. "She did an amazing job with Morrowind, and she's a huge addition for
Bloodmoon. Nords play the prominent role in this game, so she really gets to
show off now."

"I was extremely impressed with the artistic quality of Morrowind and
thoroughly enjoyed my role in making the game," said Carter. "All the awards
and accolades it's won to date are so well deserved, and I was delighted to
have another opportunity to work with the Morrowind team."

In Bloodmoon, you'll experience snow, blizzards, and new creatures, including
frost trolls, ice minions, and wolves...just to name a few. You'll have a
choice of stories to follow and have the opportunity to defend the colony,
take control over how the colony is built up, and eliminate the werewolves.
Or, you can decide to join the werewolves and become one of them, opening up
a whole new style of gameplay.

For more information on Bloodmoon and Morrowind, visit the official web site
at www.elderscrolls.com.

About Morrowind(R)

Winner of more than 60 awards, including Game of the Year, PC
RPG-of-the-Year, Xbox RPG-of-the-Year, and Xbox Game of the Year, Morrowind
has broken new ground for the role-playing genre. An epic, open-ended
single-player RPG, Morrowind allows you to create and play any kind of
character imaginable. You can choose to follow the main storyline and find
the source of the evil blight that plagues the land, or set off on your own
to explore strange locations and develop your character based on their
actions throughout the game. Featuring stunning 3D graphics, open-ended
gameplay, and an incredible level of detail and interactivity, Morrowind
offers a gameplay experience like no other.

About Bethesda Softworks

Headquartered in Rockville, MD, Bethesda Softworks (http://www.bethsoft.com)
is a developer and publisher of entertainment software. Bethesda is the
entertainment software division of ZeniMax Media Inc., and has published
numerous award-winning titles, including the Elder Scrolls series, the
Terminator series, and will publish the upcoming Pirates of the Caribbean
game for Xbox and PC. Bethesda Softworks' full product line spans the sports,
racing, RPG, strategy and action genres.

Bethesda Softworks LLC is a ZeniMax Media company. The Elder Scrolls,
Morrowind, Tribunal, Bloodmoon, Bethesda Softworks and ZeniMax and their
respective logos are registered trademarks or trademarks of ZeniMax Media
Inc. Xbox and Microsoft are registered trademarks of Microsoft Corp. Pirates
of the Caribbean (C) Disney. Other product and company names referenced
herein may be trademarks of their respective owners. All rights reserved.
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Study: Playing video games not so mindless

Thursday, May 29, 2003 Posted: 2:28 AM EDT (0628 GMT)

NEW YORK (AP) -- All those hours spent playing video games may not be wasted
time after all: A new study suggests action-packed video games like "Grand
Theft Auto III" and "Counter-Strike" may sharpen your mind.

Story continues at

http://www.cnn.com/2003/TECH/fun.games/05/28/action.video.ap/index.html
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MAJESCO STEPS INTO THE EXTREME FIGHTING RING;
SIGNS EXCLUSIVE WORLDWIDE LICENSING AGREEMENT
WITH KING OF THE CAGE

EDISON, NJ, May 28, 2003 - Majesco, one of the fastest growing publishers of
interactive entertainment software, today announced that it has entered into
an exclusive licensing agreement with King of the Cage, a mixed martial arts
fighting league. Under terms of the agreement, Majesco obtains the worldwide
right to publish video games under the King of the Cage banner. The first
title is scheduled for release at the end of next year.

"We are excited to partner with King of the Cage and bring their unique and
exciting brand of extreme fighting to the interactive entertainment arena,"
said Jesse Sutton, President of Majesco. "With the growing popularity of
mixed martial arts fighting and the reputation behind King of the Cage, we
believe we can expand our product lineup with an innovative property."

King of the Cage features a pantheon of top-rated mixed martial arts fighters
competing in one-on-one, steel cage battles to prove who has the strength,
power and heart to survive.

More information about Majesco's exciting line-up of products can be found
online at http://www.majescogames.com <http://www.majescogames.com/> .

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(r),
PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm) and Game
Boy(r) Advance systems, as well as the personal computer. Included among
these are Majesco's multi-platform, supernatural action/thriller, BloodRayne,
released in October 2002, and Black9, an original action/RPG for console and
PC, scheduled for release this fall. Also announced for Xbox(r) and PC is
Advent Rising, the first in a trilogy of intergalactic action/adventure games
and novels, scheduled for 2004. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.

About King of the Cage
Originating in 1999, King of the Cage was the vision of promoter Terry
Trebilcock, Jr., who teamed with Bud Brutsman, Executive Producer, who
developed it as a multi-media property. Since then, aforementioned team has
produced in excess of 30 live events, of which five have been live
international pay per views. In addition, Brutsman's BCI/Eclipse further
distributes the brand to the world of home video and DVD, along with tape
delayed pay per view airings. King of the Cage is the fastest growing of any
of the main players in the mixed martial arts promotion community in the
United States today. King of the Cage is represented in its partnership with
Majesco along with its relationship to the pay per view world by Steve
Karel's Stonecutter Media Ltd. of New York.

# # #
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Following up on message #52 is another CNN.com piece on women in video games.

http://www.cnn.com/2003/TECH/fun.games/06/02/games.females/index.html

"Xtreme Hopping"???
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"JUDGE REFUSES TO DISMISS PELICAN ACCESSORIES SUIT AGAINST MAD CATZ FOR THEFT
OF TRADE SECRETS, CONSPIRACY TO DEFRAUD AND UNFAIR COMPETITION"

Los Angeles, CA. On June 4, 2003, the Los Angeles Superior Court denied Mad
Catz' attempt to dismiss Pelican Accessories' suit against Mad Catz for theft
of trade secrets, conspiracy to defraud, and unfair competition.

Pelican Accessories' lawsuit alleges that Mad Catz conspired with cheat code
content provider Fire International to steal Pelican Accessories' proprietary
game enhancement encryption software. The suit also charges Mad Catz and Fire
with conspiracy to defraud Pelican Accessories in connection with Mad Catz'
recent acquisition of the GAME SHARK trademark from Interact.

Pelican Accessories' Complaint against Mad Catz, Fire International and its
principal shareholder, Jason Cooper, is based upon extensive allegations of
wrongful conduct in furtherance of their fraudulent scheme. Fire and Mad Catz
are alleged to have schemed for months "behind Pelican Accessories' back" to
acquire the GAME SHARK trademark by using Pelican Accessories' confidential
information which Fire obtained during a two year joint venture in connection
with the promotion and development of the CODEBREAKER line of game
enhancement products in the United States.

Mad Catz sought to have the Court dismiss Pelican Accessories' claims against
Mad Catz, arguing that Pelican Accessories' claims could not be sustained.
The Court rejected Mad Catz' arguments in their entirety and refused to
dismiss Pelican Accessories' claims, finding, among other things, that
Pelican Accessories had alleged sufficient facts to support its claims for
misappropriation of trade secrets, conspiracy to defraud, tortious
interference with contractual and business relations and unfair competition
against Mad Catz.
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CNN.com reports on the video game based on the movie "The Hulk":

http://www.cnn.com/2003/TECH/06/25/hln.game.the.hulk/index.html
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All Five Top-Selling Game Titles Blast Dolby Audio for Two Months Running

Dolby dominates top-selling titles for April and May 2003;
Consumers win with top-quality audio experience

San Francisco, July 1, 2003-Anyone playing this year's hottest games can
experience them in either electrifying Dolby Pro Logic II or Dolby Digital
5.1 surround sound, depending on the title; these audio technologies provide
the most realistic and thrilling gaming experience possible. NPD Funworld and
Arcadia Investment Corp. estimates confirmed that the top-selling titles for
April and May 2003 all include Dolby Pro Logic II or Dolby Digital 5.1
technologies from Dolby Laboratories. For the ultimate gaming experience,
gamers can easily connect their game consoles to a surround sound system
equipped with Dolby Pro Logic II and Dolby Digital decoding.

Top Five Titles for April 2003
All of the following games feature Dolby Pro Logic II technology:
1. Tom Clancy's Splinter Cell by Ubisoft for Sony PlayStation 2
2. Def Jam Vendetta   by Electronic Arts for Sony PlayStation 2
3. NBA Street, Vol. 2 by Electronic Arts for Sony PlayStation 2
4. Midnight Club II by Rockstar Games for Sony PlayStation 2
5. The Wind Waker by Nintendo for its GameCube system

Top Five Titles for May 2003
1. Enter the Matrix by Atari for Sony PlayStation 2, featuring Dolby Pro
Logic II
2. NBA Street Vol. 2 by Electronic Arts for Sony PlayStation 2, featuring
Dolby Pro Logic II
3. Enter the Matrix by Atari for Microsoft Xbox, featuring Dolby Digital 5.1
4. Wolfenstein: Tides of War by Activision for Microsoft Xbox, featuring
Dolby Digital 5.1
5. Brute Force by Microsoft Game Studios for Microsoft Xbox, featuring Dolby
Digital 5.1

"We've worked extensively with the developers and publishers on these
top-selling game titles to make sure that gamers are blown away by the
5.1-channel audio when these games are played on a console connected to a
surround sound system," said Jack Buser, Manager, Game Developer Relations at
Dolby Laboratories. "Gamers who have hooked up their consoles to their home
theater systems will be able to actually hear enemies sneak up behind them,
figure out where sniper fire is coming from, or determine in which direction
to run based on sounds from their surroundings in either Dolby Pro Logic II
or Dolby Digital 5.1," he added.

Dolby Pro Logic II encoding allows five channels of audio to be encoded into
an Lt/Rt signal. A Dolby Pro Logic II decoder relies on amplitude and phase
differences between the two channels of a left/right signal to extract five
channels: left, right, center, left surround, and right surround. All five
channels of Dolby Pro Logic II are full bandwidth. Dolby Pro Logic II
gracefully decodes any two-channel source material, ranging from stereo music
to Dolby Surround content, as well as Dolby Pro Logic II content. Content
encoded with Dolby Pro Logic II is backward compatible with Dolby Pro Logic
decoding, as well as stereo playback.

Dolby Digital 5.1 is a high-quality multichannel audio coding system that
exists in the form of a digital signal output from a Microsoft Xbox console
connected to either Microsoft's Xbox Advanced AV Pack or Xbox High Definition
AV Pack and a home theater system equipped with Dolby Digital decoding.
Dolby Digital 5.1-channel audio is composed of five full-bandwidth channels
(left, right, center, left surround, right surround) and one bass-only
channel, called the LFE, or low-frequency effects, channel. The LFE channel
is used for extra bass in Dolby Digital soundtracks, and is band-limited to
frequencies less than 120 Hz. Dolby Digital is currently available for all
Xbox games and advanced PC games. For more information, visit
www.dolby.com/games.

About Dolby in Games
Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic II are
incorporated in hundreds of game titles on every major game platform.

About Dolby Laboratories
Dolby Laboratories creates technologies that intensify and enhance the
entertainment experience. For nearly four decades, Dolby has been
instrumental in defining high-quality audio and surround sound in cinema,
broadcast, home audio systems, cars, DVDs, headphones, games, televisions,
and personal computers. Based in San Francisco with European headquarters in
England, the privately held company has entertainment industry liaison
offices in New York and Los Angeles, and licensing liaison offices in Hong
Kong, Shanghai, Beijing, and Tokyo. For more information about Dolby
Laboratories or Dolby technologies, please visit www.dolby.com.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. All other trademarks remain the property of their respective
owners. (c) 2003 Dolby Laboratories, Inc.
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Study finds players are social multitaskers

Sunday, July 6, 2003 Posted: 9:03 PM EDT (0103 GMT)

CHICAGO, Illinois (AP) -- Roughly two-thirds of college students play video
games, but the image of a nerdy guy who spends all day in a dimly lit room
blowing up computer-generated bad guys is off base, according to a new study.

Story continues at

http://www.cnn.com/2003/TECH/ptech/07/06/college.gamers.ap/index.html
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>>>Study finds players are social multitaskers

Hehehe, the headline for this study I found on one gaming web site was
"Shocking research study shows college students play games!". :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 1
Message 64         Tue Jul 08, 2003
KGAGNE [Ken]                 at 16:47 PDT

Data East, the company responsible for such classics as Bad Dudes and
Burgertime, has filed for bankruptcy. :(
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>>>Data East, the company responsible for such classics as Bad Dudes and
Burgertime, has filed for bankruptcy. :(

You mean they were still in business?  Wow.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sheppy,

Data East hit hard times during the 32-bit era, and never recovered.  They
declared bankruptcy with a deficit of 3 billion yen.

Here is a list of all the games they developed or published:

http://www.gamefaqs.com/features/company/150.html

-Ken
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>>>Data East hit hard times during the 32-bit era, and never recovered.  They
declared bankruptcy with a deficit of 3 billion yen.

They lasted a lot longer than I thought they had; I thought they tanked back
in the 8-bit days. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Phantom Game Console to be Unveiled at Ultimate Gamers Expo

Infinium Labs gears up for market entry by showing its New Game Console
at UGE

LOS ANGELES, Calif. - July 14, 2003 -- Infinium Labs announced today that the
highly anticipated new gaming console, Phantom, will be unveiled to the
public at the first annual Ultimate Gamers Expo in August.

"We're very excited to be unveiling the Phantom for the first time at the
Ultimate Gamers Expo," said Tim Roberts, CEO of Infinium Labs. "This show is
the perfect venue and gives us the unique opportunity to show the system
firsthand to over 100,000 gamers and industry insiders."

The Phantom is a next-generation game console that supports games on-demand,
game rentals, game demos, seamless upgrades and patch management. At launch,
it will be the fastest console on the market and will include a broad
selection of pre-loaded games. The Phantom is an "always on broadband
device," which will allow gamers a wealth of options, from wireless
connectivity to massive multiplayer capability to allowing gamers to demo
games before purchasing or subscribing.

The Ultimate Gamers Expo takes place from August 15-17 at the Los Angeles
Convention Center and is the first show of its kind to give fans the chance
to test-drive the latest games and platforms, participate in high-octane
tournaments and enjoy live entertainment. Admission to the festival is $20
for adults and $10 for anyone under the age of 17.

"The Ultimate Gamers Expo is the perfect venue for the Phantom's debut
because it will be unveiled not only to the industry, but to the public who
will have a chance to experience it firsthand," said Wayne Pepper, Co-Founder
of the Ultimate Gamers Expo.

About Infinium Labs
Infinium Labs Corporation was formed in October 2002 as a global
entertainment/gaming company. Infinium Labs' mission is to market a gaming
console and delivery system that will be the performance leader in the game
playing entertainment industry. The company will market a robust game console
that will appeal to a wide audience with its ease of use, quality assurance
and robust delivery system. For more information, please visit
www.infiniumlabs.com <http://www.infiniumlabs.com/> or
<http://www.phantom.net/> www.phantom.net and register as a user or send an
email to the appropriate contacts in our company.

About Ultimate Gamers Expo
The Ultimate Gamers Expo is the first-ever massive gaming festival for the
general public where attendees can "test drive" the hottest upcoming and
current games, participate in competitions and in other ways experience the
action that, until now, only game industry insiders have been exposed to. For
more information, please visit www.ugexpo.com <http://www.ugexpo.com/> .

# # #
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The Interactive Digital Software Association, who host E3 and who collaborated
to establish the ESRB ratings board, has renamed itself the Entertainment
Software Association.  Its new web site is http://www.theesa.com and visitors
to idsa.com will be redirected there.
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SNK NEOGEO USA CONSUMER CORPORATION Chooses
Michael Meyers Public Relations to Handle Media Relations

WALL, NJ. - August 12, 2003 - SNK NEOGEO USA CONSUMER CORPORATION, the
recently launched US publishing arm of the SNK NEOGEO CORPORATION, has
announced that it has chosen interactive entertainment specialty public
relations agency, Michael Meyers Public Relations, to handle the companies
media relations. In addition to handling public relations functions for SNK,
Michael Meyers Public Relations will assist in media planning for the
companys upcoming game releases.

"Having an agency as versatile and knowledgeable about the gaming industry as
Michael Meyers Public Relations is a great asset to SNK," said Ben Herman,
president of SNK NEOGEO USA CONSUMER CORPORATION. "We have confidence that
the experience that MMPR has will capture for us strong and total media
coverage for our PR needs."

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

About Michael Meyers Public Relations

Michael Meyers Public Relations is a boutique interactive entertainment
specialty PR agency located in the heart of the Silicon Valley. Run by gaming
industry "lifer" Michael Meyers, the company and its principles have handled
product public relations for a number of gaming publishers including: NEC
Interchannel, TDK Mediactive, Ubi Soft Entertainment, Acclaim Entertainment,
The 3DO Company, SNK, Agetec, Tsunami Visual Technologies, Broderbund, and
Data East USA.

# # #
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NEW FEATHERS FOR "THE BIRD:"
PELICAN REVITALIZES BRAND IMAGE

August 8th, 2003 Vernon, Calif., -- Recognizing a shift in the video game
industry to a more mature and experienced end-user, higher expectations from
retailers and advances in technology, Pelican Accessories has announced a
major transformation in their brand identity that is designed to reflect
their position in the ever-evolving video game marketplace. Working in
conjunction with San Diego-based Mires Brands, a leader in brand identity,
Pelican's brand transformation crosses all aspects of their marketing mix and
public identification including a bolder company logo, a new brand slogan
("Performance you can trust") and heritage story, a stylish new "grab me"
packaging design, an updated web site (www.PelicanPerformance.com) and a
change in the company name from "Pelican Accessories" to simply "Pelican."

The company's new slogan, "Performance you can trust," has been implemented
to coincide with their "Console Protection Guarantee" program that was
initiated earlier in the year. The Console Protection Guarantee program, the
only one of its kind in the video game accessory market, offers to repair or
replace any game console damaged as a direct result of using a Pelican
product. Both the slogan and the guarantee are prominently displayed on the
new package design in an attempt to offer consumers peace-of-mind and brand
trust that no other accessory manufacturer has been able or willing to offer.

Pelican's President, Chris Richards, sees the brand redesign not only as an
image update, but also as a message of trustworthiness and quality. Stated
Richards; "We've never believed that a third party company needs to sacrifice
quality or innovation for price. Neither should our retail partners or
consumers ever have doubts about whether or not their purchasing decision was
a correct one to make. Innovation, quality and fair pricing are what got us
here. Now brand recognition will take us to the next level."

Since its inception in 1997, Pelican has gained significant market share as a
3rd party manufacturer of video game peripherals. By redesigning it's
packaging and overall image, Pelican remains focused on furthering its
position as a major player in the game industry.

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance, Game Boy(R) Advance SP and Xbox* from Microsoft. Product design,
testing and research take place in the USA with the majority of manufacturing
occurring in Asia. Pelican Accessories is headquartered in Vernon,
California.

About Mires

San Diego-based Mires is one of the West's fastest growing brand consulting
and strategic design firms. Recognized throughout the design industry for its
experience in brand strategy, identity, packaging, collateral and interactive
design, the firm works with clients in the areas of high-tech and consumer
electronics, premium goods, food and beverage, and sports and leisure. Named
one of Graphis magazine's "top ten design firms," the firm has won numerous
industry awards for its work with such clients as Sega, Gateway, Qualcomm,
Jabra, Taylor Guitars, Nike, Rubio's Fresh Mexican Grill, and Arena Stage.
www.miresbrands.com <http://www.miresbrands.com/>

# # #
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Infinium Labs Selects Gigex as Exclusive Distribution Partner
for Unveiling of the Phantom Game Console

Sarasota, Florida (August 15, 2003) - Infinium Labs today announced that
Gigex, the leading promotion and marketing service for interactive
entertainment, will be the exclusive distribution partner for the online
video unveiling of the Phantom Game Console. The video unveiling will take
place at midnight ET, Sunday, Aug. 17, at www.phantom.net
<http://www.phantom.net/> and <http://www.http:/phantom.gigex.com/phantom>
www.gigex.com/phantom.

"We are extremely pleased to be partnering with Gigex to unveil our Phantom
Game Console," said Timothy M. Roberts, President and CEO of Infinium Labs.
"The Phantom unveiling will reach a much wider audience through Gigex
distribution at <http://www.http:/phantom.gigex.com/phantom>
www.gigex.com/phantom. We anticipate our website at www.phantom.net
<http://www.phantom.net/> will attract several million viewers," Roberts
said.

"We are pleased to help introduce the Phantom Game Console by distributing
the unveiling video at <http://phantom.gigex.com/> www.gigex.com/phantom.,"
said Gigex CEO Mark Friedler. "The video will demonstrate the Phantom's
features and capabilities to our customer base of over 23 million video game
enthusiasts." 2Advanced Studio of Aliso Viejo, California, is producing the
video unveiling. The video will give the gaming community a "first look" at
the new next-generation game console and show viewers all that the Phantom
will have to offer. The video is the first phase of a multiphase rollout of
the Phantom Game Console over the next several months.

Infinium Labs' Phantom next-generation game console supports games on demand,
game rentals, game demos, seamless upgrades and patch management. At launch,
the Phantom will be the fastest, most powerful console on the market and will
include a broad selection of pre-loaded games, on-demand games and game
rentals.

The Phantom is an always-on broadband device, which will allow gamers a
wealth of options, from wireless connectivity to massive multiplayer
capabilities, allowing gamers to demo games before purchasing or subscribing.
For more information on the Phantom Game Console, please visit
www.phantom.net <http://www.phantom.net/> .

About Infinium Labs

Infinium Labs is a visionary global entertainment and interactive gaming
company. Infinium Labs developed its flagship product the Phantom Game
Console, a cutting-edge and intuitive gaming console and delivery system that
will be the performance leader in the interactive entertainment industry.
Founded and managed by senior interactive media, entertainment and technology
leaders with proven industry experience and success, Infinium Labs markets a
robust game console that appeals to a wide target audience of interactive
gamers with its ease of use, intuitive graphic user interface, quality
assurance and robust delivery system. For more information, please visit
www.infiniumlabs.com <http://www.infiniumlabs.com/> or www.phantom.net
<http://www.phantom.net/> .

About Gigex Inc.

Gigex is the leading promotions company specializing in distribution of
product demos and trailers to key consumer press and media on the Internet.
Gigex reaches over 23 million users each month through with its free
broadband video game demos and trailers across over 75 leading portal,
entertainment and lifestyle websites. Gigex has promoted hundreds of major
game titles for leading publishers including 3DO, BAM!, Disney Interactive,
Electronic Arts, Gotham Games, Infogrames, Microsoft, SEGA, Sierra,
SquareSoft, Sony, Take Two, THQ, UbiSoft, Vivendi Universal, the US Army and
others. Founded in 1995, Gigex http://www.gigex.com is privately held with
offices in San Francisco and New York City.

# # #
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CNN.com reports statistics of who plays video games, revealing that many of
them are women:

http://www.cnn.com/2003/TECH/fun.games/08/27/games.women.reut/index.html
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X3D Technologies presents Garry Kasparov vs. X3D Fritz
The First Official World Chess Championship
"X3D MAN vs. MACHINE" in virtual reality

(New York, NY) - August 13th, 2003 - X3D Technologies today announced the
ultimate "X3D Man vs. Machine" contest, as Garry Kasparov takes on X3D Fritz
in virtual reality, with the chessboard floating in the air between man and
computer. This historic match will mark the marriage between the most
dominant chess program and the most powerful 3D software to challenge the
greatest chess brain of all time. Kasparov will neither touch nor move the
pieces as the voice activated X3D Fritz works its magic to create the
ultimate 3D experience. Spectators will be treated to the latest in cutting
edge technology as they watch the entire virtual reality experience on the
X3D Displays.

The championship will be held at the New York Athletic Club in New York City
from November 11 to November 18, 2003, in 4 matches with classic time
control. The matches will be broadcast by X3D Technologies, live on the
Internet at www.X3D.com.

The International Computer Games Association (ICGA) and the United States
Chess Federation (USCF) has sanctioned the match as the First Official World
Chess Championship "X3D Man vs. Machine" in virtual reality.

This event will also mark the launch of two extraordinary new X3D products:

The X3D PC is the first computer to show you the third dimension with the
images appearing to float both inside and in front of the monitor. It comes
with the entire multiple award winning software and hardware to create the
ultimate 3D effects along with a substantial library of 3D educational and
entertainment content:

* Turns any PC game into a virtual reality experience
* Transforms your PC into a 3D Television
* Allows you to watch your favorite DVDs in 3D
* Plays your console games in Extreme 3D

The X3D Display is a culmination of revolutionary hardware and software that
allow radically lifelike 3D images appear to jump off the screen and into the
room without the need of special glasses. This brand and message enhancing
technology is adding a new dimension to the Out-of-Home advertising business
boosting the reach and recall of advertisers' marketing campaigns.
Furthermore, this versatile technology is being used for a diverse range of
applications spanning medical, gaming and education. With its unique product
offering combining its display and 2D/3D conversion software, X3D
Technologies is preparing the launch of the X3D HDTV - the first ever
no-glasses 3D television that will change the dimension of digital TV.

X3D Technologies is the leading 3D technology company with multiple
applications and award winning patented software and hardware applications,
which allow viewers to see true depth 3D images that appear to float both
inside and in front of the screen, covering a wide range of sectors. X3D's
product offering encompasses both glasses-based and glasses-free 3D
technologies with which it is adding a new dimension to various industries
including television, advertising and the Internet. X3D's 2D to 3D conversion
software does 90 million complex calculations per second creating the
ultimate 3D imagery.

Garry Kasparov is and has been the world's number one chess player for an
incredible 19 consecutive years. On November 9, 1985 Garry became the
youngest ever World Chess Champion when he beat Anatoly Karpov. In January of
1990, Kasparov created two milestones in chess history. First, he moved past
Bobby Fischer's best ever rating of 2785 and then broke the magical 2800
sound barrier. He was the first player in Chess history to do so. At that
time, it was the chess equivalent of breaking the four-minute mile. In 1999,
after winning the three major events of that year, he created a unique new
milestone by topping the 2850 ELO ratings mark. From December 1981 to
February 1991, Kasparov made chess history by winning every single event for
nearly ten years. He remains the undisputed "King of Chess".

X3D Fritz: is the marriage of the most dominant computer chess software with
the most powerful 3D software. X3D Fritz has ruled the virtual chess world
since inception in 1991 accumulating more victories than any other
professional chess software program in history. X3D Fritz can list amongst
its victims chess goliaths like IBM Deep Blue, GM Polgar, GM Kortchnoi, GM
Adams and Deep Junior before leveling 4-4 with then current World Champion
Vladimir Kramnik achieving a rating performance of over 2800.
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SNK NEOGEO USA CONSUMER CORPORATION
Adds Gaming Industry Veteran, Mark Rudolph,, Joins to Staff
SNK NEOGEO USA CONSUMER CORPORATION

Seasoned Gaming Executive Joins Growing US Office as Director of Marketing

WALL, NJ. - October 2, 2003 - SNK NEOGEO USA CONSUMER CORPORATION, the
recently launched US publishing arm of the SNK NEOGEO CORPORATION, has
announced today that they have hired gaming industry veteran, Mark Rudolph as
their Director of Marketing. Reporting to the Vice President of Sales and
Marketing, Eric Feiner, Rudolph will be responsible for the marketing
strategy for all of SNK's consumer titles, as well as to oversee the
company's public relations, advertising and design agencies.

Rudolph has served as a product manager at Sony, Microsoft and Nintendo
licensee, Majesco Sales, Inc., for the past three years. While at Majesco,
Rudolph oversaw the marketing and production for over 25 interactive
entertainment titles.

"Mark Rudolph brings a wealth of gaming industry marketing experience to
SNK," said Ben Herman, president, SNK NEOGEO USA CONSUMER CORPORATION. "His
ability to wear many marketing hats will make him a perfect addition to our
team."

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

# # #

The King of Fighters, Baseball Stars, Metal Slug, Samurai Showdown and Fatal
Fury are registered trademarks of SNK PLAYMORE CORPORATION
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SNK NEOGEO USA CONSUMER Launches Website

WWW.SNKNEOGEOUSACONSUMER.com to Support Upcoming Console Releases

WALL, NJ. - October 17, 2003 -SNK NEOGEO USA CONSUMER CORPORATION, the North
American publishing arm of the SNK NEOGEO CORPORATION, announced today that
they are opening the doors to their consumer website today. The site,
www.snkneogeousaconsumer.com., will be the top source for game information on
all of SNK's upcoming titles, including THE KING OF FIGHTERS 2000/2001, which
ships mid- November, 2003 for the Sony PlayStation(R)2 computer entertainment
system.

Our website will be the number one place for our fans to get the latest
information on SNK's current and upcoming releases, commented Ben Herman,
President of SNK NEOGEO USA CONSUMER CORPORATION.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

# # #

THE KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN and FATAL
FURY are registered trademarks of SNK PLAYMORE CORPORATION
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CNN.com reports that video games help fight phobias:

http://www.cnn.com/2003/TECH/fun.games/10/17/videogame.phobias.reut/index.html
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Rockstar Studios, creators of the "Grand Theft Auto" line of games is being
sued.  The claim is that their video game inspired shootings in Knoxville.

http://www.cnn.com/2003/LAW/10/22/videogame.lawsuit.ap/index.html
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Here's another article on that subject:

http://money.cnn.com/2003/10/23/technology/grandtheft.reut/index.htm
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PELICAN AND ARISTA ENTERPRISES ANNOUNCE REVOLUTIONARY PACT
TO CAPITALIZE ON ARISTA'S WIRELESS PATENTS

LOS ANGELES, CA and HAUPPAUGE, NY. Pelican, a division of Electro Source LLC,
and Arista Enterprises, Inc., announced a groundbreaking pact between the two
companies to create a new company whose sole purpose will be to fully exploit
and enforce Arista's patents in the wireless controller arena. Arista owns
several patents that apply to any wireless controller featuring what is
commonly called "rumble". "Rumble" is a real-time, game-play sensitive
vibration that gamers experience when playing various action video games.

According to sources at both companies, Pelican will have the right to
utilize the wireless controller patents by featuring "rumble" in many of its
popular wireless controllers. The new company will actively enforce Arista' s
wireless patents by monitoring and requiring video game accessory companies
to license the new wireless technology featuring "rumble".

Arista has a long history of innovation in the video game accessory field. As
a holder of numerous patents for novel and original accessories for home
entertainment systems, Arista is committed to bringing out the next
generation of accessories. In 2001, Arista decided to concentrate on its core
electronic accessories business and had been searching for the right video
game accessory partner to help take advantage of its technology in the
wireless controller arena. "We wanted a partner with a reputation for making
the best wireless controllers while at the same time being fearless about
protecting its intellectual property rights. We found that partner in
"Pelican", stated Arista's Vice-President, Robert Leifer.

According to Chris Richards, President of Electro Source's Pelican division,
"the guys at Arista have really anticipated the market with its wireless
controller patents. We are excited about working closely with Arista in the
wireless arena as well as new innovations the Leifer brothers come up with in
the future."

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including Sega* Dreamcast, PlayStation*, PlayStation*2,
Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy* Advance, Game
Boy(R) Advance SP and Xbox* from Microsoft. Product design, testing and
research take place in the USA with the majority of manufacturing occurring
in Asia. Pelican is headquartered in Vernon, California.

###
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PELICAN LAUNCHES NEW "GAMER LIFESTYLE" WEB SITE.
VISITORS GET MORE THAN JUST PRODUCT INFORMATION

Vernon, Calif., November 10, 2003, 2003 - Pelican, a major player in the
development of 3rd party video game accessories, has announced the launch of
its new web site, www.PelicanPerformance.com
<http://www.pelicanperformance.com/> that offers visitors a variety of
categories and interests above and beyond just their line of products.
Focusing on the "gamer lifestyle", the new Pelican web site features an array
of subject matters including video game software updates, accessory updates,
national and extreme sporting events, music events as well as contests and
product giveaways.

According to Pelican, the idea behind the site is to provide more than just
product information. The site is intended as a destination site for a wide
variety of people who share similar interests.

"Our goal is to do more than just throw a bunch of product shots and product
information on a web page," stated Pelican's Director of Marketing, Dirk
Foster. "We're looking to reach out to a community of individuals who all
share common interests. One of those common interests is certainly video
games and video game accessories. But music and sports, especially extreme
sports, play an integral role in the lives of many video gamers, and we want
to provide them with a web site they can visit on a regular basis to explore
a variety of subjects, not just our product line."

Pelican has undergone substantial change and growth in 2003, including a new
logo design, new packaging design and a new slogan ("Performance you can
trust"). The introduction of their new web site is the final installment in
their brand identity changeover and promises to further increase their
overall brand recognition amongst consumers and retailers across the nation.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including Sega* Dreamcast, PlayStation*, PlayStation*2,
Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy* Advance, Game
Boy(R) Advance SP and Xbox* from Microsoft. Product design, testing and
research take place in the USA with the majority of manufacturing occurring
in Asia. Pelican is headquartered in Vernon, California.

###
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THINK SPACE CAMP SOUNDS COOL? WELL WAIT UNTIL YOU CHECK OUT THE VIDEOGAME.NET
EXPERIENCE HOSTED BY PENN STATE

Fun And Exciting Program That Teaches Kids And Adults How To Make Video Games

PHILADELPHIA, NOV 19, 2003 - VideoGame.Net and Penn State University
announced today the VideoGame.Net Experience. A 13-week interactive education
program focused on teaching kids and adults how to make videogames.

The VideoGame.Net Experience was conceived by Ed Fleming, President and
Founder of VideoGame.Net, as an educational and entertaining program designed
to help folks learn about the videogame industry and to help them make their
own games. Started as a youth summer camp, the VideoGame.Net Experience has
expanded into a year-round programs for both children and adults.

"The 2003 summer camp was very successful and attracted hundreds of gamers
from across the country," said Ed Fleming. "The VideoGame.Net Experience
concept gets people to understand what it takes to make videogames. To
continue the success of the summer programs, we are teaming up with Penn
State University to deliver the program again this fall, in a unique Saturday
format."

The VideoGame.Net Experience provides gamers first-hand experience with the
tools needed to develop videogames. The VideoGame.Net Experience fall program
teaches gamers how to use Flash, Photoshop, Game Maker and other software for
designing 2D-based games.

Penn State Great Valley and Penn State Delaware County will offer the
VideoGame.Net Experience fall program. The schools will host an Introduction
to 2D Game Design class for new students, and for returning gamers, they will
offer an Intermediate 2D Game Design class. For kids in 6th through 12th
grades the Introduction to 2D Games classes start December, 6 2003 and
January 17, 2003, and run for 13 Saturdays. The adult version of Introduction
to 2D Games starts in April 2004 and will run on Monday and Wednesday nights
for seven weeks.

While in class gamers use the VideoGame.Net website as a one-stop-shop
resource for all of their game development needs. The site provides game
development tips, program templates, tutorials and Tribes - an online gaming
community where budding developers can work with their friends to create some
cool games. During the week, when the gamers are at home, they have access to
the VideoGame.Net website where they can work on their games, chat with their
gaming buddies or look up review information on anyone of 11,000 games
published in the US since 1972.

Once participants in the VideoGame.Net Experience have completed a game they
can have it posted on VideoGame.Net for anyone on the Internet to play. In
addition to providing development services and game hosting, the
VideoGame.Net website also provides gaming enthusiasts with scavenger hunts
and contests, daily news, A.I. robots, and discussion boards.

"The fall program focuses on 2D game development and the history of game
making," said David Kramer, VideoGame.Net's Director of Art Programs. "One of
the other really cool parts of the program is our Arcade. We offer kids the
chance to play some of the very best new and pre-released games as well as
retro-classics for the old NES and even Atari. This gives the kids a well
rounded idea of where videogames came from and where they are going."

In 2004, the VideoGame.Net Experience will be extended to additional colleges
and universities. In addition to the new locations, the VideoGame.Net
Experience will also extend its class offerings with an Advanced 2D Game
Design program and an Introduction to 3D Game Design class. In 2005 and
beyond, VideoGame.Net expects to offer additional 3D game classes,
XGameStation design and even videogame journalism. "I really love where
VideoGame.Net is going with the Experience program. The kids are having a
blast and the parents really like it too," stated Ed Fleming, "I had one of
the kids tell me that he and his father went to Space Camp(TM) and had a
great time, but he said, the VideoGame.Net camp was an even cooler
experience. That made my day!"

/////

VideoGame.Net, based in Philadelphia, is part of Lunar Tide Communications,
Inc. a company that develops videogame related products and services for
consumers and businesses. For more information about the VideoGame.Net
Experience, please visit us on the web at www.videogame.net

Penn State Great Valley is located just off Route 202 in Malvern, PA. For
more information on its program, please visit the website,
www.gv.psu.edu/ce/youth, or call 610-648-3273.

Penn State Delaware County is located in Media, PA. For more information on
its program, please visit the website, www.de.psu.edu/ce/youthprograms.html,
or call 610-892-1400
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Rockstar Games has agreed to remove any anti-Haitian dialogue from future
copies of "Grand Theft Auto: Vice City":

http://www.cnn.com/2003/TECH/fun.games/12/10/video.game.protest.ap/index.html
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The National Institute on Media and the Family have invented the word
"killographic" to describe video games:

"If pornographic is the 'graphic depicition of sex,' then killographic should
enter our vocabulary to describe the 'graphic depicition of brutal violence,"
said NIMF president David Walsh.

http://www.penny-arcade.com/news.php3?date=2003-12-10
http://www.mediafamily.org
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Miami wants to regulate the sale to minors of video games which depict
violence to "a human form":

http://www.cnn.com/2004/TECH/fun.games/01/19/games.law.reut/index.html

That's even more ludicrous than "a Washington state law that would have
restricted sales of games depicting violence against law enforcement
officers," which a judge wisely blocked.  Not only is government regulation
not the answer, but their definitions of violence are much too ambiguous.
It's much the same issue faced when comic books were regulated in the Fifties:
a suitable definition of comics that did not encompass other media forms was
difficult to pin down.

-Ken
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Well, I have some issues with games that depict attacking police officers and
such; while I'm not sure censorship is the answer, the people that design
those games need a solid drubbing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sheppy,

> Well, I have some issues with games that depict attacking police officers and
> such; while I'm not sure censorship is the answer, the people that design
> those games need a solid drubbing.

Generally outlawing games that depict violence against "law enforcement
officials" is not the answer, either.  As Douglas Lowenstein, president of the
IDSA (now the ESA), questioned in his E3 2003 keynote, does such encompass
violence against "bad cops"?  Starfleet military?  Time-travelling policemen
from the future?  Police in Nazi Germany?

-Ken
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Also consider games like the classic "Hogan's Alley", where you practiced
shooting in a virtual shooting range: points for hitting gangsters, points off
for accidentally hitting civilians and cops.  Should such games be outlawed,
since the game contains the freedom to exact injury on law enforcement
officials, innocents, and the like, albeit with penalty?  How does one avoid
such a scenario?  By prohibiting such agency from games and limiting players'
actions?  By making law enforcement officials invincible and unable to be
harmed?  By removing such representative avatars from games so that there are
no law enforcement officials?

-Ken
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I'm not saying I favor laws banning those kinds of games, I just think that in
many cases these games' developers are irresponsible.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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CNN.com reviews Dance Dance Revolution and Karaoke Revolution:

http://www.cnn.com/2004/TECH/fun.games/01/23/dance.game.ap/index.html
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SNK NEO GEO USA CONSUMER CORPORATION Joins the Xbox Family of Third-Party
Publishers

Publisher to Develop Versions of Their Popular Arcade Games for Xbox in 2004

WALL, NJ. - January 26, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the company
has joined the Xbox third party program and plans to bring METAL SLUG(TM) 3
and SNK VS. CAPCOM : SVC CHAOS(TM) to the Xbox(TM) video game system from
Microsoft in 2004. SNK VS. CAPCOM SVC CHAOS(TM) will be Xbox (TM) Live
compatible. The company is reviewing plans to develop mMany other of their
popular gaming franchises are in development and the company plans on making
several of their titles Xbox(TM) Live compatible.

"We're fortunate in that we have several titles with devoted fan bases," said
Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION president. "Xbox users are
serious about their gaming experience and our titles fit the Xbox user
perfectly."

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers to
play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox Live
enables gamers to easily find their friends; talk to other players during game
play through the Xbox Communicator headset; download current statistics, new
levels and characters to their Xbox hard drive; and play online--all exclusive
features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

METAL SLUG and SNK VS. CAPCOM: SVC CHAOS are registered trademarks of SNK
PLAYMORE CORPORATION. (C)SNK PLAYMORE 2003

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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CNN.com reports that Nintendo's Game Boy models did well in 2003, a year that
experienced a slump from previous years' sales, and that 2004 is looking even
bleaker:

http://money.cnn.com/2004/01/26/technology/gamesales/index.htm?cnn=yes

-Ken

 ------------
Category 8,  Topic 1
Message 94         Thu Feb 05, 2004
KGAGNE [Ken]                 at 13:26 PDT

EVOLVED GAMES BRINGS JUDGE DREDD: DREDD VERSUS DEATH
TO NORTH AMERICAN GAMERS

First-Person Shooter to Ship for All Platforms in March

Fort Lauderdale, FL (February 5, 2004) - Publisher Evolved Games and developer
Rebellion(R) announced today that the legendary Judge Dredd comic book
character is coming to life in Judge Dredd: Dredd Versus Death. The
first-person shooter will ship for all of the console gaming platforms as well
as for PC in March, 2004.

"Judge Dredd: Dredd Versus Death will bring this heroic character to life like
never before," said Daniel Kearns, Sales Director of Evolved Games. "This
fast-paced FPS will offer gamers all the action, weapons and effects they
crave with a unique comic-book style element that will set it apart from the
crowd."

Judge Dredd: Dredd Versus Death takes place in the futuristic 22nd century,
where society is on the verge of anarchy and only a select group of elite
"judges" can keep Mega-City One under control. Players take on the role of
Judge Dredd, one of the city's top judges who vows to clean up the streets by
any means necessary. But when a break-out at the city's penitentiary unleashes
a group of evil judges on to the city streets, Judge Dredd's plans for
stability take a deadly turn.

Judge Dredd: Dredd Versus Death is first-person shooter action featuring a
huge arsenal of deadly weapons to help combat the city's scum throughout 11
chapters and more than two dozen levels of gameplay. Over 50 unique characters
including zombies, crooks and demons challenge Judge Dredd on his quest.
Multiplayer action allows up to 4 players to battle it out in split screen
mode.

For more information on Judge Dredd: Dredd Versus Death please visit
www.dreddvsdeath.com.

About Evolved Games
Publishing award-winning games for PlayStation(R)2, Microsoft Xbox(TM),
Nintendo GameCube(TM), Game Boy(R) Advance and Personal Computers, Evolved
Games brings a wealth of industry talent together to create and publish
innovative and entertaining games such as Judge Dredd: Dredd vs. Death,
Malice, and Tactical Strike Fighters.

About Rebellion
Oxford-based super-developer Rebellion was started by brothers Jason and Chris
Kingsley just over ten years ago. Rebellion has developed such games as the
double BAFTA-nominated Aliens Vs. Predator which reached the number one slot
in games charts throughout the world. Current games include Judge Dredd: Dredd
Vs Death, World War Zero and Sniper Elite. In June 2000 Rebellion bought the
hugely influential sci-fi comic 2000AD. Rebellion is now working on a number
of games featuring 2000AD characters, and has announced plans to make new
Judge Dredd movies. More information can be found at www.rebellion.co.uk or
www.2000adonline.com.

# # #
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Pelican Innovation Goes Beyond Product Design: Seeks to further Protect
Packaging Tradedress with Patents

Vernon, Calif., February 6, 2004 - In a follow up to its logo and image
redesign announced last August, Pelican has applied for both design and
utility patents to protect it's uniquely successful hung packaging for
controllers. Pelican hopes that the industry knowledge of its patents will
discourage manufacturers from attempting to simulate or copy Pelican's unique
packaging.

Since launching its new packaging in August 2003, Pelican sales have
increased significantly. One of the most innovative aspects of the new
packaging design is what's been termed "hung" clams, which is a new and novel
clamshell package that holds a video game controller in such a manner as to
allow the consumer to actually grip the controller in his hands. By bringing
the controller outside of the clamshell, the consumer is able to feel the
comfort and size of the controller as well as getting a sense of the button
action.

"We put a great deal of time and effort into the new look and utility of our
packaging," stated Pelican's President, Chris Richards. "And consumer
response has been very enthusiastic as indicated by dramatic increases in
sales." Continued Richards: "Unfortunately, we are already witnessing "knock
offs" of our successful packaging and we intend to do what is necessary to
prevent consumers from being confused about the source of Pelican's hottest
new products."

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including Sega Dreamcast, PlayStation, PlayStation2, Nintendo
64, Nintendo GameCube, Game Boy Color, Game Boy Advance, Game Boy(R) Advance
SP and Xboxa from Microsoft. Product design, testing and research take place
in the USA with the majority of manufacturing occurring in Asia. Pelican is
headquartered in Vernon, California.

###
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Reuters reports that the most significant group of online gamers is women over
40:

http://www.reuters.com/newsArticle.jhtml?type=internetNews&storyID=4329653
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Dolby Laboratories Showcases New Technologies and Game Developer Resources at
GDC

San Jose, March 24, 2004--Today at the 2004 Game Developers Conference (GDC),
Dolby Laboratories, the leader in audio technology for the game industry,
will feature a host of new technologies, tools, and support for the game
development community to further advance quality audio in games.

Dolby will introduce Dolby(R) Pro Logic(R) IIx decoding technology, the most
precise 7.1-channel surround solution for games, and will unveil the Dolby
Game Developers Forum, a new source of technical resources and support for
game developers. The Dolby exhibit at the GDC will showcase several audio
development tools, including the award-winning SurCode(TM) for Dolby Pro
Logic II encoder from Minnetonka Audio Software and Dolby Headphone
technology, an ideal personal surround sound solution for gamers.

Among game developers, competition is fierce to produce the most entertaining
and engaging games possible. Audio is an obvious yet underutilized element
that game developers can use to attract consumers. Games enhanced with superb
audio immerse players in the action.

"Game developers should think of audio as a tool to enhance and differentiate
their game--making it stand out," advises Jack Buser, Manager of Game
Developer Relations at Dolby Laboratories. "Dolby has a long history of
working directly with the game development community, offering the tools and
resources they need to enhance their games with surround sound free of
charge. And now, with the new Dolby Game Developers Forum, it is even easier
for game developers to deliver the cinema-quality audio experience that
discerning gamers have come to expect from the top game titles."

In 2003, game developers used Dolby audio technologies in nine of the ten
best-selling titles for both the Nintendo GameCube(TM) and the Sony
PlayStation(R) 2, and in all ten top-selling Microsoft Xbox(TM) titles. Dolby
is the de facto standard for audio in gaming and game consoles.

Dolby Pro Logic IIx for Games

Dolby Pro Logic IIx puts players in the center of the action with the most
precise 7.1-channel surround solution for games. Introduced in September
2003, Dolby Pro Logic IIx provides direct 7.1-channel decoding from either
two- or 5.1-channel sources, such as the Microsoft Xbox, Nintendo GameCube,
or Sony PlayStation 2. Dolby Pro Logic IIx decoding features a dedicated game
mode, allowing full bass redirection from the surround channels during game
play to optimize the visceral impact of panned real effects for consumers.

Dolby Game Developers Forum

Dolby has created a resource-rich online forum to aid game developers with
technical support for implementing Dolby technologies on any platform. Forum
topics will range from cross-platform development to multichannel mixing
techniques. Dolby Game Developer Forum members will also have access to Dolby
logos, splash screens, and trailers. Game developers can register for the new
Dolby Game Developers Forum online at www.dolbygames.com or in person at the
Dolby booth at the GDC.

Dolby Pro Logic II Software Encoder

SurCode for Dolby Pro Logic II technology allows game developers and other
professionals to encode stereo audio formats into surround sound for games
and other media. Dolby Pro Logic II encoding is the world's fastest-growing
matrix surround technology, and can be decoded by virtually every Dolby
Digital home theater system sold today. Media encoded in Dolby Pro Logic II
is backward compatible with the millions of Dolby Pro Logic receivers and
decoders in use worldwide.

The SurCode for Dolby Pro Logic II encoder is now available from Minnetonka
Audio Software (and at authorized Minnetonka dealers) as a stand-alone
Windows-based application and as a standard virtual studio technology (VST)
plug-in, compatible with many digital audio workstations. SurCode for Dolby
Pro Logic II is also available as a stand-alone software encoder for the Mac.
All versions have an SRP of $495.

Minnetonka's SurCode for Dolby Pro Logic II encoder was recently honored with
the 2003 Front Line Award for Audio from Game Developer magazine. For the
past six years, Game Developer has honored excellence and innovation in tools
for game developers with its prestigious Front Line Award. This year's award
winners, including Minnetonka, were featured in the January 2004 issue of
Game Developer.

Dolby Headphone Technology

Dolby Headphone technology provides true 5.1-channel surround sound through
any set of headphones. Dolby Headphone is ideal for gamers playing late at
night or in other situations where a full home theater setup is not possible.
This technology reduces headphone fatigue during long gaming sessions and
provides up to three room modes to model various listening environments.
Dolby Headphone technology can be found on many new home theater receivers,
mini systems, and dedicated headphone units.

Second Annual G.A.N.G. Awards

Dolby has collaborated with the Game Audio Network Guild (G.A.N.G.), a
non-profit organization established to promote excellence in interactive
music and sound, to present the second annual G.A.N.G. Awards show in Dolby
Pro Logic II. The G.A.N.G. Awards recognize achievement in music, sound
design, voice acting, and related fields. The awards show is free and open to
the public, and will feature live performances, including a set by headliner
Dweezil Zappa, son of legendary musician Frank Zappa, over a state-of-the-art
Dolby Pro Logic II sound system. Please join Dolby and G.A.N.G. for this
exciting event on Thursday, March 25, at 8:30 p.m. in the Regency Ballroom of
the Fairmont San Jose.

"Encoders, Decoders, Technology, Oh My!"

Jack Buser will host "Encoders, Decoders, Technology, Oh My!" at the GDC on
Monday, March 24, from 2:30 to 3:30 p.m. in Room A1 at the San Jose
Convention Center. This session introduces and reinforces intermediate and
advanced topics relating to Dolby technology, decoders, and encoders.
Attendees will gain an in-depth understanding of new encoders and
next-generation decoders, and get a sneak peek at upcoming Dolby audio
technologies for games.

Stop by the Dolby exhibit (booth 928) at GDC where you can register for the
Dolby Game Developers Forum and experience live demos using Dolby Headphone
and Pro Logic IIx technologies. In addition, the Dolby booth will have all
versions of SurCode for Dolby Pro Logic II on display.

For more information regarding Dolby in games, please visit our newly
redesigned website at www.dolby.com/games.

About Dolby Laboratories

Dolby Laboratories creates technologies that intensify and enhance the
entertainment experience. For nearly four decades, Dolby has been
instrumental in defining high-quality audio and surround sound in cinema,
broadcast, home audio systems, cars, DVDs, headphones, games, televisions,
and personal computers. Based in San Francisco with European headquarters in
England, the privately held company has entertainment industry liaison
offices in New York and Los Angeles, and licensing liaison offices in Hong
Kong, Shanghai, Beijing, and Tokyo. For more information about Dolby
Laboratories or Dolby technologies, please visit www.dolby.com.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. All other trademarks remain the property of their respective
owners.
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Studies show that video gamers make better surgeons:

http://www.cnn.com/2004/HEALTH/04/07/video.surgeons.ap/index.html
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Far Cry, highly successful PC franchise, to be re-imagined on select
next-generation consoles as 'Far Cry Instincts'

San Francisco, Ca - April 7, 2004 - Ubisoft, one of the world's largest video
game publishers, announced that its award-winning Montreal Studio is
currently producing Far Cry(tm) Instincts, console versions based on the
recently released, tropical PC shooter. The console versions will be an
entirely new game built from the ground up using the most advanced technology
Far Cry(tm) fans have come to expect.

"Looking at Far Cry's incredible success in Europe, which is currently the
no1 selling PC game in all territories' charts, we are confident that Far Cry
Instincts will be one of Ubisoft's most striking games this year," said
Florence Alibert, Ubisoft's Marketing Director for EMEA territories. "The
Montreal-based development team, gathering most of the talented members
behind the original Splinter Cell(tm), plans to further reinforce Far Cry
Instincts' position as one of Ubisoft's key brands for the future."

Just as Far Cry redefined the FPS genre on the PC, Far Cry Instincts will
introduce wide open environments and unique, immersive gameplay elements that
are destined to become the definition of survival action. In addition to the
PC version's signature locations, non-scripted A.I., and unprecedented
view-distance, Far Cry Instincts will feature brand new gameplay scenarios
that will challenge players to use an even broader range of strategies and
survival tactics in order to uncover the many secrets within the
beautiful-but-deadly islands.

About Ubisoft

Ubisoft is an international producer, publisher, and distributor of
interactive entertainment products. A leading company in the multimedia
industry, Ubisoft's strong and diversified line-up has grown considerably, as
has Ubisoft itself. As well as steadfastly continuing to partner with several
high-profile companies, Ubisoft has also confirmed its presence on the global
market by developing its own exceptional properties. Founded in 1986 in
France, Ubisoft is now present on every continent, both through offices in 21
different countries including the United States, Morocco, Germany, and China
and through sales of products in over 50 countries. The group is dedicated to
delivering high-quality, cutting-edge videogame titles to consumers around
the world. Ubisoft generated a turnover of 453 million euros for the
2002/2003 fiscal year, up 23% over the previous fiscal year. To learn more,
visit www.ubi.com.

(C) 2004 Crytek. All Rights Reserved. Published by Ubisoft Entertainment. Far
Cry, Ubisoft, and the Ubisoft logo are trademarks of Ubisoft Entertainment in
the U.S. and/or other countries. CryEngine, Polybump and Crytek are either
trademarks or registered trademarks of Crytek GmbH. All rights reserved.
Microsoft, Xbox and the Xbox Logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft.
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GAME PUBLISHER O~3 ENTERTAINMENT LAUNCHES TO BRING INDEPENDENT DEVELOPER
PROJECTS TO MARKET

Former Capcom USA Executives Open Unique Business to Bridge Gap between
Development and Retail

April 29, 2004, Santa Clara, CA - Today game industry veteran Bill Gardner
revealed the formation of his new publishing and distribution company, O~3
Entertainment. The company intends to bring high caliber independently
developed games to a variety of gaming platforms, including PC, Playstation
2, Xbox, GameCube and WiFi/mobile through a unique game publishing model.

O~3 Entertainment will seek out titles from small and mid-size developers and
will provide complete publishing functions to get them to market - including
sales and distribution, marketing and public relations, and more operational
elements like replication, warehousing and shipping. O~3 intends to create a
reputation for innovative, fun games and make its own brands easily
identifiable to consumers and retailers alike.

"There are a lot of high quality games being left on the table because they
aren't the next installment of last year's licensed blockbuster," remarked
Gardner, CEO and President of the new O~3 Entertainment. "O~3 Entertainment
's approach to publishing will lead to more diverse and creative choices for
gamers at retail.

O~3 Entertainment has been founded by Gardner and two former Capcom
associates, Chris Jelinek, who is the new company's Vice President of Sales &
Marketing, and Hanako Watanabe, O~3's CFO. Gardner has more than 20 years
experience in the consumer business, overseeing more than $250 million in
international annual sales. He was previously responsible for start-up
operations of Panasonic in the U.S. and Capcom in Europe. Together the
founding managers of O~3 Entertainment have experience in all areas of video
game development, retailing, publishing and distribution.

O~3's management plans to use their knowledge, key relationships and contacts
to provide a new and distinct method for small and medium-sized developers to
publish and distribute fresh game content in three easily identifiable
brands: Macaroni Media for children's educational and entertainment titles,
Ankle Biters for "E" and "T" audiences and Total Chaos for more challenging
"T" and "M" rated games with intense graphics.

About O~3 Entertainment
O~3 Entertainment is an interactive publishing and distribution company,
established to bring to the retail marketplace dynamic videogames from
independent studios located all over the world. The company has been founded
by a group of highly experienced game industry veterans. O~3 Entertainment is
based in Santa Clara, California. For more information visit
www.o3entertainment.com.

# # #
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SNK NEOGEO USA CONSUMER CORPORATION
Unveils Extensive Gaming Lineup at
2004 Electronic Entertainment Expo

Classic Arcade Games and Original Product Highlight Next Gen Offerings

WALL, NJ. - April 29, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, will debut
an incredible selection of new PlayStation(R)2, Xbox(TM) and Game Boy(R)
Advance games at the 2004 E3, which takes place at the Los Angeles Convention
Center, from May 12 - 14. Highlighting the company's booth (South Hall #546)
will be the premiere of SNK's first original THE KING OF FIGHTERS title for
the PlayStation 2 computer entertainment system, KOF:MAXIMUM IMPACT.

"We approach E3 loaded with product, content and great expectations for the
coming year," commented Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
president. "We believe that our fans will be thrilled with our line-up of
products."

SNK: The Next Generation
Since its inception in 1994, THE KING OF FIGHTERS has been and continues to
be one of the most popular fighting game series in video games. Now, KOF:
MAXIMUM IMPACT will be one of the most revolutionary chapters in this
franchise's storied history. The launch of KOF: MAXIMUM IMPACT represents,
for the first time, a THE KING OF FIGHTERS game in 3D! KOF: MAXIMUM IMPACT
will feature the most popular KOF characters such as Terry Bogard and Kyo
Kusanagi all rendered in 3D. The game will also feature several characters
brand new to the franchise and a wide assortment of detailed battlegrounds
and fighting maneuvers. KOF: MAXIMUM IMPACT will be available September 2004.

SNK's Xbox Debut
Shipping later this month is SNK's first game for the Xbox, METAL SLUG 3.
Featured exclusively in this month's issue of Official Xbox Magazine, METAL
SLUG 3 is not only true to the arcade classic, it also has brand new features
and original missions accessible once certain conditions have been cleared.
Players can choose from over 10 new slug vehicles exclusive to METAL SLUG 3,
including the Slug Copter and the very unusual Elephant Slug which comes
complete with a trunk-spray weapon. METAL SLUG 3 also features Xbox Live
leaderboards, allowing players to post their scores.

Coming Exclusively to the Xbox is SNK's most popular arcade fighter of all
time, SNK VS. CAPCOM SVC CHAOS. SVC CHAOS is an incredible clash of 36 world
famous fighters from both SNK and Capcom franchises such as THE KING OF
FIGHTERS, FATAL FURY, SAMURAI SHODOWN, and Street Fighter. SVC CHAOS includes
well-known characters including Mega-Man, Shiki, and Athena and more. SVC is
also fully Xbox Live compatible and will be released late September 2004.

Bonus Combination DVD packs on the PlayStation 2 and Xbox
PlayStation 2 and Xbox owners can have an instant SNK arcade library in their
home with the release of two SNK combination packs for the systems. The
classic SNK franchises, METAL SLUG and THE KING OF FIGHTERS will be launched
as special two-games-in-one packages during the second half of 2004 and the
first half of 2005. METAL SLUG 4 & 5 Combo and THE KING OF FIGHTERS 2002 &
2003 will be available for a consumer-friendly $39.99 MSRP.

METAL SLUG Miniaturized and More!
SNK will debut their first title for the Nintendo Game Boy Advance at E3
2004. METAL SLUG ADVANCE will feature five, all-new, action-packed missions
plus four mini game stages, and diverse areas and rugged terrain including
subterranean dungeons, mysterious ruins, limestone caverns, and lava zones.
As an added bonus, METAL SLUG ADVANCE will feature over a 100 different METAL
SLUG E-cards to enhance player's abilities and assist them in the completion
of their missions. METAL SLUG ADVANCE will be available in August 2004.

Additionally SAMURAI SHODOWN 5 and SAMURAI SHODOWN 5 SPECIAL are in
development for PlayStation 2 and Xbox. Arcade systems for both and a
playable PlayStation 2 version will be on display at the SNK booth.

All products will be on display at booth #546 in the South Hall during E3.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS, SAMURAI SHODOWN, and METAL SLUG are registered
trademarks of SNK PLAYMORE CORPORATION. "SNK VS. CAPCOM SVC CHAOS" is
manufactured and distributed by SNK PLAYMORE CORPORATION under license from
Capcom Co. Ltd.

CAPCOM is a registered trademark of Capcom Co. Ltd.
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The banning of sales of violent video games to kids is again up for debate:

http://www.cnn.com/2004/TECH/fun.games/07/05/videogameviolence.ap/index.html
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SNK PLAYMORE/NEOGEO CORPORATION Signs License Agreement with IGNITION
ENTERTAINMENT LIMITED

Ignition will publish top titles in all PAL territories

WALL, NJ. - July 8, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that SNK
PLAYMORE/NEOGEO CORPORATION has signed an agreement with IGNITION
ENTERTAINMENT LIMITED that allows many of the company's most popular titles
to be published in all PAL territories including Europe, Australia, and South
Africa.

"IGNITION ENTERTAINMENT LIMITED is an energetic and original force in video
game publishing in the PAL territories and we are pleased that SNK
PLAYMORE/NEOGEO is teaming with them to bring our most popular titles to
those markets," said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
President.

"The clamor to get these games outside of North America and Japan has been
deafening," said Greg Baverstock, Marketing Director, IGNITION ENTERTAINMENT
LIMITED. "SNK has produced some of the greatest hits in the arcades and now
longtime fans want to play those games in their homes."

About IGNITION ENTERTAINMENT LIMITED
Ignition Entertainment Limited is a privately owned software developer and
publisher. Ignition was created by a core team of gaming industry veterans
with the purpose of building upon their successful track record within the
international games industry, and to bring a fresh new approach to both the
development and distribution of original gaming product. You can find more
information about IGNITION ENTERTAINMENT LIMITED at
http://www.ignitionent.com.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

METAL SLUG, THE KING OF FIGHTERS, and SAMURAI SHODOWN are registered
trademarks of SNK PLAYMORE CORPORATION
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THE WORLDWIDE DOOM 3 INVASION
BEGINS THE WEEK OF AUGUST 2

Mesquite, TX - July 14, 2004 - See you in Hell! id Software(TM) and
Activision, Inc. (Nasdaq: ATVI) confirmed today that id Software's highly
anticipated DOOM 3(TM) for the PC has entered manufacturing and will begin
shipping to retail stores worldwide the week of August 2. A sci-fi horror
masterpiece, DOOM 3's dramatic storyline, pulse-pounding action, incredible
graphics, and ground-breaking technology combine to draw you into the most
frightening and gripping first-person gaming experience ever created.

"DOOM 3 is done! And you're going to have it in your hands in a matter of
days," said Todd Hollenshead, CEO, id Software. "DOOM 3 is a videogame
experience unlike any before it. From the cinema quality visuals and the
incredible 5.1 sound, to the terrifying atmosphere and hyper-realistic
environments, the whole game screams 'interactive horror film!' Add in the
most ferocious line up of demons Hell has ever brought to bear, and you have
an experience so intense that you'll need to keep your heart medicine handy."
Built on id's revolutionary new 3D technology, DOOM 3 is a terrifying battle
with the forces of Hell. In DOOM 3, your recent assignment to the Union
Aerospace Corporation's Mars research facility seemed simple enough, until
their discoveries and experiments unlocked the gates to Hell itself. Now, in
an epic clash against pure evil you must fight to understand who is with you,
who is against you, and what must be done to stop this nightmare from
reaching Earth. For more information, fans can visit WWW.DOOM3.COM. DOOM 3
has been rated "M" for Mature by the ESRB.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) and QUAKE II(R).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action title, Return to Castle Wolfenstein(R). id Software's
advanced DOOM 3(TM) technology is leading the next revolution in 3-D
interactive games. Check out more about id Software at www.idsoftware.com.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.
Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

(C) 2004 Id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. DOOM and ID are registered trademarks of Id
Software, Inc. in the U.S. Patent and Trademark Office and/or some other
countries.
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"Alien Hominid" Lands on
PlayStation(R)2 Computer Entertainment System and Nintendo GameCube(TM)

One of the Most Popular Internet Games of this Millennium Coming in a Bigger,
Better Form!

SANTA CLARA, CA - (July 30, 2004)- O~3 Entertainment, an interactive
entertainment publishing and distribution company, today announced it is
taking custody of "Alien Hominid," a short yellow alien with spherical black
beady eyes, three teeth, and a little green gun. O~3 and game developer, The
Behemoth, intend to feature Alien Hominid in its very own videogame for the
PlayStation(R)2 computer entertainment system and Nintendo GameCube(TM).

Alien Hominid, is the debut console title from O~3 Entertainment, and
developer, The Behemoth. It is an evolution of classic 2D side-scrolling
platform shooters, blending old school play mechanics with stunning hand
drawn graphics (in other words, it looks pretty AND plays great).

Born on the internet in 2002, a prototype version of Alien Hominid has become
one of the most downloaded games of all time, with over six million downloads
from the entertainment portal www.newgrounds.com, the first of hundreds of
websites now mirroring the prototype.

"We were immediately attracted to this game after seeing the prototype on the
web," commented Bill Gardner, CEO of O~3. "There's a good reason why this
game has over six million downloads - it's truly original and addictive."

About the Game
While joy riding in its new spaceship, Alien Hominid crash lands in front of
FBI headquarters, and narrowly escapes with only its alien hide. Alien
Hominid must find its spaceship and get off this rock before its vicious
human enemies find it and cart it off to Area 51. Along the way A.H. relies
on its deadly melee skills and advanced weapons to out smart the ever-cunning
enemies who want to probe it for alien secrets.

About Alien Hominid
Although half the size of a fully grown human, Alien Hominid has a voracious
capacity to digest human skulls and is an expert marksman. The FBI and their
mechanical marvels have been designed to keep A.H. from retrieving its UFO,
but it will not be deterred. Hominid befriends the most unlikely of humans,
who aid it with insane weapon upgrades. Alien Hominid will shoot, bomb, toss,
eat and slash anything in its path - and bring on the heat in multiplayer
co-op mode at any time.

About O~3 Entertainment
O~3 Entertainment is an interactive publishing and distribution company,
established to bring to the retail marketplace dynamic videogames from
independent studios located all over the world. The company has been founded
by a group of highly experienced game industry veterans. O~3 Entertainment is
based in Santa Clara, California. For more information visit
www.o3entertainment.com.

About The Behemoth
The Behemoth (www.thebehemoth.com) is a San Diego, California development
house created by experienced console developers. The company creates fun,
collectable console games. One of the Behemoth's founders, Tom Fulp, also
owns and runs the popular entertainment portal www.newgrounds.com."

Editors Note: For more information about Alien Hominid go to
www.alienhominid.com
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SNK NEOGEO USA CONSUMER Launches New, Enhanced Website

WWW.SNKNEOGEOUSACONSUMER.com to Support Massive Game Roll-Out in 2004-2005

WALL, NJ. - August 17, 2004 -SNK NEOGEO USA CONSUMER CORPORATION, the North
American publishing arm of the SNK NEOGEO CORPORATION, announced today that
they have revised their website to make it more user friendly for consumers,
press and retailers, and will relaunch it on August 15, 2004. The site,
www.snkneogeousaconsumer.com., will be the definitive source for SNK
corporate information and game news for all of SNK's upcoming titles
including KOF: MAXIMUM IMPACT for the PlayStation(R)2 computer entertainment
system, SVC CHAOS: SNK VS CAPCOM Live for the Xbox(R) video game system from
Microsoft and METAL SLUG ADVANCE for the Nintendo Game Boy(R) Advance. All
three games will ship this Fall 2004.

To support SNK's growing worldwide fan base the SNK website will now feature
a Gamers Chat area and Message Boards as well as a consumer download section
where fans can find screenshots, movies, screensavers, and other media for
SNK's past and upcoming titles. In addition, the new website will have
special password protected Retail and Press sections for SNK sales and media
materials.

"Fan requests for a website home where they can find everything they could
possibly want to know about our games has been growing with every new release
we bring out," commented Ben Herman, President of SNK NEOGEO USA CONSUMER
CORPORATION. "With constant updated information, we know that everyone will
find the new SNK site so comprehensive, they'll be making many visits."

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 18 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

# # #

THE KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN and FATAL
FURY are registered trademarks of SNK PLAYMORE CORPORATION

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SNK ENTERS THE LICENSING RING AND TAPS MOST MANAGEMENT AS ITS NORTH AMERICAN
LICENSING AGENCY

WALL, NJ - August 18, 2004 - SNK NEOGEO USA CONSUMER CORPORATION announced
today that it has retained MOST MANAGEMENT LLC as its North American
licensing agent for its video game character library. SNK has been creating
video games since 1981 with evergreen franchises that include THE KING OF
FIGHTERS, FATAL FURY, SAMURAI SHODOWN, and METAL SLUG. With the appointment
of a licensing agent, SNK will be actively extending these popular franchises
by licensing their characters and game titles to various consumer products
companies.

MOST MANAGEMENT plans to support SNK's worldwide fan base by entering into
strategic licensing relationships with several toy, apparel and comic book
companies. Plans for THE KING OF FIGHTERS 10th Anniversary beginning in 2004
include promotional tie-ins with SNK videogame releases, retailers and key
promotional partners. "I am excited to be working with SNK," stated Marc
Mostman, President of MOST MANAGEMENT. "SNK is synonymous with classic arcade
gaming, and has a strong library of video game properties and characters.
Their ability to keep classic titles like THE KING OF FIGHTERS and METAL SLUG
fresh is a tribute to their ability to understand the consumers who make up
the billion dollar interactive entertainment environment."

"We look forward to offering fans, new and old, the opportunity to add
additional items from their favorite games or characters," commented Ben
Herman, SNK NEOGEO USA CONSUMER CORPORATION president. "MOST MANAGEMENT
understands the draw of interactive entertainment and the limitless potential
for expanding great game franchises into broad consumer products programs."

About SNK NEOGEO USA CONSUMER CORPORATION:
Over the past 18 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handheld systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

About MOST MANAGEMENT:
MOST MANAGEMENT is a full-service licensing agency that is dedicated to
maximizing licensing opportunities and building brand equity for clients.
MOST MANAGEMENT represents a range of companies from interactive gaming
manufacturers, entertainment brands, corporate brands, artists and authors.

# # #

THE KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN and FATAL
FURY are registered trademarks of SNK PLAYMORE CORPORATION.
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GameStop Corp. Joins Major League Gaming As Presenting Sponsor For 2004
Season

Specialty Retailer to Support Burgeoning Professional Video Game League

New York, NY (October 7, 2004) - Major League Gaming (MLG), the official
professional video game league for console game players, announced today that
specialty entertainment software and video game retailer, GameStop Corp.
(NYSE: GME) will serve as the presenting sponsor for the second half of the
2004 season. The sponsorship package, valued at $100,000, provides GameStop a
direct connection with the competitive console gaming community through event
marketing, online promotion, in store appearances and advertising spots on
MLG's video-on-demand service.

"There is a tremendous groundswell of excitement and support among the
competitive video game community for professional video game competitions,"
said Dan DeMateo, President and Chief Operations Officer of GameStop Corp.
"It is a cultural movement that is sweeping the country and it is only
getting stronger. We share with MLG a passion for gaming, and we are happy to
support our sport's expansion into the professional arena."

GameStop signage and promotional literature can be found at MLG tournaments
in Atlanta, Seattle, San Francisco, Los Angeles, Boston and New York and on
the MLG Web site at www.mlgpro.com. In each tournament city, MLG professional
gamers will make guest appearances at GameStop stores for head-to-head game
playing with the general public and autograph signings. Gamers will also be
able to access MLG through the GameStop Web site at www.tour.gamestop.com.
Print advertising for tournament events will also run in Game Informer
magazine (over two million subscribers) and in GameStop's in-store shopping
guides (300,000 circulation).

"We are extremely pleased to have GameStop as a presenting sponsor for the
2004 season," said Michael Sepso, chief executive officer of MLG. "GameStop
is the premier retailer for competitive gamers and a perfect partner to help
strengthen the growth of professional video game competition across the U.S."

About GameStop Corp.
Headquartered in Grapevine, TX, GameStop Corp. (NYSE: GME) is the nation's
largest video game and entertainment software specialty retailer, based on
the number of U.S. stores and U.S. revenues. The company operates 1,676
retail stores throughout 49 states, the District of Columbia, Puerto Rico and
Ireland, primarily under the GameStop(R) brand. In addition, the company owns
a commerce-enabled Web property, GameStop.com, and Game Informer(R) magazine,
a leading video and computer game publication.

GameStop Corp. sells the most popular new software, hardware and game
accessories for the PC and next generation video game systems from Sony,
Nintendo, and Microsoft, and is also the industry's largest reseller of used
video games. In addition, the company sells computer and video game magazines
and strategy guides, action figures, and other related merchandise to more
than 30 million customers.

General information on GameStop Corp. can be obtained via the Internet by
visiting the company's corporate Website:
http://www.gamestop.com/investor-relations/.

About Major League Gaming
Major League Gaming (MLG) is the first nationally organized, professional
video gaming league. Founded in 2003, MLG's goal is to raise the profile of
professional video gaming to the level of other major pro sports around the
world. MLG runs the largest live event, gaming league worldwide with over 300
competitions planned for its 2005 season. MLG is also the leading producer of
gaming lifestyle-related media properties including wireless, online, print
and television properties. See www.mlgpro.com for more info and live webcasts
of MLG events.

# # #
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CNN.com reports that kids prefer video games to traditional television or
other toys:

http://www.cnn.com/2004/TECH/fun.games/10/27/media.videogames.reut/index.html
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CNN.com reviews the new Leisure Suit Larry game:

http://www.cnn.com/2004/TECH/fun.games/10/29/review.larry/index.html
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Pelican Introduces Next Generation HD System Selector;
High Definition in Sleek, Compact Design

Vernon, Calif., November 2, 2004 - Going on the premise that bigger is not
always better, Pelican has introduced its new High Definition System Selector
that connects multiple video game, audio and other entertainment systems to
your television. The new HD System Selector has been downsized from Pelican's
enormously successful and critically acclaimed System Selector Pro, first
introduced in 2003, in order to offer consumers a more compact, sleek design
for their entertainment system or desktop. Perhaps of equal importance to
consumers and retailers, the HD System Selector, which is available now,
arrives with a suggested retail price of only $24.99.

The HD System Selector allows you to connect up to 4 video gaming systems or
other video systems using component, AV or S-Video connections. It also
allows you to use multiple systems online via a Broadband Ethernet
connection. The HD System Selector offers superior picture quality when
hooked up to any high definition television.

"The new design is intended to offer consumers a choice," stated Pelican
Product Manager, Shilo Prychak. "Our previous system selector, the System
Selector Pro, is a more high-end unit with a subsequently higher retail price
of $99.99. The HD System Selector offers a lower priced selector that fits
into a more compact space for people who simply don't have the room or the
money to spend on the original design."

The HD System Selector comes complete with a Broadband Ethernet Cable as well
as 10 individualized name plates to represent a variety of different systems
on the front panel.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including PlayStationa, PlayStationa2, Xbox(TM) from
Microsoft, Nintendoa 64, Nintendoa GameCubea, Game Boya Color, Game Boya
Advance and Game Boy(R) Advance SP. Product design, testing and research take
place in the USA with the majority of manufacturing occurring in Asia.
Pelican is headquartered in Vernon, California.

###
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Sign me up for one of those selectors!  I'm not sure what it lacks that the
$100 model has, but I've always wanted one of those.

Now I just need to pony up the money for component cables for my systems...

-Ken
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Mastiff Receives License to Reissue Top Gun Games

SAN FRANCISCO, CA November 12, 2004 Video Game publisher Mastiff today
announced that they have entered into agreements with Viacom Consumer
Products and Titus to re-release games under the Top Gun brand. Under the
agreements, Mastiff will publish Top Gun: Combat Zones for PlayStation 2
computer entertainment system, Nintendo GameCube(TM) and Game Boy Advance,
and Top Gun: Firestorm for Game Boy Advance. The games will be available at
major retailers for a special low price in time for the holiday season.

A hip, heart-pounding combination of action, music and incredible aerial
photography helped make Top Gun the blockbuster movie hit of 1986. Top Gun
takes a look at the danger and excitement that awaits every pilot at the
Navy's prestigious fighter weapons school.

With more than 36 different missions, including flight academy, Top Gun:
Combat Zones lets you experience every single situation a jet fighter pilot
can face. High-altitude dog fights, low-flying blitz attacks, military and
civil rescues, missions in a variety of terrains... you will have to fight
against dozens of airborne and ground-based enemies to prove yourself worthy
of the Top Gun rank!
Features of Top Gun: Combat Zones include:
* 36 different missions set over three distinct periods of time
* Master the Navy's top planes: F-14, F-18, F-22, and bonus unlockable planes
F-4 Phantom, JSF, YF-23, Osprey, and Harrier
* Fly over 4 superb locations: South East Asia, Gulf States, Arctic Circle,
Miramar Base, with numerous landscapes: urban, ocean, oil rigs, arctic, and
desert zones
* Astounding, detailed graphics, especially in low-level flying combat,
emphasizes arcade action over mere piloting
* Changing light and weather conditions
* Bonus scoring system rewards expert maneuvers
* Incredible Reply mode enables review of entire mission through all sorts of
different cameras and angles
* Build an unlimited number of new missions, choosing your plane, terrain,
difficulty level and opponents with Quickstart mode

Top Gun: Firestorm is an F-14 in your pocket! Are you worthy to be an elite
Top Gun pilot? Prove it while triumphing over all the missions and exceeding
Iceman. Then face your friends in air duels without mercy!
* 12 enthralling missions across arctic, ocean, forest and desert zones

* 2-player mode via Link Cable.

About Mastiff

Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include and La
Pucelle: Tactics, which was recently awarded an Editor's Choice Award from
leading gaming website, IGN.com, and a "Must Buy" from top PlayStation 2
publication, PSM. Please see www.mastiff-games.com for more information.

About Viacom Consumer Products

Viacom Consumer Products, Inc. merchandises properties on behalf of Paramount
Pictures, Paramount Television, Viacom Productions, and Spelling Television,
as well as third-party properties. Viacom Consumer Products is a subsidiary
of Viacom Inc.

Top Gun (TM) & (C) 2004 Paramount Pictures. All Rights Reserved.
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"Alien Hominid" Invades Retail Stores

Critics Are Raving About This Bigger, Badder Console Version of the Cult Game
Now Available from O~3 Entertainment and The Behemoth

SANTA CLARA, CA (November 18, 2004) O~3 Entertainment, an interactive
entertainment publishing and distribution company, today announced that one
of the most interesting 'underdog' stories of the gaming industry, the highly
anticipated Alien Hominid, is shipping to retail stores throughout North
America, with the game expected to be on shelves as early as this coming
weekend. Developed by The Behemoth, Alien Hominid is available for the
PlayStation(R)2 computer entertainment system and Nintendo GameCube(TM).

Critics have had high praise for the little yellow extraterrestrial. IGN.com
said in their November 9 review, "[Alien Hominid has] exquisite style,
brilliant art, lots of action, slick animations, interesting boss fights, and
innovative gameplay mechanics....With Alien Hominid everything you need as a
shooting fan is right here on the table. It looks good, it's cute and funny,
its bosses are interesting, the control is tight, and the game is seriously
intense....The truth is out there. Believe in the supernatural and buy Alien
Hominid." According to Game Informer Magazine, "Everyone likes to root for
the underdog, and this time the underdog is packing one hell of a game."
Official PlayStation Magazine echoed the enthusiasm when they said, "Alien
Hominid represents everything that is good about the game industry."

Alien Hominid is the debut console title from O~3 Entertainment and developer
The Behemoth, and one of the first examples of top-notch independent
development on the major gaming consoles. It is an evolution of classic 2D
side-scrolling platform shooters, blending old school play mechanics with
stunning hand drawn graphics. Born on the internet in 2002, a prototype
version of Alien Hominid has become one of the most downloaded games of all
time, with over seven and a half million downloads from the entertainment
portal, the first of hundreds of websites now mirroring the prototype.

"Alien Hominid is the epitome of what we're trying to do at O~3," stated Bill
Gardner, CEO of O~3. "Our mission is to find the best independently developed
games in the world, and bring them to market."

Features of the Alien Hominid console game include:
* Blast through level after level of stunning hand drawn art by Dan Paladin
* Individual controller difficulty settings. Both skilled and unskilled
players can enjoy the game at the same time.
* Take down your enemies in a variety of ways with a wide assortment of alien
melee attacks that range from humorous to, well, gross
* Experience a fully interactive world teeming with dynamic enemies and
unique bosses
* NPC A.I. so real you'd think it was human
* 16 levels of intense multiplayer action. Main game for 1 or 2 players,
mini-games up to 4 players.
* 5 extra mini games (including the 1-4 player PDA games with over 200 levels
and a level creation option) and alternate gameplay modes bring players back
again and again
* The game's monstrously popular internet prototype has been played over
7,500,000 times.


About the Game
While joy riding in its new spaceship, Alien Hominid crash lands in front of
FBI headquarters, and narrowly escapes with only its alien hide. Alien
Hominid must find its spaceship and get off this rock before its vicious
human enemies find it and cart it off to Area 51. Along the way Alien Hominid
relies on its deadly melee skills and advanced weapons to out smart the
ever-cunning enemies who want to probe it for alien secrets.

About Alien Hominid
Although half the size of a fully grown human, Alien Hominid has the uncanny
ability to cause mayhem and destruction wherever he goes. The FBI and their
mechanical marvels have been designed to keep A.H. from retrieving its UFO,
but it will not be deterred. Hominid befriends the most unlikely of humans,
who aid it with insane weapon upgrades. Alien Hominid will shoot, bomb, toss,
eat and slash anything in its path - and bring on the heat in multiplayer
co-op mode at any time.

About O~3 Entertainment
O~3 Entertainment is an interactive publishing and distribution company,
established to bring to the retail marketplace dynamic videogames from
independent studios located all over the world. The company has been founded
by a group of highly experienced game industry veterans. O~3 Entertainment is
based in Santa Clara, California. For more information visit
www.o3entertainment.com.

About The Behemoth
The Behemoth is an independent console game developer that specializes in
making games that are fun to play, beautiful to look at, and collectible.
Founded by veteran console developers in 2003, The Behemoth is headquartered
in San Diego, California. For more information, please visit
http://www.thebehemoth.com. Tom Fulp, co-founder of the Behemoth, also owns
and runs the popular entertainment portal www.newgrounds.com."

Editors Note: For more information about Alien Hominid (the game) or to buy
Alien Hominid merchandise go to www.alienhominid.com
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50% of parents will give video games as gifts this holiday season:

http://money.cnn.com/2004/11/22/technology/personaltech/videogames_holiday.reut
/index.htm
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INDEPENDENT RATINGS SYSTEM TARGETS VIDEO GAME INDUSTRY

A Detailed Analysis of Video Games' Profanity, Sex, Violence Available at
CurrentAttractions.com

Research Finds Ambiguities And Inconsistencies In Current Industry-Run
Ratings
LOS ANGELES, November 30, 2004 - Cutting through the ambiguity of the current
industry-run ratings, Current Attractions has begun an objective and
quantitative reporting on the Profanity, Sex, and Violence in today's hottest
video game releases.  With Current Attractions' use of the proprietary
PSVratings technology, parents will know exactly what to expect before they
purchase video games containing potentially objectionable material for their
children.

Until now, video games have been rated only by the software industry's own
Entertainment Software Rating Board, (ESRB), which rates games using a
subjective, age-based rating system.  The ESRB attempts to match the content
in games to players' ages, but how many parents know that the Teen-rated
best-seller Tony Hawk's Under Ground 2 shows characters vandalizing buildings
and women lifting up their shirts to bare their breasts?

The ratings found on Current Attractions are powered by the PSVratings
system, the most comprehensive, accurate and objective ratings system
currently available.  They do not suggest what content is suitable to any
particular age group.  Instead, they provide parents with the detailed,
unbiased information, independent of game manufacturers, necessary to make
informed choices based upon each individual family's  own personal standards
of suitability.

Initially devised to evaluate movies, the PSVratings system utilizes the
globally recognizable traffic-light symbol to convey three levels - green
(suggestive), yellow (explicit) or red (graphic) of Profanity, Sex and
Violence. It provides consumers with in-depth information including the exact
number of instances and the context in which profanities, nudity, sexual
words and activities, disrespectful behavior, character, racial, religious
and sexual slurs, alcohol abuse, illegal drug use, tobacco use, threatening
behavior and violent actions will be encountered.

Current Attractions' original research shows that while some of this season's
major releases bear the same game-industry rating, their actual content
varies widely.  The inconsistencies found among games with the same ESRB
rating can be seen clearly in a side-by-side comparison of four games rated
M:

   Game Title   Profanity Rating   Sex Rating   Violence Rating
   Halo 2         Yellow             (None)         Red
   GTA             Red               Yellow         Red
   Fable          Yellow              Green         Red
   Shellshock      Red                Green         Red

"The fact is, parents don't know the half of what is going on in these
games," said David G. Kinney, CEO of Veritasiti Corporation, the parent
company of both PSVratings and Current Attractions.

"We take it for granted when the rating on the box tells us a game is rated
for 'Teens' or for 'Everyone,'" continued Kinney.  "A lot of parents might be
shocked by what some video game developer has decided is appropriate for
their child.  The PSVratings offered at Current Attractions make no value
judgments about age-appropriateness.  That is a parent's job.  We take
objective, quantitative research and present it in a way parents can easily
understand."

In the volatile video game industry, Current Attractions aims to be a
comprehensive resource for parents.  The new service will include listings of
the most popular video games, a traffic-light style PSVrating, pages
dedicated to general information about each game, pages featuring in-depth
information about each game and an entire section providing a Parental Guide
to Video Games, including a glossary of terms for the uninitiated and links
to articles on the effects of gaming on children.

About PSVratings

The PSVratings process is both extensive and objective.  The system operates
on proprietary, database-driven technology featuring in excess of 3,000 rules
and more than ten million rule combinations. A Standards Board of educators,
child psychologists and child psychiatrists, all of whom are parents, assign
ratings to each of the rules of the system; thus creating the PSVratings
Standard.  Auditors are trained to record instances of Profanity, Sex and
Violence in media.  The data then goes through three independent stages of
validation.  Proprietary technology then analyzes the complete data and
generates the PSVrating, which ensures objectivity and makes the system
unique from the industry-based systems that generate ratings based upon the
opinions of a subjective group of parents, critics or enthusiasts.

To learn more about the PSVratings system or for more specific information on
these and other video games, please visit www.CurrentAttractions.com
<http://www.CurrentAttractions.com> and sample the PSVratings and reviews
with a complimentary 30-day pass.

# # #
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SNK NEOGEO USA CONSUMER CORPORATION Changes Name to
SNK PLAYMORE USA CORPORATION

Name change brings division in line with parent company consolidation

WALL, NJ. - December 17, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK PLAYMORE CORPORATION, announced today that
effective immediately they will be known as SNK PLAYMORE USA CORPORATION to
better facilitate worldwide recognition. The name change brings the US
division in line with its Japanese parent company, SNK PLAYMORE CORPORATION,
which consolidated all of its divisions worldwide under one brand on November
15, 2004.

"The name may have changed, but the business model remains the same," said
Ben Herman, president of SNK PLAYMORE USA CORPORATION. "SNK is and always
will be about bringing great games to the marketplace."

All communication will be updated with the new name. The new website is
http://www.snkplaymoreusa.com

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK Playmore USA CORPORATION games at
www.snkplaymoreusa.com

# # #
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I think I found the system selector mentioned in Msgs 111-112 uptopic; it had
the GameStop name on it, but it was manufactured by Pelican.  I was very
disappointed.  It had only three system ports on the back, fully complemented
with A/V, S-Video, component, and Ethernet; a fourth port on the front of the
machine (ugly!) had A/V and S-Video only.  Since I refuse to use a selector
that has cables coming out the front, and I think I have four component-ready
consoles, this device does me no good.

-Ken
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ACADEMY OF INTERACTIVE ARTS & SCIENCES (AIAS) ANNOUNCES FINALISTS FOR 8TH
ANNUAL INTERACTIVE ACHIEVEMENT AWARDS

Awards Ceremony To Take Place February 1, 2005 During Annual D.I.C.E. Summit

CALABASAS, Calif. (Jan. 21, 2005) - The Academy of Interactive Arts &
Sciences (AIAS), the professional organization dedicated to the advancement
and recognition of interactive arts, announced today the finalists for the
8th Annual Interactive Achievement Awards to honor outstanding technical and
artistic achievement in the world of interactive entertainment.
Voted and judged upon by game industry peers and members of the AIAS, this
year's Interactive Achievement Awards finalists represent an array of the
best games of 2004.

"It is truly a great honor to have your work recognized by your peers as the
best in the industry," said Joseph Olin, president of the Academy of
Interactive Arts & Sciences. "The Interactive Achievement Awards, much like
the Oscars for the motion picture industry, provide an important showcase for
members of the entire interactive entertainment industry to get together and
pat each other on the back for a job well done."

Game finalists for the 8th annual interactive achievement award categories
are listed below, along with the corresponding publishers and developers,
respectively.

1. Game Of The Year Awards

        o       Game Of The Year

           Grand Theft Auto:  San Andreas (Take2/Rockstar North)
            Half-Life 2 (Vivendi Universal Games/Valve)
            Halo 2 (Microsoft/Bungie)
            Katamari Damacy (Namco/Namco Limited)
            World of Warcraft (Vivendi Universal Games/Blizzard)

        o       Console Game Of The Year

           Burnout 3 (Electronic Arts/Criterion)
            Grand Theft Auto:  San Andreas (Take2/Rockstar North)
            Halo 2 (Microsoft/Bungie)
            Katamari Damacy (Namco/Namco Limited)
            Ratchet & Clank:  Up Your Arsenal (Sony/Insomniac Games)

        o       Computer Game Of The Year

           City of Heroes (NCSoft/Cryptic Studios)
            Half-Life 2 (Vivendi Universal Games/Valve)
            Doom 3 (Activision/id Software)
            World of Warcraft (Vivendi Universal Games/Blizzard)
            Sid Meier's Pirates! (Atari/Firaxis Games)
   2. Innovation Awards

        o       Innovation in Computer Gaming

           Doom 3 (Activision/id Software)
            City of Heroes (NCSoft/Cryptic Studios)
            Rome:  Total War (Activision/Creative Assembly)
            Half-Life 2 (Vivendi Universal Games/Valve)
            The Sims 2 (Electronic Arts/Maxis)

        o       Innovation In Console Gaming

           Fable (Microsoft/Big Blue Box)
            Halo 2 (Microsoft/Bungie)
            Donkey Konga (Nintendo/Namco)
            Eye Toy:  Anti Grav (Sony Computer Entertainment
America/Harmonix)
            Katamari Damacy (Namco Hometek Inc./Namco Limited)

"We're thrilled that Pirates! has received this acknowledgement from the
creative community," said Wim Stocks, Executive Vice President of Sales and
Marketing for Atari. "Pirates! is already a critical and commercial hit, and
reaching this final benchmark of success is a tribute to Sid Meier and his
team at Firaxis who have always exemplified excellence in gaming."

"We are pleased with the outstanding performance and quality of World of
Warcraft from Blizzard, Half-Life 2 and The Chronicles of Riddick: Escape
from Butcher Bay," said Bruce Hack, CEO of VU Games. "The Interactive
Achievement Award nominations are an acknowledgement of the extraordinary
talent and creativity behind these great games."

"Microsoft Game Studios is incredibly proud of the reception our games have
received this year from the Academy of Interactive Arts and Sciences," said
Shane Kim, general manager, Microsoft Game Studios.  "Having our industry
peers name four of our games as finalists in thirteen categories is an
incredible achievement.  We are thrilled with this honor."

3. Craft Awards

        o       Outstanding Achievement In Art Direction

           Doom 3 (Activision/id Software)
            Metroid Prime 2:  Echoes (Nintendo/Retro Studios)
            Prince of Persia:  Warrior Within (Ubisoft/Ubisoft Montreal)
            Sly Cooper 2 (Sony Computer Entertainment America/Sucker Punch)
            Half-Life 2 (Vivendi Universal Games/Valve)

        o       Outstanding Achievement In Animation

           Prince of Persia:  Warrior Within (Ubisoft/Ubisoft Montreal)
            Sly Cooper 2 (Sony Computer Entertainment America/Sucker Punch)
            Jak 3 (Sony/Naughty Dog)
            Rachet & Clank:  Up Your Arsenal (Sony Computer Entertainment
America/Insomniac Games)

        o       Outstanding Character Performance - Male

           Half-Life 2 (Vivendi Universal Games/Valve)
            The Bard's Tale (InXile Entertainment/Inxile Entertainment)
            Metal Gear Solid 3 (Konami/KCEJ)
            Demon Stone (Atari/Stormfront Studios)
            Chronicles of Riddick (Vivendi Universal Games/Starbreeze)

        o       Outstanding Character Performance - Female

           Demon Stone (Atari/Stormfront Studios)
            Judy Dench - Golden Eye:  Rouge Agent (Electronic Arts/EA/LA)
            Zoo Tycoon 2 (Microsoft/Blue Fang Games)

        o       Outstanding Achievement In Soundtrack

           Need For Speed Underground 2 (Electronic Arts/EA Canada)
            Tony Hawk's Underground 2 (Activision/Neversoft)
            Donkey Konga (Nintendo/Namco)
            Grand Theft Auto:  San Andreas (Rockstar Games/Rockstar North)

        o       Outstanding Achievement In Original Musical Composition

           Rome:  Total War (Activision/Creative Assembly)
            NBA Ballers (Midway/Midway Chicago)
            Katamari Damacy (Namco/Namco Limited)
            Killzone (Sony Computer Entertainment America/Guerilla)
            Fable (Microsoft/Big Blue Box)

        o       Outstanding Achievement In Sound Design

           Rome:  Total War (Activision/Creative Assembly)
            Halo 2 (Microsoft/Bungie)
            Doom 3 (Activision/id Software)
            Rachet & Clank:  Up Your Arsenal (Sony Computer Entertainment
America/Insomniac Games)
            Sly Cooper 2 (Sony Computer Entertainment America/Sucker Punch)

        o       Outstanding Achievement In Game Play Engineering

           Donkey Konga (Nintendo/Namco)
            Spider-Man 2 (Activision/Treyarch)
            Eye Toy:  Anti Grav (Sony Computer Entertainment
America/Harmonix)
            Half-Life 2 (Vivendi Universal Games/Valve)
            Fable (Microsoft/Big Blue Box)

        o       Outstanding Achievement In Online Game Play

           Halo 2 (Microsoft/Bungie)
            Rome:  Total War (Activision/Creative Assembly)
            Unreal Tournament 2004 (Atari/Epic Games)
            Warhammer 40,000 Dawn of War (THQ/Relic)

        o       Outstanding Achievement In Visual Engineering

           Doom 3 (Activision/id Software)
            Metroid Prime:  Echoes (Nintendo/Retro Studios)
            Demon Stone (Atari/Stormfront Studios)
            Rachet & Clank:  Up Your Arsenal (Sony Computer Entertainment
America/Insomniac Games)
            Half-Life 2 (Vivendi Universal Games/Valve)

        o       Outstanding Achievement In Game Design

           Fable (Microsoft/Big Blue Box)
            City of Heroes (NCSoft/Cryptic Studios)
            Katamari Damacy (Namco Hometek Inc./Namco Limited)
            Grand Theft Auto:  San Andreas (Rockstar Games/Rockstar North
            Half-Life 2 (Vivendi Universal Games/Valve)

        o       Outstanding Achievement In Character Or Story Development
           Grand Theft Auto:  San Andreas (Rockstar Games/Rockstar North)
            Half-Life 2 (Vivendi Universal Games/Valve)
            Demon Stone (Atari/Stormfront Studios)
            Psi-Ops:  The Mindgate Conspiracy (Midway/Midway)
            Fable (Microsoft/Big Blue Box)

3. Genre Awards
A.   Console

        o       Platform Action/Adventure Game Of The Year

           Prince of Persia:  Warrior Within (Ubisoft/Ubisoft Montreal)
            Rachet & Clank:  Up Your Arsenal (Sony Computer Entertainment
America/Insomniac Games)
            Jak 3 (Sony Computer Entertainment America/Naughty Dog)

        o       Action/Adventure Game Of The Year

           Pikmin 2 (Nintendo/Nintendo)
            Psi-Ops:  The Mindgate Conspiracy (Midway/Midway)
            Tom Clancy's Splinter Cell Pandora Tomorrow (Ubisoft/Ubisoft
Shanghai, Paris, Annecy Studios)
            Metal Gear Solid 3:  Snake Eater (Konami/KCEJ)

        o       Action Sports Game Of The Year

           NFL Street 2 (Electronic Arts/Electronic Arts Tiburon)
            Tony Hawk's Underground 2 (Activision/Neversoft)
            NBA Ballers (Midway/Midway Chicago)
            Mario Power Tennis (Nintendo/Camelot)

        o       First Person Action Game Of The Year

           Halo 2 (Microsoft/Bungie)
            GoldenEye:  Rogue Agent (Electronic Arts/Electronic Arts LA)
            Metroid Prime 2:  Echoes (Nintendo/Tetro Studios)
            Chronicles of Riddick (Vivendi Universal Games/Starbreeze)

        o       Children's Title Of The Year

           Shrek 2 (Activision/Luxoflux)
            Backyard Baseball 2005 (Atari/Humongous Entertainment)
            Mario Party 6 (Nintendo/Hudson Soft)
            Pokemon Colosseum (Nintendo/Genius Sonority)
            Sly Cooper 2 (Sony Computer Entertainment America/Sucker Punch)

        o       Fighting Game Of The Year

           Def Jam:  Fight for NY (Electronic Arts/Electronic Arts Canada)
            Dragonball Z:  Budokai 3 (Atari/Dimps Corporation)
            Mortal Kombat:  Deception (Midway/Midway Chicago)

        o       Racing Game Of The Year

           Burnout 3 (Electronic Arts/Criterion)
            Rallisport Challenge 2 (Microsoft/Digital Illusions)

        o       Role Playing Game Of The Year

           X-Men Legends (Activision/Raven Software)
            The Bard's Tale (InXile Entertainment/Inxile Entertainment)
            Paper Mario:  The Thousand Year Door (Nintendo/Intelligent
Systems)
            Final Fantasy Crystal Chronicles (Nintendo/Square Enix)
            Tales of Symphonia (Namco Hometek Inc./Namco Limited)

        o       Sports Simulation Game Of The Year

           Madden NFL 2005 (Electronic Arts/Tiburon)
            ESPN NHL 2K5 (Sega/Kush Games)
            ESPN NFL 2K5 (Sega/Visual Concepts)
            Winning Eleven 7 (Konami/Konami)
B.   Wireless & Handheld

        o       Wireless Game Of The Year

           Pokemon FireRed/LeafGreen (Nintendo/Creatures, Inc/GAMEFREAK)
            Super Mario 64 DS (Nintendo)

        o       Handheld Game Of The Year

           Metroid:  Zero Mission (Nintendo)
            Super Mario 64 DS (Nintendo)
            Kingdom Hearts:  Chain of Memories (Square Enix)
C.   Computer

        o       Action/Adventure Game Of The Year

           Myst IV Revelation (Ubisoft/Ubisoft Montreal)
            Full Spectrum Warrior (THQ/Pandemic Studios)
            The Suffering (Midway/SURREAL Software)
            Tom Clancy's Splinter Cell:  Pandora Tomorrow (Ubisoft/Ubisoft
Shanghai, Paris, Annecy Studios)
        o       Children's Game Of The Year

           Backyard Skateboarding (Atari/Humongous Entertainment)

        o       Downloadable Game Of The Year

           Mahjong Garden To G (Electronic Arts/Electronic Arts Pogo)
            The Incredibles:  Escape from Nomanisan Island (Disney Online)
            Shroomz - Quest for Puppy (Game Trust, Inc./The Planet)
            Diner Dash (PlayFirst/gameLab)

        o       Family Game Of The Year

           Harry Potter:  Prisoner of Azkaban (Electronic Arts/AMAZE/Know
Wonder)
            Scrabble On-Line (Atari/Boston Animation)
            Zoo Tycoon 2 (Microsoft/Blue Fang Games)

        o       First Person Action Game Of The Year

           Medal of Honor:  Pacific Assault (Electronic Arts/Electronic Arts
LA)
            Doom 3 (Activision/id Software)
            Joint Operations:  Typhoon Rising (NovaLogic/NovaLogic, Inc.)
            Half-Life 2 (Vivendi Universal Games/Valve)
            Unreal Tournament 2004 (Atari/Epic Games)

        o       Role Playing Game Of The Year

           Neverwinter Nights:  Kingmaker (BioWare/BioWare)
            Vampires:  Bloodline (Activision/Troika)

        o       Simulation Game Of The Year

           The Sims 2 (Electronic Arts/Maxis)
            Roller Coaster Tycoon 3 (Atari/Frontier Developments)
            Pacific Fighters (Ubisoft/1C)

        o       Sports Game Of The Year

           Tiger Woods PGA Tour 2005 (Electronic Arts/Electronic Arts Redwood
Shores)

        o       Strategy Game Of The Year

           Lord of the Rings:  Battle for Middle-Earth (Electronic Arts/EA
LA)
            WarHammer 40K:  Dawn of War (THQ/Relic)
            Rome:  Total War (Activision/Creative Assembly)
D.   Online

        o       Massive Multiplayer/Persistent World Game Of The Year
           World of WarCraft (Vivendi Universal Games/Blizzard)
            City of Heroes (NCSoft/Cryptic Studios)
            StarWars Generations:  Jump to Lightspeed (Sony Online LucasArts)
            Final Fantasy XI Chains of Promathia (Square Enix, Inc./Square
Eniz Co. Ltd.)

Winners will be announced at the 8th Annual Interactive Achievements Awards
ceremony, taking place February 1, 2005, the second evening of the D.I.C.E.
Summit.  The Awards event will be held at the Grande Ballroom of the Green
Valley Ranch Resort and will showcase the industry's best games of 2004.

The 2005 D.I.C.E. Summit (Design, Innovate, Communicate and Entertain), is a
high-level interactive entertainment industry conference that brings together
the top video game designers and developers from around the world and
business leaders from all the major publishers to discuss the state of the
industry, its trends and the future.  The three-day event will be held
January 31 - February 2, 2005 at Green Valley Ranch Resort in Las Vegas, NV.
More information on the 2005 D.I.C.E. Summit can be found at
www.DICESummit.org.

About The Academy of Interactive Arts & Sciences (AIAS)

The Academy of Interactive Arts & Sciences (AIAS) was founded in 1996 as a
not-for-profit organization dedicated to the advancement and recognition of
the interactive arts. The Academy's mission is to promote and advance common
interests in the worldwide interactive entertainment community; recognize
outstanding achievements in the interactive arts and sciences; and conduct an
annual awards show (Interactive Achievement Awards) to enhance awareness of
the interactive art form.  The Academy also strives to provide a voice for
individuals in the interactive entertainment community.  More information
about the AIAS can be found at www.interactive.org.

# # #
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Mastiff Announces Pump It Up: Exceed
For PlayStation(R)2 and Xbox

The International Arcade Sensation Infiltrates American Homes

SAN FRANCISCO, CA (February 14, 2005) Video Game publisher Mastiff today
announced they will publish Pump It Up, the hot dancing game storming through
Latin America, the UK, France, and Korea, for the PlayStation 2 computer
entertainment system and the Xbox(R) video game system from Microsoft. The
arcade version of Pump It Up was recently featured in two national
commercials and has appeared on television shows such as Steve Harvey's Big
Time and The George Lopez Show.

While other dance games arbitrarily assign positions to a dancer's feet, Pump
It Up features choreographed steps for each song and a five button mat that
lets the step designers reward players for not just where they put their
feet, but how the feet got there. The game features over 80 songs, including
new music for the console version from cutting edge artists such as Grammy
nominees Crystal Method and Steriogram, as well as Elvis vs. Junkie XL;,
Earth, Wind and Fire; and Sugarhill Gang. Music familiar to fans of the
arcade include top K-POP (Korean pop) acts like Sechs Kies, Honey Family,
Clon and Novasonic, and songs like Beethoven Virus and Pump Me Amadeus by
BanYa, the Pump It Up original band.

"It's hip, it's edgy, and it's the only game out there that's really about
the dancing," said Bill Swartz, Head Woof at Mastiff. "Other dancing games
are about watching the screen and stomping in the right spot, which is great
if you didn't get enough whack-a-mole as a kid. Pump It Up gets you dancing
like you're in a club."

James Ko, President of Andamiro USA says "We're delighted to be working with
Mastiff to bring the greatest dance game in the world to your living room."

The console version of Pump It Up: Exceed is based on the arcade game Pump It
Up: Exceed but, in addition to the new music features a wealth of new
features including three entirely new modes: Home, Sudden Death, and Survival
as well as a practice and tutorial mode. Like the arcade version, the home
version will also allow players to log their high scores on a world-wide
score board.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include La Pucelle:
Tactics, which was recently awarded an Editor's Choice Award from leading
gaming website, IGN.com, and a "Must Buy" from top PlayStation 2 publication,
PSM. Other recent releases include Gungrave: Overdose, Technic Beat and Top
Gun. Please see www.mastiff-games.com for more information.

About Andamiro
Andamiro is a major developer and manufacturer of interactive coin operated
entertainment equipment supplying the amusement and gaming business. Andamiro
is headquartered in Seoul, Korea with a world wide sales and marketing office
located in Torrance, California. For further information contact
sales@andamirousa.com

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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e video game industry now honors its stars with its own Walk of Game:

http://www.cnn.com/2005/TECH/fun.games/03/09/walk.of.game.ap/index.html
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Jowood Productions Announces
Panzer Elite Action

Rottenmann, Austria, 10th March 2005 - Jowood Productions would like to
announce its intention to bring out the big guns for 2005 with the release of
Panzer Elite Action for Xbox, Playstation 2 and PC developed by Zootfly.

Panzer Elite Action is a fast-paced WW2 action game that lets the player Feel
the power of 30 tons of steel armor around them and gives them the ability to
command increasingly powerful tanks in a series of intense and dramatic
battles. The cinematic and immersive action will allow the player to
experience the adrenalin rush of an intense conflict commanding 30 solid tons
of steel in the heat of battle

Panzer Elite Action follows the story of three tank commanders and their
crew. The German commander, flushed with the success of the Blitzkrieg in
Poland and France, moves on to the Eastern Front and the brink of victory
with the taking of Stalingrad. We meet the Russian commander in desperate
straits as he helps defend Stalingrad, and follow him as the tide turns
against the Germans and he joins the massive tank battle of Kursk. The
American commander enters the war on the Normandy Beachhead on D-Day. After
the struggle for the Bocage, he survives the doomed gamble to take Arnheim,
defends the German outbreak at the Battle of the Bulge, and then drives on to
the victorious crossing of the Rhine.

Features:

* Command your tanks through 3 different campaigns set against the backdrop
of the most dramatic battles of WW II

* Take on the enemy with your choice from over 15 powerful and versatile
tanks

* Become the leader of your own squad and employ various strategies using the
different tanks.

* An action filled battlefield with AI controlled airplanes, infantry and
enemy vehicles making the mayhem of battle come alive

* Blast through houses and trees in a completely destructible environment

* Graphic engine supports all up to date graphic features - from T&L effects
to day and night cycles

* Compelling theme, storyline, and characters created by design legend Bob
Bates (Unreal,...)

Sometimes men fight not for cause or country, but for the sake of the men
they go to war with and throughout Panzer Elite Action, the player will
become aware of the "Band-of-Brothers" theme that brings out the special bond
formed by comrades-in-arms in the heat of battle.

JoWooD Productions Software AG:
JoWooD Productions Software AG is listed on the Vienna stock exchange and is
a leader in the development of computer and video games. JoWooD develops and
publishes internationally competitive, high-quality entertainment software
for all current and future games platforms. The company's headquarters are in
Rottenmann/Austria with subsidiaries in Germany and Japan. JoWooD games are
delivered through a worldwide network of distribution partners. For further
information, please visit our homepage www.jowood.com.

About KOCH MEDIA UK:
Founded in 1994, KOCH MEDIA UK develops, publishes and distributes a diverse
mix of titles for home console gaming systems, personal computers and the
Internet. Based in Basingstoke, the company has distribution contracts with a
number of software publishers, including NINTENDO. For publishers not in the
UK, KOCH MEDIA exclusively markets, sells and distributes titles. Under its
own brands of DEEP SILVER and EUROPRESS, KOCH MEDIA develops and publishes
its own range of gaming and educational and lifestyle software. For more
information on KOCH MEDIA and its products, visit www.kochmedia.co.uk

About Xbox:

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most eshilarating game and entertainment
experiences. Xbox delivers an expansive collection of breaktrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together", captures the spirit of Xbox aas the social hub
of the new digital entertainment lifestyle. Xbox is now available in Europe
for an estimated street price of 149,99/L99.99
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SNK PLAYMORE USA CORPORATION Announces
METAL SLUG 4 & 5 Bundle Packs for PlayStation(R)2 and Xbox

Two Classic SLUGS in Two Bundles

WALL, NJ. - March 14, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that the company will
release a special METAL SLUG 4 & 5 bundle pack for the PlayStation 2 computer
entertainment system and the Xbox(R) video game system from Microsoft. The
METAL SLUG 4 & 5 bundle pack will ship in early Summer 2005. Each will have a
suggested retail price of $39.99.

In METAL SLUG 4, a cyber-terrorist group has unleashed an international
computer virus with the goal of hijacking the world's militaries. Join Marco,
Fio, and new METAL SLUG team members, Trevor and Nadia, as they try to stop
the distribution of the virus before it's too late.

A disc containing METAL SLUG secrets has been stolen in METAL SLUG 5, after a
research installation is attacked by unknown forces. Marco, Tarma, Eri and
Fio must enter "The Corridor of Fire" to recover the secrets and destroy the
paramilitary syndicate known as the Ptolemaic Army.

"This is a must own collection for PlayStation 2 and Xbox owners who love the
METAL SLUG franchise" said Ben Herman, SNK PLAYMORE USA CORPORATION
President. "METAL SLUG has always been one of SNK's most popular franchises,
and METAL SLUG 4 and 5 are two of the best in the series."

METAL SLUG 4 features include:
* Take the battle to the air, sea and land as you once again battle Morden's
forces
* Six challenging stages and a wide array of unique enemies
* Famous non-stop, fast paced MEATL SLUG action
* Play as returning favorite characters Marco and Fio or brand new characters
Trevor and Nadia
* Extensive power-ups of over-the-top weaponry, health and ammo
* Fight off huge boss characters on each level and battle massive end bosses

METAL SLUG 5 features include:
* Five massive stages and all new enemies
* Take up arms against this ultimate weapon of destruction "The Doomsday
Machine" that fuses the mysterious power of ancient ruins with that of Metal
Slug science
* Wage an assault on the enemy's underwater stronghold.
* Find a factory producing robotic weapons developed from the Government
Army's data for next-generation Metal Slugs.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in Fall 2004. You
can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusaconsumer.com

# # #

METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Think you know your Bible?
Crave Entertainment Announces The Bible Game for PlayStation 2
and Game Boy Advance

Groundbreaking, innovative games provide fun for all ages

Los Angeles, Calif.-May 10, 2005-Crave Entertainment, a leading publisher of
console videogames, today announced the upcoming release of The Bible Game
for PlayStation(R)2 computer entertainment system and the Game Boy(R) Advance
handheld system. The first titles of their kind on current console systems,
both games combine wholesome family fun with a engaging challenge of Biblical
knowledge.

The Bible Game for PlayStation 2 casts players as contestants on a game show
with fast-paced, "beat the buzzer" action and a comical off-screen announcer
as emcee. 20 mini- and micro-games with 1,500 questions reinforce
inspirational Old Testament teachings such as Jonah and the Whale, David and
Goliath, The Tower of Babel, and many more. Multiplayer mode for up to 4
players encourages family members of all ages to play together, and provides
a fun alternative for family game nights.

The Bible Game for Game Boy Advance combines action/adventure play style with
trivia challenges. In their quest to protect the Armor of God, players may
choose to play as either Billy or Jenny across seven levels including forest,
snowy tundra, desert, and tropical island environments. Along the way they
must answer questions from both the Old and New Testaments. Either the New
International Version or King James translation may be selected, and three
levels of difficulty keep the game accessible for all ages.

Scheduled for release in October 2005, The Bible Game will be available for
the PlayStation(R)2 computer entertainment system and GameBoy(R) Advance
handheld system for a MSRP of $19.99.

About Crave Entertainment
Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including Nintendo DS(TM), Game Boy(R) Advance,
Nintendo GameCube(TM), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
http://www.cravegames.com.

# # #
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BETHESDA SOFTWORKS ANNOUNCES VIDEO GAME SEQUEL TO PIRATES OF THE CARIBBEAN

Development of Fast-Paced Action Game Underway on Three Platforms

(Rockville, MD) May 11, 2005 ? Bethesda Softworks today announced plans to
release a sequel to its exciting Pirates of the Caribbean video game based on
Walt Disney Pictures' blockbuster film, Pirates of the Caribbean: The Curse
of the Black Pearl. Pirates of the Caribbean: The Legend of Jack Sparrow will
feature a blend of fast-paced action and adventure that captures the
entertaining characters, settings, and spirit of the first movie. Slated for
release in 2006, the video game sequel is being developed in association with
7 Studios for the PlayStation(R)2 computer entertainment system, the Xbox(R)
video game and entertainment system from Microsoft, and PC, and will be
distributed under license from Buena Vista Games, Inc.

Piracy, smuggling, buried treasure (not to mention kidnapping, sword fighting
looting, pilfering, and other acts of villainy)...what's not to love about
Captain Jack Sparrow? Jack Sparrow is the ultimate video game character -
with his cocky swagger and his offbeat personality - and players will be able
to experience his adventures first hand in this exciting action game.

Gamers will slash and hack their way through a dozen locations, with fully
interactive levels and varied gameplay. Action will take place in a variety
of lush, immersive settings, including burning buildings, wrecked ships, and
misty moonlit caves.

The gameplay experience will be thoroughly engrossing, as one minute you are
fighting hordes of your enemies, while the next you're evading capture by the
Royal Navy. You learn new moves and combos as the game progresses, allowing
even more spectacular, and deadly attacks during combat.

About Bethesda Softworks(R)
Headquartered in Rockville, MD, Bethesda Softworks LLC, a ZeniMax Media
company, is a premier developer and publisher of entertainment software and
has produced numerous award-winning titles, most recently the 2002 PC and
Xbox Game of the Year and RPG of the Year, The Elder Scrolls III:
Morrowind(R). Among Bethesda's more popular franchises are The Elder
Scrolls(R) series, Fallout(R), and IHRA Drag Racing. Bethesda is currently
developing The Elder Scrolls IV: Oblivion(TM), which has been featured as the
cover story on major gaming magazines in the United States and Europe.
Bethesda's product line spans the sports, racing, RPG, strategy and action
genres. For more information on Bethesda Softworks' products, visit
www.bethsoft.com.

About 7 Studios
Based in Los Angeles, CA, 7 Studios was founded in 1999 and has grown into a
group of experienced artists, designers, programmers and managers who have
the common goal of creating the highest quality entertainment software. 7
Studios is currently developing Fantastic Four for the PS2, Xbox and Game
Cube for release with the forthcoming movie.

About Buena Vista Games
Buena Vista Games, Inc. is the interactive entertainment arm of The Walt
Disney Company. The division publishes, markets and distributes a broad
portfolio of multi-platform video games and interactive entertainment
worldwide. The company also licenses properties and works directly with
third-party interactive game publishers to bring products for all ages to
market. Titles for Buena Vista Games fall under two publishing labels: Buena
Vista Interactive, which publishes multi-platform games based on creative
content from the numerous businesses within The Walt Disney Company and
original intellectual properties, and Disney Interactive, which markets and
distributes the company's interactive entertainment based on Disney branded
properties. For more information, please log on to www.buenavistagames.com

(C) 2005 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks
and ZeniMax are registered trademarks of ZeniMax Media Inc. Distribution
under license from Buena Vista Games, Inc.. Audio/Visual elements (C) Disney.
Microsoft, Xbox and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft. PlayStation and the PlayStation logo
are registered trademarks of Sony Computer Entertainment Inc. Other product
and company names referenced herein may be trademarks of their respective
owners. All Rights Reserved.
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Mastiff and Mad Catz Announce Pump It Up Agreement

Mad Catz will exclusively distribute hot new dance game

SAN FRANCISCO, CA (May 13, 2005) Video Game publisher Mastiff and Mad Catz
Interactive, Inc. (AMEX/TSE: MCZ), the world's leading third party video game
accessory provider, today announced that Mad Catz will be the exclusive
distributor of Pump It Up: Exceed for North America. Pump It Up: Exceed is
the hot dancing game storming through Latin America, the UK, France, and
Korea, for the Sony PlayStation 2 computer entertainment system and the
Xbox(R) video game and entertainment system from Microsoft.

Pump It Up features choreographed steps for each song and a five-button mat
that lets the step designers reward players for not just where they put their
feet, but how their feet got there. The game features approximately 100
songs, including new music for the console version from cutting edge artists
such as Grammy nominees Crystal Method and Steriogram, as well as Earth, Wind
& Fire, and Sugarhill Gang. Music familiar to fans of the arcade include top
K-POP (Korean pop) acts like Sechs Kies, Honey Family, Clon and Novasonic,
and songs like Beethoven Virus and Pump Me Amadeus by BanYa, the Pump It Up
original band. The game releases this summer for a suggested retail price of
US $59.99.
"Mad Catz is committed to exploring games that feature true interactivity,"
says Darren Richardson President and CEO of Mad Catz. "This is another
opportunity to leverage our access to the distribution channel and drive
additional revenue streams."

"We're delighted to be partnered with Mad Catz," says Bill Swartz, head woof
of Mastiff. "We are confident that through Mad Catz's relationships with
leading retailers and their current market leadership, that Pump It Up:
Exceed will be a huge success."

About Pump It Up: Exceed
While other dance games have only four-button dance pads, Pump It Up features
choreographed steps for each song and a five-button mat that lets the
step-designers reward players for not just where they put their feet, but how
their feet got there. In addition, Pump It Up also features a freestyle
setting that forces you to hit three or more mat buttons simultaneously,
which can only be accomplished by using more than just your feet. Skillful
players will be able to enter their scores on an internet based score board.

The console version of Pump It Up: Exceed is based on the arcade game Pump It
Up: Exceed but, in addition to the new music features a wealth of exclusive
features including three entirely original modes: Home, Sudden Death, and
Survival as well as a practice and tutorial mode. The game can be played by
one or two players, and even offers a one player/two mat mode. The Xbox
version of Pump It Up: Exceed features Xbox Live(R) support.

About Mad Catz Interactive, Inc.
Mad Catz is a worldwide leader of innovative peripherals in the interactive
entertainment industry. Mad Catz designs and markets a full range of
accessories for video game systems and publishes video game software,
including the industry leading GameShark brand of video game enhancements.
Mad Catz has distribution through most leading retailers offering interactive
entertainment products. Mad Catz has its operating headquarters in San Diego,
California and offices in Canada, Europe and Asia. For additional information
go to www.madcatz.com.

Safe Harbor for Forward Looking Statements:
This press release contains forward-looking statements about the Company's
business prospects that involve substantial risks and uncertainties. The
Company assumes no obligation to update the forward-looking statements
contained in this press release as a result of new information or future
events or developments. You can identify these statements by the fact that
they use words such as "anticipate," "estimate," "expect," "project,"
"intend," "should," "plan," "goal," "believe," and other words and terms of
similar meaning in connection with any discussion of future operating or
financial performance. Among the factors that could cause actual results to
differ materially are the following: the ability to maintain or renew the
Company's licenses; competitive developments affecting the Company's current
products; first party price reductions; the ability to successfully market
both new and existing products domestically and internationally; difficulties
or delays in manufacturing; or a downturn in the market or industry. A
further list and description of these risks, uncertainties and other matters
can be found in the Company's reports filed with the Securities and Exchange
Commission and the Canadian Securities Administrators.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include La Pucelle:
Tactics, which was recently awarded an Editor's Choice Award from leading
gaming website, IGN.com, and a "Must Buy" from the top PlayStation 2
publication, PSM. Other recent releases include Gungrave: Overdose, Technic
Beat and Top Gun: Combat Zones. Please visit www.mastiff-games.com for more
information.

About Andamiro
Andamiro is a major developer and manufacturer of interactive coin operated
entertainment equipment supplying the amusement and gaming business. Andamiro
is headquartered in Seoul, Korea with a world wide sales and marketing office
located in Torrance, California. For further information contact
sales@andamirousa.com

###

Editor's Note:
The Pump It Up: Exceed game bundle will be showcased at the upcoming
Electronic Entertainment Expo (E3) in the Los Angeles Convention Center (Mad
Catz booth, West Hall, Room 513).

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
Pump It Up is a registered copyright of Andamiro. Pump It Up is distributed
by authorization of Andamiro.
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LEGACY INTERACTIVE "HIRED" BY MARK BURNETT PRODUCTIONS
TO PRODUCE VIDEO GAME FOR 'THE APPRENTICE'

Legacy Interactive to Publish New 'The Apprentice' Video Game Based on the
Hit Television Series

Hollywood, Ca., (May 17, 2005) - Legacy Interactive(R), a leading games
publisher and developer bringing television's greatest dramas to the
interactive entertainment medium, announced today that the company has been
awarded the interactive publishing rights for multiple game platforms,
including the Xbox(R) videogame system from Microsoft and the PSP? portable
entertainment system, for a video game based on the hit television show, "The
Apprentice." The PC/CD-ROM video game will be available in Fall 2005 and will
be distributed by Vivendi Universal Games in North America.

"The Apprentice is an incredibly successful property that reaches the mass
consumer on a global scale," said Ariella Lehrer, CEO of Legacy Interactive.
"PC and console games provide a compelling medium to extend the show's
trademark storyline and to expand the franchise to new audiences."

The Apprentice video game will immerse players into the high-stakes business
world of "The Apprentice," giving players the opportunity to compete in
corporate America's toughest job interview. Players will experience the game
through the eyes of a hopeful show contestant beginning their journey during
the final phases of the audition process and ending with the final boardroom
showdown. The game features some of the same ground-breaking elements found
in the acclaimed television show: exciting corporate challenges sponsored by
real-world corporations, intense boardroom conflict, interpersonal drama and
even romance. Featuring Donald Trump, his advisors George and Carolyn, and
key contestants from past seasons, "The Apprentice" video game appeals to
every fan of the show; from those who have the drive and desire to win, to
those who just long to hear Trump's fateful words, "You're Fired!"

"The Apprentice lends itself perfectly to the interactive entertainment
medium," said Conrad Riggs, of Mark Burnett Productions. "We know fans of the
show fantasize about what it must be like to take on Donald Trump's
challenges and face him the infamous boardroom, and now they will get that
opportunity in the video game. It's going to be a wonderful complement to the
television show."

About the Show
"The Apprentice" premiered Jan. 8, 2004 and immediately became a cultural
phenomenon, scoring the highest ratings for any new series introduced
throughout the 2003-04 season. "The Apprentice" resumed its hot streak in the
fall, delivering the strongest 18-49 ratings of any unscripted series through
the first half of the 2004-05 television season and the #3 18-49 average
among all series. The hit show also continues to deliver the strongest
concentration on primetime network television of upscale viewers in such key
categories as adults 18-49 living in homes with incomes of $75,000 and more.

"The Apprentice" is produced by Mark Burnett Productions in association with
Trump Productions LLC. Mark Burnett, Donald Trump and Jay Bienstock are
executive producers. Conrad Riggs and Kevin Harris are co-executive
producers.

About Legacy Interactive(R)
Legacy Interactive is the world leader in Real Life Games(R) for PC and Xbox.
The company has built a reputation for developing intelligent, realistic and
entertaining games based on the hottest properties on television. Located in
Hollywood, Legacy Interactive has developed the proprietary STORI technology,
incorporating mission-based directives with open-ended play. This unique
technology facilitates the creation of exceptional adventure titles and
unique strategy gaming experiences. Legacy has ongoing distribution,
marketing and content strategic partnerships with a number of companies,
including Vivendi Universal Games, Warner Bros., Universal Consumer Products,
DreamCatcher Interactive, Atom Shockwave, Scholastic and Mindscape. Legacy
Interactive can be found on the Web at www.legacyinteractive.com.

Microsoft, Xbox, and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.

"PlayStation" and the "PS" Family logo are registered trademarks and "PSP" is
a trademark of Sony Computer Entertainment Inc.

###
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Mad Catz Signs Worldwide Licensing Agreement with
Warner Bros. Consumer Products

Mad Catz to Produce Video Game Accessories Based on
Warner Bros. Pictures' Upcoming Release Batman Begins and
Comic Book Batman(TM)

San Diego, California, May 18, 2005 -- Mad Catz Interactive Inc, the world's
leading third party video game accessory provider, announced today it has
entered into a new licensing agreement with Warner Bros. Consumer Products,
on behalf of DC Comics, to produce specialty video game accessories based on
the highly anticipated Warner Bros. Pictures release Batman Begins and comic
book Batman(TM). Batman Begins is scheduled to hit theaters across the U.S.
on June 15th.

The accessories, which will be available for all current and next generation
video game consoles and handhelds, will depict characters and scenes from the
Batman Begins feature film and Batman comics. The products will be available
at retail outlets worldwide around the time the film opens.

"Mad Catz has proven itself as an innovative, creative leader in the
third-party video game accessory arena. Batman uses his unique combination of
intelligence, technology, and gadgetry to fight crime," said Karen McTier,
Executive Vice President Domestic Licensing, Global Toys, Publishing and
Themed Entertainment for Warner Bros. Consumer Products. "These elements lend
themselves perfectly to this exciting new line of video game accessories."

"Batman is a great compliment to Mad Catz's portfolio of licensed properties,
and we plan on delivering quality video game accessories based on this
property," said Darren Richardson, President and CEO of Mad Catz. "We believe
that through its broad characters, extensive history and compelling story
lines, Batman will help Mad Catz be successful not only around the time of
the feature film release, but also throughout the year."

For more information on the Mad Catz line of licensed accessories, or the
rest of the Mad Catz product lineup, please visit www.madcatz.com.

About Mad Catz Interactive, Inc.
Mad Catz is a worldwide leader of innovative peripherals in the interactive
entertainment industry. Mad Catz designs and markets a full range of
accessories for video game systems and publishes video game software,
including the industry leading GameShark brand of video game enhancements.
Mad Catz has distribution through most leading retailers offering interactive
entertainment products. Mad Catz has its operating headquarters in San Diego,
California and offices in Canada, Europe and Asia. For additional information
go to www.madcatz.com.

About Warner Bros. Consumer Products
Warner Bros. Consumer Products, a Warner Bros. Entertainment Company, is one
of the leading licensing and retail merchandising organizations in the world.

About DC Comics
DC Comics, a Warner Bros. Entertainment Company, is the largest
English-language publisher of comics in the world and home to such iconic
characters as Superman, Batman, Wonder Woman and the Sandman. These DC Super
Heroes and others have starred in comic books, movies, television series
(both animated and live-action) and cyberspace, thrilling audiences of all
ages for generations. DC Comics' web site is located at www.dccomics.com.

BATMAN and all related characters and elements are trademarks of and DC
Comics.

Safe Harbor for Forward Looking Statements:
This press release contains forward-looking statements about the Company's
business prospects that involve substantial risks and uncertainties. The
Company assumes no obligation to update the forward-looking statements
contained in this press release as a result of new information or future
events or developments. You can identify these statements by the fact that
they use words such as "anticipate," "estimate," "expect," "project,"
"intend," "should," "plan," "goal," "believe," and other words and terms of
similar meaning in connection with any discussion of future operating or
financial performance. Among the factors that could cause actual results to
differ materially are the following: the ability to maintain or renew the
Company's licenses; competitive developments affecting the Company's current
products; first party price reductions; the ability to successfully market
both new and existing products domestically and internationally; difficulties
or delays in manufacturing;, or a downturn in the market or industry. A
further list and description of these risks, uncertainties and other matters
can be found in the Company's reports filed with the Securities and Exchange
Commission and the Canadian Securities Administrators.

# # #
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Crave Entertainment Flies High with Sky Dancers(R) for Game Boy(R) Advance

Hot girls' toy is back with a whole new attitude

Los Angeles, Calif.-June 1, 2005-Crave Entertainment, a leading publisher of
console videogames, today announced the signing of the Sky Dancers license.
Sky Dancers quickly became the #1 girls' toy around the world when first
introduced in 1994, and was featured in McDonald's Happy Meals and the Macy's
Thanksgiving Day Parade. The 2005 relaunch delivers a whole new look and an
animated DVD series where the characters and world of Sky Dancers come alive
for a whole new generation..

"Girls are playing videogames more than ever before, so it makes sense to
extend the Sky Dancers brand to gaming consoles," says John Gentile,
President of Abrams Gentile Entertainment. "Crave knows how to reach the mass
consumer market."

"Sky Dancers have been a huge hit with girls everywhere," says Rob Dyer,
president and chief operating officer of Crave Entertainment. "With a fresh
look and attitude, a new generation of girls can enjoy playing Sky Dancers
videogames."

Sky Dancers are back with a whole new look and attitude and flying higher
than ever before! Over 20 million original Sky Dancers sold worldwide, and
rocketed to the top of the Toy Book "What's Hot" list. The brand will
relaunch in 2005 with a master toy introduction from PlayAlong, makers of the
mega-successful Care Bears and Cabbage Patch brands, as well as the first
ever DVD launch of the Sky Dancers animated series.

Scheduled for release in September of 2005, Sky Dancers will be available for
the Game Boy(R) Advance with a MSRP of $19.99.

About Crave Entertainment
Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including Nintendo DS(TM), Game Boy(R) Advance,
Nintendo GameCube(TM), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
http://www.cravegames.com.


# # #
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BANDAI GAMES ANNOUNCES "DIGIMON WORLD 4" NOW AVAILABLE IN RETAIL STORES

Action Role-Playing Game Featuring Four-Player Adventure Now on GameCube,
PlayStation 2, and Xbox

CYPRESS, CA - June 2, 2005 - Bandai Games Inc. today announced that "Digimon
World 4" for the Nintendo GameCube(TM), the Xbox(TM) video game system from
Microsoft, and the PlayStation(R)2 computer entertainment system is now in
stores. Following a security breach, the gamer must bring peace back into the
digital and real world and restore order by exploring a new mysterious
dimension filled with enemy hordes. Featuring four-player adventures and an
enhanced real-time battle system, "Digimon World 4" is the most "digivolved"
title available on all three platforms.

Based on the popular television series, "Digimon World 4" offers action,
adventure and role-playing game elements rolled into a colorful digital
universe. This exciting multiplayer dungeon crawler allows gamers to unlock
brand new Digivolved Digimon by learning special skills and techniques.

Rated "E" for everyone, "Digimon World 4" is now available in retail stores
and retails at $29.99.

About Bandai Games Inc.
Bandai Games Inc. is a wholly-owned subsidiary of Bandai America Incorporated
and a leading publisher of interactive entertainment software for popular
videogame systems such as the PlayStation(R)Portable (PSP(TM)) handheld
entertainment system, PlayStation(R)2 computer entertainment system, the
Xbox(R) video game system from Microsoft, the Nintendo DS(TM), Nintendo
GameCube(TM), and the Game Boy(R) Advance. Unique characters and stimulating
game experiences highlight Bandai Games Inc.'s distinctive product lineup
which include hit titles such as "Inuyasha" and "Digimon." Bandai Games Inc.
is headquartered in Cypress, California. For more information and press
downloads please visit: www.BandaiGames.com.

# # #

(TM), (R), Game Boy Advance, Nintendo Gamecube, and Nintendo DS are
trademarks of Nintendo. (C) 2004 Nintendo.

Microsoft, Xbox, and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

PSP is a trademark of Sony Computer Entertainment Inc. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc.

DIGIMON, DIGITAL MONSTERS, DIGIMON WORLD and all related logos, names, and
distinctive likeness thereof are the property of Bandai/Toei Animation. (C)
2005 Akiyoshi Hongo, Toei Animation. TM & (C) 1997-2005 Bandai. Program (C)
2004-2005 Bandai. DIGIMON and BANDAI logos are registered trademarks of
Bandai. Used under license by Bandai Games Inc. All Rights Reserved.

(C) Rumiko Takahashi / 2000, 2005 Shogakukan, Yomiuri TV, SUNRISE (C) 2005
Bandai.
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SAN FRANCISCO (Reuters) - Shares of video game maker Majesco Entertainment Co.
plummeted Wednesday, a day after the company cut its 2005 financial targets
and said Chief Executive Carl Yankowski had resigned.

Story continues at
http://money.cnn.com/2005/07/13/technology/majesco.reut/index.htm
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Disney, getting licked by modern interactive outlets such as cell phones and
video games, are incorporating such technology into their current attractions:

http://www.cnn.com/2005/TRAVEL/07/15/bi.disneyland.50.ap/index.html
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Crave is Ready to Rock!

Crave Signs Hard Rock Casino License

Los Angeles, Calif.-July 13, 2005-Crave Entertainment, a leading publisher of
console videogames, today announced that it has entered into agreement with
Hard Rock International to license and develop Hard Rock Casino videogames
for the PlayStation(R)2 computer entertainment system and other videogame
systems.

"The Hard Rock experience is not your grandma's casino bus trip," says Rob
Dyer, president and chief operating officer of Crave Entertainment. "Hard
Rock is one of the most globally recognized brands, delivering top-quality
entertainment with rock 'n' roll flare."

"Crave Entertainment has been immensely successful with building interactive
entertainment franchises for the casual gamer," says Sean Dee, Vice President
and Chief Marketing Officer for Hard Rock International. "The company's
success with the World Championship Poker brand makes Crave an ideal partner
for Hard Rock International."

The Hard Rock Casino videogame captures the excitement and spectacle of
becoming a rockin' high roller in the world's most exciting casino. Gamers
can try their luck at more than 20 different casino games, while experiencing
high-stakes areas, invitation-only tournaments and many unlockable upgrades
for your highly customizable character. Beginning with a modest bankroll,
players must build up winnings and reputation as the highest roller at the
Hard Rock Casino. Along the way, they will encounter unique tournaments,
characters, side tasks, and unlockables, keeping the game play fresh and
challenges exciting.

About Hard Rock International
Hard Rock International, one of the most globally-recognized music,
entertainment and dining brands, has 121 signature Hard Rock Cafes in 40
countries and owns the world's greatest collection of music memorabilia.
Known for its collectible and fashion merchandise, live concerts, Hard Rock
Live performance venues, hardrock.com and Hard Rock Hotels and Casinos, Hard
Rock International, Inc. is a wholly-owned subsidiary of London-based The
Rank Group Plc (NASDAQ: RANKY). For more information on Hard Rock, visit
www.hardrock.com.

About Crave Entertainment
Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including Nintendo DS(TM), Game Boy(R) Advance,
Nintendo GameCube(TM), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
http://www.cravegames.com.

# # #
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Video games need stronger, better-clothed women characters:

http://www.cnn.com/2005/TECH/fun.games/07/25/game.girls.ap/index.html
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A woman is suing Rockstar Studios for including sexually-explicit scenes in
"Grand Theft Auto: San Andreas", causing its rating to be bumped from "M" for
Mature to "AO" for Adults Only:

http://www.cnn.com/2005/TECH/fun.games/07/27/game.lawsuit.ap/index.html
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GameSwapZone.com one of the first Auction sites of its kind, a web site for
gamers by gamers, covering everything from playstation, Xbox, PSP, Game Cube,
N-Gage, Game Boy ,PC games and more.

Boca Raton, Fla.--July 12, 2005-- Game Swap Zone announces the launch of the
first online auction site specifically for games. The web site caters to
online gaming enthusiast across the globe looking to either buy or sell used
or new games. The web site also boast the free listing of products on the
site for a basic listing. Plus as an extra added bonus there will be no fees
of any kind this summer during the months of July, August and September, so
anyone can post and sell a game or product with not costs associated to it.

This web site will allow people from all over the globe to connect with one
another. The site is in English right now but plans on rolling out a German,
Japanese, Korean and French version within the next 6 months.

The auction site will provide new and updated features to keep its consumers
on the cusp of latest technology in auctions:

Stores - each person or company will be able to set up a store with a
personalized logo

Buy Now feature, allowing buyers to set a buy price

Fresh page layouts with new, cutting-edge design

Summary boxes for game reviews

Wanted Ads - Allows people to post a request looking a specific item

Rating System, allows the users to give feedback about other buyer and
sellers to cut down on fraud.

Bulk uploading - allows our users to upload multiple items at one time..

Web site, http://www.gameswapzone.com
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Can a Video Game Make You Cry?

Today's youth feel video games will soon equal or surpass other forms of
entertainment in emotional impact

Half Moon Bay, Calif.-September 20, 2005-More than two thirds of all video
gamers feel that video games already surpass, or will soon at least equal
movies, music and books in delivering an emotional impact, according to a
study released today by Bowen Research, a firm that studies consumer
attitudes and behavior regarding high tech products, consumer electronics,
software and web sites.

"It is striking that young people today look at games as an entertainment
medium that surpasses or will equal the more traditional things that touch us
deeply, like books, movies, and music," says Hugh Bowen of Bowen Research.
"Half of all gamers think conveying emotion is extremely or pretty important
which suggests that games which can achieve more of this will be extremely
popular."

Role-playing games evoked the most powerful emotions, but despite the
explosive growth of multiplayer online role-playing games in recent years,
most respondents still feel it is the single player role-playing gaming
experience that delivers the greatest emotional punch. The next two most
emotional genres are first-person shooters, followed closely by action games.
Flying games and flight simulators ranked lowest on the emotional scale.

While "competitiveness" ranked as the top feeling conveyed by games, it's
interesting that "honor/loyalty/integrity," "awe and wonder" and "delight"
also were mentioned frequently.

Respondents overwhelmingly cited the Final Fantasy series of role-playing
games from Square Enix as the most emotionally rich games, and the death of
Aeris in Final Fantasy VII was the scene many people said made them cry.

More information about the study can be found at www.bowenresearch.com.

About Bowen Research

Bowen Research has specialized in the young male market, studying interactive
entertainment and high tech products, since 1992.

Final Fantasy is a registered trademark of Square Enix.

# # #
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Here's a story on video game addiction in South korea:

http://www.cnn.com/2005/TECH/fun.games/10/07/korea.onlinegameaddic.ap/index.htm
l
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Tim Burton's The Nightmare Before Christmas Video Games for PlayStation(R)2,
Xbox(R) and Game Boy(R) Advance Now Available at Retail

BURBANK, Calif. -- (October 11, 2005) -- The unique world of Tim Burton's
cult-classic stop-motion animated film "The Nightmare Before Christmas" can
be experienced in interactive digital form as The Nightmare Before Christmas
video games are now available in North America, Buena Vista Games, Inc.
announced today. Tim Burton's The Nightmare Before Christmas, Oogie's Revenge
for the PlayStation(R)2 computer entertainment system and the Xbox(R) video
game system from Microsoft and Tim Burton's The Nightmare Before Christmas:
The Pumpkin King for the Game Boy(R) Advance system are now at retailers.

Staying true to the spirit of the enchanting property with engaging game play
elements, original characters, memorable music and voice actors from the
film, Tim Burton's The Nightmare Before Christmas: Oogie's Revenge and Tim
Burton's The Nightmare Before Christmas: The Pumpkin King bring the
imaginative world to life like never before. Gamers and Nightmare fans alike
will enjoy a truly cinematic experience in these action-packed interactive
adventures. Tim Burton's The Nightmare Before Christmas: Oogie's Revenge
continues the story from the film while Tim Burton's The Nightmare Before
Christmas: The Pumpkin King tells the story of the events before the film.

"The Capcom(R) team and I were focused on capturing the absolute essence of
the feature film while creating Tim Burton's The Nightmare Before Christmas:
Oogie's Revenge and Tim Burton's The Nightmare Before Christmas: The Pumpkin
King -- both in the characters and the environments," said Deane Taylor, art
director for both the film and the video games. "'The Nightmare Before
Christmas' is a film that continues to delight audiences of all ages and I
hope the video games will have the same impact."

"The Nightmare Before Christmas property from home video to theme parks and
merchandise remains both a year-round favorite and a Halloween tradition,"
said Craig Relyea, vice president of marketing for Buena Vista Games. "BVG is
pleased to offer gamers and Nightmare Before Christmas fans an opportunity to
explore the fanciful Nightmare Before Christmas world with these new video
games."

About Tim Burton's The Nightmare Before Christmas: Oogie's Revenge
Developed by Capcom, this new action adventure game continues from where
Director Tim Burton's movie left off 12 years ago, and expands the depth of
the environments and characters from the original screenplay. Fans and gamers
will enjoy an unrivaled interactive experience that remains true to the
spirit of the film by incorporating faithful depictions of the original
characters, beautifully rendered visuals, fun exploration and engaging game
play elements. Players assume the role of Jack Skellington, the Pumpkin King
of Halloween Town, who must help reclaim the town from the mischievous Oogie
Boogie and his henchmen. Game features include Jack's wide variety of attack
options including the use of the new and amazing Soul Robber, costume changes
with unique attacks and more. Available for PlayStation 2 and Xbox, Tim
Burton's The Nightmare Before Christmas: Oogie's Revenge has a rating of
"E10+" for Everyone 10 and older by the Entertainment Software Rating Board
(ESRB) and has a suggested retail price of $39.99.

About Tim Burton's The Nightmare Before Christmas: The Pumpkin King
Serving as the video game prequel to the imaginative world Tim Burton
introduced in the film, this action title tells the tale of how Jack
Skellington first met Oogie Boogie and saved Halloween. Players join Jack and
his trusted pal Zero on a journey to locate the source of unusual bugs that
start to invade Halloween Town. With help from familiar faces, and beloved
characters such as Sally, the Mayor, and the inventions of Dr. Finklestein,
Jack discovers that the bugs are under the command of Oogie Boogie. It's up
to Jack to rid the town of this new infestation and stop Oogie Boogie from
carrying out his evil plot. Developed by TOSE and available for the Game Boy
Advance, Tim Burton's The Nightmare Before Christmas: The Pumpkin King has a
rating of "E10+" for Everyone 10 and older by the Entertainment Software
Rating Board (ESRB) and has a suggested retail price of $29.99.

Tim Burton's The Nightmare Before Christmas: Pumpkin King is the first Game
Boy Advance title ever to use lenticular packaging on its box - featuring a
3-D image of Jack Skellington and the Pumpkin King.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to www.buenavistagames.com.

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Microsoft, Xbox, and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.

?, (R) and Game Boy Advance are trademarks of Nintendo. (C) 2001 Nintendo.
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One Little Chicken, One Big Video Game Adventure!

Disney's Chicken Little Video Games Inspired by Walt Disney Feature
Animation's First Fully Computer Animated Motion Picture Hatches on Store
Shelves

BURBANK, Calif. -- (October 18, 2005) --  Chicken Little is on a mission to
go from "zero to hero," rebounding from the time he inadvertently alerted his
entire town that "the sky is falling!" after an acorn fell on his head.
Disney's Chicken Little video games for the PlayStation(R)2 computer
entertainment system, Xbox(R) video game and entertainment system from
Microsoft, Nintendo GameCube(TM) system, Game Boy (R) Advance system and PC
are now available at retail outlets across North America, Buena Vista Games
Inc. (BVG) announced today.  Inspired by the highly anticipated theatrical
release from Walt Disney Pictures, Disney's Chicken Little video games
revitalize the classic character with action-packed adventures for the entire
family.

 "'Chicken Little' marks one of our largest self-publishing initiatives
ever," said Graham Hopper, senior vice president and general manager, Buena
Vista Games.  "With both a major theatrical release and video games, 'Chicken
Little' will provide engaging entertainment for both moviegoers and gamers."

 The game marks the first release from BVG's recently acquired game
development studio, Avalanche Software, based in Salt Lake City.

 "Being an internal studio within The Walt Disney Company, we were given
access to amazing resources and technology to re-create and expand upon the
world of 'Chicken Little,'" said John Blackburn, vice president, Avalanche
Software   "The game not only revisits some key events of the film, but
extends the experience with unique locations and challenges."

 A free movie ticket for a child's or adult's matinee of "Chicken Little" (a
value up to $7.25) is packed into both the U.S. and Canadian console video
games at participating retail outlets.  The offer is on specially marked
packages and is available while supplies last and expires on December 31,
2005.

 About the Disney's Chicken Little video games:
 Disney's Chicken Little brings the excitement of the film to reality,
allowing gamers to play as the key characters in an endless variety of
action-packed game play.  Gamers can live the adventures of Chicken Little
and his band of misfit friends - Fish-Out-of-Water, Runt of the Litter and
Abby Mallard, also known as "The Ugly Duckling" -- as the game catapults
players into the hair-raising adventures of the movie and beyond.

 For the console and PC versions, gamers must master an arsenal of gadgets,
including bottle rocket jet packs, slingshots, yo-yos, cannons, hover boards,
and an alien suit to get the characters out of sticky situations like alien
invasions, spiraling asteroids and corn field mazes. Players will master 21
action-packed levels that capture the key movie moments and environments,
extending the experience into outer space.  The game also features six
two-player mini-games (console versions only), celebrity voices and 3-D
environments from the film, such as Town Square, the movie theater and alien
spaceships.  Game discs also include movie clips and an extended storyline.
The console and PC versions have an E10+ rating by the Entertainment Software
Rating Board (ESRB) for Everyone 10 and older.  The Game Boy Advance version
has an ESRB rating of E for Everyone.  Suggested retail price is $39.99 for
console versions, $29.99 for Game Boy Advance and $19.99 for PC.

 The Game Boy Advance version has three modes:  story, racing and dodgeball..
Players can explore 12 story-mode levels while taking on the role of
characters including Chicken Little; Fish-Out-of-Water; and Commander Ace,
Chicken Little's alter ego. The racing mode has eight tracks with unlockable
cars, and there are six playfields in the dodgeball mode.

 Disney's Chicken Little for consoles and PC was developed by Avalanche
Software, a Buena Vista Games studio.  Disney's Chicken Little for the Game
Boy Advance was developed by A2M.

 About the Feature Film "Chicken Little":
 "Chicken Little" is the first computer generated (CG) motion picture
presented by Walt Disney Pictures.  Releasing in theaters nationwide on
November 4, "Chicken Little" takes off where the classic fable ends.  It is
the story of how Chicken Little redeems himself from his troubled past, the
day he inadvertently alarmed the town of Oakey Oaks that "the sky is
falling!" when in fact, an acorn had merely hit him on the head.  In the
film, redemption is found when Chicken Little scores the winning home run in
the season's biggest baseball game, instantly turning him into the town hero!
However, soon the sky actually does fall on Chicken Little, and he must
recruit his band of misfit friends to defend Oakey Oaks from an alien
invasion and ultimately save the day.  The film is for all ages, with broad
comedy and exciting action-adventure sequences, featuring an all-star cast,
voiced by Zach Braff as Chicken Little, Joan Cusack as Abby Mallard, Steve
Zahn as Runt of the Litter, Garry Marshall as Buck Cluck and Don Knotts as
the irrepressible mayor of Oakey Oaks.

 About Buena Vista Games
 Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company.  BVG publishes, markets and distributes a broad
portfolio of multi-platform video games and interactive entertainment
worldwide.  The company also licenses properties and works directly with
third-party interactive game publishers to bring products for all ages to
market.  For more information, please log on to www.buenavistagames.com.

# # #

 (TM), (R) and Game Boy Advance are trademarks of Nintendo. (C) 2001
Nintendo.

 Microsoft, Xbox and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft.
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Crave Entertainment Releases The Bible Game for PlayStation(R)2 and Xbox(R)

Fun, fast action and trivia challenges the whole family can enjoy together

Newport Beach, Calif.--October 18, 2005--Crave Entertainment, a leading
publisher of console videogames, today announced they have shipped The Biblle
Game for PlayStation(R)2 computer entertainment system and Xbox(R) video game
and entertainment system from Microsoft. The Bible Game combines wholesome
family fun with an engaging challenge of Biblical knowledge, and is available
at retailers throughout North America for a MSRP of $19.99. The Dove
Foundation has given The Bible Game the Dove Family-Approved Seal and has
rated The Bible Game "family-friendly."

The Bible Game casts players as contestants on a game show with fast-paced,
"beat the buzzer" action and a comical off-screen announcer as emcee. 20
mini- and micro-games entertain players along with 1,500 questions focusing
on inspirational Old Testament teachings such as Jonah and the Whale, David
and Goliath, Noah's Ark, and many more. Multiplayer mode for up to four
players encourages family members of all ages to play together, and provides
a fun alternative for family game nights. Action takes place against an
upbeat soundtrack provided by some of today's hottest Christian artists,
including TobyMac, Newsboys, Kutless, Jeremy Camp, and more.

The Bible Game will also be available for the Game Boy(R) Advance handheld
video game system later this month. Play as either Billy or Jenny on their
quest to collect the Armor of God and tackle 1,500 questions from both the
Old and New Testaments. Stories, teachings and personalities are intertwined
with exciting action and adventure that plays out over seven levels. Three
difficulty levels make the game accessible for all ages.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including PSP(TM) (PlayStation Portable) system,
Nintendo DS(tm), Game Boy(R) Advance, Nintendo GameCube(tm), the
PlayStation(R) game console, PlayStation(R)2 computer entertainment system
and the Xbox(R) video game system from Microsoft. For more information about
Crave Entertainment, please visit http://www.cravegames.com.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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HANDLEMAN COMPANY ANNOUNCES AGREEMENT TO
ACQUIRE CRAVE ENTERTAINMENT GROUP

Crave Entertainment Group is a distributor of video game software, hardware
and accessories

Troy, Michigan - October 21, 2005, Handleman Company (NYSE:  HDL),
www.handleman.com, today announced that it has entered into a purchase
agreement to acquire privately-owned Crave Entertainment Group, Inc. ("CEG"),
a distributor of video game software, hardware and accessories to major
retailers throughout the United States.  Products distributed by CEG support
all video game platforms, including platforms provided by Sony, Nintendo and
Microsoft.  The transaction, which is expected to close in the next 45 days,
is subject to regulatory approvals, the obtaining of adequate financing and
other customary closing conditions.

CEG, headquartered in Newport Beach, California, distributes video game
software, hardware and accessories to more than 30,000 retail stores.
Customers include: Sam's Club, Costco,  Toys"R"Us, GameStop, Best Buy,
Target, KoB Toys, Army & Air Force Exchange Service (AAFES), and other
national and regional retailers.  CEG's sales for the 12 months ended August
2005 were approximately $239 million, with its top 10 customers representing
less than 60% of total sales.

Stephen Strome, Handleman Company Chairman and Chief Executive Officer said,
"The acquisition of CEG expands our customer base, broadens our product line
and is expected to be immediately accretive to earnings.  Video game software
is one of the fastest growing entertainment product lines, with industry
growth expected to exceed an 8% compounded annual growth rate over the next
four years.  In addition, we expect the combination of Handleman Company and
CEG will provide growth opportunities for both organizations through
cross-selling customers, services and products."

CEG purchases video game software, hardware and accessories from several
different suppliers, including major industry publishers and hardware
manufacturers.  In addition to the distribution of video game software,
hardware and accessories, CEG offers its retail customers:

"       Integrated vendor managed inventory,
"       Direct-to-store shipments of shelf ready products,
"       Assortment planning and product procurement,
"       Promotional planning and execution,
"       Merchandising and display support, and
"       Dedicated support personnel.

Transaction

The purchase price for CEG is $72 million plus the assumption of working
capital debt.  The transaction also includes additional consideration based
upon achievement of performance goals through calendar year 2007 that could
add up to an additional $23 million to the purchase price.  The purchase will
be paid for in cash and is expected to result in an accretion for the second
half of Handleman Company's fiscal year 2006 of approximately $.10 per fully
diluted share, depending on the date the transaction is closed and final
allocation of the purchase price.  For the twelve months ended August 2005,
CEG had earnings before interest and taxes of $15.4 million.

Integration

Handleman Company's suite of proprietary category management systems,
programs and processes will be made available to CEG to further enhance its
category management and distribution of video game software.  Senior
executives of CEG will continue with the company, including Nima Taghavi,
Founder and Chief Executive Officer; Robert Dyer, Chief Operating Officer;
and Michael Maas, President.  Nima Taghavi commented, "We are excited to
consummate this partnership with Handleman Company.  We expect CEG's growth
in the video game category to be enhanced by leveraging the resources of
Handleman.  They are proven experts in Category Management with extensive
experience and investments in software, systems, processes and field
merchandising."

Share Repurchase Program

Financing for the transaction is expected to be sufficient and flexible
enough to allow Handleman Company to continue repurchasing shares under its
current share repurchase authorization, established in February 2005.  The
authorization allows the Company, at its discretion, to repurchase 15% of its
outstanding common stock at the time of the authorization, or approximately
3.3 million shares.  Currently the Company has repurchased 1.3 million
shares, with approximately 2.0 million shares remaining under this
authorization.  The Company expects to continue its share repurchase
initiative subject to customary window closing periods.  As of October 20,
2005 the Company had 20,755,299 million shares outstanding.

About Handleman Company:

Handleman Company is a category manager and distributor of prerecorded music
to leading retailers in the United States, United Kingdom, and Canada.  As a
category manager, the Company manages a broad assortment of titles to
optimize sales and inventory productivity in retail stores and also provides
direct-to-store shipments, marketing and in-store merchandising.

Forward-Looking and Cautionary Statements

Information in this press release contains forward-looking statements, which
are not historical facts.  These statements involve risks and uncertainties
and are made pursuant to the safe harbor provisions of the Private Securities
Litigation Reform Act of 1995.  Actual results, events and performance could
differ materially from those contemplated by these forward-looking statements
including, without limitation, risks associated with the closing of the Crave
Entertainment transaction, achievement of business integration objectives,
ability to secure financing on acceptable terms, changes in the music and
video game industries, continuation of satisfactory relationships with
existing customers and suppliers, establishing satisfactory relationships
with new customers and suppliers, effects of electronic commerce inclusive of
digital music distribution, success of new music and video game releases,
dependency on technology, ability to control costs, relationships with the
Company's lenders, pricing and competitive pressures, dependence on third-party
carriers to deliver products to customers, the ability to secure funding or
generate sufficient cash required to build and grow new businesses, the
occurrence of catastrophic events or acts of terrorism, certain global and
regional economic conditions, and other factors discussed in this press
release and those detailed from time to time in the Company's filings with
the Securities and Exchange Commission.  Handleman Company notes that the
preceding conditions are not a complete list of risks and uncertainties.  The
Company undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date of this press release.
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Dream Arcades Wants You to Win a Home Arcade!

Arcade Table is Grand Prize in Dream Arcades' and RetroBlast!'s Holiday
Giveaway

Chicago, IL, Oct. 24, 2005 -- Dream Arcades has donated an Arcade Table Kit
as the grand prize in this year's RetroBlast! Holiday Giveaway. Winner will
have the choice of a Head-to-Head or Side-by-Side model. To enter the
drawing, please visit http://www.dreamarcades.com and click on the contest
link. Winners will be drawn on December 1, 2005. If the Grand prize winner
has purchased a Dream Arcades kit or complete arcade within the last 60 days
they will receive a 100% refund of their purchase price up to the value of
the grand prize, so there is no need to delay.

"Don't just dream of playing arcade games in the home," says Michael Ware,
President of Dream Arcades. "Gamers now have a chance to experience classic
arcade games like Pac Man, Joust, Asteroids and Robotron the way they were
meant to be played!"

Michael Ware founded Dream Arcades in 2002 with the vision of bringing the
best possible arcade experience to the consumer market. The company is now
the leader of this rapidly expanding market. The company continues its
mission by maintaining the quality and functionality required to produce low
cost, but high excitement authentic arcade experience at home.

I am very excited to have Dream Arcades participating in the giveaway again
this year," says Kevin Steele, Publisher of RetroBlast!. "After having
reviewed their products and given them the RetroBlast! Recommended Seal I
truly feel that this will be an outstanding prize for the winner this year."

For further information about Dream Arcades or the home arcade market, please
contact: James Hills, james@dreamarcades.com, call 630-233-8336 or visit
Dream Arcades online at http://www.DreamArcades.com.
Reviews of Dream Arcades arcade tables can be found here:
--- (Head-to-Head kit)
http://www.retroblast.com/reviews/dreamarcades.html

---- (Side-by-Side kit)
http://www.retroblast.com/reviews/dreamarcadesSBS.html.


About Dream Arcades LLC: http://www.DreamArcades.com


Dream Arcades LLC is the leading manufacturer of home arcades in North
America. Since its founding in a Folsom, CA garage in 2002, the company has
maintained their goal of providing low cost, high quality video arcades for
home use. Dream Arcades believes everyone should be able to play arcade games
in the home and they shouldn't be limited to a mouse and keyboard. Home
arcades are a great way to have fun. Whether used to recall childhood
memories with classics like Joust, Pac Man or Missile Command or simply enjoy
today's hit games with the family, Dream Arcades believes everyone should be
able to experience Michael Ware's Dream.

About RetroBlast!: http://www.RetroBlast.com

RetroBlast! is a place for news and reviews about all things related to
retrogaming - arcade games, classic consoles and pinball games and culture.
The site is designed as a resource for the home arcade enthusiast -- there
are reviews to help with purchase decisions, "How-To" articles, retrogaming
news, and more. Through both written reviews and videos, RetroBlast! is
designed to help both the novice and the expert retrogamer build the gameroom
of their dreams.

###
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Time to Ante Up! Crave Entertainment Ships
World Championship Poker 2: Featuring Howard Lederer

Follow up to the bestselling poker game raises the stakes

Newport Beach, CA - November 2, 2005 - Crave Entertainment, a leading
publisher of console videogames, today announced that they have released
World Championship Poker 2: Featuring Howard Lederer for the PlayStation(R)2
computer entertainment system and Xbox(R) video game and entertainment system
from Microsoft. World Championship Poker 2, the follow up to one of the best
selling titles for the first half of 2005, is also slated to ship next month
for the PSP(tm) (PlayStation(R) Portable) system.

"The first World Championship Poker was the definitive poker experience on
the console, reaching Greatest Hits status on PlayStation 2," said Rob Dyer,
president and COO. "World Championship Poker 2 blows the original game out of
the water. Exclusive pros such as Howard Lederer and Greg Raymer and an
extremely compelling one player career mode make this game the best $20 a
beginning or experienced poker player can spend."

"Crave did a great job creating a compelling one player career mode in World
Championship Poker 2 that really lets players experience the challenge of
rising up through the ranks as a professional poker player," commented Howard
Lederer, holder of 13 major poker titles. "You'll feel the joy of winning a
tournament and having cash to spend on expensive stuff, and the pain of
having to hock that stuff when you hit a losing streak."

About World Championship Poker 2
Developed by Point of View, World Championship Poker 2 features a much more
detailed one player game, where you now have to work your way up the ranks,
starting in your mom's basement. Once you start winning and accumulating
money, you can spend your winnings on increasingly better pads, and
furnishings. Hit a losing streak, and you may have to hock your stuff to stay
in the game. Other features of WCP2 include:

"       14 types of poker, including Texas Hold'em, Five Card Draw, Seven
Card Stud and Pineapple
"       Different levels of simulation - "Real Deal" for the more experienced
card shark and "Power Play" for the casual players
"       Active tell and bluff systems.
"       Third-person "TV" mode (including the popular in-bumper "card cam")
or first-person mode to watch human and computer opponents more closely for
signs of tells and bluffs
"       RPG-like upgradeable skill system
"       Play with the pros - in game character likenesses, as well as play
styles and iconic signature personality traits of some of the world's top
poker players including: Howard Ledrerer, Annie Duke, Greg Raymer, Robert
Williamson, Matt Savage, Amir Vahidi, Clonie Gowen, and Paul Darden.
"       Detailed character customization feature - really put yourself in the
game
"       More attitude - truly colorful color commentary including player
controlled taunts, bluffs and tells
"       Poker tutorials, as well as hints and tips on strategy
"       Dynamic one player game - upgrade your pad and host online
tournaments. Hock your stuff if you're desperate for funds for the next
tournament
"       Compatible for online play with World Championship Poker 2 PSP(tm)
(PlayStation(R)Portable) system users with PlayStation(R)2 computer
entertainment system.
Exclusive to the PlayStation 2 version of World Championship Poker 2 is
support for the EyeToyTM USB Camera (for PlayStation(R)2), which allows
online opponents to see each other as they play, in addition to supporting
text chat. The Xbox version of the game supports Xbox Live(R) online game
service including Scoreboards, Voice/Chat and Live Aware.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including PSP(tm) (PlayStation Portable) system,
Nintendo DS(tm), Game Boy(R) Advance, Nintendo GameCube(tm), the
PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
and the Xbox(R) video game and entertainment system from Microsoft. For more
information about Crave Entertainment, please visit
http://www.cravegames.com.

# # #

Xbox and Xbox Live are registered trademarks of Microsoft Corporation in the
United States and/or other countries.
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THE WARDROBE AWAITS

EXPLORE AND BATTLE IN AN EPIC VIDEO GAME ADVENTURE
TO FREE THE LAND OF NARNIA

Buena Vista Games Ships the Highly Anticipated Multiplatform Video Game
The Chronicles of Narnia: The Lion, The Witch and The Wardrobe to Retail
Outlets in North America

BURBANK, Calif. -- (November 15, 2005) -- The quest to save the enchanted
land of Narnia has begun. Buena Vista Games, Inc. (BVG), the interactive
entertainment arm of The Walt Disney Company (NYSE: DIS), brings gamers and
Narnia fans an unforgettable adventure with video games inspired by Walt
Disney Pictures and Walden Media's epic feature film, "The Chronicles of
Narnia: The Lion, The Witch and The Wardrobe," scheduled to release in
theaters December 9. The video games are now available at retail outlets in
North America for the PlayStation(R)2 computer entertainment system, Xbox(R)
video game and entertainment system from Microsoft, Nintendo GameCube?,
Nintendo DS?, Game Boy(R) Advance system and PC, Buena Vista Games announced
today. Players are thrust into a mysterious frozen world where they will play
as four heroes -- Peter, Edmund, Susan and Lucy Pevensie -- to free Narnia
from a cold, bleak eternity under the control of the evil White Witch.

"The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video games
beautifully translate the film into an epic interactive experience," said
Andrew Adamson, film director. "They demonstrate the importance of having a
film team that is involved in the production of the video games inspired by
that film. Players will truly feel as if they have walked through the
wardrobe doors and into Narnia, where they can control the destiny of the
characters."

The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video games
take the classic story from the renowned book from C.S. Lewis to new heights
by bringing the cinematic experience to life in a stunning interactive
adventure. Playing as each of the four Pevensie heroes, gamers will battle
the White Witch's sinister minions in team-based, action-packed combat.
Taking on a variety of creatures including Minoboars, Cyclopes, Werewolves
and Ankleslicers, gamers must utilize each hero's unique combat skills,
weaponry and special moves to defeat hoards of enemies, solve elaborate
puzzles and advance towards restoring Narnia.

"'The Chronicles of Narnia' is one of The Walt Disney Company's most
highly-anticipated ventures this year," said Graham Hopper, senior vice
president and general manager, Buena Vista Games. "The Narnia video game
represents collaboration between film making and game development at its
best. The game immerses players into the land of Narnia and lets them
experience an extensive adventure beyond the epic film."

The Chronicles of Narnia: The Lion, The Witch and The Wardrobe for
PlayStation 2, Xbox, Nintendo GameCube and PC is developed by Traveller's
Tales and is rated "T" for Teen by the Entertainment Software Rating Board
(ESRB). The PlayStation 2, Xbox and Nintendo GameCube versions carry a
suggested retail price of $49.99. The PC version carries a suggested retail
price of $39.99. The Nintendo DS and Game Boy Advance versions are developed
by Amaze Entertainment. The Nintendo DS version has an ESRB rating of "E10+"
for Everyone 10 and older and carries a suggested retail price of $34.99. The
Game Boy Advance version is rated "E" for Everyone by the ESRB and carries a
suggested retail price of $29.99.

About The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video
games

The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video games
uniquely convey the classic story. The console and PC versions are
action/adventure games featuring 15 levels of combat and puzzle solving game
play. The game also features seamless integration of film footage with game
play and includes extensive use of voice talent from the film. Included are
numerous unlockable bonus levels and features that reveal secrets about the
making of the game. Also, the console and PC versions include a two-player
co-op "drop in/drop out" feature in which a second player can easily join a
single-player game already in progress.

The Nintendo DS version is an action/adventure game with role playing game
features. The Nintendo DS game, which includes 60 maps, utilizes the touch
screen for game play options, including managing inventory, conversing with
allied creatures, casting spells and controlling one of four possible
characters in real-time combat. A wireless multiplayer mode allows up to four
people to play simultaneously.

The Game Boy Advance version is an action/adventure game that includes 17
levels of game play inspired by the film. Players earn role playing
game-based Nobility power-ups to defeat the minions of the White Witch. The
game includes a two-player linked or wireless multiplayer mode (accessories
sold separately).

About The Chronicles of Narnia: The Lion, The Witch and The Wardrobe film
Walt Disney Pictures and Walden Media Present "The Chronicles of Narnia: The
Lion, The Witch and The Wardrobe" is a spectacular live-action/CGI motion
picture adaptation of C.S. Lewis' beloved literary classic. The film marks
the first live-action directorial effort for Andrew Adamson (director of the
Oscar(R)-winning "Shrek" and "Shrek 2"), who also co-wrote the screenplay
adaptation with Emmy Award-winner Anne Peacock (HBO's "A Lesson Before
Dying") and scribes Christopher Markus and Stephen McFeely. The film is
produced by Academy Award(R)-winning filmmaker Mark Johnson.

Lewis' timeless adventure follows the exploits of the four Pevensie siblings
- Peter, Edmund, Susan and Lucy -- in World War II England. The children
enter the world of Narnia through a magical wardrobe while playing a game of
"hide-and-seek" in the rural country home of an elderly professor. Once
there, the children discover a land inhabited by talking beasts, dwarfs,
fauns, centaurs and giants that has become a world cursed to eternal winter
by the evil White Witch, Jadis. Under the guidance of a noble and mystical
ruler, the lion Aslan, the children fight to overcome the White Witch's
powerful hold over Narnia in a spectacular, climactic battle that will free
Narnia from Jadis' icy spell forever.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to www.buenavistagames.com.

About Walden Media
Founded by Cary Granat, former president of Miramax Films' Dimension label,
and education reformer Micheal Flaherty, Walden Media, a subsidiary of AFG,
specializes in entertainment that sparks the imagination and curiosity of
kids and provides parents and teachers with materials to continue the
learning process. In association with The Walt Disney Company, Walden Media
is producing the first live-action feature film adaptations of C.S. Lewis'
The Chronicles of Narnia, beginning with The Lion, The Witch and The
Wardrobe.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/ or other countries.
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BUENA VISTA GAMES SHIPS MORE THAN 2 MILLION UNITS OF
THE CHRONICLES OF NARNIA VIDEO GAME TO RETAIL OUTLETS IN
NORTH AMERICA AND EUROPE

Launch of Multiplatform Video Game Inspired by Epic Film The Chronicles of
Narnia: The Lion, The Witch and The Wardrobe
Marks BVG's Largest Self-Publishing Initiative

BURBANK, Calif. -- (December 6, 2005) -- In anticipation of Walt Disney
Pictures and Walden Media's epic feature film release of "The Chronicles of
Narnia: The Lion, The Witch and The Wardrobe" on December 9, retail support
of the movie-inspired video game has been brisk throughout North America and
Europe. Buena Vista Games, Inc. (BVG), the interactive entertainment arm of
The Walt Disney Company (NYSE: DIS), announced today that the company has
shipped more than 2 million units of the multiplatform video game to retail
outlets in the two regions. The video game is available for the
PlayStation(R)2 computer entertainment system, Xbox(R) video game and
entertainment system from Microsoft, Nintendo GameCube?, Nintendo DS?, Game
Boy(R) Advance system and PC*.

"The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video game
launch marks the largest self-publishing initiative executed to date by Buena
Vista Games," said Graham Hopper, senior vice president and general manager,
Buena Vista Games. "There is great excitement building for the release of the
film and that buzz has helped ignite an event atmosphere at retail for the
video game. By building upon and expanding the Narnia entertainment
experience, BVG is playing an important role as the next content creation
engine for the company."

The Chronicles of Narnia: The Lion, The Witch and The Wardrobe video game
takes the classic story from the renowned book from C.S. Lewis to new heights
by bringing the feature film's cinematic experience to life in a stunning
interactive adventure. Players can take on the role of each of the four
Pevensie heroes - Peter, Edmund, Susan and Lucy - to battle the White Witch's
sinister minions in team-based, action-packed combat.

In the action/adventure console and PC versions, players take on 15 levels of
combat and puzzle-solving game play. The console and PC games also feature
seamless integration of film footage with game play and includes extensive
use of voice talent from the film.

"The ever-expanding video game marketplace is of great interest to me," said
Andrew Adamson, the film's director. "It was such a thrill to work with the
Buena Vista Games and Traveller's Tales teams to provide creative input for
the video game, which has resulted in a beautiful translation of the film
into an epic interactive experience."

"Transitioning from the movie into the video game area is an uplifting
experience because every person who has read the book has longed to go to
Narnia," said Douglas Gresham, stepson of author C.S. Lewis. "With the video
games, people can not only visit Narnia but they can control the heroes'
actions. In a sense, they can invent their own adventure within Narnia."

In addition to strong retail support throughout North America and Europe, the
game is receiving positive reviews from video game critics. IGN.com, a
leading online video game site, recently awarded The Chronicles of Narnia
video game the prestigious IGN.com Editor's Choice Award, an 8.3 out of 10
review score and described the title as "a near perfect example of how to
make a movie-based video game the right way."

The Chronicles of Narnia: The Lion, The Witch and The Wardrobe for
PlayStation 2, Xbox, Nintendo GameCube and PC is developed by Traveller's
Tales and is rated "T" for Teen by the Entertainment Software Rating Board
(ESRB). The PlayStation 2, Xbox and Nintendo GameCube versions carry a
suggested retail price of $49.99. The PC version carries a suggested retail
price of $39.99. The Nintendo DS and Game Boy Advance versions are developed
by Amaze Entertainment. The Nintendo DS version has an ESRB rating of "E10+"
for Everyone 10 and older and carries a suggested retail price of $34.99. The
Game Boy Advance version is rated "E" for Everyone by the ESRB and carries a
suggested retail price of $29.99.


About The Chronicles of Narnia: The Lion, The Witch and The Wardrobe film
Walt Disney Pictures and Walden Media Present "The Chronicles of Narnia: The
Lion, The Witch and The Wardrobe" is a spectacular live-action/CGI motion
picture adaptation of C.S. Lewis' beloved literary classic. The film marks
the first live-action directorial effort for Andrew Adamson (director of the
Oscar(R)-winning "Shrek" and "Shrek 2"), who also co-wrote the screenplay
adaptation with Emmy Award-winner Anne Peacock (HBO's "A Lesson Before
Dying") and scribes Christopher Markus and Stephen McFeely. The film is
produced by Academy Award(R)-winning filmmaker Mark Johnson.

Lewis' timeless adventure follows the exploits of the four Pevensie siblings
- Peter, Edmund, Susan and Lucy -- in World War II England. The children
enter the world of Narnia through a magical wardrobe while playing a game of
"hide-and-seek" in the rural country home of an elderly professor. Once
there, the children discover a land inhabited by talking beasts, dwarfs,
fauns, centaurs and giants that has become a world cursed to eternal winter
by the evil White Witch, Jadis. Under the guidance of a noble and mystical
ruler, the lion Aslan, the children fight to overcome the White Witch's
powerful hold over Narnia in a spectacular, climactic battle that will free
Narnia from Jadis' icy spell forever.


About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to www.buenavistagames.com.

About Walden Media
Founded by Cary Granat, former president of Miramax Films' Dimension label,
and education reformer Micheal Flaherty, Walden Media, a subsidiary of AFG,
specializes in entertainment that sparks the imagination and curiosity of
kids and provides parents and teachers with materials to continue the
learning process. In association with The Walt Disney Company, Walden Media
is producing the first live-action feature film adaptations of C.S. Lewis'
The Chronicles of Narnia, beginning with The Lion, The Witch and The
Wardrobe.
# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/ or other countries.

* The game is console exclusive to PlayStation(R) 2 throughout PAL
territories until March 31, 2006.
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SHALERSVILLE, Ohio (AP) -- A 69-year-old grandmother has become the heroine
of young video-game fans and the star of a Web log created by her grandson.

Barbara St. Hilaire plays video games 10 hours a day and spends a good part
of her Social Security check on games.

Story continues at
http://www.cnn.com/2005/US/12/25/granny.gamer.ap/index.html?section=cnn_offbeat
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Read St. Hilaire's blog at http://oghc.blogspot.com
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Majesco is pulling out of the video game business:

http://money.cnn.com/2006/01/23/commentary/game_over/column_gaming/index.htm
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BETHESDA SOFTWORKS OBTAINS
STAR TREK LICENSE AND ANNOUNCES TWO GAMES

Legacy and Tactical Assault to be Released on Next-Gen Consoles, Handhelds,
and PC

(Rockville, MD) January 24, 2006 ? Bethesda Softworks(R) today announced it
has secured the rights from CBS Consumer Products to publish a series of Star
Trek games on all gaming consoles, handhelds and PCs. Bethesda has two titles
slated for release this year to coincide with the 40th anniversary of the
epic series - Star Trek(R): Legacy for Xbox 360(TM) video game and
entertainment system from Microsoft and PC, and Star Trek(R): Tactical
Assault for Nintendo DS(TM) and Sony PSP(TM) (PlayStation(R) Portable).
Bethesda's rights cover the entire Star Trek series and are exclusive to all
consoles, handhelds, and the PC.
Star Trek: Legacy places you in the role of the Admiral of a task force of
warships, which you control in small and large-scale battles. Test your
strategic and tactical skills in real-time combat featuring authentic
spaceships, full damage modeling, and spectacular visual effects. The
storyline in Legacy spans the entire Star Trek Universe, including the
Original Series, Next Generation, Deep Space Nine, Voyager, and Enterprise
eras. Star Trek: Legacy will be released on Xbox 360(TM) video game and
entertainment system from Microsoft and PC this September.

Taking advantage of next-generation consoles, Star Trek: Legacy features
dynamic three-dimensional battlefields with graphically stunning space
environments filled with fully realized nebulas, wormholes, planets, and
stars. With full multiplayer support, you will be able to choose from
small-scale engagements to all-out war involving multiple star systems in
addition to tracking stats and player rankings. Star Trek: Legacy is being
developed at the studios of Mad Doc Software, creators of the highly
successful and critically acclaimed Star Trek Armada II.

"Being able to work with the entire universe of this beloved series is an
incredibly exciting opportunity for us," said Todd Vaughn, vice president of
development for Bethesda Softworks. "We have some great ideas about where we
want to go with this license and having the exclusive right to develop and
publish Star Trek games across all platforms ensures that every Star Trek
game will be a quality game worthy of its name."

Star Trek(R): Tactical Assault, in development for handheld gaming systems,
features real-time spaceship combat from the universe of the original Star
Trek series. With a wide array of authentic Star Trek races, ships, and
weaponry, you can engage in single-player battle through either the
Federation or Klingon campaigns or in head-to-head wireless multiplayer
combat. Star Trek: Tactical Assault is being developed in the studios of
Quicksilver Software, creators of the highly popular Star Trek: Starfleet
Command.

Both the Federation and Klingon campaign modes feature real-time combat with
branching missions and multiple outcomes. With a multitude of paths to choose
from, you will decide the ultimate outcome of your campaign. Wireless
multiplayer mode allows you to test your skills and tactical maneuvers
against those of your friends. Successful gameplay relies on strategic
movement and effective use of a ship's weapons and shields. Star Trek:
Tactical Assault is slated for release on Nintendo DS(TM) and PSP(TM) this
September.

About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks LLC, a subsidiary of
ZeniMax Media Inc, is a premier developer and publisher of interactive
entertainment software and has produced numerous award-winning titles, most
recently with the 2002 PC and Xbox(R) Game of the Year and RPG of the Year,
The Elder Scrolls III: Morrrowind(R). Among Bethesda's more popular
franchises are The Elder Scrolls(R) series and Fallout(R), as well as its
licensed properties, Pirates of the Caribbean(TM) and Star Trek(R). Its
product line spans the sports, racing, RPG, strategy, and action genres. For
more information on Bethesda Softworks' products, visit www.bethsoft.com.

About Mad Doc(R) Software, LLC
Mad Doc(R) Software, LLC (www.maddocsoftware.com) consists of game industry
veterans with experience in every aspect of game development. An emerging
force in the industry, Mad Doc was founded in 1999 by Dr. Ian Davis with the
goal of developing AAA titles that expand the game playing experience and
broaden the market through creative use of new Networking, Graphics, and AI
technologies, Massachusetts-based Mad Doc team members are responsible for
over ten million units in the game market worldwide, earning the acclaim of
players, critics, and publishers alike. Copyright 2005 Mad Doc(R) Software,
LLC. All rights reserved. MadAI is a trademark of Mad Doc(R) Software, LLC.
All rights reserved.

About Quicksilver Software, Inc.
Quicksilver Software, Inc. is a developer of premium software products for
PCs, handheld and mobile platforms. The company has developed many
top-selling PC game titles, including Castles(TM), Conquest of the New
World(TM), Star Trek(R): Starfleet Command(TM). The company is also active in
the mobile gaming market, and recently released a licensed sports title for
3D-enabled phones. Quicksilver was founded in 1984 by a team of former Mattel
Electronics game developers.

About CBS Consumer Products
CBS Consumer Products, a unit of CBS Enterprises, manages the worldwide
licensing, merchandising and video activities for a diverse slate of
properties owned or controlled by the CBS Corporation. Additional information
is available by visiting www.CBS.com.

(C) 2006 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks,
ZeniMax and their related logos are registered trademarks or trademarks of
ZeniMax Media Inc. in the United States and/or in other countries. Under
license from CBS Consumer Products. (TM) & (R) 2006 Paramount Pictures. Star
Trek and related elements are trademarks of Paramount Pictures. All Rights
Reserved. Developed in association with Mad Doc Software and Quicksilver
Software, Inc. Mad Doc Software, Mad Doc(R), Mad3D, MadAI, MadVR, the Mad Doc
flask logo, and the Mad Doc pill logo are either registered trademarks or
trademarks of Mad Doc Software, LLC, in the United States and worldwide. All
Rights Reserved. Castles and Conquest of the New World are trademarks of
Interplay Productions, Inc. Star Trek is a registered trademark of Paramount
Pictures and Starfleet Command is a trademark of Paramount Pictures. This
entertainment software product contains software technology licensed from
Activision Publishing, Inc. (C) 2006. "Activision" is a registered trademark
of Activision, Inc. All Rights Reserved. Microsoft, Xbox, the Xbox logo, Xbox
360, the Xbox 360 logo, Xbox Live, and the Xbox Live logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from owner. "PSP" is a
trademark and "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. (TM), (R) and Nintendo DS are
trademarks of Nintendo. (C) 2004 Nintendo. Other product and company names
referenced herein may be trademarks of their respective owners. All Rights
Reserved.
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FlatOut 2 Wrecks Its Way Onto Consoles and PC

Features of Sequel to Top-Selling Game Revealed

San Francisco - Feb. 16, 2006 - As worldwide sales of FlatOut crash through
the 700,000 mark, the sequel to the much-acclaimed destruction racer is set
to accelerate its way onto the PlayStation(R)2 computer entertainment system,
Xbox(R) videogame and entertainment system from Microsoft and Windows PC in
the nitrous charged form of FlatOut 2 this June, courtesy of Bugbear
Entertainment and Empire Interactive, one of the UK's leading independent
game publishers. Vivendi Universal Games will distribute the title in the
U.S.

Featuring an enhanced version of the original's lauded physics engine with
even faster driving track designs, FlatOut 2 also boasts numerous
improvements, enhancements and additions to make the title the definitive
FlatOut experience. Twice as many vehicles, a more sophisticated career mode,
additional race environments, double the number of tracks, twice as many
mini-games along with brand new and much requested online multiplayer modes
are just some of the exhaustive features that are included in FlatOut 2.

With more than 5,000 fully destructible objects on every track as well as 40
deformable parts on each vehicle, physical interaction in a racing game is
taken to unprecedented heights. With a greater emphasis placed on causing
destruction on the track by offering greater rewards, game play will be even
more frantic than ever. Drivers will need to tear into competitors' cars,
trash the local scenery, litter the track with obstacles, while at the same
time trying to concentrate on their own race in a bid to cross the line
first.

The ever-popular Ragdoll mini-games from the original FlatOut game make a
welcome return and are better than ever with 12 Ragdoll events, a Ragdoll
Championship and full online support.  New Ragdoll events include basketball,
baseball and royal flush cards.

Game Features
 * Bigger variety of race environments including Big City, L.A. Storm Drains,
Rocky Mountain Forest, Corn Fields and Desert
 * Twice as many tracks with alternate track routes included for the first
time
 * Enhanced Championship Mode with multiple cups across increasing
difficultly levels
 * Twice as many vehicles plus additional car types--Muscle cars, Sports
cars, Pickup Trucks and Compacts
 * Garage feature allows player to now own multiple vehicles
 * Unlockable bonuses including additional cars, Championship Cups and
Destruction Arenas
 * Improved opponent AI with each AI driver represented by a character and
exhibiting a unique driving style
 * MULTIPLAYER SUPPORT
 * Online multiplayer modes - up to six players on PlayStation 2 and eight
players on Xbox
 * Four player offline split screen Multiplayer mode on Xbox; two player on
PlayStation 2
 * Now available online! -- Destruction Derby Arenas and Ragdoll Mini Games

About Empire Interactive
Empire is a leading UK quoted computer games developer and publisher,
specializing in innovative video games with mass-market appeal. The Group is
one of the most established in the industry now in its 19th year of business.
Its portfolio of titles includes Starsky & Hutch, FlatOut, Big Mutha
Truckers, Space Invaders 25th Anniversary and Starship Troopers. The Group's
value division, Xplosiv, continues to increase its market share across Europe
and has experienced success with its first PS2 titles.

Headquartered in the UK, Empire has offices in the US, Germany, France, Italy
and Spain. Further information about Empire and its products can be found at:
http://www.empireinteractive.com

About Bugbear Entertainment Ltd.
Bugbear Entertainment Ltd. is an award-winning Finnish game developer
focusing on immersive and advanced driving games. The company's international
breakthrough was the critically acclaimed title 'Rally Trophy' in 2001.
Bugbear released 'Tough Trucks' in 2003. The innovative and much-awaited
'FlatOut' on PlayStation(R)2,  Xbox (R) and PC CD was published in November
2004 with great success. An N-Gage exclusive story-driven arcade racer
'Glimmerati' was published in July 2005 to outstanding reviews. The company
is currently working on FlatOut 2 and other unannounced console and PC
projects. For more information please visit www.bugbeargames.com

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Online play requires internet connection and
Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon
is a trademark of Sony Computer Entertainment America Inc. Xbox is either a
trademark or registered trademark of Microsoft Corporation in the U.S. and/or
other countries used under license from Microsoft. All other trademarks are
the property of their respective owners.
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Read about five video game companies who made marks on gaming but are no
longer with us:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=3357&Itemid=2
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HUDSON ENTERTAINMENT ESTABLISHES NEW NORTH AMERICAN HEADQUARTERS IN REDWOOD
SHORES

New Office Provides Three Times More Space and Upgraded Facilities to
Accommodate Growth

REDWOOD SHORES, CA, August 7, 2006 - Hudson Entertainment, the North American
publishing arm for Hudson Soft, today announced that the company has moved to
a new and larger site. After three years in its San Mateo office, Hudson
Entertainment relocated to an office in Redwood Shores, California.

"Our company has grown each year, and a larger headquarters was a necessary
next step for us," said John Greiner President of Hudson Entertainment. "The
new facilities provide room for further growth, as we expand our North
American presence in the gaming and mobile content space. The additional
space enables us to grow our marketing and development teams in particular."

Hudson Entertainment's new headquarters is on the Peninsula, south of San
Francisco, and just a few miles from the previous location. The new office
features nearly 15,000 square feet of space, with an expanded server room,
upgraded network connections, and views overlooking the Redwood Shores
Lagoon.
Hudson Entertainment's new address:
Hudson Entertainment Inc.
350 Marine World Parkway, Suite 100
Redwood Shores, CA 94065

About Hudson Entertainment, Inc.
Hudson Entertainment is the North American publishing arm of Hudson Soft, an
international provider of games and entertainment content founded in 1973.
Hudson introduced best-selling classic videogame franchises including
Bomberman, Bonk, and Super Adventure Island. Since 2000, Hudson's mobile
division has been a leading supplier of games and personalized content.
Through their partnership with The Source and Death Row Records, Hudson is a
leading provider of hip-hop ringtones and mobile content.

For more information on Hudson Entertainment, please visit www.hudsonent.com.

Hudson Entertainment, and Hudson Soft and their respective logos are
trademarks and/or registered trademarks of Hudson Soft.

# # #
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LOS ANGELES (Reuters) -- Video game publisher Take-Two Interactive Software
Inc. said Tuesday that its founder and former chairman and chief executive
Ryan Brant resigned after being on disability leave since June.

Brant had been employed in a nonexecutive capacity as vice president of
production when he stepped down Oct. 16, Take-Two said in a regulatory
filing.

He founded the company, best known for the controversial and best-selling
"Grand Theft Auto" game from its Rockstar Games studio, in 1993.

Story continues at
http://money.cnn.com/2006/10/17/technology/bc.media.taketwo.reut/index.htm
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See what games are making the charts.
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Here are the top 100 games of the 128-bit generation - based simply on U.S.
sales:

http://www.next-gen.biz/page1.html
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Interesting that four of the top 15 games were GameCube titles.  Not so bad...
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Makers of the Game Boy, Nintendo 64, and GameCube, as well as games such as
Mario, Zelda, Metroid, Donkey Kong, and Pokemon.  Stock symbol NTDOY.
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Minoru Arakawa, president of Nintendo of America, has announced his
retirement, effective immediately.  Tatsumi Kimishima, currently chief
financial officer of The Pokemon Company and president of Pokemon USA, will
succeed Arakawa in the role of NOA president.
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Ken Lobb, long-time game producer at Nintendo, has left for Microsoft.

Lobb often gave gamers their first view of new games as he playtested them to
the press at each year's E3 opening press conferences.  He appeared in the
Nintendo 64 game "Goldeneye" as a hidden character, and had the Klobb gun
named after him.  He was also the pitcher for Nintendo's hidden team in "Ken
Griffey Jr.'s Major League Baseball".
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This guy was a producer?  He sound more like a marketing guy.

Dain
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Dain,

And I thought he was a playtester. :)  But he's been working on Nintendo games
developed outside Japan - especially those by Rare - for some years now.  It
was his idea for Goldeneye to have a 4-player mode.

-Ken
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NINTENDO STREET TEAM: THE SEARCH IS OVER
Nintendo Selects 50 Lucky Gamers for the Ultimate Summer Job

REDMOND, Wash., July 1, 2002 - Play video games and get paid for it? The
Ultimate Summer Job was given to 50 Nintendo Street Team hopefuls across the
country today. Nintendo Street Team members' first day on the job will be
running the gauntlet at Nintendo's 48-hour Boot Camp, scheduled for July 8
and 9 in Atlanta, Boston, Chicago, Dallas, Los Angeles, and Seattle. Then,
beginning July 13, the Nintendo Street Teams will hit local hot spots,
concerts and events in their hometowns, promoting and demonstrating Nintendo
products to their peers. To see the final 50, visit
www.nintendostreetteam.com.

"These Nintendo Street Team members will be ambassadors of Nintendo, reaching
new people, one-on-one, and getting them excited about Nintendo's newest
games," says Peter MacDougall, executive vice president, sales and marketing,
Nintendo of America Inc. "We are excited we found the right people and can't
wait to train them for their ultimate summer job."

Nintendo Street Team members were hand-picked via open "casting calls" in the
selected six cities, as well as from audition tapes sent from around the
country. Contestants rapped, sang and danced for Nintendo, explaining why
they should have a place on the Nintendo Street Team. Visit the Nintendo
Street Team Web site to view the audition tapes.

During Nintendo's 48-hour Boot Camp, Nintendo Street Team members will
receive extensive training in game play techniques, tips and tricks, Nintendo
history, marketing, and promotions, leaving them prepared to conquer their
hometowns. Once Nintendo Street Team members master the "classroom" portion
of the "Nintendo Boot Camp," they will test the limits of their video game
know-how in a climactic obstacle course, including relay races, video game
trivia and game play of Nintendo's latest titles. The "Nintendo Boot Camp"
will be physically and mentally challenging, allowing Nintendo's newest
members to prove they have what it takes.

Additionally, Nintendo Street Team members will spend part of their summer
online with other devoted Nintendo fans, tracking their work experience and
giving a peek into their lives via job diaries, bios and online chats hosted
on the Nintendo Street Team Web site.

As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include

Game Boy(R), Nintendo(R) 64, Game Boy Advance and NINTENDO GAMECUBE(TM).
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.6 billion video games worldwide, creating enduring industry
icons such as Mario(TM) and Donkey Kong(R) and launching such franchises as
Zelda(TM) and Pokemon(R). As a wholly owned subsidiary, Nintendo of America
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operations in the Western Hemisphere.

For more information about NINTENDO GAMECUBE or any other Nintendo product
visit the company's Web sites, www.nintendo.com or www.nintendogamecube.com.

# # #

 ------------
Category 8,  Topic 3
Message 6          Mon Sep 23, 2002
KGAGNE [Ken]                 at 19:03 PDT

Nintendo has sold its 49-percent share in its second-party developer, Rare.

Rare's web site:
http://www.rareware.com

A list of the 15 games Rare has developed:
http://www.gamefaqs.com/features/company/165.html

 ------------
Category 8,  Topic 3
Message 7          Tue Sep 24, 2002
SYNDICOMM [Sheppy]           at 19:42 PDT

>>>Nintendo has sold its 49-percent share in its second-party developer, Rare.

To Microsoft, apparently, since the news is that they've bought Rare.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 3
Message 8          Fri Jan 24, 2003
KGAGNE [Ken]                 at 06:05 PDT

The state of Nintendo is discussed, as well as their console successor to the
GameCube:

http://www.cnn.com/2003/TECH/fun.games/01/23/console.nintendo.reut/index.html

 ------------
Category 8,  Topic 3
Message 9          Sun Apr 06, 2003
KGAGNE [Ken]                 at 19:53 PDT

According to GameSpot, Nintendo currently has the best-selling console game
(The Legend of Zelda), best-selling handheld game (Pokemon Ruby & Sapphire),
and best-selling video game system (Game Boy Advance SP).

These sales are over a recent period of time, not overall.

 ------------
Category 8,  Topic 3
Message 10         Thu Apr 24, 2003
KGAGNE [Ken]                 at 16:07 PDT

CNN talks to Nintendo in this interview:

http://money.cnn.com/2003/04/16/commentary/game_over/column_gaming/index.htm

 ------------
Category 8,  Topic 3
Message 11         Sat Jul 19, 2003
KGAGNE [Ken]                 at 06:55 PDT

Rumor has it that the next Nintendo console has an internal codename of "N5" -
presumably from it being Nintendo's fifth home console, after the NES, Super
NES, Nintendo 64, and GameCube.

 ------------
Category 8,  Topic 3
Message 12         Fri Oct 31, 2003
KGAGNE [Ken]                 at 16:04 PDT

Web site 1Up.com has a great interview with George Harrison, senior vice
president at Nintendo of America, discussing what went wrong with the
GameCube, where it's going, and what the next system launch will look like:

http://www.egmmag.com/article2/0,4364,1364679,00.asp

 ------------
Category 8,  Topic 3
Message 15         Sat Mar 13, 2004
KGAGNE [Ken]                 at 11:15 PDT

Nintendo's Software Development Support Group home page is
http://www.warioworld.com

 ------------
Category 8,  Topic 3
Message 16         Sat Apr 03, 2004
KGAGNE [Ken]                 at 11:33 PDT

For news on hardware and software coming from Nintendo in 2004, see

http://www.gamespot.com/news/2004/04/02/news_6092868.html

 ------------
Category 8,  Topic 3
Message 17         Thu Jun 10, 2004
KGAGNE [Ken]                 at 06:19 PDT

CNN.com talks briefly about Nintendo's next console, codenamed "Revolution",
then goes into more detail about the handheld DS:

http://www.cnn.com/2004/TECH/fun.games/06/09/nintendo.console.ap/index.html

 ------------
Category 8,  Topic 3
Message 18         Thu Nov 24, 2005
KGAGNE [Ken]                 at 14:53 PDT

TOKYO (Reuters) - Nintendo Co. Ltd. said its first-half operating profit
plunged 51 percent as sluggish GameCube sales outweighed currency-related
gains, but it kept its forecast for the full year.

Nintendo, known for games featuring characters such as Mario, Donkey Kong and
Pokemon, is expected to report a decline in revenue for the full year as
GameCube console and software sales taper off and as it is hurt by a price cut
for its DS portable game machine, which it launched about a year ago.

Story continues at
http://money.cnn.com/2005/11/24/news/international/nintendo.reut/index.htm

 ------------
Category 8,  Topic 3
Message 19         Wed Apr 05, 2006
KGAGNE [Ken]                 at 16:35 PDT

Looks the DS is doing all right for Nintendo:

http://games.slashdot.org/article.pl?sid=06/04/05/1322256

 ------------
Category 8,  Topic 3
Message 20         Fri May 26, 2006
KGAGNE [Ken]                 at 13:20 PDT

Looks like three big promotions occurred at Nintendo today, including the
appointment of a new president of the American division:

http://biz.gamedaily.com/industry/feature/?id=12792

 ------------
Category 8,  Topic 3
Message 21         Sat May 27, 2006
KGAGNE [Ken]                 at 06:56 PDT

Revisit the history of Nintendo's most famous plumber in this review, broken
down into five categories of games: platforming, role-playing, sports,
driving, and other.

http://www.gamedaily.com/Specials/Mario-Through-the-Years/?rp=49

 ------------
Category 8,  Topic 3
Message 22         Fri Jul 07, 2006
KGAGNE [Ken]                 at 16:19 PDT

Whatever happened to Super Mario 128?

http://tinyurl.com/l8a7b

 ------------
Category 8,  Topic 3
Message 24         Tue Aug 01, 2006
LUMITECH [Jeff]              at 15:11 PDT

Marker post.

 ------------
Category 8,  Topic 3
Message 25         Sat Nov 18, 2006
KGAGNE [Ken]                 at 13:27 PDT

In anticipation of the Wii, ake a look at Nintendo's history of console
launches:

http://www.1up.com/do/feature?cId=3155264

 ------------
Category 8,  Topic 3
Message 26         Wed Nov 29, 2006
KGAGNE [Ken]                 at 15:46 PDT

This article explains why, by placing third in the console war, Nintendo is
making more money than either of its competitors:

http://www.newyorker.com/talk/content/articles/061204ta_talk_surowiecki

 ------------
 ************
Topic 4         Sat May 12, 2001
KGAGNE                       at 09:52 PST
Sub: Sega

Makers of the Genesis, Saturn, and Dreamcast, as well as Sonic the Hedgehog,
Virtua Fighter, and Phantasy Star.  Stock symbol SEGNY.

 97 messages
 ************
 ------------
Category 8,  Topic 4
Message 1          Sun Jul 22, 2001
KGAGNE [Ken]                 at 22:34 PDT

SEGANET OPENS DOORS TO GAMERS EVERYWHERE

EarthLink to Become Internet Service Provider for SegaNet Members

SAN FRANCISCO - July 20, 2001 - Sega.com Inc., the interactive entertainment
company for gamers, today announced that they are opening SegaNet*, the
world's first online console gaming network, to gamers everywhere.  Through a
newly formed strategic agreement, EarthLink (NASDAQ: ELNK) will be Sega.com's
preferred Internet Service Provider (ISP).  Beginning today, and with no
interruption in service, all gamers will be able to enjoy the content,
tournaments and community features only available on SegaNet.

"This agreement allows Sega.com to continue to offer high speed, low-latency
gameplay while concentrating on building the best community and content for
online console gamers," said Marc Connor, director of strategic partnerships
& alliances, Sega.com.  "EarthLink can provide the speed, reliability and
customer service that gamers want to be competitive online."

Current SegaNet ISP subscribers will be seamlessly converted to EarthLink
accounts and can continue to enjoy the online console gaming action of
SegaNet for only $19.95 per month.

"We're proud to welcome SegaNet's Internet access subscribers into the
EarthLink family, and we're pleased to bring them the full line of EarthLink
services and features, from the personal touch of our customer service
representatives to the cutting-edge technology of broadband and wireless
Internet access," said Cliff Bryant, director of acquisitions for EarthLink.
Utilizing a network built from the ground up, Sega.com was the first company
to bring online console gaming to consumers.  With 26 games available online
today, SegaNet brings fast-paced, head-to-head competition to gamers
everywhere, including the internationally acclaimed hit, Phantasy Star
Online* which has attracted more than 250,000 online players.  SegaNet also
delivers gaming-related content and community features including chat rooms,
news and exclusive tournaments.

As new consoles come online later this year, Sega.com plans to open its
high-speed network to a wider audience of online gamers.  Jupiter Media
Metrix estimates that online gaming will grow to 68 million consumers by
2003.

For more information, please visit www.sega.net <http://www.sega.net> .

About Sega.com and SegaNet
Sega.com, Inc. (www.sega.com <http://www.sega.com> ) is an online
entertainment company that integrates Internet technology and innovation with
over 40 years of experience in the video game industry.  Sega.com also built
SegaNet (www.sega.net <http://www.sega.net> ), the only high-speed online
console gaming network and community destination for gamers that provides
game users with the ultimate in speed, reliability and content. SegaNet
offers both Dreamcast and PC gamers the best in 3D multi-player games, chat,
community, cheat codes, tournaments and content.  SegaNet is the one stop
destination for online games and gaming related content, offering gamers a
community built specifically with them in mind.

About EarthLink
The #1 Provider of the Real Internet*, EarthLink brings the magic of the
Internet to approximately 4.9 million subscribers every day.  Headquartered
in Atlanta, EarthLink provides a full range of innovative access, hosting and
e-commerce solutions to thousands of communities through over 8,800 dial-up
points of presence, and broadband and wireless technologies. EarthLink is
committed to doing an exceptional job of pleasing its subscribers,
shareholders and the community by following the Company's Core Values and
Beliefs [http://www.earthlink.net/about/ourvalues/cvb/index.html].
Information about EarthLink services is available by calling 800-395-8425 and
through EarthLink's Web site at www.earthlink.net <http://www.earthlink.net>.

###

 ------------
Category 8,  Topic 4
Message 2          Wed Aug 15, 2001
KGAGNE [Ken]                 at 21:13 PDT

SEGA ANNOUNCES THE RELEASE OF ARCHIE COMICS 100TH ISSUE OF "SONIC THE
HEDGEHOG" STARRING SEGA'S TRUE BLUE HERO

Sega's Celebrated Mascot Makes Comic Book History as First Video Game
Character to see Issue #100

SAN FRANCISCO, CA - (August 14, 2001) - Sega(R) of America today announced
the release of Archie Comic Publications 100th issue of the "Sonic The
Hedgehog" comic book series, an adventure strip starring Sega's popular
mascot, Sonic The Hedgehog(tm). First published in 1993, Archie's "Sonic The
Hedgehog" is the first comic book based on a video game character to make it
to its centenary issue. For the past eight years, the strip has traced the
adventures of Sonic and the Knothole Village heroes as they take on the evil
of Dr. Robotnik and the Robotropolis villains. The 100th issue, which
coincides with the 10th Anniversary of Sonic The Hedgehog, will mark the
return of the Freedom Fighters, a band of Sonic allies that help him battle
Robotnik on his home turf.

"The 'Sonic The Hedgehog' comic book is very special to us and we are
thrilled to see it reaching Issue #100," said Michael Silberkleit, Chairman
and Publisher, Archie Comic Publications. "'Sonic The Hedgehog' is one of our
top-selling comic books and we look forward to many issues to come."

"Since Sonic's 1991 debut as Sega's mascot he has been a leading icon among
consumers, and our 'Sonic the Hedgehog' titles are consistent top-sellers for
Sega," said Jane Thompson, director of licensing and character development,
Sega of America. "Sonic embodies Sega's unique ability to create innovative
properties and characters - a strength we've had for more than 40 years with
Sonic leading the way."

This summer, Sega(R) shipped Sonic's latest action-packed video game, "Sonic
Adventure 2," for the Dreamcast(tm) video game console. Sequel to the
original top-selling "Sonic Adventure," "Sonic Adventure 2" invites players
whiz through more than 30 fast action stages including hilly city streets,
dark freeways at night, challenging army fortresses, forbidding mountains or
ancient ruins. Players play as one of six playable characters from either the
"Hero Side" or "Dark Side" to test their skills with all new moves as they
rail-grind their way through a San Francisco-inspired stage or dodge on foot
an 18-wheeler barreling down the highway. Sonic The Hedgehog #98, the comic
book adaptation tie-in, was shipped at the same time. The "Sonic The
Hedgehog" comic book is available on newsstands and in comic book stores
nationwide for $1.99.

"Sonic Adventure 2" is rated "E" for "Everyone" and is now available at
retail stores nationwide or at www.sega.com <http://www.sega.com> for $39.95.

About Sega
Sega(R) of America is the American arm of Tokyo, Japan-based Sega
Corporation, responsible for the development, marketing and distribution of
Sega video game systems and video games in the Americas. Sega Corporation is
a nearly $2.5 billion company recognized as the industry leader in
interactive digital entertainment media, offering interactive entertainment
experiences both inside and outside the home. Sega of America's World Wide
Web site is located at www.sega.com <http://www.sega.com> .

About Archie Comic Publications
The Archie line of comic books is one of the most successful, longest-running
lines in the history of the comic industry. Compared to other comic
publishers whose audiences are primarily male, Archie Comics are read and
enjoyed by males and females alike. With sales in excess of 1 million copies
per month, Archie Comics can be found at such diverse outlets as supermarket
checkouts, bookstores and comic shops. They are also published and
distributed all over the world and are printed in nearly a dozen languages.

# # #
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Category 8,  Topic 4
Message 3          Thu Aug 30, 2001
KGAGNE [Ken]                 at 11:59 PDT

SEGA AND SYNOVIAL PARTNER TO BRING SEGA CONTENT TO VARIOUS HANDHELD DEVICES

SAN FRANCISCO, CA - (August 30, 2001) - Continuing with their strategy of
bringing Sega games to all platforms, including non-gaming platforms, Sega of
America today announced a partnership with wireless multimedia platform
provider Synovial Inc.  Under this agreement, Sega will bring its great video
game content to various mobile phones and handheld devices such as the Compaq
iPAQ(tm) Pocket PCs, by utilizing Synovial's innovative development toolkit,
codenamed SYN(tm).  The first product resulting from the partnership is
Virtual Game Gear, software that recreates the experience of Sega's popular
hand held Sega Game Gear(tm) system on Pocket PCs.  This alliance marks the
first time Sega content will appear on a PDA in the U.S. "As we aggressively
transition Sega from hardware company to third party publisher, solid
partnerships such as this one with Synovial allow us to extend the Sega
gaming experience to a vast number of new consumers," said Peter Moore,
president and COO, Sega of America.  "As Sega builds towards becoming the
leading publisher of interactive entertainment worldwide, gamers can expect
to see Sega content everywhere from next generation consoles to other
Internet appliances."

Synovial's Virtual Game Gear allows Pocket PCs to simulate the same great
gaming experience that consumers enjoyed on Game Gear.  To play, gamers
simply turn on their device, start the Virtual Game Gear software and choose
from one of three popular Sega games that come embedded in the software.
Titles include the original smash hit "Sonic The Hedgehog(tm)," starring
Sega's speedy blue mascot Sonic, and the exciting puzzle game "Baku Baku(tm)
Animal."  To extend the fun, users can download additional game packages from
the Internet for a low fee.

Further demonstrating its commitment to leading the industry in content
development and publishing worldwide, Sega Corporation continues to pursue
alliances with providers of Windows(R) CE devices, PalmOS devices, Java
capable cellular phones and more.  Sega is currently working with Motorola,
providing games for their iDEN cell phones, available from Nextel
Communications in the U.S. and from Clearnet Communications, Inc. in Canada.
The iDEN phones come pre-installed with Sega's "Borkov" puzzle game.
Similarly, Sega has ongoing deals with NTT DoCoMo, AU/KDDI and J-Phone to
provide special ring tones downloadable for up to $3.00 per month to the
iMODE, EZ Web and J-Sky phones, respectively.  Also for the iMODE and J-Sky,
Sega is providing content such as wallpaper, a fortuneteller and Java games
for a monthly download fee of approximately $3.00.  Some of the Java games
include popular Sega titles such as "Space Harrier(tm)," "Nights(tm)," "Puyo
Puyo(tm)," "Samba de Amigo(tm)," and two titles from the ChuChu Rocket!(tm)
franchise.

Sega continues its previously announced partnership with leading set-top box
company, PACE Micro Technology, to provide content for their set top boxes in
the European market, and its ongoing relationship with Palm Inc. to create on
and offline games for Palm Powered hand held devices.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.

About Synovial Inc.
Synovial Inc. is a wireless multimedia platform provider, enabling
compelling, interactive rich media content and applications for wireless
networks and mobile devices.  Synovial offers a suite of software solutions
to author, deploy, and execute applications and display content on cellular
phones, PDAs and wireless Internet appliances over any wireless network.
Through its technologies and relationship management services, the company
brings the developers of exciting, brand-recognizable content together with
the carriers and device manufacturers seeking to deliver that content to end
users.  For more information about the company, visit Synovial's web sites:
www.synovial.com and www.mediawithoutwires.com

# # #
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Message 4          Wed Sep 05, 2001
KGAGNE [Ken]                 at 22:22 PDT

SEGA BUILDS MARKETING ORGANIZATION FOR FUTURE GROWTH

Company Announces New Marketing Divisions, New Group Marketing Director
and the Promotion of a Key Executive

SAN FRANCISCO, CA - (September 5, 2001) - Sega(R) of America announced today
a major commitment to its marketing effort in North America by building its
marketing organization with two new divisions and by adding new resources to
its corporate headquarters in San Francisco, California. As part of the
company's transition from video game hardware manufacturer to
platform-agnostic third party publisher, Sega is expanding its marketing
organization into two focused divisions - Sports and Entertainment
properties. To deliver on its goal of becoming the leading publisher of
interactive entertainment, Sega will also begin hiring personnel immediately
into the expanded marketing organization.
The first of many new hires, Sega is pleased to announce the addition of Mike
Fischer to the Sega marketing team. As group director of product marketing
for the Entertainment division, Fischer brings more than eleven years of
experience in video game marketing to Sega. In this capacity, Fischer will be
responsible for managing all strategic and outbound marketing efforts -
including positioning, advertising and channel marketing - for all of Sega's
character-based, action, adventure, role-playing, fighting, driving and
puzzle games. He will oversee the expanding marketing team for Entertainment
properties and more than 50 SKUs across all gaming and non-gaming platforms
this fiscal year. In addition, Fischer will lead the charge in growing and
maintaining established Sega Entertainment franchises such as Sonic The
Hedgehog(tm), Virtua Fighter(tm) and Shenmue(tm).

Prior to joining Sega, Fischer worked at Namco Hometek, Inc., where he served
as both director of marketing and director of business development. As
director of marketing, Fischer was responsible for all consumer marketing of
Namco's multi-platform video game titles. Fischer led the marketing efforts
of blockbuster hits including "Tekken 3" and "Tekken Tag Tournament." He also
handled the re-launch of the Pac-Man brand in the United States. Prior to
Namco, Fischer worked for both Sega of Japan and Sega of America. In Japan,
Fischer worked on all console systems from the Master System to Pico. In his
prior employment at Sega of America, Fischer also served as product manager
for the Pico brand, in which he was responsible for consumer marketing of
both the Pico hardware and it's first-party Sega titles.

"Sega is making a major commitment to our marketing efforts in North America
by expanding our marketing organization and brining in professionals with the
expertise to succeed in the competitive video game industry, said Peter
Moore, president and chief operating officer, Sega of America. "Mr. Fischer
has the strength, depth and experience to oversee all of our Entertainment
products and he will be a critical member of our team as we transition our
company into the leading publisher of interactive entertainment."

Sega also today announced a new position for one of the company's key
executives. Charles Bellfield, formerly vice president of corporate and
marketing communications for Sega, will now serve as vice president of
business strategy and corporate affairs. Bellfield will be responsible for
corporate communications, strategic planning and the management of investor
relations with Sega Corporation in Japan. Additionally, Bellfield will serve
as a primary contact for all of Sega's gaming and non-gaming hardware
partners.

Prior to his former marketing communications positions at Sega, Bellfield
worked for NEC Electronics as brand marketing manager, where he was
responsible for strategic worldwide brand marketing for NEC's multimedia
technology and products.

About Sega
Sega(R) of America is the American arm of Tokyo, Japan-based Sega
Corporation, responsible for the development, marketing and distribution of
Sega video game systems and video games in the Americas. Sega Corporation is
a nearly $2.5 billion company recognized as the industry leader in
interactive digital entertainment media, offering interactive entertainment
experiences both inside and outside the home. Sega of America's World Wide
Web site is located at www.sega.com.

# # #
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KGAGNE [Ken]                 at 20:06 PDT

SEGA TO BRING CONTENT TO WIRELESS DEVICES VIA QUALCOMM's BREW PLATFORM

Sega Reaffirms Global Commitment to Become Leading Publisher of Interactive
Entertainment, Expands Development for Non-Gaming Platforms

TOKYO - (September 26, 2001) - Sega(r) Corporation today announced it is
bringing its legendary video game content and gaming technology to various
wireless devices via QUALCOMM's (Nasdaq: QCOM) Binary Runtime Environment for
Wireless(tm) (BREW(tm)) application platform. QUALCOMM's BREW initiative
provides a standard platform for developing applications for wireless
devices. Consumers will be able to play Sega games via BREW-enabled handsets
as early as December 2001.

"There is a major market for wireless gaming in Japan and we expect to see a
similar trend in the United States," said Ryoichi Shiratsuchi, Director of
Mobile Communications Division, Sega Corporation. "To take advantage of these
markets, Sega Corporation is aggressively teaming with major wireless
companies worldwide, such as QUALCOMM and its BREW initiative."

"We're excited to have one of the leading interactive entertainment content
providers join the BREW developer community," said Gina Lombardi, senior vice
president of marketing and product management for QUALCOMM Internet Services.
"Sega will be able to bring its legendary games to BREW-enabled handsets,
providing users with a truly interactive gaming experience."

Today's announcement further proves Sega's commitment to lead globally in the
area of content development for wireless companies. In Japan, Sega currently
provides Java-based games for Motorola's iDEN, NTT DoCoMo's iMODE and
J-Phone's J-Sky phones, as well as downloadable ringing tones for the iMODE
and J-Sky, and AU/KDDI's EZ Web. In the U.S., Sega has announced partnership
a with Palm to deliver content to Palm(tm) handheld computers and Synovial
Inc to bring Sega games to the Compaq iPAQ(tm) Pocket PCs.

About Sega Corporation
Sega Corporation is a nearly $2.5 billion company recognized as the industry
leader in interactive digital entertainment media, offering interactive
entertainment experiences both inside and outside the home. Sega's World Wide
Web site is located at http://www.sega.co.jp/.

About QUALCOMM
QUALCOMM Incorporated ( www.qualcomm.com) is a leader in developing and
delivering innovative digital wireless communications products and services
based on the Company's Code Division Multiple Access (CDMA) digital
technology. The Company's business areas include CDMA chipsets and system
software; technology licensing; the BREW applications platform; Eudora(r)
e-mail software; digital cinema systems; and satellite-based systems
including portions of the Globalstar(tm) system and wireless fleet management
systems, OmniTRACS(r) and OmniExpress(tm). QUALCOMM owns patents that are
essential to all of the CDMA wireless telecommunications standards that have
been adopted or proposed for adoption by standards-setting bodies worldwide.
QUALCOMM has licensed its essential CDMA patent portfolio to more than 100
telecommunications equipment manufacturers worldwide. Headquartered in San
Diego, Calif., QUALCOMM is included in the S&P 500 Index and is a 2001
FORTUNE 500(r) company traded on The Nasdaq Stock Market(r) under the ticker
symbol QCOM.

# # #
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Michael Jordan will be included in Sega Sports NBA 2K2 games across all
platforms-- Dreamcast, PS2, Xbox and GAMECUBE.  Sega Sports NBA 2K2 is
scheduled to launch on these platforms as follows:

Dreamcast - October 2001
PS2 - November 2001
Xbox - January 2002
GAMECUBE - Spring 2002
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FOR IMMEDIATE RELEASE

*** The following press release is based on a presentation by Tetsu Kayama,
COO, Sega Corporation, at the Sega Consumer Business Conference at Tokyo
Game Show October 12, 2001***

SEGA MEETS MILESTONES AND TRACKS TOWARD GLOBAL SUCCESS AS A LEADING CONTENT
PUBLISHER

New Details Unveiled on the Global Corporate Vision
for the "New" Sega at Tokyo Game Show

TOKYO - (October 12, 2001) - Sega(R) Corporation today announced at the Tokyo
Game Show additional information on the company's global strategy, as Sega
tracks toward becoming the world's leader in interactive entertainment.
Continuing to capitalize on its game content - an area that has been Sega's
biggest strength for more than 40 years - the company will be concentrating
on worldwide expansion in four key content areas: quality and quantity of
multiplatform content, network gaming and entertainment and mobile/wireless
content. Building upon and continuing to meet milestones in these key areas,
Sega Corporation is tracking toward challenging for the #1 position among
independent game publishers in the world by March 31, 2004.

"Building upon the strength of our key development teams, our world-renowned
content and our years of experience in this business, we are poised to take
Sega to new levels on a global basis," said Tetsu Kayama, COO, Sega
Corporation. "We know what it takes to be successful and we are continuing to
meet milestones to ensure our global success and dominance in the gaming
arena - no matter what the platform."

Building Toward The "New" Sega
In building the "new" Sega, Sega Corporation will be focusing on growing one
region at a time, with the goal of completion by March 2004. This year, Sega
Corp is focused on Japan, with the United States following in fiscal year
2003, ending with Europe in fiscal year 2004. Working closely with the
management team in each region, Sega Corporation will be focusing on building
up development resources and content; setting up solutions for expanding the
reach and distribution channels for Sega's content; and exploiting key
opportunities that each market presents.

Expanding Quality Content for Multiple Platforms
For decades, Sega has been a worldwide leader with quality content such as
the "Sonic the Hedgehog*" series, the "Virtua Fighter" series, the "Crazy
Taxi*" series and the Sega Sports franchises. Thanks to Sega's eleven
development studios with legendary development talent including Yu Suzuki,
Yuji Naka, Hisao Oguchi and Greg Thomas, Sega's top priority is focusing on
and acquiring new, compelling content that is in line with Sega's strong
tradition of gaming excellence. To that end, Sega will be aggressively
looking to expand development resources in the U.S. market.

Sega will also be strengthening and reinforcing key franchises such as
"Virtua Fighter," "Crazy Taxi," "The House of the Dead," "Sega Rally" and
many others on multiple platfroms. Additionally - and by great consumer
demand - Sega will be bringing back "vintage classic" titles that gamers
worldwide know and love from the early days of Sega Genesis(tm) and Sega
Saturn(tm). With an impressive back-library of more than 800 titles, Sega
will be taking these franchises to new levels on all new platforms moving
forward. Lastly, Sega will be licensing additional characters in the near
future.

Expanding Quantity of Content for Multiple Platforms
A primary focus for the company on a global level is to broaden accessibility
of Sega's great content to a wider range of consumers - a focus that will
dramatically expand the company's revenue potential. For the last six months,
Sega has been focusing on increasing its development across all gaming
platforms including the PlayStation(R)2 computer entertainment system from
Sony Computer Entertainment Inc., the Xbox(tm) video game system from
Microsoft(R), the NINTENDO GAMECUBE(tm) and the Game Boy(R) Advance hand-held
gaming system from Nintendo(R), so that a greater quantity of Sega titles are
available to consumers.

Sega today announced a number of new titles for PlayStation 2 including
"Culdsept Second" and "Aerodancing 4." "Shakatoo Tambourine" was also
announced for PSone(tm). It is still being determined if these games will
ship in regions outside of Japan. Sega is also bringing an online version of
"Sega GT 2002" to Xbox.

Sega Corporation has entered into an agreement with THQ to co-publish 16 Sega
titles including "Sonic Advance*," and "The House of the Dead*Pinball"
(working title) -- for Game Boy Advance in the next 18 months in the United
States. This agreement provides Sega greater exposure for its content and
access to additional revenue, which is key as the company works toward
profitability and transitions to become the leader in interactive
entertainment. Sega and THQ will also collaborate on launch timing, so that
Sega's next generation platform titles can launch concurrently with the Game
Boy Advance versions. In addition, Sega and Microsoft will be releasing
"Shenmue II" for Xbox and "Phantasy Star Online" for Xbox and PC. Specifics
for each region concerning these deals will be detailed at a later date. Both
these deals allow Sega to expose more consumers to the company's content in a
short amount of time, while the company continues transitioning.

In the European market, Sega is utilizing Sony Computer
Entertainment to market and distribute Sega games on PlayStation 2 and
Infogrames to market and distribute Sega games on Xbox, NINTENDO GAMECUBE and
PC. These solutions will give Sega content visibility during this transition
period.

Expanding Focus on Network Content and Entertainment
Building upon the company's strengths in developing online console games,
Sega will continue to focus on exploiting networked gaming opportunities in
all regions. With pay-for-play models that concentrate on generating revenue
streams, Sega will be working with Microsoft in developing PC games. Titles
coming to the Japanese market include: "Phantasy Star Online" for Xbox and
PC; "Guru Guru Onsen 2" for PlayStation2; "Sakura Wars Online" series for
PlayStation2; "Derby Owners Club Online" for PC; "Let's Make a Sports Team!"
series for PlayStation2 and a number of Sega Sports titles.

Expanding Focus on Mobile/Wireless Content
On a global level, Sega has been leading the way in developing a wide range
of content for mobile and wireless phones and devices including Motorola
phones and Compaq iPAQ(tm) Pocket PCs. In Japan, Sega has had great success
in utilizing wireless platforms for content and revenue. The Sega Music
Network, which provides downloadable Sega content, rings, tones and
wallpaper, currently has more than 2 million subscribers in Japan. In
addition, Sega is looking to exploit further opportunities with Java-based
content, consumer device and arcade machine links, new music and sound
services for mobile devices and a "mileage-type" points system for cellular
phones.

About Sega Corporation
Sega Corporation is a nearly $2.5 billion company recognized as the industry
leader in interactive digital entertainment media, offering interactive
entertainment experiences both inside and outside the home. Sega's World Wide
Web site is located at <http://www.sega.co.jp/>.

# # #
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Access PR, Sega's public relations company, has had another round of layoffs.
They lost some good people who have been very accomodating to the press. :-(

-Ken
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SEGA DELIVERS GREAT GAMES ON EVERY PLATFORM
THIS HOLIDAY SEASON

No Matter What Video Game Console is Under the Tree,
Gamers Can Stuff Their Stockings with Sega

SAN FRANCISCO, CA -  (November 26, 2001) - Sega(r) of America announced today
that it will ship a variety of top games for every video game platform this
holiday season, marking the company's debut as a premier third-party software
publisher.  Sega's impressive lineup of holiday titles includes entertaining
games that are easy to pick up and play, highly anticipated sequels,
bar-raising sports titles and much more for gamers of all ages. Games from
Sega's holiday lineup will ship on PlayStation(r)2 computer entertainment
system from Sony Computer Entertainment America, the Xbox(tm) video game
system from Microsoft(r), Nintendo GameCube(tm) and Sega Dreamcast(tm) video
game console.   Following is a preview of a few of Sega's hottest games for
this holiday season:

* SUPER MONKEY BALL(tm) (Nintendo GameCube) - It's monkey madness as players
tilt the world to maneuver a cute monkey in a clear ball through more than 90
colorful action-puzzle boards.  Sega's first game for a new next-generation
video game console, "Super Monkey Ball" has frantic four-player action and
six mini/party games to extend the fun.  This eye-popping party game is
available now on Nintendo GameCube and is rated "E" for everyone.

* Sega Sports(tm) NBA 2K2 (Sega Dreamcast, PlayStation 2, Xbox and Nintendo
GameCube) - Back the competition down and get above the rim this holiday
season with the third installment in this chart-topping basketball simulation
series.  Packed with jaw-droppin' fakes, killer crossovers, explosive new
dunks and smarter Artificial Intelligence, gamers can hit both the arena and
street courts playing "NBA 2K2."  Rated "E" for everyone, "NBA 2K2" is
available now on Sega Dreamcast, and will release in early 2002 for
PlayStation 2 and the Xbox, and in spring 2002 for Nintendo GameCube.

* Sega Sports(tm) NFL 2K2 (Sega Dreamcast, PlayStation 2 and Xbox) - Huddle
up this holiday season with this next-generation football simulation game,
third in the 2K series.  With true-to-life QB logic, authentic player
physics, new gameplay animations and a dramatic TV-style presentation, gamers
can hit the gridiron like never before with "NFL 2K2."   Rated "E" for
everyone, "NFL 2K2" is available now on PlayStation 2 and Sega Dreamcast, and
will ship in early 2002 for the Xbox.

* JSRF-Jet Set Radio Future(tm)  (Xbox) - Strap on your rocket powered skates
and hit comic book-style streets this winter.  The sequel to last year's
groundbreaking "Jet Grind Radio," "JSRF-Jet Set Radio Future" offers
multi-player action that lets you reach new heights, performing astounding
stunts to underground music with extreme action and style.  "JSRF-Jet Set
Radio Future" is scheduled to ship in February - rating pending.

* Sonic Adventure(tm) 2: Battle (Nintendo GameCube) - The gaming world's
fastest blue "trailblazer" is back, and he's jumping to Nintendo GameCube!
Sonic The Hedgehog(r), always known for his attitude and speed, is showing
off his incredible 10-year endurance with the launch of "Sonic Adventure 2:
Battle."  The game shows off intense new graphics and gripping battle
elements, amplifying the action ten-fold.  Building on the success of "Sonic
Adventure 2" (available now on Sega Dreamcast), Sonic's debut on Nintendo
GameCube is sure to thrill fans everywhere.  Shipping in early 2002, this
game is rated "E" for everyone.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

About Nintendo
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
Mario(r) and Donkey Kong(r) and launched franchises like The Legend of
Zelda(r) and Pokmon. Nintendo manufactures and markets hardware and software
for its popular home video game systems, including the Nintendo 64 and Game
Boy - the world's best-selling video game system. As a wholly owned
subsidiary, Nintendo of America Inc., based in Redmond, Wash., serves as
headquarters for Nintendo's operations in North America.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.  Not all of these titles have
been officially approved by Sony Computer Entertainment America.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever.  Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is currently available in North America at the suggested retail
price of $299.99. *Reseller prices may vary. Xbox is a trademark of Microsoft
Corporation in the United States and/or other countries.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2001 NBA Properties, Inc. All rights reserved.

(c) 2001 NFLP. Team names and logos are trademarks of the teams indicated.
All other (NFL-related marks) are trademarks of the National Football League
and NFL Properties. Officially licensed product of PLAYERS INC. The PLAYERS
INC logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2001 PLAYERS INC.

# # #
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SEGA CONTINUES TO BUILD MARKETING ORGANIZATION
WITH NEW KEY HIRES

Company Welcomes New Head of Marketing for Sega Sports
and New Public Relations Manager for the Entertainment Division

SAN FRANCISCO, CA - (December 17, 2001) - Reinforcing its commitment to an
expanded marketing effort in North America, Sega(r) of America today
announced the addition of two new key hires to its marketing organization at
the company's corporate headquarters in San Francisco, California. Delivering
leading sports and entertainment content to all video game consoles, Sega is
actively hiring within the marketing organization as it continues to grow as
a publisher of interactive entertainment.

Tom Nichols joins Sega as the new group director of marketing for Sega
Sports(tm), the brand that continues to set new standards in sports gaming.
Nichols brings more than ten years software marketing experience and six
years experience in the video game industry to Sega. Nichols will be
responsible for managing all strategic and outbound marketing efforts -
including licensing, advertising, public relations, promotions and events -
for the Sega Sports brand and all of its franchises including the renowned
"NFL 2K" and "NBA 2K" series. Prior to joining Sega, Nichols served as
marketing director at EA.com, where he launched the highly anticipated online
title "Majestic(tm)." Prior to EA.com, he served as marketing director at
Hasbro Interactive, where he was responsible for the entire lineup of
MicroProse(r) strategy games and Atari(r) action games, including the best
selling titles "RollerCoaster Tycoon(tm)" and "Frogger(tm) 2." Nichols holds
a BS in Aeronautical Engineering from MIT and an MBA from UC Berkeley.

Kirsten Merit joins Sega as the new public relations manager for the
entertainment division. Merit brings more than nine years public relations
experience and five years experience in the video game industry to Sega.
Merit will be responsible for managing all public relations programs for
Sega's entertainment titles, including hit franchises like "Sonic(tm) The
Hedgehog," "Virtua Fighter(tm)," "Phantasy Star Online(tm)" and many more.
Prior to joining Sega, Merit served as senior public relations manager at
Sony Computer Entertainment America working on titles such as the "Crash
Bandicoot(tm)" and "Spyro the Dragon(tm)" series as well as many others.

"Sega is pleased to welcome two new industry-savvy professionals to our
world-class marketing organization," said Chris Gilbert, executive vice
president of sales, marketing and operations. "Mr. Nichols and Ms. Merit
bring the knowledge, expertise and creativity that will be critical as we
continue to build toward becoming the leading publisher of interactive
entertainment."

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

# # #
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Sega's Q1 Release Schedule

Sonic Adventure 2: Battle
Platform:       Nintendo GameCube(tm)
Genre:  Action/Adventure
Battle to save the world - or conquer it - in Sega's "Sonic Adventure 2:
Battle" for Nintendo GameCube. The theme this time around is head-to-head
competition! The showdown between Hero and Dark continues - this time on a
global scale - with dramatic improvements and upgrades for even more fun and
excitement. Gamers can experience more than 30 lightening-fast action stages
through cities, jungles, military bases and even outer space, with more than
150 missions. For more information about "Sonic Adventure 2: Battle," check
out the game's new Web site at
<http://www.sega.com/sega/game/sonic2battle_launch.jhtml>


JSRF - Jet Set Radio Future
Platform:       Xbox(tm)
Category:       Action/Adventure
The setting is Tokyo, in the year 2024. Freedom is a valuable commodity and
freedom of expression even more so. "JSRF - Jet Set Radio Future" offers
living, breathing cities that are filled with opportunities and danger.
Featuring amazing cel-shaded graphics, incredible stunts, and huge
interactive environments, JSRF brings the hippest game ever into a futuristic
world. Lead a posse of street-smart skaters through multiple adventures in
over 15 expansive areas. You'll reclaim your turf from rival crews, combat
corporate goon squads, and attempt to thwart a sinister plot to steal the
soul of the city. Wherever your adventure takes you, it's all about extreme
skating, extreme action, and of course, extreme style.


Virtua Fighter 4
Platform:       PlayStation(R)2
Genre:  Fighting
Prepare for a beating! The series that ignited the 3D fighting genre has
returned to dish out even more punishment. From renowned developer Yu Suzuki
comes "Virtua Fighter 4" for the PlayStation 2 computer entertainment system,
the fourth installment in the acclaimed Virtua Fighter franchise. The new VF4
battle system that combines an all-new attack and defense system that will
completely change the way you strategize and fight against your opponents. An
all new training mode lets you create your custom A.I. character and pit it
against other player's A. I. characters. With breathtaking graphical
enhancements, fine-tuned A. I., exceptionally detailed arenas and two new
characters ready to ferociously fight their way to the top, "Virtua Fighter
4" is the ultimate in hand-to-hand martial arts combat for the PlayStation 2.


GunValkyrie(tm)
Platform:       Xbox(tm)
Genre:  Action
In a world much like our own, in a time much like the 19th century, a lone
scientist, Dr. Hebble, is able to make a string of incredible technological
breakthroughs. But these advances accelerate beyond his own intentions,
resulting in a revolutionary form of energy that, once harnessed, could
propel mankind into a new era or lead to complete annihilation. Featuring
vast environments filled with attack-prone earth and sky creatures, in
"GUNVALKYRIE" players suit up as either Kelly O'Lenmey or Saburota Mishima to
battle hideously oversized arachnids with a variety of character-specific
weapons. Amidst rock formations housing huge numbers of aggressive monsters
approaching from every direction, players can take full advantage of the Xbox
controller's double analog system. Gamers must scan the 360-degree area while
running and shooting the creatures. It's a race against technology to save
the world form complete annihilation!

 ------------
Category 8,  Topic 4
Message 14         Thu Jan 31, 2002
KGAGNE [Ken]                 at 11:43 PDT

January 31, 2002 - Sega of America today confirmed that "Crazy Taxi 3"
(working title) and "Skies of Arcadia" are currently in development and slated
for release this summer.

Crazy Taxi 3 (Xbox) The king of crazy driving games is back! Loaded with
all-new gameplay modes, hidden courses and mesmerizing mini-games, Crazy Taxi
3 puts you behind the wheel as one of four new characters, each with their own
new set of wheels and attitude to spare.

Skies of Arcadia (PlayStation 2) If you missed it on the Dreamcast, one of the
most critically acclaimed RPGs of all time is sailing onto the PlayStation 2.
Control the skies as a swashbuckling air pirate, exploring a dynamic 3D
landscape covering six epic worlds. "Skies of Arcadia" delivers a deep
storyline, refined gameplay and an unforgettable cast of heroic crusaders and
otherworldly adversaries.
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ATHLETES AND STARS CONVERGE AT THE 2ND ANNUAL
SEGA SPORTS NBA 2K2 ALL-STAR CELEBRITY CHALLENGE

Celebrities Compete to be the Sega Sports NBA 2K2 Video Game Champion
During the NBA All-Star Weekend in Philadelphia

SAN FRANCISCO - (January 31, 2002) - Sega Sports(tm), the brand that
continues to set new standards in sports gaming, today announced that on
Friday, February 8, from noon to 3 p.m., it will be hosting the 2nd Annual
Sega Sports NBA 2K2 All-Star Celebrity Challenge. Hosted by Philadelphia
native and Portland Trail Blazer Rasheed Wallace, this event will take place
during the 2002 NBA All-Star Weekend at the Electric Factory in Philadelphia,
PA. Last year's NBA 2K1 All-Star Celebrity Challenge Champion and award
winning rapper-producer, Jermaine Dupri, will be this year's celebrity
referee - calling the play-by-play action on center court. Right on the heels
of the launch of "Sega Sports NBA 2K2" for the PlayStation(2 computer
entertainment system, Sega Sports has invited the hottest celebrities in town
- from R&B musical group Boyz II Men to Detroit Pistons' "hoop hustler" Damon
Jones - to compete on this acclaimed basketball simulation video game for a
chance to win a $5,000 donation toward their favorite charity.

"The NBA All-Star Weekend is the perfect backdrop for the 2nd Annual Sega
Sports NBA 2K2 All-Star Celebrity Challenge," said Tom Nichols, group
director of sports marketing, Sega of America. "It gives fans the opportunity
to witness the realism of 'Sega Sports NBA 2K2' and see that our developers
really are at the pinnacle of creating the most life-like sports simulations
in the industry."

Twelve kiosks on center court will be locked and loaded with "Sega Sports NBA
2K2" for the PlayStation 2, where celebrities will challenge each other in
pulse-pumping one-on-one action. Superstars competing will include musicians
Boyz II Men, Kurupt, Xzibit, Mobb Deep, Killarmy and Fat Joe; pro athletes
Jacksonville Jaguars' Keenan McArdle, Seattle Seahawks' Ike Charlton, Houston
Rockets' Cuttino Mobley and Eddie Griffin, Washington Wizards' Kwame Brown,
and former World Welterweight Champion Meldrick Taylor; and actors Anthony
Anderson (Exit Wounds, Big Momma's House) and HBO Def Comedy Jam's Tommy Too
Smooth. Musicians from the Wu-Tang Clan, Houston Astros' Brian Hunter and
many other celebrities will also be watching the drama unfold to see who
walks away with bragging rights and the gift money for their selected
charity.

In addition to the celebrity charity donation, a separate contribution will
be made to the Rasheed A. Wallace Foundation on behalf of Sega Sports to help
promote social and cultural programs that assist in the recreational and
educational development of youth in Philadelphia.

Developed by Visual Concepts, a member of the Sega group and the development
house behind the sports video game revolution, "Sega Sports NBA 2K2" is the
basketball game to play this year, offering improved player models with
emotion-based facial expressions, new animations including cross-over moves
that are player specific and enhanced player physics with improved collision
detection. "Sega Sports NBA 2K2" also keeps current with updated rosters,
arenas and team uniforms. Endorsed by Philadelphia 76ers' guard Allen
Iverson, who appears on the game's cover, "Sega Sports NBA 2K2" is currently
available on Sega Dreamcast(tm) and the PlayStation(r)2 computer
entertainment system from Sony Computer Entertainment Inc. It will soon be
launching on the Xbox( video game system from Microsoft( and the Nintendo
GameCube(. The game is rated "E" for everyone.

This is a private event for guests of Sega Sports. Media interested in
attending should contact Cori Barrett at Access Communications 415-844-6263
for credentials.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(tm) and Donkey Kong(r) and launching such franchises as
Zelda(tm) and Pokmon(r). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.
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In summary, this week Sega shipped Gunvalkyrie (Xbox), Virtua Fighter 4 (PS2),
NBA 2K2 (GCN), Home Run King (GCN), and Soccer Slam (GCN).

Busy beaver!  Anyone else think Sega can make it as a third-party publisher
without their own hardware platform?

-Ken
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SEGA'S LEGENDARY DEVELOPMENT STUDIOS HONORED WITH TOP AWARDS AT THE GAME
DEVELOPERS CONFERENCE

Legendary SEGA Developer Yuji Naka Awarded IGDA's Lifetime Achievement Award;
United Game Artists Receives Game Innovation Spotlight

SAN FRANCISCO - (March 22, 2002) -SEGA(R) of America today announced that two
of its development studios were recognized during the 2nd annual Game
Developers Choice Awards. This premier industry event is presented by the
International Game Developers Association (IGDA) and was held at the 2002
Game Developers Conference, the world's largest conference and exposition
dedicated to video game development. Yuji Naka, president and CEO of SEGA's
SONICTEAM, LTD., was chosen to receive IGDA's Lifetime Achievement Award for
the award-winning work he has produced during his career. In addition,
"Rez(tm)" developed by SEGA's United Game Artists, Inc. took home a Game
Innovation Spotlight award.

"SEGA has some of the most revered development studios in the industry, made
up of creative talent committed to excellence in content development," said
Peter Moore, president and COO, SEGA of America. "Industry praise such as
IGDA's recognition is further proof that SEGA has the development talent to
dominate as a publisher of electronic entertainment."

With a career spanning nearly two decades, developer Yuji Naka has made
significant contributions to the interactive entertainment industry in the
simulation, RPG and action/adventure genres. Naka is best known as the
creator of video game industry icon and long-time SEGA mascot, Sonic The
Hedgehog(R). During his tenure at SEGA, Naka led the development of the
wildly popular "Sonic The Hedgehog" franchise, which has sold over 20 million
copies worldwide. Under his management, SONICTEAM, LTD. has since created
many other hit titles across multiple gaming platforms including the
ever-popular "Nights(tm)" for SEGA Saturn(tm), the first global online
console RPG, "Phantasy Star(tm) Online" for SEGA Dreamcast(tm), and most
recently the top-selling "Sonic Adventure(tm) 2 Battle" for Nintendo
GameCube(tm).

"It is with great honor that we bestow Yuji Naka with the Lifetime
Achievement Award for the indelible impact he has had on the video game
industry," stated Jason Della Rocca, program director, IGDA. "Furthermore, as
the Game Developers Choice Awards are voted on my game developers worldwide,
it is truly the industry recognizing the innovation that SEGA and its
development studios are renowned for."

United Game Artists, Inc. was recognized by the IGDA for "Rez" for the
PlayStation(R)2 computer entertainment system. "Rez" received a Game
Innovation Spotlight award. "Rez" is a vector-based music-driven shooter game
developed by Tetsuya Mizuguchi, the president and chief creative officer of
United Game Artists, Inc. Prior to creating "Rez," United Game Artists is
best known for the creation of "Space Channel 5(tm)."

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About the International Game Developers Association (IGDA)
The International Game Developers Association is a non-profit association
established by game developers to foster the creation of a worldwide game
development community. The IGDA's mission is to build a community of game
developers, which leverages the expertise of its members for the betterment
of the industry and the development of the art form. For more information on
the IGDA, please visit www.igda.org.

About the Gama Network
Providing resources for game development for more than 10 years, the Gama
Network is where professional creators of interactive entertainment come for
information, interaction and inspiration. The Gama Network includes the Game
Developers Conference, the Independent Games Festival, Game Developer
magazine and Gamasutra.com. For more information, please visit
www.gamanetwork.com.

PlayStation and the PS Family logo are registered trademarks of Sony Computer
Entertainment Inc.
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SEGA SPORTS DRAFTS 2001 HEISMAN TROPHY WINNER ERIC CROUCH AS NEW COVER
ATHLETE FOR NCAA COLLEGE FOOTBALL 2K3

Former Nebraska QB Gets Signed By SEGA Sports as Official Spokesperson for
"NCAA College Football 2K3" Just Before the 2002 NFL Draft

SAN FRANCISCO (April 12, 2002) - SEGA Sports(tm), the brand that continues to
set new standards in sports gaming, today announced the signing of former
University of Nebraska quarterback and 2001 Heisman(R) Trophy Winner Eric
Crouch to serve as the official spokesperson and cover athlete for "SEGA
Sports(tm) NCAA(R) College Football 2K3."  Produced by Visual Concepts, the
development house behind the sports video game revolution and makers of the
acclaimed NFL 2K and NBA 2K series, "NCAA College Football 2K3" will deliver
an authentic college football experience never before seen in sports video
games, in time for the start of the 2002 college football season.

"Eric Crouch took the role of college quarterback to a new level, so drafting
him for the SEGA Sports team was a natural choice. He epitomizes what SEGA
Sports stands for; a commitment to revolutionizing the sport," said Tom
Nichols, group director of sports marketing, SEGA of America. "Eric met with
the development team to help recreate the look and feel of college football,
including enhancing the option play in our game. With his help and the many
advancements in the game, 'SEGA Sports NCAA College Football 2K3' will
definitely score a touchdown with gamers this season."

Amassing 3,000 yards rushing and 4,000 yards passing during his Nebraska
career, Eric Crouch is one of the most talented quarterbacks to ever play
collegiate football. His athleticism and versatility on the field have
endeared him to Nebraska fans and sports enthusiasts around the country.
Crouch, who is readying himself for the NFL draft, recently participated in a
development session at Visual Concepts in San Rafael, California where he
worked with developers to create new plays, moves and audio for the upcoming
"NCAA College Football 2K3" release.  Crouch joins the long line of great
athletes who have graced the covers of SEGA Sports titles such as tennis
stars Venus Williams and Serena Williams, 76ers luminary Allen Iverson, and
Yankees All-Star slugger Jason Giambi.

"I'm so glad to have been drafted onto the SEGA Sports team," Crouch said.
"College students are known for spending a lot of time playing video games
and I was no different during my career with the Cornhuskers. We played 'NCAA
College Football 2K2' at home, in the locker room and on the road, which is
why it's so exciting to be able to contribute my expertise to the next
version - 'NCAA College Football 2K3.'"

"SEGA Sports NCAA College Football 2K3" features enhanced gameplay mechanics,
new "college look" player models and a comprehensive Legacy Mode which allow
gamers to assemble a football program from the ground up - creating the most
authentic college football simulation off campus. "SEGA Sports NCAA College
Football 2K3" also offers all 117 Division 1-A teams, 25 Bowl Games, a
full-fledged Heisman Trophy race and enhanced in-stadium effects - creating a
truly electrifying college football experience. With these and many other new
features, "SEGA Sports NCAA College Football 2K3" brings the gamer closer to
the college gridiron than ever before.

"SEGA Sports NCAA College Football 2K3" will be available at retailers
nationwide this Fall for the PlayStation(R)2 computer entertainment system,
the Nintendo GameCube(tm), and the Xbox(tm) video game system from
Microsoft(R) at a suggested retail price of $49.95.  This game will be rated
"E" for everyone.

Photos of Eric Crouch participating in the development of  "NCAA College
Football 2K3" can be found at
<ftp://ftp.accesspr.com/public/Sega/Sega_Sports/Eric_Crouch/>

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home.  The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc.  SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (tm), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Microsoft, Xbox and the Xbox logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from Microsoft. All
other trademarks are the property of their respective owners.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. All names, logos, team
icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.
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SEGA CONTINUES TO GROWS ITS MANAGEMENT TEAM WITH NEW VICE PRESIDENT OF SALES

SAN FRANCISCO - (May 2, 2002) - Reinforcing its commitment to become the
leading content publisher in North America, SEGA(r) of America, Inc. today
announced the appointment of James Harris to its expanded management team.
Harris joins SEGA as vice president of sales, responsible for all sales,
sales service and channel marketing in North America. With 20 years of sales
management experience in the consumer electronics market, Harris joins the
SEGA management team including the recently appointed Mike Fischer, vice
president of entertainment marketing, and Tom Nichols, group director of
sports marketing.

"With an impressive background in sales management, James Harris is a welcome
addition to the SEGA management team," said Chris Gilbert, executive vice
president of sales, marketing and operations, SEGA of America, Inc.
"Continuing to recruit only the best in the industry, we are confident that
Mr. Harris will help us to achieve our goal of becoming the leading content
publisher in North America."

In his new role at SEGA, Harris will oversee all aspects of North American
video game sales, including the development of annual sales plans and pricing
strategies, as well as oversee the management of retailer relations and
SEGA's North American sales force. In addition, Harris will work closely with
the integrated SEGA product marketing management team to ensure proper
support for all entertainment and SEGA Sports titles.

Prior to joining Sega, Harris served as group vice president of worldwide
marketing, channel sales and business alliances for Hitachi Data Systems,
where he established global channel sales strategies and marketing programs
and oversaw software and storage sales worldwide. During his tenure at
Hitachi Data Systems, Harris spearheaded a business plan to shift Hitachi's
sales strategy from the mainframe market to software and storage sales.
Before joining Hitachi Data Systems, Harris served as vice president of sales
for Sony's Information Technology Group of America. In this role, Harris
supervised sales in the Americas for personal computers and multimedia
products, including the launch of the Sony VAIO, and helped grow revenues
from $0 to $1 billion in 11 months.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.
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SEGA DRAFTS ESPN TO BRING ITS CRITICALLY ACCLAIMED SEGA SPORTS GAMES TO NEW
LEVELS OF AUTHENTICITY

Incorporating ESPN Features into SEGA Sports Games Brings Gamers Closer to
the Sport

SAN FRANCISCO - (May 9, 2002) - SEGA Sports(tm), the brand that continues to
set new standards in sports video gaming, today announced a multi-year deal
between SEGA(r) of America, Inc. and ESPN, Inc., the worldwide leader in
sports, to make SEGA Sports' critically acclaimed video game franchises more
authentic and realistic than ever before. With this teaming of two of the
biggest brands in sports, compelling ESPN presentation features will be added
to the SEGA Sports lineup, further blurring the lines between a SEGA Sports
game and a sports television telecast.

More than 74 percent of sports gamers rank realism and authenticity as the
top features they look for when purchasing a game. (Research International
Study for SEGA, 2001) SEGA Sports development teams responded to this request
and are adding popular ESPN branded elements, including Intros, Replays,
Camera Angles, and Stat and Score presentations into its 2K3 series of games.
As a result, gamers will be able to play their games the way they like to
watch them on television.

"Building upon the strongest foundation possible - our world renowned SEGA
Sports franchises - this relationship helps solidify our commitment to
authenticity by continuing to bring the SEGA Sports gaming experience closer
to the true experience of the sport," said Peter Moore, president and COO,
SEGA of America, Inc. "With the unique features and the additional sports
expertise that ESPN will infuse into our games, we expect to continue to set
the standard for authenticity when it comes to sports simulation video
gaming."

"ESPN and Disney Interactive are pleased to be working with SEGA Sports to
push sports video gaming to the next level," said George Bodenheimer,
president, ESPN. "ESPN's mission is to serve sports fans in every way
possible, and working closely with SEGA Sports' outstanding product gives us
a significant advantage in the video game arena."

SEGA Sports will build exclusive ESPN features into the "SEGA Sports 2K3"
series of sports games including "SEGA Sports(tm) NFL 2K3," "SEGA Sports(tm)
NBA 2K3," "SEGA Sports(tm) NHL 2K3" and "SEGA Sports(tm) World Series(r)
Baseball 2K3." The first title to unveil these features will be "SEGA
Sports(tm) NCAA(r) College Football 2K3," available in the fall for the
PlayStation(r)2 computer entertainment system, the Xbox(tm) video game system
from Microsoft(r) and Nintendo GameCube(tm). All "SEGA Sports 2K3" titles
containing the new ESPN features will carry the ESPN logo on the package
front. Under the terms of this deal, SEGA Sports will also work closely
together with ESPN to market these titles in numerous ESPN properties via
advertisements, promotions and other marketing vehicles.

"ESPN is absolutely the best when it comes to sports telecast presentations,"
said Greg Thomas, president of Visual Concepts Entertainment-the development
house behind the 'SEGA Sports 2K' series. "Incorporating ESPN elements into
SEGA Sports games will make them even more authentic, bridging the gap
between a sports TV presentation and an immersive sports video game
experience. Our development team has added key features that people recognize
and identify with - so that the end result is a sports video game that is
unmatched in the industry."

About SEGA
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

About Disney Interactive
Disney Interactive, Inc. is a worldwide leader in the creation of innovative
interactive entertainment, developing, marketing and globally distributing a
wide variety of interactive family-oriented entertainment, educational and
sports CD-ROMs and video games. Disney Interactive is the multimedia division
of The Walt Disney Company's Consumer Products unit. For more information
visit www.disneyinteractive.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (tm), (r) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a trademark of ESPN, Inc. All
other trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (c) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (c)
SEGA CORPORATION, 2002 (c) MLBP 2002 / MLBPA 2002.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(c) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. The NCAA Football logo is
a registered trademark of the NCAA, licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conference are the exclusive property of the respective
institutions. Heisman Memorial Trophy and likeness of the actual trophy are
registered service marks owned by the Downtown Athletic Club under
registration numbers 936,853 and 935,852 respectively. Heisman and Heisman
Trophy Award are service marks owned by the Downtown Athletic Club of New
York City, Inc.
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CHICAGO BEARS PRO BOWL LINEBACKER BRIAN URLACHER JOINS SEGA SPORTS FOR NFL
2K3

All-Pro Defensive Player Signs on to Become Official Spokesperson for SEGA
Sports NFL 2K3; Unites With Award-Winning Football Franchise

SAN FRANCISCO (May 13, 2002) - SEGA Sports(tm), the brand that continues to
set new standards in sports video gaming, today announced the signing of
Chicago Bears middle linebacker Brian Urlacher to serve as the official
spokesperson and cover athlete for "SEGA Sports(tm) NFL 2K3." After joining
the Chicago Bears in 2000, Brian Urlacher quickly made his mark in the NFL,
winning The Associated Press NFL Defensive Rookie of the Year Award. The
league and numerous sporting publications have honored him since as one of
the NFL's top defensive players. He is also a two-time Pro Bowl pick who has
led the Chicago Bears in total tackles, sacks, solo tackles and tackles for
loss.

"Brian Urlacher's breakthrough play has redefined the middle linebacker
position. The hard work and drive he has shown through his dedication to the
NFL and the Chicago Bears exemplifies what SEGA Sports is all about -
fortitude, strength and passion," said Tom Nichols, group director of sports
marketing, SEGA of America, Inc. "Brian has offered our development team
strategic advice and counsel about what it's like to be one of the toughest
and athletically gifted young linebackers in the NFL. With his help and the
many numerous additions to this year's game there is no doubt 'SEGA Sports
NFL 2K3' will own the playing field."

"I've been dreaming of being on an NFL video game cover since I started
playing football," Urlacher said. "I am honored to be a part of 'SEGA Sports
NFL 2K3' because this game offers the best perspective on what it's really
like to be on the football field. SEGA Sports has managed to capture the most
realistic details of the game, down to the look and the feel of realistic
tackles."

Urlacher loaned his high-intensity defensive moves to "SEGA Sports NFL 2K3"
in a motion capture session held earlier this year. In addition, he spent
time in the sound studio recording defensive huddle audio calls and worked
with the development team in a defensive play design session. Urlacher's
input and thorough knowledge of the game was used in designing the ultra
realistic AI and detailed team-specific defensive playbooks in "SEGA Sports
NFL 2K3."

Developed by Visual Concepts, the development house behind the sports video
game revolution and makers of the acclaimed "SEGA Sports NFL 2K" and "SEGA
Sports NBA 2K" series, "SEGA Sports NFL 2K3" will bring sports gamers the
detailed authenticity and breathtaking realism that they have come to expect
from the SEGA Sports NFL franchise. With new lifelike player animations,
"SEGA Sports NFL 2K3" comes to the 2002 season bigger and stronger than ever
before with enhanced play calling intelligence and a brand new ESPN broadcast
system with the familiar ESPN overlays, scores and highlights. "SEGA Sports
NFL 2K3" will also build upon the legacy already set by its predecessors by
adding an incredibly deep Franchise Mode, which gives gamers a chance to
control the team as both coach and general manager.

Urlacher joins the long line of great athletes who have graced the covers of
SEGA Sports titles such as tennis stars Venus and Serena Williams, 76ers
guard Allen Iverson, Heisman(R) Trophy winner Eric Crouch and New York
Yankees(R) slugger Jason Giambi.

"SEGA Sports NFL 2K3" will be available at retailers nationwide this fall for
the PlayStation(r)2 computer entertainment system, the Xbox(tm) video game
system from Microsoft(R) and Nintendo GameCube(tm).

Photos of Brian Urlacher participating in the development of "NFL 2K3" can be
found at: ftp://segapr.segaamerica.com/SEGA_Sports/Brian_Urlacher/

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (tm), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a trademark of ESPN, Inc. All
other trademarks are the property of their respective owners.

All other trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.
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SEGA IS FIRST AND ONLY PUBLISHER TO DELIVER ONLINE CONTENT TO ALL NEW
NEXT-GENERATION CONSOLES

SEGA Announces Ten Online Titles for Nintendo GameCube, PlayStation 2 and
Xbox; And Delivers the First Online Titles for Nintendo GameCube and Xbox

SAN FRANCISCO - (May 16, 2002) - SEGA(R) of America, Inc. today announced
that it will again raise the bar for the industry as the first and only
company to bring online content to all new next-generation console platforms
including Nintendo GameCube(tm), PlayStation(R)2 computer entertainment
system and the Xbox(tm) video game system from Microsoft(R). Additionally,
SEGA will deliver the first online game for Nintendo GameCube with "Phantasy
Star(tm) Online: Episode I & II" and the first online game for Xbox with
"SEGA Sports(tm) NFL 2K3." As the company that created the first-ever online
console game in 2000 for SEGA Dreamcast(tm), SEGA has developed and delivered
over 15 online console games in the last two years - more than any other
video game company.

Building upon its extensive online experience, SEGA also announced the first
eight games in its second-generation online lineup for the new console
systems including "SEGA Sports(tm) NFL 2K3," "SEGA Sports(tm) NBA 2K3" and
"SEGA Sports(tm) NCAA(R) College Basketball 2K3" for PlayStation 2 and Xbox;
"Phantasy Star(tm) Online" (working title) for Xbox; and "Phantasy Star(tm)
Online: Episode I & II" for Nintendo GameCube. Additional titles will be
announced at a later date.

"SEGA is the undisputed industry leader when it comes to online console
gaming," said Peter Moore, president and COO, SEGA of America, Inc. "While
other publishers are taking their first steps in online console gaming, SEGA
is already running full speed ahead, shipping our sixteenth title before they
even ship their first."

The first eight online titles announced in SEGA's online lineup for the new
next-generation consoles include:

- "SEGA Sports(tm) NFL 2K3" (PlayStation 2, Xbox) - The first-ever online
console game, "SEGA Sports(tm) NFL 2K1," returns for the 2003 season, this
time on PlayStation 2 and Xbox!

- "SEGA Sports(tm) NBA 2K3" (PlayStation 2, Xbox) - The critically acclaimed
basketball franchise takes it to the hardwood online on PlayStation 2 and
Xbox.

- "SEGA Sports(tm) NCAA(R) College Basketball 2K3" (PlayStation 2, Xbox) -
The newly added "SEGA Sports(tm) NCAA(R) College Basketball 2K3" brings
college hoops online for the first time on PlayStation 2 and Xbox!

- "Phantasy Star(tm) Online" (working title) (Xbox) - "Phantasy Star Online"
makes its way to Xbox.

- "Phantasy Star(tm) Online: Episode I & II" (Nintendo GameCube) - The latest
version of the award-winning online global RPG that sparked a gaming
phenomenon, "Phantasy Star Online" makes its way to Nintendo GameCube.

- Two additional online titles will be announced in 2002.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. , (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. All other trademarks are the property
of their respective owners. All other trademarks are the property of their
respective owners.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <www.bigleaguers.com> (C)
SEGA CORPORATION, 2002 (C) MLBP 2002 / MLBPA 2002.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association. The NCAA Football logo is a registered
trademark of the NCAA licensed to NCAA Football USA, Inc. All names, logos,
team icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.
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OLYMPIC STAR AND PHILADELPHIA FLYERS ALL-STAR JEREMY ROENICK JOINS SEGA
SPORTS TEAM

Philadelphia Flyers Star is Recruited to be the Official Spokesperson for
SEGA Sports NHL 2K3

SAN FRANCISCO (May 17, 2002) - SEGA(R) of America, Inc. today announced the
signing of Philadelphia Flyers(R) center and U.S. Olympic Hockey Team member
Jeremy Roenick to serve as the official spokesperson and cover athlete for
"SEGA Sports(TM) NHL(R) 2K3." Produced by Visual Concepts, "SEGA Sports NHL
2K3" will explode onto the PlayStation(R)2 computer entertainment system, the
Xbox(TM) video game system from Microsoft(R) and Nintendo GameCube(TM) this
fall, showcasing unparalleled realism and amazingly accurate gameplay.

"Jeremy Roenick inspires hockey fans across the nation with his hard-hitting
style and tenacity on the ice," said Tom Nichols, group director of sports
marketing, SEGA of America, Inc. "As one of the premier players in the NHL,
he can dazzle spectators with his offensive skills or play extra tough
against the boards. We've signed Jeremy to round out an already sharp hockey
franchise and help make 'SEGA Sports NHL 2K3' the most true-to-life hockey
experience off the ice."

Known for his tenacity on defense and dominant presence on offense, Roenick
has remained one of the most consistent goal scorers in the NHL. A two-time
50 goal scorer and two-time Olympian, he has amassed at least 50 points in
all of his 12 full professional seasons and played in 7 NHL All-Star games.
Roenick joins the long line of great athletes who have appeared on the covers
of SEGA Sports titles, such as tennis stars Venus and Serena Williams,
All-Pro Chicago Bears linebacker Brian Urlacher, 76ers luminary Allen
Iverson, Heisman(R) Trophy winner Eric Crouch and Yankees(R) All-Star slugger
Jason Giambi.
"SEGA Sports is known for making the most realistic sports video games and
that realism can definitely be seen in the NHL 2K series," Roenick said.
"Being a part of 'SEGA Sports NHL 2K3' is exciting. It captures the many
nuances of the game of hockey in amazing detail."

"SEGA Sports NHL 2K3" is a true hockey simulation and will be available at
retailers nationwide this fall for PlayStation 2, Xbox and Nintendo GameCube.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries.

All other trademarks are the property of their respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.
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SEGA Corporation
Fiscal Year End - Financials Announcement
Friday, May 17, 2002 3:30 PM Japan Time
Thursday, May 16, 2002 11:30 PM San Francisco Time

On May 17, 2002 in Japan, SEGA Corporation released its fiscal year 2002
financial results at a conference hosted by Hideki Sato, President, SEGA
Corporation and Tetsu Kayama, Chief Operating Officer, SEGA Corporation for
analysts and investors. Below please find a summary of what was announced.
Complete financial results are available upon request.

This conference can be downloaded and viewed in English at
http://sega.jp/IR/en/cr/live_e.html

- All dollar figures are based on the May 17, 2002 exchange rate of 127.34
yen to the dollar
- The results for the period below are for SEGA's full fiscal year, which
ended March 31, 2002.

Overview of results

SEGA's results were inline with the company's forecast in November in which
the company said it would deliver a group operating profit of 11 billion yen
(86.4 million U.S. dollars)

Positive results were attributed to amusement sales, particularly of "Virtua
Fighter(TM) 4"; amusement operations with new innovative products and
services including the card and membership systems; the successful exit out
of the hardware business; and strong multiplatform software sales.

SEGA reported that net sales for the period fell 15.1% over the previous year
to 206.334 billion yen (1,620.3 million U.S. dollars), due in part to the
cessation of the Dreamcast hardware production. Japanese domestic sales
decreased 4.5% to 160.090 billon yen (1,257.2 million U.S. dollars) and
oversees sales decreased 38.5% to 46.244 billion yen (363.2 million U.S.
dollars)

SEGA reported that its operating income was 14.201 billion yen (111.5 million
U.S. dollars), as compared to an operating loss of 52.018 billion yen (408.4
million U.S. dollars) in the previous year and ordinary income totaled 12.471
yen (97.9 million U.S. dollars), compared to the previous year's ordinary
loss of 52.736 billion yen (414.1 million U.S. dollars)

SEGA reported extraordinary income of 6.128 billion yen (48.1 million U.S.
dollars), due to gain on investments in securities and donation from Mr.
Okawa etc.

Conversely, SEGA reported a net extraordinarily loss of 32.893 billion yen
(258.3 million U.S. dollars), due to the drop in the stock market and loss on
valuation of investments in securities and due to a loss on sale of disposal
of property and equipment

SEGA reported that it's a net loss came to 17.829 billion yen (140 million
U.S. dollars), as compared to a net loss of 51.729 billion yen (406.2 million
U.S. dollars) in the previous year

Consumer Products Performance

SEGA announced that it has succeeded in selling all remaining units of
Dreamcast hardware through a combination of price reductions and marketing
hardware/software packages.

Despite the fact that SEGA ceased production of the Dreamcast hardware, sales
of Dreamcast software were strong, amounting to 7.5 million units from a
total of 63 titles. Key titles released contributing to these sales included:
"Phantasy Star(TM) Online," "Sonic Adventure(TM) 2," "Shenmue(TM) II" and
"Crazy Taxi(TM) 2."

In fiscal year 2002, SEGA also released software for other consoles including
the Nintendo GameCube(TM), the PlayStation(R)2 computer entertainment system
and the Xbox(TM) video game system from Microsoft(R). Software sales
included:

- 14 PlayStation 2 titles, which include "Virtua Fighter 4," sold a total of
3.5 million units
- Eight Nintendo GameCube titles, which include ""Super Monkey Ball(TM)" and
the popular "Sonic Adventure 2 Battle," sold 1.2 million units
- Seven titles for Xbox which included "JSRF - Jet Set Radio Future(TM)" sold
660 thousand units
- 13 Nintendo Game Boy Advance titles, which include "Sonic Advance(TM),"
sold 1.7 million units

SEGA Sports titles showed particularity strong performance during the year
under review, both for Dreamcast and other platforms. "SEGA Sports(TM) NFL
2K2" and "SEGA Sports(TM) NBA 2K2" were among the key successes and made
major contributions to the especially strong performance of the U.S. market.

Outlook for fiscal year 2003

While the economy remains uncertain in Japan, the U.S. and Europe, SEGA's
business was the bright spot, as the market for consumer games is growing
with the introduction of new hardware platforms.

SEGA expects strong performance in its coin-operated machines and amusement
center operations with the introduction of new products and the development
of new amusement center formats. In addition, SEGA expects improved sales and
profitability in Amusement sales in its overseas business by implementing
specific strategies tailored to each market.

SEGA expects to build upon its positive results in its consumer products
division, increasing software sales across all new next-generation video game
consoles. In particular, SEGA anticipates significant growth in the SEGA
Sports brand in the U.S. as its fiscal year 2003 titles ship simultaneously
with the start of sports seasons.

SEGA expects consolidated net sales of 210 billion yen (1,649 million U.S.
dollars), ordinary income of 20 billion yen (157.1 million U.S. dollars) and
net income of 18 billion yen (141.4 million U.S. dollars) for the year ending
March 31, 2003.

SEGA expects to sell 20 million games worldwide in Fiscal Year 2003:
- 9.4 million in the U.S.
- 7 million in Japan
- 3.5 million in Europe
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SEGA ANNOUNCES THE CRITICALLY ACCLAMED SEGA SOCCER SLAM FOR XBOX AND
PLAYSTATION 2

New Features Include Three New Secret Teams and New Mini-Games

LOS ANGELES - Electronic Entertainment Expo (E3) - (May 21, 2002) - SEGA(R)
of America, Inc. announced today it will release the genre-defying "SEGA(R)
Soccer Slam(TM)" for the Xbox(TM) video game system from Microsoft(R) and the
PlayStation(R)2 computer entertainment system this fall. Produced by Visual
Concepts Entertainment and developed by Black Box Games, the new versions of
"SEGA Soccer Slam" build on the fast-paced gameplay and vibrant visuals of
the critically acclaimed Nintendo GameCube(TM) original, with deep gameplay
modes, three new secret teams, two additional mini-games and graphics that
take advantage of the hardware capabilities of each console.

"The announcement of 'SEGA Soccer Slam' for Xbox and PlayStation 2
demonstrates SEGA's commitment to delivering its original content to new
users across all video game platforms," said Tom Nichols, group director of
sports marketing, SEGA of America, Inc. "The effusive style and entertaining
gameplay in 'SEGA Soccer Slam' provides a high-quality gaming experience to
video game and soccer fans alike."

While multiplayer matches provide outrageous fun, the single-player gameplay
experience in "SEGA Soccer Slam" is enhanced in the Xbox and PlayStation 2
versions, with the inclusion of a variety of modes and features. An added
Challenge Mode and revamped Arcade Mode join existing gameplay modes such as
the Continental Cup Quest, Practice and Tournament. In the Challenge Mode
gamers can build their own teams by custom selecting individual players from
any of the existing soccer squads and competing in special matches where
players can unlock one of the three new secret teams. The Arcade Mode gives
easy access to single exhibition matches, lets users mix and match players
from various teams and play the two new mini-games.

"SEGA Soccer Slam" takes the world's most popular sport to hilarious new
heights, with its zany cast of characters, each with their own skills and
irreverent personalities. In this 3-on-3 kickfest, players perform lightning
quick rushes upfield, intense, high-impact tackles and Matrix-style spotlight
kicks to place the ball firmly in the back of the net. Detailed character and
stadium models, featuring fully polygonal fans that passionately chant and
wave their teams' flags ensure that the action off the field is as exciting
as the action on field.

"SEGA Soccer Slam" for Xbox and PlayStation 2 will be available at retailers
nationwide this fall. The game is currently available for the Nintendo
GameCube(TM).

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM),(R) and the Nintendo GameCube logo are
trademarks of Nintendo. Microsoft, Xbox and the Xbox logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from Microsoft. Titles
have not yet been concept approved by Sony Computer Entertainment America and
Microsoft Corporation.
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SEGA REINFORCES ITS COMMITMENT TO BECOMING A LEADER IN SPORTS VIDEO GAMING

SEGA Sports Set to Explode in 2002 with Cross-Platform Launches, Online
Sports Games, New Athletes and Key Alliances

LOS ANGELES - Electronic Entertainment Expo (E3) - (May 21, 2002) -
Accounting for more than 50 percent of SEGA(R) of America, Inc.'s revenue,
SEGA Sports(TM), the brand that continues to set new standards in sports
video gaming, remains a cornerstone of SEGA's business. To reaffirm the
company's commitment to SEGA Sports, SEGA will concentrate on a four-tiered
approach to maintain the momentum and success of this unparalleled sports
brand. In 2002, SEGA Sports will deliver all key sports to all key platforms;
continue to sign A-list cover athletes; listen to the consumer to make SEGA
Sports games the most realistic and authentic on the market; and execute an
innovative sports marketing program that resonates with the consumer.

"Last year we launched our critically acclaimed SEGA Sports games across all
new console systems and proved to the competition that we've 'come to play'
as a dominant force in sports content," said Peter Moore, president and COO,
SEGA of America, Inc. "Since sports games make up approximately half of our
revenue, we are more committed than ever to delivering what the consumer
wants and making our sports franchises the best on the market."

As part of its commitment to delivering all key sports to all key platforms,
SEGA Sports will ship a compelling roster of new sports titles such as "SEGA
Sports(TM) NFL 2K3," "SEGA Sports(TM) NBA 2K3," "SEGA Sports(TM) NHL 2K3,"
"SEGA Sports(TM) NCAA(R) College Football 2K3," and hoops newcomer "SEGA
Sports(TM) NCAA(R) College Basketball 2K3" for the PlayStation(R)2 computer
entertainment system, the Xbox(TM) video game system from Microsoft(R) and
Nintendo GameCube(TM). In addition, "SEGA Sports NFL 2K3," "SEGA Sports NBA
2K3" and "SEGA Sports NCAA College Basketball 2K3" will be playable online on
Xbox and PlayStation 2.

"SEGA Sports has always been one step ahead of the rest of the industry by
being the first to market with online console gaming and by creating sports
games infused with authenticity and great gameplay," said Greg Thomas,
president of Visual Concepts Entertainment. "In our 'SEGA Sports 2K3' series
you're going to see us continue to push consoles to their limits by creating
games that blow away existing boundaries of realism."

Keeping in line with its mission to work with standout athletes that have
redefined their sport, SEGA also recently announced the "drafting" of four
superstar cover athletes for the 2K3 lineup, including New York Yankees(R)
slugger Jason Giambi for "SEGA Sports(TM) World Series(R) Baseball," Chicago
Bears linebacker and two-time Pro Bowl pick Brian Urlacher for "SEGA Sports
NFL 2K3," 2001 Heisman(R) Trophy Winner Eric Crouch for "SEGA Sports NCAA
College Football 2K3" and Philadelphia Flyers center and USA Olympic Hockey
Team star Jeremy Roenick for "SEGA Sports NHL 2K3." These additions to the
SEGA Sports cover athlete "Hall of Fame" reinforce a standing commitment to
align SEGA Sports games with athletes who represent their sport through
talent and dedication, expanding an already impressive list of athletes which
includes basketball luminary Allen Iverson and tennis greats Venus and Serena
Williams.

As further proof of its promise of listening to the consumer and delivering
the most realistic sports video games on the market, a multi-year deal
between SEGA of America, Inc. and ESPN, Inc. was announced recently, which
will make SEGA Sports' critically acclaimed video game franchises more
authentic than ever before. By adding compelling ESPN presentation features,
such as its easy-to-recognize score boxes and replay sequences, the line
between a SEGA Sports game and a sports television telecast will be further
blurred, adding greater authenticity to the games.

Delivering hard-hitting sports marketing for more than ten years, SEGA Sports
will turn up the heat in 2002 with a multi-million dollar marketing campaign
to support all of its titles across all video game platforms. Key marketing
efforts will include massive television advertising campaigns; major
sponsorships including the SEGA Sports Las Vegas Bowl; promotional tie-ins
with ESPN to take advantage of the SEGA Sports/ESPN alliance; expansive print
advertising campaigns; promotions with key retailers; and a presence at
consumer events such as the NFL Super Bowl and the NBA All-Star Game. SEGA
Sports is also unveiling a new, enhanced logo as part of an effort to further
expand visibility for the brand. For a sneak peak of the new logo, log on to:
ftp://segapr.segaamerica.com/SEGA_Sports/

About Sega SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM),(R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a trademark of ESPN, Inc. All
other trademarks are the property of their respective owners.

(C)2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are
trademarks of the National Football League. Officially Licensed product of
PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com (C)2002 PLAYERS
INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written
consent. Major League Baseball trademarks and copyrights are used with
permission of Major League Baseball Properties, Inc.
Visit the official Major League Baseball website at MLB.com (C)MLBPA -
Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com
(C)SEGA CORPORATION, 2002 (C)MLBP 2002 /
MLBPA 2002.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos
and marks depicted herein are the property of the NHL and the respective
teams and may not be reproduced without the prior
written consent of NHL Enterprises, L.P. (C)2002. All rights reserved.
Officially Licensed Product of the National Hockey
League. (C)NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA.
NHLPA, National Hockey League Players'
Association and the NHLPA logo are trademarks of the NHLPA and are used
under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and
other forms of intellectual property of NBA Properties, Inc. and the
respective NBA member teams and may not be used, in
whole or in part, without the prior written consent of NBA Properties, Inc.
(C)2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive
property of The Collegiate Licensing Company. The
"Collegiate Licensed Product" label is the property of the Independent
Labeling Group. NCAA, the NCAA logo, and NCAA
Basketball are trademarks or registered trademarks of National Collegiate
Athletic Association. The NCAA Football logo is a
registered trademark of the NCAA licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated
with the NCAA, universities, bowls, and conference are the exclusive
property of the respective institutions. Heisman Memorial Trophy and
likeness of the actual trophy are registered service marks owned by the
Downtown Athletic Club under registration numbers 936,853 and 935,852
respectively. Heisman and Heisman Trophy Award are service marks owned by
the Downtown Athletic Club of New York City, Inc.
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SEGA IS FIRST AND ONLY PUBLISHER TO DELIVER ONLINE CONTENT TO ALL NEW
NEXT-GENERATION CONSOLES

SEGA Announces Ten Online Titles for Nintendo GameCube, PlayStation 2 and
Xbox; And Delivers the First Online Titles for Nintendo GameCube and Xbox

LOS ANGELES - Electronic Entertainment Expo (E3) - (May 21, 2002) - SEGA(R)
of America, Inc. today announced that it will again raise the bar for the
industry as the first and only company to bring online content to all new
next-generation console platforms including Nintendo GameCube(TM),
PlayStation(R)2 computer entertainment system and the Xbox(TM) video game
system from Microsoft(R). Additionally, SEGA will deliver the first online
game for Nintendo GameCube with "Phantasy Star(TM) Online: Episode I & II"
and the first online game for Xbox with "SEGA Sports(TM) NFL 2K3."

As the company that created the first-ever online console game in 2000 for
SEGA Dreamcast(TM), SEGA has developed and delivered over 15 online console
games in the last two years - more than any other video game company.
Building upon its extensive online experience, SEGA also announced the first
eight games in its second-generation online lineup for the new console
systems including "SEGA Sports(TM) NFL 2K3," "SEGA Sports(TM) NBA 2K3" and
"SEGA Sports(TM) NCAA(R) College Basketball 2K3" for PlayStation 2 and Xbox;
"Phantasy Star(TM) Online" (working title) for Xbox; and "Phantasy Star(TM)
Online: Episode I & II" for Nintendo GameCube. Additional titles will be
announced at a later date.

"SEGA is the undisputed industry leader when it comes to online console
gaming," said Peter Moore, president and COO, SEGA of America, Inc. "While
other publishers are taking their first steps in online console gaming, SEGA
is already running full speed ahead, shipping our sixteenth title before they
even ship their first."

The first eight online titles announced in SEGA's online lineup for the new
next-generation consoles include:

* "SEGA Sports(TM) NFL 2K3" (PlayStation 2, Xbox) - The first-ever online
console game, "SEGA Sports(TM) NFL 2K1," returns for the 2003 season, this
time on PlayStation 2 and Xbox!

* "SEGA Sports(TM) NBA 2K3" (PlayStation 2, Xbox) - The critically acclaimed
basketball franchise takes it to the hardwood online on PlayStation 2 and
Xbox.

* "SEGA Sports(TM) NCAA(R) College Basketball 2K3" (PlayStation 2, Xbox) -
The newly added "SEGA Sports(TM) NCAA(R) College Basketball 2K3" brings
college hoops online for the first time on PlayStation 2 and Xbox!

* "Phantasy Star(TM) Online" (working title) (Xbox) - "Phantasy Star Online"
makes its way to Xbox.

* "Phantasy Star(TM) Online: Episode I & II" (Nintendo GameCube) - The latest
version of the award-winning online global RPG that sparked a gaming
phenomenon, "Phantasy Star Online" makes its way to Nintendo GameCube.

* Two additional online titles will be announced in 2002.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. All other trademarks are the property
of their respective owners.

(C)2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related
marks) are trademarks of the National Football League. Officially Licensed
product of PLAYERS
INC. The PLAYERS INC logo is a registered trademark of the NFL players.
www.nflplayers.com (C)2002
PLAYERS INC.

The NBA and individual NBA member team identifications used on or in this
product are trademarks,
copyrighted designs and other forms of intellectual property of NBA
Properties, Inc. and the respective NBA
member teams and may not be used, in whole or in part, without the prior
written consent of NBA Properties,
Inc. (C)2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive
property of The Collegiate Licensing
Company. The "Collegiate Licensed Product" label is the property of the
Independent Labeling Group.
NCAA, the NCAA logo, and NCAA Basketball are trademarks or registered
trademarks of National
Collegiate Athletic Association. All names, logos, team icons, and mascots
associated with the NCAA,
universities, bowls, and conference are the exclusive property of the
respective institutions.
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SEGA SPORTS NCAA COLLEGE FOOTBALL 2K3 LAUNCHES; TITLE MAKES MULTIPLATFORM
DEBUT AND USHERS IN 2K3 LINEUP

College-Style Player Models and Gameplay, More Than 117 Teams, and
School-specific Fight Songs and Mascots Make NCAA College Football 2K3 an
Instant Pigskin Classic

SAN FRANCISCO (August 6, 2002) - SEGA(R) of America, Inc. announced today the
release of "SEGA Sports(TM) NCAA(R)College Football 2K3" for the
PlayStation(R)2 computer entertainment system; soon to ship for the Xbox(TM)
video game system from Microsoft(R) and the Nintendo GameCube(TM). Produced
by Visual Concepts and developed by Avalanche Software, "NCAA College
Football 2K3" marks the multiplatform debut of the SEGA Sports college
gridiron franchise and features all of the trimmings fans might expect from
the standard-bearer in sports video gaming. In-depth features ranging from a
comprehensive list of bowl games and conference championships to
team-specific playbooks, mascots, and fight songs help deliver all of the
pride and pageantry of the college football experience.

"The first in SEGA Sports series of 2K3 games, 'NCAA College Football 2K3,'
helps usher in a new era of sports video gaming, delivering the utmost focus
on both realism and excitement," said Tom Nichols, vice president of sports
marketing, SEGA of America, Inc. "'SEGA Sports NCAA College Football 2K3' is
also the first product in the 2K3 lineup to feature an ESPN telecast-style
presentation, which helps deliver the purity and overall ambience of the
college game."

"SEGA Sports NCAA College Football 2K3" delivers a host of college
football-specific details, from the multiple polls and rankings available to
players as they make their journey to the national championship game to the
rigorous Spring Practice option. The enhanced Legacy Mode lets players
compete for the nation's top high school recruits and guide one of 117
Division I-A or select Division 1-AA schools to one of the 25 post--- season
bowl games, including the 2003 Tostitos(R) Fiesta(R) Bowl National
Championship Game; or create your own school and build a program from the
ground up. Gamers also have the ability to edit names and ratings and fully
customize any individual player attribute, and even import graduating seniors
into the "SEGA Sports(TM) NFL 2K3" draft. Revamped playbooks ensure that each
team reflects the exact tendencies of their real-world counterparts, while
more than 6,000 new situation-specific lines of commentary break down the
action for heated college gridiron rivalries.

Visually, the players in "SEGA Sports NCAA College Football 2K3" are modeled
to look distinctively like college-aged athletes, and more than 500 new
college-specific animations, such as the revamped option play, capture the
unique styles and movements of NCAA football. Adding to the realism are more
than 117 3D stadium models that are designed to the exact specifications of
the actual stadiums, while cheerleaders, mascots and more than 50 unique
school fight songs help bring the NCAA gridiron to life.

Rounding out the complete package is a lifelike ESPN telecast-style
presentation. From the game's SportsCenter introduction to the ESPN style
graphical menus and statistical layouts, the presentation in "NCAA College
Football 2K3" puts players inside a virtual telecast on gameday.

"SEGA Sports NCAA College Football 2K3" is endorsed by former University of
Nebraska quarterback and 2001 Heisman(R) Trophy Winner Eric Crouch, who also
contributed his expertise on the option play for the game, performed motion
capture and provided insight on the various gameplay styles of the college
teams. "SEGA Sports NCAA College Football 2K3" is currently available for the
PlayStation 2 for a suggested retail price of $49.95. The game will soon be
released on Xbox and the Nintendo GameCube.

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. All other trademarks are the property
of their respective owners.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company.

The "Collegiate Licensed Product" label is the property of the Independent
Labeling Group. The NCAA Football logo is a registered trademark of the NCAA
licensed to NCAA Football USA, Inc. All names, logos, team icons, and mascots
associated with the NCAA, universities, bowls, and conferences are the
exclusive property of the respective institutions. Heisman Memorial Trophy
and likeness of the actual trophy are registered service marks owned by the
Downtown Athletic Club under registration numbers 936,853 and 935,852
respectively. Heisman and Heisman Trophy Award are service marks owned by the
Downtown Athletic Club of New York City, Inc.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.
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SEGA REDEFINES FOOTBALL VIDEO GAMES WITH THE RELEASE OF SEGA SPORTS NFL 2K3

Most Immersive Pro Football Sim, "SEGA Sports NFL 2K3," Arrives With Radical
New Franchise Mode, ESPN Telecast-Style Presentation and Online Gameplay

SAN FRANCISCO - (August 12, 2002) - SEGA(R) of America, Inc. announced today
that "SEGA Sports(TM) NFL 2K3" has started shipping for the PlayStation(R)2
computer entertainment system and the Xbox(TM) video game system from
Microsoft(R). Heralded as the "Best Sports Game" by the "Game Critics Awards:
Best of E3 2002," "SEGA Sports NFL 2K3" is poised to redefine the standards
of football video games this season with ground-breaking Artificial
Intelligence, unparalleled lifelike animations, an ESPN telecast-style
presentation, full online gameplay options and an in-depth franchise mode
featuring a revolutionary and easy-to-use visual interface. Developed by
Visual Concepts Entertainment, a SEGA development studio, "SEGA Sports NFL
2K3" pushes the boundaries of realism and blurs the line between a football
video game and a real-life Sunday afternoon gridiron battle.

"The 'SEGA Sports NFL 2K' franchise has consistently pushed the genre in
innovative new directions," said Tom Nichols, vice president of sports
marketing, SEGA of America, Inc. "That tradition lives on with 'SEGA Sports
NFL 2K3' - a game that challenges the conventions of sports video games and
raises the bar by which all console football games will be judged."

"Our goal with the "NFL 2K" series is to create the most true-to-life
football video game experience possible," said Greg Thomas, president of
Visual Concepts Entertainment, a SEGA development studio. "With 'SEGA Sports
NFL 2K3' we have taken a giant step forward in realizing that goal,
successfully capturing the subtle nuances of a real NFL game."

"SEGA Sports NFL 2K3" builds on its championship-caliber gameplay with a
variety of new additions and enhancements. More than 4,500 team-specific
plays and the ability to create custom playbooks ensure that each team
follows the exact play-calling tendencies they do in the real world.
Similarly, advanced individual player AI makes each athlete react uniquely to
the action around him on the field. From linebackers slowing down crossing
patterns by bumping receivers passing through their zones to AI quarterbacks
more realistically making formation and coverage reads before making the
throw, "SEGA Sports NFL 2K3" delivers both an exhilarating and
ultra-realistic gameplay experience.

"SEGA Sports NFL 2K3" delivers a new level of authenticity with an ESPN
telecast-style presentation. Everything from the trademark split-screen
player introductions and analysis, game highlights, scores and overlays to
the famous SportsCenter theme music, help create the look and feel of an
actual ESPN telecast of the National Football League. In "SEGA Sports NFL
2K3," weekly wrap-ups show actual game highlights from simulated games around
the league and a variety of post-season awards distinguish the best of the
best in the NFL.

The first-ever online console franchise, "SEGA Sports NFL 2K3" is also the
only football video game on the market with full online gameplay for both
PlayStation 2 and Xbox. Online features include the ability for gamers to
challenge each other over the Internet, check their win/loss records,
download roster updates and maintain a list of favorite opponents. Providing
added value to the game's expansive list of features is the brand new SEGA
Sports Challenge. With this feature enabled, the seasoned "SEGA Sports NFL
2K3" fan can compare stats accumulated during offline Exhibition games
against other players from around the country. In the SEGA Sports Challenge,
gamers track their stats in a multitude of categories to receive a unique
Challenge Code, which can then be entered and ranked against other gamers on
Segasports.com.

Joining the returning Exhibition, Tournament, Season and Practice Modes is a
brand new Situation Mode and the reconstructed Franchise Mode. The Franchise
Mode, which features an innovative visual interface and additional team
management options, arrives for the new season with an extensive overhaul. As
users step into the shoes of their favorite team's players, coaches and
general managers, they have the option of signing free agents, scouting and
drafting rookies, making trades and even drafting graduating seniors from
"SEGA Sports(TM) NCAA(R) College Football 2K3." The Situation Mode lets
players customize a variety of options to create their own unique in-game
scenario, from running two-minute drills to lining up for the game winning
field goal.

"SEGA Sports NFL 2K3" athletes have been remodeled using 3D scans of
prototype NFL body types to look more genuine and lifelike than ever. Player
body sizes now match the unique height, weight and girth for each of the
individual positions on the field. The 3D stadiums were also redesigned to
more accurately represent the size and magnitude of actual NFL stadiums. The
result is a game that is visually striking, capturing everything from the
cheap seats and crowded sidelines in the stadiums to the player's dramatic
facial expressions and real-time reflections on their helmets.

"SEGA Sports NFL 2K3," featuring Chicago Bears All-Pro linebacker Brian
Urlacher on the cover, is currently available for PlayStation 2 and Xbox for
a suggested retail price of $49.95. The game will also be released on August
20 for the Nintendo GameCube(TM). Screen shots and art assets of "SEGA Sports
NFL 2K3" are available at <http://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and Sportscenter are registered
trademarks of ESPN, Inc. ESPN branded elements (c) Disney. All other
trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. The NCAA Football logo is
a registered trademark of the NCAA licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conferences are the exclusive property of the respective
institutions. Heisman Memorial Trophy and likeness of the actual trophy are
registered service marks owned by the Downtown Athletic Club under
registration numbers 936,853 and 935,852 respectively. Heisman and Heisman
Trophy Award are service marks owned by the Downtown Athletic Club of New
York City, Inc.
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SEGA MOBILE ROLLS OUT ITS FIRST WIRELESS GAME WITH SEGA MONKEY BALL

Popular Console Franchise Goes Mobile with SEGA Monkey Ball Now Available
through PCS VisionSM from Sprint

San Francisco, Calif. and Overland Park, Kan. - (August 15, 2002) - It's time
to monkey around! SEGA Mobile(tm), a division of Sega.com(tm), Inc. dedicated
to bringing SEGA(r) content to the mobile market in North America, today
announced the availability of SEGA Monkey Ball(tm) through PCS VisionSM, a
next generation wireless service recently launched nationwide by Sprint
(NYSE: FON, PCS), which operates the largest all-digital, all-PCS nationwide
wireless network. Based on the hit console game, SEGA Monkey Ball delivers
the adorable characters and fun-filled puzzle games right into the hands of
Sprint wireless customers using Vision-capable PCS Phones. One of the first
full-color mobile games offered to Sprint wireless customers, SEGA Monkey
Ball is available on Vision-capable PCS Phones for a charge of $3.99 per
download for 30 days of play.

A free, five-stage demo of SEGA Monkey Ball will be embedded on select
Vision-capable PCS Phones. Sprint wireless customers will be able to download
the full version of the game with all 15 levels onto their phones by
selecting "Games" from the Web homepage on their handsets and scrolling
through the list of available titles to select SEGA Monkey Ball. Customers
can also purchase the game on www.sprintpcs.com <http://www.sprintpcs.com> by
accessing the content catalog and selecting "Games." SEGA Monkey Ball fans
will be billed on their monthly Sprint wireless invoice.

"Videogames have become a mainstream activity that not only includes the home
videogame console segment but has also expanded beyond the living room into
wireless entertainment," said Fred Huey, COO of Sega.com. "The wireless
gaming industry is an untapped market with millions of consumers already
wireless phone users. SEGA Mobile is dedicated to bringing quality
entertainment content to this large community of potential gamers." "Sprint
is pleased to be the first and only U.S. carrier to provide exciting SEGA
Mobile games to wireless customers," said Scott Relf, senior vice president
of marketing for the PCS Division of Sprint. "With the enhanced speeds and
color graphics of PCS Vision and the mobility of Vision-capable PCS Phones,
the next evolution of gaming is clearly wireless."

In SEGA Monkey Ball, gamers guide a spherically-encased monkey through 15
exhilarating levels of puzzles and obstacles to reach the goal line. In this
game, gravity is your enemy; if players tilt the puzzle board too far,
they'll send the lovable monkey into the deep abyss making the Vision-capable
PCS Phone vibrate. The phone also vibrates and makes a sound when players
make a goal. In addition, players face numerous hurdles along the way
including wind, icy terrain, moving platforms and black bananas that will
make any monkey go bonkers.

Following the release of SEGA Monkey Ball, SEGA Mobile will be releasing a
host of additional SEGA games for Sprint wireless customers, including
classic titles such as Pengo and SEGA Fast Lane. SEGA Mobile is committed to
bringing quality video game content to the burgeoning wireless video game
market in the U.S., be it classic SEGA content or new titles in a variety of
genres including puzzles and sports. With market research firm, Frost &
Sullivan, expecting revenues for wireless gaming to reach to $9.34 billion in
2008, SEGA Mobile is well positioned to become one of the leading providers
of wireless games in the U.S. market.

Initially, PCS Vision will include services that allow consumer and business
customers to use their Vision-enabled PCS Devices to take and receive
pictures, check personal and corporate e-mail, play games with full-color
graphics and polyphonic sounds and browse the Internet wirelessly with speeds
comparable to a home computer's dial-up connection. The shift to providing
clarity you can see and hear has revolutionized virtually every aspect of
wireless service from Sprint. Results include significant advances to
network, products, content management, training and back-office systems to
provide the introduction of applications, features and devices that no other
wireless carrier in the nation can match.

For more information, please visit <http://> www.us.segamobile.com
<http://www.us.segamobile.com> and www.sprint.com/mr
<http://www.sprint.com/mr>. For screenshots visit
ftp://ftp.accesspr.com/PUBLIC/Sega.com/Sega_Mobile/.

About SEGA Mobile
SEGA Mobile (www.us.segamobile.com), a division of Sega.com, is an
interactive gaming division that is dedicated to bringing the thrills and
excitement of networked gaming to cellular phone and PDA users in North
America. The new division consists of Publishing, Content delivery, and
Marketing teams solely focused on providing innovative, unique and classic
content for the mobile market.

About Sega.com, Inc
Sega.com, Inc. (www.sega.com) is a network entertainment company that
integrates Internet technology with innovation while leveraging a video game
heritage dating back more than 50 years. Sega.com also built SegaNet the only
high-speed online console gaming network and community destination for
gamers. Sega.com is dedicated to bringing the technology and content required
for networked entertainment to game developers and game players alike,
leveraging the network possibilities for a multitude of devices including
game consoles, cellular phones and PDAs.

About Sprint
Sprint is a global communications company serving more than 26 million
business and residential customers in over 70 countries. With approximately
80,000 employees worldwide and more than $26 billion in annual revenues,
Sprint is widely recognized for developing, engineering and deploying state
of the art network technologies, including the United States' first
nationwide all-digital, fiber-optic network. Sprint's award-winning Tier 1
Internet backbone is being extended to key global markets to provide
customers with a broad portfolio of scalable IP products. Sprint's
high-capacity, high-speed network gives customers fast, dependable, nonstop
access to the vast majority of the world's Internet content. Sprint also
operates the largest 100-percent digital, nationwide PCS wireless network in
the United States, including more than 4,000 cities and communities.
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ALL-NEW SEGA SPORTS CHALLENGE TAKES SPORTS VIDEO GAMING TO THE NEXT LEVEL
WITH 2K3 TITLES

Unprecedented New Mode Creates Universal Competition for Bragging Rights
Through Internet-based Rank-and-Rate System on Segasports.com; Top Gamers
Win Great Prizes

SAN FRANCISCO (August 21, 2002) - Who's got game? Continuing to tap into the
emotional rivalry that goes hand in hand with SEGA Sports(TM) games, SEGA(R)
of America, Inc. today announced the new SEGA Sports Challenge mode for its
SEGA Sports 2K3 lineup of games. Debuting first in "SEGA Sports(TM) NFL 2K3,"
the SEGA Sports Challenge lets players measure how they "stack up" against
fellow gamers around the world through a newly-formed online community that
posts rankings on Segasports.com. In addition to online multiplayer gameplay
offered in many SEGA Sports 2K3 titles, the SEGA Sports Challenge is taking
the competition to the next level by awarding top gamers with great SEGA
Sports prizes.

"SEGA Sports titles continue to push the boundaries of realism and with that
comes a deeper level of rivalry," said Tom Nichols, vice president of sports
marketing, SEGA of America, Inc. "The SEGA Sports Challenge mode lets sports
gamers put stats behind their 'bragging rights' and gives them a public place
to show their dominance."

With "SEGA Sports(TM) NFL 2K3," gamers will be able to use the SEGA Sports
Challenge mode to create a User Record that tracks their stats in offline
Exhibition games within a multitude of categories. These categories will
measure sport-specific indicators such as tackles, strikeouts and free throw
shooting in both single games and via average scores over a series of games.
Following the completion of each game, players will receive a unique
Challenge Code that contains user data and their cumulative statistics. By
keying in their Challenge Code at the Segasports.com homepage, gamers can see
how their statistics stack up compared to other players.

The SEGA Sports Challenge mode will be available in most "SEGA Sports 2K3"
franchises, including "SEGA Sports NFL 2K3," "SEGA Sports(TM) NBA 2K3," "SEGA
Sports(TM) NHL(R) 2K3," "SEGA Sports(TM) NCAA(R) College Basketball 2K3" and
"SEGA Sports(TM) World Series(R) Baseball 2K3."

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. All other trademarks are the property
of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (c) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (c)
SEGA CORPORATION, 2002 (c) MLBP 2002 / MLBPA 2002.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(c) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. All names, logos, team
icons, and mascots associated with the NCAA, universities, and conferences
are the exclusive property of the respective institutions. NCAA, the NCAA
logo, and NCAA Basketball are trademarks or registered trademarks of the
National Collegiate Athletic Association.
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SEGA ANNOUNCES EXPANSIVE MULTIMILLION DOLLAR FALL MARKETING CAMPAIGN FOR
SEGA SPORTS GAMES

Reinforcing its Commitment to SEGA Sports, Company Increases Spend by 75
Percent

NEW YORK - SEGA Sports Summit - (September 5, 2002) - SEGA(R) of America,
Inc. today reinforced its commitment to the SEGA Sports(TM) brand by
announcing an expansive $35 million marketing campaign for the SEGA Sports
2K3 line-up of sports video games. Increasing its marketing spend by 75
percent this year, the aggressive SEGA Sports 2002 fall marketing program
includes a massive advertising campaign, major sports sponsorships and
national promotions with partner ESPN, the worldwide leader in sports. The
campaign will support all SEGA Sports titles across all next-generation video
game consoles including PlayStation (R) 2 computer entertainment system, the
Xbox(TM) video game system from Microsoft(R) and the Nintendo GameCube(TM).

"SEGA Sports understands gamers' needs and continues to produce products that
redefine the boundaries of realism within the sports simulation genre," said
Tom Nichols, vice president of sports marketing, SEGA of America, Inc. "Our
fall marketing initiatives are only the beginning of the major marketing
muscle we will be placing behind these groundbreaking SEGA Sports games, as
SEGA is fully committed to delivering compelling sports video gaming on all
key platforms."

This year, the SEGA Sports line up delivers a truly emotional sports gaming
experience with features that push the envelope of competition such as online
gameplay, new ESPN presentation style graphics, the SEGA Sports Challenge and
a fresh new Franchise mode. The competitive spirit will be evident throughout
the entire 2K3 roster, especially in the national advertising program planned
for this sports gaming season.

Below are highlights from the SEGA Sports 2002 fall marketing campaign:

Advertising
Created by Leagas Delaney, San Francisco, SEGA Sports will kick off its
television advertising season with the debut of five new and compelling spots
for "SEGA Sports(TM) NFL 2K3," focusing on the spirit of competition and the
preparation for athletic battle. Three 15-second ads have already hit the
airwaves and the 30-second spots will launch tonight during the New York
Giants and San Francisco 49ers season opener on ESPN. The spots which will
run on many national networks, and feature NFL greats such as Chicago Bears
standout linebacker and "SEGA Sports NFL 2K3" cover athlete Brian Urlacher,
Tennessee Titans star Jevon Kearse and Tampa Bay Buccaneers Warren Sapp.
These ads will convey to consumers the intensity of the NFL and how to get
prepared for the highest level of competition. In addition, a hard-hitting
print campaign will run in key publications that reach the SEGA Sports
consumer and beyond. With an aggressive media buy, SEGA Sports will be
everywhere, including peak times on ABC Monday Night Football, ESPN national
broadcasts and other major networks such as CBS, MTV and Fox.

Leveraging the ESPN Partnership
Because of its partnership with ESPN, SEGA has the unique opportunity to
deliver the most realistic sports video games on the market in terms of
gameplay, while at the same time leveraging unique new venues for reaching
out to sports fans. This includes, integration of SEGA Sports video game
gameplay within ESPN programming. SEGA Sports/ESPN co-marketing campaigns
include the ESPN National College Tailgate Tour which will feature "SEGA
Sports NFL 2K3" and "SEGA Sports(TM) NCAA(R) College Football 2K3" in one of
the biggest college tours in the country. From early September through
November, college students will be able to try SEGA Sports video games before
and after key collegiate match ups. Another SEGA Sports/ESPN co-marketing
venture is the ESPN National NFL Truck Tour, where a mobile vehicle that
contains attractions such as a replica SportsCenter desk lets fans play
sports anchor and take home their very own "Keep It Reel" audition tape. The
tour will also showcase "SEGA Sports NFL 2K3," as the truck travels the
nation from the NFL season opener to the Super Bowl, following key NFL match
ups and NFL Flag Football youth tournaments.

Promotions and Events
Finally, SEGA Sports will have sponsorships at a number of key events this
year. This includes the return of the SEGA Sports Las Vegas Bowl, which will
air on ESPN on Christmas Day. This sponsorship gives SEGA Sports significant
television inventory and recognition as the title sponsor, as well as on-site
exposure via signage, program advertising, VIP/hospitality packages and other
in-game promotional elements. In addition, SEGA will also have a strong
presence at key sporting events this year including the Super Bowl and NBA
All-Star Game where SEGA Sports will host the third annual SEGA Sports NBA
All-Star Celebrity Challenge.

The SEGA Sports Challenge
To give gamers a closer look inside the SEGA Sports brand, SEGA re-launched
the Segasports.com website in August. This innovative site is both sports and
community focused, with in-depth information on all SEGA Sports titles, as
well as photos and details on special SEGA Sports events. Brand new on
Segasports.com is the SEGA Sports Challenge, which lets players measure how
they "stack up" against other gamers through a newly-formed online community
that posts individual gamers' rankings accumulated in offline games. Top
gamers will be awarded with great SEGA Sports prizes.

As part of its commitment to delivering all key sports to all key platforms,
SEGA Sports is shipping a compelling roster of new sports titles such as
"SEGA Sports NFL 2K3," "SEGA Sports(TM) NBA 2K3," "SEGA Sports(TM) NHL(R)
2K3," "SEGA Sports NCAA College Football 2K3," and hoops newcomer "SEGA
Sports(TM) NCAA(R) College Basketball 2K3." These video games are playable on
PlayStation 2, Xbox and Nintendo GameCube. In addition, "SEGA Sports NFL
2K3," "SEGA Sports NBA 2K3" and "SEGA Sports NCAA College Basketball 2K3"
will be playable online on Xbox and PlayStation 2, and "SEGA Sports NHL 2K3"
will be online for Xbox.

Photos, screen shots and other artwork are available at
http://SEGApr.SEGAamerica.com.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and Sportscenter are registered
trademarks of ESPN, Inc. ESPN branded elements (c) Disney. All other
trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (c) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (c)
SEGA CORPORATION, 2002 (c) MLBP 2002 / MLBPA 2002.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(c) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association. The NCAA Football logo is a registered
trademark of the NCAA licensed to NCAA Football USA, Inc. All names, logos,
team icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.
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SEGA PARTNERS WITH MICHAEL CRICHTON TO CREATE NEW GAME BASED ON AN ORIGINAL
CONCEPT

Partnership Brings Together World-Renowned Video Game Developer and
Best-Selling Author in Unique Collaborative Venture

SAN FRANCISCO - (September 23, 2002) - SEGA(R) of America, Inc. today
announced that it has partnered with best-selling author Michael Crichton to
develop a new video game based on an original concept to be created by
Michael Crichton in association with SEGA. The partnership will bring
together top SEGA game developers and Michael Crichton in a collaborative
venture resulting in a new game currently scheduled for release in 2004.

"Unlike traditional licensing agreements in which pre-existing properties are
developed into video games, SEGA's partnership with Michael Crichton is a
unique alliance bringing together brilliant talent from two different
entertainment media to create a game concept from scratch," said Peter Moore,
president and COO, SEGA of America, Inc. "Michael Crichton is a creative
mastermind, recognized across all traditional entertainment media including
print, film and TV. We are thrilled that Mr. Crichton has chosen to leverage
his talents in the interactive entertainment industry with SEGA."

"Partnering with SEGA, who has an extraordinary track record in the
interactive entertainment industry, is an opportunity to create an amazing
video game from the ground up," said Michael Crichton. "I look forward to
working with SEGA's first-rate creative team."

Additional information on the new video game has not been announced.
Information on SEGA and SEGA games is available at www.sega.com. Information
on Michael Crichton can be found at <http://www.crichton-official.com>.

About Sega
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.
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GENRE-DEFINING SEGA SPORTS NBA 2K3 LAUNCHES ON PLAYSTATION 2, XBOX AND
NINTENDO GAMECUBE

The Best NBA Simulation Returns With A New Franchise Mode, ESPN
Telecast-Style Presentation, Unprecedented Player Control and Online
GamePlay

SAN FRANCISCO - (October 7, 2002) - SEGA(R) of America, Inc. announced today
the simultaneous release of "SEGA Sports(TM) NBA 2K3" for the PlayStation(R)2
computer entertainment system, the Xbox(TM) video game system from
Microsoft(R) and the Nintendo GameCube(TM). Critically acclaimed for its
authentic and entertaining simulation of the NBA game, "SEGA Sports NBA 2K3"
takes the genre to unprecedented levels of realism with unmatched player and
ball physics, an ESPN telecast-style presentation, groundbreaking animations,
an in-depth franchise mode and full online gameplay on PlayStation 2 and
Xbox. Developed by Visual Concepts Entertainment, a SEGA development studio,
"SEGA Sports NBA 2K3" captures all of the nuances of the NBA game, from Allen
Iverson's signature crossover to high-flying dunks from the league's top
skywalkers.

"The 'SEGA Sports NBA 2K' series has consistently delivered the type of hoops
simulation experience that NBA fans crave and it has quickly become a
cornerstone of the SEGA Sports brand," said Tom Nichols, vice president of
sports marketing, SEGA of America, Inc.

"In the development of 'SEGA Sports NBA 2K3,' we concentrated on perfecting
both the gameplay and visual elements that are truly specific to the NBA,"
said Greg Thomas, president of Visual Concepts Entertainment, a SEGA
development studio. "As a result, gamers are closer to the NBA hardwood in
'SEGA Sports NBA 2K3' than any other NBA video game."

Building off the strong gameplay foundation of the "SEGA Sports NBA 2K"
series, gameplay enhancements to "SEGA Sports NBA 2K3" include the ability to
control pass type and direction, fake a pass, freely adjust lay-ups and dunks
in mid-air and lunge out of bounds for loose balls. In the paint, an enhanced
low-post game lets players fake, pivot, drop-step and even front the
offensive player, while total control rebounding allows effective blocking
out and board work. Enhanced ball and player physics produces more realistic
caroms off the rim, while accurate impact collisions on hard fouls and blocks
mimic the precise nature of the NBA.

The game's visual improvements are equally as striking. Specular
Highlighting, a graphical technique designed to show players sweating during
the game, is among the game's key visual enhancements. "SEGA Sports NBA 2K3"
also features the incredibly detailed player faces and lifelike player
expressions that more effectively convey the emotions of an NBA game. Players
are instantly recognizable and react realistically to the action around them.
From the players' tattoos to the mascots, each individual 3D model is
designed to match the exact look of its real-world counterpart. Rounding out
the package is a complete ESPN telecast presentation, which includes TV-style
player introductions, dynamic replays and scoreboards and graphics overlays.

"SEGA Sports NBA 2K3" returns the series to the online arena with the
introduction of full online play and downloadable content for both
PlayStation 2 and Xbox. Gamers from around the country will be able to
challenge one another over the Internet, check their win/loss records,
download roster updates and maintain a list of favorite opponents.
Additionally, the SEGA Sports Challenge, appearing in the SEGA Sports 2K3
games, allows fans to compare their offline stats against other players
nationwide.

Joining the returning Exhibition, Tournament, Season and Practice Modes are
reconstructed Franchise and Street Modes. The Franchise Mode allows users the
option of signing free agents and coaches, scouting and drafting rookies,
making trades and even drafting graduating seniors from "SEGA Sports(TM)
NCAA(R) College Basketball 2K3." The Street Mode, which features legendary
real-world street courts from around the country, now lets players customize
their own street team by selecting any player from the current NBA rosters,
one of the all-decade legends teams or from their roster of created players.
Other exciting new features in the Street Mode include animated crowds and
the addition of variable weather including rain and fog.

"SEGA Sports NBA 2K3" is endorsed by NBA All-Star Allen Iverson of the
Philadelphia 76ers and is currently available for PlayStation 2, Xbox and
Nintendo GameCube for a suggested retail price of $49.95. Screen shots and
art assets of "SEGA Sports NBA 2K3" are available at
http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a registered trademark of ESPN,
Inc. ESPN branded elements (C) Disney. All other trademarks are the property
of their respective owners.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

Officially Licensed Collegiate Products" label is the exclusive property of
The Collegiate Licensing Company. The "Collegiate Licensed Product" label is
the property of the Independent Labeling Group. All names, logos, team icons,
and mascots associated with the NCAA, universities, and conferences are the
exclusive property of the respective institutions. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association.
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SEGA KICKS OFF MARKETING CAMPAIGN FOR CRITICALLY ACCLAIMED SEGA SPORTS NBA 2K3

Emphasizing the Strength of its NBA Video Game Franchise, Company Launches
$10 Million Marketing Campaign for "SEGA Sports NBA 2K3"

SAN FRANCISCO - (October 10, 2002) - SEGA(R) of America, Inc. today announced
the details of its marketing campaign for its critically acclaimed NBA video
game, "SEGA Sports(TM)" NBA 2K3" for the PlayStation(R)2 computer
entertainment system, the Xbox(TM) video game system from Microsoft(R) and
the Nintendo GameCube(TM). Supporting "SEGA Sports NBA 2K3" with $10 million
in marketing, the company is launching an integrated marketing program
including an extensive advertising campaign, national sponsorships and key
promotions with partner ESPN, The Worldwide Leader in Sports.

"Receiving rave reviews from gaming critics, 'SEGA Sports NBA 2K3' is the
leading basketball simulation on the market," said Tom Nichols, vice
president of sports marketing, SEGA of America, Inc. "Befitting a game of
this magnitude, SEGA is putting major marketing muscle behind the title
including TV advertising that like the game, blurs the lines between 'SEGA
Sports NBA 2K3' and an NBA telecast."

Focusing on the strength of the franchise and the unmatched authenticity of
the title, the advertising campaign for "SEGA Sports NBA 2K3" will emphasize
authority and deliver the emotion and realism of the NBA. Created by Leagas
Delaney, San Francisco, and directed by award-winning hip hop music video
director, Hype Williams, the 30-second "SEGA Sports NBA 2K3" television spot
embodies the true spirit of the sport utilizing key athletes and their moves
including: dunks from Vince Carter, forward for Toronto Raptors; three point
shots from Gary Payton, guard for the Seattle Supersonics; and tenacious
defense from Ben Wallace, forward for the Detroit Pistons.

The spot will launch Thursday, October 10, 2002 and will continue on both
broadcast and cable networks including CBS, ESPN, MTV and others. The print
campaign is currently running in leading gaming, sports and consumer
magazines. SEGA will also support "SEGA Sports NBA 2K3" with a national
promotion with ESPN and tie-ins with the ESPN Zone. Additionally, SEGA Sports
will have a strong presence at major sports events including the NBA All-Star
Game where SEGA Sports will host the third annual SEGA Sports NBA All-Star
Celebrity Challenge. Regional NBA-tied promotions for the title will take
place at major video game retailers nationwide.

"SEGA Sports NBA 2K3" delivers the most authentic and entertaining NBA
basketball experience with unmatched player and ball physics, an ESPN
telecast-style presentation, groundbreaking animations, an in-depth Franchise
Mode and full online gameplay on PlayStation 2 and Xbox. "SEGA Sports NBA
2K3" is endorsed by NBA All-Star Allen Iverson of the Philadelphia 76ers and
is currently available at retailers nationwide for a suggested retail price
of $49.95. Screen shots and art assets for "SEGA Sports NBA 2K3" are
available at <http://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN, SportsCenter and The Zone are
registered trademarks of ESPN, Inc. All other trademarks are the property of
their respective owners.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

Officially Licensed Collegiate Products" label is the exclusive property of
The Collegiate Licensing Company. The "Collegiate Licensed Product" label is
the property of the Independent Labeling Group. All names, logos, team icons,
and mascots associated with the NCAA, universities, and conferences are the
exclusive property of the respective institutions. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association.
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SEGA SPORTS GAMES VOTED AMONG HOTTEST TOYS FOR HOLIDAY 2002 ON PLAYDATE BEST
SELLER LIST

"SEGA Sports NFL 2K3" and "SEGA Sports NBA 2K3" Named Among the Top 10 Video
Games Expected to be Best Sellers by Leading Retailers Nationwide

NEW YORK - PlayDate 2002 - (October 22, 2002) - Building upon its reputation
for creating the best video game content, SEGA(R) of America, Inc. today
announced that "SEGA Sports(TM) NFL 2K3" and "SEGA Sports(TM) NBA 2K3" were
both voted among the top 10 video games expected to be best sellers this
holiday season on the PlayDate Best Seller List. Published by PlayDate, an
independent marketing services company known for its unique objectivity in
tracking the toy and game industries, the PlayDate Best Seller List includes
results from an annual survey polling the nations' top retailers for
predictions of the best-selling toys and games for the year's holiday
shopping season. SEGA is one of the only companies placing more than one game
on the PlayDate Video Game Best Seller List.

"Inclusion on the PlayDate Video Game Best Seller List indicates strong sales
potential for 'SEGA Sports NFL 2K3' and 'SEGA Sports NBA 2K3' for the
upcoming holiday season as predicted by leading retailers," said Sean
McGowan, veteran research analyst with Gerard Klauer Mattison and co-founder
of PlayDate.

"SEGA Sports NFL 2K3" has received rave reviews from video game critics and
was heralded as the "Best Sports Game" by the "Game Critics Awards: Best of
E3 2002." "SEGA Sports NFL 2K3" features ground-breaking Artificial
Intelligence, unparalleled lifelike animations, an ESPN telecast-style
presentation, full online gameplay options and an in-depth franchise mode
featuring a revolutionary and easy-to-use visual interface. Chicago Bears
All-Pro linebacker Brian Urlacher appears on the cover of the game.

"SEGA Sports NBA 2K3" is the most authentic and entertaining NBA simulation
available. Building upon the strength of the franchise, "SEGA Sports NBA 2K3"
features unmatched player and ball physics, an ESPN telecast-style
presentation, ground breaking animations, an in-depth franchise mode and full
online gameplay options taking the genre to unprecedented levels of realism.
"SEGA Sports NBA 2K3" also includes unprecedented passing options that give
gamers control of every player on the court, as well as mid-air shot
adjustments and blocking. NBA All-Star Allen Iverson of the Philadelphia
76ers appears on the cover of the game.

"SEGA Sports NFL 2K3" and "SEGA Sports NBA 2K3" are currently available for
the PlayStation(R)2 computer entertainment system, the Xbox(TM) video game
system from Microsoft(R) and Nintendo GameCube(TM) for a suggested retail
price of $49.95. Screen shots and art assets are available at
http://segapr.segaamerica.com.

PlayDate 2002 survey results were compiled by a broad selection of more than
two dozen leading toy stores, software stores, specialty stores and online
retailers across eight categories including: Brand Families, Toys Overall,
Toys Sold in Specialty Stores, Board Games, Collectibles, PC Games, Video
Games and Video Game Hardware. Survey results are compiled and validated, as
consistent with industry research published by NPD TRSTS, by PlayDate. For
more, information on PlayDate is available at http://www.playdateinc.com

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a registered trademark of ESPN,
Inc. ESPN branded elements (C) Disney. All other trademarks are the property
of their respective owners.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.
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SEGA SPORTS WORLD SERIES(R) BASEBALL 2K3 ON DECK FOR SPRING 2003; MAKING
MULTIPLATFORM DEBUT ON PLAYSTATION(R)2 AND XBOX(TM)

The King of the Virtual Baseball Diamond to Deliver ESPN Telecast-Style
Presentation, Historic Ballparks, New Gameplay Enhancements and Improved
Visuals

SAN FRANCISCO - (October 25, 2002) - SEGA(R) of America, Inc. officially
announced today the upcoming release of "SEGA Sports(TM) World Series(R)
Baseball 2K3" for the PlayStation(R)2 computer entertainment system and the
Xbox(TM) video game system from Microsoft(R). Critically acclaimed and
heralded as a genre-defining franchise, "SEGA Sports World Series Baseball
2K3" will launch in March 2003 with a host of gameplay and visual
enhancements, including an ESPN telecast-style presentation. Produced by
Visual Concepts Entertainment, a SEGA development studio, and developed by
Blue Shift Inc., "SEGA Sports World Series Baseball 2K3" will once again be
in a league of its own.

"'SEGA Sports World Series Baseball 2K3' comes from a long legacy of quality
baseball simulations that have been both entertaining and innovative," said
Tom Nichols, vice president of sports marketing, SEGA of America, Inc.
"Building on last year's acclaimed Xbox release, 'SEGA Sports World Series
Baseball 2K3' will deliver a host of exciting features, including classic
ballparks, an all-new jump button, new awards and the deepest Franchise Mode
around."
Designed for the discriminating baseball fan, "SEGA Sports World Series
Baseball 2K3" will include a variety of gameplay enhancements such as
home-run robbing jumps at the wall, dramatic running grabs in the outfield,
user-controlled leadoffs and power swings, silky smooth double play and relay
animations, offline throws, and a behind-the-pitcher cam that brings an
exciting new perspective to the game. The unrivaled gameplay will be
complemented by the deepest Franchise Mode in any baseball video game.
Extending through an unlimited number of seasons, users will be able to
assemble a full coaching staff by selecting from a pool of managers, batting
and pitching coaches, Minor League directors and scouts. In addition to the
Franchise Mode, "SEGA Sports World Series Baseball 2K3" will also include
modes such as Exhibition, Big League Challenge(TM), Season, Playoffs and the
SEGA Sports Challenge. Appearing in all SEGA Sports 2K3 games, the SEGA
Sports Challenge allows fans to compare their offline stats against other
players nationwide on Segasports.com.
On the visual front, "SEGA Sports World Series Baseball 2K3" will remain the
most graphically stunning baseball game on the market. Built to take full
advantage of the capabilities of each individual console, "SEGA Sports World
Series Baseball 2K3" will feature intricately detailed ballparks and improved
player models. From classic ballparks such as the Polo Grounds to the
ballparks of today including Great American Ballpark, the new home of the
Cincinnati Reds -- no detail is too small in "SEGA Sports World Series
Baseball 2K3."
"SEGA Sports World Series Baseball 2K3" is endorsed by the New York
Yankees(R) All-Star First Baseman Jason Giambi. "SEGA Sports World Series
Baseball 2K3" will be available at retailers nationwide in March 2003 for
$49.95. Screen shots of "SEGA Sports World Series Baseball 2K3" are now
available at: <http://segapr.segaamerica.com>.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.  Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. ESPN is a registered trademark of
ESPN, Inc.  ESPN branded elements (C) Disney.  All other trademarks are the
property of their respective owners.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website
at MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <www.bigleaguers.com>
(C) SEGA CORPORATION, 2002 (C) MLBP 2002 / MLBPA 2002.
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SEGA DELIVERS GREAT GAMES FOR ALL AGES AND ALL CONSOLES THIS HOLIDAY SEASON

Eight Wish List Toppers Will Satisfy All Gamers - From Dad to Bro to Anyone
You Know

SAN FRANCISCO - (November 4, 2002) - SEGA(R) of America, Inc. announced today
that the company will fulfill any gamer's wish list this holiday season -
regardless of their age or console of preference - with an incredible lineup
of AAA games. SEGA's roster shines with the return of several blockbuster
entertainment franchises, including "Shinobi(TM) for the PlayStation(R)2
computer entertainment system," "Super Monkey Ball(TM) 2" and "Sonic Mega
Collection(TM)" for the Nintendo GameCube(TM), "ToeJam & Earl(TM) III:
Mission to Earth" for the Xbox(TM) video game system from Microsoft(R) and
the newest editions of acclaimed SEGA Sports(TM) titles for all three
consoles, featuring "SEGA Sports(TM) NFL 2K3," "SEGA Sports(TM) NBA 2K3,"
"SEGA Sports(TM) NHL 2K3" and "SEGA Sports(TM) NCAA(R) College Basketball
2K3." This exciting array of must-have titles includes everything from
adventure, party and sports games for the family to offbeat and intense
action games for older audiences.

The following highly anticipated titles are leading the charge among SEGA's
lineup of games available this holiday season.

For party game animals, Sonic fans and the youthful gamer in everyone:

* "Super Monkey Ball 2" (Nintendo GameCube): SEGA is on a roll! Hot on the
heels of the runaway success of the original "Super Monkey Ball(TM)," the
ultimate party game is back. Jam-packed with 12 addictive Party Games, a new
story mode and more than 150 stages, "Super Monkey Ball 2" delivers the
ultimate in addictive multiplayer action. "Super Monkey Ball 2" is available
now for a suggested retail price of $49.95 and is rated "E" for everyone.

* "Sonic Mega Collection" (Nintendo GameCube): Sonic and friends are back in
the ultimate collection! Whether you're a long-time fan or new to the series,
"Sonic Mega Collection" lets you rediscover some of the best-selling and
most-loved video games of all time. Starring SEGA's own Sonic The
Hedgehog(R), and featuring seven complete SEGA Genesis(R) games and dozens of
unlockable surprises, "Sonic Mega Collection" is a pure adrenaline rush of
classic arcade action. "Sonic Mega Collection" will be available in November
for a suggested retail price of $39.95 and is rated "E" for everyone.

For the teenager who likes funked up adventures:

* "ToeJam & Earl III: Mission to Earth" (Xbox): In "ToeJam & Earl III:
Mission to Earth," ToeJam, Big Earl and their hot new homegirl Latisha embark
on a mission to retrieve the 12 sacred Albums of Funk, stolen by the
dysfunctional inhabitants of the planet Earth. Gamers will explore sprawling
environments as they master the ways of Funk-Fu and battle towards the
ultimate showdown with the evil Anti-Funk. Along the way, they'll collect
gift-wrapped power-ups of almost endless variety, take on harrowing side
quests and generally get down with their bad selves in a massive, wickedly
funny Xbox exclusive adventure. The game is available now for a suggested
retail price of $49.95 and is rated "T" for teen.

For the mature gaming master that doesn't equate ninja action with turtles:

* "Shinobi" (PlayStation 2): The legendary ninja returns, hunted by demons,
haunted by the dead and hindered by the very rage that spurs him on in this
latest installment of one of SEGA's most revered action franchises. Players
take the role of Hotsuma as he battles through the demon-filled streets of a
post-apocalyptic Tokyo, running on walls, summoning Ninja magic and mastering
an arsenal of ancient weaponry on a quest to avenge his clan. "Shinobi" will
be available in November for a suggested retail price of $49.95 and is rated
"M" for mature.

And for the sports star who wants realism that surpasses the real thing:

* "SEGA Sports NFL 2K3" (PlayStation 2, Xbox, Nintendo GameCube): The series
that redefined the standards of football video gaming returns for a brand new
season, with a totally revamped franchise mode, drastically improved AI, and
brilliantly enhanced graphics featuring redesigned 3D stadiums, updated
player and facial models and a new ESPN telecast system. "SEGA Sports NFL
2K3" is the cure for gridiron fans everywhere and is playable online on the
PlayStation 2 and Xbox. "SEGA Sports NFL 2K3" is available now on the
PlayStation 2, Xbox and Nintendo GameCube for $49.95 and is rated "E" for
everyone.

* "SEGA Sports NBA 2K3" (PlayStation 2, Xbox, Nintendo GameCube): SEGA Sports
once again establishes new levels of realism and entertainment in the
basketball genre. Building on its critically acclaimed roots, the ultimate
hoops simulation, which brings uncompromisingly authentic gameplay to
basketball fans, steps onto the court for another year with hundreds of new
animations including highlight-reel quality dunks and dynamic cross-over
moves, mid-air shot adjustments and redesigned player models. "NBA 2K3" is
also playable online on the PlayStation 2 and Xbox. "SEGA Sports NBA 2K3" is
available now on the PlayStation 2, Xbox and Nintendo GameCube for $49.95 and
is rated "E" for everyone.

* "SEGA Sports NHL(R) 2K3" (PlayStation 2, Xbox, Nintendo GameCube): Building
upon the acclaimed "NHL 2K" series, SEGA Sports is proud to bring to the
passionate hockey fan the next level of authenticity in hockey video games -
"SEGA Sports NHL 2K3." Highly adaptive AI and a variety of new gameplay
options, including advanced line controls, enhanced Goalie controls and an
all-new Franchise mode, defines this fast-paced game. "SEGA Sports NHL 2K3"
brings the player closer to the ice than any hockey title ever before and can
be played online on Xbox. Available in November with a suggested retail price
of $49.95 for the PlayStation 2, Xbox and Nintendo GameCube and is rated "E"
for everyone.

* "SEGA Sports NCAA College Basketball 2K3" (PlayStation 2, Xbox, Nintendo
GameCube): SEGA expands its library of sports simulations by bringing its
dominant basketball lineage to the college hardwood. Complete with more than
300 Division I teams, authentic rankings system, including a weekly top 25
and bubble watch, classic and custom tournaments and a comprehensive Legacy
Mode, "SEGA Sports NCAA College Basketball 2K3" delivers the ultimate college
basketball experience in its freshman season. Also playable online on the
PlayStation 2 and Xbox. "SEGA Sports NCAA College Basketball 2K3" will be
available in December with a suggested retail price of $49.95 for the
PlayStation 2, Xbox and Nintendo GameCube and is rated "E" for everyone.

Additional SEGA games available this holiday season include "The House of the
Dead(tm) III" (Xbox, rated "M" for mature with a suggested retail price of
$49.95) and "Phantasy Star Online Episode I & II(tm)" (Nintendo GameCube,
rated "T" for teen with a suggested retail price of $49.95).

For more information about any of SEGA's holiday titles listed above,
including screen shots, please visit the SEGA FTP site:
ftp://segapr.segaamerica.com/Sega_Games. SEGA also has new hi-resolution
holiday-themed character art and a SEGA Sports logo that are sure to spruce
up any holiday game coverage. The festive images are available for download
at: ftp://segapr.segaamerica.com/Holiday_2002/.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

(TM), (R) and the Nintendo GameCube logo are trademarks of Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.
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SEGA SPORTS NHL 2K3 DELIVERS NEW DEPTH WITH INNOVATIVE REACTIVE GOALIE
POSITIONING

New Goalie System Makes Players' Abilities More True to Life; NHL 2K3 Offers
Other Notable Industry "Firsts"

SAN FRANCISCO - (November 7, 2002) - SEGA(R) of America, Inc. announced today
a hat-trick of innovative game features for "SEGA Sports(TM) NHL(R) 2K3" that
will send video game pucks to the back of the net. Hitting store shelves next
week for the PlayStation(R)2 computer entertainment system, followed soon
after by the launch on the Xbox(TM) video game system from Microsoft(R) and
the Nintendo GameCube(TM), "SEGA Sports NHL 2K3" is revolutionizing the way
hockey is played with new features not found in other hockey video games.


With an all-new goalie system called Reactive Goalie Positioning, "SEGA
Sports NHL 2K3" allows goaltenders to react to slap shots, wristers,
one-timers and deflections with all the moves and abilities of their
real-life counterparts. While other hockey games feature goalies without
specific player attributes, who attempt saves with limited movements, "SEGA
Sports NHL 2K3" shows goalies playing the position as it is meant to be
played. In "NHL 2K3," goalies can move side-to-side, and from dive to save,
without ever having to return to a center or idle position, allowing them to
make save upon save with the most realistic goalie maneuvers of any hockey
video game.

"The days of static goalies with limited and unrealistic movements are over,"
says Greg Thomas, president of Visual Concepts Entertainment, a SEGA
development studio. "Goalies use every limb to try and stop pucks from going
to the back of the net. That is how the game of hockey is played, so that's
exactly how we want 'NHL 2K3' to be played."

Also new in "SEGA Sports NHL 2K3" is Complete Lines Control. Gone are the
days of flipping back to the menu to set offensive and defensive strategies.
Now gamers have the ability to rotate offensive, defensive, power play and
penalty kill lines independently and set strategies for each of these lines
on the fly.

Two other video hockey game firsts are featured in "SEGA Sports NHL 2K3,"
including new Board Pinning, where gamers can battle it out for the puck up
against the boards. With the ability to pin players against the boards and
dig for the puck with multiple control options, "grinding for the puck" has
taken on a whole new meaning. "SEGA Sports NHL 2K3" is also the first and
only hockey video game to be playable online via the Xbox.

"SEGA Sports NHL 2K3" is endorsed by Philadelphia Flyer Jeremy Roenick and
will be available at retailers nationwide for $49.95. Screen shots of "SEGA
Sports NHL 2K3" are now available at http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

(TM), (R) and the Nintendo GameCube logo are trademarks of Nintendo.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. All other trademarks are the
property of their respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by SEGA of America, Inc.
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Sega's "NBA 2K3" Earns Three IGN Editors' Choice Awards

San Francisco, CA, November 12, 2002 - IGN Entertainment (Nasdaq: IGNX) -
home to IGN.com, the web's largest information and entertainment destination
for gamers - announced that Sega Corporation has received IGN Editors' Choice
Awards for the GameCube, PlayStation 2 and Xbox versions of its "NBA 2K3"
video game.

The Editors' Choice Award is a sign of excellence reserved for only the best
products that have IGN's unequivocal recommendation. IGN editors consider
many aspects of a game when making their selections, including a game's
entertainment value, performance, design, originality and lasting appeal.

"NBA 2K3 is the game to get if you want as realistic an NBA experience as
possible," said Hilary Goldstein, Editor, IGN Xbox. "There are other solid
basketball games out there, but none of them manage the intelligent AI, the
amazingly realistic graphics, or as real a hoops experience as NBA 2K3."

To read the full reviews for each award-winner and a complete list of current
and past winners, go to http://games.ign.com and click on the "Editors'
Choice" section link. Artwork downloads of the award graphics are available
at http://games.ign.com/choice/.

About IGN Entertainment
IGN Entertainment (Nasdaq: IGNX), through its flagship network IGN.com, is
the Internet's leading information and entertainment destination for teen and
young adult gamers. IGN serves its audience by providing both free and
subscription-based content and services. IGN' s award winning content - two
Webby People's Voice Awards and two Wired Magazine's Readers Raves Awards -
attracts more than eight million unique visitors a month, including over 5.4
million registered users and more than 70,000 paying subscribers. IGN offers
its business customers a full spectrum of integrated marketing solutions to
reach this large web-centric audience. These products include
impression-based advertising and sponsorships, permission marketing, custom
publishing, contextual e-commerce, direct e-mail marketing and content
licensing. The company is headquartered in San Francisco, with sales offices
in New York and Los Angeles. For more information, please visit
http://www.ign.com.
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SEGA.COM TO PROVIDE NETWORK MULTIPLAY SOLUTION FOR NINTENDO GAMECUBE AND
PLAYSTATION 2 DEVELOPERS

Sega.com Signs Middleware Agreements with Top Console Manufacturers

SAN FRANCISCO (December 3, 2002) - With the online console gaming market
expected to reach 114 million players in the next four years, the world's
pioneer in online console game technology, Sega.comTM Inc., announced today
that they have signed middleware agreements with two of the top console
manufacturers. Game developers now have access to Sega.com's expertise,
technologies, and services that will allow them to set up network gaming
environments for gameplay on PlayStation(r)2 computer entertainment system
and Nintendo GameCubeTM. Sega.com helps developers successfully take their
games online across multiple platforms with SEGA Network Application Package
(SNAP), a suite of technologies and services designed to provide a
multi-platform, end-to-end, network multiplay solution.

"Having shipped more than 17 networked console games to date, SEGA is the
undisputed pioneer in online console gaming, and Sega.com helped make it
possible by creating and supporting the technology backbone," said Mr.
Ryoichi Shiratsuchi, CEO of Sega.com and general manager, Network Business
Division, SEGA Corporation. "From building the first high-speed online
console gaming network to offering Nintendo GameCube and PlayStation 2
developers a solution for implementing a network gaming environment with
SNAP, Sega.com is truly committed to the future of the video game industry -
online gaming."

SNAP provides game developers and publishers with a comprehensive suite of
technologies and services that allows them to easily incorporate networked
gameplay into their titles, saving valuable development time and costs.
Featuring state-of-the-art technology, SNAP includes community building tools
and a custom network transport optimized for gameplay, allowing for quick and
flexible communication. SNAP also provides secure user authentication that
promotes community trust by preventing fraud, and facilitates revenue by
connecting to billing systems. Reporting technologies enable ladders,
tournaments, rankings, and other stats-based activities that are crucial to
cultivating a game's online community.

"Keeping in line with our open approach to the market, we welcome Sega.com's
decision to offer technology and network services for online gaming," said
Andrew House, executive vice president, Sony Computer Entertainment America.
"As one of the core benefits of the PlayStation 2 online model is to allow
companies to take advantage of existing knowledge, investment and
efficiencies, Sega.com will be able to help accelerate online game
development with the release of its middleware solution, SNAP."

In addition to SNAP's core technologies, game developers and publishers can
benefit from array of optional services, providing a cost-effective,
full-service network solution. SNAP Services are designed to assist with the
operation, maintenance, and development of a network game environment,
including server hosting, billing, consulting, and quality assurance testing.
With SNAP Hosting, game developers/publishers can take advantage of more than
100 scalable servers already installed across the U.S. to offer their gamers
a seamless online gaming experience.

"Offering a flexible and reliable network solution, SNAP allows our
developers to focus on creating great games without worrying about the
challenges of implementing and maintaining a network gaming environment,"
said Jim Merrick, director, Network Marketing, Nintendo of America Inc.

For more information on SNAP, please visit: www.sega.com/business.
<http://www.sega.com/business.>

About Sega.com, Inc
Sega.com, Inc. (www.sega.com) is a network entertainment company that
integrates Internet technology with innovation while leveraging a video game
heritage dating back more than 50 years. Sega.com also built SegaNet the
first high-speed online console gaming network and community destination for
gamers. Sega.com is dedicated to bringing the technology and content required
for networked entertainment to game developers and game players alike,
leveraging the network possibilities for a multitude of devices including
game consoles, cellular phones and PDAs.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.6 billion video games worldwide, creating enduring industry
icons such as Mario(TM) and Donkey Kong(R) and launching such franchises as
Zelda(TM) and Pokmon(R). As a wholly owned subsidiary, Nintendo of America
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.
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SEGA SPORTS NCAA COLLEGE BASKETBALL 2K3 LAUNCHES ON XBOX AND NINTENDO
GAMECUBE

New Franchise Debuts with Exclusive Features Including 300 Division I
Schools, Online Play, ESPN Telecast-Style Presentation and More Than 600
College-Specific Animations

SAN FRANCISCO (December 10, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA Sports(TM) NCAA(R) College Basketball 2K3" for the
Xbox(TM) video game system from Microsoft(R) and Nintendo GameCube(TM).
Produced by Visual Concepts Entertainment, a SEGA development studio, and
developed by Kush Games, "SEGA Sports NCAA College Basketball 2K3" delivers a
number of innovative features including an impressive roster of more than 300
Division I schools, online play, an ESPN telecast-style presentation and more
than 600 college-specific animations. Harnessing the power of each next
generation console, SEGA Sports' new franchise features everything college
hoops fanatics will expect from the makers of "SEGA Sport (TM) NBA 2K3," the
game Rolling Stone Magazine calls "the best basketball simulation out there."

"In the development of 'SEGA Sports NCAA College Basketball 2K3,' we
concentrated on perfecting both the gameplay and visual elements that are
truly specific to college hoops," said Greg Thomas, president of Visual
Concepts Entertainment, a SEGA development studio. "As the only college
basketball title to offer such a vast line-up of schools, online gameplay and
an in depth Legacy Mode, 'NCAA College Basketball 2K3' puts you right on the
court to experience the passion and excitement of the college game."

With complete 2002 NCAA schedules and playing styles for more than 300
Division I schools, "SEGA Sports NCAA College Basketball 2K3" capitalizes on
the strengths, weaknesses and specific traits of each program, immersing
gamers into the world of hoops in true college fashion. From the
college-style player models and school-specific banners to the rowdy fans at
Cameron Indoor Stadium, every last detail of NCAA hoops is replicated in
lifelike realism.

Modes of play in "SEGA Sports NCAA College Basketball 2K3" include
Exhibition, Season, Tournament, Gym Rat, Practice and Legacy. The extensive
Legacy Mode lets players build their own modern-day dynasty, as gamers can
scout and play (as early as week 10 in the regular season) as well as recruit
and sign the country's top high school prospects. It also lets players
develop their team's specific offensive and defensive styles, redshirt
players, monitor Top 25 and R.P.I. (Ratings Percentage Index) rankings and
stay glued to a bubble watch come tourney time. The exclusive Draft feature
inside the Legacy Mode lets gamers import graduating seniors into the pros in
"SEGA Sports NBA 2K3." In the Gym Rat Mode users can play "pick-up" games
while Practice Mode lets players practice their skills and get familiar with
the game. "SEGA Sports NCAA College Basketball 2K3" also lets Xbox gamers
from around the country play each other over the Internet on Xbox Live(TM),
bringing even the most intense conference rivalries closer to home.

These exclusive features and key elements are enhanced by more than 600
animations unique to "NCAA College Basketball 2K3," including all new dunks,
jump shots, diving saves and an enhanced passing game. Adding to this
authenticity is the addition of school-specific arenas, chants and fight
songs which bring the flavor of college hoops to life. Team specific plays
and playing styles, accurate player models and an ESPN telecast-style
presentation with TV-style game highlights, music and replays round-out the
authentic college basketball experience.

"SEGA Sports NCAA College Basketball 2K3," endorsed by former Duke University
All-American point guard Jay Williams, is currently available for the Xbox
and Nintendo GameCube for a suggested retail price of $49.95. It was released
for the PlayStation(R)2 computer entertainment system in early December.
Screen shots and package art of "SEGA Sports NCAA College Basketball 2K3" are
available at: http://segapr.segaamerica.com.

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a registered trademark of ESPN,
Inc. ESPN branded elements (C) Disney. All other trademarks are the property
of their respective owners.

Officially Licensed Collegiate Products" label is the exclusive property of
The Collegiate Licensing Company. The "Collegiate Licensed Product" label is
the property of the Independent Labeling Group. All names, logos, team icons
and mascots associated with the NCAA, universities, and conferences are the
exclusive property of the respective institutions. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.
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SEGA WINS SEVEN GAMESPOT GAME OF THE YEAR AWARDS

"SEGA Sports NFL 2K3" wins Best Traditional Sport Game on all New Platforms;
"Virtua Fighter 4" wins Best Fighting Game; And Much More

SAN FRANCISCO - (January 8, 2003) - Reinforcing its reputation for creating
the best video game content, SEGA(R) of America, Inc. today announced that
seven SEGA games received prestigious 2002 GameSpot Game of the Year Awards.
"SEGA Sports(TM) NFL 2K3" received three awards for Best Traditional Sports
Game across all next-generation platforms - PlayStation(R)2 computer
entertainment system, the Xbox(TM) video game system from Microsoft(R) and
Nintendo GameCube(TM). "Virtua Fighter(TM) 4" was honored as Best Fighting
Game on PlayStation 2. "JSRF - Jet Set Radio Future(TM)" received two awards
for Best Graphics and Best Music on Xbox. "Rez(TM)" won the Best Graphics
award on PlayStation 2. The GameSpot Game of the Year awards, which highlight
the best and worst games of 2002, are divided into five platform-based
categories and one general category and are determined by GameSpot's team of
expert editors who carefully evaluate and review the year's most notable
games to make their selections.

"SEGA games were selected from among hundreds of outstanding titles launched
in 2002," said Greg Kasavin, executive editor of GameSpot. "Winning seven
awards is testament to the strength of SEGA's content lineup and credit to
its world-class developers."

"SEGA Sports NFL 2K3" (PlayStation 2, Xbox, Nintendo GameCube): The most
authentic pro football video game, "SEGA Sports NFL 2K3" features
ground-breaking Artificial Intelligence, unparalleled lifelike animations, an
ESPN telecast-style presentation, an in-depth franchise mode, and full online
gameplay options on PlayStation 2 and Xbox. The game that pushes the
boundaries of realism and blurs the line between a football video game and a
real-life NFL telecast, "SEGA Sports NFL 2K3" was also heralded as the "Best
Sports Game" by the "Game Critics Awards: Best of E3, 2002" and is rated "E"
for "Everyone."

"Virtua Fighter 4" (PlayStation 2): Created by world-renowned developer Yu
Suzuki, "Virtua Fighter 4" adds layers of depth to the series' featuring an
all-new fighting engine emphasizes speed, timing and finesse, that challenges
experts to master complex combos. A deep training mode lets gamers study
moves, strategy and timing before squaring off against their opponents.
"Virtua Fighter 4," also hailed as "The Best Fighting Game Ever Made" by
gaming enthusiast publication Official U.S. PlayStation Magazine, is rated
"T" for "Teen."

"JSRF - Jet Set Radio Future" (Xbox): Delivering extreme skating, extreme
action and extreme style, "JSRF - Jet Set Radio Future," is set in a massive
interactive city in which Tokyo crews square off for new turf all in the name
of freedom of expression. "JSRF - Jet Set Radio Future," features
mind-blowing cel-shaded graphics and a slammin' soundtrack combining hip-hop,
techno and electronic beats from some of the hottest names in music including
The Latch Brothers, Russell Simins, Cibo Matto, Scapegoat Wax, Bran Van 3000,
Bis, BS 2000 and The Prunes. "JSRF - Jet Set Radio Future" is rated "T" for
"Teen" and is exclusive to Xbox.

"Rez" (PlayStation 2): Widely acclaimed for its unique artistic style and
pulse-pounding music, "Rez" is a music-enhanced action-shooter set in a
vibrant, vector-graphic world. In "Rez" gamers must navigate within a vast
computer network plagued by viruses to revive Eden, an advanced life form,
from her overload-induced coma by hacking code and shooting an array of
firewalls and viruses in a dreamlike network environment. "Rez" is rated "E"
for "Everyone."

Artwork of SEGA games is available at http://segapr.segaamerica.com. For more
information about the GameSpot Game of the Year Awards, please visit
www.gamespot.com.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About GameSpot
Launched in May of 1996, GameSpot has become the preferred site for nearly 4
million gamers monthly worldwide. GameSpot offers users free access to tens
of thousands of PC and video game reviews, previews, game downloads, guides,
hints, and news stories.

ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (c)
Disney.

(TM), (R) and the Nintendo GameCube logo are trademarks of Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

All other trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.
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TWO NEW SONIC THE HEDGEHOG GAMES TO DEBUT THIS SUMMER FROM SEGA

SAN FRANCISCO - (January 28, 2003) - SEGA(R) of America, Inc. today announced
that two new Sonic The Hedgehog(R) games are currently in development and
will be released in the U.S. this summer. "Sonic Adventure(TM) DX"(working
title) will be released in May exclusively for the Nintendo GameCube(TM), and
"Sonic Pinball Party(TM)" will ship in June for the Game Boy (R) Advance.

"Sonic Adventure DX" is Sonic The Hedgehog's third blazing-fast quest on the
Nintendo GameCube, and the ultimate version of one of Sonic's biggest SEGA
Dreamcast(TM) blockbusters. Featuring enhanced graphics, sound and Game Boy
Advance connectivity, "Sonic Adventure DX" pits Sonic and his pals against
the dastardly Dr. Eggman and his wicked plans for world domination.

"Sonic Pinball Party" for the Game Boy Advance challenges gamers to shoot,
tilt and flip their way through Sonic the Hedgehog, Samba de Amigos and
Nights-themed pinball tables and party games. The game supports up to four
players with one Game Pak via the Game Boy Advance Game Link(R) cable. "Sonic
Pinball Party" will also connect with "Sonic Adventure DX" via the Nintendo
GameCube Game Boy Advance Cable.

"SEGA's Sonic The Hedgehog is back just in time for summer in two new
action-packed games for the Nintendo GameCube and Game Boy Advance," said
Mike Fischer, vice president, SEGA of America. "To date, Sonic has proved to
be phenomenally popular on the Nintendo GameCube and we're excited that Sonic
is resonating with a whole new generation of gamers."

For screen shots and artwork for "Sonic Adventure DX" and "Sonic Pinball
Party" please visit the SEGA PR FTP site at:
ftp://segapr.segaamerica.com/sega_games/sega_entertainment

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.
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SEGA AND MCDONALD'S UNITE TO DELIVER INNOVATIVE PREMIUMS THIS SUMMER

Sonic The Hedgehog and Super Monkey Ball Branded Premiums Come Alive In
McDonald's Happy Meals This Summer

SAN FRANCISCO - (February 18, 2003) - SEGA(R) of America, Inc. today
announced it has entered into an affiliation with McDonald's(R) Corporation,
the world's largest quick service restaurant to create a new line of
McDonald's Happy Meal(R) premiums. Based on two top-selling SEGA franchises -
Sonic The Hedgehog(R) and Super Monkey Ball(TM), the premiums will come alive
this summer at participating McDonald's restaurants throughout North America.

"Sonic The Hedgehog and Super Monkey Ball are two of SEGA's most popular
video game franchises," said Mike Fischer, vice president of marketing, SEGA
of America, Inc. "SEGA's affiliation with McDonald's affords us the
opportunity to generate increased exposure for these properties among a
growing universe of gamers."

"We believe consumers will have a great reaction to the innovative Sonic The
Hedgehog and Super Monkey Ball premiums found only in McDonald's Happy Meals
this summer," said Karlin Linhardt, senior director, U.S. marketing,
McDonald's Corporation. "SEGA's properties are extremely popular and we look
forward to bringing them to McDonald's consumers through this unique Happy
Meal offering."

The premiums will be supported by significant marketing campaigns from both
companies. Details on the premium items and marketing plans will be announced
at a later date.

Artwork of SEGA's Sonic The Hedgehog and the Super Monkey Ball characters are
available at <ftp://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About McDonald's
McDonald's is the world's leading foodservice retailer, with more than
30,000 restaurants serving 46 million people each day in 121 countries.
Approximately 80 percent of McDonald's U.S. restaurants are owned and
operated by independent local businessmen and women.
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SEGA'S LEGENDARY DEVELOPER YU SUZUKI HONORED WITH HALL OF FAME AWARD AT 2003
INTERACTIVE ACHIEVEMENT AWARDS

LAS VEGAS - D.I.C.E. Summit - (March 3, 2002) - SEGA(R) of America, Inc.
today announced that Yu Suzuki was awarded the coveted Interactive
Achievement Hall of Fame Award from the Academy of Arts and Sciences (AIAS),
a non-profit member organization dedicated to recognizing the art and science
inherent in videogames. The Interactive Achievement Awards were presented in
conjunction with the D.I.C.E. Summit (Design, Innovate, Communicate,
Entertain) on Thursday, February 27, 2003 in Las Vegas.
The Hall of Fame Award is decided by the Academy of Arts and Sciences board
of directors and embodies the highest standards for consideration including:
pioneering a new genre or redefining an existing genre with significant
advance; influencing other designers and products; demonstrating the highest
level of creativity and innovation which results in ongoing cultural
significance and influence; and consistent product success of a scale that
expands the scope of the industry.
"Yu Suzuki's video games have helped to enhance awareness and appreciation
for this interactive art form and we are pleased to honor him for his
leadership and innovation with this year's Hall of Fame Award," said Paul
Provenzano, President of AIAS.

Widely recognized as one of the forefathers of console video gaming, Yu
Suzuki has made significant contributions to the interactive entertainment
industry. Suzuki is best known for his many industry firsts and genre
breaking games including "Outrun(TM)," "Space Harrier(TM)," "Shenmue(TM),"
and the "Virtua Fighter(TM)" series. The "Virtua Fighter" series is
recognized for its contributions in the fields of Art & Entertainment and is
the only video game on permanent display in the Smithsonian Institution's
Permanent Research Collection on Information Technology Innovation, at the
Smithsonian's Natural Museum of American History in Washington, D.C.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About the Academy of Interactive Arts and Sciences
Located in Los Angeles, CA, the Academy of Interactive Arts & Sciences
(AIAS) is an official professional academy of the $7+billion interactive
entertainment software industry. AIAS is supported by the industry's leading
companies and counts among its board of directors representatives from
Activision, Bioware Entertainment, Electronic Arts, Ensemble Studios,
Infogrames, Insomniac Games, Interactive Digital Software Association,
Microsoft, Nintendo of America, Oddworld Inhabitants, Sony Computer
Entertainment America, Sierra Entertainment, and Carnegie Mellon University.

For more information about AIAS, the Interactive Achievement Awards, or the
D.I.C.E. Summit, visit the Web site at www.interactive.org
<http://www.interactive.org/>, or www.dicesummit.com.

# # #
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Enjoy a Sonic the Hedgehog trivia game at this URL:

http://score.sega.com/games/sonicDX/
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Time to take a trip to eBay! Today through June 12, SEGA and McDonald's are
auctioning off a SEGA/McDonald's Fun Pack, with proceeds going to Ronald
McDonald House charity. The auction is in honor of the upcoming launch
SEGA-branded toys to be included in McDonald's Happy Meals beginning June 27
- the first ever interactive electronic handheld premiums!

Be the first to get your hands on the ultimate Fun Pack, featuring many
exciting items that will make you the envy of all your friends, including:

* Two complete sets (six games in each set) of the SEGA/McDonald's premiums:
one standard set, and one special silver-plated set created specifically for
this auction (one of only two silver-plated sets available to the public!)

* A copy of the upcoming "Sonic Adventure DX Director's Cut" for Nintendo
GameCube - before it launches - as well as a copy of the newly released
"Sonic Pinball Party" for Game Boy Advance

* A framed picture of SEGA's official mascot and the world's favorite speedy
blue hero, Sonic The Hedgehog, signed by his creator and president of
world-renowned SONICTEAM development studio, Yuji Naka

* One sterling silver Sonic ring - one of 500 in existence!

* A one-of-a-kind Sonic The Hedgehog statue - one of only 250 available!

Visit eBay today and place your bid!
http://cgi.ebay.com/ws/eBayISAPI.dll?ViewItem&item=3028355072&category=1488&r
d=1

Don't miss out on the chance to be the coolest kid (or grown-up kid) on the
block!

 ------------
Category 8,  Topic 4
Message 49         Mon Jun 02, 2003
KGAGNE [Ken]                 at 20:11 PDT

* A one-of-a-kind Sonic The Hedgehog statue - one of only 250 available!
    ^^^                                                   ^^^

Uh... hello? ;-)
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SEGA, VISUAL CONCEPTS AND ESPN INTRODUCE NEW ESPN VIDEOGAMES BRAND

Former "2K" Sports Series Gets a New Name, Enhanced ESPN Features and New
Senior Vice President to Drive Strategy

NEW YORK - (June 18, 2003) - The leading sports games on the market are about
to get even better with new features and branding from the most recognizable
name in sports. SEGA(R)'s sports studio, Visual Concepts Entertainment, maker
of the acclaimed '2K' sports game series, and ESPN, the worldwide leader in
sports, today announced at a press conference at the ESPN Zone, a deeper
alliance and new branding for the former SEGA Sports "2K" sports videogame
series which will now be called ESPN Videogames. Further reinforcing the
brand's greatest benefits - ESPN integration and presentation - ESPN
Videogames will continue to deliver some of the best sports videogames on the
market.
Titles planned for release starting this Fall under the new ESPN Videogames
brand will include: "ESPN NFL Football," "ESPN NBA Basketball," "ESPN NHL
Hockey" and "ESPN College Hoops." These games will be available for the
PlayStation(R)2 computer entertainment system and the Xbox(TM) videogame
system from Microsoft(R).
"ESPN World Series(R) Baseball" is also planned for release.

"With ESPN Videogames, sports gamers will experience the same level of fun,
realism and competition that they know and demand from the '2K' games, but
with an all new presentation and attitude only ESPN can help us deliver,"
said Greg Thomas, president of Visual Concepts Entertainment. "We are making
great game changes this year and players can look forward to seeing the new
ESPN integration and innovative features not only this Fall, but year after
year."

"We've only scratched the surface with this relationship. The possibilities
are endless for how we can continue to enhance the sports gaming experience
with ESPN Videogames," said Rick Alessandri, senior vice president and
general manager, ESPN Enterprises. "The new branding and further integration
is just the first step, with so many more improvements and ground-breaking
features to come."

New ESPN Features, ESPN Talent Performing Commentary The enhancements in the
2004 line-up of ESPN Videogames don't stop with the new names - they will be
jam-packed with new features and updates that truly take advantage of the
ESPN alliance. Visual Concepts' sports games have always been heralded for
having the most complete and realistic commentary in the industry. Now, ESPN
Videogames will feature innovative commentary with the inclusion of ESPN
talent in the games. ESPN veteran Chris Berman will provide commentary and
re-caps reported from a re-created SportsCenter studio in "ESPN NFL Football"
during pre-game, half-time and post-game, while Gary Thorne and Bill Clement
will handle the play-by-play and color in "ESPN NHL Hockey," thus further
blurring the lines between an ESPN game and a sports telecast.

ESPN's well-known presentation features will also be infused within the games
from ESPN-stylized camera angles to stat panels, fresh overlays and
additional music. In addition, the 2004 ESPN Videogames opening game
interface will be modeled after ESPN's famous look, from the ESPN NFL
Countdown animation to the in-studio SportsCenter set, which will become the
backdrop for the menu screen.

Strategic, Innovative Marketing Push
With this closer alliance, Visual Concepts and ESPN will work intimately on
all strategic marketing elements that will effectively convey the message
about the brand and the line-up. Starting in August, consumers will see the
ESPN Videogames marketing onslaught - starting with "ESPN NFL Football" -
aimed at making sure that consumers nationwide know that ESPN Videogames
makes some of the leading sports games in the business. By maximizing on-air
integration of ESPN Videogames with ESPN programming or through promotional
and event tie-ins such as the ESPN The Magazine National College Tailgate
Tour and the ESPN National Truck Tour, this powerful combination of Visual
Concepts and ESPN will further differentiate and support the new direction of
the ESPN Videogames properties.
Overseeing marketing for ESPN Videogames will be Steven Raab, senior vice
president of sports marketing for Visual Concepts. In this capacity, Raab
will work closely with ESPN to set marketing strategy, overseeing all
elements of advertising, promotions, communications and sports licensing.
Formerly, Raab served as senior vice president of sports marketing and
programming at Turner Broadcasting. There, he managed several of Turner's
major properties including NASCAR, Major League Baseball and College
Football.
"ESPN Videogames opens up a world of opportunity and new game play
experiences for consumers," said Raab. "This brand is about fun, competition
and a realistic sports gaming experience. We look forward to further driving
home that message with consumers through our marketing and our unparalleled
titles."
At the core of all the ESPN Videogames product launches this year will be an
innovative, hard-hitting advertising campaign. Created by Wieden and Kennedy
out of New York, the renowned agency that handled campaigns for major
consumer brands including ESPN and Nike, the first of the new ESPN Videogames
ads will kick off with ESPN NFL Football. The ads will focus on a compelling
new feature that has never been seen before in a football videogame.
Assets from "ESPN NFL Football" and the ESPN Videogames logo are available:
ftp://ftp.accesspr.com/Public/Sega/ESPN_Videogames/Brand_Assets/

###

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

World Series is a trademark owned by the Office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <<www.bigleaguers.com>>
(C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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WARREN SAPP SIGNS ON AS COVER ATHLETE FOR "ESPN NFL FOOTBALL" VIDEOGAME

NEW YORK - (June 18, 2003) - ESPN Videogames today, at a press conference at
the ESPN Zone, announced the signing of Tampa Bay Buccaneers' defensive
tackle and Super Bowl champ Warren Sapp to serve as the official spokesperson
and cover athlete for "ESPN NFL Football."

"ESPN NFL Football" will be the first game released under the newly-formed
ESPN Videogames brand announced today as a collaboration between SEGA(R),
Visual Concepts, maker of the acclaimed "2K" series, and ESPN, the worldwide
leader in sports.

"Warren Sapp embodies the intensity and passion the NFL is known for. He
possesses an amazing amount of drive and competitiveness that makes him one
of the most intimidating figures in the NFL," said Greg Thomas, president,
Visual Concepts Entertainment. "Warren plays like every game may be his last,
despite facing double and triple teams on virtually every down. He works
tirelessly to shut down his opponents' offense and has a great time doing it,
epitomizing what 'ESPN NFL Football' is all about."

Upon joining the Buccaneers in 1995, Warren Sapp immediately made his mark in
the NFL and was named Defensive Player of the Year by Football Writers'
Association, Football News and ABC. He is also a five-time Pro Bowl pick
whose career sack total of 65 puts him second in all-time club history.

"I've been playing sports videogames for as long as I can remember," Sapp
said. "You always imagine yourself in the games and dream of the day that it
could be a reality and now that it is, I can only say that I am ready to be a
part of 'ESPN NFL Football.'"

"ESPN NFL Football" will bring sports gamers the same unparalleled gameplay
that they have come to expect from the 2K franchise along with ESPN's well
known presentation features that will now be entirely integrated in all ESPN
Videogames.

With an all-new play calling system and gameplay that can be scaled to both
hardcore sports gamers and rookies alike, ESPN NFL Football will provide a
polished and fun experience for football fans everywhere.

Additional titles being released starting this fall under the new ESPN
Videogames brand will include: "ESPN NBA Basketball," "ESPN NHL Hockey" and
"ESPN NCAA College Hoops." All titles will be available for the
PlayStation(R)2 computer entertainment system and the Xbox(TM) videogame
system from Microsoft(R).

"ESPN World Series(R) Baseball" is also planned for release.

"ESPN NFL Football" will be available at retailers nationwide this fall.

Screenshots of "ESPN NFL Football" and box art can be found at:
ftp://ftp.accesspr.com/Public/Sega/ESPN_Videogames/Brand_Assets/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

World Series is a trademark owned by the Office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <<www.bigleaguers.com>>
(C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN VIDEOGAMES INTRODUCES REVOLUTIONARY FIRST PERSON FOOTBALL FEATURE

New Mode Provides Unique Opportunity to Experience Game Sights and Sounds
>From Every Position on the Field

SAN RAFAEL, California - (July 7, 2003) - Armchair quarterbacks, beware!
SEGA(R)'s sports studio, Visual Concepts Entertainment, maker of the
acclaimed '2K' sports game series, and ESPN, the worldwide leader in sports,
today announced First Person Football, a revolutionary style of gameplay that
allows gamers to immerse themselves completely in a sports videogame- from
the first person perspective. First Person Football will make its debut this
fall in "ESPN NFL Football," giving the definition of virtual football a
whole new meaning. For the first time ever, a sports video game will be
played through the perspective of the players themselves as every sight and
sound is experienced from behind the helmet.

"Our fans have been asking us to find ways they can get even more involved in
the game," said Greg Thomas, president, Visual Concepts Entertainment, maker
of the acclaimed "2K" sports game series. "We've put considerable resources
behind this revolutionary feature and created a game mode that allows you to
become any player on the field and experience the game just as they do every
time they hit the field."

"This is a truly exciting new feature for sports fans, and we're excited to
bring it to them and to the gaming community," said Rick Alessandri, senior
vice president and general manager, ESPN Enterprises. "ESPN has always been
about serving the fans, and these games will really make them part of the
action."

With strikingly realistic audio and visual components, the most minute of
details have been included in First Person Football. Depending on which
position gamers select to control for each play, the audio and visual
experience will change. As the quarterback, players can hear the ominous
footsteps of defensive linesman closing in, their pounding heartbeat or the
thud of their body hitting the grass after a tough tackle.

The accurate viewpoint of every player on the field has been captured, from
kicker to fullback, allowing gamers to alternate players for every play
giving them a truly immersive gridiron experience.

"ESPN NFL Football" will be available at retailers nationwide this fall and
will be available for the PlayStation(R)2 computer entertainment system and
the Xbox(TM) video game system from Microsoft(R).

Screenshots of "ESPN NFL Football" and First Person Football are available
at:
ftp://ftp.accesspr.com/public/Sega/ESPN_Videogames/Brand_Assets/First_Person
_Football/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation. First
Person Football is a registered trademark.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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NEW "CRIB" FEATURE IN ESPN NFL FOOTBALL BRINGS GAMERS BIG REWARDS AND
BRAGGING RIGHTS

Gamers "Score Big" For Great Plays, Big Points and Playing Style

SAN RAFAEL, California - (July 21, 2003) - SEGA(R)'s sports studio, Visual
Concepts Entertainment, maker of the acclaimed '2K' sports game series, and
ESPN, the worldwide leader in sports, today announced details surrounding an
innovative new feature called "The Crib," which will be available exclusively
in the Fall release of "ESPN NFL Football."

"The Crib" gives gamers access to an empty pad that they can deck out with
more than 300 unlockable items as they play through the game and score
points, make plays or just get lucky. The more gamers play, the more they can
win, so "The Crib" will offer players more of an incentive to crush the
competition.

"We already knew that our sports gamers were ultra-competitive, so we wanted
to keep challenging them to be on their game when they play," said Greg
Thomas, president of Visual Concepts Entertainment, maker of the acclaimed
'2K' sports game series. "This is one of the many ways that we are raising
the bar in 'ESPN NFL Football' this year with innovative features that keep
the game not only challenging, but also fun."

As gamers play through "ESPN NFL Football," they will be alerted via overlays
that they have unlocked an item for their "Crib." There are a wide variety of
unlockable "virtual" rewards ranging from mini-games such as air hockey or
paper football; decorative items such as couches, bobbleheads or recliners;
team-specific items such as NFL team banners, in addition to a load of other
items. At anytime during the game, players can review their User Card to
track the progress of their unlockables.

"ESPN NFL Football" will be available at retailers nationwide in September
for the PlayStation(R) computer entertainment system and the Xbox(TM)
videogame system from Microsoft.

Screenshots of "ESPN NFL Football" and "The Crib" can be found at:
ftp://ftp.accesspr.com/public/Sega/ESPN_Videogames/Brand_Assets/The_Crib/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.
NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. All other trademarks are the
property of their respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN NHL HOCKEY GIVES GAMERS A CHANCE TO SHOW-OFF THEIR "SKILLS" IN TRUE NHL
STYLE

"Skills Competition" Feature in ESPN NHL Hockey to Make an All-Star Debut

SAN RAFAEL, California - (July 29, 2003) - Faceoff! Sega(R), Visual Concepts
Entertainment, maker of the acclaimed '2K' sports series, and ESPN, the
Worldwide Leader in Sports, today announced details about their new "Skills
Competition" mode which will be available exclusively in the upcoming video
game release of "ESPN NHL(R) Hockey."

The "Skills Competition" mode in "ESPN NHL Hockey" gives gamers a chance to
put their skills to the test in six separate events. Players will put
themselves on the line in contests like Fastest Skater, Hardest Shot, Puck
Control and Accuracy Shooting. Team skills are then tested in events like
Breakaway Relay. The more gamers practice and play in the "Skills
Competition" mode, the better their hockey gaming skills will be as they have
the choice to participate in single drills or in larger progressive mini-game
versions of these drills.

"Sports gamers want a strong sense of competitiveness with an equal amount of
fun," said Greg Thomas, president of Visual Concepts Entertainment. "The
'Skills Competition' will challenge them, help make them better players -
allowing them to have the MOST competitive hockey experience when they bring
their game against another player."

Hockey fans, both old and new, will be brought together this September on the
virtual pond with "ESPN NHL Hockey" as the visual splendor on ice is captured
right down to the finest details. Whether it's the stunning player
resemblances or the innovative particle effects on the ice, "ESPN NHL Hockey"
delivers unrivaled graphic quality. In addition, this game features brand new
commentary from ESPN announcers Bill Clement and Gary Thorne.

The "Skills Competition" mode is modeled after the NHL's highly competitive
event, which takes place before the NHL All-Star Game each season.
Historically, the best in the NHL take home bragging rights after competing
in the "Skills Competition" and "ESPN NHL Hockey" cover athlete Jeremy
Roenick is no exception. Roenick's ability to shoot with precision won him
the "shot accuracy" title in 2003.

"ESPN NHL Hockey" will be available at retailers nationwide in early
September for the PlayStation(R)2 computer entertainment system and the
Xbox(TM) videogame system from Microsoft.

Screenshots of "ESPN NHL Hockey" and "Skills Competition" can be found at:
ftp://ftp.accesspr.com/public/Sega/ESPN_Videogames/Brand_Assets/EPSN_NHL_Hoc
key/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers.

Visual Concepts Entertainment is wholly owned by Japan-based SEGA
Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2003. All
rights reserved. (c) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by SEGA of
America, Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN VIDEOGAMES ANNOUNCES ESPN NFL FOOTBALL NOW AVAILABLE AT RETAILERS
ACROSS NORTH AMERICA

"ESPN NFL Football Hits The Line With Breakthrough Features"

SAN RAFAEL, CA - September 2, 2003 - ESPN Videogames today announced that the
highly anticipated ESPN NFL Football has shipped to major video game
retailers across North America. The long-awaited sequel to the critically
acclaimed "NFL 2K" series, ESPN NFL Football represents the highest standard
of both football realism and video game entertainment. ESPN NFL Football and
other ESPN Videogames titles are produced by Visual Concepts, SEGA's sports
studio.

"ESPN NFL Football has truly been a labor of dedicated passion," states Greg
Thomas, President of Visual Concepts. "One area that I am particularly proud
of is our online efforts. With online play available on both systems and our
soon to be announced online league feature, sports gamers are going score
this season!"

Added Rick Alessandri, senior vice president and general manager, ESPN
Enterprises, "This is a truly exciting time for us as we realize our goal of
presenting a fantastic sports video game for fans."

Available for both PlayStation(R)2 computer entertainment system and
Microsoft(C) Xbox console, ESPN NFL Football delivers the exhilarating
experience of professional football to hardcore pigskin fans and casual
sports gamers alike. One of the most important steps in bridging the gap
between the avid football gamer and the average pick-up player is bringing
the ESPN presentation home. ESPN NFL Football blurs the line between a
football video game and a Sunday Night Football telecast with ESPN overlays,
television-style wipes, cut sequences of excited fans, and most of all,
having the powerful presence of Chris Berman throughout the game.

Along with bringing the presentation style of The Worldwide Leader in Sports,
ESPN NFL Football introduces a new standard to sports video games - First
Person Football. Players will see, hear and feel the virtual pigskin battle
like never before, as they experience football through the eyes of each
player on the field. First Person Football invites gamers to see the linemen
clear a path from a running back's perspective, or feel the pressure from the
quarterback's eyes when a 300-pound defensive end comes charging around the
corner. In this mode users can take any role on the field and switch at the
touch of a button. Add to this a brand new, user-friendly playcalling
interface, thousands of unlockable items in The Crib(TM), and deep online
play for both PlayStation(R) 2 computer entertainment system and Microsoft(C)
Xbox console. ESPN NFL Football launches a superior standard of quality that
consumers can expect with every ESPN Videogames title.

For more information, visit http://www.espnvideogames.com

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN VIDEOGAMES ANNOUNCES ESPN NHL(R) HOCKEY NOW AVAILABLE AT RETAILERS
ACROSS NORTH AMERICA

"Highest-rated hockey video game this year breaks away from the competition
with new set of skills."

SAN RAFAEL, CA - September 12, 2003 - ESPN Videogames today announced that
the highly acclaimed ESPN NHL(R) Hockey is now available at major video game
retailers across North America. Continuing the high standard of sports
realism and video game entertainment of the ESPN Videogames brand, ESPN NHL
Hockey delivers speed, action and excitement to hockey fans. ESPN NHL Hockey
and other ESPN Videogames titles are produced by Visual Concepts - Sega's
sports developer.

"Our focus in developing a hockey video game has always been to find the
perfect balance between realism and virtual entertainment," states Greg
Thomas, President of Visual Concepts. "We wanted to ensure that ESPN NHL
Hockey would be widely accepted by both the casual hockey fan and by the
diehards. With balanced game play, striking visuals and the addition of the
Skills Competition, we are delivering the most complete hockey experience
ever."

Available for both the PlayStation(R)2 computer entertainment system and the
Microsoft(C) Xbox console, ESPN NHL Hockey brings a hockey experience like no
other game. The integration of the ESPN presentation is a key element in
delivering an exciting experience to the passionate hockey gamer and the
casual sports fan alike. ESPN NHL Hockey integrates a hockey video game, ESPN
overlays and television-style wipes. In addition, ESPN's top hockey
commentating team - Gary Thorne and Bill Clement - call all the action on the
ice.

Along with utilizing the presentation style of "The Worldwide Leader in
Sports," ESPN NHL Hockey is proud to present the Skills Competition. Based on
the popular events during the NHL's All-Star Weekend, players compete in
several challenges that test the precision, speed and strength of their
favorite NHL players. Users choose their favorite scorer as they test their
goal-scoring precision in Accuracy Shooting. Players who think they're fancy
with the stick will have to try maneuvering through an obstacle cone course
in Puck Control. ESPN NHL Hockey gamers can choose to compete against the
computer or against a friend, offline and online, in six exciting events that
will test their dexterity and mettle. The new Skybox feature also enhances
the overall experience by offering hundreds of unlockable, virtual items,
including retro uniforms, historic teams, trophies and more that can be
earned through various in-game accomplishments. ESPN NHL Hockey features
enhanced online play for both the PlayStation(R)2 computer entertainment
system and the Microsoft(C) Xbox console. ESPN NHL Hockey launches a superior
standard of quality that consumers can expect with every ESPN Videogames
title.

For more information, visit http://www.espnvideogames.com

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today,
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2003. All
rights reserved. (C) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN VIDEOGAMES ANNOUNCES NEW ISOMOTION FEATURE FOR ESPN NBA BASKETBALL

"A Revolutionary feature found only in ESPN NBA Basketball"

SAN RAFAEL, CA - (September 18, 2003) - ESPN Videogames today announced
details surrounding a revolutionary new feature for ESPN NBA Basketball
called IsoMotion(TM) - allowing players to control both sides of the court by
locking down opponents in a one-on-one encounter. This feature will be
available exclusively in the upcoming release of ESPN NBA Basketball. ESPN
NBA Basketball and other ESPN Videogames titles are produced by Visual
Concepts - Sega's sports developer.

Taking "control" to the next level, IsoMotion lets gamers execute one
offensive move and then build upon it, allowing them to execute a crossover,
spin, hesitate and, finally, take a quick step back and go for the three -
all in one fluid movement. The defensive game is also taken to previously
unseen heights with IsoMotion. Defensive players will now be able to react to
every offensive move - blocking open lanes; stopping drives while judging
direction; and potentially drawing the charge - creating true one-on-one
"isolation" play within the game.

"'ESPN NBA Basketball's' all-new ball-handling system combines the best of
both offensive athleticism and defensive reaction skills," said Greg Thomas,
president of Visual Concepts. "Basketball video games have historically
focused primarily on offense, allowing players to make only one move at a
time. IsoMotion gives sports gamers a chance to concentrate on both sides of
the court, combining countless moves into one play."

IsoMotion simulates the real interaction between the offense and defense, not
only by allowing offensive players to find the open lane, but also by giving
defensive players the chance to stop them in their tracks and force a
turnover. Allowing users to sequence both offensive and defensive techniques,
the feature adds both skill-based and reflexive play.

Developed by Visual Concepts - makers of the critically acclaimed "SEGA
Sports NBA 2K" series - ESPN NBA Basketball builds on the franchise's success
as one of the best basketball simulations ever made by introducing more than
double the animations and by creating incredibly innovative features like
"IsoMotion."

ESPN NBA Basketball will be available at retailers nationwide this October
and will be available for both the PlayStation(R)2 computer entertainment
system and the Xbox(TM) videogame system from Microsoft(R).

Screen shots of ESPN NBA Basketball can be found at:
ftp://ftp.accesspr.com/Public/Sega/ESPN_Videogames/Brand_Assets/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN. ESPN is a registered trademark of ESPN, Inc.
ESPN branded elements (C) ESPN, Inc

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2003 NBA Properties, Inc. .

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SEGA of America today announced that "Nightshade" is the official name for the
upcoming PS2 title formerly known as "Kunoichi" (it remains "Kunoichi" in
Japan) as well as the release of new screenshots. Players take on the role of
the sexy and dangerous female ninja Hibana as she battles legions of demonic
foes with unlimited combo attacks and powerful ninja magic. Developed by
SEGA's Overworks studio, "Nightshade" is slated to be released in early Q1 04.

MORE ABOUT NIGHTSHADE:
Tokyo is beginning the slow and tedious process of repairs after defeating
Hiruko's demon minions. Just as life is returning to normal, a new rift opens
between Earth and the demon realm. Unwilling to take such supernatural threats
lightly, the Japanese government enlists the talents of Hibana, a skilled
kunoichi ("female ninja") with a keen understanding of both martial and
mystical arts. As Hibana, players will battle countless demonic foes within a
wide assortment of unique urban environments spanning rooftops, construction
sites, industrial factories and more.
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EXCLUSIVE 24/7 MODE IN ESPN NBA BASKETBALL PROVIDES AROUND THE CLOCK
HARDWOOD FUN

SAN RAFAEL, CA - (September 24, 2003) - ESPN Videogames today announced
details surrounding 24/7 mode, the hottest new way to play ESPN NBA
Basketball, where gamers can create a player and participate in a series of
one-on-one match-ups to gain access to a locker full of unlockable, virtual
items. ESPN NBA Basketball will be available at retailers nationwide this
October for the PlayStation(R)2 computer entertainment system and the
Xbox(TM) videogame system from Microsoft(R). ESPN Videogames titles are
produced by Visual Concepts - Sega's sports studios.

The first step in 24/7 Mode is to create a player, choosing from one of
dozens of physical attributes. Once height, weight and physical features are
determined, the player will be able to hit the court and play one-on-one or
two-on-two match ups. Each new player starts with minimal abilities and
requires skills training in a variety of disciplines such as free throws,
dribbling, passing and more to help get them ready for their successive
match-ups.

Once a player is fully trained in the basics, challenges take place on street
courts and indoor arenas in various cities across the United States and
overseas. Gamers can challenge or be challenged by opponents in online play
for both the PlayStation2 computer entertainment system and the Microsoft
Xbox console or challenge computer controlled athletes offline.

The in-console clock keeps track of appointments as players call for on-court
meetings in real time. Allen Iverson might be available for a challenge in
Philadelphia at 2 p.m. for a one-on-one game; players must sync their watches
with their hardware system's clock because this mode plays out in real time.
In 24/7 Mode, winning is everything as more virtual accessories and items
become unlocked after each match-up and following the execution of key moves.

Unlockable items range from new courts to athletic apparel to accessories not
typically found on the hardwood. Items include jerseys, shoes and wristbands
a player can don for a game as well as some less-than-traditional
accessories, including fuzzy bunny slippers, night vision goggles and a
guitar that players can strap to their back as they hit the court. If the
user gets tired of beating up the computer and yearns for a human challenge,
he or she can take the "decked out" player online for street games with other
customized opponents. In this mode, players will be compelled to ask others
online for advice on who they need to play against or what challenge they
need to overcome to obtain specific items.

For 2-on-2 match-ups, gamers will need to find a partner to take on another
duo. To get connected with a partner on the court, they'll have to beat him
first. Once a player has won in a one-on-one game in 24/7 Mode, the opponents
phone number will be entered into the created players' cell phone. >From that
point on, a partner is just a phone call away.

In 24/7 Mode, practice makes perfect and gamers must work to keep their
players in top physical condition through competitions and training drills,
or they will lose their skills.

Screenshots of ESPN NBA Basketball can be found at:
ftp://ftp.accesspr.com/Public/Sega/ESPN_Videogames/Brand_Assets/

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., is the world's leading multinational, multimedia sports
entertainment company featuring a portfolio of over 40 multimedia sports
assets. The company is comprised of seven domestic television networks (ESPN,
ESPN2, ESPN Classic, ESPNEWS, ESPN Deportes (to be launched around the new
year), ESPN Now, ESPN Today), ESPN HD (a high-definition simulcast service of
ESPN), ESPN Regional Television, ESPN International (25 international
networks and syndication), ESPN Radio, ESPN.com, ESPN The Magazine,
SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed restaurants), and
other growing new businesses including ESPN Broadband, ESPN Wireless, ESPN
Video-on-Demand, ESPN Interactive and ESPN PPV. Based in Bristol, Ct., ESPN
is 80 percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2003. All
rights reserved. (C) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStationAE game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SEGA OF AMERICA ANNOUNCES NEW PRESIDENT AND COO

SAN FRANCISCO - (October 1, 2003) - SEGA of America, Inc., fully owned
subsidiary of SEGA Corporation in Tokyo, Japan, today announced that Hideaki
Irie has joined SEGA of America as president and chief operating officer,
effective October 1, 2003.

As president and COO, Irie's responsibilities will include directing SEGA's
console software gaming businesses in North America, including all product
and business development, marketing, sales, operations and content. Irie
brings more than a decade of leadership experience to the helm, which
includes a previous presidential role.

Irie is a 20-year video game industry veteran with 15 years management
experience with U.S.-based video game publishers. He joins SEGA from video
game publisher AgeTec, Inc., where he was a founding member and served as
president and CEO for five years. Prior to that, Irie was a president of
video game and peripheral publisher, ASCII Entertainment Software Inc. for
six years, which was a subsidiary to Japan-based ASCII Corporation.

"Hideaki has the leadership skills and experience to oversee all aspects of
SEGA of America, and we look forward to having him ensure the success of the
future strategic direction of our business in North America," said Hisao
Oguchi, president, SEGA Corporation.

About Sega
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.
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ESPN VIDEOGAMES ANNOUNCES ESPN NBA BASKETBALL NOW AVAILABLE AT RETAILERS
ACROSS NORTH AMERICA

ESPN NBA Basketball Soars Above the Rim Delivering High-Flying Fun and
Unparalleled Realism

SAN RAFAEL, CA - (October 21, 2003) - ESPN Videogames today announced that
the highly acclaimed ESPN NBA Basketball has shipped to major retailers
across North America. Having set the standard in basketball realism and
entertainment, ESPN NBA Basketball continues its dynasty delivering
unparalleled visual quality, unrivaled gameplay entertainment, and true
innovation that is the foundation of the ESPN Videogames brand. Furthering
the commitment to creating a telecast-quality experience, ESPN NBA Basketball
includes the talent of Kevin Frazier - ESPN SportsCenter anchor - and Tom
Tolbert - NBA analyst for ESPN - as in-game announcers. ESPN NBA Basketball
and other ESPN Videogames are produced by Visual Concepts.

"Basketball is a brilliantly fast game that encompasses elements of
athleticism, strategic teamwork, and showtime style, "states Greg Thomas,
president of ESPN Videogames. "I'm proud to say that ESPN NBA Basketball is
our finest basketball effort to date, striking a wonderful balance between
the authenticity of the NBA and the tremendous fun of a video game. We've
added several new features to ESPN NBA Basketball which will grab the
attention of gamers familiar with our franchise, and new consumers looking to
play the best basketball game."

Available for both PlayStation(R) 2 computer entertainment system and
Microsoft(C) Xbox console, the creativity and athleticism of NBA stars are
demonstrated through the addition of IsoMotion(TM). This new feature invites
players to create crossover, spin, and quickstep combinations and counter
with proper positioning, anticipation, and timing in this unique control
system. The core concept behind this new feature is to bring the one-on-one
game that exists within every NBA team match-up to the user. Every scenario
is now a chess match as every offensive action has an equal defensive
reaction. Through the use of IsoMotion(TM), players can use their creativity
to disrupt defenses, create mismatches, and blow by inadequate defenders as
they drive to the hoop.

Along with new advancements in control mechanics, ESPN NBA Basketball debuts
themost innovative gameplay mode in any sports game to date - 24/7 mode. In
this mode, players can create their own b-baller, with all the necessary
customization including height, hairstyle, accessories, tattoos and more. As
they progress through 24-7 mode, gamers are challenged to continuously train
their athlete's skills in real-time or suffer falling behind the pack as the
in-console clock keeps track of player's statistical data, timing of matches
and virtual gear that the player has unlocked. Simply put, if the gamer wants
to get the jersey off of Larry Bird's back, they will have to wait until he's
available for a one-on-one match up. 24-7 mode offers both online and offline
play as challenges can be made to other users.

ESPN NBA Basketball pushes the limits of reality with the addition of
simulated cloth jerseys and shorts animations on each player. With every
movement made, the player's clothing reacts realistically as the lines of
realism are further blurred.

ESPN NBA Basketball is supported by ESPN videogames online leagues for
PlayStation(R) 2, and can be accessed by any PC at www.espnvideogames.com
<http://www.espnvideogames.com> by clicking on the 'online gaming' link.

For more information, visit us online at <http://www.espnvideogames.com>.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN. ESPN is a registered trademark of ESPN, Inc.
ESPN branded elements (C) ESPN, Inc

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2003 NBA Properties, Inc. .

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ESPN VIDEOGAMES RUNS THE CAMPUS HARDWOOD -- ANNOUNCING ESPN COLLEGE HOOPS

First Team All-American and College Player of The Year T.J. Ford to be
spokesperson and cover athlete for ESPN College Hoops

SAN RAFAEL, CA - (October 20, 2003) - ESPN Videogames announced today that
T.J. Ford, Naismith and Wooden Award winner from the University of Texas,
will be the spokesperson and cover athlete for the upcoming ESPN Videogames
college basketball title, ESPN College Hoops. Chosen in the first round of
the 2003 NBA Draft by the Milwaukee Bucks, T.J. Ford's leadership,
hard-working nature, and winning attitude made him a natural selection to
represent ESPN Videogames entry into college basketball. ESPN College Hoops
delivers all the high drama, miraculous buzzer-beaters, tear-soaked
heartaches and proud pageantry of "The Big Dance" with this new release. ESPN
Videogames titles are produced by Visual Concepts - Sega's sports studio.

"Tradition, pride and emotion are the staples of college basketball," says
Greg Thomas, president of ESPN Videogames. "College players compete against
rivals for the honor of their school. ESPN College Hoops faithfully recreates
the high-spirited atmosphere of college basketball and maintains the high
quality of gameplay, graphics and presentation that gamers have come to
expect from all ESPN Videogames titles."

Added Rick Alessandri, senior vice president and general manager, ESPN
Enterprises, "College basketball is one of the most exciting seasons for fans
and ESPN, and this game will bring fans in as part of the action for a great
video game experience."

To further enhance the emotional environment of college basketball, ESPN
College Hoops is proud to feature the high-profile ESPN talent of Mike
Patrick and Jay Bilas. Together, the enthusiastic play-by-play of Mike
Patrick supported by the veteran analysis of Jay Bilas guarantees the most
insightful and entertaining commentary in any college basketball game.

With a host of new gameplay additions -- including enhanced IsoMotion(tm),
comical cutscenes, and year-round recruiting -- ESPN College Hoops promises
to deliver the most engrossing and emotion-filled college basketball
experience. Developed by Kush Games Inc., ESPN College Hoops is scheduled for
release on Microsoft Xbox(R) and PlayStation(tm) 2 consoles in November 2003.

For more information, visit us online at http://www.espnvideogames.com

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

 ------------
Category 8,  Topic 4
Message 63         Fri Dec 05, 2003
KGAGNE [Ken]                 at 19:24 PDT

ESPN VIDEOGAMES STEPS UP TO THE PLATE WITH ESPN MAJOR LEAGUE BASEBALL(R)

Award winning ESPN broadcast veteran Jon Miller to call balls and strikes
for ESPN Major League Baseball

SAN RAFAEL, CA - (December 03, 2003) - ESPN Videogames has announced its
newest sports title set to debut in Spring 2004 - ESPN Major League Baseball.
Formerly known as the "World Series(R) Baseball 2K" series, ESPN Major League
Baseball will deliver the exhilarating drama and heart-pounding action of the
"Major Leagues." ESPN Videogames is proud to announce that New York
Yankees(R) slugger Jason Giambi will be the official spokesperson and cover
athlete for ESPN Major League Baseball. Providing players with the complete
ESPN experience, ESPN Major League Baseball will feature two stalwart ESPN
baseball veterans: Jon Miller and Karl Ravech. Miller, who is set to begin
his 15th season on ESPN's Sunday Night Baseball, will handle the play-by-play
duties on the virtual diamond, while Ravech, the host of ESPN's Baseball
Tonight, will provide the in-studio analysis.

"Baseball fans instantly recognize the names of Jon Miller and Karl Ravech,"
says Greg Thomas, president of ESPN Videogames. "Jon is considered one of
today's best baseball commentators and his voice instantly registers a
comfortable warmth for baseball fans when they listen to him call the balls
and strikes. Meanwhile, Karl brings a distinguished poise to his broadcasts
for both ESPN's Baseball Tonight and SportsCenter. Together, they bring a new
level of ESPN integration into our game."

In addition to adding these two ESPN heavyweights, ESPN Major League Baseball
will feature brand new ESPN integration elements to enhance the broadcast
atmosphere. New television-style cut scenes and dynamic close-ups build the
drama of the game. ESPN-styled wipes, overlays, the innovative K-Zone(TM) and
GameCast are additions gamers will also see this spring. K-Zone is an
exciting, exclusive visual tool integrated by ESPN used to visually create
each batter's unique strike zone. GameCast is another innovative tool that
gives the user an in-depth, pitch-by-pitch analysis of simulated games, and
also allows the player to join in a simulated game in progress at any time.
Developed by Blue Shift Inc., ESPN Major League Baseball is scheduled for
release on both the PlayStation(R)2 computer entertainment system and the
Microsoft(C) Xbox console. ESPN Major League Baseball and other ESPN
Videogames titles are produced by Visual Concepts - Sega's sports studio.

For more information, visit us online at http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds
a 20 percent interest in ESPN.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official Major League
Baseball website at MLB.com (C) MLBPA - Official Licensee, Major League
Baseball Players Association. Visit the Players Choice on the web at
www.bigleaguers.com (C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SONIC HEROES SHIPS; DEBUTS ON NINTENDO GAMECUBE

SEGA's Mascot Stars in New Action Platformer Launching on All Three Systems
this Month

SAN FRANCISCO (January 6, 2004) - SEGA(r) of America today announced the
launch of "Sonic Heroes(tm)" for Nintendo GameCube(tm) - the first original
Sonic The Hedgehog(tm) console game in three years. SEGA's most anticipated
game launch of the year is expected to ship on Microsoft Xbox(tm) and Sony
PlayStation(r)2 January 27.

"Sonic Heroes" challenges gamers to control three characters simultaneously,
each offering the unique individual ability of speed, power or flight.
Multiple teams follow their own unique story paths across 14 massive stages.
Their combined objective: to thwart the plans of Sonic's arch nemesis, the
nefarious Dr. Eggman.

"'Sonic Heroes' represents a milestone in the history of SEGA as the first
entertainment title launching across all three next generation console
systems," said Hide Irie, President and chief operating officer, SEGA of
America, Inc. "We are excited to deliver what we feel is the best Sonic game
yet to the largest possible gaming audience."

"Sonic Heroes" is designed to appeal to players of all ages and skill levels
as they experiment with four unique teams comprised of classic Sonic friends
and foes for a total of 12 playable characters. "Sonic Heroes" changes the
face of Sonic the Hedgehog and action-platform games in general by offering
innovative design while still maintaining the unrelenting action and speed
that made the Sonic franchise so enduring over the years. "Sonic Heroes" also
includes seven multi-player mini-games to ensure maximum replay value.

Since his birth 12 years ago, Sonic The Hedgehog has spanned several
generations of videogame systems to appear in over 30 games that have sold
more than 33 million units of software. Consistently a top-selling franchise,
Sonic The Hedgehog continues to be a popular icon worldwide in 2004 and one of
the most recognized and celebrated video game characters of all time.

"Sonic Heroes" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.95.  For screenshots and artwork visit the SEGA
FTP site at: http://segapr.segaamerica.com/.

About SEGA

SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home.  The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc.  SEGA of America's Web site is located at
www.SEGA.com.

# # #

SEGA and Sonic the Hedgehog are trademarks or registered trademarks of SEGA
Corporation in the U.S. and/or other countries. PlayStation is a registered
trademark of Sony Computer Entertainment Inc. Nintendo GameCube is a trademark
of Nintendo. Microsoft and Xbox are either trademarks or registered trademarks
of Microsoft Corporation in the U.S. and/or other countries and are used under
license from Microsoft. All other trademarks are the property of their
respective owners.
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SEGA PARTNERS WITH CARTOON NETWORK AND WARNER BROS. INTERACTIVE ENTERTAINMENT
TO PUBLISH SAMURAI JACK: THE SHADOW OF AKU FOR PLAYSTATION 2, XBOX AND
NINTENDO GAMECUBE

Amaze Entertainment Studio to Develop Console Game Based on Emmy-winning
Cartoon Network Series

San Francisco (January 27, 2004) - SEGA(r) of America, Inc. has announced that
Cartoon Network and Warner Bros. Interactive Entertainment have awarded it the
license to publish a console game based on the popular Cartoon Network series
Samurai Jack(tm). The videogame developed by Amaze Entertainment, named
"Samurai Jack: The Shadow of Aku," will be available on Microsoft Xbox(tm),
PlayStation(r)2 computer entertainment system, and Nintendo GameCube(tm) in
March 2004.

Samurai Jack is the highly stylized, Emmy-winning action cartoon from Genndy
Tartakovsky, the creator of Dexter's Laboratory and the director of the
popular new animated epic micro series, Star Wars: Clone Wars. "Samurai Jack:
The Shadow of Aku" was developed for a broad audience by Amaze's Adrenium
Games studio. It's a free roaming, easy to control action-adventure that's
perfect for fans of the television series who are both casual players and
hardcore gamers. Ensuring an authentic Samurai Jack experience, the team
worked closely with the show's creator, artists, voice talent and composer.
The game portrays all of Jack's signature moves and weaponry as the kinetic
action sequences are combined with clever puzzles and engaging item quests.

"Amaze Entertainment has done an excellent job developing Cartoon Network's
Samurai Jack into a viable videogame and SEGA of America is proud to establish
a relationship with Warner Bros. Interactive Entertainment to publish the
title across all platforms," said Hide Irie, President and COO of SEGA of
America. "We will continue to pursue strong strategic partnerships to create
exciting and marketable software based on dynamic properties."

"Samurai Jack, an epic adventure from one of Cartoon Network's greatest
storytellers, Genndy Tartakovsky, is a perfect inspiration for a high-action
video game," said John Friend, senior vice president of Cartoon Network
Enterprises. "We know that SEGA and Amaze Entertainment will bring a new level
of excitement to the Samurai Jack property as we introduce interactive games
across a number of platforms."

"This console game successfully captures the feel of Samurai Jack and offers
compelling and diverse gameplay," said Philippe Erwin, vice president for
Warner Bros. Interactive Entertainment. "Our collaboration with SEGA and Amaze
has produced an exciting game that will provide fans with a new way to
experience the unique world of Samurai Jack and also extend the reach of the
Cartoon Network show."

"SEGA of America has an enviable history publishing great character-based
video games and expanding the brand awareness of licensed properties in the
consumer market," said Dan Elenbaas, CEO of Amaze Entertainment Inc. "A great
game and brand like Samurai Jack deserves a strong publisher and SEGA has the
strength and vision to make this a successful video game franchise."

Cartoon Network's Samurai Jack tellss the story of a warrior banished to the
future by an evil shape-shifting wizard. Samurai Jack must travel the world,
encountering an amazing array of cultures and civilizations as he seeks the
portal to send him back to his own time. A man of few words, Samurai Jack
relies on his mental and physical training as a warrior to help him fend off
the evil wizard's forces. The show is highlighted by its magnificent artistry,
gripping action sequences and evocative score, giving Samurai Jack a cinematic
feel.

Samurai Jack debuted in November 2001. More than 11.5 million viewers tuned in
to watch one of multiple plays of the 90-minute premiere the first weekend it
aired. Since then, Samurai Jack has established a strong fan base with its
distinctive, hard-edged look and its tongue-in-cheek dialogue. An average of
more than 2 million viewers tune in for each telecast. Of that audience, more
than 13% are adults 18-34, making Samurai Jack one of Cartoon Network's top
shows among young adults. Fifty-two half-hour episodes of Samurai Jack have
been created.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Warner Bros. Interactive Entertainment
Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor of entertainment content for the interactive
space across all current and future platforms, including console, MMPOG,
PC-based gaming and wireless applications.

About Cartoon Network
Cartoon Network, currently seen in 85.7 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network showcases unique original
ventures such as Codename: Kids Next Door, The Powerpuff Girls, Dexter's
Laboratory, Samurai Jack, Courage the Cowardly Dog, Ed, Edd n Eddy and other
Cartoon Cartoons. Cartoon Network also features Adult Swim, a late night block
of animation for grown-ups. Since its launch in 1992, Cartoon Network has
remained one of ad-supported cable's highest-rated networks. Cartoon Network's
Web site is located at http://CartoonNetwork.com (AOL Keyword: Cartoon
Network).

About Amaze
Amaze Entertainment(r) is one of the world's largest independent developers of
interactive entertainment. Through its five unique studios, the company
creates high-quality games for virtually every platform -- from popular
handheld devices and PCs to today's advanced game consoles. Recognized for
creating top-selling titles, Amaze is expert at developing exceptionally fun
and exciting games built on the most popular entertainment brands.
www.amazeentertainment.com

SAMURAI JACK and all related characters and elements are trademarks of and (c)
Cartoon Network. (s04)
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SEGA EXPANDS MOBILE CONTENT BUSINESS IN NORTH AMERICA
Game Content to launch on Verizon Wireless

Tokyo (January 29, 2004) - SEGA(r) Corporation today announced the launch of
its mobile content for the Verizon Wireless "Get It Now (tm)" mobile Internet
service. SEGA expects that the Verizon content, which becomes available on
February 1, will enhance the company's Mobile Content Business in North
America.

Verizon Wireless is the largest mobile operator in North America with over 36
million subscribers (as of Sep30, 2003). SEGA will start the provision of
following content for Verizon Wireless.

Content                 Price (per Download)    Price (per Month)
SEGA Snowboarding(tm)      $7.99                           $4.99
SEGA Pengo(tm)             $4.99                           $2.99
SEGA Flicky(tm)            $4.99                           $2.99
SEGA Fast Lane(tm)         $4.99                           $2.99

SEGA has provided game content to mobile carriers in North America since
partnering with Sprint PCS in August 2002. SEGA already provides mobile
content for following mobile carriers in North America:

Launch Date             Carrier                  Number of Titles
August 2002             Sprint PCS                      23
October 2002            AT&T Wireless                   8
February 2003           ALLTEL                          4
July 2003               Bell Mobility (Canada)          12
July 2003               T-Mobile U.S.A.                 6
October 2003            Qwest Wireless                  22

SEGA will continue to enhance its Mobile Content Business as it expands into
worldwide markets such as North America, Japan, Asia, and Europe.

CONTACT:

Bret Blount
SEGA of America, Inc.
415-701-4124
bret.blount@segaamerica.com

# # #
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NATIONAL COCA-COLA PROMOTION GIVES GAMERS THE CHANCE TO SCORE ESPN VIDEOGAMES
IN 2004

Promotion Kicks Off As College Hoops Heats Up In March

ATLANTA, February 5, 2004 - The Coca-Cola Company today announced a promotion
with the Coca-Cola classic brand and  the ESPN Videogames line of exciting
sports titles.  The program will officially kick off in March 2004 with a
national promotion featuring opportunities for gamers to score $10 off ESPN
Videogames by purchasing Coca-Cola.   ESPN Videogames are produced by Visual
Concepts - Sega's sports studio.

"When we created our national promotion around the phenomenon of electronic
gaming, we knew we wanted ESPN Videogames to be a part of it," said Steven
Schiller, group director, Coca-Cola Trademark, Coca-Cola North America.  "ESPN
Videogames are great titles with superior game play and, incredible realism,
and in 2004 Coca-Cola fans can score big discounts on these awesome games
through this new relationship."

An innovative under-the-cap program will offer easy-to-redeem prizes of $1
bankable on-line for up to $10 off selected ESPN Videogames titles including
basketball, football, baseball and hockey.

The program will run for eight months, kicking off with college basketball in
March and running through the beginning of the football season in October.
Sports fans and gamers will also have opportunities to win other sports-themed
prizes like ride-alongs in a stock car with a member of the Coca-Cola Racing
Family, as well as ESPN Videogames and Coca-Cola products throughout the
promotion.

"This alliance further establishes ESPN Videogames as a leader in the
marketplace," said Steve Raab, senior vice president of marketing for Visual
Concepts.  "We couldn't be happier to work with Coca-Cola on this national
program, as it not only gives consumers another great reason to grab a Coke,
but also provides them with a great way to access the sports games they love
to play."

The ESPN videogames program marks the first national initiative in electronic
gaming by The Coca-Cola Company in North America.  "This partnership
represents a unique opportunity to celebrate consumer's passion for sports and
electronic gaming, and fully leverage the marketing strengths of our
respective brands," said Chip York, senior manager, Interactive Gaming,
Coca-Cola North America.

The Coca-Cola/ESPN Videogames promotion will be featured on 20-ounce bottles
of Coca-Cola classic, Vanilla Coke, and cherry Coke in the United States and
will be supported by traditional and non-traditional media, including
television, radio, print, and on line advertising.  In addition, ESPN
Videogames kiosks will be integrated into key Coca-Cola marketing and sampling
programs throughout the year.

The Coca-Cola Company is the world's largest beverage company.  Along with
Coca-Cola, recognized as the world's best-known brand, the Company markets
four of the world's top five soft drink brands, including diet Coke, Fanta and
Sprite, and a wide range of other beverages, including diet and light soft
drinks, waters, juices and juice drinks, teas, coffees and sports drinks.
Through the world's largest distribution system, consumers in more than 200
countries enjoy the Company's beverages at a rate exceeding 1 billion servings
each day.  For more information about The Coca-Cola Company, please visit our
website at www.coca-cola.com <http://www.coca-cola.com>.

Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.  For
more information on ESPN Videogames games, visit
<http://www.espnvideogames.com>

ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities.  The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive.  Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company.  The Hearst Corporation holds a 20 percent interest in
ESPN.

ESPN is a registered trademark of ESPN, Inc. All other trademarks are the
property of their respective owners.
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SEGA and Sports Interactive Announce Five Year Partnership
----------------------------------------------------------
Sports Interactive's New Football Management Game to be Published by
SEGA

LONDON, UK (February 12, 2004) -- SEGA(R) of Europe Ltd and Sports
Interactive, a leading developer of sports management computer games, today
announced a partnership granting SEGA(R) the worldwide rights to publish all
output from Sports Interactive for the next five years. The partnership marks
a significant step for both companies' plans for worldwide growth.

Following Eastside Hockey Manager (working title) due to be released Summer
2004, Sports Interactive's next product with SEGA will be the latest
incarnation of their highly-acclaimed football management technology.
Maintaining the heritage and experience accumulated through 15 years of
development as creators of the Championship Manager(R) series of multi-award
winning and chart topping games, the new game will be renamed as part of a
fresh branding exercise as Football Manager(TM). Due for release Q4 2004,
this year's edition entitled Football Manager 2005, will see numerous
advancements in technology and gameplay, including new tactics, pre- and
post-match analysis and other features designed to immerse players further
into the game.

SEGA has rights to distribute Sports Interactive's games across all relevant
territories using its global publishing operation. As SEGA grows its
portfolio of products to match games offerings to market-specific tastes, the
partnership with Sports Interactive will also see the UK developer's games
spreading to a broader market than before, with additional sports being
considered for future management games.

Naoya Tsurumi, President and COO, SEGA Europe Ltd, commented, "SEGA Europe's
relationship with SI is a significant partnership for both companies. SEGA is
looking forward to growing its base of market-specific products outside
Japan, and signing one of the most important developers in the UK underlines
our strong commitment to this." "We are absolutely delighted to have signed a
long-term deal with one of the biggest players in the global games business,"
added Miles Jacobson, Managing Director, Sports Interactive. "We're
justifiably proud of what we've achieved with our previous games and business
relationships, but we believe that this new agreement will take us to even
higher levels. With both Football Manager 2005 and Eastside Hockey Manager
due for release within a matter of months, we're confident that 2004 will be
just the first of many successful years for Sports Interactive and SEGA."

Matthew Woodley, European Marketing Director, SEGA Europe Ltd, added,
"We are delighted to extend our relationship with Sports Interactive. We're
really excited to be working with them with one of the most important PC
games ever and doubly excited to be able to help them achieve their goal of
worldwide distribution. Football Manager 2005 is going to be a huge hit this
year and something we're going to have a lot of fun working with."

About Sports Interactive

Sports Interactive (SI), the creator of the Championship Manager series, is
the world's leading developer of sports management simulations. Founded in
1994 and based in Islington, North London, SI has a full-time staff of 24 and
employs the services of more than 2,500 part-time researchers across the
globe. The company's games have enjoyed an unparalleled history of commercial
and critical success, with five of its creations among the UK's Top 20
best-selling PC games of all time. SI's future games will be published by the
global computer and video games giant, SEGA. Further information on the
company is available from its website, www.sigames.com.

About SEGA(R)

SEGA Europe Ltd. is the European Publishing arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Europe. SEGA Europe's web site is located at
www.sega-europe.com. SEGA(R) is a registered trademark of SEGA Corporation.
Eastside Hockey Manager, Football Manager and Sports Interactive are
trademarks or registered trademarks of Sports Interactive in the UK or other
countries. Championship Manager is a registered trademark or trademark of
Eidos Interactive. All other trademarks are the property of their respective
owners.
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ESPN VIDEOGAMES SWEEPS GAMESPOT GAME COMMERCIAL AWARDS

Consumers choose ESPN Videogames spots in sweep of traditional sports
categories for Gamespot.com's Game Commercial Awards

SAN RAFAEL, CA - (February 17, 2004) - ESPN Videogames today announced that
they have swept all the traditional sports categories in the first annual
GameSpot Game Commercial Awards. More than 50,000 GameSpot users participated
in the online event, viewing and voting on the 121 nominated spots in 16
categories. This contest marked the first time that consumers were asked to
choose their favorite commercials in a variety of categories including
Traditional Sports Overall, Traditional Sports: Football and Traditional
Sports: Basketball. ESPN Videogames was chosen number one in each of these
categories over all other competitors.

Produced by Wieden + Kennedy New York, the entire line of ESPN Videogames
spots features Saturday Night Live alumnus Tracey Morgan as 'Reggie Reg,' the
cross-eyed, obsessed sports fan, convinced that after playing each ESPN
Videogames title, he can beat ESPN Videogames world famous athletes at their
own game. ESPN NHL Hockey won for best Traditional Sports Commercial: Overall
and ESPN NFL Football and ESPN NBA Basketball each won in their respective
categories.

"This is a tremendous accolade to receive from the public," stated Steve Raab
senior vice president of marketing at ESPN Videogames. "The ESPN Videogames
television spots represent the commitment to excellence that we've put into
marketing these unparalleled sports titles."

"It's great to see that ESPN Videogames commercials match the quality of
their games in the eyes of these discerning fans," said Laurel Skillman vice
president of marketing at GameSpot. "With over 82 percent of our site
visitors on broadband, they are uniquely qualified to view and judge this
type of content."

"This advertising is reflective of how we interact with sports fans in any
form of promotion," said Aaron Taylor, VP of Marketing at ESPN. "As we evolve
the brand and attempt to serve fans in new product categories, we'll continue
to use advertising and promotion to not only sell the product, but to further
the relationship we have with sports fans. This award is further validation
of that philosophy."

GameSpot. is the largest game information site reaching over 10 million
unique gamers each month. A full list of award winners - and the winning ads
- can be viewed at http://dlx.gamespot.com/promos.

ESPN Videogames are produced by Visual Concepts - Sega's sports studio. For
more information, visit us online at http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly ow0ned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today, ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN. ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
ESPN, Inc

# # #

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2003 NBA Properties, Inc. .

NBA, NFL, NHL are trademarks of their respective owners and used with
permission. ESPN is a registered trademark of ESPN, Inc. ESPN branded
elements (c) Disney. All other trademarks are the property of their
respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2003. All
rights reserved. (c) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.
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SEGA BRINGS PUYO POP FEVER TO NORTH AMERICA
-------------------------------------------
SAN FRANCISCO (February 23, 2004) -- SEGA(R) of America, Inc. today announced
that it will publish "Puyo Pop Fever(TM)" in North America. Developed by
SEGA's Sonic Team studio, the latest version of SEGA's addictive puzzle
franchise offers an enhanced two-player experience that includes an an
ultra-intense Fever mode and boosted combo effects. A new story mode,
revamped graphics, and new puzzle pieces make this game as irresistible as it
is addictive. "Puyo Pop Fever" is scheduled to be released on Microsoft
Xbox(TM) and Nintendo GameCube(TM) in June '04.

Screens and Logos: http://segapr.segaamerica.com

Product Features:

* New Fever Mode gives a new twist to completing combos and enhances the
excitement level.

* New puzzle pieces featuring triple and quadruple sets, and a giant Puyo
challenge.

* Multiplayer Mode allows for players to compete head-to-head.

* 3D graphic effect enhances the impact when completing combos.

* Introduces 13 new characters and a whole new story.

# # #
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ESPN MAJOR LEAGUE BASEBALL ROCKS AND DELIVERS INNOVATIVE GAMEPLAY FEATURES

Power Pitching(tm), First Person Baseball(tm), and online play round the
roster of new breakout features.

SAN RAFAEL, CA (March 16, 2004) - ESPN Videogames is proud to announce
several new original features found only in ESPN Major League Baseball.  Key
features include Power Pitching(tm), First Person Baseball(tm), and online
play.  ESPN Major League Baseball will be available across North America on
April 15, 2004.

The completely revamped pitching system, Power Pitching(tm) gives the gamer
supreme control in the movement and speed of pitches.  An improved pitch
arsenal includes baffling knuckle-curves, crafty circle change-ups, and
staggering slurves for the most complete array of pitch types in any baseball
game.  The new pitching interface incorporates an 'Effort' meter where a
pitcher can increase the speed of the pitch or apply more movement to the
ball.  Pitching is about upsetting the batter's timing and with Power
Pitching(tm), complete control is in the hands of the player.

In ESPN Major League Baseball, fans will experience what it's really like to
play in a big league game with First Person Baseball(tm).  Users can bat,
pitch, field, and run the bases all through the eyes of a Major League
Baseball player.  In First Person Baseball(tm), players will comprehend the
true speed of a fastball at the plate, witness the soaring flight of fly
balls, and feel the roar of the crowd after hitting a game-winning home run.
No game has ever come this close to delivering the experience of major league
play.

The continuing rivalry between major league teams can finally be experienced
in the video game world as ESPN Major League Baseball delivers online play
for both the PlayStation(R)2 computer entertainment system and the Xbox(tm)
videogame system from Microsoft(R).  Online competitors can heckle their
opponent into submission through full voice chat support as they battle to
cement their team's winning tradition.

Features

* Power Pitching(tm) - New pitching system and interface delivers complete
control on the mound with new pitches, pitch animations, pitcher confidence,
and great variations of pitch speed and movement.

* First Person Baseball(tm) - With this new mode, gamers will see, hear, and
feel what it's like to be a major leaguer.  See first-hand the blazing speed
of a fastball, jump to take away a home run at the wall, and experience the
roar of the crowd upon hitting one out of the yard - all through the eyes of
a baseball player.

* Online Play- ESPN Major League Baseball offers online gameplay for both
PlayStation(R)2 and Xbox(tm) -- complete with downloadable rosters, voice
chat and more!

* ESPN Presentation - Similar to an ESPN Major League Baseball broadcast -
including the insightful game analysis and commentary of veteran ESPN talents
Jon Miller and Karl Ravech.  Also included - TV broadcast-style flybys,
stadium-specific cut sequences and ESPN's K-Zone pitch analysis - all in the
recognized style of the "Worldwide Leader in Sports."

* Field Drama - ESPN Major League Baseball includes hundreds of breakthrough
animations including broken bats, barehanded grabs, mound conferences,
curtain calls, and player reactions.

* Confidence Meter - Emotion plays a bigger role with the new Confidence
Meter that increases or decreases depending on pitching, hitting, and
fielding performance.

* New GM Career Mode - Users can control a baseball franchise as the general
manager and keep temperamental owners satisfied by completing goals.
Completing these goals will ensure job security and open up future
opportunities, while failure brings a greater risk of being fired.

* Clutch Gameplay - Users can utilize turbo boost when fielding to get a
quicker jump on the ball or to get the ball to a base faster.  Brand new
diving and wall-jumping catch animations bring a new level of on-field
excitement.

ESPN Videogames are produced by Visual Concepts - Sega's sports studio. For
more information on the games, visit <http://www.espnvideogames.com>.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities.  The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive.  Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company.  The Hearst Corporation holds a 20 percent interest in
ESPN.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official Major League
Baseball website at MLB.com (C) MLBPA - Official Licensee, Major League
Baseball Players Association. Visit the Players Choice on the web at
www.bigleaguers.com (C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.  Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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SEGA SHIPS SAMURAI JACK: THE SHADOW OF AKU
------------------------------------------
Nintendo GameCube and PlayStation 2 Owners

Let Their Inner-Samurai Come Out and Play

SAN FRANCISCO (March 23, 2004) - SEGA(R) of America today announced the
release of "Samurai Jack(TM): The Shadow of Aku" for Nintendo GameCube(TM)
and Sony PlayStation(R)2. Developed by Adrenium (an Amaze Entertainment
Studio), and licensed by Cartoon Network(TM) and Warner Bros. Interactive
Entertainment(TM), "The Shadow of Aku" delivers a 3D interactive experience
that captures the look and feel of Cartoon Network's popular animated series.

As Samurai Jack, players face-off against characters from the show, including
Mad Jack and the Scotsman, while trying to find the time portal home to save
the kingdom from the evil Aku. During the course of the adventure, players
solve elaborate puzzles, release prisoners trapped under lock and key, and
master both melee and projectile combat maneuvers.

Adrenium Studios worked closely with Samurai Jack creator Genndy Tartakovsky
to develop a broadly appealing action game that incorporates all the visual,
audible, and thematic elements of the animated series, including the use of
key voice actors and playful references to specific episodes. The show's
striking imagery was painstakingly reworked into 3D, and the easy-to-learn
controls allow players to pull off the same flashy combos and powerful
strikes that have made Jack an action icon on television.

"We are happy to align the launch of 'Samurai Jack: The Shadow of Aku' with
the Cartoon Network series and the upcoming release of Samurai Jack: Season
One on DVD," said Scott A. Steinberg, vice president of entertainment
marketing, SEGA of America, Inc.        "The Samurai Jack property lends
itself to diverse gameplay and high-action interactive fun. Game fans can
expect more high quality, mass-market games carrying the SEGA brand as part
of a new initiative to blend acquired content with award-winning,
internally-developed IP."

"Interactive games are a great way to give gamers the chance to participate
in the adventures of favorite characters, like Samurai Jack. Because everyone
expects a high level of detail and artistry from Samurai Jack, we knew we had
to execute our first console game for this property perfectly," said John
Friend, senior vice president, Cartoon Network Enterprises. "We tapped into
Samurai Jack's creative team at every phase of development to make sure that
'Samurai Jack: The Shadow of Aku' is a seamless extension of the Emmy-winning
series by Genndy Tartakovsky.   We think gamers and Samurai Jack fans will be
pleased."

Warner Home Video has recently announced the May 4th release of the first 13
episodes in a two-disk DVD box set titled: Samurai Jack: Season One. Samurai
Jack debuted on Cartoon Network in November 2001. During the first weekend it
aired, more than 11.5 million viewers tuned in to multiple broadcasts of the
90-minute premiere. Since then, Samurai Jack has established a strong fan
base with its distinctive, hard-edged look and its tongue-in-cheek dialogue.
On average, over 2 million viewers tune in for each telecast. Of that
audience, more than 13% are adults 18-34, making Samurai Jack one of Cartoon
Network's top shows among young adults.

"Samurai Jack: The Shadow of Aku" is rated "T" for Teen and is available at
retailers nationwide for an MSRP of $39.95. For screenshots and artwork visit
the SEGA FTP site at: http://segapr.segaamerica.com.

About SEGA

SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com/usa.

About Cartoon Network

Cartoon Network, currently seen in 86.2 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment.      Drawing from
the world's largest cartoon library, Cartoon Network showcases unique
original ventures such as Codename: Kids Next Door, The Powerpuff Girls,
Dexter's Laboratory, Samurai Jack, Courage the Cowardly Dog, Ed, Edd n Eddy
and other Cartoon Cartoons. Cartoon Network also features Adult Swim, a late
night block of animation for grown-ups. Since its launch in 1992, Cartoon
Network has remained one of ad-supported cable's highest-rated networks.
Cartoon Network's Web site is located at http://CartoonNetwork.com (AOL
Keyword: Cartoon Network).

About Warner Bros. Interactive Entertainment

Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a publisher of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

About Amaze

Amaze Entertainment(R) is one of the world's largest independent developers
of interactive entertainment. Through its five unique studios, the company
creates high-quality games for virtually every platform -- from popular
handheld devices and PCs to today's advanced game consoles.     Recognized
for creating top-selling titles, Amaze is expert at developing exceptionally
fun and exciting games built on the most popular entertainment brands.
www.amazeentertainment.com

# # #

SEGA is the trademark of SEGA Corporation in the U.S. and/or other countries.
SAMURAI JACK and all related characters and elements are trademarks of and
(C) Cartoon Network. (s04) PlayStation is a registered trademark of Sony
Computer Entertainment Inc. Nintendo GameCube is a trademark of Nintendo. All
other trademarks are the property of their respective owners.
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ESPN VIDEOGAMES ANNOUNCES ESPN MAJOR LEAGUE BASEBALL(R) NOW AVAILABLE AT
RETAILERS ACROSS NORTH AMERICA

ESPN Major League Baseball Steps Up to the Plate With a New Lineup of
Features

SAN RAFAEL, CA-(April 6, 2004)- ESPN Videogames today announced that ESPN
Major League Baseball has shipped to major retailers across North America.
Boasting stunning visual realism and unparalleled gameplay, ESPN Major League
Baseball offers the most authentic baseball experience on the market. ESPN
Major League Baseball is the only game to feature ESPN telecast elements and
a variety of new features. ESPN Major League Baseball and all other ESPN
Videogames titles are produced by Visual Concepts-Sega's sports studio.

"ESPN Major League Baseball pays homage to the great institution of baseball
by creating a product that envelops the player not only in the visual aspects
of the game, but the emotional aspects as well," said Greg Thomas, president
of Visual Concepts. "Our goal in developing ESPN Major League Baseball was to
capture the intensity and thrill of a real baseball game, and we believe
we've achieved that with new features like Power Pitching(tm), the Confidence
Meter and First Person Baseball."

Supporting online gameplay for both PlayStation(R) 2 computer entertainment
system and Xbox(tm) videogame system from Microsoft(C), ESPN Major League
Baseball promises the ultimate baseball experience for aspiring sultans of
swing. Innovative visuals include integration of revamped stadiums, broken
bats, mound conferences, and more into the game.

Additionally, players can take complete control of the mound with Power
Pitching(tm), taking a more interactive approach by offering new pitches,
pitch speeds, pitch interface, and pitch animations.

In a game where emotions ride high, confidence plays an integral role in the
success of a player's pitching, fielding, and hitting. ESPN Major League
Baseball takes that into account. The new Confidence Meter measures the
amount a player inhibits throughout the duration of the game- the more
confidence the player has, the better he performs.

First Person Baseball continues the legacy of through-the-players-eyes visual
innovation found in other ESPN Videogames titles. In ESPN Major League
Baseball the distinctive play mode brings the gamer into the action, as they
share the same perspective as the pitcher, hitter, base runner, or fielder.

Adding to the unrivaled ESPN experience are the voice talents of renowned
ESPN baseball announcers Jon Miller and Karl Ravech, who provide the
in-studio analysis and all the on-field play-by-play action. The integration
of ESPN's exclusive presentation elements further enhances the authenticity,
immersing the player into ESPN's distinguished telecast atmosphere. New
television cut-scenes, close-ups, ESPN-styled wipes, overlays, and K
Zone(tm)-- ESPN's exclusive visual pitch analysis -- are used in climatic
moments to help build the excitement of the game.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official Major League
Baseball website at MLB.com (C) MLBPA - Official Licensee, Major League
Baseball Players Association. Visit the Players Choice on the web at
www.bigleaguers.com (C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN VIDEOGAMES ANNOUNCES ESPN NFL 2005

SAN RAFAEL, CA (April 12, 2004) - ESPN Videogames is proud to announce the
next chapter of its critically acclaimed, adrenaline-pumping football series -
ESPN NFL 2005. The ESPN NFL series, known for its stalwart football realism
exhibited in bold gameplay and stellar animations, will be unleashed in Fall
2004.

"More than ever before, we're really looking forward to delivering the most
satisfying football experience ever in ESPN NFL 2005," states Greg Thomas,
president of Visual Concepts, maker of ESPN Videogames. "Fusing the thrill of
a real football game atmosphere with revolutionary gameplay features and
enhanced graphics, ESPN NFL 2005 truly is a hybrid from other mainstream
football games."

Pioneering some of the most innovative features found in any football game,
ESPN NFL 2005 promises sports fans a season full of the most realistic virtual
gridiron action and will be available for both the PlayStation(R)2 computer
entertainment system and the Xbox(tm) videogame system from Microsoft(R).

ESPN NFL 2005 and other ESPN Videogames titles are produced by Visual Concepts
- Sega's sports studio.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official Major League
Baseball website at MLB.com (C) MLBPA - Official Licensee, Major League
Baseball Players Association. Visit the Players Choice on the web at
www.bigleaguers.com (C) SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game system
that delivers the most powerful games experiences ever. Xbox empowers game
artists by giving them the technology to fulfill their creative visions as
never before, creating games that blur the lines between fantasy and reality.
Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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KEY IN-GAME FEATURES ANNOUNCED FOR ESPN NFL 2005

ESPN personalities, dramatic Franchise Mode additions, and Maximum Tackle(tm)
lead the new charge of enhancements for ESPN NFL 2005.

SAN RAFAEL, CA (April 28, 2004) - ESPN Videogames revealed today new details
about their upcoming football title, ESPN NFL 2005. ESPN NFL 2005 will
introduce several original features in Franchise Mode, the completely new
Maximum Tackle(tm) system, and further builds upon the exciting ESPN
presentation elements that include incorporation of ESPN personalities Suzy
Kolber, Trey Wingo, and Mel Kiper, as well as an expanded role for Chris
Berman.

ESPN NFL 2005 features Maximum Tackle(tm), a new dynamic gameplay mechanic
that gives gamers a deeper level of control on both offense and defense. On
offense as the ball carrier, the player can fight for extra yards while being
tackled; with superstar players, there's even a good chance of breaking out
of tackles. On defense, players now have full control when making tackles
where they can choose to go for the big highlight hit, or the textbook
wrap-up on opponents. Maximum Tackle(tm) adds a new dimension to the on-field
game, offering a realistic and exciting gameplay experience.

Many enhancements have been made to ESPN NFL 2005's Franchise mode. Couch
coaches hungering for the next innovations will be amazed with several new
additions including week-to-week prep of the team's training and workout
schedules, the ability to direct the coaches focus, and a new watch-and-react
visual simulator.

Further realizing the commitment to telecast quality, ESPN NFL 2005 will
feature energetic Suzy Kolber as both sideline and post-game interview
reporter. SportsCenter anchor Trey Wingo, and ESPN NFL Draft guru Mel Kiper
Jr. offer insight and opinion on the happenings in the NFL. A true-to-life
representation of Chris Berman will provide game wrap-ups and all the
hard-hitting highlights from the week's games.

ESPN Videogames are produced by Visual Concepts - Sega's sports studio. For
more information on the games, visit http://www.espnvideogames.com

###

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

All other NFL-related marks are trademarks of the National Football League.
Officially Licensed product of PLAYERS INC.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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Terrell Owens Signs On As Cover Athlete for ESPN NFL 2005

SAN RAFAEL, CA - (May 5, 2004) - ESPN Videogames today announced the signing
of Philadelphia Eagles wide receiver and NFL record setter, Terrell Owens, to
serve as cover athlete for ESPN NFL 2005. The highly anticipated sequel to
the critically acclaimed ESPN NFL series, ESPN NFL 2005 promises the ultimate
virtual football experience. Boasting seamless visuals, brand new features
and innovative gameplay, ESPN NFL 2005 is scheduled for release in Fall 2004.

"Terrell Owens is the ultimate NFL athlete, exuding true passion, high
energy, and raw talent," states Greg Thomas, president of Visual Concepts
Entertainment, the makers of ESPN Videogames. "Terrell stands out as a
dominant figure in football. Whether setting the NFL record for most
receptions in a game, delivering a ferocious block on rushing plays, or
pumping up his teammates and the crowd, Owens embodies the spirit of the NFL,
making him a perfect fit for our cover."

Terrell Owens makes his debut this season with the Philadelphia Eagles. Since
being drafted in the NFL in 1996, Owens has been named to play in the Pro
Bowl four years in a row, broken the record for most game receptions, has
averaged over 1,000 receiving yards since the 2000 season and has built a
solid reputation as being one of the league's most dangerous offensive
players.

"I'm always looking for new and different ways of integrating football into
my life," states Owens. "It's only natural that I'm a part of ESPN NFL 2005.
I'm one of the best on the real field and ESPN NFL 2005 is the best on the
virtual field. It's a perfect match and I'm excited to be a part of the ESPN
NFL 2005 team."


ESPN NFL 2005 promises pigskin fans the most responsive and intense football
gameplay ever seen in the highly anticipated sequel to ESPN NFL Football.
Revolutionary game features, rich multi-player gaming, seamless visuals, and
authentic ESPN presentation permeate the game, enveloping players into a
unique experience.

Available for both PlayStation(R)2 computer entertainment system and Xbox(tm)
videogame system from Microsoft(R), ESPN NFL 2005 and all other ESPN
Videogames titles are produced by Visual Concepts - SEGA's sports studio.

For more information on ESPN NFL 2005 and other ESPN Videogames titles, log
on to: http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

(C) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN Videogames Secures Celebrity Partnerships for Unique Relationship with
2005 Product Line

Details to be announced at exclusive event and on ESPN's Cold Pizza

SAN RAFAEL, CA (May 5, 2004) - ESPN Videogames is excited to announce a
unique celebrity relationship to be tied into their 2005 sports titles,
starting with the release of ESPN NFL 2005 this Fall. More details about ESPN
Videogames' latest venture and celebrity names will be released on May 11 at
an exclusive E3 2004 event. Celebrities from the event will be on featured
ESPN's popular morning show Cold Pizza during the week of May 10. Regarded as
the pioneer in the sports video game industry, ESPN Videogames once again
delves into unchartered territory with this new relationship.

ESPN Videogames has chosen a select few celebrities that are eager to work in
the promotion of the ESPN Videogames brand as well as having active
participation with the ESPN Videogames titles and the evolution of the
franchise.

"We're really thrilled about these new relationships and the opportunities
they create," states Steve Raab, senior vice president of marketing, ESPN
Videogames. "We have some great celebrities attached and ESPN Videogames is
looking forward to embarking on this project that merges pop culture with
great games."

Available for both Playstation(R)2 computer entertainment system and the
Xbox(R) videogame system from Microsoft, ESPN Videogames titles are produced
by Visual Concepts - SEGA's sports studio.

For more information, log on to http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

(C) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SEGA PARTNERS WITH WARNER BROS. INTERACTIVE ENTERTAINMENT TO CO-PUBLISH THE
MATRIX ONLINE

Massively Multiplayer Online Game Extends The Matrix Saga

ELECTRONIC ENTERTAINMENT EXPO (E3), LOS ANGELES (May 10, 2004) - Sega of
America, Inc. and Warner Bros. Interactive Entertainment, today announced an
agreement to co-publish The Matrix Online, the first massively multiplayer
online game (MMOG) based on Warner Bros. Pictures' popular Matrix property.

Under the terms of the worldwide exclusive deal, SEGA will manage
distribution of The Matrix Online, while Warner Bros. Interactive
Entertainment will oversee content development and manage the live game
operations. Both companies will supervise ongoing game development and
marketing activities for the game. The Matrix Online is expected to launch in
November 2004.

"We are pleased to combine SEGA's seasoned gameplay, game production and
distribution experience with the total vision, execution and completion of
The Matrix Online production," said Jason Hall, Senior Vice President of
Warner Bros. Interactive Entertainment. "Utilizing state-of-the-art graphics
techniques and a revolutionary tactile combat system, The Matrix Online
uniquely possesses the true potential to cross over into a mass market of
online gaming."


"SEGA is thrilled to join Warner Bros. Interactive Entertainment to provide
gamers around the world an opportunity to participate in the authentic and
continuously evolving world of The Matrix," said Hideaki Irie, President and
COO, SEGA of America, Inc. "With The Matrix Online, a North
American-developed title with a development span of more than four years,
both companies are boldly staking a claim in the ever-expanding world of
massively multiplayer games."

The Matrix Online is a MMOG where tens of thousands of players will jack into
the Matrix world to take an active role in continuing the saga of The Matrix
movie trilogy. Developed by Monolith Productions in conjunction with the
Wachowski Brothers, creators of The Matrix trilogy, the game will be a
re-creation of the virtual world of the Matrix, employing cutting-edge 3-D
graphics, networking and server technology. Gameplay in The Matrix Online
will be based on intricate and exciting "wire-fu" combat, an extensive
mission structure, social interaction and a completely customizable skill and
ability system.

For more information about The Matrix Online visit: www.TheMatrixOnline.com
and www.SEGA.com/usa.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Warner Bros. Interactive Entertainment
Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a publisher of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

THE MATRIX ONLINE, characters, names and all related indicia are trademarks
of and (c) Warner Bros. Entertainment Inc. (s04)

# # #
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ESPN VIDEOGAMES HEADS UPBREAKS NEW GROUND WITH ESPN NFL 2005

LOS ANGELES- (May 12, 2004) - Electronic Entertainment Expo - ESPN Videogames
today announced that the highly anticipated ESPN NFL 2005 will be unleashed
in Fall 2004. ESPN NFL 2005 promises to provide pigskin fans with the most
responsive and intense football gameplay yet. Revolutionary new game
features, rich multi-player gaming, seamless visuals, and true-ESPN
presentation come together creating the ultimate virtual football experience.

"Every year, we deliver the most comprehensive football experience to every
sports fan," says Greg Thomas, president of Visual Concepts, the producers of
ESPN Videogames. "We're committed to giving football fans not only the most
complete football video game, but also offer ground breaking new features
that provide unique gaming experiences. This year gamers will enjoy the
addition of original new features like the V.I.P. system - to achieve
unprecedented levels of quality in ESPN NFL 2005."

Setting new standards every year, ESPN NFL 2005 offers one of the most
compelling features seen in a sports video game with the V.I.P (Virtual
Identity Profile) System(tm). The V.I.P. System(tm) keeps track of an
assortment of player behaviors, on-field tendencies, play calling favorites,
and much more. Additionally, players can download their opponent's V.I.P.
profile and load up exactly how they play even if they're not there. The
V.I.P. System will have both offline and online components, so players will
be able to upload their V.I.P profile and download new profiles online.

Chris Berman and new sideline reporter Suzy Kolber headline an updated ESPN
presentation, complete with expanded ESPN integrations and an innovative
Franchise Show feature, allowing players to manage week-to-week preparation
of their team. Well-known ESPN draft expert Mel Kiper and SportsCenter's very
own Trey Wingo join in to deliver all franchise-related news. In celebration
of ESPN's 25th Anniversary, ESPN NFL 2005 will feature an ESPN 25th
Anniversary Mode, offering players the chance to rewrite history by replaying
classic NFL moments.

Players can not only receive bragging rights by beating their opponents
online, but also through the Crib's several new customizations and revamped
point system. Players even have the opportunity to get points by taking on
the challenge of playing against a celebrity and their dream team.

Virtual competition is more fun than ever as players are invited to connect
to the ultimate online gaming community (via the Xbox and PS2) offering the
most complete online sports experience on any video game console. Football
fanatics will rejoice at the plethora of tournament, league, and gameplay
options at their control. Real-time stats, friend connection updates, living
rosters, and impressive spectator options create a truly unique way of
playing ESPN NFL 2005.

Available for both PlayStation(R) 2 computer entertainment system and Xbox(R)
video game system from Microsoft(R), ESPN NFL 2005 provides football fans
with all the high-quality and dynamic elements expected from ESPN Videogames
with stunning visuals, dazzling graphics, and breakthrough moves and
gameplay.

ESPN NFL 2005 and other ESPN Videogames titles are produced by Visual
Concepts - Sega's sports studio. For more information, log on to
http://www.espnvideogames.com.

###

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

(C) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN Videogames Introduces the Next Movement in Virtual
Basketball with ESPN NBA 2005

LOS ANGELES (May 12, 2004) - Electronic Entertainment Expo (E3)- (May 12,
2004) - ESPN Videogames today announced the launch of thethat the
highly-anticipated ESPN NBA 2005, to will be released in Fall 2004. The king
of the court returns as ESPN NBA 2005 promises basketball hoopsters an
extraordinary experience that can be described as; the next movement in
virtual basketball. ESPN NBA 2005 challenges previous basketball standards by
introducing a multitude of new, unique graphical and gameplay enhancements
never before seen in sports video games.

"Old foundations that we set when we released our first basketball game are
being renovated with new exciting standards for the next generation of sports
gamers," states Greg Thomas, President of Visual Concepts, the producers of
ESPN Videogames. "To succeed in basketball, one mustyou have to elevate their
your game higher than the competition and that's the same in the virtual
arena. As sports gamers advance to the next level of the game they expect
more detail in the graphics, responsiveness to gameplay controls, and new
appealing features.Even with such high expectations, I believe fans of video
game basketball will be wonderfully surprised at the new standards we've set
in ESPN NBA 2005."

Supporting online game play for both Xbox(R) videogame system from Microsoft
and PlayStation(R)2 computer entertainment system, ESPN NBA 2005 delivers
intense hardwood action as court awareness and enhanced team movement take
have an integral role in the successful execution of plays. Pioneering a new
standard in artificial intelligence and player motion, ESPN NBA 2005
heightens the senses of the computer-controlled player with the exciting
debut of Reactive Court Sense. This new technology allows CPU players to
independently react to the human player'sopponents actions, creating a more
in-depth, natural response system that further blurs the line between virtual
and real courts.

The boundaries of gaming reality are further pushed as ESPN NBA 2005 jumps
into the Next Movement, the a unique momentum movement system that allows .
Players' players performances are to be directly influenced by their physical
make-up and ability, . This createsing a more realistic portrayal of team and
game dynamics. These elements will by determine determining if whether a
player can run up the court on a fast break quick enough or make a tough
basket from the top of the key.

Visuals and graphics reign supreme in ESPN NBA 2005 as new lighting effects,
hyper-realistic court reflections, self-shadowing, and stunning lifelike
players faces and expressions adorn the television screen. ESPN NBA's dribble
system makes a triumphant return with IsoMotion2 touting exciting
improvements to this revolutionary feature. The popular 24/7 feature gets an
upgrade with the addition of over 100 new items, new timed mini games, and
multi-player games.

The high-drama excitement and authenticity of ESPN NBA 2005 continues with
new ESPN integration elements. ESPN-style press camera angles, follow cams,
and stat overlays are implemented, adding to this unrivaled basketball
experience. Enhancing the true ESPN feel are the voice talents of sideline
reporter Michelle Tafoya and Hall of Fame legend Bill Walton, bringing all
the exhilarating on-the-court action.

ESPN NBA 2005 and other ESPN Videogames titles are produced by Visual
Concepts - Sega's sports studio. For more information, log on to
http://www.espnvideogames.com.

###

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2004 NBA Properties, Inc. .

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN Videogames Continues The Quest for Excellence On Ice
with ESPN NHL 2005

LOS ANGELES - (May 12, 2004) - Electronic Entertainment Expo (E3)- ESPN
Videogames today announced the next iteration of their number-one rated
hockey title, ESPN NHL- 2005, will ship in Fall 2004. The top-rated hockey
series returns to the virtual arena, promising hockey fans of every level a
competitive and compelling experience.

"We continue to innovate year after year," states Greg Thomas, president of
Visual Concepts, the producers of ESPN Videogames. "Hockey is a dazzling
spectacle of incredible speed and timely teamwork that makes it one of the
most electrifying sports to experience. We have added features in ESPN NHL
2005 that will appeal to both the hardcore hockey fanatic and casual weekend
warrior."

Players take control of their team's destiny and establish a hockey dynasty
in the most comprehensive Franchise Mode with enhanced minor league
management and full coaching staff control. New to Franchise Mode is
worldwide scouting, which allows players to scout international talent. If a
player is interested in a specific athlete, they can watch them in action and
even run practice drills to learn more about the player's attributes.

The fast-paced nature of hockey is fully captured with ESPN NHL 2005's Full
Intense Contact Controls(tm). Getting physical takes on a new meaning with
improved checks and new aggressive defensive tactics that can stifle an
opponent or, if not careful, put the offending athlete in the penalty box.
ESPN NHL 2005 includes more action and a completely redesigned fighting
engine.

ESPN NHL 2005 would not be complete without the stellar hockey commentating
duo, ESPN mainstays Gary Thorne and Bill Clement, who return to deliver the
most insightful and entertaining hockey analysis. Further ESPN presentation
improvements include cut scenes from the locker room, statistic-laden
overlays, more music, crowd chants, and ice girls. ESPN NHL Hockey 2005 will
be available for both PlayStation(R) 2 computer entertainment system and
Xbox(R) videogame system from Microsoft(C).

ESPN NHL 2005 and other ESPN Videogames titles are produced by Visual
Concepts - Sega's sports studio.

For more information, log on to http://www.espnvideogames.com.

###

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2004. All
rights reserved. (C) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN VIDEOGAMES ANNOUNCES CELEBRITY RELATIONSHIPS -
POP CULTURE INFUSES SOFTWARE ENTERTAINMENT

LOS ANGELES - (May 12, 2004) - Electronic Entertainment Expo (E3) - ESPN
Videogames today announced details of a unique celebrity relationship that
combines Hollywood, the music industry and football , and the video game
industry within ESPN NFL 2005. ESPN Videogames has partnered with celebrities
that who are eager to promote the ESPN Videogames brand and embrace the sport
and represent the broad audience range that has made video game entertainment
a successful mainstream mediumindustry.

"Exceeding 10 billion dollars in revenue, the video game industry has become
the hottest form of entertainment, with sports video games leading the pack,"
Video games have become the hottest form of entertainment media," saidtates
Steve Raab, Senior senior Vice vice President president of Marketing
marketing for Visual Concepts, the producers of ESPN Videogames. "Growing to
well over 9 billion dollars in revenue, the industry has become a mainstream
outlet, and sports video games are leading the pack. We approached key
celebrities who represent appeal to the broad diverse range of sports video
game enthusiasts. We're very excited by the new possibilities this
relationship brings and are pleased that each of these celebrities are as
enthusiastic to work with ESPN Videogames as we are with them."

The list of celebrities includes hip hop pioneer Funkmaster Flex; , Jamie
Kennedy of the Jamie Kennedy Experiment; , Carmen Electra from Carmen Electra
and the Pussycat Dolls; , Steve-O of Jackass and Wild Boyz fame; , and David
Arquette, famous for starring roles in Scream and Eight Legged Freaks. Each
celebrity will be found in the popular "Crib" mode in ESPN NFL 2005. "The
Crib" is a virtual pad where gamers can gain new unlockable items by
completing various goals. As they explore the mode, gamers will receive
in-game phone calls from celebrities who are looking for afor a challenge.
New items and further additional celebrity challenges will be revealed as the
player progresses through the game.

Available for both Playstation(R)2 computer entertainment system and the
Xbox(R) videogame system from MicrosoftA, ESPN NFL 2005 is scheduled to
release this fall. ESPN Videogames are produced by Visual Concepts - Sega's
sports studio.

For more information, log on to http://www.espnvideogames.com.

# # #

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the

broadest portfolio of multimedia assets in sports marketing with over 40
business entities. The company is comprised of

seven domestic television networks (ESPN, ESPN2, ESPN Classic, ESPNEWS, ESPN
Deportes (launching the end of 2003), ESPN Now, ESPN Today), ESPN HD (a
high-definition simulcast service of ESPN), ESPN Regional Television, ESPN
International (25 international networks and syndication), ESPN Radio,
ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN Zones
(sports-themed restaurants), and other growing new businesses including ESPN
Broadband, ESPN Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in
Bristol, Ct., ESPN is 80 percent owned by ABC, Inc, which is an indirect
subsidiary of The Walt Disney Company. The Hearst Corporation holds a 20
percent interest in ESPN.

(C) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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ESPN VIDEOGAMES ANNOUNCES TREMENDOUS VALUE FOR ESPN NFL 2K5

Critic's Choice Game Boasts Ground Breaking New Features at a Must-Have Price

SAN RAFAEL, CA-June 22, 2004- ESPN Videogames confirmed today that the
critically acclaimed ESPN NFL 2K5 will be available at the attractive retail
price of $19.99. This compelling price point is one part of an aggressive
marketing strategy that has been implemented since the announcement of a
sales and distribution relationship between Take-Two Interactive Software and
Sega Corporation for ESPN Videogames.

"For years, our fans and critics have been heralding our title as the
ultimate football experience," said Greg Thomas, President of Visual Concepts
- makers of ESPN Videogames. "We've pulled out every stop to make this the
best, most feature-rich NFL title on the market. In fact, we're even offering
the deepest online experience this year. Now, consumers score by getting the
best game at an unbeatable price."

Winner of numerous awards at E3 (Electronic Entertainment Expo) 2004,
including www.Gamespot.com <http://www.gamespot.com/>'s Best Sports Game
award, ESPN NFL 2K5 continues the 2K series' tradition of innovation and
quality gameplay by introducing groundbreaking new features. The V.I.P.
System(tm) (Virtual Identity Profile) allows players to keep track of a human
opponent's behavior, then save and re-load the behavior, allowing true
competitive play at any time. Maximum Tackle(tm) gives gamers an unparalleled
level of control from both sides of the field, from dishing out big hits as
the defense, to slipping out of tackles for extra yardage as the ball
carrier. Authentic ESPN Presentation elements include ESPN's Chris Berman and
Suzy Kolber, stylized on-screen graphics, ESPN's exclusive Skycam(tm) and a
full franchise show featuring ESPN personalities Mel Kiper, Jr. and Trey
Wingo. ESPN Videogames delivers the new standard in online play consisting of
competitive tournaments, deep online statistics and multiplayer leagues - all
offered at no additional cost to the consumer.

ESPN NFL 2K5 and other ESPN Videogames titles are produced by Visual
Concepts, SEGA's sports studio. For more information, log on to
http://www.espnvideogames.com <http://www.espnvideogames.com/> .

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

(c) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com <http://www.nflplayers.com/>
.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Take-Two Interactive Software
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor, and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(r) game console, PlayStation(r)2 computer entertainment system,
Xbox, Nintendo GameCube(tm) and Game Boy(r) Advance. The Company publishes
and develops products through its wholly owned subsidiary labels: Rockstar
Games, Gathering, Global Star and Joytech. The Company maintains sales and
marketing offices in Cincinnati, New York, Toronto, London, Paris, Munich,
Madrid, Vienna, Milan, Sydney, Breda (Netherlands) and Auckland. Take-Two's
common stock is publicly traded on NASDAQ under the symbol TTWO. For more
corporate and product information please visit our website at
www.take2games.com.


All trademarks and copyrights contained herein are the property of their
respective holders.

Safe Harbor Statement under the Private Securities Reform Act of 1995: This
press release contains forward-looking statements made in reliance upon the
safe harbor provisions of Section 27A of the Securities Act of 1933, as
amended, and Section 21E of the Securities Exchange Act of 1934, as amended.
The statements contained herein which are not historical facts are considered
forward-looking statements under federal securities laws. Such
forward-looking statements are based on the beliefs of our management as well
as assumptions made by and information currently available to them. The
Company has no obligation to update such forward-looking statements. Actual
results may vary significantly from these forward-looking statements based on
a variety of factors. These important factors are described in the Company's
Annual Report on Form 10-K for the fiscal year ended October 31, 2003 and on
Form 10-Q for the quarter ended January 31, 2004 in the section entitled
"Cautionary Statement and Risk Factors
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BREAKING NEWS - SAN RAFAEL, CA - Monday, July 12, 2004

ESPN Videogames Announces ESPN NFL 2K5's Gone Gold - Now Shipping July 20th!

ESPN Videogames is proud to announce the early release of the critically
acclaimed football game, ESPN NFL 2K5. On Tuesday, July 20th, ESPN NFL 2K5
will be unleashed to an eager public at the price of $19.99.

But don't let the price fool you - ESPN NFL 2K5 will deliver the most
responsive and intense football gameplay yet. Revolutionary game features,
rich multi-player competition, seamless visuals, and true-ESPN presentation
features create the ultimate virtual football experience in ESPN NFL 2K5.

Leading industry critics are already calling ESPN NFL 2K5:

"The one football game you must own" and "One of the best sports video games
ever."

ESPN 2K5 'brings it' to the field with unmatched new features:

o The V.I.P. System(tm) brings a new level to competitive play by allowing
players to save their on or offline opponent's game profile to compete
against them whenever they want! We're talking a game that plays exactly how
friends play-even when they're not there!

Players have the opportunity to earn valuable crib points by playing against
their favorite celebs, including Carmen Electra, Steve-O, Jamie Kennedy,
Funkmaster Flex or David Arquette, and their dream teams. Players use the
points they earn to deck out their virtual crib.

o Mind-blowing gameplay features like Maximum Tackle(tm), QB Evade, and
Defensive Hot Routes combined with stunning graphics help immerse players
into the high-impact game that is football.

o Virtual, friendly competition is stressed as new online plans invite
players to connect to the ultimate online gaming community. The most complete
online experience is fully realized as players can setup-up online
tournaments, message buddies for a game, and organize online leagues for full
online season play.

ESPN NFL 2K5 ships with these features and more for only $19.99 July 20th!

For more information click on www.espnvideogames.com
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ESPN VIDEOGAMES SIGNS MARTIN ST. LOUIS AS COVER ATHLETE FOR ESPN NHL 2K5

NHL's Most Valuable Player a Natural Fit for #1 Rated Hockey Game

SAN RAFAEL, CA- (June 14, 2004) - ESPN Videogames today announced that Martin
St. Louis, Tampa Bay Lightning right wing and current NHL MVP, will be ESPN
NHL 2K5's cover athlete. A premier figure in the NHL, St. Louis helped lead
the Tampa Bay Lightning to the 2003-04 Stanley Cup, and was the recipient of
the Art Ross Memorial Trophy recognizing him as the league leader in scoring.
As only the eighth player ever to win the MVP, Art Ross Trophy, and Stanley
Cup in a single season, St. Louis has cemented his place in NHL history.

"Martin St. Louis is the epitome of a great NHL player, exuding unmatched
talent, confidence, and an intense passion for the game," states Greg Thomas,
president of Visual Concepts - makers of ESPN Videogames. "St. Louis has
worked hard to achieve success in hockey, much like what ESPN Videogames has
done in the video game world. His skills on the ice make him the perfect
representative for ESPN NHL 2K5."

Added St. Louis, "Becoming a part of ESPN NHL 2K5 rounds out an incredible
year. It's an honor to be chosen as the cover athlete of the number-one rated
hockey game. Working on ESPN NHL 2K5 gives me the opportunity to reach fans
in an entirely new way."

ESPN NHL 2K5 brings puck fans the most competitive and compelling hockey
gameplay ever experienced. Seamless visuals, enhanced ESPN presentation, and
innovative game features infuse ESPN NHL 2K5.

Available for both PlayStation(r)2 computer entertainment system and Xbox(tm)
videogame system from Microsoft(r), ESPN NHL 2K5 and all other ESPN
Videogames titles are produced by Visual Concepts-Sega's sports studio.

For more information on ESPN NHL 2K5 and other ESPN Videogames titles, log on
to: http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2004. All
rights reserved. (c) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries

###

 ------------
Category 8,  Topic 4
Message 87         Wed Jul 21, 2004
KGAGNE [Ken]                 at 10:44 PDT

ESPN VIDEOGAMES ANNOUNCES ESPN NFL 2K5 NOW SHIPPING TO RETAILERS ACROSS NORTH
AMERICA

SAN RAFAEL, CA and New York, NY -(July 20, 2004)- ESPN Videogames and
Take-Two Interactive Software Inc. (Nasdaq: TTWO) today announced that the
critically acclaimed ESPN NFL 2K5 has shipped to major retailers across North
America and will be available to consumers on the weekend of July 23.
Continuing the standard of innovation and unparalleled game quality, ESPN NFL
2K5 offers the most feature-rich and responsive football game on the market.
ESPN NFL 2K5 is available for both the PlayStation(r)2 computer entertainment
system and Xbox(r) videogame system from Microsoft(c).

"ESPN NFL 2K5 represents our dedication to delivering the finest gridiron
experience ever," stated Greg Thomas, president of Visual Concepts - makers
of ESPN Videogames. "The formula is simple, 20 bucks on the weekend of July
23rd nets the consumer the best NFL game at the best price."

A bevy of new features permeate ESPN NFL 2K5, adding to the authenticity and
realism the 2K series is known for. The V.I.P. System(tm) (Virtual Identity
Profile) allows players to keep track of a human opponent's behavior, then
save and re-load the behavior, allowing true competitive play at any time.
Maximum Tackle(tm) gives gamers an unparalleled level of control from both
sides of the field, as defenders decide whether to go for the basic wrap-up
tackle, or a devastating big hit.

ESPN's Chris Berman and Suzy Kolber headline an updated ESPN Presentation
complete with stylized on-screen graphics, ESPN's exclusive Skycam(tm) and a
full franchise show featuring ESPN personalities Mel Kiper, Jr. and Trey
Wingo.

ESPN Videogames also delivers the new standard in online play consisting of
competitive tournaments, deep online statistics and multiplayer leagues - all
offered at no additional cost to the consumer. Players not only can test
their gameplay skills at beating online opponents, but also through the
Crib's new point system and item catalogue, allowing gamers to customize
their Crib. Players are challenged to garner additional points in the Crib by
accepting phone challenges from Crib celebrities such as Steve-O, Carmen
Electra, Jamie Kennedy, Funk Master Flex and David Arquette and taking on
their "dream teams."

ESPN NFL 2K5 and all other ESPN Videogames titles are produced by Visual
Concepts-SEGA's sports studio. ESPN NFL 2K5 is rated E for Everyone and is
available for the suggested retail price of $19.99. For more information, log
on to http://www.espnvideogames.com.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

(c) 2004 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Licensed product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. www.nflplayers.com. NFL Properties
LLC. Team names and logos are trademarks of the teams indicated. All other
NFL-related marks are trademarks of the National Football League. Officially
Licensed product of PLAYERS INC. The PLAYERS INC logo is a registered
trademark of the NFL players. www.nflplayers.com <http://www.nflplayers.com/>
.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.


All trademarks and copyrights contained herein are the property of their
respective holders.

About Take-Two Interactive Software
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(r) game console, PlayStation(r)2 computer entertainment system,
Xbox(r), Nintendo GameCube(tm) and Game Boy(r) Advance. The Company publishes
and develops products through its wholly owned labels Rockstar Games,
Gathering and Global Star Software; and distributes products in North America
through its Jack of All Games subsidiary. Take-Two also manufactures and
markets video game accessories in Europe, North America and the Asia Pacific
region through its Joytech subsidiary. The Company maintains sales and
marketing offices in Cincinnati, New York, Toronto, London, Paris, Munich,
Madrid, Vienna, Milan, Sydney, Breda (Netherlands) and Auckland. Take-Two's
common stock is publicly traded on NASDAQ under the symbol TTWO. For more
corporate and product information please visit our website at
www.take2games.com.

Safe Harbor Statement under the Private Securities Reform Act of 1995: This
press release contains forward-looking statements made in reliance upon the
safe harbor provisions of Section 27A of the Securities Act of 1933, as
amended, and Section 21E of the Securities Exchange Act of 1934, as amended.
The statements contained herein which are not historical facts are considered
forward-looking statements under federal securities laws. Such
forward-looking statements are based on the beliefs of our management as well
as assumptions made by and information currently available to them. The
Company has no obligation to update such forward-looking statements. Actual
results may vary significantly from these forward-looking statements based on
a variety of factors. These important factors are described in the Company's
Annual Report on Form 10-K for the fiscal year ended October 31, 2003 and on
Form 10-Q for the quarter ended April 30, 2004 in the section entitled
"Cautionary Statement and Risk Factors".
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KEY IN-GAME FEATURES ANNOUNCED FOR ESPN NHL 2K5

Expanded Franchise, All New Party Mode and Intense Contact Control(tm) Among
New Features For The #1 Rated Hockey Video Game Series*

SAN RAFAEL, CA (July 30, 2004) - ESPN Videogames today unveiled new features
for their upcoming hockey title, ESPN NHL 2K5. The #1 rated* 2K hockey series
introduces several new additions in Franchise Mode, the new Intense Contact
Control(tm) system, and Party Mode, a new feature that brings fans together
in the spirit of competition.

Several new enhancements can be found in ESPN NHL 2K5's expanded Franchise
Mode. The introduction of worldwide scouting offers gamers the most
comprehensive options in order to find key players to help build their minor
league teams and plan for the future. New, improved minor league management
allows the player to develop up-and-coming talent with the help of a full
coaching staff. The Live Scouting System(tm) gives users the ability to track
prospective talent from around the globe in practice drills and games to
learn much more about their abilities.

Party Mode introduces 15 unique mini-games for frenetic multi-player fun.
Playable for up to four people, gamers compete in several entertaining
hockey-based challenges. Mini-games include the scoring fest Free-For-All, In
the Zone, Breakout, and many more. All mini-games in Party Mode are playable
online for PlayStation(r)2 computer entertainment system and Xbox(tm)
videogames system from Microsoft(c).

The physical intensity of hockey is fully realized with the debut of the
Intense Contact Control(tm) system. Gamers can antagonize hockey opponents
with quick hooks, bumps, and other contact moves to throw off timing when
passing or skating to the goal. Players can also restrict the opposing team's
movement, and intimidate adversaries with hard-nosed play.

ESPN Videogames are produced by Visual Concepts, SEGA's sports studio, and
are co-published and exclusively distributed by Take-Two Interactive
Software, Inc. For more information, log on to http://www.espnvideogames.com
<http://www.espnvideogames.com/> .

*According to Gamerankings.com 2003-2004 numbers

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes , ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2004. All
rights reserved. (c) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

About Take-Two Interactive Software
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(r) game console, PlayStation(r)2 computer entertainment system,
Xbox(r), Nintendo GameCube(tm) and Game Boy(r) Advance. The Company publishes
and develops products through its wholly owned labels Rockstar Games,
Gathering and Global Star Software; and distributes products in North America
through its Jack of All Games subsidiary. Take-Two also manufactures and
markets video game accessories in Europe, North America and the Asia Pacific
region through its Joytech subsidiary. The Company maintains sales and
marketing offices in Cincinnati, New York, Toronto, London, Paris, Munich,
Madrid, Vienna, Milan, Sydney, Breda (Netherlands) and Auckland. Take-Two's
common stock is publicly traded on NASDAQ under the symbol TTWO. For more
corporate and product information please visit our website at
www.take2games.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries

*According to Gamerankings.com 2003-2004 numbers
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ESPN Videogames Announces ESPN NHL 2K5
For the Tremendous Value of $19.99!

ESPN Videogames is proud to announce that ESPN NHL 2K5, the latest
installment in the #1 rated NHL 2K series, will be available for the
incredible price of $19.99. ESPN NHL 2K5 will ship to retailers on August 31,
2004.

ESPN NHL 2K5 continues the tradition of unparalleled visual quality and
enhancements that 2K fans have come to love and expect by introducing a bevy
of new features. Competitive gameplay, authentic ESPN presentation, seamless
graphics and deep online play infuse ESPN NHL 2K5, creating the most exciting
and gritty hockey experience on the market.

ESPN NHL 2K5 brings all the action to the ice and to puck fans with a variety
of innovative new features:

* Party Mode, an all-new feature, encourages players to take on each other in
dozens of multi-player mini-games and challenges, all in the name of becoming
King of the Rink.

* Intense Contact Control, a completely redesigned fighting engine, invites
players to get physical with improved checks and new aggressive defensive
tactics that can stifle an opponent or put the offending athlete in the
penalty box.

* An enhanced ESPN Presentation brings back veteran ESPN hockey commentators,
Gary Thorne and Bill Clement and introduces cut scenes from the locker room,
statistic-laden overlays, more music, crowd chants, and ice girls.

* ESPN NHL 2K5 begins the next revolution in online gaming with competitive
tournaments, deep online statistics and multiplayer leagues. Party Mode is
also available for frenetic online play

SPN NHL 2K5 offers these features and more for only $19.99!

For more information click on http://www.espnvideogames.com
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BREAKING NEWS - SAN RAFAEL, CA - AUGUST 19, 2004

ESPN Videogames Announces ESPN NHL 2K5 Has Gone Gold

ESPN NHL 2K5, the latest in the #1 rated* hockey game series, is set to hit
retail shelves September 1st!

ESPN NHL 2K5 is filled with a bevy of enhancements that enrich NHL fans'
virtual ice rink experience. The exciting Party Mode offers the ultimate
multi-player hockey experience as gamers compete in 15 different
hockey-themed mini-games to claim their title as "King of the Rink."

Revamped gameplay with the new Intense Contact Controls(tm) realizes the
physical nature of hockey as players utilize them to hinder the movement of
adversaries and intimidate the opposing team.

Dream Team Mode pits players against several all-star caliber teams
hand-selected by well-known NHL athletes and ESPN personalities including
Martin St. Louis, Jeremy Roenick, Chris Drury, Brendan Shanahan, Marty Turco,
Steve Levy, and many more.

An expanded Skybox offers players more than 150 unlockables, such as retro
jerseys, a Heritage Classic Mode, "create-a-team" logos, NHL trivia,
shuffleboard, air hockey, remote outdoor locations and more!

ESPN NHL 2K5, with these features and more for only $19.99, will be in stores
September 1st.

For more information click on <www.espnvideogames.com
<http://www.espnvideogames.com/> >

*According to Gamerankings.com 2003-2004 numbers
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ESPN VIDEOGAMES ANNOUNCES ESPN NHL 2K5 NOW AVAILABLE IN NORTH AMERICAN RETAIL
STORES

Number-one* rated hockey video game series continues its winning tradition of
quality content at a value price point

SAN RAFAEL, CA and NEW YORK, NY -(September 1, 2004)- ESPN Videogames and
Global Star Software, a publishing label of Take-Two Interactive Software,
Inc. (Nasdaq: TTWO) today announced that the critically acclaimed ESPN NHL
2K5 is now available at major retailers across North America. The number-one
rated hockey video game continues to deliver the most realistic and
entertaining hockey experience through a combination of unparalleled visuals,
addictive gameplay, and a host of new features. ESPN NHL 2K5 is available for
the Playstation(r)2 computer entertainment system and Xbox(r) videogame
system from Microsoft(c).

"We believe we have delivered not only the most realistic hockey experience,
but also the most entertaining hockey title," stated Greg Thomas, president
of Visual Concepts - makers of ESPN Videogames. "With a list of compelling
features, online play, online league support, and an incredible price-point
of $19.99, both hardcore fans and new consumers are going to get the best NHL
experience on the market."

ESPN NHL 2K5 retains its authentic hockey roots with the new Intense Contact
Controls. Players can cause turnovers and upset timing of passes against
hockey opponents with quick hooks, bumps, and other contact moves to restrict
the opposing team's movement and intimidate adversaries. Use the Intense
Contact Controls carefully, as too much hard-nosed play can result in penalty
minutes. When the tension starts to rise, ESPN NHL 2K5's completely revamped
fighting engine offers full-movement fighting with new grappling, dodging,
and punching techniques.

ESPN NHL 2K5 balances out the realism of hockey with the debut of the
addictive Party Mode. Playable up to four players, Party Mode consists of 15
hockey inspired mini-games that are easy to pick up and hard to put down.
Party mode mini-games range from the scoring fest Free-For-All, racing events
like The Gauntlet, contests like the team-based passing contest Pass With
Caution, and many more. Fast-paced, intuitive, and playable online, Party
Mode offers a unique and addictive experience for both casual and hardcore
hockey fans.

ESPN hockey personalities Gary Thorne and Bill Clement return to lend their
recognized talents to provide the best commentary in any hockey game. Their
insight and chemistry bring the highest quality of commentary that is
highlighted in the exclusive Heritage Classic mode, the first NHL game played
outdoors at Commonwealth Stadium.

Players can play against top player picks from well-known ESPN personalities
and hockey celebrities in Dream Team mode. Dream Team mode pits the player
against a ladder system of 20 teams hand-selected by Martin St. Louis, Jeremy
Roenick, Chris Drury, Chris Berman, Steve Levy and many more.

ESPN Videogames are produced by Visual Concepts, SEGA's sports studio, and
are co-published by SEGA and Global Star Software.

*According to GameRankings.com average scores of 2003-2004 hockey videogames

For more information, log onto http://www.espnvideogames.com

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (c) 2004. All
rights reserved. (c) NHLPA. ESPN NHL Hockey is an Officially Licensed Product
of the NHLPA. NHLPA, National Hockey League Players' Association and the
NHLPA logo are trademarks of the NHLPA and are used under license by Sega of
America, Inc.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today), ESPN HD (a high-definition
simulcast service of ESPN), ESPN Regional Television, ESPN International (25
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed
restaurants), and other growing new businesses including ESPN Broadband, ESPN
Wireless, ESPN Video-on-Demand and ESPN Interactive. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

About Take-Two Interactive Software
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(r) game console, PlayStation(r)2 computer entertainment system,
Xbox(r), Nintendo GameCube(tm) and Game Boy(r) Advance. The Company publishes
and develops products through its wholly owned labels Rockstar Games,
Gathering and Global Star Software; and distributes products in North America
through its Jack of All Games subsidiary. Take-Two also manufactures and
markets video game accessories in Europe, North America and the Asia Pacific
region through its Joytech subsidiary. The Company maintains sales and
marketing offices in Cincinnati, New York, Toronto, London, Paris, Munich,
Madrid, Vienna, Milan, Sydney, Breda (Netherlands) and Auckland. Take-Two's
common stock is publicly traded on NASDAQ under the symbol TTWO. For more
corporate and product information please visit our website at
www.take2games.com.

Safe Harbor Statement under the Private Securities Reform Act of 1995: This
press release contains forward-looking statements made in reliance upon the
safe harbor provisions of Section 27A of the Securities Act of 1933, as
amended, and Section 21E of the Securities Exchange Act of 1934, as amended.
The statements contained herein which are not historical facts are considered
forward-looking statements under federal securities laws. Such
forward-looking statements are based on the beliefs of our management as well
as assumptions made by and information currently available to them. The
Company has no obligation to update such forward-looking statements. Actual
results may vary significantly from these forward-looking statements based on
a variety of factors. These important factors are described in the Company's
Annual Report on Form 10-K for the fiscal year ended October 31, 2003 and on
Form 10-Q for the quarter ended April 30, 2004 in the section entitled
"Cautionary Statement and Risk Factors".

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries

###

 ------------
Category 8,  Topic 4
Message 92         Fri Sep 03, 2004
KGAGNE [Ken]                 at 12:18 PDT

BREAKING NEWS - SAN RAFAEL, CA - 03, Sept. 04, 2004

ESPN Videogames Announces ESPN NBA 2K5 Available for the Incredible Price of
$19.99!

After tremendous response to its award-winning NFL and NHL games, ESPN
Videogames is pleased to announce that ESPN NBA 2K5 will be available for the
price of $19.99.

ESPN NBA 2K5 hits stores in October 2004.

ESPN NBA 2K5 brings all the authentic hardwood action people have come to
expect from the ESPN NBA 2K series, complete with stunning visuals, authentic
ESPN presentation, groundbreaking gameplay features and an expanded 24/7
mode.

ESPN NBA 2K5 invites players to experience the emotion of the NBA with:

O The Next Movement - A new momentum-based gameplay system that gives gamers
a complete difference in control between various types of players. Now each
player's ability and physical make-up will determine how fast they run the
court on a fast break, how quickly they cut to the basket, and more, creating
a new level of realism and natural player movement.

O IsoMotion2 - IsoMotion2 builds upon last year's IsoMotion system. Deftly
perform spins, crossovers, and fakes outside the perimeter and in the post.
Players can use IsoMotion2 on defense to contain the ball handler and force
turnovers.

O 24/7 - Players get into the root of the game to become one of the best
streetballers in the world. One of the most innovative features in sports
games gets twice as big with over 100 new items, new timed mini games, and
multi-player games.

O The Association - Experience all the excitement and drama of operating an
NBA franchise in The Association with weekly training to boost team
performance, team chemistry elements that determine how athletes play
together, and player personalities where gamers manage the unique behaviors
of different members of the team.

O Authentic ESPN presentation - Headlined by ESPN personalities, Hall of
Famer Bill Walton brings all the exciting play-by-plays, while Stuart Scott
delivers pre-game analysis, and Michele Tafoya gives updates from the
sidelines.

O Online gaming - ESPN NBA 2K5 begins the next revolution in online gaming
with competitive tournaments, deep online statistics and multiplayer leagues.


ESPN NBA 2K5 offers these features and more for only $19.99!

For more information click on www.espnvideogames.com
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KEY IN-GAME FEATURES ANNOUNCED FOR ESPN COLLEGE HOOPS 2K5

Exciting new passing system, intuitive free throw mechanic, and ESPN
presentation headline a textbook of new features.

SAN RAFAEL, CA-(October 21, 2004)- ESPN Videogames today announced that ESPN
College Hoops 2K5 will include many new gameplay features, including an
all-new passing system, Pass-N-Go. The Pass-N-Go system authentically
recreates the team-oriented play and explosive action of collegiate
basketball.

The innovative Pass-N-Go passing system allows gamers to utilize two
different passing techniques - regular directional passing and lead passing
to beat their opponents to the net. These two passing mechanics give the user
freedom to pass to the open man or make a riskier lead pass that leads a
teammate to the basket. Both passing buttons also feature advanced controls
where a gamer can perform a give-n-go pass or an alley-oop at great risk and
even greater reward.

"Our Pass-N-Go system offers consumers a new dimension of realism in college
basketball video games," stated Greg Thomas, president of Visual Concepts -
makers of ESPN Videogames. "The concept is simple, but revolutionary. Gamers
will be blown away by the enhanced maneuvers this feature allows.
Furthermore, the amazing visuals, breakthrough gameplay, and authentic ESPN
presentation, make ESPN College Hoops 2K5 the most complete college
basketball video game on the market."

Free throws are an integral part of any basketball game, and ESPN College
Hoops 2K5's new Free Throw System makes it simple and intuitive. Users simply
hold the shot button and release it as the player releases the shot. Each
player in ESPN College Hoops 2K5 has a different free throw animation and
timing that can change depending on how tired the player is and how long the
game has gone on. The new Free Throw System is elegantly simple, yet
challenging to both rookies and veterans of the game.

Coming soon for both the Xbox(r) videogame system from Microsoft and
PlayStation(r)2 computer entertainment system, ESPN College Hoops 2K5
promises sports fans unparalleled ESPN telecast-style presentation featuring
the return of Jay Bilas and Mike Patrick giving all the play-by-play action.
Enhanced audio in ESPN College Hoops 2K5 delivers the most accurate crowd
noise, college chants and fight songs.

ESPN Videogames are produced by Visual Concepts, SEGA's sports studio.

For more information, log onto http://www.espnvideogames.com
<http://www.espnvideogames.com/>

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is the leading multinational,
multimedia sports entertainment company featuring the broadest portfolio of
multimedia sports assets with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching the end of 2003), ESPN Now, ESPN Today),
ESPN HD (a high-definition simulcast service of ESPN), ESPN Regional
Television, ESPN International (25 international networks and syndication),
ESPN Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN
Zones (sports-themed restaurants), and other growing new businesses including
ESPN Broadband, ESPN Wireless, ESPN Books, ESPN Video-on-Demand and ESPN
Interactive. Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc,
which is an indirect subsidiary of The Walt Disney Company. The Hearst
Corporation holds a 20 percent interest in ESPN.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. ESPN is a registered
trademark of ESPN, Inc. All other trademarks are the property of their
respective owners.
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REMINGTON AND ESPN VIDEOGAMES PRESENT TITANIUM BOWL 2K5 A CHANCE TO WIN
$10,000 AND APPEAR ON ESPN2'S COLD PIZZA

MADISON, Wis. - (October 29, 2004) Think you have what it takes? Get your
game on in this unique online football tournament brought to you by Remington
and ESPN VIDEOGAMES.

Gamers from around the country will get a chance to win $10,000 and to appear
live on ESPN2's popular morning television talk show, Cold Pizza, in the ESPN
Videogames Titanium Bowl 2K5, presented by Remington Titanium Shavers.

This online tournament will pit participants playing ESPN NFL 2K5 via Xbox
Live(r)* or the PlayStation(r)2 computer entertainment system. Tournament
results can be tracked at http://titaniumbowl.espnvideogames.com. Four
Titanium Bowl 2K5 finalists and their guests will be jetted off to California
where they will compete live for the grand prize of $10,000. The champion
will then be flown to New York City to appear on ESPN2's Cold Pizza.

Registration for the Titanium Bowl 2K5 starts November 1, 2004. The online
qualifying rounds will take place November 11-24, 2004. The playoff rounds
will be held online December 1-11, 2004 with the championship semi-finals and
finals being held live December 18, 2004 at the ESPN Zone in Anaheim,
California. Celebrities and professional athletes will be attending this live
event and participating in a ProAm Tournament that same day. Tournament
winners will appear, live, on ESPN2's Cold Pizza on December 20.

"This event will be an exciting experience for all who participate and I am
looking forward to crowning the first Titanium Bowl 2K5 champion," said Jim
Doyle, Remington vice president of men's shaving and grooming products. "We
look forward to supporting the growing popularity of online gaming
competition."

The Titanium Bowl features a grand prize of $10,000, the second place winner
will receive $3,000, third and fourth place will each receive $1,500. To
register or to find out more about the ESPN Videogames Titanium Bowl 2K5,
presented by Remington Titanium Shavers, go to www.espnvideogames.com or link
to through www.remington-products.com.

ESPN Videogames are produced by Visual Concepts - SEGA's sports studio.

About Remington
Remington is part of the Rayovac Corporation, a global consumer products
company with a diverse portfolio of world-class brands, including Rayovac,
VARTA and Remington. With operations on six continents and more than 6,500
employees, Rayovac is one of the largest battery, lighting and personal
grooming products companies in the world. Rayovac trades on the New York
Stock Exchange under the ROV symbol.

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

ESPN is a trademark of ESPN, Inc. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Online play
requires internet connection, Network Adaptor (for PlayStation 2) and Memory
Card (8MB) (for PlayStation 2) (each sold separately). The Online icon is a
trademark of Sony Computer Entertainment America Inc. Sony Computer
Entertainment America takes no responsibility for this offer. Microsoft,
Xbox, Xbox Live, Xbox Live logos and the Xbox logos are either registered
trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other
countries and are used under license from Microsoft. The PLAYERS INC logo is
a registered trademark of the NFL players. www.nflplayers.com (c) 2004
PLAYERS INC. Remington is a trademark of Rayovac Corporation.

Certain matters discussed in this news release, with the exception of
historical matters, may be forward-looking statements within the meaning of
the Private Securities Litigation Reform Act of 1995. These statements are
subject to a number of risks, uncertainties and other factors that could
cause results to differ materially from those anticipated as of the date of
this release. Actual results may differ materially from these statements as a
result of (1) changes in external competitive market factors, such as
introduction of new product features or technological developments,
development of new competitors or competitive brands or competitive
promotional activity or spending, (2) changes in consumer demand for the
various types of products we offer, (3) changes in the general economic
conditions where we do business, such as stock market prices, interest rates,
currency exchange rates, inflation and raw material costs, (4) our ability to
successfully implement manufacturing, distribution and other cost
efficiencies and (5) various other factors, including those discussed herein
and those set forth in Rayovac's most recently filed Form 10Q and Annual
Report on Form 10-K.
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Yay!  Shenmue 3:

http://games.kikizo.com/news/200508/141_p1.asp
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Observe the rise and fall of Sega:

http://tinyurl.com/reyl2
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Read an interview with former Sega president Tom Kalinske, who left the
company in 1996:

http://www.sega-16.com/Interview-%20Tom%20Kalinske.htm
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                 989 Sports(TM) Predicts World Series Winner

          989 Sports' Major League Baseball PlayStation(R) Videogame
       - MLB(TM) 2002 - Predicts Yankees Will Win the 2001 World Series

    WHAT:
    989 Sports(TM) simulated the 2001 World Series using MLB(TM) 2002, the
most authentic videogame available for the PlayStation(R) game console, to
predict the New York Yankees will win the 2001 World Series, their fourth
consecutive World Series title.

    HOW:
    MLB 2002, the most realistic Major League Baseball videogame available
for the PlayStation game console, features more than 300 Major League
motion-captured animations with 250 personalized moves ranging from Randy
Johnson's nasty 3/4 delivery to El Duke's unmistakable leg kick.  With
Artificial Intelligence (AI) consultation by professional players and the
most updated rosters and stadiums, 989 Sports' MLB 2002 provides an
unparalleled authentic Major League Baseball experience.

                       World Series Prediction Results

    NEW YORK YANKEES vs. ARIZONA DIAMONDBACKS
    (Final:  NEW YORK YANKEES win series, 4 games - 2 games)

      Game 1:  Arizona 7-4
      Game 2:  New York 7-2
      Game 3:  New York 6-4
      Game 4:  Arizona 8-6
      Game 5:  New York 6-5
      Game 6:  New York 4-2

     989 Sports' Picks Satellite Transmission/Coordinate Information:

     October 25, 2001:   C band Telstar 5 Transponder 5 Downlink Frequency
                         Vertical 3800
                         1:00 P.S.T. - 1:30 P.S.T.

     October 26, 2001:   C band Telstar 5 Transponder 5 Downlink Frequency
                         Vertical 3800
                         10:30 a.m. P.S.T. - 11:00 a.m. P.S.T.

     Contact:    Jamie Tica -- 858-824-5854
                 989 Sports/Sony Computer Entertainment America

                 Rick Heineman -- 310-274-7800
                 Bragman Nyman Cafarelli

SOURCE  Sony Computer Entertainment America Inc.
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>>>      Game 1:  Arizona 7-4

Wrong. :)

>>>      Game 2:  New York 7-2

Wrong. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sony Computer Entertainment America Inc.'s 989 Sports(TM) and PlayStation(R)2
Ink Title Sponsorship Deal for the Inaugural 2001 Seattle Bowl at Safeco Field

     #11 Stanford Cardinal and Georgia Tech Square-Off on December 27 in
               The First-Ever Non-Baseball Event at the Stadium

FOSTER CITY, Calif., Dec. 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc.'s 989 Sports(TM) brand today announced plans to become the title
sponsor of the inaugural "2001 Seattle Bowl presented by 989 Sports" at
Safeco Field in Seattle, Washington on December 27, 2001 which will air live
on ESPN at 4 p.m. EST.

The match-up will feature PAC-10 second place finisher (tie) and the 9th
ranked (BCS) Stanford Cardinal (9-2) vs. ACC powerhouse Georgia Tech Yellow
Jackets (7-4). The "2001 Seattle Bowl presented by 989 Sports" will mark
Georgia Tech's fifth straight bowl appearance and only the second time in
history that the two schools have met on the football field. In the first
meeting, the Yellow Jackets beat Stanford 18-17 at the 1991 Aloha Bowl.

In addition to having the bowl game branded 989 Sports, the sponsorship
package includes: 10 units of program advertising to run during the game
broadcast, on-site exposure via signage, two radio spots on CBS
Sports/Westwood One and Armed Forces Radio, Web site exposure through
2001seattlebowl.com and ESPN.com, and more.

"We are extremely pleased to be the title sponsor at the inaugural "2001
Seattle Bowl presented by 989 Sports" at Safeco Field," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc. "As the
gaming category leader, we continue to look for new and unique ways to reach
our ever-evolving PlayStation 2 audience. The sponsorship gives us the
opportunity to provide our 989 Sports brand additional national exposure via
this high-profile vehicle in the collegiate sports arena."

About 989 Sports
989 Sports(TM) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R),
Formula 1 Racing(TM) and NCAA(R) GameBreaker(TM), 989 Sports is committed to
developing authentic and innovative sports games to appeal to both the
professional athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X94773144

SOURCE  Sony Computer Entertainment America Inc.
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   Sony Computer Entertainment America Inc. Sponsors ESPN Winter X Games VI

 PlayStation(R)2 Brings Action Packed Videogame Experience to Ultimate Winter
                                 Sports Event

FOSTER CITY, Calif., Jan. 17 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it is one of the associate sponsors of the
sixth annual ESPN Winter X Games in Aspen, Colorado, January 17-20, 2002. The
company joins a marquee list of organizations including Circuit City, Hot
Bites, Marines, Right Guard Xtreme Sport and Wrigley's Winterfresh at the
event.

The Winter X Games which features the talents of more than 350 of the world's
best athletes competing in snowboarding, snowmobile snocross, moto x and
skiing, offers thrilling videogame entertainment from Sony Computer
Entertainment America Inc. Fans attending the Winter X Games will be able to
experience the finest PlayStation(R)2 titles via interactive gaming kiosks
set up in the VIP and athlete lounges, welcome center, volunteer
registration, media center, athlete registration and booth festival area.
Event attendees will be able to enjoy a wide array of PlayStation 2 titles
including: Kinetica(TM), Gran Turismo 3(TM) A-spec, Cool Boarders(R) 2001,
989 Sports' NFL GameDay(TM) 2002, Jak and Daxter: The Precursor Legacy(TM),
Frequency(TM), Drakan: The Ancients' Gates(TM), PaRappa The Rapper(R) 2, 989
Sports' Formula One 2001(TM) and Hot Shots Golf(R) 3.

As one of this year's associate sponsors, the company's presence will include
category exclusive brand representation on both the ESPN.com and EXPN.com web
sites, within the Winter X Games sponsor index listing and through
substantial product placement throughout the event. PlayStation 2 will also
have extensive on-air presence via sponsor billboards and TV commercials.

"We are excited to be partners with ESPN in the ESPN Winter X Games VI," said
Ami Blaire, director, product marketing, Sony Computer Entertainment America
Inc. "ESPN and PlayStation both enjoy a similar fan-base that likes to be
involved while enjoying the best in sports activities."

Blaire continued, "Whether playing a videogame or in real life, fans want to
be fully engaged in the action. Both organizations pride themselves on making
their fans a part of the overall entertainment experience."


About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .

                    MAKE YOUR OPINION COUNT - Click Here
              http://tbutton.prnewswire.com/prn/11690X87067523

SOURCE  Sony Computer Entertainment America Inc.
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  Sony Computer Entertainment America Inc. Showcases PlayStation(R)2 and NFL
                      GameDay(TM) 2002 Super Bowl XXXVI

    PlayStation 2 and 989 Sports Set to Sponsor Featured Events Including
  2002 Maxim Magazine's Curiouser & Curiouser Event, Playboy Super Saturday
         Night, CBS/NFL United We Stand Concert, MTV Rock N Jock And
                          'Game Before the Game(R)'

FOSTER CITY, Calif., Jan. 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today involvement in a full week's schedule of marquee
events to support the PlayStation(R)2 platform, 989 Sports(R) brand and NFL
GameDay(TM) 2002 in conjunction with Super Bowl XXXVI in New Orleans, LA.
These events, running from January 30 - February 3, 2002, include: 989
Sports' 7th annual "Game Before the Game(R)"; the 989 Sports Locker Room
Challenge(TM); presence at Coca-Cola and America Online Present The NFL
Experience; NFL Ultimate Defender; 2002 Maxim Magazine's Curiouser &
Curiouser Event; CBS/NFL United We Stand Concert; MTV's Rock N Jock; and
Playboy Super Saturday Night. All events will provide football fans the
opportunity to enrich their Super Bowl experience through PlayStation 2 and
989 Sports' all-new installment of its football franchise, NFL GameDay 2002.

The 7th annual "Game Before the Game" pits marquee athletes from the
respective AFC and NFC Championship teams in a Super Bowl preview match-up on
NFL GameDay 2002 on the PlayStation 2 computer entertainment system. For the
past six years the winner of "Game Before the Game" has gone on to victory in
the Super Bowl, with Qadry Ismail of the Super Bowl Champion Baltimore Ravens
winning last year's competition over the New York Giants' Jason Sehorn. This
year's event is open to the public on Thursday, January 31 at 7:00 p.m. at
the NFL Experience on the Main Stage and will be announced by FOX Sports' Tom
Arnold, host of "Best Damn Sports Show Period."

989 Sports' NFL GameDay 2002 will also be featured during Super Bowl week
events involving league players at the NFL Ultimate Defender and the 989
Sports Locker Room Challenge. The NFL Ultimate Defender, a
made-for-television event taking place on Wednesday, January 30 at the NFL
Experience and scheduled to air on ESPN and ESPN2 on Saturday, February 2,
will feature top NFL players in a skills competition, including the NFL
GameDay "Goal Line Stand" featuring PlayStation 2's premier football title,
NFL GameDay 2002. The company's own 989 Sports Locker Room Challenge event,
open to the public on Saturday, February 2 at 2:00 p.m. at the NFL
Experience, will pit four of the NFL's top gamers against each other in a
single elimination tournament to determine the league's top NFL GameDay 2002
player.

Leading up to Super Bowl XXXVI PlayStation 2 and 989 Sports is one of the
associate sponsors of the CBS/NFL United We Stand Concert on February 1 at
8:00 p.m. CST at the New Orleans Arena. The concert will provide thousands of
fans the opportunity to mingle with celebrities and NFL players while
enjoying musical performances from a star-studded lineup. In addition,
PlayStation 2 and 989 Sports is one of the presenting sponsors of this year's
MTV Rock N Jock Super Bowl hosted by Jimmy Kimmel, Deion Sanders and Gus
Johnson. The event will also include, sideline reporter, LL Cool J and a
Half-time performance by Busta Rhymes. This year's game will feature
legendary quarterback Dan Marino, NYC firefighters and police officers as
well as other celebrities.

The company will also participate in the 2002 Maxim Magazine's Curiouser &
Curiouser Event, and Playboy Super Saturday Night. The 2002 Maxim Magazine's
Curiouser & Curiouser Event on Friday, February 1 at The Ruins in downtown
New Orleans is one of the most anticipated events of Super Bowl week. The
party will be hosted by actress Tara Reid and feature a special musical
performance to entertain the biggest celebrities, NFL athletes and VIP's in
New Orleans for the Super Bowl. Playboy Super Saturday Night on Saturday,
February 2 will transform the historic St. Elizabeth's Orphanage into Playboy
Mansion South and feature a lively mix of dancing and entertainment for
marquee celebrities and athletes hosted by the Playboy Playmates and football
great Marcus Allen. With interactive kiosks and popular titles available for
gameplay at both parties, celebrities, athletes, VIP's and fans alike will
have the opportunity to experience the power of PlayStation 2.

Throughout the week, from January 30 - February 3, Sony Computer
Entertainment America will participate in the Coca-Cola and America Online
Present The NFL Experience, a continuous interactive theme park offering
games, displays and entertainment attractions, located at the Ernest N.
Morial Convention Center in New Orleans. Fans will have the opportunity to
play NFL GameDay 2002 for the PlayStation 2 computer entertainment system as
well as other popular titles on the 68-foot PlayStation 2 Touring Attraction
where more than 60 participants at a time can sample the latest games. In
addition, the 989 Sports Locker Room Challenge on Tour Vehicle will make its
debut at Super Bowl XXXVI. The attraction is a 24-foot state-of-the-art
mobile gaming vehicle that will allow sports fans to be fully immersed in a
sports environment as they experience and compete in the most authentic
titles in sports gaming. Equipped with 10 PlayStation and PlayStation 2
computer entertainment systems, the 989 Sports Locker Room Challenge on Tour
Vehicle will be located at the NFL Experience.

Sony Computer Entertainment America will also be advertising during the FOX
pre-game show on Sunday, February 3, with a scheduled nine spots to run
during the three-hour show. In addition, FOX will dedicate a segment to cover
highlights of the Thursday night "Game Before the Game" competition.

"Sony Computer Entertainment America Inc. and 989 Sports are thrilled to be a
part of Super Bowl week activities and contribute to the excitement
surrounding the biggest event in professional sports," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America. "Our
involvement in the week's events and the NFL Experience allow NFL athletes
and fans alike to truly experience first hand the entertainment PlayStation 2
and our products can deliver."

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer  Entertainment
America Inc.  Known for its top-selling sports franchise titles such as  NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R)  Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing  authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game  console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the  home entertainment
market, offering the most compelling interactive content  and the capability
to be used as a network terminal in the coming broadband  era.

Recognized as the undisputed industry leader, Sony Computer  Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game  console and
the PlayStation 2 computer entertainment system for the North  American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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989 Sports(R) to Debut Locker Room Challenge(TM) Touring Vehicle at Coca-Cola
     And America Online Present the NFL Experience at Super Bowl XXXVI In
                                 New Orleans

Mobile Touring Vehicle Developed to Provide Fully Immersive Sports Experience
       For Sports Fans and Gamers at Retail Outlets and Sporting Events

FOSTER CITY, Calif., Jan. 29 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the unveiling of the 989 Sports(R) "Locker Room
Challenge(TM) on Tour" at Coca-Cola and America Online Present the NFL
Experience at Super Bowl XXXVI in New Orleans, a 30-foot state-of-the-art
mobile gaming vehicle that will allow sports fans to be fully immersed in a
sports environment as they experience and compete in the most authentic
titles in sports gaming. Equipped with 11 PlayStation(R) and PlayStation(R) 2
computer entertainment systems, the 989 Sports "Locker Room Challenge on
Tour" vehicle will be unveiled at The NFL Experience and showcase the latest
989 Sports titles to consumers in a realistic "locker room" setting.

Inside the vehicle the most ardent sports fans and casual gamers alike will
have the opportunity to sample the latest 989 Sports titles in an
unparalleled sports environment. Complete with authentic sports decor,
convertible features for indoor and outdoor play, big screen TV and
thunderous sound system, the 989 Sports "Locker Room Challenge on Tour"
vehicle provides players with nothing less than the ultimate sports gaming
experience.

"989 Sports is committed to developing both authentic and innovative sports
games for the professional athlete, serious sports enthusiast and casual
gamer alike," said Sharon Shapiro, director, promotions, Sony Computer
Entertainment America. "The unveiling of the 989 Sports 'Locker Room
Challenge on Tour' vehicle at Super Bowl XXXVI in New Orleans further
demonstrates our commitment to the sports game category, and allows consumers
to experience 989 Sports games in a fully immersive sports environment."

The 989 Sports "Locker Room Challenge on Tour" vehicle is scheduled to debut
at the Coca-Cola and America Online Present The NFL Experience January 30 -
February 3, 2002 at Super Bowl XXXVI in New Orleans. It will then travel to
select Wal-Mart retail outlets, military bases and major sports events
nationwide, further bringing the ultimate sports experience to fans and
gamers across the country.

About 989 Sports
989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc. Sony Computer Entertainment
America Inc. continues to redefine the entertainment lifestyle with its
PlayStation(R) and PS one(TM) game console, and the PlayStation(R)2 computer
entertainment system. The PlayStation 2 computer entertainment system is set
to revolutionize the home entertainment market, offering the most compelling
interactive content and the capability to be used as a network terminal in
the coming broadband era. Recognized as the undisputed industry leader, Sony
Computer Entertainment America Inc. markets the PlayStation family of
products and develops, publishes, markets and distributes software for the
PSone game console and the PlayStation 2 computer entertainment system for
the North American market. Based in Foster City, Calif. Sony Computer
Entertainment America Inc. serves as headquarters for all North American
operations and is a wholly-owned subsidiary of Sony Computer Entertainment
Inc.

Visit us on the Web at http://www.989sports.com .
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  New England Patriots' Troy Brown Upsets St. Louis Rams' Isaac Bruce in The
           989 Sports'(R) Seventh Annual 'Game Before the Game(R)'

Past Six Winners of the 989 Sports'(R) NFL GameDay(TM) 2002 Showdown Have
Gone
                            On to Win the Big Game

NEW ORLEANS, Feb. 1 /PRNewswire/ -- In one of the most amazing battles yet,
Troy Brown of the New England Patriots defeated Isaac Bruce of the St. Louis
Rams in the 989 Sports'(R) Seventh Annual "Game Before the Game(R)" 21-14. In
the previous six years of this event, each player's team who has won the
"Game Before the Game" has gone on to win the Super Bowl.

In the showdown of Pro Bowl wide receivers the stage was set for the
underdog, and Troy Brown proved to be just that as he toppled the heavy
favorite in 989 Sports'(R) NFL GameDay(TM) 2002 by a score of 21-14 at the
Coca-Cola and America Online Present the NFL Experience. With two of the best
players in the game competing against one another and Tom Arnold, host of FOX
Sports' Best Damn Sports Show Period, providing color commentary for the
evening, fans were treated to a great battle for virtual bragging rights.

The game got off to a slow start, with both defenses keeping their opponents
scoreless in the first quarter. However, Troy Brown and the New England
Patriots got on the board first when Tom Brady connected to Troy Brown on a
44-yard strike taking the Pats to the St. Louis nine-yard line. It was just
two plays later when Brady again connected to Brown with a pass deep in the
endzone. Vinateri converted the PAT leaving the score 7-0 in favor of the
Patriots.

Fortunately for the Rams, Isaac Bruce and the Rams were able to bounce back
with Kurt Warner heaving a pass to Isaac Bruce for a 62-yard play all the way
to the endzone, bringing the score to 7-7 with just 1:29 left in the first
half. Both teams would score again in the second quarter leaving the score
tied at halftime 14-14.

The second half brought the fans to their feet as the Patriots got ahead and
never looked back. Again, Brady threw as brilliant ball as he recorded his
third touchdown pass of the game in a nine-yard shot to Kevin Faulk. At
21-14, the game was where it would stay until the final tick of the clock as
fate seems to have been tempted in New Orleans. With the way the "Game Before
the Game" has predicted the winner of the Super Bowl in the past, things are
looking hopeful for the New England Patriots come Sunday.

    SATELLITE:  Friday, February 1, 2002
                KU-BAND SATELLITE TRANSMISSION ON CONTINUOUS LOOP
                1 - 1:30 a.m. ET / MIDNIGHT - 12:30 a.m. CENTRAL /
                10-10:30 p.m. PT (1/31/02) SBS6, TR. 8 (KU)

    RE-FEED:    (2/1/02) C-BAND SATELLITE TRANSMISSION ON CONTINUOUS
                LOOP 2 - 2:30 p.m. ET / 1 - 1:30 p.m. CT / 11 - 11:30 p.m. PT
                TELSTAR 5, TR. 16 (C)

     2001 Champion:  Qadry Ismail, Baltimore Ravens
     2000 Champion:  Marshall Faulk, St. Louis Rams
     1999 Champion:  John Mobley, Denver Broncos
     1998 Champion:  Terrell Davis, Denver Broncos
     1997 Champion:  Edgar Bennet, Green Bay Packers
     1996 Champion:  Charles Haley, Dallas Cowboys
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     989 Sports(R) Joins the Big League Challenge in Hosting Professional
                      Baseball's Best Long-Ball Hitters

 989 Sports Signs With Major League Baseball Player's Association to Sponsor
   A Head-to-Head Homerun Hitting Contest Featuring Professional Baseball's
                                Biggest Names

FOSTER CITY, Calif., Feb. 8 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that 989 Sports(R), its sports brand, signed on
as an associate sponsor of The Big League Challenge, a made-for-TV homerun
hitting contest to be held at Cashman Field in Las Vegas, NV., on Saturday,
February 9, and aired on ESPN and ESPN2 later this year. Marquee professional
baseball players confirmed to swing for the fences in this year's event
include Barry Bonds, Luis Gonzalez, Shawn Green, Todd Helton, Jim Thome,
Rafael Palmeiro, Richie Sexson and Troy Glaus.

"989 Sports is proud to be a sponsor of The Big League Challenge and to have
the opportunity to be associated with some of Major League Baseball's most
recognizable players," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America. "As a company we are committed to creating
sports games that deliver authenticity, and the competition that sports
gamers live for. The Big League Challenge is just another way of
incorporating that level of realism and excitement into our newest baseball
franchise, MLB 2003."

About 989 Sports
989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSone game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com
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  Sony Computer Entertainment America Inc. Sponsors Ice Village in Salt Lake
                                     City

        PlayStation(R)2 Brings The Ultimate Interactive Experience To
                         Salt Lake's Adrenaline Venue

FOSTER CITY, Calif., Feb. 12 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it is an associate sponsor of the
first-ever Mountain Dew Ice Village in Salt Lake City, Utah, February 8-24,
2002. Located in the heart of downtown Salt Lake City, the Ice Village offers
excitement to consumers of all ages during the entire 17 days of the
Olympics.

The Mountain Dew Ice Village is an action sports and music festival featuring
more than 150 of the world's best athletes from skateboarding, snowboarding,
BMX, Moto-X as well as a stellar line-up of musical performances from acts
such as Cheap Trick, Cake, and George Clinton and P Funk AllStars. Fans in
Salt Lake City during the Olympics can watch daily exhibitions from athletes
in the "Extreme Snow Zone" which will be sporting an 80-foot quarter pipe,
vert ramps for skateboarders and big air ramps for Moto-X riders. Attendees
can also experience the latest PlayStation(R)2 titles on the PlayStation 2
Touring Attraction, a 68-foot custom-designed vehicle. Inside the
climate-controlled environment, more than 60 participants at a time will be
able to play: Kinetica(TM), Gran Turismo 3(TM) A-spec, Cool Boarders(R) 2001,
989 Sports' NFL GameDay(TM) 2002, Jak and Daxter: The Precursor Legacy(TM),
Frequency(TM), Twisted Metal(TM) Black, PaRappa The Rapper(R) 2 and 989
Sports' Formula One 2001(TM).

As one of this year's associate sponsors, the company's presence will include
category exclusive brand representation in the venue's "Ice House" and "Last
Lap" VIP room, which is a giant night club adjacent to the Ice Village. The
"Last Lap" is an exclusive hang out created for athletes and VIPs that are
attending the games and will feature eight interactive kiosks playing the
hottest PlayStation 2 titles available.

"We are excited to be partners with the Mountain Dew Ice Village," said
Sharon Shapiro, director, promotions, Sony Computer Entertainment America
"The Ice Village offers a perfect fit for our brand as it allows consumers an
opportunity to not only experience the ultimate adrenaline venue, but also a
chance to enjoy the ultimate in interactive entertainment.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .
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  PlayStation(R)2 Brings Rock 'N' Roll Entertainment Across the Country This
                   Summer as Title Sponsor of Ozzfest 2002

   Concertgoers Will Have the Opportunity to Play the Newest Software Title
Releases for PlayStation 2 as Concert Festival Hits 28 Cities Across the U.S.


FOSTER CITY, Calif., May 30 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that its PlayStation(R)2 brand is the title
sponsor for Ozzfest 2002. As the title sponsor for one of the most popular
summer concert festivals in the United States, the company will offer
consumers the opportunity to play the hottest new PlayStation 2 software
titles on the PlayStation 2 Touring Attraction at the ultimate destination
for heavy metal and rock fans.

The Ozzfest 2002 tour, produced and promoted by Clear Channel Entertainment,
kicks-off on July 6 in Bristow, Virginia and travels to 28 U.S. markets
featuring a line-up of heavy metal's top artists, including Ozzy Osbourne,
System of A Down, Rob Zombie, POD, Drowning Pool, Adema, Zakk Wylde's Black
Label Society, The Apex Theory, Mushroomhead, Soil and more.

During the tour, PlayStation 2 will sponsor local radio promotions such as
ticket and game giveaways to coincide with the concerts for all of the
venues. In addition, PlayStation 2 will also offer a free trip for two to the
final show of the tour in Dallas, Texas on September 8. This free-trip
giveaway will include a two night hotel stay, a PlayStation 2 autographed by
Ozzy Osbourne, PlayStation 2 games, reserved tickets to Ozzfest, the
opportunity to meet a participating Ozzfest band and member of the Osbourne
family. To enter for the free trip giveaway, fans must visit www.scea.com
beginning June 2002.

The PlayStation 2 Touring Attraction, a 68-foot custom-designed vehicle, will
be on location allowing concert-goers to play newly released games while
listening to popular hard-rock live performances including Ozzy Osbourne,
System of a Down, P.O.D., Rob Zombie, Drowning Pool, Adema and more. For
smaller venues that cannot accommodate the PlayStation 2 Touring Attraction,
a large tent decked out with PlayStation 2 systems will be available,
allowing fans to experience the hottest summer games.

"We are thrilled to be the title sponsor for the Ozzfest tour this summer,"
said Sharon Shapiro, director, promotions, Sony Computer Entertainment
America Inc. "We know that the Ozzfest audience includes many videogame fans
and showcasing the latest titles available for PlayStation 2 throughout the
tour allows us to expose the games to both fans of the platform and to new
consumers."

"It's great that PlayStation has returned for another year as an Ozzfest
sponsor -- increasing its visibility from last year's main stage sponsor to
this year's presenting sponsor," said Joseph Bongiovi, Vice President, Tour
Sponsorship, Clear Channel Entertainment. "As the presenting sponsor,
PlayStation 2 will be able to leverage its increased visibility to directly
connect with its customers through aggressive on site and retail promotional
activities that Clear Channel Entertainment will be executing with
PlayStation 2. Consumers will be given the opportunity to win amazing prizes
including VIP access to Ozzfest. PlayStation 2 is also positioned to
contribute to the excitement and energy of the festival-like atmosphere of
the Ozzfest tour by having its PlayStation 2 Touring Attraction at various
venues."

With the recent success of the newest MTV reality show, The Osbournes and
recent Ozzy craze, Ozzfest 2002 is set to be one of the most popular music
festivals of the summer. For more information on performers and dates for
Ozzfest, fans can visit www.ozzfest.com.

     PlayStation 2 Presents Ozzfest 2002 Routing Schedule*:

     Date           Where                         Venue
     July 6         Bristow, Virginia             Nissan Pavilion
     July 7         Pittsburgh, Pennsylvania      Post-Gazette Pavilion
     July 10        Scranton, PA                  Montage Mountain
     July 12        Camden, New Jersey            Tweeter Center
     July 13        Hartford, Connecticut         Ctnow.com Amphitheater
     July 16,17     Boston, Massachusetts         Tweeter Center
     July 19, 20    Holmdel, New Jersey           PNC Center
     July 24        Raleigh, North Carolina       Alltel Pavilion
     July 25        West Palm Beach, Florida      Mars Music Amphitheater
     July 28        Atlanta, Georgia              Hi-Fi Buys Amphitheater
     August 3       Columbus, Ohio                Polaris Amphitheater
     August 4       Cleveland, Ohio               Blossom Music Center
     August 7, 8    Clarkston, Michigan           DTE Energy Center
     August 10      Chicago, Illinois             Tweeter Center
     August 11      East Troy, Wisconsin          Alpine Valley
     August 13      Indianapolis, Indiana         Verizon Amphitheater
     August 15      Cincinnati, Ohio              Riverbend Amphitheater
     August 17      Somerset, Wisconsin           Float-Rite Park
     August 19      St. Louis, Missouri           UMB Bank Pavilion
     August 20      Kansas City, Missouri         Sandstone Amphitheater
     August 22      Denver, Colorado              Pepsi/City Lights
     August 24      Sacramento, California        Autowest Amphitheater
     August 25      Mountain View, California     Shoreline Amphitheater
     August 27      George, Washington            The Gorge
     August 31      Devore, California            Glen Helen Blockbuster
                                                  Pavilion
     September 5    Phoenix, Arizona              Cricket Pavilion
     September 7    San Antonio, Texas            Verizon Wireless
                                                  Amphitheater
     September 8    Dallas, Texas                 Smirnoff Amphitheater

     * All dates subject to change

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .
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    Sony Computer Entertainment America Inc. Strengthens Organization With
                       Promotion of Key Top Executives

  Company Readies for Further Market Expansion With New Management Structure

FOSTER CITY, Calif., July 1 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced strategic organizational changes and executive
promotions designed to strengthen its North American operation and reinforce
the company's commanding market leadership position in the burgeoning
computer entertainment industry. Kaz Hirai, the company's president and chief
operating officer, said the new executive appointments, effective
immediately, are designed to accelerate a wide range of business objectives
including the evolution of PlayStation(R)2 as a broadband-based entertainment
delivery medium.

Andrew House and Jack Tretton have been promoted to the position of executive
vice president of Sony Computer Entertainment America. Reporting directly to
Hirai, both have been instrumental in the development and continued success
of the PlayStation business in North America, and are key members of the
organization's management team. As part of their new responsibilities, House
and Tretton have also been appointed to serve as Corporate Executive Officers
of Sony Computer Entertainment Inc.

Formerly senior vice president, House is responsible for all facets of the
company's marketing efforts in North America and the day-to-day management of
Sony Computer Entertainment America's extensive third party program that
includes licensee relations, product planning and strategic relationships.

Tretton, previously holding the position of senior vice president, oversees
all sales and channel relations in the United States, Canada and Latin
America. In addition to his current role, Tretton will assume responsibility
for Sony Computer Entertainment America's first party product development
operation lead by Shuhei Yoshida. Under Yoshida's direction the company has
built one of the finest internal development studios of any platform holder
with original PlayStation 2 franchise properties to its credit, such as
Twisted Metal: Black(TM), Jak and Daxter: The Precursor Legacy(TM), and its
first online title for PlayStation 2, SOCOM: U.S. Navy SEALs scheduled for
release on August 27 in conjunction with the Network Adaptor
(Ethernet/Analog) (for PlayStation 2). In an effort to further define and
build upon this success, Yoshida will now report to Tretton.

Bringing more than 25 years of financial management experience to his
position, Jim Bass was named chief financial officer. Bass was appointed to
vice president, finance, Sony Computer Entertainment America in November
1996, and is responsible for overseeing all of the company's accounting and
financial operations including treasury and risk management, purchasing, and
federal, state and local income taxes. Bass will continue to report to Hirai.

Masayuki Chatani, currently vice president, business and technology, Sony
Computer Entertainment America, assumes a dual role in the global
organization with his appointment as senior vice president of the newly
founded Broadband Strategy Group, Sony Computer Entertainment Inc. Chatani, a
15-year Sony veteran, will now serve as the leader of the division in charge
of defining the company's global broadband strategies including the
development and distribution of new network content, entertainment and
services via PlayStation 2. His new responsibilities also include the
evolution of Sony Computer Entertainment's alliances with various network
business partners such as America Online and RealNetworks. In this new role,
Chatani reports directly to Ken Kutaragi, president and chief executive
officer, Sony Computer Entertainment Inc.

Chatani retains his current responsibilities for Sony Computer Entertainment
America's technology and business creation efforts in North America,
reporting to Hirai in this capacity.

With more than 16 years of management experience to his credit, Sony Computer
Entertainment America announced the promotion of Steve Ross to senior vice
president. Formerly vice president, operations, Ross leads all of the
company's operational activities including product planning and distribution,
consumer and product services, information technology, human resources,
security and facilities management. Ross will continue to report to Hirai.

Riley Russell, formerly vice president, legal and business affairs, Sony
Computer Entertainment America, assumed the position of General Counsel as
part of the new organizational alignment. In addition to these
responsibilities, Russell is a member of several organizations including the
California and American Bar Associations, the Academy of Interactive Arts &
Sciences, the Public Policy Committee and the Piracy Committee for the
Interactive Digital Software Association, as well as the Ratings Committee
for the Entertainment Software Rating Board. Russell will continue to report
to Hirai.

"The Sony Computer Entertainment America executives being promoted today,
whose considerable talents enabled us to remain the market leader for the
seven years this company has been in existence, have each played a
fundamental role in creating and establishing the PlayStation business in
North America," said Kaz Hirai, president and chief operating officer, Sony
Computer Entertainment America Inc. "Those same talents are being called upon
again to help move our business into the broadband era, requiring a shift in
focus on how our industry defines entertainment, leadership and innovation.
Our management team is now stronger than ever before."

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com
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Sony Computer Entertainment America Applauds Canadian Conviction of 'Mod
Chip'
                                 Distributor

   Company Assists Canadian Authorities in Precedent-Setting Case; Further
  Demonstrates Its Commitment to Fighting Piracy and Unlawful Circumvention
                                   Devices

FOSTER CITY, Calif., July 22 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. joined its trade association, Interactive Digital
Software Association, in applauding the Canadian Department of Justice and
the Royal Canadian Mounted Police for a precedent-setting conviction for the
illegal sale and distribution of circumvention devices.  The conviction marks
the first time a defendant has been convicted under criminal statutes in
Canada for selling modification chips ("mod chips").  Mod chips mimic the
PlayStation technological security system to allow counterfeit and pirated
PlayStation format game discs to play.

"This is an important case of first impression in Canada," said Riley
Russell, general counsel, Sony Computer Entertainment America.  "Sony
Computer Entertainment America has been fighting circumvention devices like
these within U.S. borders for years.  We are pleased that our neighbor to the
North has recognized the illegitimacy of these devices under applicable law."

In this precedent-setting case, defendant Robert Garby pled guilty in the
Ontario Court of Justice in Ottawa to six counts of criminal code violation
and copyright law infringement.  Using evidence procured by the Canadian
Department of Justice and Royal Canadian Mounted Police, Federal Prosecutors
detailed Garby's actions to sell illegal mod chips and pirate games under the
name "Kustum Komputers."  Garby was fined $17,000 and sentenced to twelve
months probation.

The U.S. Congress passed the Digital Millennium Copyright Act (DMCA) in
October of 1998 that made illegal "circumvention devices" that circumvent a
technological measure designed to control access to a copyrighted work.  Sony
Computer Entertainment America has successfully argued that mod chips are
illegal circumvention devices under the DMCA in the United States, and the
recent Canadian conviction recognizes that such devices violate copyright
laws in other areas of the world.

Previous recent rulings on mod chip cases in the United States include:

-- On July 12, 2002, defendant Howard Chen of Howie's Hi-Tech Games in
   Milpitas, California was preliminarily enjoined under the DMCA from
   selling, advertising, installing or otherwise trafficking in mod chip
   and game enhancers.

-- On May 24, 2002, defendant Rick Oliver was sentenced in the United
   States Court for the District of Nebraska for willful circumvention of
   a copyright protection system for commercial advantage under the DMCA.
   Oliver was sentenced to seven months of jail time and was ordered to
   pay restitution to Sony Computer Entertainment America in the amount of
   $40,000.

-- On June 9, 2002, Sony Computer Entertainment America obtained summary
   judgment and a permanent injunction against Digital Stuff, Inc. of
   San Jose, California, for advertising, distributing, promoting and
   selling game enhancers.

-- On November 4, 1999, Sony Computer Entertainment America obtained a
   preliminary injunction against Michael and Carol Chaddon, doing
   business as GameMaster, Inc. in San Leandro, California prohibiting
   them from advertising, distributing, selling or purchasing game
   enhancers or devices that contain a mod chip function.

Sony Computer Entertainment America remains committed to assisting
authorities to prosecute manufacturers and sellers of circumvention devices
and pirate game products.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com.
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 Sony Computer Entertainment America Reinforces Commitment to Innovative Game
                  Development With Acquisition of Incog Inc.

  Developers of the Multi-Million-Unit Twisted Metal(R) Franchise Strengthen
                      Company's Expansive Creative Team

FOSTER CITY, Calif., Aug. 5 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it acquired Incog Inc. Entertainment,
developers of the wildly popular Twisted Metal(R) franchise. The acquisition
combines Incog's imaginative creativity with Sony Computer Entertainment
America's leading-edge technology to further bolster PlayStation(R)2 as the
world's leading computer entertainment system.

As part of the acquisition, Incog becomes part of Sony Computer Entertainment
America's Santa Monica studio group. Based in Salt Lake City, Utah, Incog
will continue to be managed by Scott Campbell, the company's president and
principal founder. Incog, which currently employs 51 people, will not move
its current development facilities and no staffing or workforce changes are
anticipated. The company plans to further build upon its successful
reputation as one of the premier PlayStation development operations, and will
continue to operate under the Incog corporate name. Financial terms of this
arrangement are not available.

"We are thrilled to have the highly talented developers of the best-selling
car combat series officially join the PlayStation family," said Shuhei
Yoshida, vice president, product development, Sony Computer Entertainment
America. "As our partnership has extended over a period of years, we are
excited about the opportunity to have this top team join our ranks, and we
welcome them whole-heartedly into our first party development operation."

"The Twisted Metal franchise is deeply anchored in the success of the
PlayStation platforms," said Scott Campbell, president, Incog Inc.
Entertainment. "Aligning our creative approach toward game development with
Sony Computer Entertainment America's industry-leading platforms allows us to
offer ground-breaking content to fans around the world. We are proud to be
part of this organization."

To date, Incog has developed the best-selling Twisted Metal, Twisted Metal
2, TWISTED METAL(R) Small Brawl(TM) for the PlayStation and PS one(TM)
consoles; Twisted Metal: Black(TM) for PlayStation 2; and Twisted Metal:
Black Online, the group's first online title scheduled for release on August
27 in conjunction with the Network Adaptor (Ethernet/Modem) (for
PlayStation(R)2). The company is currently working on War of the Monsters(TM)
for PlayStation 2, scheduled for release in early 2003.

When the original Twisted Metal game was released in 1995, the development
team was credited with creating and perfecting 3D car combat in next
generation gaming. Overall, the Twisted Metal franchise has sold more than
five million units in North America, making it the best-selling car combat
series ever.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com.
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    989 Sports(R) Proclaims 'We Got Game' With Signing of NBA Sharpshooter
  And Celebrated Movie Star Ray Allen as Cover Athlete for NBA ShootOut 2003

Perennial NBA All-Star and Star of 'He Got Game' to Grace the Cover of Highly
                             Anticipated Release

FOSTER CITY, Calif., Aug. 7 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NBA All-Star shooting guard Ray Allen has
inked a deal to join the 989 Sports(R) team as the cover athlete for NBA
ShootOut 2003. The six-year veteran will front the newest release of the
celebrated basketball franchise available for both the PlayStation(R) game
console and PlayStation(R)2 computer entertainment system on September 24.
Playing a key role in both gameplay and Artificial Intelligence (AI)
consultation, Allen will assist 989 Sports in continuing its leadership role
in delivering the most realistic and authentic sports video games available.

A first-round draft selection, 5th overall, out of the University of
Connecticut in 1996, Allen has continuously been among the NBA leaders in
three-point shooting. Last season, the six-foot, five-inch guard not only led
the league in three-point field goals but also was among the leaders in
points per game and free throw percentage. Averaging more than 20 points per
game for the past three seasons, Allen was selected to the All-Star team each
year highlighted by his winning the 1-800 CALL ATT Shootout during the 2001
All- Star Weekend. Allen's list of off-the-court accomplishments are equally
impressive from his numerous charitable contributions, including his
launching of the "Ray of Hope" Foundation in Connecticut which provides food
and clothing to the needy, to his starring role in the Spike Lee basketball
film, "He Got Game."

"We can't think of a better player, and person, than Ray Allen to be our
cover athlete for NBA ShootOut 2003" said Ami Blaire, director, product
marketing, Sony Computer Entertainment America. "Ray truly represents the
excitement of the NBA game. His incredible scoring ability, and his knowledge
and experience of the game, helped us develop the most exciting and realistic
basketball game ever available for the PlayStation and PlayStation 2. We are
also very proud to align ourselves with one of the most charitable players in
the NBA, and we look forward to helping him continue his great work with the
'Ray of Hope' Foundation."

With all-new features including Career Mode, which allows gamers to create a
player and take him from the National Basketball Development League (NBDL) to
the NBA, and an unsurpassed NBA environment featuring new player models and
interactions, NBA ShootOut 2003 is the must-have title for basketball and
sports fanatics. Coupled with refined gameplay and restructured AI, NBA
ShootOut 2003 replicates all the high-flying action of the NBA. The new
player models are ultra-realistic as each player features animated texture-
mapped faces from authentic NBA photos, accurate body styles down to players'
tattoos, and optional customizing features including goggles, head, wrist and
armbands. With accurate NBA playbooks, NBA signature animations, and
consultation from over a dozen NBA stars, NBA ShootOut 2003 will have gamers
lacing up their high-tops as they play the most authentic basketball game
available.

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2003 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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  PlayStation(R)2 Sponsors 2nd Annual ThunderDorm(SM) Campus Technology Tour

      PlayStation 2 Online Gameplay Comes to College Campuses Nationwide

    FOSTER CITY, Calif., Sept. 12 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that its PlayStation(R)2 brand is a sponsor of
the 2nd annual ThunderDorm(SM) Campus Technology Tour.  Hosted by 360 Youth,
the media and marketing arm of Alloy, Inc., and the Consumer Electronics
Association, the nationwide tour will run for eight weeks focusing on
demonstrating the latest in consumer technology for the college lifestyle, and
will feature on-campus entertainment, sponsor tents and interactive product
demonstrations.
    As a presenting sponsor, PlayStation 2 will have eight gaming kiosks
available within its sponsor tent.  Players can experience the recently
released Network Adaptor (Ethernet/modem) (for PlayStation(R)2), the foray
into online console gaming, competing with other gamers throughout the
country.  The PlayStation 2 games on display include:

    -- SOCOM:  U.S. Navy SEALs -- places you in the role of an elite SEAL
       commander whose team is asked to fight terrorists in 12 distinct
       operations within four diverse, real world environments.  As the team
       commander, players must instruct their team on a mission, either
       through voice recognition technology (with USB headset), or via
       on-screen text options.  In multi-player mode, up to 16 players will be
       able to play and communicate online in a competitive environment using
       broadband access.
    -- NFL GameDay(TM) 2003 -- For the first time ever in a football videogame
       you will be able to challenge fellow armchair quarterbacks across the
       country for gridiron superiority. Weekly roster and player attribute
       updates will keep you from having that potential Super Bowl MVP on the
       bench.  Live user stats, leader boards, 4-on-4 gameplay and complete
       in-game chat functionality with selectable presets and full USB
       keyboard support deliver the ultimate online football gaming
       experience.
    -- Twisted Metal:Black(TM) ONLINE -- The most insane car combat franchise
       takes it one step further by moving the action online creating a new
       world of infinite possibilities.  The action heats up with a more
       dynamic environment that's dependent on the interaction of multiple
       live players. With up to eight players utilizing a broadband
       connection, or two players using an analog connection, gamers will
       enjoy four gameplay modes within 20 levels from the Twisted Metal Black
       universe.

    The ThunderDorm Campus Technology Tour kicked off today at the University
of Connecticut.  The tour will reach 23 campuses and total 33 days of events
at the following locations:

        UNIVERSITY OF CONNECTICUT      Storrs           CT    9/12
        COLLEGE FEST                   Boston           MA    9/14, 9/15
        RUTGERS UNIVERSITY             Rutgers          NJ    9/16, 9/17
        PENN STATE UNIVERSITY          University Park  PA    9/19, 9/20
        KENT STATE UNIVERSITY          Kent             OH    9/23
        THE OHIO STATE UNIVERSITY      Columbus         OH    9/25
        GEORGE MASON UNIVERSITY        Fairfax          VA    9/27
        N. CAROLINA STATE UNIVERSITY   Raleigh          NC    9/30
        CLEMSON UNIVERSITY             Clemson          SC    10/2
        GEORGIA TECH                   Atlanta          GA    10/4
        UNIVERSITY, CENTRAL FLORIDA    Orlando          FL    10/7
        FLORIDA STATE UNIVERSITY       Tallahassee      FL    10/9
        GEORGIA SOUTHERN UNIVERSITY    Statesboro       GA    10/11
        TULANE UNIVERSITY              New Orleans      LA    10/14, 0/15
        OKLAHOMA STATE UNIVERSITY      Stillwater       OK    10/18
        TEXAS TECH UNIVERSITY          Lubbock          TX    10/21
        ARIZONA STATE UNIVERSITY       Tempe            AZ    10/24, 10/25
        UNIVERSITY OF SO. CALIFORNIA   Los Angeles      CA    10/28
        UC SAN FRANCISCO               San Francisco    CA    10/30
        CALIFORNIAL STATE PAMONA       Pomona           CA    11/1
        CALIFORNIA STATE LONG BEACH    Long Beach       CA    11/4, 11/5
        UC SAN DIEGO                   San Diego        CA    11/7, 11/8
        SAN JOSE STATE UNIVERSITY      San Jose         CA    11/11, 11/12
        UNIVERSITY OF NEVADA RENO      Reno             NV    11/14, 11/15

    For additional information on the tour, please visit www.thunderdorm.com.

    About Sony Computer Entertainment America Inc.
    Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.
    Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.
    Visit us on the Web at http://www.playstation.com
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Sony has obtained a patent on the technology that will be used in PlayStation
3 - which many developers fear will be a nightmare to program for.

Full story at

http://www.bayarea.com/mld/mercurynews/5311288.htm
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Sony is having a contest wherein entrants are challenged to create a unique
and cool character, weapon, or other video game item:

http://www.us.playstation.com/character/
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It just occurred to me that I have not received a single Sony PR in the last
six months.

I've attempted to re-establish my connection with PR Newswire and hope to have
SCEA news to post in the future.

-Ken
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Sony Computer Entertainment America Gives Gamers a Voice with the Development
of Gamer Advisory Panel

Consumers Invited to Share Thoughts, Ideas and Insights on the World ofGaming

FOSTER CITY, Calif., April 9 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the unveiling of its Gamer Advisory Panel (GAP),
an exclusive panel of thousands of users, designed to enable two-way dialog
between its members and PlayStation. By collaborating with these elite
gamers, Sony Computer Entertainment America will create a source of enriched
gaming insight into the evolving world of gaming that will help improve
product offerings and marketing communications. In turn, members of the Gamer
Advisory Panel will play a direct role in shaping the future, while receiving
member-only privileges.

The invitation-only panel is comprised of the most loyal and engaged
enthusiasts from the PlayStation Underground(TM) registered user base who
demonstrate an unusual passion for, and skill in, gaming. The PlayStation
Underground is a unique relationship-marketing program that allows members to
swap stories, offer game advice, share information, and more. This "insider
status" gives members exclusive information about PlayStation and gaming,
special merchandise, and an opportunity to engage with other passionate
gamers via the members-only online community.

"We realize that our most important assets are the PlayStation consumers and
loyal fans," said Marilyn Weyant, vice president, loyalty and channel
marketing, Sony Computer Entertainment America. "The Gamer Advisory Panel
gives us a vehicle to open dialog with our most passionate consumers so we
can address their gaming experiences and desires. Our gamers have a voice
within the company that will influence the future of PlayStation gaming "

Although Sony Computer Entertainment America received 34 percent more
respondents than expected estimates, the initial participants in the Gamer
Advisory Panel represent less than one percent of the total U.S. PlayStation
customer base. These select and highly engaged gamers have the enthusiasm,
expertise and leadership qualities required to impact the future of gaming.
For more information on how to qualify for the Gamer Advisory Panel, log onto
us.playstation.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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989 Sports(R) Scores with Title Sponsorship for NFL Quarterback Challenge

Annual Event Showcases Top NFL Quarterbacks in Head-to-Head Competition

FOSTER CITY, Calif., April 21 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports(R) announced today that it is the title sponsor
of the 989 Sports NFL Quarterback Challenge, held Saturday, April 26 in Santa
Monica, California. This year's event marks the 14th consecutive year of the
competition, testing the NFL's premier quarterbacks in various football
skills. The 989 Sports NFL Quarterback Challenge will air nationally in two,
one-hour specials on CBS-TV on July 19-20.

This year's contest features top current quarterbacks such as Brad Johnson
from the Super Bowl Champion Tampa Bay Buccaneers, Jeff Garcia from the San
Francisco 49ers, and Tom Brady from the New England Patriots. The
participants will compete head-to-head in a tough skills competition battling
in four different events including Accuracy, Speed and Mobility, Distance,
and "No Huddle." A new addition to this year's event is the inclusion of top
NFL wide receivers including Tim Brown from the AFC Champion Oakland Raiders
and Rod Smith from the Denver Broncos. The CBS-TV NFL broadcast team of
Boomer Esiason, Gus Johnson, and Jill Arrington will call the action as Jeff
Garcia attempts to defend his 2002 victory.

In addition to the visibility of having 989 Sports brand as part of the
official event name, the sponsorship package includes eight television
commercial spots during the on-air event. The 989 Sports brand will also be
visible with logos integrated throughout the program in such areas as the
field, leaderboard, and awards presentation. Print ads will also display the
989 Sports logo and will be located in both Sports Illustrated and USA Today.

NFL GameDay(TM) 2004, the popular NFL videogame franchise from 989 Sports for
the PlayStation(R)2 computer entertainment system, will be prominently
featured throughout the televised program. Combining authentic NFL action
with all-new graphics and a deep Online Mode, NFL GameDay 2004 promises to be
huge hit with football fans of all ages. The game is set to launch this
August.

"We are thrilled to be the title sponsor for the 989 Sports NFL Quarterback
Challenge," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "989 Sports continues to look for new ways to align
itself with top professional athletes, and there is no better event when it
comes to top NFL quarterbacks than the NFL Quarterback Challenge.

The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2004 "RP" for "Rating Pending." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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989 Sports(R) Puts on the Pads and Gears Up for Football Season by Signing
Two All-Pro NFL Players to Represent NFL GameDay(TM) Franchise

989 Sports Also Inks All-Time Penn St. Single Season Rushing Leader, Larry
Johnson, to Front NCAA(R) GameBreaker(TM) 2004

FOSTER CITY, Calif., May 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it signed two of the best players in the
National Football League to assist in promoting NFL GameDay(TM) 2004 for the
PlayStation(R)2 computer entertainment system and the PlayStation(R) game
console. San Diego Chargers All-Pro running back LaDainian Tomlinson and
Tampa Bay Buccaneers linebacker and NFL Defensive Player of the Year Derrick
Brooks each signed three-year deals. Tomlinson will be the cover athlete for
NFL GameDay(TM) 2004 for PlayStation 2 and PlayStation, both due out in
stores this August, while Brooks will be working with the company as a
contributor consultant, and spokesperson. Brooks will appear on the cover of
the esteemed football game at some point during his three-year deal. In
addition, former Penn St. running back, and future NFL running back, Larry
Johnson, joins the 989 Sports family to be cover athlete for NCAA(R)
GameBreaker(TM) 2004.

In just his second season in the NFL, Tomlinson has emerged as one of the
game's top running backs. The former Texas Christian University standout was
drafted by the San Diego Chargers in the first round (5th overall) of the
2001 NFL draft. The five-foot, ten-inch, 221-pounder burst onto the scene in
his rookie campaign, setting Charger single-season and Charger rookie records
for yards from scrimmage (1,603) and rushing yards (1,236) respectively.
Tomlinson capped off the 2001 season with his selection to the NFL All-Rookie
Team. The Waco, Texas native continued his assault on NFL defenses this
season, setting a Charger team record with 1,683 rushing yards. Along with
accumulating the second highest number of rushing yards in the NFL, Tomlinson
finished 4th in the League in Touchdowns (15) and 12th in the AFC in
receptions (79). Awarded for his impressive 2002 season, the second-year back
was named team MVP for the second consecutive season and selected for his
first trip to the NFL Pro Bowl.

Brooks joins the 989 Sports team after winning Super Bowl XXXVII and 2002 NFL
Defensive Player of the year, cementing his status as one of the best
defensive players in the League within the past decade. Brooks was among the
NFL leaders in tackles with 118 (3rd in the NFC) and interceptions with 5
(tied for 4th in the NFL). Drafted by Tampa Bay in the first round (28th
overall) of the 1995 NFL Draft, the Pensacola, Florida native led the NFL,
and tied a team record, with three interception returns for touchdowns. In
addition, the six-foot, 235-pounder not only led the eventual Super Bowl
Champions in tackles for the 5th consecutive season, but also he was selected
to the Pro Bowl for the 6th straight year, earned All-Pro Honors from the
Associated Press for the 4th consecutive year, and named team MVP for the 4th
straight season.

"Signing these incredible football players is a tremendous opportunity for
989 Sports," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Tomlinson and Brooks are each arguably the best
player at his position, and their enthusiasm, talent, and knowledge of the
game will be a great addition to the NFL GameDay franchise. We are equally
excited about welcoming Larry Johnson into the 989 Sports family as he had an
exceptional season last year for Penn St. and will no doubt be a great
running back in the NFL."

Johnson is projected to be the first running back selected in the 2003 NFL
draft after completing a record setting year at Penn St. The six-foot, two-
inch, 214 pound tailback became the first player in Penn St. and Big-Ten
history, and just the ninth player in NCAA Division I-A history, to rush for
more than 2,000 yards. Johnson's 2,087 rushing yards netted him seventh place
in the all-time NCAA rushing record book, as the State College, Pennsylvania
native won the Doak Walker Award for the Nation's top running back and was
selected as a Heisman Trophy finalist. The first team All-American will grace
the cover of the popular college football video game, NCAA GameBreaker 2004,
due out in stores this August.

The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2004 and NCAA GameBreaker 2004 "RP" for Rating Pending. For more information
about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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TOKYO, Japan (Reuters) -- Sony, under pressure to cut costs and roll out hot
new products after dismal earnings news, unveiled a game machine on Wednesday,
the "PSX," that puts a TV tuner, DVD recorder and game player in a single
box...

Story continues at

http://www.cnn.com/2003/TECH/ptech/05/28/sony.newmachine.reut/index.html
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I'll be curious to see (a) how much it costs, and (b) what effect it has on
the price of the PS2.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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I'm curious as to whether it'll really be called the "PSX", which is a popuar
acronym for the original PlayStation.
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PlayStation(R)2 Sponsors Vans Warped Tour for Ninth Consecutive Year

PlayStation 2 Presents 'Be a Warped Tour Roadie,' Giving Fans Across The
Country the Chance to Go Behind the Scenes in Vans Warped Tour 2003

FOSTER CITY, Calif., June 17 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. announced today its sponsorship of the ninth
annual Vans Warped Tour 2003, set to kick-off this summer in Boise, Idaho on
June 19, and commence in Asbury Park, New Jersey on August 10. Sony Computer
Entertainment America has sponsored the Vans Warped Tour since its inception,
and continues to bring the PlayStation(R)2 computer entertainment experience
to Vans Warped Tour fans across the country.  This year, consumers can sample
the latest PlayStation 2 software titles such as Primal(TM), Downhill
Domination(TM), and MLB(TM) 2004 at the PlayStation 2 tent, and have the
opportunity to win a coveted place as a roadie in the "Be A Warped Tour
Roadie" promotion.

Vans Warped Tour fans can live out their dreams of joining their favorite
bands on tour in the PlayStation 2 "Be A Warped Tour Roadie" radio promotion,
which will run in select markets on the tour's schedule as it crosses the
country.  Winners will travel to selected cities where they will be escorted
to the official tour bus, and provided with credentials and a schedule for an
exciting four-day, behind-the-scenes adventure.  Winners will experience
first-hand what it takes to put together a successful tour, working in areas
such as production, tickets, catering, and the PlayStation 2 tent.  On their
last day as a Warped Tour Roadie, winners will be rewarded with an all access
pass to the festival.

"The PlayStation 2 experience immerses consumers into a complete visual and
audio fantasy world, where we continually expand the role music plays in the
videogames we create," said Sharon Shapiro, director, promotions, Sony
Computer Entertainment America. "We recognize that music is a big part of our
fan's lives, and the "Be a Warped Tour Roadie" promotion gives them the
opportunity to experience the tour and PlayStation 2 on a whole new level."

Known as America's longest-running touring festival, the Vans Warped Tour
2003 line-up includes:  Rancid, AFI, Pennywise, Less than Jake, Face to Face,
Andrew W.K., The Ataris and a host of other bands.  In addition, the tour
features top action sports athletes who will perform their tricks on-site in
Moto X, Skateboarding, freestyle BMX, street skating and bike trials.  For
more information about the Vans Warped Tour, visit www.warpedtour.com.

  Tour dates are as follows:*

   Date           City                     Venue
   Thu  6/19      Boise, ID                Idaho Center Amphitheater
   Fri  6/20      Bozeman, MT              Gallatin County Fairgrounds
   Sat  6/21      Salt Lake City, UT       Utah St. Fairgrounds
   Sun  6/22      Denver, CO               Invesco Field
   Mon  6/23      Wichita, KS              Wichita Greyhound Park
   Tue  6/24      Kansas City, KS          Verizon Wireless Amphitheater Lot
   Wed  6/25      St. Louis, MO            UMB Bank Pavilion
   Thu  6/26      Cincinnati, OH           Riverbend Music Center
   Fri  6/27      Indianapolis, IN         Verizon Wireless Music Center
   Sat  6/28      Minneapolis, MN          Float-Rite Amphitheater
   Sun  6/29      Chicago, IL              Tweeter Center
   Wed  7/2       Calgary, AB              Race City Speedway
   Fri  7/4       Vancouver, BC            Thunderbird Stadium
   Sat  7/5       Seattle, WA              Gorge Amphitheater Lot
   Sun  7/6       Portland, OR             Columbia Meadows
   Tue  7/8       Pomona, CA               Pomona Fairplex
   Wed  7/9       Ventura, CA              Seaside Park
   Thu  7/10      San Diego, CA            Coors Amphitheatre Lot
   Fri  7/11      Long Beach, CA           CSULB
   Sat  7/12      San Francisco, CA        Pier 30/32
   Sun  7/13      Sacramento, CA           Sleep Train Amphitheater
   Tue  7/15      Phoenix, AZ              Peoria Sports Complex
                                           (night show)
   Wed  7/16      Albuquerque, NM          N.M.S.U. Practice Field
   Fri  7/18      San Antonio, TX          Verizon Wireless Amphitheater
   Sat  7/19      Dallas, TX               Smirnoff Music Center Lot
   Sun  7/20      Houston, TX              Reliant Center
   Wed  7/23      Atlanta, GA              Hi Fi Buys Amphitheatre
   Thu  7/24      Orlando, FL              Central Florida Fairgrounds
   Fri  7/25      St. Petersburg, FL       Vinoy Park
   Sat  7/26      Miami, FL                Pompano Beach Amphitheatre Lot
   Sun  7/27      Jacksonville, FL         Jacksonville Raceways
   Mon  7/28      Charlotte, NC            Verizon Wireless Amphitheatre Lot
   Tue  7/29      Virginia Beach, VA       Verizon Wireless Amphitheatre Lot
   Wed  7/30      Washington, DC           Nissan Pavilion Lot
   Thu  7/31      Boston, MA               Brockton Fairgrounds
   Fri  8/1       Montreal, QB             Parc Jean Drapeau
   Sat  8/2       Toronto, ONT             Molson Park
   Sun  8/3       Detroit, MI              Pontiac Silverdome
   Mon  8/4       Milwaukee, WI            Marcus Amphitheatre
   Tue  8/5       Cleveland, OH            Tower City Amphitheatre Lot
   Wed  8/6       Pittsburgh, PA           Post Gazette Pavilion
   Thu  8/7       Buffalo, NY              Darien Lakes PAC
   Fri  8/8       Philadelphia, PA         Tweeter Center (Waterfront)
   Sat  8/9       New York City, NY        Randall's Island
   Sun  8/10      Asbury Park, NJ          Asbury Park Lot

  *All dates subject to change

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif.  Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/ .
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PlayStation(R)2 Brings Rock n' Roll Entertainment Across the Country This
Summer as Sponsor of Ozzfest 2003

PlayStation 2 Gives Fans the Chance to Win Tickets to Experience Ozzfest 2003
Live and Share the Stage With Rock's Elite

FOSTER CITY, Calif., June 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its sponsorship of the eighth annual Ozzfest
2003 Tour.  As sponsor for the third year in a row, Sony Computer
Entertainment America will give consumers the opportunity to play the hottest
new PlayStation(R)2 software titles at the show, the chance to win tickets to
see Ozzfest live, plus the opportunity to share the stage with one of the
bands at the ultimate destination for metal and rock fans.  The Ozzfest 2003
Tour, produced and promoted by Clear Channel Entertainment, is one of the
most popular summer concert festivals in the United States.  The tour
kicks-off on June 28 in San Antonio, Texas and travels to 28 markets,
featuring a line-up of 21 bands including metal's top artists, Ozzy Osbourne,
Korn, Marilyn Manson, Disturbed, Chevelle, The Datsuns, and more.

Throughout the tour, Sony Computer Entertainment America will sponsor radio
promotions in the 28 markets where the Ozzfest 2003 Tour will make an
appearance.   A total of 10 fans in each market will have the chance to win
various Ozzfest inspired PlayStation 2 prizes.  Nine winners in each market
will win a PlayStation 2 prize pack, including tickets to the festival, a
copy of the action-adventure software title, Primal(TM), and an official
PlayStation 2 Ozzfest 2003 Tour jacket. In addition, one grand prizewinner in
each market will get five minutes of fame and share the stage with rock-n-
roll's elite when they introduce one of the second stage bands to an audience
of screaming fans.  Grand prizewinners will also receive a PlayStation 2
computer entertainment system autographed by the Prince of Darkness himself,
Ozzy Osbourne.

"Ozzfest is a great opportunity for Sony Computer Entertainment America to
bring the PlayStation 2 experience straight to our gamers who are also metal
fans, many of which attend the festival year after year," said Sharon
Shapiro, director, promotions, Sony Computer Entertainment America.  "This
year, we are giving metal fans the ultimate Ozzfest experience by inviting
them to be part of the action on stage with rock's elite."

The PlayStation 2 Touring Attraction, a 68-foot custom-designed vehicle, will
be on location giving concert-goers the chance to play newly released games
while listening to popular hard-rock live performances.  For smaller venues
that cannot accommodate the PlayStation 2 Touring Attraction, a large tent
decked out with PlayStation 2 systems will be available for fans to
experience the hottest summer games including Primal(TM), MLB(TM) 2004,
Downhill Domination(TM), ATV Offroad Fury(TM) 2 and more.

With the continued success of the MTV reality show, The Osbournes, and the
growing popularity of Ozzy Osbourne amongst mass audiences, Ozzfest 2003 is
set to be one of the most popular music festivals of the summer.  For more
information on performers and dates for Ozzfest, fans can visit
www.ozzfest.com.

  Ozzfest 2003 Routing Schedule*:

  Date                 Where                         Venue

  June 28              San Antonio, Texas            Verizon Wireless
                                                      Amphitheatre
  June 29              Dallas, Texas                 Smirnoff Music Center
  July 2               Phoenix, Arizona              Cricket Pavilion
  July 3               San Diego, California         Coors Amphitheatre
  July 5               Los Angeles, California       Glen Helen Pavilion
  July 8               San Francisco, California     Shoreline Amphitheatre
  July 9               Sacramento, California        Sleep Train
                                                      Amphitheatre
  July 12              Seattle, Washington           River Amphitheatre
  July 15              Albuquerque, New Mexico       Journal Pavilion
  July 17              St. Louis, Missouri           UMB Bank Pavilion
  July 19              Minneapolis, Minnesota        Float-Rite Park
  July 20              Chicago, Illinois             Tweeter Center
  July 22              Cleveland, Ohio               Blossom Music Center
  July 24              Detroit, Michigan             DTE Energy Music
                                                      Theatre
  July 25              Detroit, Michigan             DTE Energy Music
                                                      Theatre
  July 30              Pittsburgh, Pennsylvania      Pittsburgh Post Gazette
                                                      Pavilion
  July 31              Indianapolis, Indiana         Verizon Wireless
                                                      Amphitheater
  August 2             Milwaukee, Wisconsin          Alpine Valley  August 3
                       Columbus, Ohio                Polaris Amphitheatre
  August 5             Scranton, Ohio                Montage Mountain
  August 7             Philadelphia, Pennsylvania    Tweeter Waterfront
  August 9             Hartford, Connecticut         Meadows Music Theatre
  August 11            Buffalo, New York             Darien Lakes
  August 14            Boston, Massachusetts         Tweeter Center
  August 15            Boston, Massachusetts         Tweeter Center
  August 18            New York, New York            PNC Bank Arts Center
  August 19            New York, New York            PNC Bank Arts Center

  August 22            Washington, DC                Nissan Pavilion
  August 24            Charlotte, North Carolina     Verizon Wireless
                                                      Amphitheatre
  August 26            Atlanta, Georgia              Hi-Fi Buys Amphitheatre
  August 28            West Palm Beach, Florida      Coral Sky Amphitheatre

   * All dates subject to change

  About Sony Computer Entertainment America Inc.


Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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989SportsOnline.com Brings Best Ever Online Sports Experience to Gamers
August 26

Voice Recognition and Voice Chat Features Lead the Way for Gamers Who Use
Broadband or Dial-Up Connections to Access Live Stats & Rosters, Tournaments,
Real-Time Sports Ticker, Message Boards, and More

FOSTER CITY, Calif., Aug. 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced the launch of 989SportsOnline.com (available August
26, 2003) in conjunction with the highly anticipated release of the latest
version of the 989 Sports(R) football franchise, NFL GameDay(TM) 2004. Set to
revolutionize the online gameplay experience with a comprehensive line-up of
features including Voice Recognition (VR) and Voice Chat (VOIP), which will
allow gamers to chat in game or in the 989SportsOnline.com lobby by using the
new USB headset. Users will also have the ability to access the new online
community with a single username and password when they connect using either
broadband or dial-up connections. 989SportsOnline.com will highlight a
comprehensive line-up of features including updated stats, downloadable
rosters and real-time weather, online tournaments, message boards, universal
rankings across all 989 Sports titles, a sports ticker for the latest sports
scores and news, user mail, HTML PC interface, and more, making
989SportsOnline.com the most thoroughly designed online sports experience
ever created in this category.

With the ability to challenge opponents anywhere across the country,
989SportsOnline.com will provide gamers with a single, centrally located
lobby that allows access to all 989 Sports online titles as well as an HTML
PC interface that lets gamers access features including message boards,
user-mail, 989 Sports tournaments, leader boards, polls and surveys, and a
live sports ticker via a standard PC web browser. 989SportsOnline.com will
also give users the option of downloading updated team rosters and live
weather conditions on game day as well as access to chats with players logged
on via PC or with any 989 Sports title.

"In 989SportsOnline.com we have developed the most complete online sports
gaming experience ever created," said Craig Ostrander, senior project
manager, product development, Sony Computer Entertainment America. "With the
ability to access a single lobby via PC or PlayStation 2, users will have
unprecedented access to information about 989 Sports titles, tournaments,
stats and real-time rosters and weather updates, as well as a sports ticker
to stay up to date on all the latest sports news and scores, further
enhancing the online gaming experience and establishing an online community
matched by no other. And, with our VR and VOIP features gamers will be able
to experience the games at a whole new level."

Fronted by All-Pro running back LaDainian Tomlinson, the latest version of
the 989 Sports' NFL GameDay franchise, NFL GameDay 2004, will launch in
conjunction with 989SportsOnline.com. In addition to the breadth of
989SportsOnline.com, NFL GameDay 2004, for the first time in sports gaming
history, offers the revolutionary Voice Recognition (VR) technology which
allows the gamer to use the USB headset to call audibles, put receivers in
motion, change defensive coverage or simply call "timeout." With more than 50
VR commands, NFL GameDay 2004 provides gamers the unprecedented opportunity
to create game action without the touch of a button.

989SportsOnline.com will also provide gamers direct access to the product
development team via a PC or PlayStation 2. Be it suggestions for future
games and product features, enhancements or questions about in-game features,
through 989SportsOnline.com users will have a direct link to the 989 Sports
development group who will provide feedback and insight into the world of
sports videogames. As part of this community, users will receive a 989 Sports
ranking of Rookie, Veteran, Pro or Legend, which will be a universal score
based on points received for wins across all 989 Sports online titles, and
give sports fans the opportunity to determine the best overall 989 Sports
gamer.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.989sports.com
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Sony Computer Entertainment America Sponsors ESPN X Games IX

PlayStation(R)2 Brings Entertainment to Fans at Premier Action Sports Event

FOSTER CITY, Calif., Aug. 12 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its sponsorship of the ninth annual ESPN X Games
in Los Angeles. More than 300 of the world's best athletes will converge at
the STAPLES Center from August 14-17, to compete in high-flying events
including: Aggressive In-line Skate, Bike Stunt, Downhill BMX, Moto X,
Skateboard, Surfing, and Wakeboard.

As an ESPN X Games associate sponsor for the third year in a row, Sony
Computer Entertainment America benefits from widespread on-air presence
including more than 100 advertising spots on ESPN, ESPN2 and ABC during the
August 16 - August 22 telecast of the games. The multimillion-dollar
sponsorship also includes category exclusive brand representation in ESPN The
Magazine, full-page, four-color ads in the on-site Program, substantial
signage and hospitality opportunities during the event, and full service
banner rotation throughout both ESPN.com and EXPN.com Web sites.

Fusing live action sports and interactive entertainment, the PlayStation(R)2
Touring Attraction, a 77-foot truck featuring 31 interactive kiosks, will
provide X Games fans with a break from the competition to check out the
latest titles such as Downhill Domination(TM), Jak II(TM), Ratchet &
Clank(TM): Going Commando, NFL GameDay(TM) 2004, NCAA(R) GameBreaker(R) 2004,
and NBA ShootOut 2004 -- ESRB ratings E-T. Plus, attendees who stop by the
truck will have the chance to win a free session for two at Point X Camp, a
premier action sports training camp facility sponsored by PlayStation 2, and
a PlayStation 2 computer entertainment system along with the latest software
titles. In addition, Sony Computer Entertainment America will have
interactive kiosks in the athlete registration area and VIP lounges, where X
Games athletes can take a break from their high-flying competitions.

Sony Computer Entertainment America will also be giving action sports fans
the chance to meet world champion PlayStation-sponsored athlete, Shaun White,
who will greet fans and sign autographs at the PlayStation 2 Touring
Attraction on August 16 from 11:00 a.m. - noon. Fresh off of gold-medal wins
in the Slopestyle and SuperPipe snowboarding competitions at the 2003 Winter
X Games, and recent winner of the 2003 ESPN ESPY Award for Best Action Sports
Athlete, Shaun White will make history as the youngest athlete to compete in
both the Summer and Winter X Games, when he debuts at the X Games IX in the
Skateboard Vert and Skateboard Vert Best Trick competitions.

"At the X Games, the best athletes in action sports push their talents and
skills to the extreme, resulting in nothing short of a jaw-dropping
entertainment experience," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America. "We approach our business with the same level
of enthusiasm and focus as these athletes, as we continually push the
capabilities of the PlayStation 2 platform to give our fans the best
entertainment and value available."

For more information about X Games IX, please visit www.expn.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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Sony Computer Entertainment America Sponsors Sprite Liquid Mix Tour, Bringing
Hip-Hop and Rock to Fans Across the Country

PlayStation(R)2 Adds Pro BMX Action to 20-City Summer Tour

FOSTER CITY, Calif., Aug. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its sponsorship of the 2003 Sprite Liquid Mix
Tour, a seven-hour festival that combines the live sounds of today's hottest
hip-hop and rock acts with street sports and various forms of urban
entertainment. The Sprite Liquid Mix Tour is produced and promoted by Sprite
and Creative Artists Agency (CAA), and focuses on giving consumers a wide
range of entertainment at an affordable price. The tour kicks off on August
14, in Denver, Colo., and features established and rising musical artists
including N.E.R.D. (aka the Neptunes), O.A.R., The Roots, Talib Kweli,
Skillz, Robert Randolph and The Family Band, Slightly Stoopid, and more.

Sony Computer Entertainment America will enhance an already stellar
entertainment line-up by providing concertgoers with the opportunity to watch
the high-flying stunts of professional BMX bikers at the PlayStation(R)2
Urban Playground. Pro bikers will perform for Sprite Liquid Mix audiences at
least three times a day including one of the sports craziest athletes, Colin
Winkelmann, "Rooftop" Mike Escamilla, street rider Edwin Delarosa, tech
wizard Adam Banton, and hip hop lover Mike Ardelean. In addition, fans will
have the opportunity to sample the latest software titles for the PlayStation
2 computer entertainment system at the BLOCKBUSTER(R) Video Gaming Lounge,
including: Downhill Domination(TM), Jak II(TM), NFL GameDay(TM)2004, NBA
ShootOut 2004, War of the Monsters(TM), and Amplitude (ESRB ratings E-T).

"The Sprite Liquid Mix Tour immerses audiences in a total entertainment
experience at a great value, an approach we take with our consumers
universally," said Sharon Shapiro, director, promotions, Sony Computer
Entertainment America. "The PlayStation 2 entertainment experience also
engages consumers on multiple levels -- through sight, sound and hands-on
interaction -- creating a fun, interactive experience that Sprite Liquid Mix
fans can enjoy."

Sony Computer Entertainment America's sponsorship of the Sprite Liquid Mix
Tour expands the company's summer concert presence to include top metal,
rock, alternative and hip-hop tours across the country, such as Ozzfest and
Vans Warped Tour.

   Sprite Liquid Mix Tour Routing Schedule*:

   Date           Location                 Venue
   Aug. 14        Denver, Colo.            Universal Lending Pavilion
   Aug. 15        Denver, Colo.            Universal Lending Pavilion
   Aug. 17        Seattle, Wash.           White River Amphitheatre
   Aug. 21        Santa Barbara, Calif.    Santa Barbara Bowl
   Aug. 22        Los Angeles, Calif.      Verizon Wireless Amphitheatre
   Aug. 23        San Francisco, Calif.    Chronicle Pavilion
   Aug. 26        Dallas, Texas            Smirnoff Centre
   Aug. 27        Houston, Texas           Cynthis Woods Mitchell Pavilion
   Aug. 29        Atlanta, Ga.             Hi-Fi Buys Amphitheatre
   Aug. 30        Charlotte, N.C.          Verizon Wireless Amphitheatre
   Aug. 31        Washington, DC           Merriweather Post Pavilion
   Sept. 1        Holmdel, N. J.           PNC Bank Arts Center
   Sept. 3        Virginia Beach, Va.      Verizon Wireless Amphitheatre
   Sept. 4        Philadelphia, Pa.        Tweeter Center at the Waterfront
   Sept. 5        Columbus, Ohio           Germain
   Sept. 6        Chicago, Ill.            Tweeter Center
   Sept. 7        Detroit, Mich.           DTE Energy Music Center
   Sept. 9        Pittsburgh, Pa.          IC Light Amphitheatre
   Sept. 10       Cleveland, Ohio          Tower City Amphitheatre
   Sept. 12       Wantagh, N.Y.            Jones Beach Amphitheatre
   Sept. 14       Boston, Mass.            Tweeter Center

   *All dates subject to change

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/ .

Source: Sony Computer Entertainment America
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989 Sports(R) Kicks Off the Football Season with the Release of NFL
GameDay(TM) 2004 for PlayStation(R)2

Best-In-Class Online Mode, Enhanced Artificial Intelligence and All-New
Ultra-Smooth Graphics Bring the NFL to Life

FOSTER CITY, Calif., Aug. 26 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NFL GameDay(TM) 2004 from the 989 Sports(R)
development team is now available in stores for the PlayStation(R) game
console and the PlayStation(R)2 computer entertainment system. The latest pro
football release from 989 Sports features new Artificial Intelligence (AI)
technology, the deepest Online Mode ever created for a sports game and
all-new player models, presenting the deepest and most authentic gridiron
gaming experience available. NFL GameDay 2004 offers football fans of all
ages the excitement of true NFL action.

Fronted by All-Pro running back LaDainian Tomlinson, the latest version of
the NFL GameDay franchise features the most comprehensive online gameplay
opportunity for football fans. While challenging an opponent from anywhere
across the country via in-home broadband or dial-up connection, revolutionary
Voice Recognition (VR) technology allows the gamer to use any PlayStation 2
compatible USB headset to call audibles, put receivers in motion, change
defensive coverages or simply call "timeout." With more than 50 VR commands,
NFL GameDay 2004, provides gamers the unprecedented opportunity to create
game action without the touch of a button.

Additionally, the USB headset allows chat via Voice Over Internet Protocol
(VOIP) in game or in the 989 Sports Online lobby, the central location for
user or 989 Sports created tournaments, message boards, user mail and more.
Updated rosters and sports news, a live sports score ticker and the ability
to download real-time weather contribute to NFL GameDay 2004, through this
integrated online environment, providing the ultimate football gaming
experience.

NFL GameDay 2004 looks and plays better than ever before with enhanced
motion-blending technology creating seamless animation transitions, truly
capturing the power and grace of NFL football. Each NFL player has been
recreated with precise detail to exactly replicate his real-life counterpart,
from tattoos to dreadlocks. Stadium models have also been regenerated with
new lighting, textures and highly interactive crowds to further create the
ultimate football gaming experience.

In addition to having the look and feel of a champion, NFL GameDay 2004
brings to life true NFL authenticity like never before. As a result of
consultation from more than 100 NFL players and over 400 hours of developers
dissecting game film, NFL GameDay 2004 features intensified computer
artificial intelligence on both the offensive and defensive sides of the
ball, allowing the computer to accurately simulate how NFL players would
react to formations, play calling tendencies, audibles and more. Furthermore,
NFL GameDay 2004 playbooks have been redesigned for each team based on
current personnel and coaches to allow gamers to run authentic formations,
from the West Coast offense to the disguised 3-4 cover two blitz.

"As a kid, you dream about being in the game, but you never really think
about being on the cover," said LaDainian Tomlinson, All-Pro running back,
San Diego Chargers, during a visit to Chargers training camp on July 31,
2003. "989 Sports did a great job with the game, the graphics are realistic,
everything from the players, the field, even the people in the stands.
Awesome!"

"NFL GameDay 2004 delivers true-to-life gridiron action and we are proud of
the franchise's developments this year," said Ami Blaire director, product
marketing, Sony Computer Entertainment America. "The designers and production
team have continued to innovate and the combination of brilliantly realistic
graphics, fluid gameplay and the most feature rich Online Mode ever offered,
will bring football fans across the country a true-to-life NFL experience
from every great hit to every touchdown celebration."

Pressure sensitive controls are also included in this year's title, putting
the game in the user's hands. These controls determine how quickly a juke,
spin or other move is executed and determines the ball carriers timing. Each
move and its corresponding animation has been redesigned to meet the
challenge of defenders pursuing from different angles; the ball carrier will
have to perform a move based on the angle of the attacking defender to
advance the ball upfield as a result.

"NFL GameDay is the best looking football game I've seen this year, check me
out!" said Derrick Brooks, All-Pro linebacker, 2002 NFL Defensive Player of
the Year and 989 Sports spokesperson, from the Tampa Bay Buccaneers during a
training camp visit on July 27, 2003. "This game is off the hook!"

The launch of NFL GameDay 2004 will be supported by a multimillion dollar
national marketing push that will include an aggressive TV advertising
campaign of four spots, with two featuring LaDainian Tomlinson or Derrick
Brooks. The TV execution features a preseason flight, which kicked off on
July 19, 2003 on CBS, two main product spots, and a fourth dedicated to the
newly enhanced online gaming mode. This campaign will air across national,
cable and syndication through January 2004. In addition to television
advertising, the company will support NFL GameDay 2004 through national
print, online and viral advertising, as well as consumer promotions,
dedicated point- of-purchase displays and merchandising support, league-based
sponsorships, broadbased public relations support, an immersive and
interactive website and featured coverage in the PlayStation Underground(TM)
CD Magazine.

The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2004 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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Kazuo Hirai Promoted to Chief Executive Officer of North American Game Division

FOSTER CITY, Calif., Aug. 27 /PRNewswire/ -- Sony Computer Entertainment
America's top executive Kazuo (Kaz) Hirai has been promoted to the position of
chief executive officer, as announced today by Ken Kutaragi, president and
chief executive officer, Sony Computer Entertainment Inc., to whom he reports.
Hirai continues to serve as president of Sony Computer Entertainment America
as part of this new appointment.

A 19-year Sony veteran, Hirai played an instrumental role in evolving the
PlayStation(R) business in what is now considered the company's largest
market, North America. During his tenure, Hirai was actively involved in the
launch of the original PlayStation platform, as well as responsible for
building Sony Computer Entertainment America virtually from the ground up
since he assumed responsibility in 1996. Under his direction and leadership,
the company enlarged its competitive standing within the videogame category
and beyond via the introduction of PlayStation(R)2, the success of which is
demonstrated through its recent 20-million-unit sales milestone achieved in
less than three years.

Hirai also led the business into the world of console online gaming in 2002,
which has been an overwhelming hit with the PlayStation 2 consumer base,
overcoming the initial barriers to entry.

"I am pleased to announce Kaz's new appointment, as he is viewed as a
well-respected leader throughout the company and within the gaming
community," said Ken Kutaragi, president and chief executive officer, Sony
Computer Entertainment Inc. "Kaz has been a key member of my strategic
management group for many years, and his dedication and business acumen has
helped the organization achieve and exceed business goals never before
realized. Moving forward, Kaz and his team in North America will ready the
market for further expansion and growth as we prepare to execute forthcoming
corporate and product initiatives."

In addition to his current divisional responsibilities, Hirai continues to
serve in his roles as a board member of Sony Computer Entertainment America
Inc., and as one of the Sony Computer Entertainment Group Corporate Executive
Officers of Sony Computer Entertainment Inc.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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989 Sports(R) Signs Three All-Star NBA Players to Represent the NBA Shootout
Franchise

NBA's Leading Scorer Last Season, Tracy McGrady, to Grace the Cover of NBA
ShootOut 2004

FOSTER CITY, Calif., Sept. 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it signed two of the best players in the
National Basketball Association to assist in promoting NBA ShootOut 2004 for
the PlayStation(R)2 computer entertainment system and the PlayStation(R) game
console. Orlando Magic superstar guard Tracy McGrady and Los Angeles Lakers
point guard Gary Payton each signed two-year deals, while All-Star shooting
guard and NBA ShootOut 2003 cover athlete, Ray Allen, signed on for an
additional two years as a company spokesperson. McGrady will be the cover
athlete for NBA ShootOut 2004 for PlayStation 2 and PlayStation, both due out
in stores this October, while Payton and Allen will be working with the
company as contributing consultants, and spokespersons.

At just 24 years of age and with six years already in the league, Tracy
McGrady has emerged as one of the game's most explosive guards. The
basketball phenom made the leap straight from high school to the NBA, drafted
9th overall by the Toronto Raptors. The six-foot, eight-inch, 210-pounder
burst onto the scene after his third season in the league, averaging 26.8
points per contest and winning the NBA's Most Improved Player award in
2000-2001. The three-time All-Star is also in the record books for having the
highest scoring average in NBA history for players 21 or under. McGrady is
coming off his best season in the NBA, while leading the league in scoring
(32.1 points per game), he was also ranked within the top 18 NBA players in
more than 20 statistical categories.

Payton, a two-time Olympic Gold Medalist (1996 and 2000), joins the 989
Sports team after 13 seasons in the NBA. Payton is among the fiercest
defenders in NBA history, known as "The Glove," he is the only player in NBA
history to be selected to the NBA All-Defensive First Team for nine
consecutive seasons (1994-2002). Payton was also the first guard to win the
Defensive Player of the Year award (1996) since Michael Jordan won the award
in 1988. In addition, the six-foot, four-inch, point guard is one of only
eight players in NBA history to compile 15,000 points, 6,000 assists and
1,000 steals. Originally drafted in 1990, out of the University of Oregon
State, Payton was the highest draft pick ever for the Seattle SuperSonics,
going in the first round, 2nd overall.

Allen, a first-round draft selection, 5th overall, out of the University of
Connecticut in 1996, has continuously been among the NBA leaders in
three-point shooting. Last season, the six-foot, five-inch guard not only led
the league in three-point field goals but also was among the leaders in
points per game and free throw percentage. Averaging more than 20 points per
game for the past four seasons, Allen was selected to the All-Star team each
year highlighted by his winning the 1-800 CALL ATT Shootout during the 2001
All-Star Weekend. Allen has also starred in the critically acclaimed Spike
Lee basketball film, "He Got Game."

"Signing these incredible basketball players is a tremendous opportunity for
989 Sports," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "We have arguably the three best guards in the game
today and their enthusiasm, talent, and knowledge of the game will be a great
addition to the NBA ShootOut franchise."

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2004 "RP" for Rating Pending. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/
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PlayStation(R)2 and House of Blues(R) Announce Return of PlayStation 2 Dual
Play Tour Featuring Today's Hottest DJs Including Timo Maas, Loco Dice, Ferry
Corsten and DJ Rap

National Club Tour Brings PlayStation 2 Experience and World Renowned DJs To
17 Cities Across America

FOSTER CITY, Calif. and HOLLYWOOD, Calif., Sept. 25 /PRNewswire/ -- Following
the success of the first two club tours, Sony Computer Entertainment America
and House of Blues(R) are bringing back Dual Play and the music of world
famous DJs to intimate club settings with 24 dates in 17 cities across the
country.  The third PlayStation(R)2 Dual Play tour consists of two bi-coastal
legs, each co-headlined by a pair of in-demand DJs including Germany's Timo
Maas (Hope Recordings/Kinetic Records) and Loco Dice (Four Twenty
Recordings), Netherlands's Ferry Corsten (Moonshine Music), and female DJ Rap
(Proper Talent).  Produced and promoted by House of Blues and Spundae, the
Dual Play tour kicks off in Miami at Crobar on September 26 and runs through
November 22.  Tickets are available at www.hob.com, search word: PlayStation.

The Dual Play tour brings together gaming and dance club lifestyles, and
demonstrates that PlayStation 2 is not only a brand but also a way of life.
Similar to past Dual Play tours, PlayStation 2 will have a subtle on-site
presence at each venue, as scenes of live club audiences will be projected on
screens and blended with footage from a variety of newly released and
soon-to-be released videogame titles including:  Jak II(TM), SOCOM II: U.S.
Navy SEALs, Ratchet and Clank(TM): Going Commando, NFL GameDay(TM) 2004, and
Downhill Domination(TM).

"With the third incarnation of the PlayStation 2 Dual Play tour we are
looking to build an even greater entertainment experience for Dual Play fans
by introducing them to new music and different DJs."  Sharon Shapiro,
director, promotions, Sony Computer Entertainment America.  "Music has always
been an integral element of the PlayStation 2 gaming experience and the Dual
Play tour brings the connection between music and gaming to the next level."

DJs headlining the PlayStation 2 Dual Play tour have collaborated with some
of the biggest names in music and created their own unique styles and sounds:
Timo Maas remixed Madonna's "Don't Tell Me," at her personal request, and
will bring his internationally recognized mixes to the masses with the
ultimate collection of his remixes, "Music for the Masses 2."  Loco Dice
cemented his underground status by switching to house music and now brings
his bassline driven dance floor-friendly music to the PlayStation 2 Dual Play
tour.  Dutch pioneer Ferry Corsten has been a mainstay in the dance music
circles for the past 13 years, and DJ Rap is a multi-faceted female talent
who is recognized as one of the best mixers in the business and as the "queen
of drum and bass."  All DJs for the PlayStation 2 Dual Play tour are booked
by AM Only, Inc., based in New York.

In addition to bringing internationally acclaimed DJs to local venues,
PlayStation 2 is providing two unique sweepstakes for fans of the PlayStation
2 Dual Play tour.  During the first leg of the tour, visit
www.hob.com/tickets/tours/2003ps2Dualplay_1/contest/ to register for a chance
to win a trip for two to see the PlayStation 2 Dual Play tour with Timo Maas
and Loco Dice at the House of Blues in Chicago on October 10.  Similarly, the
sweepstake for the second leg of the tour will feature a trip for two to see
Ferry Corsten and DJ Rap at NV in San Francisco on November 15.  Tickets,
airfare, hotel will be included along with a PlayStation 2 Online Pack and a
collection of PlayStation 2 software titles. Visit www.hob.com for additional
details.

Below is a full list of dates and venues for the PlayStation 2 Dual Play
Tour:

   DJs Timo Maas and Loco Dice

   SEPTEMBER 26
   MIAMI:  CROBAR
   1445 Washington  (305-531-8225)

   SEPTEMBER 27
   ATLANTA:  ELEVEN 50
   1150 Peachtree St. NE (404-874-0428)

   SEPTEMBER 28
   ORLANDO:  HOUSE OF BLUES
   1490 E. Buena Vista Drive (407-934-2583)

   SEPTEMBER 29
   NEW ORLEANS:  HOUSE OF BLUES
   225 Decatur Street (504-529-2624)

   OCTOBER 2
   LOS ANGELES:  HOUSE OF BLUES SUNSET STRIP
   8430 Sunset Blvd. (323-848-5100)

   OCTOBER 3
   SAN DIEGO:  ON BROADWAY
   615 Broadway (619-231-0011)

   OCTOBER 4
   SAN FRANCISCO:  RUBY SKYE
   420 Mason (415-241-0777)

   OCTOBER 5
   LAS VEGAS:  HOUSE OF BLUES
   3950 Las Vegas Blvd. (702-632-7600)

   OCTOBER 8
   SCOTTSDALE, AZ:  SANCTUARY
   7340 E. Shoeman Lane (480-970-5000)

   OCTOBER 9
   DENVER:  CHURCH
   1160 Lincoln Street (303-832-3528)

   OCTOBER 10
   CHICAGO:  HOUSE OF BLUES
   329 N. Dearborn (312-923-2000)

   OCTOBER 11
   NEW YORK: AVALON
   660 6th Avenue @ 20th (212-807-7780)
   *All dates subject to change


   Ferry Corsten and DJ Rap

   NOVEMBER 6
   ATLANTA:  ELEVEN50
   1150 Peachtree St. NE (404-874-0428)

   NOVEMBER 7
   CHICAGO:  HOUSE OF BLUES
   329 N. Dearborn (312-923-2000)

   NOVEMBER 8
   MINNEAPOLIS:  QUEST CLUB
   110 N. 5th Street (612-338-3383)

   NOVEMBER 9
   ORLANDO:  HOUSE OF BLUES
   1490 E. Buena Vista Drive (407-934-2583)

   NOVEMBER 10
   NEW ORLEANS:  HOUSE OF BLUES
   225 Decatur Street (504-529-2624)

   NOVEMBER 13
   DENVER:  CHURCH
   1160 Lincoln Street (303-832-3528)

   NOVEMBER 14
   SEATTLE:  SHOWBOX
   1426 1st Avenue (206-628-3151)

   NOVEMBER 15
   SAN FRANCISCO:  CLUB NV
   525 Howard St. (415-339-8686)

   NOVEMBER 16
   LAS VEGAS:  HOUSE OF BLUES
   3950 Las Vegas Blvd. (702-632-7600)

   NOVEMBER 20
   ANAHEIM:  HOUSE OF BLUES
   1530 S. Disneyland Drive (714-778-2583)

   NOVEMBER 21
   CLEVELAND:  MODA NIGHT CLUB
   1871 W. 25th Street (216-781-3805)

   NOVEMBER 22
   NEW YORK:  AVALON
   660 6th Avenue @ 20th (212-807-7780)

  ABOUT HOB ENTERTAINMENT, INC.

HOB Entertainment, Inc., a Los Angeles-based global entertainment company, is
the definitive live music brand.   Founded in 1992, this dynamic company with
soul, spirit and vision is comprised of several unique businesses, including:

  -- House of Blues Clubs, which operate 1,000 - 2,000 capacity venues
     located in Cambridge, New Orleans, Los Angeles, Chicago, Myrtle Beach,
     Orlando, Las Vegas and Anaheim, and includes the House Of Blues Club
     Network.
  -- House of Blues Concerts, Inc., which owns, operates or exclusively
     books 20 arena and amphitheatre venues throughout North America,
     including Los Angeles, San Diego, Denver, Dallas, Austin, Seattle (The
     Gorge), Atlanta, Cleveland, Toronto, Vancouver and Montreal.
  House of Blues -- IT IS LIVE! (TM)

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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College Hoops Sensation Nick Collison Signs as Cover Athlete For NCAA(R)
Final Four(R) 2004 by 989 Sports(R)

National Player of the Year and First-Team All-American for the Kansas
Jayhawks Will Front the Highly Anticipated College Hoops Videogame

FOSTER CITY, Calif., Oct. 16 /PRNewswire/ -- Having lead the Kansas Jayhawks
to back-to-back Final Four(R) appearances and being named NABC National
Player of the Year and Associated Press First-Team All-American, Sony
Computer Entertainment America announced today that former Kansas Jayhawks
star Nick Collison will be the cover athlete for NCAA(R) Final Four(R) 2004,
the soon to be released version of the college hoops videogame franchise from
the 989 Sports(R) development team. Selected by the Seattle SuperSonics with
the 12th pick in the first round of the 2003 NBA Draft, Collison is one of
the most decorated hoops stars in the storied history of the legendary Kansas
University basketball program and a top rookie entering the NBA.

Fronted by Nick Collison, NCAA Final Four 2004 for the PlayStation(R) and
PlayStation(R)2 computer entertainment system will be available November 11,
2003. Combining true, authentic NCAA college basketball action with updated
graphics and an all-new Online Mode, NCAA Final Four 2004 promises to deliver
spirit and pageantry of college hoops. NCAA Final Four 2004 will feature more
than 300 Division IA teams, multiple modes of play including Practice,
Dynasty and Career, state-of-the-art artificial intelligence (AI) and
compatibility with 989SportsOnline, the revolutionary central online lobby
linking all

989 Sports online titles with features including roster updates, a real-time
sports ticker, tournaments, message boards, voice chat, and more.

"We are honored to have Nick Collison join the 989 Sports family. As the NABC
National Player of the Year and AP First-Team All-American, Collison is a
dominating player and symbolizes hard-nosed college hoops action, much like
the NCAA Final Four franchise," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America. "Collison was instrumental in Kansas'
back-to-back Final Four appearances proving excellent athleticism, knowledge
of the game, and a strong work ethic. He is a team player and extraordinarily
talented making him an ideal ambassador for NCAA Final Four 2004."

Capping off a remarkable college basketball career with a selection to the
NCAA All-Final Four Team in 2003 where he lead his Kansas Jayhawks to the
national championship game, Collison's career highlights include being named
the Big 12 Conference Player of the Year, ranking second all-time in school
history in scoring and third all-time in rebounding as well as being the lone
college player named to the USA National Basketball Team.

The independent Entertainment Software Rating Board (ESRB) rates NCAA Final
Four 2004 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(R), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.989sports.com.

Source: Sony Computer Entertainment America Inc.
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Dribble, Drive and Score With NBA Shootout 2004 Now Available on
PlayStation(R)2

Featuring 50 NBA All-Time Greatest Players, 989SportsOnline And Revolutionary
Voice Recognition Technology

FOSTER CITY, Calif., Oct. 28 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. announced today that NBA ShootOut 2004 from the
989 Sports(R) development team is now available in stores, marking the latest
release of the popular NBA videogame franchise and its premier on
989SportsOnline.com with revolutionary Voice Recognition (VR) features.
Combining enhanced graphics and gameplay with exciting new modes including
online and career, NBA ShootOut 2004 also brings 50 of the all-time greatest
players in the NBA back to the court to make this one of the most exciting
and authentic basketball game available. NBA ShootOut 2004 is available for
the PlayStation(R)2 computer entertainment system and PlayStation(R) game
console.

Fronted by NBA All- Star and 2002 league leading scorer Tracy McGrady, NBA
ShootOut 2004 will be compatible with the heralded 989SportsOnline.com,
taking hoops to new levels by offering online gamers an array of features
including the following: the ability to create a 64-man tournament to compete
against the best players nationwide; to incorporate real-time roster updates
and experience community building pillars like player rankings; message
boards; a real-time sports ticker; and voice chat both in-game and in the
989SportsOnline lobby through state-of-the-art VOIP.

Exclusive to 989 Sports offerings, NBA ShootOut 2004 will feature extensive
voice-over technology that will provide players with a unique and authentic
gaming experience as they can voice chat both in-game and in the
989SportsOnline lobby via a PlayStation 2 compatible USB headset. And for the
first time ever in a hoops videogame, NBA ShootOut 2004's Voice Recognition
will also allow players to verbally control the action on the court through
more than 40 voice commands for timeouts, screens, picks, cuts, double teams,
presses, play calling, and more.

"For basketball fans everywhere, NBA ShootOut 2004 offers exciting
above-the-rim action, exclusive voice recognition technology and real- time
hoops via 989SportsOnline," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America, "The 989 Sports development team did a
tremendous job completely redesigning the graphics and delivering fast-paced
gameplay running at 60fps. In addition, hard-core hoops fans can enjoy for
the first time, Team USA Basketball."

NBA ShootOut 2004 will also feature a unique and updated Career Mode,
exclusive to the NBA ShootOut franchise. Gamers will once again have the
opportunity to earn a spot in the NBA by working their way through the Summer
Pro League and National Basketball Development League. NBA ShootOut 2004
allows gamers to create a player and attempt to develop him into an NBA
All-Star. Starting out in the NBDL, the NBA's minor league, players will look
to hone their skills and generate enough interest to garner a contract from a
professional team, where they will have to work their way into the starting
line-up and shoot for the top as an All-Star selection.

NBA ShootOut 2004 provides gamers with the ability to bring back to the court
50 of the all-time greatest players in the NBA. Players can unlock any of the
50 retired players who were/are the best to ever step on the court by
accomplishing goals attributable to each of them. This will allow gamers to
create their own "dream team" as they face off against the competition with
the best of the best from years past.

For ultimate control in gameplay, NBA ShootOut 2004 utilizes the R3 analog
joystick to give players complete control over their team, whether they are
taking the ball to the rack or pulling up to hit from the three-point line.
With more than 40 one-touch controls, gamers can also directly control
everything from cross-over dribbles to behind the back spin moves with the
push of one button. Along with the Career, Season, and Exhibition modes, NBA
ShootOut 2004 also brings back the popular Create Dunk Mode allowing users to
make the most imaginative dunks possible. Gamers can then implement these new
dunks into the game using any of the authentic recreated NBA players.

To make the game even more genuine, over a dozen NBA players, including cover
athlete Tracy McGrady, were consulted to help develop playbooks and ensure
the most realistic gaming experience possible. The all-new, TV-style
presentation combined with color commentary from Hall-of-Famer Bill Walton
will only further enhance the player's experience resulting in the most
enjoyable basketball experience available on the PlayStation 2 and
PlayStation consoles.

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2004 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
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Inaugural Gran Turismo(R) 4 Awards Invited SEMA Auto Show Exhibitors to Vie
For the Opportunity To Be Featured in Highly Anticipated PlayStation(R) 2
Racing Game

Awards Ceremony Honors Automotive Excellence and Highlights the Upcoming
Release for the New Edition of the Best Selling Racing Videogame Franchise

LAS VEGAS, Nov. 5 /PRNewswire/ -- To honor automotive excellence and
celebrate car culture, Sony Computer Entertainment America, publisher of the
best-selling Gran Turismo(R) racing franchise for PlayStation(R)/PlayStation
2, hosted the first-ever Gran Turismo 4 (GT4) Awards yesterday at the SEMA
(Specialty Equipment Market Association) auto show in Las Vegas. In its
inaugural year, the GT4 Awards marked a historic collaboration of videogame
and auto enthusiasts, while featuring a distinguished line-up of entries from
top SEMA show exhibitors, all vying for the coveted honor of being dubbed
"Best in Show," a title that included the historic privilege of having their
vehicle inserted into the revolutionary Gran Turismo 4 driving simulator for
PlayStation 2.

Held at Las Vegas hot-spot Ghostbar in the Palms Hotel/Casino Resort, the GT4
Awards highlighted six categories that included "Best Truck/SUV," "Best
Japanese Import," "Best European Import," "Best Domestic Automobile," "Best
Hot Rod" and the coveted "Best in Show." The Best in Show vehicle will not
only be inserted into the upcoming Gran Turismo 4 videogame, but will be
available for all consumers to soon view and drive, virtually making it the
talk of the automobile industry.

"The Gran Turismo 4 Awards honor and exemplify the high level of passion and
enthusiasm that both auto enthusiasts and the Gran Turismo racing franchise
possess," said Kazunori Yamauchi, famed creator of the Gran Turismo series.
"Through the GT4 Awards and the support of the automotive community, Gran
Turismo 4 can not only be seen as a game, but as a unique medium to learn,
enjoy and experience automotive culture like never before."

"The attention paid to detail in Gran Turismo 4 is extraordinary. From the
topography of the race course to the sunlight dancing off a car's body panel.
Even the brake lights light up appropriately," said Sam Mitani, International
Editor, Road & Track Magazine. "The GT4 Awards goes to show how committed the
makers of this great driving game are to automotive enthusiasm. The Gran
Turismo series isn't just celebrating car culture, they have become an
integral part of it."

Entries for the GT4 Awards included vehicles encompassing manufacturers
around the globe. GT4 Awards category winners were selected by
representatives from popular automotive media outlets including Road & Track,
Motor Trend, Popular Hot Rodding Television and Super Street, with the "Best
in Show" award being selected by legendary Gran Turismo creator Kazunori
Yamauchi.

The overall winner was Ted and Sue Richardson who were honored with the "Best
in Show" award for their one-of-kind 1962 Buick Special. In addition to the
hardware, the Richardson's 1962 Buick Special will set a new standard for
visibility among auto enthusiasts as their vehicle will be drivable in Gran
Turismo 4 when it is available worldwide for PlayStation 2 in 2004.

The "Best Truck/SUV" honor was presented to Dustin Whipple for his 2004 Ford
F-150.

Walking away with the award for "Best Japanese Import" was Craig Wilson for
his 1992 Acura NSX Coupe.

In the "Best European Import" category, Werner Funk took first prize for his
2001 Renault Clio Sport

The "Best Domestic Automobile" award was given to Michael Jackson for his
2003 Saturn Ion outfitted with Gude Performance Parts. The final category,
which was for "Best Hot Rod," was awarded to the overall Best in Show award
winners -- Ted and Sue Richardson with their one-of-kind 1962 Buick Special.

With more than 30 million units sold worldwide, the Gran Turismo franchise is
regarded as the best and most authentic driving simulation ever created. For
the launch of Gran Turismo 4, a new standard will be set for authentic racing
action with upwards of 500 cars and 50 tracks encompassing auto manufacturers
and courses from around the world, as well as realistic driving physics.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.
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Early Sales Indicators Point to a Prosperous Holiday Season for
PlayStation(R)

Increase in Consumer Demand Kicks Off the Start of the Key Selling Period

FOSTER CITY, Calif., Nov. 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced that the PlayStation(R) category experienced a
substantial jump, signifying that the holiday selling season has begun. With
increased sales of both platforms, PlayStation(R)2 computer entertainment
system and PS one(TM), the highly successful launches of recent first party
software offerings and the PlayStation 2 online community surpassing one
million connected consoles, the company leads into the industry's most
critical period with an incomparable competitive advantage.

As Sony Computer Entertainment America enters its fourth holiday season with
PlayStation 2 and its ninth for PlayStation, hardware and software sales
continue to grow on both fronts. The recent release of the PlayStation(R)2
Combo Pack in August, which includes the PlayStation 2 console, Network
Adaptor (Ethernet/modem) (for PlayStation(R)2), and a copy of the online-
enabled game, ATV Offroad Fury(TM) 2, all for $199 suggested retail price,
was specifically designed for both the value conscious and networked consumer
in mind. In recent weeks, penetration of the PlayStation 2 Combo Pack
accounts for about 30 percent of the company's next generation hardware
volume. Weekly sales of PlayStation 2 have increased 40 percent in the last
two weeks, further demonstrating that the seasonality curve has kicked in. PS
one hardware sales have increased 31 percent within the last month.

On the software front, the company began the fourth quarter with a bang,
leading the charge with back-to-back triple "A" sellers, Jak II(TM),
EyeToy(TM) and SOCOM II: U.S. Navy SEALs. All three titles fell into retail's
top 10 lists upon release. In fact, SOCOM II is on its way to becoming the
most trafficked online title on any platform -- PC or home console.

"We are extremely confident going into the upcoming holiday season as
positive sales results illustrate our ability to successfully execute across
all areas of our business," said Jack Tretton, executive vice president, Sony
Computer Entertainment America. "Our success to date is indicative of the
company's vision to deliver the best choice, value and entertainment
experience to the mass-market, and we look forward to continuing this
momentum.

"As PlayStation 2 continues to dominate all platforms, market trends also
point to some interesting PS one data as a result of competitive activity,"
added Tretton. "PS one continues to defy the historic platform lifecycle with
exceptionally strong sales as it enters its ninth year in the market. The PS
one is outselling both Xbox and GameCube at several major retail accounts
this Fall. For obvious reasons, we will be watching and analyzing the market
very closely moving into the holiday season."

Hardware and Software Uptake Bodes Well For PlayStation Category

The massive PlayStation 2 installed base of more than 21 million units saw a
14.6 percent month-to-month sales increase from August to September 2003,
according to independent research group The NPD Group's most recent videogame
tracking report. The NPD Group also reported a 54 percent month-to-month
sales increase from August to September 2003 on PS one, further indicating
consumer loyalty to the brand and making the PlayStation family of products
the must have gift this holiday season.

Calendar year-to-date software-to-hardware tie ratio figures clearly
demonstrate that the PlayStation platforms receive the widest support and
adoption from both consumers and the software development community. The
PlayStation 2 tie ratio reached 12.41-to-1 as of the end of September, with
PS one experiencing a robust 20.57-to-1 count.

As software is key to driving the platform business, Sony Computer
Entertainment America experienced a 67 percent sales increase on its first
party titles between August and September 2003 according to The NPD Group,
demonstrating that the company understands consumers' entertainment content
preferences.

Third party software sales also continue to grow with a 24 percent increase
in the third quarter. Electronic Arts' smash hit Madden NFL(TM) 2004, a
PlayStation 2 online exclusive title, leads the pack with nearly two million
copies sold for PlayStation 2 since its August debut.

Online Gaming Community Expands Exponentially

The PlayStation 2 online community has already surpassed critical mass with
over one million connected consoles in homes nationwide, clearly
demonstrating the broad consumer appeal in online console gaming. It remains
one of the most active groups driven by intense camaraderie and competition.
Further accentuating this point, sales of the PlayStation 2 Network Adaptor,
the online connectivity vehicle, are nearly double the volume moved by
Microsoft for Xbox, according to The NPD Group.

One of the key drivers in the PlayStation 2 online success story has been the
company's SOCOM franchise. SOCOM II: U.S. Navy SEALs, the sequel to last
year's number one online console game and "Greatest Hit" title, has already
broken online penetration records in its first two days of release with more
than 22,000 simultaneous players going online. Currently, both iterations in
the SOCOM franchise are the two top online console titles.

Sony Computer Entertainment America is dedicated to providing the consumer
with compelling online-enabled content from both first and third party
developers. More than 20 first and third party publishers will provide more
than 50 online-enabled titles for consumers to choose from this holiday
season.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com
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Strong Sales of PlayStation(R) Products Declare Arrival of Prosperous 2003
Holiday Season

Key Shopping Weekend Sales Drive Company's Hardware Volume Above 1.3 Million
Units in November

FOSTER CITY, Calif., Dec. 2 /PRNewswire/ -- Coming off of the busiest
shopping days of the year, Sony Computer Entertainment America released today
initial sales results, setting the tone for the remainder of the year and
confirming consumers' voracious demand for interactive entertainment. Sales
of PlayStation(R) products surged during the first couple of holiday shopping
weeks with retailers nationwide selling more than one million PlayStation(R)2
computer entertainment systems in the month of November, growing the already
massive PlayStation 2 installed base to more than 22.5 million and further
validating the company's successful reach into the mass market. Sales of
first party software also realized significant success with retailers.

Consumers in the days following Thanksgiving purchased the PlayStation family
of products for those on their holiday lists more than any other gaming
entertainment hardware and software. Gift-givers in droves checked off the
new gamers on their shopping lists as they wrapped up the PlayStation(R)2
Combo Pack (includes the PlayStation 2 console, Network Adaptor
(Ethernet/modem) (for PlayStation(R)2), and a copy of the online-enabled
game, ATV Offroad Fury(TM) 2, all for $199 suggested retail price), the
perfect present for those just getting in the game. Sales of the PlayStation
2 Combo Pack were double that of October, making up 30 percent of total
hardware sales for the month of November, proving Sony Computer Entertainment
America is meeting consumer demand for a value-priced, all-in-one
entertainment system.

Holiday sales of software titles are also skyrocketing, with overall sales of
first party software in November double that of the same time period one
month prior, a 90 percent increase in sales versus the same period one year
ago. Driven by the recent first party triple 'A' releases, including SOCOM
II: U.S. Navy SEALs, Jak II(TM), Ratchet & Clank(TM): Going Commando, and
EyeToy(TM), Sony Computer Entertainment America's new catalog offerings
accounted for more than 800,000 units alone during November. Overall first
party PlayStation 2 sales volume for the month, which includes front-line
software and "Greatest Hits" titles, achieved the two million-unit mark.

Gift-givers also stocked-up on established hits to expand the libraries of
new and existing PlayStation 2 gamers on their lists. Sales of "Greatest
Hits" titles soared, as new gamers began to establish their library of games
with some of the most popular titles ever developed for the platform. And for
less than $20, diehard fans couldn't resist scooping up "Greatest Hits"
titles to fill the missing links in their existing libraries. The "Greatest
Hits" series realized a 42 percent increase in sales year-over-year for the
month of November.

"In this, our fourth holiday season with PlayStation 2 and our ninth for
PlayStation, our goal is to grow our installed base by reaching new gamers
while giving current gamers fresh content and new ways to experience
PlayStation 2," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "The sales we achieved on the brink of the key holiday
selling season proves our ability to deliver consumers the best entertainment
value, a philosophy that resonates with the new audiences we are reaching as
we expand even further into the mass market.

"Having achieved critical mass with one million gamers with connectivity
earlier this fall, we have quickly moved on to achieve the next milestone,"
added Tretton. "We've realized a swift increase of our networked installed
base with more than 1.5 million gamers with online connectivity to date,
dwarfing our competition."

Online console gaming exemplifies Sony Computer Entertainment America's
commitment to expanding the reach of PlayStation 2. The emotive qualities
that head-to-head play provides -- competition and camaraderie -- appeal to a
broad demographic of consumers, not only gamers, but sports fanatics, PC
gamers and more. Consumers have already shown vast interest in the
PlayStation 2 online community, which has already surpassed 1.5 million
connected consoles. Sales continue to be robust for the more than 50
online-enabled titles provided by 20 first and third party publishers this
holiday season.

The videogame industry typically experiences about 50 percent of its annual
videogame sales in the fourth quarter as holiday shoppers wrap up hardware,
and particularly software, to give as gifts.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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PlayStation(R) Captures More Than 50 Percent of Videogame Market With Strong
Showing in November, According to Market Research Group

Consumers Cast Vote for PlayStation at Retail This Holiday Season

FOSTER CITY, Calif., Dec. 17 /PRNewswire/ -- With steady momentum heading
into the final days of the holiday selling season, Sony Computer
Entertainment America expands to amass a growing fan base whose demand for
PlayStation hardware and software is invigorating the industry at large.
PlayStation products led the industry with more than half a billion dollars
in total videogame sales for the month of November, according to NPD
Funworld, a division of The NPD Group. Sales of PlayStation products
repeatedly fuel the momentum behind the videogame category, generating $3.3
billion in revenue year-to-date, more than 50 percent of the total industry
volume.

The PlayStation platforms continue to be the key catalysts behind the
videogame industry's success. Defying historic platform lifecycles, the PS
one game console persistently surprises industry experts with exceptionally
strong sales as it enters its ninth year in the market. Total sales of PS one
for the month of November increased 45 percent month-to-month, according to
NPD Funworld. The PlayStation 2 computer entertainment system continues to
outpace the lofty achievements of PS one with an adoption rate that is 78
percent ahead of its predecessor 34 months into the lifecycle. Sales momentum
remain strong as the console enters its third holiday selling season, with
PlayStation 2 once again becoming the number one selling next-generation
console at retail, despite facing a tough competitive pricing environment.
Reaching nearly 23 million, the PlayStation 2 installed base is unprecedented
at this point in the lifecycle. PlayStation 2 currently comprises more than
51 percent of the next-generation year-to-date market share, with the closest
competitor, GameCube, with less than half the market share at 25 percent,
according to NPD Funworld.

"Our platforms continue to redefine the standards of success. At the
beginning of this holiday season, the PlayStation 2 installed base was
already nearly double what it was the same time period last year and 62
percent more than PS one at the same point in its lifecycle," said Jack
Tretton, executive vice president, Sony Computer Entertainment America. "With
our impressive installed base, the PlayStation platforms present publishers
with an incredible business opportunity to effectively target these massive
audiences."

Offering the largest and most diverse library of software titles with nearly
2,000 titles available for PlayStation 2 and PS one, gift-givers and gamers
of all ages have turned out in droves to pick up the hottest games at retail
outlets nationwide. In the month of November, sales of PlayStation 2 first
and third party software increased 21 percent year-over-year. Calendar
year-to-date software to hardware tie-ratio figures reached 12.7 to 1 for
PlayStation 2, the highest among next generation platforms, and 15.9 to 1 for
PS one, demonstrating that PlayStation products consistently enjoy the widest
support from consumers and software developers alike. With the widest variety
of software titles available in history with more than 50 new titles in
November alone, consumers have more choices than ever, making the PlayStation
2 computer entertainment system the perfect gift for consumers of all ages.

Performing exceptionally well this year are Sony Computer Entertainment
America's first party software titles, contributing to one of the strongest
holiday seasons in the company's history. In the month of November, sales of
PlayStation 2 first party software units increased 37.5 percent
year-over-year. Expanding on successful franchises established last year and
with the introduction of new key titles, Sony Computer Entertainment America
has ascended to become one of the premier publishers in the industry. First
party hits including SOCOM II: U.S. Navy SEALs, Jak II(TM), Ratchet &
Clank(TM): Going Commando, and the innovative EyeToy(TM) are receiving
accolades from consumers, industry experts and gaming enthusiasts alike.

"The creative community is just now beginning to realize the true potential
of PlayStation 2 and as a result, the content that is out on the market today
is some of the best ever," continued Tretton. "With platform driving
franchises like Ratchet & Clank, our first party developers are clearly
connecting with our consumers, while at the same time, inspiring new content
creation among the greater publishing community with innovative technology
such as EyeToy and online killer apps like SOCOM."

In addition to the success of first party offerings, consumers are also
confirming PlayStation 2 as their number one choice in videogame
entertainment with strong demand for third party software titles. Seven of
the top ten software titles sold in the month of November were for
PlayStation 2, according to NPD Funworld. Third party holiday hits to date
include Lord of the Rings(TM): Return of the King(TM) from Electronic Arts,
Tony Hawk's Underground from Activision, and WWE(TM) Smackdown(TM): Here
Comes the Pain(TM) from THQ. Over 20 third and first party software
developers have also delivered on their promise to bring approximately 50
online-enabled software titles for consumers to choose from this holiday
season.

This holiday season represents the birth of online console gaming as a
substantial source of revenue for content providers and third party
publishers. Online titles were in high demand at retail in November, with
seven of the top ten PlayStation 2 software titles featuring online gameplay,
according to NPD Funworld. Holiday shoppers purchased online hits such as
first party title SOCOM II: U.S. Navy SEALs and third party online titles
including Need for Speed Underground(TM) and Medal of Honor(TM) Rising Sun
from Electronic Arts.

Sony Computer Entertainment America was the first to bring online console
gaming to the masses and has grown its online community to over 1.7 million
connected consoles in North America. The first online console community is
also the most popular, with life-to-date sales of the PlayStation 2 Network
Adaptor nearly triple that of Microsoft's Xbox Live Starter Kits. The
PlayStation 2 Combo Pack [includes the PlayStation 2 console, Network Adaptor
(Ethernet/modem) (for PlayStation(R)2), and a copy of the online-enabled
game, ATV Offroad Fury 2, all for $199 suggested retail price] offers
consumers an easy and affordable way to get in the game. With consumers set
to unwrap PlayStation 2 Combo Packs and online titles this holiday season,
the PlayStation 2 online community is poised for massive growth.

With the holiday season heading into high gear in the final weeks before
Christmas, the videogame industry looks to maintain the 50 percent of its
annual videogame sales it typically experiences in the fourth quarter each
year.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Sony Computer Entertainment America's Holiday Sales Carry Industry in Key
Selling Season, Generating $2 Billion in Retail Revenue

Global Company Achieves 70-Million-Unit Shipment Milestone on PlayStation(R)2,
Creating New Growth Opportunities and Industry-Wide Confidence in 2004

FOSTER CITY, Calif., Jan. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today impressive holiday sales results that will help
fuel the momentum behind the videogame category as a whole for optimistic 2004
forecasts. The company delivered on its promise to expand the massive
PlayStation(R)2 community in North America, greatly outperforming competitive
offerings. The global success of the PlayStation business, unique among
current platforms, is further demonstrated by a simultaneous announcement by
Sony Computer Entertainment Inc. that highlights a historic worldwide product
shipment milestone of more than 70 million PlayStation 2 units life to date.

Despite a competitive pricing environment, Sony Computer Entertainment America
continued to grow its massive consumer user base by adding close to three
million additional PlayStation 2 hardware units during the key holiday selling
season. Specifically, Sony Computer Entertainment America sold close to one
million PlayStation 2 computer entertainment systems in November and more than
two million additional units during December. More than 31 percent of
PlayStation 2 hardware sales came as a result of the newly introduced
PlayStation(R)2 Combo Pack [includes the PlayStation 2 console, Network
Adaptor (Ethernet/modem) (for PlayStation(R)2), and a copy of the
online-enabled game, ATV Offroad Fury(TM) 2] at a $199 suggested retail price.
These figures helped propel the North America PlayStation 2 installed base to
more than 24.5 million units in 38 months on the market, another industry
first.

In its ninth holiday season on the market, the original PlayStation(R) game
console has evolved as a cultural icon by posting sales of nearly 600,000
units in November and December. Fueled by the PS one(TM) console suggested
retail pricing at $49, and with more than 1,400 games to choose from and an
optional LCD screen for convenient portability, Sony Computer Entertainment
America continues its unprecedented ability to extend the lifecycle for
in-home console gaming beyond the assumed five-year period. With an installed
base of 37 million, a PlayStation or PS one console can be found in more than
one out of every three U.S. households.

"Sony Computer Entertainment America continues to be the driving force behind
the videogame industry's growth, momentum and success. As leaders, we shoulder
the responsibility of the industry, and we take this responsibility very
seriously," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "The PlayStation market penetration rate continues to
astound. We have sold more than 37 million units of the original PlayStation
in North America, maintaining popularity nearly a decade after its
introduction. PlayStation 2, at just three years old and with more than 24.5
million gamers, continues to set new marks for achievement, currently selling
37 percent better than the original PlayStation at the same point in the
product lifecycle."

In addition to success in North America, Sony Computer Entertainment Inc. also
announced that it had exceeded worldwide shipments of more than 70 million
units on PlayStation 2. The territory breakdown is as follows:

  PlayStation 2 Cumulative Shipments by Territory (as of January 13, 2004)

  -- Japan (including Asia)   16.18 million units (launch date:
                              March 4, 2000)

  -- North America            29.26 million units (launch date:
                              October 26,2000)

  -- Europe/PAL               24.56 million units (launch date:
                              November 24, 2000)

  Worldwide Shipments: 70 million units

  Software Sales Soar with Strong First Party Performance


Driven to increase its first-party market share, Sony Computer Entertainment
America released a landslide of big-hit properties during 2003. Total first
party PlayStation 2 software sales increased in November and December, up 129
percent from the two months prior, and up four percent versus the same
timeframe one year ago, through key titles such as SOCOM II: U.S. Navy SEALs,
Jak II(TM), Ratchet & Clank(TM): Going Commando and EyeToy(TM). Overall first
party sales volume for the holidays, which includes front-line software and
"Greatest Hits" titles for both PlayStation and PlayStation 2, achieved close
to the five million-unit mark.

New Audiences Attracted to Innovative Software & Technology Advances

Consumers also demonstrated their excitement over the latest innovations from
PlayStation through their purchases this holiday season, including EyeToy and
online gaming, attracting an entire new audience of gamers to the platform.

Taking part in the much-anticipated, one-of-a-kind gameplay experience
available only on PlayStation 2, consumers bought more than 400,000 units of
the EyeToy, which includes the EyeToy USB camera and the EyeToy: Play game
disc, in its two months on the market. Named by industry watchers as one of
the hottest toys of the season and lauded as one of the most innovative new
products, EyeToy features unique motion-tracking technology to enable gamers
to become physically part of the game where players use their hands, head,
knees and more.

The success of EyeToy demonstrates Sony Computer Entertainment America's
unique ability to expand the experience of PlayStation 2 to include additional
forms of entertainment. The company's ability to deliver a fun and easy-to-use
interactive entertainment experience is a distinguishing factor among its
competitors. In the month of November alone, EyeToy sold nearly eight times
more than Music Mixer, Microsoft's attempt to expand Xbox beyond the gaming
experience.

Additionally, Sony Computer Entertainment America has demonstrated innovation
by being the first to bring online console gaming to the masses. Consumers
this holiday season showed vast interest in the PlayStation 2 online community
with this sector also leading holiday gift giving. While the competition
struggles to move beyond their core audience to achieve critical mass, the
PlayStation 2 community has already surpassed 2.4 million connected consoles.

SOCOM II: U.S. Navy SEALs, the sequel to the number one online console game,
proved to be a key driver in growing the online gaming business, with close to
one million units sold in its first two months of release. The first party hit
is well on its way to becoming the most trafficked online title on any
platform. During their holiday vacations this year, up to 33,000 simultaneous
users spent their time online, logging more than 10 million hours of gameplay
on SOCOM II.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Gaming Industry Enjoys Biggest Software Year to Date in 2003, According to
Market Research Group

PlayStation(R) Platforms Capture 60 Percent of Total Industry Dollars Reaping
Big Rewards for Partners

FOSTER CITY, Calif., Jan. 21 /PRNewswire/ -- With a massive installed base of
more than 24.5 million on PlayStation(R)2 and more than 37 million PlayStation
gamers, Sony Computer Entertainment America Inc. announced today
record-breaking software sales for 2003. Demand for PlayStation software
reached an all-time high with total sales closing in on 100 million units
during this period, driven by a more than 24 percent increase in PlayStation 2
software sales year-over-year. Further validating Sony Computer Entertainment
America as the partner of choice among retailers and publishers alike, the
PlayStation platform businesses generated nearly $5 billion in revenue in
2003, more than 60 percent of the total industry volume, according to The NPD
Group (NPD Funworld reports).

Rapid consumer adoption can be attributed to four key factors in 2003 -
millions of new hardware purchases, great gaming content, a large, diverse
library to choose from, and the proliferation of console online gaming. The
PlayStation 2 market continued to be the keystone to growth in 2003, as the
industry evolved to meet the demand of this impressive user base. PlayStation
2 comprises more than 66 percent of the home console life-to-date market
share, with its closest competitor at less than 20 percent, according to NPD
Funworld.

In 2003, the massive PlayStation community proved yet again the enviable
advantage of strength-in-numbers as games for the number one selling platforms
flew off the shelves in record amounts. PlayStation 2 software led the
industry with close to $3 billion in total videogame sales for the year,
nearly three times as much as its closest competitor, according to NPD
Funworld. Due to the wide variety of software titles available, nearly 700
options, the PlayStation 2 software-to-hardware tie ratio reached an
unprecedented 12.4 to 1, the highest among next generation platforms, with
nearly 80 million units sold in 2003, according to NPD Funworld.

Among the most highly sought after games during the year were Sony Computer
Entertainment America's first party software titles, with unit sales of its
PlayStation 2 catalog realizing a 30 percent increase over last year. With an
outstanding performance in 2003, in large part due to the expansion of
successful franchises and the introduction of exceptional new content, Sony
Computer Entertainment America launches into the new year having earned its
role as one of the premier publishers in the industry.

Additionally, PlayStation 2 was the perfect host to the third party community,
providing a prosperous venue for the most in-demand titles from top
publishers. During the month of December, nine out of the top 10 software
titles were on PlayStation 2, according to NPD Funworld. In 2003, PlayStation
2 titles comprised 74 percent of the top 10 sales volume, with Electronic
Arts' smash hit Madden NFL(TM) 2004, a PlayStation 2 online exclusive,
achieving the top ranking for the year. This title dominated the charts, in
large part due to its success on PlayStation 2, where it achieved an
overwhelming 77 percent of total sales.

"With record-breaking software sales this year, our partners are yet again
realizing the benefits of aligning with the strongest name in the business
backed by the most expansive community with an incurable desire for the best
in entertainment," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "In 2004, we will continue to evolve our platforms and
challenge the publishing community to push themselves even further to leverage
the incredible power of PlayStation."

Creating a unique opportunity for content providers and third party
publishers, the PlayStation 2 online community grew to more than 2.4 million
connected consoles in North America. The first online console community is
also the most popular, with the PlayStation 2 online base growing nearly three
times as fast as that of Microsoft's Xbox Live. As the online community grows
in popularity, demand for online titles are hitting an all-time high, as seven
of the top 10 PlayStation 2 software titles in December were online enabled,
according to NPD Funworld. PlayStation 2 online devotees purchased first party
titles such as SOCOM II: U.S. Navy SEALs and third party online titles
including Need for Speed Underground(TM) and Medal of Honor(TM) Rising Sun
from Electronic Arts.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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Sony Computer Entertainment America Kicks Off 2004 with ESPN Winter X Games
VIII Sponsorship

PlayStation(R)2 Brings Live Competitions to Action Sports Fans Across the
Nation

FOSTER CITY, Calif., Jan. 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its sponsorship of the ESPN Winter X Games VIII
in Aspen/Snowmass, Colorado from January 24-27.  More than 250 of the best
action sports athletes will compete on Buttermilk Mountain at Aspen/Snowmass
in the highly anticipated eighth-annual event.

As veteran sponsor, Sony Computer Entertainment America will have a widespread
presence as this year marks the first time that the ESPN Winter X Games VIII
will be telecast live, every day of the event, on ESPN and ABC. Sony Computer
Entertainment America benefits from widespread on-air presence including more
than 70-75 advertising spots on ESPN, ESPN2 and ABC during the January 24-27
telecast of the games.  The multimillion-dollar sponsorship also includes
category exclusive brand representation, full-page, four-color ads in the
on-site program and in ESPN The Magazine, substantial signage and hospitality
opportunities during the event, and full-service banner rotation throughout
both ESPN.com and EXPN.com Web sites.

"As a Winter X Games sponsor for the third year in a row, we have seen the
popularity of the games continue to skyrocket," said Ami Blaire, director,
product marketing, Sony Computer Entertainment America. "This week, anxious
fans across the nation will tune into see jaw-dropping competition play out in
real-time with the first ever-live telecast of the Winter X Games, a testament
to this sports genre's growing mass appeal.  Among this captive audience are
action sports fans and potential new gamers, providing us with a perfect
opportunity to reach our target demographic."

Winter X Games attendees and athletes alike can take a break from the live
action and experience the world of PlayStation 2 first hand.  With more than
10 kiosks placed at the PlayStation(R)2 booth at the Interactive Village,
athlete lounge, and VIP areas, Winter X Games fans will be able to try out new
and upcoming software titles including Jak II(TM), Ratchet and Clank(TM):
Going Commando, Rise to Honor(TM), and Downhill Domination(TM).

In addition, PlayStation 2 will host sponsored snowboarder extraordinaire,
Shaun White, who will stop by the booth on Sunday, January 25, from 12:30 to
1:30 p.m. to sign autographs and pass out posters to his many fans.  Shaun
wowed audiences last year with his gravity-defying tricks, winning gold in
both the Slopestyle and SuperPipe events, and returns this year to defend his
titles at the second consecutive PlayStation 2 Crazy T'rain Terrain Park. Home
to some of the most popular events of Winter X Games for the second year in a
row, the PlayStation 2-branded winter sports park includes new improvements
for 2004, and is the longest terrain park in the world, challenging athletes
with 30 rails and 25 jumps.

The full event schedule and information can be found at http://www.expn.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/

Source: Sony Computer Entertainment America Inc.

 ------------
Category 8,  Topic 5
Message 44         Tue Jan 27, 2004
KGAGNE [Ken]                 at 13:43 PDT

Sony Computer Entertainment America Inc. Unveils Super Bowl XXXVIII Line-Up

Company to Book-End Super Bowl XXXVIII With Franchise Events And Week-Long
Line-Up of Marquee Sponsorships

FOSTER CITY, Calif., Jan. 27 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today a comprehensive schedule of events and
sponsorships at Super Bowl XXXVIII in Houston, Texas, to support the
PlayStation(R)2 computer entertainment system, 989 Sports(R) brand and
football simulation NFL GameDay(TM) 2004. Beginning January 23 and ending
February 1, Sony Computer Entertainment America's presence at Super Bowl
XXXVIII will be highlighted by franchise events, the 9th annual "Game Before
The Game(R)" to kick off Super Bowl week, 989 Sports Locker Room Challenge, a
PlayStation 2 Lounge for VIP after hours and the 2nd annual PlayStation 2 Game
Over Party to conclude the week's activities, as well as sponsorships of
America Online Presents the NFL Experience, ESPN's Houston Super Bash, Maxim
Magazine's Circus Maximus Party, MTV's Rock N' Jock Super Bowl and Playboy's
Fifth Annual Super Saturday Night. Combined, this presence at the sporting
world's most marquee event will serve to enrich football fans' experience
through PlayStation 2 and 989 Sports' popular football franchise NFL GameDay
2004.

In addition to a strong presence through ownable events and sponsorship of
marquee parties throughout the week, Sony Computer Entertainment America will
also be advertising during both the CBS pre-game and post-game shows on
Sunday, February 1, including the debut of a new creative for the highly
anticipated Rise To Honor, starring world renowned martial arts legend Jet Li.
PlayStation 2 will be featured in 9 spots scheduled to run during the pre-game
show's 4:00 p.m. - 5:00 p.m. Sony Computer Entertainment America sponsored
hour of the pre-game broadcast, in which CBS will dedicate a segment to cover
highlights from the "Game Before The Game," Super Bowl week's premier media
event.

The 9th annual "Game Before The Game" is a preview of the Super Bowl played on
989 Sports' popular football videogame NFL GameDay 2004 for the PlayStation 2,
and will take place on Wednesday, January 28, at 7:00 p.m. at the Hotel ICON.
Over the past eight years, the "Game Before The Game" has become the premier
event at the Super Bowl as players from AFC and NFC Championship teams have
gone head-to-head in a competition to see who will be the early favorite to
win the Super Bowl, as a perfect eight of eight winners of the "Game Before
The Game" have gone on to victory in the big game. The 9th annual "Game Before
The Game" will be co-hosted by CBS's NFL Today commentator Deion Sanders and
Access Hollywood's Pat O'Brien.

America Online Presents the NFL Experience at Super Bowl XXXVIII will be among
the most visited attractions during Super Bowl week, and PlayStation 2 and 989
Sports will have a commanding presence at the venue. Held at the George R
Brown Convention Center, the NFL Experience will provide upwards of 150,000
football fans of all ages an interactive theme park offering games, displays
and entertainment. Attendees will have the opportunity to play NFL GameDay
2004 for PlayStation 2, as well as other popular 989 Sports games, on the
PlayStation 2 Touring Attraction, a 75-foot long videogame paradise featuring
more than 30 PlayStation 2 consoles, an 80-inch video screen, and numerous
other large-screen monitors. In addition, the 989 Sports Locker Room Challenge
On Tour Vehicle will be present, offering football fans a 30-foot,
state-of-the-art mobile truck featuring big screen TV's, a thunderous sound
system, and a realistic "locker room" feel. This vehicle will play host to the
989 Sports Locker Room Challenge, which will feature eight consumer finalists
battling against each other to determine a champion who will receive a
PlayStation 2, games and VIP access to the NFL player portion of the contest.
In this competition four current, NFL players will compete on NFL GameDay
2004, with the victor taking on the consumer to determine the ultimate Locker
Room Challenge champion. The contests with NFL players will begin at 2 p.m. on
Saturday, January 31.

PlayStation 2 will be the exclusive gaming sponsor of ESPN's Houston Super
Bash, which is a five-day outdoor festival taking up two city blocks in
downtown Houston. Open Wednesday, January 28 - Sunday, February 1, Houston
Super Bash will give football fans an interactive environment complete with
PlayStation 2 gaming kiosks, food and live entertainment including
performances by Better Than Ezra, Eve 6, Rev Horton Heat and Sammy Hagar.

PlayStation 2 has also created an ultra-exclusive cocktail lounge at Houston's
newest joint, the Whiskey at Hotel ICON, which will be the place to be and be
seen for VIPs at the Super Bowl. Catering to athletes and celebrities, the
invitation-only PlayStation 2 Lounge will be a mix of after-hours hangout on
Thursday, January 29, and Friday, January 30, and afternoon rendezvous on
Saturday, January 31.

Continuing its tradition of being at the Super Bowl's hottest events,
PlayStation 2 will participate in Maxim Magazine's Circus Maximus Party on
Friday, January 30. Annually one of the most anticipated parties at Super
Bowl, Maxim will bring to life yet another experience that will leave
partygoers wanting more. The party, attended by A-list celebrities, NFL
players and VIPs, will feature numerous PlayStation 2 consoles in gaming areas
where guests will be able to play some of the hottest games available.

Sony Computer Entertainment America will also be a participating sponsor in
MTV's Rock N' Jock Super Bowl, the annual gridiron classic featuring stars
from the worlds of sports and entertainment. Taking place on Friday, January
30, the event will feature PlayStation 2 logos and signage surrounding the
field of play, as well as title sponsorship of the game's halftime recap,
which will be highlighted by a live performance by recording artist Chingy. As
part of the telecast, scheduled to air on MTV on Saturday, January 31, at 2:00
p.m., sponsorship includes PlayStation 2 incorporation.

Another one of the most anticipated events at Super Bowl each year will be
Playboy Super Saturday Night party. Held on Saturday, January 31, at the
Corinthian, the 5th annual soiree will feature top celebrities and athletes
hosted by the Playboy Playmates. As exclusive gaming partner, PlayStation 2
will have interactive gaming kiosks and popular titles available for gameplay,
and play host to a Playboy Playmate challenge where partygoers will battle
against Playboy's finest on NFL GameDay 2004.

Bringing the week to a close, Sony Computer Entertainment America will once
again throw the hottest VIP Super Bowl after-party, the PlayStation 2 Game
Over Party, on Sunday, February 1, at the Hotel ICON immediately following the
game. The ultimate destination for celebrities, athletes and VIP guests to
hang out after the Super Bowl, the PlayStation 2 Game Over Party will continue
the tradition of Sony Computer Entertainment America playing host to the
sports and entertainment worlds' best and brightest.

"Sony Computer Entertainment America is excited to continue our tradition of
participating in the largest event in professional sports by providing
football fans with an opportunity to enhance their experience with the
PlayStation 2 computer entertainment system and 989 Sports line-up of titles
including NFL GameDay 2004," said Ami Blaire, Director, Product Marketing for
Sony Computer Entertainment America. "With gaming being more popular than
ever, we are pleased to give NFL athletes, celebrities and football fans alike
the opportunity to experience first hand the excitement of the NFL as only the
industry-leading PlayStation 2 platform can provide."

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R) and
NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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Carolina Panthers Dominate New England Patriots at 989 Sports(R) 'Game Before
The Game(R)' for Inside Track to Victory in Super Bowl

A Perfect 8 of the Previous 8 Winners of the 'Game Before the Game' Have Gone
on to Victory in the Super Bowl

HOUSTON, Jan. 28 /PRNewswire/ -- The Carolina Panthers came to play in the
"Lone Star State" as they battled it out with the New England Patriots at the
ninth annual 989 Sports(R) Game Before the Game(R), where Steve Smith edged
out New England's Troy Brown 29-21 on NFL GameDay(TM) 2004 for the
PlayStation(R)2 computer entertainment system.

After predicting the Super Bowl winner the past eight years in a row, many
were looking to tonight's event to dictate who will leave Houston with the
Super Bowl XXXVIII title.  Smith, playing before a packed house at Hotel ICON,
won in dominating fashion by running all over the New England defense.

New England took control early in the game after Antowain Smith broke free for
a 45-yard run in the opening play.  The Patriots then marched down the field
on a five-play drive culminating in a five-yard run from Smith putting them up
7-0.  Carolina didn't let up as they evened the score at seven apiece after
Stephen Davis ate up the Patriots defense for a 75-yard run right into the end
zone capping a three-play drive.  It was all knotted up at the end of the
first quarter, but would not stay that way for long as the Panthers took
control of the game and never looked back.

The tide shifted in Carolina's favor after Antowain Smith fumbled the ball
deep in Patriots territory on the first drive of the second quarter.  That
fumble resulted in another Stephen Davis marathon as he ran 80 yards for a
Carolina touchdown on the first play of the series.  The Patriots turned the
ball over on downs after not being able to capitalize on their next drive,
which ended at the end of the first half giving the Panthers the 14-7 edge as
they headed into the locker room.

The second half was all Carolina as Davis continued to tear up the New England
defensive line with an 82-yard touchdown run on the opening drive. Davis would
also run it in for the two-point conversion putting the Panthers up 22-7.  New
England battled back as Troy Brown had his own number in his sights as Brady
completed a 58-yard strike to Brown to put the Pats back in the game just
eight points behind.  Carolina got the ball back with :07 seconds left in the
third quarter and again gave Davis the nod and he came up yet again with a
48-yard TD run putting the game out of reach with a score of 29-14.  The
Patriots would score again, but could not convert the on-side kick leaving the
game with a final of 29-21 as the Carolina Panthers earned the title for the
ninth annual 989 Sports(R) Game Before the Game(R).

"Tonight was exciting for me," said Smith after his victory.  "There's a lot
of pressure with this event because your teammates need you to come up big.  I
hope we can keep the streak alive and go 9-0.  It was great playing against
Troy, now let's just hope we can do the same thing on Sunday."

  SATELLITE:      KU-BAND TELSTAR 5 TRANSPONDER 25
                  DOWNLINK FREQ.  12144.0 MHz  (H) Audio 6.2  6.8

                  January 28 - 22:45 p.m.-23:00 p.m. (ET)
                  January 29 - 12:30 a.m.-1:00 a.m. (ET)
                  January 29 - 10:00 a.m.-10:30 a.m. (ET)

   2004 Champion: Steve Smith, Carolina Panthers
   2003 Champion: Keenan McCardell, Tampa Bay Buccaneers
   2002 Champion: Troy Brown, New England Patriots
   2001 Champion: Qadry Ismail, Baltimore Ravens
   2000 Champion: Marshall Faulk, St. Louis Rams
   1999 Champion: John Mobley, Denver Broncos
   1998 Champion: Terrell Davis, Denver Broncos
   1997 Champion: Edgar Bennett, Green Bay Packers
   1996 Champion: Charles Haley, Dallas Cowboys

     All "Game Before The Game" Champions -- All Super Bowl Champions

Source: Sony Computer Entertainment America Inc.
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So much for the streak. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Ashton Kutcher, Queen Latifah, Paris Hilton, Nick Carter and Frankie Muniz
Hoop It Up at 2004 NBA All-Star Celebrity Game Presented by 989 Sports and
McDonald's

- ESPN to Televise Celebrity Game Featuring Celebrities, Musicians, TV Stars
and Athletes on Friday, February 13 From 7-9pm ET / 4-6pm PT -

NEW YORK, Feb. 5 /PRNewswire/ -- Ashton Kutcher, Queen Latifah, Paris Hilton,
Nick Carter, Frankie Muniz and other celebrities from movies, television and
music along with several NBA and WNBA players will participate in this year's
NBA All-Star Celebrity Game presented by 989 Sports and McDonald's at the Los
Angeles Convention Center, South Hall on Friday, February 13. The celebrity
game will air live on ESPN from 7-9pm ET / 4-6pm PT.

Music artist Sean "P.Diddy" Combs and WNBA star Lisa Leslie will serve as the
team's head coaches, while Paris Hilton and Ashton Kutcher will serve as
assistant coaches. Other participants in the game include Nelly, Sean Paul,
Tom Cavanaugh, Mark McGrath, Bill Bellamy, Rodger Lodge, Morris Chestnut,
Donald Faison, Nick Cannon, James Lafferty, Kevin Hart, Henry Simmons and
Steve Howey along with NBA players Marc Jackson and Richard Jefferson and Sue
Bird and Nikki Teasley of the WNBA.

Tickets for the game are $10 each and are available at all Ticketmaster
Outlets, the STAPLES Center box office, online at Ticketmaster.com and
NBA.com, and by calling 1-800-4NBA-TIX.

ESPN play-by-play commentator Mike Tirico and analysts Tom Tolbert and Bill
Walton will call the action, along with reporters Jim Gray, Stuart Scott,
Stephen A. Smith, and Michele Tafoya. A mock draft of the NBA All-Star
Celebrity game participants will take place Friday, February 6 at 7:30pm ET,
during NBA Shootaround from Times Square Studio with Greg Anthony and Stephen
A. Smith acting as team General Managers. The NBA and Anaheim ESPN Zone will
stage an All-Star Celebrity Game viewing party on Friday, February 13 where
several top WNBA players will attend to meet and greet fans onsite.

Reebok, official uniform supplier of the NBA, will outfit celebrities in their
new NBA D'Funkd line. The collection utilizes retired logos of current
franchises from when they played in different cities -- unifying funk from the
past with vibes from the future.

Co-presenting sponsors 989 Sports and McDonald's will also participate in a
number of NBA All-Star activities throughout the weekend.

989 Sports is the title sponsor of the 989 Sports Skills Challenge which will
take place as part of NBA All-Star Saturday Night. 989 Sports also produces
the NBA ShootOut series of video games exclusively for the PlayStation(R) and
PS one(TM) game consoles and the PlayStation(R)2 computer entertainment
system.

McDonald's is the Official Quick Service Restaurant of the NBA and will have a
restaurant on-site at NBA All-Star Jam Session, as well as being presenting
sponsor of the Mascot Slam Dunk to be held Saturday, February 14 at Jam
Session.

ESPN, Inc. is the world's leading multinational, multimedia sports
entertainment company featuring a portfolio of over 40 multimedia sports
assets. The company is comprised of seven domestic television networks (ESPN,
ESPN2, ESPN Classic, ESPNEWS, ESPN Deportes, ESPN Now, ESPN Today), ESPN HD,
ESPN Regional Television, ESPN International (networks and syndication), ESPN
Radio, ESPN.com, ESPN The Magazine, SportsTicker, ESPN Enterprises, ESPN Zones
(sports-themed restaurants), and other growing new businesses including ESPN
Broadband, ESPN Wireless, ESPN Video-on-Demand, ESPN Interactive and ESPN PPV.
Based in Bristol, Ct., ESPN is 80 percent owned by ABC, Inc., which is an
indirect subsidiary of The Walt Disney Company. The Hearst Corporation holds a
20 percent interest in ESPN.

The 53rd NBA All-Star Game will feature the top players from the Eastern and
Western conferences going head to head. It is the culmination of a week of
activities that will showcase the greatest athletes in the world playing
basketball at the highest level on an international stage, and will display
the league's deep commitment to its community.

Source: NBA
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PlayStation(R) 2 Takes Houston By Storm With the VIP Only PlayStation 2 Lounge
and Second Annual 'Game Over' Party

Russell Simmons, Paris Hilton, Ice Cube and Jimmy Fallon Celebrate The Super
Bowl With PlayStation 2

HOUSTON, Feb. 2 /PRNewswire/ -- For the week leading up to the big game,
PlayStation 2 converted one of the newest hotels in Houston into the
PlayStation 2 Lounge -- the ultimate party destination for celebrities,
athletes and others in the know. This small, secret and secluded lounge turned
into the mecca for VIPs and major players with guests like The Rock, Johnny
Knoxville, Snoop Dogg and others enjoying the best PlayStation 2 gaming and
everything else this underground retreat had to offer. On Sunday, PlayStation
2 switched gears by throwing the ultra-exclusive post-game party of the year
-- the second annual PlayStation 2 "Game Over" Party.

PlayStation 2 kicked-off Super Bowl week on Thursday, January 29 with the
PlayStation 2 Nightcap where guests such as Nicole Richie, Johnny Knoxville
and Anthony Anderson relaxed in the comforts of this luxurious VIP retreat. On
Friday, PlayStation 2 became the official after-hours destination, hosting the
PlayStation 2 Late Night Tryst. Paris Hilton, Ice Cube, Cindy Crawford, Jimmy
Fallon fused with the likes of athletes such as Tony Gonzalez, Deion Sanders,
Michael Irvin, and Charles Woodson. Many others attended this late night romp
where guests enjoyed music by DJ Sky Nellor and breakfast until the wee hours
of the morning. PlayStation 2 closed the lounge series on Saturday afternoon
with Camp Freddy -- Dave Navarro (Jane's Addiction), Matt Sorum (Guns n'
Roses), Billy Morrison (The Cult), Jerry Cantrell (Alice in Chains), Steve
Stevens, Chad Smith (Red Hot Chili Peppers) and Donovan Leitch -- at the
PlayStation 2 Rendez-vous.

After the big game PlayStation 2 ended the Super Bowl in style with the
PlayStation 2 "Game Over" party co-hosted by special guest and hip hop mogul,
Russell Simmons. The post-game celebration was littered with Hollywood's
A-list, including David Arquette, Nick Lachey, Molly Sims, and Cedric the
Entertainer, to name a few. NFL star players such as Dwight Freeney and Adam
Dunn toasted the Patriots's victory with Pharrell Williams, Duran Duran and
Shannon Elizabeth. While some enjoyed the tray passed hors d'oeuvres and
exotic cocktails, others were enticed onto the dance floor by the DJ talents
of surprise guest Reverend Run of Run DMC who joined Eminem protege, DJ Green
Lantern at the tables to keep the party jumping. The party, originally
intended to end at midnight, carried on to the early hours of the morning,
making the PlayStation 2 "Game Over" party THE place to see and be seen after
the big game.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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MLB(TM) 2005 Reports for Spring Training on Playstation(R) and Playstation(R)
2

989 Sports(R) Popular Baseball Franchise Rounds Out the Batting Order with
New Features, and Comprehensive List of Gameplay Options

FOSTER CITY, Calif., March 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of MLB(TM) 2005 from 989 Sports(R).
Now available in stores, the MLB franchise has established itself as a
nine-year seasoned veteran for the PlayStation(R) game console and a
second-year phenom for the PlayStation(R) 2 computer entertainment system.
Featuring an all-new animation system, new game design and graphics,
redesigned controls and extensive gameplay options, MLB 2005 provides a
true-to-life baseball experience.

To enhance the experience and provide gamers with an authentic yet unique
simulation, MLB 2005 has integrated new gameplay options in order to make it
one of the deepest baseball games ever produced. By incorporating EyeToy(TM)
and Voice Recognition functionality, both exclusive to MLB 2005, gamers can
literally see and hear themselves in the game. Using the USB headset (for
PlayStation 2), Voice Recognition allows gamers to call pitches or defensive
shifts without the touch of a button, while the EyeToy USB camera for
PlayStation 2 (sold separately) allows gamers to take a snapshot of
themselves, put their face into the game and truly become a major leaguer.

Additionally, with the new MLB Online feature, players can go head-to-head in
32-team tournaments, follow scores with live sports tickers, chat on message
boards and much more through 989SportsOnline.com.

The new 60 frames per second baseball engine delivers seamless animations
with unbelievable clarity and realism. Furthermore, the all-new animation
system boasts more than 3,500 personalized animations, including batting
stances, pitching, catching and throwing motions, along with Motion Blending,
which ensures the seamless integration of multiple sequences into fluid
transitions.

With stadiums scaled to replicate each modern-day ballpark to exact detail,
new player models complete with skin tones, facial hair and individual body
styles, along with animated base coaches, umpires and crowds, MLB 2005's
all-new look continues to set new standards for the category. In addition,
the integration of redesigned controls such as the new Pressure Sensitive
Pitching and Throwing, and Zone Control Batting has MLB 2005 offering the
most authentic baseball experience to date.

Known for its extensive list of game modes, the MLB franchise continues to
build upon that success by featuring 13 different gameplay options. The first
simulator of its kind in a videogame, MLB 2005's new SportsCast Manager(TM)
provides gamers with the ability to track games on a pitch-by-pitch basis,
jump into the game and take control of their team, or go head-to-head with a
friend in a managerial duel. From player scouting, player deals, television
contracts, promo-nights, to the prices of parking, tickets and concessions, a
redesigned Franchise Mode puts the success or failure of a club on the
decisions of gamers who think they can run the show.

By incorporating the popular Spring Training Mode(TM) into the all-new Career
Mode, MLB 2005 allows players to start their career in Create A Player, get
signed to a contract, prove themselves and negotiate a contract to the bigs.
Once a player has gained some experience, they can opt to play as or against
the biggest names ever to step on the diamond by means of the new All-Time
Greats option. With the likes of Babe Ruth, Lou Gehrig, Ty Cobb, Jackie
Robinson, Reggie Jackson, or Cy Young, Satchel Paige, Don Drysdale or Catfish
Hunter, the baseball experience becomes timeless for the PlayStation and
PlayStation 2 computer entertainment systems.

"MLB 2005 illustrates our commitment to delivering intense and exciting
action that stays true to the game of baseball," said Ami Blaire, director,
product marketing, Sony Computer Entertainment America. "The MLB franchise
has been one of the most popular baseball simulations available. With
incredible graphics, animations and numerous gameplay options, the release of
MLB 2005 looks to carry that momentum forward."

Previous MLB franchise exclusives, Total Control Pitching and Total Control
Batting, return, but now with new redesigned controls and features such as
new Pitching/Batter Interface Cameras, Mound Visits, redesigned Interactive
Hot/Cold Zones and enhanced presentation with the new Three-Man Booth,
Progressive Audio and Network Style Telecast.

Gracing the cover of MLB 2005 is the Oakland A's Eric Chavez. One of Major
League Baseball's premier third basemen, Chavez joins a line up of Anaheim
Angels third baseman, Troy Glaus, Los Angeles Dodgers outfielder, Shawn
Green, and Cincinnati Reds outfielder, Adam Dunn, all of whom will be working
with 989 Sports as contributors, consultants, and spokespersons to promote
the popular baseball title.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2005 "E"
for "Everyone." For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R) 2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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Sony Computer Entertainment America Executive Vice President Andrew House
Outlines Vision for Playstation(R) Platforms

Keynote Address at Annual Game Developers Conference Designed to Spur
Creativity of Development Community Toward Future Innovation

SAN JOSE, Calif., March 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today released details from the keynote address given this
morning by Andrew House, executive vice president, at the 2004 Game
Developers Conference in San Jose, Calif. The General Interest keynote,
entitled "Encouraging Innovation in Game Development," explored innovation --
past, present, and future -- and how developers can take advantage of
innovation in their own titles to create experiences that are unique,
enjoyable and profitable.

House discussed a range of topics including hardware and software innovation
that continue to reinvent consumer experiences, and first party software
innovations that attract new game players and forge new gameplay styles.
Highlights of the keynote address included details about: the 10-year
lifecycle for the PlayStation(R)2 computer entertainment system and its
benefits to the industry; online gaming as key to the future; and a progress
report on PSP(TM), the company's yet-to-be-released portable entertainment
platform.

"Innovation is absolutely the key to driving this industry forward," said
Andrew House, executive vice president, Sony Computer Entertainment America
during today's keynote address. "We are committed to developing the creative
pallet with an open philosophy that enables developers to freely innovate.
Together, this approach builds an audience, drives the market, and expands
and reinvents consumer perception."

10-Year Plan Enhances Market Potential

House highlighted the importance of sustaining platforms lifecycles, showing
how the 10-year plan for PlayStation(R) has forever altered expectations for
platform longevity, and outlining the company's plans to mirror this strategy
with PlayStation 2. Now in just its third year, sales of PlayStation 2 are
already 38 percent ahead of the original PlayStation for the same time
period. Such an unprecedented hardware adoption rate provides positive
implications for PlayStation 2 sales: the company anticipates more than 60
percent of PlayStation 2 sales are still to come. House also emphasized the
company's commitment to investing in future technologies that expand the
capabilities of PlayStation 2, pointing to the EyeToy(TM) USB camera and its
revolutionary motion-tracking technology. "American Idol" favorite William
Hung joined Sony Computer Entertainment America on-stage to provide the
audience with a demonstration of the first dancing game to utilize the
technology, EyeToy(TM): Groove, scheduled for release in April.

Online Gaming Builds Bridge to Next Round

With more than 10 percent of the North American PlayStation 2 installed base
now network ready, House articulated the company's plans to expand the
audience for online console gaming even further. Defining online console
gaming as the new frontier for future generations of gamers, House outlined
the company's online plans including creating additional revenue
opportunities for developers and publishers. House stated that compelling
software content continues to drive adoption, and with more than 52 new
online-enabled titles scheduled for release in 2004, the company is focused
on migrating the massive PlayStation 2 audience online.

PSP(TM) Provides Ultimate Portable Entertainment Platform

House also provided a progress report for the highly anticipated 21st century
portable entertainment system, PSP(TM). Scheduled for release within the
company's fiscal year ending March 31, 2005, PSP will target early adopters
and teens, with a focus on gaming as the killer application. Emphasizing
widespread content development for the platform, House provided details
regarding PSP support plans.

Chris Charla, senior producer and Mike Mika, creative director, Backbone
Entertainment, joined House and provided a first-hand account of the PSP
software development process. Charla emphasized the unique opportunities PSP
provides developers including the ability to bring the home console
experience to hand-held systems for the first time, and the ease of
development for the platform. Mika then demonstrated the power of PSP with a
premiere unveiling of Death, Jr.(TM) and announced that the title will be a
PSP exclusive.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/Profile: Default
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PlayStation(R)2 and 989 Sports(R) Set to Kick Off got milk? 3v3 Soccer
Shootout 2004 National Tour

National Soccer Tournament Participants Will Have Opportunity to Experience
Popular Soccer and Baseball Videogames

FOSTER CITY, Calif., April 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports(R) announced today its sponsorship of the got
milk? 3v3 Soccer Shootout 2004 National Tour, which will visit 67 cities in
36 states across the country between April 17 and August 22. As the official
software, hardware and peripheral videogame sponsor of the tour, Sony
Computer Entertainment America will distribute demo discs of 989 Sports games
and EyeToy(TM) coupons in the participating player gift bags. Additionally,
Sony Computer Entertainment America merchandisers will host in-store events
at participating Toys "R" Us locations during player check-in on the Friday
nights prior to tournaments and will showcase World Tour Soccer 2005 and
MLB(TM) 2005 on interactive kiosks and signage at each stop.

The got milk? 3v3 Soccer Shootout 2004 Tour is a series of weekend soccer
festivals that offer competitive three-on-three soccer action for players of
all ages and skill levels. Teams including youth, adult and co-ed are placed
into divisions based on ability, age and experience. Winning teams from local
tournaments across the United States move on to regional tournaments and
eventually to the National Finals event at Disney's Wide World of Sports(R)
Complex in January.

"With the popularity of soccer among the youth of America, this tour gives us
an opportunity to reach a large and diverse audience," said Sharon Shapiro,
director, promotions, Sony Computer Entertainment America. "Sponsorship of
this type of grassroots tour illustrates our commitment to developing fun,
interactive experiences for consumers of all ages to experience our games."

Available at retail now, World Tour Soccer 2005 promises to build upon the
popular videogame franchise and deliver a true soccer simulation for the
PlayStation 2 computer entertainment system. Now in its third year, the World
Tour Soccer franchise has set the tone for unmatched play options and realism
for the core soccer enthusiast.

Furthering the global soccer experience, World Tour Soccer 2005 offers more
than 900 international and league teams from around the globe, 18,700 players
from 30 divisions and 22 leagues including classic teams from the past like
the 90's Barcelona team, the 80's Milan team and the 70's Liverpool team.

With multiple modes of play including Exhibition Match, Season, Career, and
Challenge Mode to choose from, combined with intuitive controls, the
revolutionary icon- passing system, incredibly smart artificial intelligence
(AI), and immaculately detailed stadiums from across the globe, soccer fans
will experience unparalleled gaming action.

The independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer 2005 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

Currently available in stores, MLB 2005 is the most authentic baseball
simulation created for the PlayStation 2 computer entertainment system. MLB
2005 features 13 extensive gameplay modes including EyeToy(TM) functionality
which puts a players face in the game by use of a USB camera, Online
playability through 989SportsOnline.com complete with 32-team tournaments,
live sports tickers and an all-new Sports Cast Manager allowing gamers to
manage games, an all-new Franchise Mode that allows players to control every
aspect of running a baseball franchise, and an innovative Career Mode that
takes gamers from Class-A ball to the Fall Classic.

MLB 2005 integrates new gameplay options like pressure sensitive controls,
all-new pitcher and batter interfaces, and Voice Recognition that allows
gamers to call their pitch via a USB headset without the touch of a button.
With more than 3,500 personalized animations, 60 frame-per-second gameplay,
new player models, fully animated crowds and more, MLB 2005 promises an
unmatched baseball experience.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2005 "E"
for Everyone. For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

About HOST Communications, Inc.

The got milk? 3v3 Soccer Shootout is owned and produced by HOST
Communications, a Lexington, KY.-based subsidiary of Bull Run Corporation
(NASDAQ:BULL). With more than 20 U.S. offices, HOST provides comprehensive
sales, marketing, multimedia, special event and convention/hospitality
services to domestic and international grassroots sports and lifestyle
events, NCAA Division I universities and conferences and national/global
associations. For more, visit the corporate site at
www.hostcommunications.com.

Visit us on the Web at http://www.989sports.com/ .
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PlayStation(R)2 Supports the Hip-Hop Summit Action Network to Encourage
America's Youth to Vote

NEW YORK and FOSTER CITY, Calif., June 15 /PRNewswire/ -- In an effort to
empower young voters to participate in the 2004 election, PlayStation(R)2 has
joined forces with Russell Simmons and the Hip-Hop Summit Action Network
(HSAN) in a non-profit, non-partisan voter initiative. The last presidential
election in 2000 only brought 36 percent of Americans ages 18-24 to the
polls, according to census figures. With a PlayStation 2 in one out of every
four U.S. households and as an entertainment leader for America's youth, Sony
Computer Entertainment America will provide support for this outreach program
and help HSAN encourage more youth voters to go to the polls this November.
Through the credibility of today's hottest hip-hop artists, entertainment
industry leaders and education advocates aimed at involving the hip-hop
generation in issues such as voter education, youth leadership and economic
advancement, the local Summits have already registered over a half million
young people.

"We are thrilled to partner with Russell Simmons and the Hip-Hop Summit
Action Network in an effort to reach out to our audience and emphasize the
importance of exercising the right to vote," said Andrew House, executive
vice president, Sony Computer Entertainment America. "With the accelerated
fusion of hip-hop and interactive entertainment this is a natural marriage
for us, and the Hip-Hop Summit Action Network presents a unique opportunity
to connect with our core demographic base through this outstanding youth
empowerment program."

"Our national voter registration drive is in full force, registering from
20,000 to 80,000 individuals per stop," emphasized HSAN Chairman Russell
Simmons. "With the partnership of PlayStation 2, the Hip-Hop Summit Action
Network will be able to reach even further into the community to educate
young people on how to get their individual voices heard by empowering them
to vote in this year's election."

Each local Summit includes a special guest panel of celebrities, hip-hop
artists, local politicians and community leaders who hold open panel
discussions on voter education, youth empowerment and community involvement.
Celebrity panelists have included anyone from Eminem to Beyonce to LL Cool J.

For each stop, a private PlayStation 2-branded jet will transport talent to
and from the Summit. PlayStation 2 will also feature recently released game
titles for guests to play, including Rise to Honor(TM), MLB(TM) 2005, Jak
II(TM), and many more. On-site activation includes opportunities for
attendees to win PlayStation 2 consoles, accessories and games.

The Summits will continue throughout the summer touching down in New Orleans
on June 17; Boston on July 26; and St. Louis on August 21. The program also
includes two additional markets, Detroit and Columbus, Ohio, which ran May 22
and June 3 respectively.

About Hip-Hop Summit Action Network

HSAN is a non-profit, non-partisan national coalition of artists,
entertainment industry leaders, education advocates, civil rights proponents
and youth leaders united in the belief that the "hip-hop" phenomena is an
enormously influential agent for social change which must be responsibly and
pro-actively utilized to fight the war on poverty and injustice.

For more information go to http://www.hsan.org/.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Sponsors ESPN X Games X

Action Sports and Videogames Celebrate Mainstream Popularity and Mass Appeal

FOSTER CITY, Calif., July 28 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its sponsorship of ESPN's X Games in Los
Angeles. Celebrating its 10th anniversary, X Games X will feature more than
150 of the world's best action sports athletes as they migrate to Southern
California August 5-8. With 17 world-class competitions across six action
sport categories, this year's X Games promises to entertain everyone with
competitions in Aggressive In-Line Skate, Bike Stunt, Moto X, Skateboard,
Surfing, and Wakeboard.

New for X Games X, live telecasts will be available on both ESPN and ABC
during the games, including a Sunday night primetime window on ABC August 8.
In addition, ESPN's "SportsCenter," the leading sports news and information
program, will report live from X Games X with host Linda Cohn. As an ESPN X
Games associate sponsor for the fourth year in a row, Sony Computer
Entertainment America benefits from widespread on-air presence including more
than 100 advertising spots on ESPN and ABC during the telecast.. The
multimillion-dollar sponsorship also includes category-exclusive brand
representation in ESPN The Magazine, full-page, four-color ads in the on-site
program, substantial signage and hospitality opportunities during the event,
and full-service banner rotation throughout both ESPN.com and EXPN.com Web
sites.

"As a sponsor of the X Games, it has been amazing to see the growth of the
event over the past 10 years -- action sports such as skateboarding, BMX and
surfing have become part of mainstream pop-culture lifestyle," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"Our business growth and expansion in the past 10 years since the launch of
the original PlayStation mirrors that of the X Games, taking culturally
relevant entertainment and evolving its reach into the mass-market audience."

Providing a break from the competition for action sport fans with interactive
entertainment, the PlayStation(R) 2 Touring Attraction, a 77-foot truck
featuring 31 interactive kiosks, will showcase the latest titles at this
year's X Games such as Gran Turismo(TM) 4, Hot Shots Golf(R) Fore!, Ratchet &
Clank(TM): Up Your Arsenal, Sly 2: Band of Thieves(TM), ATV Offroad Fury(R)
3, and Athens 2004 -- ESRB ratings E-T. In addition, Sony Computer
Entertainment America will have interactive kiosks in the athlete
registration area and VIP lounges, where X Games athletes can fine-tune their
eye-hand coordination before entering the spotlight.

Sony Computer Entertainment America will also be giving action sports fans
the chance to meet world champion PlayStation-sponsored athlete, Shaun White,
who will greet fans and sign autographs at the PlayStation 2 Touring
Attraction on Friday, August 6 from 2 p.m. -- 3 p.m. On Thursday, August 5,
White will compete in the Skateboard Vert event for the second straight year
and will look to improve on last year's performance, a sixth-place finish.
White made X Games history when he became the youngest athlete to compete in
both the Summer and Winter X Games in 2003. White collected his third Winter
X Games gold medal earlier this year in the Snowboard Slopestyle competition.

For more information about X Games X, please visit www.expn.com.

The independent Entertainment Software Rating Board (ESRB) has rated the
software titles being shown at the X Games "E" for Everyone or "T" for Teen.
For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Sony Computer Entertainment America and Coca-Cola Announce 'Unwrap the
Experience' Holiday Promotion

National Instant-Win Sweepstakes Offers the Chance to Win the Latest From
PlayStation(R)

FOSTER CITY, Calif. and ATLANTA, Oct. 19 /PRNewswire/ -- This holiday season,
the secret to getting a great gift from PlayStation(R) could be as simple as
popping open a Coke.

Sony Computer Entertainment America and The Coca-Cola Company today unveiled
their "Unwrap the Experience" instant-win sweepstakes, which will be promoted
on more than 100 million packages of Coca-Cola trademark brands.

The promotion runs from Nov. 1 through Dec. 31 and features in-demand
PlayStation products including: new PlayStation(R)2 computer entertainment
systems, the yet-to-be-released PSP(TM) (PlayStation(R) Portable) handheld
entertainment system, PlayStation 2 software titles, and a variety of Coca-
Cola products. Consumers simply look under the cap and inside multi-packs of
specially marked packages of Coca-Cola products for a message informing them
that they've won one of these highly anticipated PlayStation and popular Coke
products, just in time for the holidays.

"Coca-Cola drinkers have the chance this holiday season to unwrap the
ultimate experience with the latest from PlayStation," said Sharon Shapiro,
director, promotions, Sony Computer Entertainment America. "By bringing
PlayStation and Coke brands together, we are reaching millions of consumers
and fulfilling their holiday wishes with PlayStation and Coca-Cola products."

The "Unwrap the Experience" promotion features in-demand PlayStation products
soon hitting store shelves, including the newly redesigned PlayStation 2 that
sets new standards in the fusion of design and functionality. The new
PlayStation 2 is a slimmer, more lightweight model that comes equipped with
an integrated Ethernet port for network gaming and will be available at
retail in the U.S. by Nov. 1, just in time for the year-end peak-selling
season. Also featured in the upcoming holiday promotion is the highly
anticipated handheld entertainment system, PSP, and the latest PlayStation 2
software titles including: Gran Turismo(TM)4, Jak 3(TM) Ratchet & Clank(R):
Up Your Arsenal, Sly Cooper: Band of Thieves(TM), ATV Offroad Fury(R) 3, and
select Greatest Hits. PSP will launch in North America in 2005, therefore,
PSP prizes will be awarded in the New Year upon availability.

In addition to the latest from PlayStation, consumers also have the chance to
win a variety of Coca-Cola products in 1.5 liter, 2 liter or 3 liter
packages, or $1.50 off of a six-pack of 24 oz. bottles.

"Coca-Cola is an enduring partner and icon for people during the holiday
season, and this year will be even more exciting as they also will have the
chance to win the very latest and most innovative products from the makers of
PlayStation," said Randy Ransom, senior vice president, Coca-Cola Trademark,
Coca-Cola North America.

"Unwrap the Experience" is a national campaign supported by a cinema ad
airing on screens across the U.S. from late October through late November;
television and radio ads; outdoor and print ads; point of sale materials;
direct mail and e-mails. For more information on "Unwrap the Experience"
promotion, visit www.us.playstation.com beginning November 1.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com

About The Coca-Cola Company

The Coca-Cola Company is the world's largest beverage company. Along with
Coca-Cola, recognized as the world's best-known brand, the Company markets
four of the world's top five soft drink brands, including diet Coke, Fanta
and Sprite, and a wide range of other beverages, including diet and light
soft drinks, waters, juices and juice drinks, teas, coffees and sports
drinks. Through the world's largest distribution system, consumers in more
than 200 countries enjoy the Company's beverages at a rate exceeding 1
billion servings each day. For more information about The Coca-Cola Company,
please visit our website at www.coca-cola.com.

Source: Sony Computer Entertainment America Inc.
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Sony has been granted a patent for a method of beaming information directly
into the brain:

http://www.cnn.com/2005/TECH/fun.games/04/07/sony.brain.reut/index.html
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Microsoft Acquires Video Game Powerhouse Rare Ltd.

Developers of Such Worldwide Hits as "Donkey Kong 64,"
"Banjo-Kazooie," "GoldenEye 007" and "Perfect Dark"
Bring Their Talents to Xbox

REDMOND, Wash. - Sept. 24, 2002 - Microsoft Corp. today announced it has
purchased UK-based Rare Ltd., one of the world's leading video game
developers, further demonstrating Microsoft's commitment to providing the
most innovative interactive experiences available on its Xbox(TM) video game
system. Rare has been the mastermind behind some of the most popular video
games in history, including such global multimillion sellers as "GoldenEye
007," "Perfect Dark," "Banjo-Kazooie" and "Donkey Kong 64." Under terms of
the $375 million cash transaction, Rare will today begin creating exclusive
console gaming blockbusters for Xbox.

In a statement made from Seville, Spain, where the announcement was made to a
live and worldwide audience during the company's annual X02 event, Chris
Stamper, chairman and technical director of Rare, said, "Our mission at Rare
has always been to make the industry's best games for the widest possible
audience. Teaming with Microsoft gives us the best opportunity to accomplish
this goal. Microsoft's dedication and commitment to game creators, research
and development, and to gaming innovation made them the obvious partner to
take Rare into the future."

"We've always insisted on pushing the envelope when it comes to creativity,"
added Tim Stamper, co-founder and creative director of Rare. "And now we get
the chance to create for Xbox."

Rare co-founders Chris and Tim Stamper and their talented team of game
developers and designers will continue to work out of Rare in Warwickshire,
England. Rare was founded in 1985 as a partnership between the Stamper
brothers and Joel Hochberg, now Rare president.

"This partnership significantly broadens our already outstanding portfolio of
games that will be available for Xbox. And it also broadens our reach
internationally as gamers around the world have demonstrated their fanaticism
for what Rare consistently produces," said Robbie Bach, Chief Xbox Officer at
Microsoft.

"The last time I was this excited was the first time I picked up a controller
and played a game from Rare," said Ed Fries, vice president of Xbox Game
Content at Microsoft. "As a gamer, you could hardly wait until Rare's next
title was announced. You didn't know what genre it would be, but it didn't
matter because you knew you were going to love it."

Rare grabbed the attention of the video game world in 1994 with its creation
of "Donkey Kong Country." Selling more than 8 million copies, "DKC" went on
to become the biggest-selling 16-bit title in history.

Rare became one of the premiere developers in the world, with sales averaging
1.4 million units per title and nearly 90 million games sold since the
company was founded. Five of the top 20 all-time-best-selling N64 titles were
developed by Rare, including "GoldenEye 007," the second-best-selling game in
North America, with worldwide sales topping 8 million.

With today's announcement, Rare becomes the latest member of a star-studded
lineup at Microsoft Game Studios, joining such prestigious worldwide
developers as Bungie Studios, the masterminds behind the smash hit
"Halo(TM)," named Game of the Year by Electronic Gaming Monthly. Rare's first
creation for Xbox, "Kameo," is expected to reach store shelves next spring.
Also under development is the highly anticipated sequel to "Perfect Dark."
The company is expecting to develop at least five games over the next two
years in a variety of genres, including racing, shooters and platformers.

About Microsoft Game Studios
Microsoft Game Studios is a leading worldwide publisher and developer of
games for the PC, Xbox video game system and online platforms. Comprising a
network of top developers, Microsoft Game Studios is committed to creating
innovative and diverse game portfolios for the PC
(http://www.microsoft.com/games/), including such franchises as "Age of
Empires(R)," "Flight Simulator" and "Zoo Tycoon(TM)"; Xbox
(http://www.xbox.com/), including such franchises as "Halo," "Project Gotham
Racing(TM)" and "NFL Fever"; and Zone.com (http://zone.msn.com/), the
official games channel for the MSN(R) network of Internet services and home
to such hits as "Bejeweled" and "Outsmart(TM)."

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful game experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America, Japan, Europe and Australia.

About Microsoft
Founded in 1975, Microsoft (Nasdaq "MSFT") is the worldwide leader in
software, services and Internet technologies for personal and business
computing. The company offers a wide range of products and services designed
to empower people through great software - any time, any place and on any
device.

#########

Microsoft, Xbox, Halo, Age of Empires, Zoo Tycoon, Project Gotham Racing, MSN
and OutSmart are either registered trademarks or trademarks of Microsoft
Corp. in the United States and/or other countries.

Officially Licensed Product of PLAYERS INC. The PLAYERS INC logo is a
registered trademark of the NFL players. http://www.nflplayers.com/ (C) 2002
PLAYERS INC. (C) 2002 NFL Properties LLC. Team names and logos are trademarks
of the teams indicated. All other (NFL-related marks) are trademarks of the
National Football League.

The names of actual companies and products mentioned herein may be the
trademarks of their respective owners.
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Rumor has it that the next Microsoft console has an internal codename of
"Xenon".
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Microsoft and ATI Technologies Announce Technology Development Agreement

ATI Graphics Technologies to Power Future Xbox Products and Services

    REDMOND, Wash., Aug. 14 /PRNewswire-FirstCall/ -- Microsoft Corp.
(Nasdaq: MSFT) today announced it has entered into a technology development
agreement with ATI Technologies Inc. (Nasdaq: ATYT; TSX: ATY). Under the
agreement, ATI is developing custom, leading-edge graphics technologies for
use in future Xbox(R) products and services.

    "We're combining Microsoft's vision, software experience and R&D
resources with ATI's pioneering leadership in graphics technologies to create
innovative future Xbox products and services that meet the lifestyle needs of
consumers in the Digital Decade," said Robbie Bach, senior vice president of
the Home and Entertainment Division at Microsoft. "We selected ATI after
reviewing the top graphics technologies in development and determining that
ATI's technical vision fits perfectly with the future direction of Xbox."

    "Microsoft shares our passion for cutting-edge innovation," said K. Y.
Ho, chairman and chief executive officer, ATI Technologies Inc. "Our success
working with Microsoft in the past gives us great confidence as we move
forward, and our broad experience and wealth of engineering resources will
ensure that we deliver. This agreement cements ATI's position as the prime
graphics supplier for the future of the games industry."

    About ATI Technologies Inc.
    ATI Technologies Inc. is a world leader in the design and manufacture of
innovative 3-D graphics and digital media silicon solutions. An industry
pioneer since 1985, ATI is the world's foremost visual processor unit (VPU)
provider and is dedicated to delivering leading-edge performance solutions
for the full range of PC and Mac desktop and notebook platforms, workstation,
set-top and digital television, game console, and handheld markets. With 2002
revenues in excess of U.S. $1 billion, ATI has more than 2,000 employees in
the Americas, Europe and Asia. ATI common shares trade on Nasdaq (ATYT) and
the Toronto Stock Exchange (ATY).

    About Xbox
    Xbox ( http://www.xbox.com/ ) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

    About Microsoft
    Founded in 1975, Microsoft is the worldwide leader in software, services
and Internet technologies for personal and business computing. The company
offers a wide range of products and services designed to empower people
through great software -- any time, any place and on any device.
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ATI formerly provided Nintendo with the GameCube's graphical chip, "Flipper".
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SUNNYVALE, Calif. - Sept. 24, 2002 - Capcom(R) today announced an official
agreement granting BradyGames(R) exclusive rights to publish strategy guides
for several upcoming games. Since the companies began their publishing
relationship, BradyGames has created strategy guides for numerous Capcom
games including smash hits like Devil May Cry(tm), Resident Evil(R),
Capcom(R) vs. SNK(R), and the Onimusha(tm) series. In addition, BradyGames'
Signature Series, a line of deluxe strategy guides featuring innovative
design and content, was launched with the Devil May Cry(tm) Official Strategy
Guide, further solidifying the alliance between the companies. The extended
relationship marks the first large scale exclusive agreement between Capcom
and BradyGames.

The two game industry giants have joined forces to help gamers enjoy some of
this year and next year's biggest games. The key 2002 titles that BradyGames
will publish strategy guides for under the new agreement include: Capcom(R)
vs. SNK(R) 2; EO, Mega Man(tm) Zero, Super Ghouls 'N Ghosts(tm), Street
Fighter(R) Alpha 3, Gio Gio's Bizarre Adventure(tm), Resident Evil(R) Zero,
Marvel(R) vs. Capcom(R) 2, and Steel Battalion(tm).

The relationship extends into 2003, with additional strategy guides for hot
titles like Devil May Cry(tm) 2, Auto Modellista(tm), and many more.

"We have been very impressed with BradyGames' commitment to quality and
innovation," said Toshihiro Tokumaru, manager of licensing and merchandising,
Capcom Co., LTD., Japan. "Because they share our high standards for
excellence, we felt that they were the best choice for a strategy guide
partner. We look forward to continuing our relationship with them."

"We are excited and honored by the opportunity to expand on our great
relationship with Capcom, and work with them exclusively," said David
Waybright, publisher for BradyGames. "Their upcoming lineup of games is
amazing, and we plan on offering guides with the same high standard people
have come to expect from BradyGames-with a few surprises as well."
- - - - -

ABOUT CAPCOM
Capcom Entertainment, headquartered in Sunnyvale, California, is a
wholly-owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans 22 years of entertaining video gamers. Capcom develops, markets, and
distributes home video games for the PlayStation(R) game console,
PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube game
console Xbox(tm) video game system, Game Boy Advance and Game Boy Color
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include Street Fighter, Mega Man, Breath of Fire, Onimusha and
Resident Evil. World headquartered in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange, code number 9697.

ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(R).

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

# # #

 ------------
Category 8,  Topic 7
Message 2          Tue Jul 29, 2003
KGAGNE [Ken]                 at 10:25 PDT

CAPCOM* ANNOUNCES CINEMAWARE'S ROBIN HOOD: DEFENDER OF THE CROWN(R)
FANS REJOICE AS THE SEQUEL TO A MEGA-HIT RETURNS

SUNNYVALE, Calif. - July 29, 2003 - Capcom*, a leading worldwide developer
and publisher of video games, today announced a worldwide publishing
agreement with Cinemaware(R) to release Robin Hood: Defender of the Crown(R)
for the PC, PlayStation*2 computer entertainment system and the Xbox* video
game system from Microsoft(R). Based on Cinemaware's mega hit Defender of the
Crown franchise which has sold more than one million units worldwide, Robin
Hood: Defender of the Crown is a fusion of action, role-playing and strategy
genres that seamlessly blend cinematic presentations with unique medieval
action-sequences. Players must rely on their skill at sword fighting, castle
sieges, jousting, daring archery ambushes and massive army battles to restore
England to its glory and remove the tyranny that plagues the land. Robin
Hood: Defender of the Crown is scheduled to release across North America
August 2003.

Featuring an epic storyline that unfolds through the eye's of Robin Hood,
players battle their way to victory through action-oriented sequences. Their
quest is to defeat all rival lords and the vile, yet powerful, Prince John.
This malevolent aristocrat has usurped the throne and now sits as the
illegitimate King of England. Acting on behalf of the people, Robin Hood must
reunite England, end the dictatorial rule of Prince John and restore the
rightful king to the throne. Throughout the player's journey, they will
interact with many of the characters that populate this timeless legend
including Maid Marian, Little John and Will Scarlet. These characters of old
are presented through beautiful cut-scene movies and voiced-over by
professional British actors, and the game features a fully-orchestrated
soundtrack. Full of surprising plot twists, the storyline will present the
myth of Robin Hood in a way that will appeal to today's gaming audience while
staying true to Defender of the Crown's heritage.

Robin Hood: Defender of the Crown boasts the following features:
* Based upon the mega-hit Defender of the Crown franchise which has sold over
one million units worldwide.
* Play as Robin Hood - Take the roll of the legendary hero as gorgeous
cut-scenes featuring full voice-over and fully animated in-game character
dialogues tell the classic tale.
* Open-ended gameplay - Players can choose their own path through the story
and control the pacing of the entire experience.
* Five Medieval Action-Sequences - Sword fighting, archery, jousting, siege
warfare and army battles.
* Strategic planning is required - As the twisting plot unfolds, players will
have access to dozens of military units, strongholds and equipment in their
campaign to conquer 38 territories.
* Multiple endings - Over 8 different endings determined by game conditions
and player performance.
* Numerous characters from the legend of Robin Hood join the quest for
liberation - Interact with legendary characters including Maid Marian, Little
John, Friar Tuck, Will Scarlet and many more!
* Richly detailed 3D world and environments - Players will be immersed in
twelfth century England as they interact in richly detailed landscapes.
* Fully-orchestrated - Comprised of a fully-orchestrated musical score,
players will become enthralled with the immersive setting and the overall
epic scope of the game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Devil May Cry, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.
###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association. All other marks are the property of
their respective holders. All rights reserved. *CAPCOM Co., Ltd. 2003 All
rights reserved

Cinemaware, Inc., headquartered in Burlingame, California, is a developer of
interactive entertainment software. Originally founded in 1986, Cinemaware
has a long history of developing a wide range of critically acclaimed and
highly successful games for a variety of personal computers and video game
systems. These titles include Defender of the Crown (R), S.D.I(tm)., The King
of Chicago(tm), Sinbad and the Throne of the Falcon(tm), Rocket Ranger(tm),
The Three Stooges(R), Lords of the Rising Sun(tm), It Came from the
Desert(tm), Wings(R) and the TV Sports(tm) franchise of Football, Basketball,
Baseball, Boxing and Hockey. For additional information please visit
www.cinemaware.com.

Robin Hood: Defender of the Crown (C) 2003 Cinemaware, Inc. All Rights
Reserved. Cinemaware, the Cinemaware logo, "Heroes Live Forever" and Defender
of the Crown are registered trademarks of Cinemaware, Inc. S.D.I., The King
of Chicago, Sinbad and the Throne of the Falcon, Rocket Ranger, Lords of the
Rising Sun, It Came from the Desert, Antheads: It Came from the Desert II,
Wings and TV Sports are trademarks of Cinemaware, Inc.
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CORRECTION: The PC, PS2 and Xbox version will be released in September and NOT
August as previously mentioned.

 ------------
Category 8,  Topic 7  [MOVED]
Message 5          Thu Oct 02, 2003
KGAGNE [Ken]                 at 11:44 PDT

KEMCO SELECTS CAPCOM TO
DISTRIBUTE ROGUE OPS VIDEO GAME OVERSEAS

Capcom to Bring Kemco's Rogue Ops to Market in Europe and Australia

Bellevue, Wash. - October 2, 2003 - Kemco U.S.A. announced today that it has
entered into an agreement with Capcom to serve as the distributor for the
company's highly anticipated action adventure title, Rogue Ops, in the United
Kingdom, Germany and Australia. Set for release on Nintendo GameCube, the
PlayStation2 computer entertainment system and the Xbox video game system
from Microsoft this November, Rogue Ops exposes the story of ex-Green Beret
Nikki Connors as she sets her vengeful sights on those responsible for
murdering her family.

"Capcom has firmly established itself as a leading video games publisher
worldwide," said Mr. Futami, President of Kemco USA, Inc. "We are extremely
pleased that they will be assisting us in bringing what we believe is our
best title yet to Europe and Australia."

In Rogue Ops, players will be challenged to successfully lead Nikki Connors
against the malevolent forces of the terrorist group, Omega 19. A highly
trained and experienced counter-terrorist operative, Nikki is versed in a
variety of weapons, self-defense and stealth maneuvers. Players will take
advantage of Nikki's various experiences and capabilities by using her
surrounding environment to hide in shadows, suspend from ceilings, seek
refuge in lockers, hide bodies in empty crates to avoid detection from
sentries and guards and so much more.

"Rogue Ops is a very strong title so it is great that Kemco has entrusted it
to us," said David Miller, Marketing Director CE Europe. "We at CE Europe
hope that this is just the beginning of a long term relationship between our
two companies."

Rogue Ops is slated for a Q4 2003 release, and has a suggested retail price
of $49.99 and 59.99 pounds.

About Kemco
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo GameCube
and Game Boy Advance as well as Sony PlayStation2 and the Xbox video game
system from Microsoft.

About CE Europe Ltd.
CE Europe Ltd, headquartered in London, England, is a wholly owned subsidiary
of Capcom, Co., Ltd. of Japan. A leading force in the multi-billion dollar
interactive entertainment industry, Capcom's legacy spans more than 22 years
of entertaining video gamers. Capcom develops, markets, and distributes home
video games for the PlayStation game console, PlayStation2 computer
entertainment system, Nintendo GameCube and the Xbox game consoles, Game Boy
Advance and Game Boy Color Systems, personal computers, and coin-operated
games. Worldwide recognizable product lines include the Resident Evil, Street
Fighter, Mega Man, Breath of Fire, and Onimusha series. World headquarters in
Osaka, Japan, the company also has offices in Tokyo, Hong Kong, London and
Sunnyvale, California. The company is publicly traded on the Tokyo Stock
Exchange code number 9697.

About Capcom
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

# # #
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CAPCOM(r) NAMES HIROSHI TOBISAWA
PRESIDENT CAPCOM USA AND PRESIDENT CE EUROPE

SUNNYVALE, Calif. - December 10, 2003 - Mr. Kenzo Tsujimoto, chairman and
president of Capcom Co., Ltd., of Japan today announced the appointment of
Hiroshi Tobisawa to president, Capcom USA and president, CE Europe, Capcom's
European publishing operation. Mr. Tobisawa is responsible for the overall
management of North American and European business operations and will report
directly to Mr. Tsujimoto. Under his leadership, Mr. Tobisawa will oversee
the activities between the U.S. and European offices to Capcom Japan in order
to promote efficient international operations and work closely with Capcom
Japan to intensify the development of successful products for U.S. and
European consumers.

Hiroshi Tobisawa, 57, joined Capcom in 1997 to lead corporate planning and
consumer sales in Japan and was most recently responsible for worldwide
marketing for the company. Prior to joining Capcom, Tobisawa worked 27 years
at IBM in Japan. There he served as head of technical research and
development on the PowerPC semiconductor. He was introduced to the gaming
industry while negotiating with 3DO and Panasonic to use IBM's semiconductor
technology in its system.

"I have known Hiroshi Tobisawa for many years and have enormous respect for
his management abilities so it is with great honor that I make this
appointment," said Kenzo Tsujimoto. "His knowledge of the operations in our
Japan office can only strengthen the U.S. and European operations and this
exchange of communication can only benefit Capcom. I look forward to a very
long and successful relationship with him."

Mr. Tobisawa holds a bachelor's of arts degree in Economics from Hosei
University and a master of business administration from Hosei Graduate School
in Tokyo. Mr. Tobisawa replaces Mr. William Gardner who retired in September
after serving six years as president and CEO of Capcom USA and president and
chairman of CE Europe.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found at www.capcom.com.
###
Capcom, Resident Evil and Street Fighter are a registered trademark of Capcom
Co., Ltd. All other names are trademarks of their respective holders.
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CAPCOM(R) APPOINTS BARI ABDUL AS CHIEF OPERATING OFFICER

SUNNYVALE, Calif. * December 10, 2003 * Capcom Co., Ltd. of Japan, today
announced the appointment of Bari Abdul as chief operating officer, Capcom
USA. The appointment was made by Mr. Kenzo Tsujimoto, chairman and president,
Capcom Co., Ltd. As the company's new COO, Abdul is responsible for all
strategic operations including sales, marketing, brand and product
management, publicity, customer service and licensing. Under his leadership
Mr. Abdul will build the U.S. business by leading an increased focus on the
U.S. market and working closely with Capcom Japan's R&D to develop products
designed to meet the demands of U.S. consumers. Abdul will report to Hiroshi
Tobisawa, president Capcom USA and president CE Europe.

Abdul, 43, joins Capcom with more than 17 years of solid management and
marketing experience in consumer products, E-commerce and technology gained
at major Fortune 50 companies such as Procter & Gamble and PepsiCo, and at
Silicon Valley companies, Egghead Software and SonicBlue. Abdul served as
senior vice president marketing and product development at Egghead.com and
vice president of marketing and E-commerce at Sonicblue. While at Proctor &
Gamble, he also worked in Asia.

"We are very pleased to have Bari Abdul join Capcom," said Kenzo Tsujimoto.
"His expertise in consumer products and his leadership experience will ensure
we achieve our long term plans to build the company globally."

Abdul earned his MBA from the Wharton School at the University of
Pennsylvania and holds a bachelor's of science degree in Engineering from the
University of California at Berkeley.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found at www.capcom.com.
###

Capcom, Resident Evil and Street Fighter are a registered trademark of
Capcom, Co., Ltd. All other names are trademarks of their respective holders.
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CAPCOM(R) BRINGS TOGETHER THE ULTIMATE MEGA MAN(tm) ANTHOLOGY IN MEGA MAN
MANIA AND MEGA MAN ANNIVERSARY COLLECTION

SUNNYVALE, Calif *  December 23, 2003 * Capcom(R) today takes players on a
retrospective journey through the evolution of their renowned blue action
hero with the announcement of the Mega Man Anniversary Collection for the
PlayStation*2 computer entertainment system and the Nintendo GameCube(tm) and
Mega Man Mania for the Game Boy* Advance.  The Mega Man Anniversary
Collection is an anthology of classic Mega Man games (Mega Man 1 through Mega
Man 8) from the Nintendo Entertainment System, Super Nintendo Entertainment
System, PlayStation game console and arcade systems. This set will also
include two never-before-released-in-the-US Mega Man arcade games: Mega Man
the Power Battle and Mega Man 2 the Power Fighters. Mega Man Mania will be
comprised of the classic Mega Man titles (Mega Man I - V) from the Game
Boy(R) system and offer special bonus features. Mega Man Anniversary
Collection and Mega Man Mania are scheduled to be released throughout North
American in spring 2004.  The ESRB (Entertainment Software Rating Board)
rating is pending.

"Mega Man Mania and the Mega Man Anniversary Collection pays tribute to the
brainchild behind this multimillion unit selling franchise, Keiji Inafune,
and the original games that he created," said Todd Thorson, director of
marketing, Capcom Entertainment. "It gives gamers, who have not experienced
the Mega Man phenomenon, an opportunity to play the titles that redefined the
platform genre."

In the Mega Man Anniversary Collection, players will be challenged to see if
they have the skills to master some of the most extreme Mega Man titles ever
released and to unlock a cache of bonus features that includes 30 minutes of
anime, producer interviews and a history of the series. Both Mega Man Mania
and the Mega Man Anniversary Collection provide a comprehensive look at Mega
Man's progression through the years, as this near human robot embarked on his
journey to become one of the longest running videogame icons to date.  Take a
trip down memory lane, reliving Mega Man's numerous quests to defeat Dr. Wily
and his attempts to control the world and its resources.  Gamers will
reacquaint themselves with past adversaries such as Metal Man, Gemini Man,
Pharaoh Man, Centaur Man, and Tengu Man, just to name a few.  Mega Man
Anniversary Collection and Mega Man Mania encompass everything a new and
hard-core fan would want for their existing library.

The Mega Man Anniversary Collection will include the following features:
* 10 Mega Man games on one disk
  o Mega Man 1 through Mega Man 8
  O  Two never before released in the US Mega Man arcade games: Mega Man the
Power Battle and Mega Man 2 the Power Fighters
* Additional content - Unlock hidden original artwork, producer interviews
(GameCube only), anime videos (PlayStation 2 only),  and information about
the entire franchise
* Updated soundtrack

The Mega Man Mania will include the following features:
* Five original Mega Man games on one game pak
 o  Mega Man I through Mega Man V
* Gamers can choose to play the game in its original black and white form or
in an all new colorized version
* A museum of artwork from the series

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong.  More information about Capcom and its products can be
found at www.capcom.com.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd.  Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.  All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc.  Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc.  Xbox and
Microsoft are trademarks of Microsoft Corp.  All other marks are the property
of their respective holders.
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CAPCOM(R) BREWS A BEVY OF GAMES FOR The wireless gaming market
- classic titles to be available on brew(TM)-enabled handsets -

SUNNYVALE, Calif. -- March 25, 2004 - Capcom, a leading worldwide developer
and publisher of video games, today announced that they are publishing games
using QUALCOMM's BREW solution for delivery to a broad range of mobile
devices. QUALCOMM's BREW solution provides products and services that connect
the mobile marketplace value chain, which includes publishers, application
developers, content providers, device manufacturers, operators and consumers.
The first installment of games to be available includes four of Capcom's
blockbuster titles: Mega Man, 1942, Commando and Ghosts N Goblins. These
titles are scheduled to be available to consumers with BREW-enabled devices
this spring.

"The BREW system allows Capcom to quickly bring high quality mobile
adaptations of our best-selling titles to the global mobile gaming
community," said Todd Thorson, director of marketing, Capcom Entertainment.
"Our games will soon be available to operators around the world offering
BREW-based products and services to their wireless customers."

"QUALCOMM welcomes Capcom, a company with a long history of creating highly
successful videogame franchises, to our rapidly growing global community of
publishers and developers," said Mike Yuen, director of BREW Developer
Relations, QUALCOMM Internet Services. "QUALCOMM is excited to work with such
a prestigious game publisher and we look forward to the launch of these and
many more titles in the future."

Wireless customers will soon have the opportunity to play classic Capcom
classic games that redefined their genres and the videogame industry as a
whole. These games include:

* Mega Man - Mega Man first introduced the world to the infamous blue action
hero that would eventually spawn a multi-million unit selling franchise.
Players will partake in Mega Man's challenging quest to defeat Dr. Wily and
his attempt to control the world and its resources.

* 1942 - Propel yourself back to World War II as gamers assume the control of
a WWII era plane over land, sea and air engaging in challenging high flying
battles.

* Commando - Fight as a highly trained soldier to annihilate the enemy and
rescue captives that are behind opposing battle lines. Destroy the
impenetrable enemy bases, and bypass obstacles using grenades and a machine
gun.

* Ghosts N Goblins - Follow a noble knight named Arthur who journeys through
haunted lands in his quest to rescue his fair maiden Guinevere who was
kidnapped by the demon of Hades. Players will use spears, swords, axes,
crosses and torches to fight against an onslaught of enemy zombies, ghosts
and goblins -- all the while staying fully clad in armor, as enemy hits can
bring Arthur down to his underwear.

Publishers and developers worldwide are generating revenue from BREW-based
applications and content, and 24 manufacturers have offered more than 120
BREW-enabled device models to consumers. BREW is successfully enabling the
commercial wireless data services of many very successful operators,
including Verizon Wireless, ALLTEL, Cellular One, MetroPCS, Midwest Wireless
and U.S. Cellular in the United States, China Unicom, KDDI in Japan, KTF in
South Korea, Hutch in Thailand, Telstra in Australia, VIVO in Brazil,
BellSouth Chile, BellSouth Colombia, BellSouth Ecuador, BellSouth Guatemala,
BellSouth Panama, BellSouth PerU, TelefOnica MOviles in Peru, Movicom in
Argentina, Telcel and Movilnet in Venezuela, Verizon Dominican Republic,
Verizon Wireless Puerto Rico and Pelephone in Israel.

About Capcom
Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. All rights reserved. QUALCOMM is a registered trademark
of QUALCOMM Incorporated. BREW is a trademark of QUALCOMM Incorporated. All
other marks are the property of their respective holders.
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henshin-a-go-go baby as Viewtiful joe 2 arrives on
PLAYSTATION2 and nintendo gamecube

- Sequel to 2003 Game of the Year Delivers Even More Viewtiful Style,
More Attitude, New VFX Moves and Characters -

SUNNYVALE, Calif. ? April 21, 2004 ? Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced the highly
anticipated Viewtiful Joe sequel, Viewtiful Joe2 for the PlayStation2
computer entertainment system and Nintendo GameCube. In Viewtiful Joe 2,
players will reacquaint themselves with the cel-shaded, comic book movie
realm and stunning signature gameplay elements that are synonymous only to
Joe. Capcom's quirkiest action superhero once again takes center stage in
this engaging action brawler that has new moves, a playable heroine, and
inventive character designs with gameplay that perpetuates more punch and
style than its predecessor. Viewtiful Joe 2 is set to unleash it's
viewtifulness onto the real world this winter.

"Viewtiful Joe was the killer app for the GameCube in 2003, and this winter
Viewtiful Joe 2 will raise the bar for excellence and innovation even higher
with the second generation of the series," said Todd Thorson, director of
marketing at Capcom Entertainment. "With new visual effects, enemies and
challenges, Joe and Silvia are ready to take on an all new Viewtiful
adventure."

At the beginning of this new adventure, we find Joe and his girlfriend,
Silvia, ready to face even tougher enemies and greater challenges. This time
around, not only will gamers be able to play as Joe, but as Silvia right off
the bat as well. In addition to being equipped with her pompoms, Silvia will
be packing some heat as she wields a projectile weapon to help defeat the
encroaching evil that lurks in the shadows.

Keeping to the stylized yet richly detailed visuals, Viewtiful Joe 2 stays
true to its masterfully crafted roots and delivers an even more brilliant and
polished videogame. New cinematic visual effect (VFX) powers, such as
"Replay" which allows gamers to repeat a part of the action for heroic
results, have been implemented to help solve ingenious puzzles, defeat unique
yet relentless enemies and add variety to gameplay: Spanning across an
increased number of stages and environments including a jungle, snowy
mountains and outer space, Viewtiful Joe 2 incorporates more impressive quasi
2D/3D action with over 40 new types of adversaries to obliterate. The
not-so-average-Joe will once again break the gaming mold and deliver an
experience unlike any other with his polished martial arts attacks,
high-flying acrobatics, and compelling storyline.

Viewtiful Joe 2 boasts the following features:
* More viewtiful 2D/3D hybrid action spanning more stages
* New second playable character - Now gamers can select Joe's girlfriend,
Silvia, who not only struts around with her infamous pompoms but also wields
a weapon that fires projectiles to fend off the fiendish foes that she
encounters.

* Over 40 different types of enemies to obliterate!
* More diverse stages to explore - Viewtiful Joe 2 takes players through
awe-inspiring detailed environments including a jungle, underground ruins,
ancient Japan, snowy mountains and outer space.

* Six variations to the Six Machine - Now Joe's trusty aircraft transforms
into various shapes to support his activities throughout various stages such
as a racer, cannon, drill or submarine.

* In addition to the infamous "Slow," "Mach Speed," and "Zoom In" visual
effects (VFX) powers, the action is even hotter this time around with the new
"Replay" VFX power. Replay a punch for three times the damage. Need to
restore some health? Eat a hamburger and replay it so you get three times the
effect! But beware, try not to use Replay when getting hit or take on three
times the damage!

* Grab a hold of the enemy to swing and throw them around with vigor!

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective holders.
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CAPCOM(R) CO., LTD. ANNOUNCES THE FORMATION OF CLOVER STUDIO

TOKYO, JAPAN - April 21, 2004 - Capcom Co., Ltd. of Japan today announced the
formation of Clover Studio, an independent studio funded by Capcom Japan,
which will be established by July 1, 2004. Atsushi Inaba, producer of the
award-winning Steel Battalion(TM) and Steel Battalion(TM): Line of Contact
for the Xbox(TM) video game system from Microsoft and Viewtiful Joe(TM) for
the Nintendo GameCube(TM), will be named president and CEO. The products
Clover Studio will have in development include Viewtiful Joe(TM)2 for the
PlayStation(R)2 computer entertainment system and Nintendo GameCube,
Viewtiful Joe(TM) for the PlayStation(R)2 and Okami (Japanese title) for the
PlayStation(R)2 which is currently scheduled for release in Japan. Capcom
will be the distribution channel for Clover Studio's products.

"Clover Studio was formed to look at games with a fresh eye and to provide an
environment for game-creators to become 'masters of their craftsmanship,'"
said Inaba. "In creating the studio we wanted to choose a name and logo that
represents our philosophy and vision. We selected the four-leaf clover as our
symbol because it signifies happiness and creativity. The symbolic
representation of 'Clover' is designed to convey our bold imagination and our
approach to creating products, tempered by the delicate concerns of our
craft. CLOVER is also an abbreviation of "creativity lover," reinforcing our
mantra even further. The studio will work closely with Capcom to see that our
vision for creating games becomes a reality," concluded Inaba.

"I'm pleased to support the formation of an independent studio whose mission
is to develop creative games that are innovative and inspire the future of
gaming," said Kenzo Tsujimoto, president and CEO, Capcom Co., Ltd. "Clover
Studio is a creative entity comprised of a group of talented game designers
who have a proven record of developing awe inspiring games that push
creativity and technology. Clover Studio is good for Capcom and video gamers
around the world."

Other notable members joining Atsushi Inaba and Clover Studio are Shinji
Mikami, the genius behind the masterpiece Resident Evil and Hideki Kamiya,
the director for Devil May Cry. The studio will open with 64 employees.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox
Logos are either registered trademarks or trademarks of Microsoft Corporation
in the U.S. and/or other countries and are used under license from Microsoft.
Nintendo and GameCube are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective holders.
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Capcom(R) and BradyGames(R) Renew Exclusive Strategy Guide Partnership

SUNNYVALE, Calif. - June 7, 2004 - Capcom(R) today announced an official
agreement granting BradyGames(R) exclusive rights to continue publishing
strategy guides for many of their upcoming games. After working together for
several years, Capcom selected BradyGames as their exclusive strategy guide
partner in 2002. Under their original agreement, BradyGames published
strategy guides for many smash hit Capcom titles such as Resident Evil(R)
Zero, Devil May Cry(TM) 2, Mega Man(R) Battle Network 3: Blue & White, and
Viewtiful Joe(TM).

The first blockbuster title under the latest agreement, Onimusha(TM) 3 Demon
Siege, was released in late April. BradyGames published two collectible
guides for the final game in the renowned Onimusha trilogy--the Onimusha 3
Demon Siege Official Strategy Guide (Signature Series) and the Onimusha 3
Demon Siege Limited Edition Strategy Guide. The Signature Series Guide
included bonus content and other exclusive extras such as a double-sided
pullout poster featuring character art from the game. The Limited Edition
Strategy Guide was a special, limited offering that included the Onimusha 3
Demon Siege Signature Series Guide with an exclusive cover, a stunning art
book featuring imagery from the entire Onimusha series, and a deluxe book
jacket.

Once again, the two game industry giants have joined forces to help gamers
enjoy some of the year's hottest games. BradyGames will publish strategy
guides for several key Capcom titles in 2004 including: Mega Man Battle
Network 4: Blue Moon & Red Sun, Way of the Samurai 2, Street Fighter(R)
Anniversary Collection, Crimson Tears(TM), Monster Hunter, Mega Man X Command
Mission, Viewtiful Joe (for the PlayStation(R)2 computer entertainment
system), Mega Man Zero 3, Mega Man X8, Resident Evil 4, Killer 7(TM), Shadow
of Rome(TM), and Under the Skin(TM).

The renewed relationship extends into 2005, with additional exclusive
strategy guides for big games such as Resident Evil Outbreak 2, Viewtiful Joe
2, Devil May Cry 3 and many more.

"We have been very impressed with BradyGames' strong commitment for creating
high-quality products," said Taki Enomoto, manager of licensing, Capcom Co.,
LTD., Japan. "Their tailored approach to publishing is apparent in every
guide they publish, and this high standard is why we chose to continue our
exclusive partnership with BradyGames."

- - -

ABOUT CAPCOM

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created
world-renowned franchises including Resident Evil, Street Fighter, Mega Man,
Breath of Fire, Devil May Cry and the Onimusha series. Headquartered in
Osaka, Japan, the company maintains operations in the U.S., United Kingdom,
Germany, Tokyo and Hong Kong. More information about Capcom and its products
can be found on the company's web site at www.capcom.com.

ABOUT BRADYGAMES

Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(R).

(C) CAPCOM CO., LTD. 2004. (C) CAPCOM U.S.A. 2004. ALL RIGHTS RESERVED
CAPCOM, the CAPCOM LOGO, Resident Evil, Street Fighter, and Mega Man are
registered trademarks of Capcom Co., Ltd. Onimusha, Devil May Cry, Viewtiful
Joe, Killer 7, Shadow of Rome, Under the Skin, Crimson Tears and Breath of
Fire are trademarks of Capcom Co., Ltd, "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. All rights
reserved. All other marks are the property of their respective holders. The
ratings icon is a registered trademark of the Entertainment Software
Association.
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THE BLUE BOMBER LEVELS UP WITH THE RELEASE OF
MEGA MAN X COMMAND MISSION(TM) FOR THE PLAYSTATIONa2 COMPUTER ENTERTAINMENT
SYSTEM AND Nintendo GameCube(TM)

SUNNYVALE, Calif. - September 21, 2004 -- Capcom, a leading worldwide
developer and publisher of video games, today released Mega Man X Command
Mission(TM) for the Nintendo GameCube(TM) and PlayStationa2 computer
entertainment system. Mega Man X Command Mission takes the 'X' series in a
whole new direction by introducing it to the role playing game (RPG) genre.
With fundamental Mega Man characteristics, cel-shaded characters and 3-D
stylized environments, Mega Man X Command Mission is sure to please gamers
new to the franchise and fans alike. Mega Man X Command Mission is now
available at retailers across North America and is rated 'E' for everyone
with a descriptor of "fantasy violence" by the ESRB (Entertainment Software
Rating Board). The Mega Man franchise, celebrating more than 15 years of
entertaining kids of all ages, has sold over 20 million units worldwide.

In Mega Man X Command Mission, Mega Man must infiltrate the island of
Gigantis, a massive facility constructed for the sole purpose of mining a
mineral substance called Force Metal, and stop a rebellion started by a an
army of renegade Reploids. By choosing from a selection of seven different
playable characters, gamers construct a three-member attack force using Mega
Man, Zero, Axl, or one of five characters new to the Mega Man universe, to
help bring peace to the region once and for all. It is up to gamers to create
a dream team of Mega Man's allies and Reploid robot friends to stop the
destructive battle that has begun to wage itself on Gigantis Island.

Mega Man X Command Mission has new and exciting features that make this RPG
play like a true action game; including the revolutionary "X Order System"
which allows flawless execution of special and finishing attack moves on
enemies. There are plenty of ways to do battle: 1) Chain main and sub-weapon
attacks to perform a super-powerful "Final Strike" finishing move; 2) During
battle, when the player's 'Weapon Energy' gauge is full, they can activate an
"Action Trigger" which allows their character to perform a specialized move
or attack; 3) If the action starts to get a little too close for comfort and
the player requires a bit of extra power, they can enter "Hyper Mode". For a
set number of turns within this mode, their character wears stronger armor
and can perform different moves; 4)Using a super energy metal called "Force
Metal," players can upgrade weapons, abilities, and attack moves, greatly
improving their character's capabilities.

Mega Man X Command Missions includes the following features:

The first RPG in the Mega Man X universe - Mega Man X Command Mission
features role playing game (RPG) style combat and action elements to create a
unique blue bomber experience.

Game Link(R) Cable compatible - By connecting a Game Boy(R) Advance to the
Nintendo GameCube(TM) via the Game Link(R) Cable, the Game Boy(R) Advance
serves as a separate radar screen, allowing the player to detect various
"Treasure Coin" items hidden throughout the game. (Nintendo GameCube(TM)
version only)

An all-star cast - Mega Man will not be alone in his fight. Joining him will
be Axl and Zero, as well as a cast of four characters new to the Mega Man
Universe.
New heroes join the Mega Man series, each with their own unique ability or
weapon:

o Cinnamon - A Reploid nurse who not only has healing abilities but also can
help create new and unique force metals from items collected throughout the
game.

o Marino - More than just a common thief, Marino is courageous and despises
crookedness. She has an upbeat personality and excels at defeating enemies
with lightning speed.

o Massimo - A colossal man protected by powerful armor, Massimo unleashes
massive weapons that he has in both hands and can pulverize his enemies with
a single intense attack.

o Spider - A mysterious bounty hunter who is selfish and always on the
lookout for opportunities to put himself first. His weapon of choice is a
deck of playing cards which he can deal out with amazing speed.

"X Order System" - This new system interface displays the turn order and
health. With a little luck, gamers can steal the enemy's energy and finish
them off with a deadly "final strike" attack combo.

"Force Metal System" - One of the most important aspects of this game is
developing your characters. By using a super energy metal called "Force
Metal," you can upgrade your weapons, abilities, and attack moves, greatly
improving your character's capabilities.

The PlayStationa2 version includes a Mega Mana X8 playable demo.

Both platform versions contain a free Mega Man trading card with instructions
to download game passwords and starter decks.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game
Boy Advance are trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos
are either registered trademarks or trademarks of Microsoft Corporation in
the U.S. and/or other countries and are used under license from Microsoft.
All rights reserved. All other marks are the property of their respective
owners.
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Capcom launches a Pervasive marketing campaign to support the release of
darkwatch(TM)
for THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM AND XBOX(TM)

National Campaign Generates Massive Consumer Awareness for Vampire Western

SUNNYVALE, Calif. - August 11, 2005 - Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced a national
marketing campaign to support the upcoming release of Darkwatch(TM) , a
vampire western for the PlayStationa2 computer entertainment system and the
Xbox(TM) video game system from Microsofta. Highlighting the tagline "Death
Fears Those Who Wear the Badge," which stems from the skull badge worn by
members of the Darkwatch, the extensive television marketing program that
launched early this month and continues for several weeks will generate more
than 90 million consumer impressions. The new TV campaign will support the
overall extensive marketing initiative, which includes print and online
advertising, consumer college events, as well as radio promotions and retail
partnerships.

Developed by High Moon Studios, Inc., Darkwatch is an immersive FPS (first
person shooter) that blends the lawless action of the Wild West with the
thrilling horror of vampire movies. Darkwatch will carry an "M" rating for
mature audiences by the ESRB (Entertainment Software Rating Board) and will
be released at retailers across North America on August 16, 2005.

"Darkwatch delivers a gripping gameplay experience that raises the bar for
quality that today's consumers seek," said Todd Thorson, director of
marketing, Capcom Entertainment "A game of this caliber is worthy of a
marketing campaign that perpetuates Darkwatch's style and foreboding tone."

The marketing campaign consists of :30 and :15 second television spots aimed
at the adult markets, ages 18 to 34 years old, and will appear on cable
programming in the U.S. on networks such as Comedy Central, SpikeTV, MTV,
VH1, and ESPN. The print campaign consists of single-page ads that will be
featured in leading video game magazines and dedicated men's publications
including DC Comics, Spin, WWE, Electronic Gaming Monthly, Official Xbox
Magazine, GamePro and Game Informer, just to name a few. Online efforts
include premium ad placement on all top gaming sites as well as support for
the dedicated Darkwatch website, www.darkwatch.com, which features game
information and downloadable content. Radio promotions will be broadcasted on
alternative rock stations in major markets including New York, Los Angeles,
Philadelphia, Atlanta and San Francisco with national retail support
encompassing pre-order and point of sale purchase campaigns at major retail
outlets.

Darkwatch is a mysterious secret society that has protected humanity from
evil since the dawn of civilization. Their newest and most deadly agent is
Jericho Cross, an outlaw gunslinger pulled into their ranks after an
unfortunate close encounter with a vampire lord. As the one responsible for
unleashing the vampire and his minions on the West, Jericho must use his new
vampire powers to hunt him down to prevent the American Frontier from being
overrun by the undead, and to save his own soul from eternal damnation.

Darkwatch promises a cinematic video game experience with remarkable game
play variety in a FPS. With Jericho's supernatural abilities, mysteriously
advanced weaponry, shattering melee attacks unique to each weapon, armed
vehicles and a deadly demon steed, players lay waste across a Wild West
infested by Vampires and other supernatural creatures. Darkwatch introduces a
dynamic reputation and experience system where the choices the player makes
lead to different paths and supernatural vampire abilities. The experience is
further enhanced with location-specific damage, letting players tear apart
the undead, and innovative use of Havok physics for dynamic objects that can
be improvised as weapons.

About High Moon Studios, Inc.
High Moon Studios, Inc. is an independent video game development company.
Headquartered in the coastal city of Carlsbad in San Diego County,
California, High Moon employs over 100 game developers at a state-of-the-art,
fully equipped development facility. High Moon is best known for its
highly-anticipated first-person shooter "Darkwatch" (www.darkwatch.com), and
is currently working on additional original properties for this and
next-generation video game consoles. For more information on High Moon
Studios, please visit www.highmoonstudios.com.

About Capcom
Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
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U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are
either registered trademarks or trademarks of Microsoft Corporation in the
U.S. and/or other countries and are used under license from Microsoft. All
rights reserved. All other marks are the property of their respective owners.
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CAPCOM(R) RELEASES DARKWATCH(TM) FOR THE PLAYSTATION(R)2 COMPUTER
ENTERTAINMENT SYSTEM AND XBOX(TM)

- Vampire Western Game Delivers A Cinematic And Action-Packed Experience -

SUNNYVALE, Calif - August 16, 2005 - Capcom(R), a leading worldwide developer
and publisher of video games, today announced the release of Darkwatch(TM)
for the PlayStationa2 computer entertainment system and the Xbox(TM) video
game system from Microsofta. Developed by High Moon Studios, Inc., Darkwatch
is an immersive FPS (first person shooter) that blends the lawless action of
the Wild West with the thrilling horror of vampire movies. Darkwatch is now
available at retailers across North America and carries an "M" rating for
mature audiences by the ESRB (Entertainment Software Rating Board).

Darkwatch is a mysterious secret society that has protected humanity from
evil since the dawn of civilization. Their newest and most deadly agent is
Jericho Cross, an outlaw gunslinger pulled into their ranks after an
unfortunate close encounter with a vampire lord. As the one responsible for
unleashing the vampire and his minions on the West, Jericho must use his new
vampire powers to hunt him down to prevent the American Frontier from being
overrun by the undead, and to save his own soul from eternal damnation.

"Capcom is set to turn the first person shooter genre on fire as Darkwatch is
released upon the masses," said Todd Thorson, director of marketing, Capcom
Entertainment. "Featuring blood thirsty vampires, the old wild west, stunning
visuals and spot on gameplay, Darkwatch will be an experience that gamers
can't wait to sink there teeth into."

"This is the ultimate milestone for every game development company," said
Rick Olafsson, CFO and COO, High Moon Studios, Inc. "Today is when our video
game, one that has been years in the making, leaves the hands of its creators
hopefully to affect the hearts and minds of many gamers. With all of the
elements of a high-caliber, memorable entertainment experience in place, and
with the great support Capcom has given the title, we believe Darkwatch will
establish itself as a successful franchise."

Darkwatch promises a cinematic video game experience with remarkable game
play variety in a FPS. With Jericho's supernatural abilities, mysteriously
advanced weaponry, shattering melee attacks unique to each weapon, armed
vehicles and a deadly demon steed, players lay waste across a Wild West
infested by Vampires and other supernatural creatures. Darkwatch introduces a
dynamic reputation and experience system where the choices the player makes
lead to different paths and supernatural vampire abilities. The experience is
further enhanced with location-specific damage, letting players tear apart
the undead, and innovative use of Havok physics for dynamic objects that can
be improvised as weapons.

Darkwatch includes the following features:
First ever Vampire Western game - Blast through a frightening re-imagination
of the Wild West with exceptional art and design work inspired by both
Vampire-Horror and Western genres
Console specific content - For the Playstation 2, gamers can experience the
exclusive War Train level, two players split screen co-op mode through the
entire story campaign and utilize special Splitter Grenades. For the Xbox, up
to 16 players can experience adrenalin-fueled online multiplayer combat via
Xbox(TM) Live
Cinematic experience - Explosive FPS action framed by a cinematic storyline
A diverse arsenal of "Darkwatch-enhanced" weapons - Take the "un" out of
"undead" in a variety of ways with a wide assortment of weapons including
rapid-fire handguns, dual-wielding pistols, rifles, shotguns, crossbows,
rocket-launchers, dynamite and even weapon-specific melee attacks
Dynamic game play- Experience non-linear missions and a dynamic enemy
reputation and experience system that affects player abilities and game
outcome
Unique weapons, powerful assault vehicles, horse-mounted gun fighting and
special vampire abilities bring new depth to FPS gameplay in both single and
multiplayer mode
Location-specific damage and physics powered by Havok bring precision and
realism to gunplay - tear the undead to pieces, blow off their heads, shoot
out their feet from under them, or practice your aim on countless interactive
environment objects

About High Moon Studios, Inc.
High Moon Studios, Inc. is an independent video game development company.
Headquartered in the coastal city of Carlsbad in San Diego County,
California, High Moon employs over 100 game developers at a state-of-the-art,
fully equipped development facility. High Moon is best known for its
highly-anticipated first-person shooter "Darkwatch" (www.darkwatch.com), and
is currently working on additional original properties for this and
next-generation video game consoles. For more information on High Moon
Studios, please visit www.highmoonstudios.com.

About Capcom
Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.
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CAPCOM(R) RELEASES BEAT DOWN: FISTS OF VENGEANCE(TM) FOR
THE PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM AND XBOX(R)

SUNNYVALE, Calif - August 23, 2005 -- Capcom today announced the release of
Beat Down: Fists of Vengeance(TM) for the PlayStation 2 computer
entertainment system and the Xbox video game system from Microsoft . Set in
the seedy underbelly of Las Sombras, players are immersed in an urban setting
ruled by a criminal underworld of power, greed and corruption. This intense,
urban action game features a twisting storyline filled with betrayal, warring
cartels and hard-hitting battles. Players must use their wits and depend on
their fists above all else, as they seek vengeance against their enemies.
Beat Down: Fists of Vengeance includes multiple modes, diverse gameplay and
an open format that offers players a high level of freedom. The game is now
available at retailers across North America and carries an "M" rating for
mature audiences by the ESRB (Entertainment Software Rating Board).

"Beat Down: Fists of Vengeance is Capcom's new take on the fighting genre and
features hard-hitting action in a visceral urban setting," said Todd Thorson,
director of marketing, Capcom Entertainment, Inc. "As publishers of Street
Fighter, the longest running fighting franchise in the industry, Capcom is
certainly an authority in this category. We will use this expertise as we
take a new direction in fighting games."

In an area brimming with cartels battling for power and influence, no one
comes close to Zanetti's group, the strongest force in Las Sombras. When
Zanetti learns of a rival clan's drug deal, he dispatches five of his top
mercenaries from his inner circle to intervene. When they arrive on the
scene, they find their targets have already been executed and to their
surprise, they are ambushed by members of their own cartel. They were set up
to appear as traitors who were out to nab the drugs and money for themselves.
They had been double crossed, but by who? Was this some scheme by the cartel
to exploit them as scapegoats? Did one of the five betray the others?
Outnumbered and pursued by both their previous cartel and law enforcement
officials, the five are forced to split up and disappear into the shadows of
Las Sombras.

Beat Down: Fists of Vengeance puts gamers in the role of one of the five
fugitives as they seek revenge against their foes. Betrayal comes at a high
price and to survive in Las Sombras, you need power. With enemies everywhere,
the only hope is to find the other four and build enough power to strike
back. Using a low-key downtown bar as a hideout base, players will wander the
town in search of information and add allies to their growing opposition.
Taking different jobs around town will add much needed funds to fuel the
growth of the posse. By proving themselves in street battles, effectively
utilizing negotiation skills and using clever disguises, they will be able to
build their influence on the mean streets. Soon no one will stand in the way
of cold hard vengeance!

Beat Down: Fists of Vengeance includes the following features:
Play as one of five characters:
o Raven - a rough and tumble rebel with a short fuse and penchant for
fighting
o Jason G - an orphan whose second nature is fighting for survival and places
high value on his friends
o Gina - a stunningly beautiful assassin who's been scorned by a secret lover
and is out for revenge
o Lola - a professionally trained assassin from South America with a strong
military background
o Aaron - the Machiavellian bastard love child of Zanetti, the head of the
most powerful cartel in Las Sombras
Multiple game modes:
o Single player story mode
Progress through mission based objectives
Battle with people around town one-on-one or in heated group battles
Talk to people to find information on your missing friends and your enemies
Negotiate to make new allies with the street brutes around town
        ?       Vs. mode
Vs. Mode Normal where you can battle against characters in the game
Vs. Custom Mode where you can battle with edited characters in your own
customized team and also store your custom team on a memory card to pit them
against a friend's
As you play through story mode, exploring new areas and meeting more people,
options increase in vs. mode
Open and diversified gameplay
        ?       Give them the beat down and let your fists do the talking -
you can engage anyone you meet in a fight!
        ?       Use "negotiation" tactics instead of brawling in order to
recruit allies or build more funds for your cause
        ?       Walk around town to get information on the whereabouts of the
Zanetti cartel and police to avoid dangerous confrontations and possible
arrest
        ?       Use clever disguises to blend in, enter locations undetected,
or masquerade as others - keeping a lower profile will make it easier to
proceed through the game
No holds barred street brawls - punch and kick, use objects in the
environment like pipes or bottles, break open crates and bins to reveal
hidden weapons, or even smash opponents against cars, barbed wire and more!
Team management
        ?       Make valuable allies and consider their individual
characteristics to assemble the best team for each mission
        ?       Make friends with the right people to gain valuable resources
like cars, money, connections and more
Vast and dynamic environment - a true living city with several distinct areas
populated by AI characters, realistic urban buildings and streets
Technical enhancements - incredible graphics, fully animated 3D characters,
realistic sounds that echo during fights and distorted camera effects that
reflect impacts sustained in battle
Multiple endings - depending on which character you choose and how you play,
there are different endings

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.
###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are
either registered trademarks or trademarks of Microsoft Corporation in the
U.S. and/or other countries and are used under license from Microsoft. All
rights reserved. All other marks are the property of their respective owners.
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SOME GAMES NEVER GO OUT OF STYLE AS CAPCOM(R) RELEASES CAPCOM(R) CLASSICS
COLLECTION

- Old School Gaming Comes Home With Retro Compilation-

SUNNYVALE, Calif - September 27, 2005 - Capcom(R), a leading worldwide
developer and publisher of video games, today announced Capcom(R) Classics
Collection for the PlayStation 2 computer entertainment system and the
Xbox(R) video game system from Microsoft. This blast-from-the-past
compilation reintroduces more than 20 unforgettable classic Capcom titles
which cannot be found anywhere in one location. Delivering the groundbreaking
and revolutionary games of their time, Capcom Classics Collection features
not only unforgettable favorites from the good old arcade days and the Super
Nintendo Entertainment System, but also a plethora of bonus features. Capcom
Classics Collection is now available at retailers across North America and
carries an "T" rating for teen audiences by the ESRB (Entertainment Software
Rating Board). A PSP(TM) (PlayStation(R)Portable) system edition, which will
contain a slew of new classics and extra unlockable content, is scheduled for
release in March 2006.

Capcom Classics Collection takes players back to the days of break dancing
and waiting in endless arcade lines to see how long they can make their
coveted quarter last. Spanning nearly a decade of Capcom's history, this
anthology contains hundreds of hours of gameplay with treasured favorites
including the WWII-style plane assault of '1942', defeating Metro City street
gangs in 'Final Fight', rescuing Sir Arthur's Princess sweetheart against
zombies and demons in "Ghosts 'n Goblins', the unforgettable title
'Commando', plus 18 other nostalgic classics! All of these titles can be
played in either single or two player modes while experiencing a bountiful of
bonus features such as remixed soundtracks, original art and playing tips,
just to name a few.

Capcom Classics Collection includes the following features:
Experience more than 20 groundbreaking and revolutionary games of their time
on one disk
Hundreds of hours of nostalgic gameplay
Additional content - Enjoy a wealth of added features including original
artwork, remixed music and playing tips

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PSP" is a trademark and "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately). .Microsoft, Xbox and the Xbox
Logos are either registered trademarks or trademarks of Microsoft Corporation
in the U.S. and/or other countries and are used under license from Microsoft.
All rights reserved. All other marks are the property of their respective
owners.
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From <http://www.capcom.com/xpml/game.xpml?gameid=800049>, here is a complete
list of the contents of Capcom Classics:

 1. 1942
 2. 1943
 3. 1943 Kai
 4. Street Fighter II(R)
 5. Street Fighter II(R) Hyper Fighting
 6. Street FighterII(R) Champion Edition
 7. Ghosts' N Goblins
 8. Ghouls' N Ghosts
 9. Super Ghouls' N Ghosts
 10. Son Son
 11. Exed Exes
 12. Pirate Ship Higemaru
 13. Vulgus (Capcom's 1st game ever)
 14. Commando
 15. Mercs
 16. Gun.Smoke
 17. Section Z
 18. Bionic Commando(R)
 19. Forgotten Worlds
 20. Legendary Wings
 21. Trojan
 22. Final Fight

Unfortunately, in cases such as Bionic Commando, I suspect the game is the
arcade version, not the better-known NES game.
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CAPCOM(R) RELEASES WITHOUT WARNING(TM) FOR
THE PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM AND XBOX(R)

SUNNYVALE, Calif - November 1, 2005 -- Capcom today announced the release of
Without Warning(TM) for the PlayStation 2 computer entertainment system and
the Xbox video game system from Microsofta. As part of a global publishing
agreement, Capcom is publishing this first title from UK developer CiRCLE
Studio, a development house founded by the creators of the world renowned
Tomb Raidera series. Without Warning is a highly charged third person action
shooter set against the backdrop of a brutal terrorist siege of a U.S. based
chemical plant. The title features a unique Timeline element and takes place
over a 12 hour period, during which players will experience the events from
the vantage point of six characters that are caught up in the crisis
situation. The game is now available at retailers across North America and
carries an "M" rating for mature audiences by the ESRB (Entertainment
Software Rating Board).
"We are delighted to be working with Capcom on the release of such a
significant title," commented Jeremy Heath-Smith, managing director of CiRCLE
Studio. "Without Warning is CiRCLE Studio's flagship product and partnering
with such a respected publisher will be invaluable toward its success."

CiRCLE Studio Ltd is an independent UK games developer that was founded in
2003 by Jeremy Heath-Smith and Adrian Smith. The Smith brothers share more
than 39 years of collective experience in the gaming industry. They are the
original founders of Core Design and responsible for numerous software hits,
including the Tomb Raider series and one of the world's most successful video
game icons, Lara Crofta. The development studio is largely comprised of
former Core Design staff.

"This global deal marks the first time Capcom has published a title from a
European developer," said Hiroshi Tobisawa, president of Capcom
Entertainment, Inc. and president, CE Europe. "As CiRCLE Studio's first
title, Without Warning is momentous for both parties and compliments Capcom's
own internally developed product line. The staff at CiRCLE Studio has a
successful track record and they will deliver again with a new title that
provides an innovative and intense gameplay experience."

In Without Warning, a radical terrorist group has targeted and seized the
Peterson-Daniels Chemical Facility, a vulnerable location that jeopardizes
millions of people from the devastating ecological hazard it imposes if
destroyed. Pleas are useless and any direct military assault would be too
great a risk. As terrified hostages fear for their lives, their only hope
lies with a covert operations team, whose goal is to infiltrate the plant and
eliminate the merciless enemy.

The Timeline is a distinctive feature that allows the six central characters
to experience events across the same period but from their own unique
viewpoints. Characters are controlled individually, with the gameplay
automatically shifting to the next, often at critical moments. Cinematic cut
scenes unfold the plot and by switching between characters, their individual
tales are gradually woven together to create an overall picture of the events
that happened during the crisis. The player may also retrospectively view
events through the eyes of another character and is therefore not only a
participant in the events, but a spectator as well. Furthermore, actions
performed as one character could affect the progress of others and players
must successfully utilize the strengths of each in order to advance.

Without Warning includes the following features:
Unique Timeline element
Play as six different characters and experience the game from each of their
perspectives:
o Three members of the covert operations team:
Kyle Rivers - the leader of the squad with an experienced combat background
Jack Hooper - the youngest and most inexperienced member of the team for whom
this is the first combat mission
Ed Reagan - the squad's bomb disposal specialist
o Three civilians with distinct agendas and views on the events:
Tanya Shaw - a terrified secretary whose only desire is to escape safely
Dave Wilson - a security guard who was overlooked by the terrorists; his
fierce determination drives him as he fights to rescue his co-workers
Ben Harrison - a news cameraman who is grounded when his helicopter is shot
down by the terrorists; his quest is to obtain breaking news coverage,
however dangerous it may be
Diverse gameplay - exploration, puzzle-solving and a variety of mini games
including bomb diffusion, lock picking and hostage rescue
Pick up and play control system - accessible and immediate participation in
action-intense, volatile environments
Objective based gameplay progression
Advanced physics and lighting effects heighten the dynamic environmental
interaction
Full Motion Video and cinematic cut scenes link storylines together
Modern environments - a sprawling chemical plant with numerous interior and
exterior locations such as treatment plants, loading and storage areas,
offices, docks, train terminals and more

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are
either registered trademarks or trademarks of Microsoft Corporation in the
U.S. and/or other countries and are used under license from Microsoft. All
rights reserved. Tomb Raider and Lara Croft are registered trademarks of Core
Design Ltd. All other marks are the property of their respective owners.
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KONAMI SET TO SHIP NEW
YU-GI-OH! VIDEOGAMES IN MARCH 2002

Games Based on Top Rated Animated TV Show and
Record-Breaking Franchise Arrive in the U.S.

REDWOOD CITY, CA -- February 11, 2002 - Konami of America announces the North
American debut of two new videogames based on the ultra-successful Yu-Gi-Oh!
franchise. Yu-Gi-Oh! Dark Duel Stories for Nintendo Game Boy(R) Color and
Yu-Gi-Oh! Forbidden Memories for Sony PlayStation(R) will ship to retail
outlets in March 2002. Yu-Gi-Oh! Dark Duel Stories will include three (3)
Limited Edition Official Trading Cards for the upcoming Yu-Gi-Oh! collectible
card game.

The two games represent the first step in Konami's plan to bring the
Yu-Gi-Oh! phenomenon to North American shores. The company also confirmed
today that Yu-Gi-Oh! videogames will appear on next generation consoles later
in 2002, including PlayStation(R) 2 and Game Boy(R) Advance.

An overwhelming phenomenon in Japan, the Yu-Gi-Oh! franchise has already sold
more than 3.5 billion cards, 23 million comic books, 10 million related
books, 7.5 million videogames and in excess of $2 billion in merchandise. The
franchise premiered in the U.S. as an animated TV series broadcast on the
Kids WB. Entering its second season this fall, the show, Yu-Gi-Oh! King of
Games, currently ranks number one in its Saturday morning timeslot.*

"Yu-Gi-Oh! videogames offer kids a rich world that they themselves can
conquer through strategic thinking, puzzle solving and clever card
combinations." said Dick Wnuk, COO for Konami of America.

The adventures begin in Yu-Gi-Oh! Dark Duel Stories (GBC) as players compete
to become the strongest duelist in the world. Battling for cards and
experience in the Duel Monsters card game, players must think strategically
to craft their customized 40-card deck. In order to gain cards, players can
win battles, import cards by inputting passwords found on the Official
Trading Cards, trade with friends using a link-cable, or even create new
cards using the construction feature.

In Yu-Gi-Oh! Forbidden Memories (PSX) players voyage to ancient Egypt and
embark on an adventure to save the world from total destruction! It is only
the young pharaoh who can unlock the mysteries of the Shadow Game and the
Seven Magical Totems! Players must duel with the townspeople to decipher
clues and solve puzzles in an effort to avert the kingdom's imminent doom.

###
About Yu-Gi-Oh!
The Yu-Gi-Oh! universe was born of artist Kazuki Takahashi and first appeared
in the Japanese comic book Shonen Jump in 1996. An instant hit, the comic has
spawned a cartoon television show, a collectible card game, several Game
Boy(R) Color and Sony PlayStation(R) games as well as other licensed
merchandise. Yu-Gi-Oh! follows the adventures of Yugi, a young boy who
possesses the Millennium Puzzle that allows him to transform into his
alter-ego, the Game King, whenever he is challenged.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. The latest
information about Konami can be found on the Web at www.konami.com. Konami
Corporation is a publicly traded company based in Tokyo, Japan with
subsidiary offices, Konami of America, Inc. in the US and Konami of Europe in
Frankfurt, Germany.

*Source: NTI, Kid Network season to date (10/01/2001-12/08/2001)
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KONAMI SHIPS THREE NEW ESPN THE GAMES TITLES

FOR IMMEDIATE RELEASE

REDWOOD CITY, CALIF. - MARCH 5, 2002 - Although the XIX Annual Olympic Winter
Games have come to a close, the spirit of competition and high-altitude fun
continue as Konami of America ships ESPN NBA 2Night 2002, ESPN International
Winter Sports and ESPN Winter X Games(TM) Snowboarding to retail outlets
nationwide. The new adrenaline-filled sports games for Sony PlayStation(R)2
and Microsoft Xbox(TM) videogame systems are rated "E" for Everyone by the
ESRB, and carry a suggested MSRP of $49.99.

"We are very excited about these three additions to Konami's already strong
line-up of quality sports titles," said Justin Kubiak, product marketing
manager for Konami of America. "ESPN NBA 2Night 2002, ESPN International
Winter Sports 2002 and ESPN Winter X Games Snowboarding 2002 demonstrate the
company's commitment to delivering a wide variety of competitive sports games
across multiple platforms."

Debuting on the PlayStation(R) 2, ESPN NBA 2Night 2002 is a fast-moving hoops
game featuring all of the authenticity, emotion and intensity of the NBA.
Konami backs Brent Musberger and Stuart Scott's witty commentary and
insightful analysis with realistic player animations, crisp graphics and full
ESPN integration. A sequel to last year's ESPN NBA 2Night 2001, the new game
includes player feedback and now sports-enhanced gameplay mechanics. The new
"turbo" feature enables players to blow by defenders and drive through the
lane with style. With gameplay designed for up to eight players (two PS2
multitaps required), ESPN NBA 2Night 2002 is the next best thing to actually
being on the court.

Players take a shot at alpine glory with ESPN International Winter Sports
2002 for the Microsoft Xbox (already available on the PS2, Nintendo
GameCube(R) and Game Boy(R) Advance). This new version features a diverse
collection of 10 Olympic-style sports including Downhill Alpine and Slalom
Skiing, Bobsledding and Figure Skating. An easy-to-use control scheme, rich
graphics and representation from eight different countries give players the
pick-up-and-play thrills and chills that have been a part of Konami's sports
heritage since the original Track and Field.

ESPN Winter X Games Snowboarding 2002 for Microsoft Xbox (already available
on the PS2 and Game Boy Advance) features four real-life X Games events
including Big Air, SuperPipe, Snowboarder X and Slopestyle. Included in the
game are 30 all-new multi-level courses with bigger "kickers" and twisted
rails for incredible acrobatic tricks. Adding to the game's realism are
unparalleled graphics and the ability to choose from one of 13 pros,
including Peter Line, Todd Richards and Olympic silver medal winner Danny
Kass. Players can now also carve a path in the Snowboarder Mode by creating a
character from scratch and earning their way to the ultimate competition: The
Winter X Games!

About ESPN
Based in Bristol, Conn., ESPN, Inc., "The Worldwide Leader in Sports", is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company.  The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, digital networks: ESPN Now, ESPN Extra), ESPN International
(20 international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker and ESPN Enterprises,
overseeing brand extensions such as ESPN Zone and consumer products.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com. Konami Co., Ltd. is a publicly traded company based in Tokyo,
Japan with subsidiary offices, Konami of America, Inc. in the US and Konami
of Europe in Frankfurt, Germany.


Konami is a registered trademark of Konami Co., Ltd. (C) 2002 Konami of
America, Inc. All other trademarks are properties of their respective owners.
ESPN, ESPN the games, X Games Winter X Games and 2Night are trademarks of
ESPN, Inc.  (C)2002 Disney

The NBA and individual member team identifications used on or in this product
are trademarks, copyrighted designs, and/or other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc.  (C) 2002 NBA Properties, Inc.  All rights reserved.

PlayStation and PlayStation logos are registered trademarks of Sony Computer
Entertainment Inc. All other products and/or company names are trademarks of
their respective holders.

###
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Yu-Gi-Oh! Dark Duel Stories for Game Boy(R) Color,
Yu-Gi-Oh! Forbidden Memories for PlayStation(R) Now Available

REDWOOD CITY, CA -- March 19, 2002 -- Konami of America, Inc. proudly
announced today that Yu-Gi-Oh! Dark Duel Stories for Nintendo Game Boy(R)
Color and Yu-Gi-Oh! Forbidden Memories for Sony PlayStation(R) have shipped
to retail outlets nationwide. The launch of these two titles represents the
company's introduction of the mega-popular video game series to the North
American market. Both games are rated E for Everyone and are available at a
SRP of $29.99.

"These games bring the magic and mystery of Yu-Gi-Oh! to life," said Dennis
Lee, Product Manager for Konami of America. "We are delighted to offer Dark
Duel Stories and Forbidden Memories to US gamers and finally deliver the
interactive experience that Yu-Gi-Oh! fans have been waiting for!"

In Yu-Gi-Oh! Dark Duel Stories (GBC) players partake in the Duel Monsters
card game ~ gaining cards and experience to create customized decks out of a
possible 10,000 cards. Unique game features include the ability to trade
cards with friends, import new cards from the Official Trading Card Game and
the power to construct entirely new cards. Additionally, further enhancing
the relationship between the card game and the videogame, Yu-Gi-Oh! Dark Duel
Stories (GBC) is bundled with three exclusive, embossed holographic cards
from the Yu-Gi-Oh! Official Trading Card Game. The limited edition 3-card set
gives players the Blue-Eyes White Dragon, Exodia the Forbidden One and Dark
Magician ~ unique versions of the cards not available anywhere else. This set
is available only with the first shipment of the Game Boy(R) Color title and
future shipments will include a different set of cards.

The adventure begins in Yu-Gi-Oh! Forbidden Memories (PSX) as players voyage
into the depths of ancient Egypt to save the world from destruction. A young
pharaoh, Yugi's ancestor and the hero of the game, must battle an evil High
Priest and unlock the Seven Magical Totems to save his land from
annihilation. Players explore beautifully created ancient landscapes, duel
with townspeople, decipher clues and solve puzzles to become the greatest
Duel Master.

Konami of America, Inc. plans to release additional games based on the
Yu-Gi-Oh! franchise on next generation videogame consoles later in 2002.

To learn more about Yu-Gi-Oh! please visit: http://www.yugiohkingofgames.com

###

About Yu-Gi-Oh!
The Yu-Gi-Oh! universe was born of artist Kazuki Takahashi and first appeared
in the Japanese comic book Shonen Jump in 1996. An instant hit, the comic has
spawned a cartoon television show, a collectible card game, several Game
Boy(R) Color and Sony PlayStation(R) games as well as other licensed
merchandise. In Japan, Yu-Gi-Oh! has already sold more than 3.5 billion
cards, 23 million comic books, 10 million related books, 7.5 million
videogames and has generated in excess of $2 billion in merchandise sales.
Yu-Gi-Oh! follows the adventures of Yugi, a young boy who possesses the
Millennium Puzzle that allows him to transform into his alter-ego, the Game
King, whenever he is challenged.

In the U.S., the animated TV show, Yu-Gi-Oh! King of Games is broadcast on
KidsWB and leading card manufacturer, Upper Deck is distributing the Official
Trading Card Game.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATIONs action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

*Source: NTI, Kid Network season to date (10/01/2001-12/08/2001)

(C)1996 KAZUKI TAKAHASHI

Konami is a registered trademark of Konami Corporation. (C)2002 KONAMI
CORPORATION. Kids WB! is a registered trademark of Warner Bros. Nintendo,
Game Boy and Game Boy Color are registered trademarks of Nintendo of America
Inc. (C)1989, 1998, 2001 NINTENDO OF AMERICA INC. PlayStation is a registered
trademark of Sony Computer Entertainment America. Upper Deck is a registered
trademark of The Upper Deck Company Inc. (C)2001 The Upper Deck Company, LLC.
All other trademarks copyright of their respective owners. All rights
reserved.
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KONAMI'S FROGGER BEYOND LEAPS ONTO THE
NINTENDO GAME CUBE(tm) AND MICROSOFT XBOX(tm)

REDWOOD CITY, CALIF. - December 10, 2002 - Leading video game publisher
Konami of America, Inc. announced today that Frogger Beyond for the Nintendo
GameCube and Microsoft's Xbox has shipped to retail outlets nationwide. With
classic hop 'n dodge gameplay, pick-up-and-play controls, colorful graphics
and brand new features, Frogger Beyond is a fun-filled adventure that the
whole family can enjoy.

Frogger Beyond drops the famous amphibian into 8 expansive environments where
players must use the series' signature hop-n-jump gameplay and innovative new
abilities to win. Frogger will encounter 40 ruthless adversaries whose main
goals are to thwart his efforts to fulfill his rite of passage into
"teenage-hood". In addition, players will complete a series of fast-paced
challenges such as navigating through unpredictable asteroid fields in outer
space, steering a rickety mine cart through treacherous lava caverns and
riding a snowboard over slippery and dangerous ice-covered mountains.

Frogger Beyond is rated E for Everyone and is available at an SRP of $29.99.

A version of the game for PC CD-ROM will be available in Spring 2003. Read
more about Frogger Beyond at: http://www.konami.com/froggerbeyond.

###

About Konami CORPORATION

Konami CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution and
Castlevania, among other top sellers. The latest information about Konami
CORPORATION can be found on the Web at www.konami.com/usa. Konami Co., Ltd.
Is a publicly traded company based in Tokyo, Japan with subsidiary offices,
Konami of America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

Frogger(R), Frogger Beyond(tm), and KONAMI(R) are either registered
trademarks or trademarks of KONAMI CORPORATION. (C) 1981 2002 KONAMI ALL
RIGHTS RESERVED.
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KONAMI ANNOUNCES BLOCKBUSTER 2003 LINE-UP

FOR IMMEDIATE RELEASE
KONAMI GAMERS' DAY, SAN FRANCISCO - January 16, 2003 Konami of America,
Inc. today announced 16 new titles for 2003 including all-new versions of
blockbuster franchises Castlevania(R), Dance Dance Revolution, Gradius(R)
Silent Hill(R), Winning Eleven, Yu-Gi-Oh! and Zone of the Enders. Focusing
on powerful brands, Konami's broad 2003 line-up includes titles for all
genres, age groups and skill levels. Brand new properties that are scheduled
to debut in 2003 include Casino Manager (working title), Cy Girls, K-1 World
Grand Prix, McFarlane's Monsters, Ninja Five-O and Street Kings (working
title). A brief synopsis of each title follows.

Bloody Roar(R)
Release date: Summer 2003
Genre: Fighting
Platform: Microsoft Xbox

Bloody Roar makes its debut on the Microsoft Xbox in a 3D brawler that's as
ferocious as they come. Sixteen fighters, interactive 3D environments,
incredible graphics and the ability to transform into Hyper-beast forms make
Bloody Roar an instant classic.

Casino Manager (working title)
Release date: March 25, 2003
Genre: Simulation
Platform: PC CD-ROM

Take a gamble on your skills as a casino manager in the cutthroat business
full of card sharks, hit men and escorts. With gameplay both inside the
casino and outside in the surrounding city, Casino Manager requires gamers to
build, manage and expand their empire by whatever means necessary. Hire
troublemakers to disrupt the competition, place advertising throughout the
city and even set up shuttle routes or limo services to drive customers in.
Casino Manager features simple and accessible controls, in-depth tutorials,
120 unique characters and the widest variety of attractions yet.

Castlevania(R): Aria of Sorrow
Release date: May 6, 2003
Genre: Action/Adventure
Platform: Nintendo Game Boy(R) Advance

A brand new Castlevania(R) adventure begins on the Nintendo Game Boy(R)
Advance! Continuing in Konami's tradition of delivering stellar
Castlevania(R) titles on the handheld system, Aria of Sorrow takes players
through an all-new demon-hunting saga! As the first solar eclipse of the 21st
century approaches totality, friends Soma and Mina black out - only to
discover when they awake that they are inside of a mysterious castle. Unravel
the mysteries of the castle, defeat the menacing bosses and experience it all
with lush color, breathtaking music and signature Castlevania(R) gameplay.

Cy Girls
Release date: Fall 2003
Genre: Action/Adventure
Platform: Sony PlayStation(R) 2

Prepare for a wild cyber-thriller adventure with female espionage agents Ice
and Asuka in Cy Girls, a brand new action adventure game from Konami. Using
explosive firepower and deadly martial arts skills, Ice and Asuka take down
criminals with style and flair. While battling an evil syndicate, these sexy
heroines will have the ability to dive into a cyber world where they can
download additional information, skills, and techniques. Fighting futuristic
crime has never been this smart, sexy or cool.

DDRMAX2 Dance Dance Revolution
Release date: Fall 2003
Genre: Music
Platform: Sony PlayStation(R) 2

Get your dancing shoes on and pump up the volume! Konami's dancing revolution
rolls on with the release of DDRMAX2 for Sony PlayStation(R) 2. Now offering
players a whole new library of unforgettable licensed and exclusive songs for
the U.S., DDRMAX2 includes all-new high-energy play modes and an enhanced
interface. Players will still have to stay on their toes as all of the
standard game modes and the ever-challenging Workout Mode return!

Gradius(R) V
Release date: Fall 2003
Genre: Shooting
Platform: Sony PlayStation(R) 2

The Vic Viper returns in Gradius(R) V the first title in Konami's classic
space-shooter series that has been specifically designed for the Sony
PlayStation(R) 2. Gradius(R) V preserves the franchise's classic gameplay and
features stunning 3D graphics, inspired game design elements and a new
control scheme that gives players more power than ever!

K-1 World Grand Prix
Release date: Summer 2003
Genre: Fighting
Platform: Sony PlayStation(R) 2

A growing combat sport that has taken Japan by storm, K-1 brings together the
toughest practitioners of karate, kickboxing, Tae Kwon Do and Kung Fu to
create the world's most challenging fighting competition. And now, players
can step in to the virtual ring and feel the sweat on their brow in Konami's
new videogame, K-1 World Grand Prix the most realistic re-creation of the
sport ever. Highlighted by stunning true-to-life graphics, realistic fighting
styles and a unique damage/health system, K-1 World Grand Prix features over
20 real-life fighters, each of whom performed their own motion capture to
deliver signature moves and celebrations that are true-to-the-man. Further
delivering the sport, K-1 World Grand Prix boasts a wealth of game modes,
including Grand Prix, Champion's Revolution, Exhibition, Trial, Revival and
more. Get your kicks with K-1 World Grand Prix in Summer 2003!

McFarlane's Monsters
Release date: Fall 2003
Genre: Action/Fighting
Platform: Sony PlayStation(R) 2

Based on the popular line of toys developed by legendary comic book and
action figure creator Todd McFarlane, this 3rd person action/fighting game
brings players into the terrifying world of McFarlane's Monsters. Using
original McFarlane-designed Monster Hunters, players battle through
treacherous deserts, perilous jungles and foul swamps in an effort to stop
Dracula, Frankenstein, the Werewolf and their evil cohorts from corrupting
the world. Armed with swords, magic spells, and other unique weapons,
McFarlane's Monsters guarantees non-stop action and thrills.

Metal Gear Solid(R) 2: Substance
Release date: March 4, 2003
Genre: Action/Adventure
Platform: Sony PlayStation(R) 2

The follow-up to Konami's 2001 hit action game, Metal Gear Solid(R) 2: Sons
of Liberty for Sony PlayStation(R) 2, Metal Gear Solid(R) 2: Substance offers
gamers a whole new experience within the extraordinary Metal Gear world. All
of the energy and excitement return in Substance, as players navigate through
350+ VR missions, 150+ alternate missions and 5 Snake Tales an entirely new
game with 5 distinct chapters starring Solid Snake. In addition, the highly
anticipated Skateboarding Mode makes its debut in this version of Substance,
allowing players to grind, ollie and grab big air on the Big Shell as Raiden
or Solid Snake.

Ninja Five-O
Release date: April 15, 2003
Genre: Action
Platform: Nintendo GameBoy(R) Advance

Konami unleashes intense side-scrolling Ninja action on the Game Boy(R)
Advance in Ninja Five-O. Playing as Ninja cop Joe Osugi, players will battle
a series of evil Ninja masters and the terrorist cells under their control.
Ninja Five-O features authentic ninja swords, shuriken throwing stars,
ninjutsu magic and a unique Kaginawa grappling hook system to create
spectacular acrobatic moves and an innovative fighting style. Step in to the
world of Ninja Five-O and restore honor to the ancient Ninja arts.

Pinobee
Release date: March 25, 2003
Genre: Action/Platform
Platform: Sony PlayStation(R)

Featuring countless hours of family-friendly gameplay, players will run, jump
and dash their way through nine lush and exciting worlds in Pinobee for Sony
PlayStation(R). Created by Grandpa Bee, the game's hero Pinobee is a noble
robotic bumblebee who is charged with defending the insect world from the
clutches of Vestor and his evil robot army. Players will use a series of dash
attacks and power-ups to defeat enemies while the game's comical cast of
characters help Pinobee in his epic quest to save the insect world!

Silent Hill(R) 3
Release date: Summer 2003
Genre: Horror
Platform: Sony PlayStation(R) 2

Silent Hill(R) 3 carries on Konami's trademark brand of psychological horror
and terrifying gameplay. As in previous games in the series, this title
incorporates a mix of action and puzzle solving, with an intricate story
line, haunting music and twisted imagery that bind these elements together.
With unparalleled graphical detail, a more engrossing storyline and even more
grotesque monsters than the previous games, Silent Hill(R) 3 promises to be
the best horror adventure ever.

Street Kings (working title)
Release date: Summer 2003
Genre: Sports - Basketball
Platform: Sony PlayStation(R) 2 and Nintendo GameCubea

Konami is back in the game and hitting the blacktop in Street Kings for Sony
PlayStation(R) 2 and Nintendo GameCubea. Featuring in-your-face 3-on-3
basketball, Street Kings delivers rough-and-tumble lawless street ball with
plenty of attitude. Through an innovative RPG mode that takes players from
neighborhood obscurity to nationwide fame, players see if they have what it
takes to become King of the Street. You got game?

Teenage Mutant Ninja Turtles
Release date: October 2003
Genre: 3-D Fighting Action
Platform: Sony PlayStation(R) 2, Nintendo GameCube, Game Boy(R) Advance and
PC CD-ROM

Teenage Mutant Ninja Turtles stars the famed heroes Leonardo, Michelangelo,
Donatello and Raphael and their legendary foe the Shredder. In these 3D
fighting/action videogames, players take on the role of their favorite
Teenage Mutant Ninja Turtle as they punch, kick and duck their way through
battles against the Shredder and his vile pack of Foot Ninjas.

World Soccer Winning Eleven 6 International
Release date: March 2003
Genre: Sports - Soccer
Platform: Sony PlayStation(R) 2

The world's most popular soccer game comes to North America in 2003! Having
sold over 2.4 million units in Europe and Japan since its debut in April
2002, Winning Eleven 6 (known as Pro Evolution Soccer in Europe) is poised to
up the ante for soccer simulation supremacy in the United States. In WE6,
players choose from thousands of players and nearly 100 teams in five game
modes Exhibition, League, Cup, Practice and Master League. WE6 combines
unprecedented player physics and A.I. with a gameplay style that flawlessly
recreates the speed and excitement of real-life soccer. Gooooooooooooal!

Zone of the Enders: The 2nd Runner
Release date: March 2003
Genre: Mech Combat
Platform: Sony PlayStation(R) 2

Go on a high-flying mech combat adventure in Zone of the Enders: The 2nd
Runner. In this hyper-speed action-packed game, players are once again thrown
into an interplanetary conflict. As the fate of Jupiter and Mars are held in
the balance, players must master exhilarating new maneuvers, target and
destroy swarms of enemy fighters and tear down walls to use as shields.

For more information about Konami games visit: http://www.konami.com/usa

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution,
Castlevania, and Yu-Gi-Oh! among other top sellers. The latest information
about Konami can be found on the Web at www.konami.com. KONAMI CORPORATION is
a publicly traded company based in Tokyo, Japan with subsidiary offices,
Konami of America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

Bloody Roar (C) 2002 HUDSON SOFT/(C) EIGHTING 2002 ALL RIGHTS RESERVED.

Casino Inc(C) Copyright Hothouse Creations, Ltd 2002

CASTLEVANIA(R) and Aria of Sorrow are either trademarks or registered
trademarks of KONAMI CORPORATION. (C) 1986 2003

KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO ALL RIGHTS RESERVED.

DDRMAX Dance Dance Revolution is a trademark of KONAMI CORPORATION. (C) 1998
2003 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO ALL RIGHTS RESERVED.

KONAMI(R) and the KONAMI(R) logo are registered trademarks of KONAMI
CORPORATION. (C) 2003 KONAMI CORPORATION.

McFarlane's Monsters (C) Todd McFarlane Productions, Inc.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY and SUBSTANCE are either
registered trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN,
INC. (C) 1987 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN.

Pinobee (C) 2002 ARTOON/ (C) 2002 HUDSON SOFT

SILENT HILL(R) is a registered trademark of KONAMI COMPUTER ENTERTAINMENT
TOKYO, INC. (C) 1999 2003 KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS
RESERVED.

Yu-Gi-Oh! (C) 1996 KAZUKI TAKAHASHI

ZONE OF THE ENDERS is a trademark of KONAMI COMPUTER ENTERTAINMENT JAPAN,
INC. (C) 2001 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN.
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Interesting...

http://www.konamijpn.com/countdown/count.php
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KONAMI REVEALS THREE NEW TITLES IN
BLOCKBUSTER YU-GI-OH! SERIES

YU-GI-OH! Debuts in Fall 2003 on Nintendo GameCube, PC CD-ROM
And in First-Ever RPG for Nintendo GameBoy(R) Advance

Electronic Entertainment Expo Booth #900- May 14, 2003 - Los Angeles, CA -
Konami of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM)
announced today that the internationally acclaimed franchise YU-GI-OH! will
appear on Nintendo GameCube and PC CD-ROM in Fall 2003 for the first time
ever. The company also announced that Fall 2003 will see the release of the
first YU-GI-OH! role-playing game for Nintendo GameBoy(R) AdvanceT. YU-GI-OH!
is already an enormous videogame phenomenon with over 4.5 million units
shipped in North America to date. Featuring new genres, next-generation
graphics and a deeper level of strategic gameplay than ever before, the
blockbuster series continues with three all-new games on three different
platforms.

The first game slated for the Fall is YU-GI-OH! The Falsebound Kingdom for
Nintendo GameCube. A real-time strategy game at heart, Falsebound Kingdom
follows the adventures of Yugi and his friends from the YU-GI-OH! animated TV
show as they strive to escape from the sinister virtual world in which they
have been trapped. Fans of the series will now be able to set their favorite
TV characters against one another in exciting 3-on-3 monster team battles for
heated duels that unfold on a colorful 3D battlefield. Vying for control of
the map, players will form a team of three monsters and delegate commands to
the team in real time. As the fighting heats up, players can unleash awesome
special moves and visually stunning combo attacks.

This Fall is the world premiere of YU-GI-OH! on PC CD-ROM with YU-GI-OH!
Power of Chaos, the first game in which players are able to step into the
TRADING CARD GAME on their home computer. The complete TRADING CARD GAME
experience is represented, from the intense card battling to the detailed
card graphics and accurate dueling field layout. To hone their skills to
perfection, players can now test their dueling ability against the series
hero, Yugi. An essential learning tool for players new to the game, the
software features a tutorial mode that explains the complete card game rules
and comes with three exclusive trading game cards.

Also in Fall 2003, YU-GI-OH! fans will be treated to all-new YU-GI-OH!
experience for GameBoy(R) Advance - this time in the form of an exciting card
battling role-playing game. YU-GI-OH! The Sacred Cards returns players to
Battle City (previously featured in YU-GI-OH! Worldwide Edition: Stairway to
the Destined Duel) as they seek top billing in a trading card tournament that
leads to a battle for the ultra-powerful Egyptian God Cards. Players will
need to gain experience points to level up the characters as they seek out
these highly coveted cards. This all-new original saga features over 100
duelists, 900 cards, incorporates story elements from the YU-GI-OH! animated
TV series and comes packed with three exclusive trading game cards.

All three titles are not yet rated by the ESRB.

###

About YU-GI-OH!
Konami has shipped over 4.5 million units of YU-GI-OH! videogames in North
America since the series' debut in March 2002. Konami has released seven
YU-GI-OH! videogames that have each consistently ranked in the Top 10 of
their respective sales charts according to industry analyst NPD TRST;
YU-GI-OH! Forbidden Memories for Sony PlayStation(R), YU-GI-OH! Forbidden
Memories Premium Edition for Sony PlayStation(R), YU-GI-OH! Dark Duel Stories
for Nintendo Game Boy(R) ColorT, Yu-Gi-Oh! The Eternal Duelist Soul for
Nintendo Game Boy(R) AdvanceT, YU-GI-OH! Dungeon Dice Monsters for Nintendo
Game Boy(R) AdavnceT, YU-GI-OH! Worldwide Edition: Stairway to the Destined
Duel for Nintendo Game Boy(R) AdavnceT, and YU-GI-OH! The Duelists of the
Roses for Sony PlayStation(R) 2. The games are recognized for the deeply
strategic and challenging gameplay based on the mega-popular Yu-Gi-Oh!
universe.

The Yu-Gi-Oh! franchise is based on the "Yu-Gi-Oh!" comic series from artist
Kazuki Takahashi that first appeared in Japan in 1996. The comic spawned a
hit cartoon TV show, a top-selling collectible card game, several videogames
and other licensed merchandise. Yu-Gi-Oh! follows the adventures of Yugi, a
young boy who possesses the "Millennium Puzzle" that allows him to transform
into the "Game King" whenever he is challenged.

4Kids Entertainment Inc. manages the merchandising and television rights to
Yu-Gi-Oh! in the United States. The animated series, Yu-Gi-Oh! King of Games
is broadcast 11-times per week on Kids WB.

(C) 1996 KAZUKI TAKAHASHI

About 4Kids Entertainment, Inc.
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing and
product development, television, film, music and home video production and
distribution, media buying and planning and website development. For further
information, please visit the company's Web site at www.4kidsEnt.com.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.
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KONAMI ESTABLISHES NEW COMPUTER & VIDEOGAMES OPERATION BASED IN LOS ANGELES,
CALIFORNIA

Konami Strengthens its Global Content Business

LOS ANGELES, CA - October 13, 2003 - Konami Corporation has established a
strong foundation in the global computer and video games industry. To further
increase its global market share, Konami Corporation (NYSE: KNM) will
strengthen its content planning and production by expanding its operations to
Los Angeles, California, which will become the base for Konami's global
Computer & Video Games Business. Under the new name of Konami Digital
Entertainment, Inc. (KDE), the Los Angeles operation will be led by the
Executive Corporate Officer of Konami's Computer & Video Games Business,
Kazumi Kitaue, who will serve as the Chief Executive Officer. KDE will focus
on the areas of global product brand growth strategies, business development
and licensing activities.

The company will also rename its Redwood City, California-based North
American sales, marketing, and operations subsidiary, Konami of America,
Inc., to Konami Digital Entertainment America (KDEA), a Division of Konami
Digital Entertainment, Inc.

Regarding the expansion, Kitaue said, "Los Angeles is known as the center for
worldwide entertainment. We believe that Los Angeles is the ideal location
for strengthening Konami's content business strategy. This move will provide
us with the proximity to the partners that will allow us to maintain and
expand Konami's position as a front runner in the digital entertainment
industry, and lead to further growth in Konami's global business."

To learn more about Konami and its worldwide offices, please visit:
<http://www.konami.com/> http://www.konami.com

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
<http://www.konami.com/usa> www.konami.com/usa.

******
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Konami SHIPS over 1 million units of
Teenage Mutant Ninja Turtles(tm)

Multi-million Dollar Marketing Campaign Marks the Return of the Highly
Popular Teenage Mutant Ninja Turtles(tm) Franchise

REDWOOD CITY, CALIF. - October 21, 2003 - Leading videogame publisher Konami
Digital Entertainment - America, a division of Konami Digital Entertainment,
Inc., today announced that it has shipped over 1 million units of Teenage
Mutant Ninja Turtles(tm) (TMNT) on its launch day. Available at retail
outlets nationwide for PlayStation(r)2 computer entertainment system, the
Xbox(tm) video game system from Microsoft, Nintendo GameCube(r) and Nintendo
Game Boy(r) Advance, the game is backed by a multi-million dollar national TV
campaign including FoxBox and Nickelodeon.

Retail promotions include a TMNT comic book, exclusive t-shirt, DVD or
Playmate Toys gift with purchase at most major retailers. Additional
promotional activities include a digital copy of the first TMNT comic book
from Dreamwave in the game. A cross-promotion with Playmates Toys will also
help publicize the TMNT videogames by including secret game codes and on-pack
advertising with over 1.2 million TMNT action figures.

"Everything from the new animated TV series and action figures to the comic
books and video games, shows the Teenage Mutant Ninja Turtles are once again
taking the world by storm," said Erica Mason, product manager, Konami Digital
Entertainment - America. "This game is a must have for fans of the series,
both young and old."

The TMNT games use the same cell-shaded graphics as well as the full cast of
characters and voice talents from the popular FoxBox animated TV series. Each
of the four Turtles have their own special moves that will help players kick,
smack, slice and dice their way through the six stages and over 35 levels of
beat'em up action. While battling fierce foes, including the Foot Ninjas and
Mousers in the Story Mode, players can collect scrolls to unlock more special
effects. TMNT also allows for two players to team up for multiplayer fun as
they work toward defeating their vile adversary, the Shredder. A sleek Versus
Mode also lets players go toe-to-toe and show off their fighting prowess.

TMNT is rated E for Everyone by the ESRB. The game has a SRP of $39.99 for
Sony PlayStation(r) 2, Xbox(tm) and Nintendo GameCube(r). The Nintendo Game
Boy(r) Advance version has a SRP of $29.99. The PC CD-ROM version has a SRP
of $19.99 and will ship in November 2003. To learn more about Teenage Mutant
Ninja Turtles(tm), please visit: http://www.konami.com/tmnt
<http://www.konami.com/tmnt>

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/usa <http://www.konami.com/usa> .

About 4Kids Entertainment, Inc.

CEO: Alfred R. Kahn. Headquartered in New York City with international
offices in London, 4Kids Entertainment, Inc. is a global provider of
children's entertainment and merchandise licensing. 4Kids, through its wholly
owned subsidiaries, provides domestic and international merchandise
licensing; product development; television, film, music and home video
production and distribution; media buying and planning; and Web site
development. Listed NYSE: KDE. For further information, please visit the
company's Web site at www.4KidsEntertainment.com
<http://www.4kidsentertainment.com/> .

About Mirage Licensing, Inc.

CEO: Gary Richardson, Mirage Licensing, Inc. is the licensing arm of a group
of companies (Mirage Studios, Inc., Mirage Management, Inc., Mirage
Publishing, Inc.) located in Northampton, Massachusetts that for 18 years has
administered, nurtured and protected the Teenage Mutant Ninja Turtles
property, one of the most successful and respected worldwide children's
entertainment and merchandise properties of all time.

(c) 2003 Mirage Studios, Inc. Teenage Mutant Ninja Turtles(tm) is a trademark
of Mirage Studios, Inc. All rights reserved. "KONAMI(r)" is a registered
trademark of Konami Corporation. (c)2003 KONAMI & Konami Computer
Entertainment Studios. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox
Logos are either registered trademarks or trademarks of Microsoft Corporation
in the U.S. and/or in other countries and are used under license from
Microsoft. GameCube(tm) and Game Boy(r) Advance(tm) are trademarks of
Nintendo. (c) 2001 Nintendo.
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KONAMI SHIPS FROGGER'S ADVENTURES: THE RESCUE(tm) AND FROGGER'S JOURNEY: THE
FORGOTTEN RELIC(tm)

Beloved Family Videogame Franchise Hops Onto PlayStation(r)2, Nintendo
GameCube(tm), Nintendo Game Boy(r) Advance and PC CD-ROM

REDWOOD CITY, CA - October 28, 2003 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today announced that
Frogger's Adventures: The Rescue(tm) for PlayStation(r)2 computer
entertainment system and Nintendo GameCube(tm), and Frogger's Journey: The
Forgotten Relic(tm) for Nintendo Game Boy(r) Advance have shipped to retail
outlets nationwide.

Frogger's Adventures: The Rescue takes gamers beyond Firefly swamp as they
embark on a new fairy tale adventure to rescue Frogger's girlfriend from evil
henchmen. The newest addition to the popular franchise features the classic
"hop-n-dodge" gameplay that has propelled the series to international fame,
plus an exciting new four-player mode. Additionally, The Rescue features
fun-filled mini-quests, amusing side stories, puzzles, colorful characters,
and expansive environments designed for the whole family to enjoy.

For gamers on the go, Frogger's Journey: The Forgotten Relic delivers
traditional Frogger gameplay with all new RPG elements, including an
innovative magic motion system that enables players to use a variety of moves
such as Warp, Time Stop, and Grappling Hook. The new adventure begins as
players set out to find Frogger's missing Grandfather and unravel the mystery
of his sudden disappearance. Leaping through 18 unique environments, players
young and old will enjoy the new characters and fun-filled action in The
Forgotten Relic.

Frogger's Adventures: The Rescue and Frogger's Journey: The Forgotten Relic
are both rated E for Everyone by the Entertainment Software Association. The
Rescue will be shipping for PC CD-ROM in December 2003.

To learn more about these and other Konami games, go online to:
http://www.konami.com/usa <http://www.konami.com/usa>

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
<http://www.konami.com/> www.konami.com. Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment, Inc. can be found at <http://www.konami.com/usa>
www.konami.com/usa.

"KONAMI(r)", "Frogger's Adventures The Rescue(tm)" and "Frogger's Journey The
Forgotten Relic(tm)" are either registered trademarks or trademarks of KONAMI
CORPORATION. (c)1981 2003 KONAMI
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The official web site for Silent Hill 4, slated for PS2 & Xbox release, is now
up:

http://www.konami.com/silenthill4/
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On Friday, January 9th, Konami hosted Gamers' Day in San Francisco. During
this special event for members of the press, the following new titles were
announced for 2004:

Nanobreaker

Nanobreaker is a fast-paced 3D action game set in a futuristic world in which
the main character wields a powerful, shape-shifting Plasma Blade to defend
mankind from deadly nanomachines. Players will be able to slash through hordes
of enemy units and grab them for offensive attacks. It's up to the player to
combat this man-made threat and save the world from apocalypse!

Suikoden IV

Suikoden IV features the return of the 108 Stars of Destiny, as well as an
enhanced graphical interface in a new oceanic environment. Konami has taken
the renowned role playing game franchise to new heights with significant
enhancements.

YS

Konami Digital Entertainment Inc, has obtained the worldwide licensing rights
to the popular role-playing computer game, "YS"(pronounced yeez). "YS VI - The
Arc of Napishtim" is the sixth game in the multi-million selling series and it
Japan's most popular role-playing game for PC CD-ROM. Konami will expand and
customize the title for console systems.

WWX

Players can choose from the sexiest roster of vixens to enter the fighting
ring! Choosing from dynamic wrestlers, including Dixie Clements and Reiko
Hinomoto, gamers can use their character's signature moves to dominate their
opponents.

Shaman King

Konami Digital Entertainment, Inc. has secured the licensing rights to develop
videogames based on the internationally acclaimed anime series, "Shaman
King"(tm) (by Hiroyuki Takei) for the North American and European regions.

Neo Contra

Neo Contra integrates all of the classic, fast paced gameplay that have come
to define this renowned series while bringing the experience to a 3D world.
Players will need quick reflexes to dodge enemy attacks as well as access an
arsenal of powerful weapons to defeat deadly enemies.

Silent Hill 4

Continuing to terrify gaming audiences, this newest installment of Silent Hill
takes the franchise in a whole new direction. Only by exploring mysterious
portals leading to disturbing alternate worlds will players begin to uncover
clues as to why they are trapped in this alternate reality. A tense atmosphere
and grotesque enemies will get the player's heart thumping as Silent Hill 4
delivers a gameplay experience that fans and newcomers will never forget.

DDR Extreme

Delivering the ultimate interactive dancing experience for today's pop
culture, DDR Extreme(tm) surpasses previous games in the series with new
innovative gameplay, more licensed songs, more features and more game modes
than ever before!
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There's some great media of Konami's upcoming games - like Contra and Silent
Hill - at this URL:

http://www.konami.com/usa/media.shtml

Some of the QuickTimes are 30+ MB, but the LifeLine video is only 5 MB, and
pretty funny. :)

-Ken
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KONAMI AND TOYS "R" US LAUNCH NATIONWIDE YU-GI-OH(tm)! VIDEO GAME TOURNAMENT

Yu-Gi-Oh! Video Game Tournament to Commence on May 22nd at all Toys "R" Us
Stores

REDWOOD CITY, CALIF. - May 7, 2004 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today announced they have
partnered with Toys "R" Us, Inc., the world's leading retailer of toys,
children's apparel and baby products, to host a nationwide Yu-Gi-Oh!
tournament on May 22, 2004 using the Yu-Gi-Oh! World Championship Tournament
2004 video game. Yu-Gi-Oh! is one of the strongest brands in children's
entertainment and the video games are consistently best-sellers. The
Yu-Gi-Oh! franchise includes a successful television show on the WB Network,
popular trading cards distributed by Upper Deck and a line of toys made by
Mattel.

"With the increasing popularity of Yu-Gi-Oh!, Konami is offering players of
the video game series a way to show off their dueling skills through a
nationwide competition to find the ultimate Yu-Gi-Oh! player," said Catherine
Fowler, Senior Vice President, Sales and Marketing, Konami Digital
Entertainment - America. "Partnering with Toys "R" Us gives us an incredible
opportunity to reach thousands of fans around the country."

The tournament will simultaneously take place in 671 Toys "R" Us stores
nationwide on May 22, 2004. Players age fourteen and younger interested in
competing in the tournament must register at local Toys "R" Us locations with
their parents prior to the event. To participate, players need to bring the
following to their local Toys "R" Us:

* Completed registration forms.
* Their own Nintendo Game Boy(R) Advance system.
* Their own copy of Yu-Gi-Oh! World Championship Tournament 2004 game.

Registration began on May 2, 2004 at Toys "R" Us locations (The Times Square
Toys "R" Us location will not be participating). Upon signing up,
participants will receive the rules and regulations for the tournament.
Registration is necessary since there are only 64 participants at each Toys
"R" Us store. All participants will receive an exclusive Yu-Gi-Oh! trading
game card.

The top 15 winners of the nationwide tournament will qualify to participate
in the U.S. finals. Four lucky winners will then be selected to proceed to
the World Championship Tournament, taking place in late summer in Southern
California.

"We are thrilled to host the Konami Yu-Gi-Oh! video game tournament,
exclusively at Toys "R" Us stores nationwide," said Amy Parker, Senior Vice
President Marketing, Toys "R" Us. "It is a great way for new and old fans of
the trading card series to compete with other fans all across the country."

To learn more about Yu-Gi-Oh! World Championship 2004, please visit the
official website at http://www.konami.com/yugiohtournament2004/

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

About Toys "R" Us, Inc.
Toys "R" Us, one of the world's leading retailers of toys, baby products, and
children's apparel, currently sells merchandise through 1,491 stores
worldwide: 681 toy stores in the United States; 578 international toy stores,
including licensed and franchise stores; 200 Babies "R" Us stores, and 4
Geoffrey stores, and through its Internet sites at www.toysrus.com,
www.babiesrus.com, www.imaginarium.com and www.sportsrus.com. The company is
in the process of closing its remaining freestanding Kids "R" Us stores.

###

(C)1996 KAZUKI TAKAHASHI
Konami is a registered trademark of Konami Corporation. (C)2003 KONAMI
CORPORATION. All other trademarks copyright of their respective owners. All
rights reserved.
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KONAMI TO PUBLISH VIDEO GAME BASED ON
THE SUMMER BLOCKBUSTER FILM, KING ARTHUR

New Action-Packed Video Game Being Developed for PlayStation(R)2, Xbox(R) and
Nintendo GameCube(TM)

REDWOOD CITY, CALIF. - May 10, 2004 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., and Buena Vista
Interactive, a publishing label of Buena Vista Games, Inc. today announced
plans to publish video games based on one of the summer's most anticipated
films, "King Arthur." Under development by Krome Studios PTY, Ltd., the King
Arthur video game will utilize footage from the Touchstone Pictures/Jerry
Bruckheimer Films movie and feature likenesses of characters from the film.
The game is being developed for the PlayStation(R)2 computer entertainment
system, the Xbox(R) video game system from Microsoft and the Nintendo
GameCube(TM).

"Having seen early footage of the film, it's clear this is going to be an
adventure that will translate well into a great action video game," said
Geoff Mulligan, Chief Operating Officer, Konami Digital Entertainment -
America. "With the game shipping in the fall, we will offer gamers and movie
fans an exciting way to take their experience with King Arthur beyond the
silver screen."

"The King Arthur video game is inspired by the epic true story that gave rise
to the King Arthur legend," said Graham Hopper, senior vice president and
general manager of Buena Vista Games. "By working with the talented team at
Krome and Konami, the real story of King Arthur will be played out with
intense battles, innovative combat and realistic environments."

The King Arthur video game will immerse fans into the lush environments and
vivid scenery from the film. Players take control of the motion picture's
heroes - Arthur, Lancelot, Guinevere, Tristren or Bors - and utilize their
unique skills as they embark on a perilous mission revealing the historic
tale of the real Knights of the Round Table. Featuring single or cooperative
play, combat on horseback and multiple mission types with diverse goals, the
King Arthur video game will provide a cinematic action adventure experience
of epic scale.

Produced by Jerry Bruckheimer (Pirates of the Caribbean, Top Gun), directed
by Antoine Fuqua (Training Day), and written by David Franzoni, the King
Arthur film will hit theaters nationwide on July 7, 2004. Bolstered by stars
including Clive Owen (Gosford Park, Beyond Borders), Keira Knightley (Bend It
Like Beckham, Pirates of the Caribbean) and Ray Winstone (Sexy Beast, Cold
Mountain), the film portrays the true story behind the legendary tale of King
Arthur and the Knights of the Round Table.

More details about the King Arthur video game will be unveiled at the
Electronic Entertainment Expo, May 12 - 14, in Los Angeles at Konami's booth
#800.

For more information on Konami, please visit: www.konami.com/usa

About The Film

Title: KING ARTHUR

Release Date: July 7, 2004

Genre: Action-Adventure

Cast: Clive Owen, Keira Knightley, Stellan Skarsgard, Stephen Dillane, Ray
Winstone, Hugh Dancy, Til Schweiger, Ioan Gruffudd

Director: Antoine Fuqua

Written by: David Franzoni

Producer: Jerry Bruckheimer

Executive Producers: Mike Stenson, Chad Oman, Ned Dowd

From producer Jerry Bruckheimer ("Pirates of the Caribbean: The Curse of the
Black Pearl," "Black Hawk Down"), director Antoine Fuqua ("Training Day") and
writer David Franzoni comes Touchstone Pictures' and Jerry Bruckheimer Films'
"King Arthur," a spectacular, epic tale of one man's destiny to become a
king.

Historians have thought for centuries that King Arthur was only a myth, but
the legend was based on a real hero, torn between his private ambitions and
his public sense of duty. A reluctant leader, Arthur (Clive Owen) wishes only
to leave Britain and return to the peace and stability of Rome. Before he
can, one final mission leads him and his Knights of the Round Table -
Lancelot, Galahad, Bors, Tristan, and Gawain - to the conclusion that when
Rome is gone, Britain will need a leader to fill the vacuum. Britain needs a
king - someone not only to defend against the current threat of invading
Saxons, but to lead the isle into a new age. Under the guidance of Merlin, a
former enemy, and the beautiful, courageous Guinevere (Keira Knightley) by
his side, Arthur will have to find the strength within himself to change the
course of history. Thrilling adventure, edge-of-your-seat action and
historical grandeur come together in this unique look at the origins of one
of the greatest legends ever told.

TOUCHSTONE PICTURES/JERRY BRUCKHEIMER FILMS

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

About Buena Vista Interactive

Buena Vista Interactive is a publishing label of Buena Vista Games, Inc., the
interactive entertainment arm of The Walt Disney Company's Consumer Products
business unit. The label creates, markets and distributes a broad portfolio
of PC and multi-platform video games worldwide. The company also licenses
properties and works directly with third-party interactive game publishers to
bring products for all ages to market.

###

KONAMI(R) is a registered trademark of KONAMI CORPORATION

King Arthur: (C) Disney

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. This title is not yet concept approved by Sony
Computer Entertainment America. Microsoft and Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United States and/or
other countries and are used under license from Microsoft. Nintendo GameCube
and Game Boy Advance are trademarks of Nintendo. All other trademarks are the
property of their respective owners.
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KONAMI TO RELEASE COMIC BOOK SERIES BASED ON THE HIGHLY POPULAR "METAL GEAR
SOLID" VIDEO GAME FRANCHISE

- Konami Begins Aggressive Licensing Campaign for Original Content -

Konami Corporation (President and CEO: Kagemasa Kozuki, headquartered in
Tokyo) and IDW Publishing (President: Ted Adams, headquartered in California)
will be publishing a comic book adaptation of Konami's popular action video
game series, "Metal Gear Solid." The first volume of the comic will be
released in September 2004 in the U.S.

The "Metal Gear Solid" series, developed by Konami Computer Entertainment
Japan, Inc. (President: Motoyuki Yoshioka), is an innovative, tactical
espionage action game that emphasizes covert actions rather than directly
confronting enemies. With an in-depth scenario, new and original game design
combined with a story full of plot twists and intricate human drama, this
award-winning game series instantly gained international recognition.

Ashley Wood and Kris Oprisko have been appointed, respectively, as artist and
writer for the comic book version of "Metal Gear Solid". With their creative
talent, they will introduce a new perspective into the world of "Metal Gear
Solid." Ashley Wood is a world-renowned illustrator, who has worked on many
comic creations including the hit "Spawn" series. His line of work extends
beyond the world of comic books and has been adapted in a wide range of media
including film and television. Writer Kris Oprisko has produced many popular
comic scenarios including "Crime Scene Investigation."

In reference to the comic book adaptation of "Metal Gear Solid," Hideo
Kojima, the Director and Producer of the "Metal Gear Solid" series, and Vice
President of Konami Computer Entertainment Japan, Inc., said,

"Personally I have always been a fan of Mr. Ashley Wood. I am very glad that
Metal Gear Solid will be made into a comic with his talented artwork. I have
a lot of confidence in the people at IDW Publishing who understand the world
of Metal Gear Solid. I have great hope for this new development of the series
through the work of these people."

Konami is aggressively seeking to license its game content in order to
strengthen its brand power.

About IDW Publishing

IDW PUBLISHING is a division of Idea + Design Works, LLC, a revolutionary
creative service company with a wide range of clients including The Upper
Deck Company, Electronic Arts, Ultima Online, WizKids, Cartoon Network, Sony
Online Entertainment, Nickelodeon, and many more. IDW Publishing focuses on a
small number of high-quality titles. Among them are CBS's CSI: Crime Scene
Investigation; Steve Niles and Ben Templesmith's 30 Days of Night and its
sequels, Dark Days and Return to Barrow; Ashley Wood's Lore; CVO: Covert
Vampiric Operations; Beau Smith's Wynonna Earp; and Steve Niles' Wake The
Dead. Columbia Pictures has optioned the movie rights to 30 Days of Night,
with Sam Raimi attached to produce. Konami is producing a video game based on
CVO: Covert Vampiric Operations. Dimension Films has optioned the movie
rights to Wake The Dead and Hyde.

For further information, please visit the company's Web site at
http://www.idwpublishing.com/
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KONAMI DIGITAL ENTERTAINMENT, INC. AND ALLIANCE ATLANTIS
SET TO RELEASE THE DRAGON WORLDWIDE

Konami Digital Entertainment Inc. signs worldwide video game deal
for new CGI animated property Dragon Booster(tm)

LOS ANGELES - June 8, 2004 - Konami Digital Entertainment, Inc. (CEO: Kazumi
Kitaue) announced today that it has signed a worldwide video game agreement
with Alliance Atlantis Communication Inc. for Alliance Atlantis' new
children's animated property, Dragon Booster(tm). Konami Digital
Entertainment, Inc. will develop, manufacture and distribute the game based
on the highly anticipated animated series that is expected to debut in the US
on Jetix (ABC Family and Toon Disney's branded block) Saturday, October 23,
2004 and on CBC in Canada on Tuesday, October 26, 2004, before rolling out
around the world in early 2005.

Konami Digital Entertainment, Inc. has earned widespread industry accolades
for previous anime-licensed titles including Shaman King(tm), and will work
closely with the Dragon Booster animators and creative team to produce a
unique video game experience.

"We are very proud to be expanding our licensed game catalogue and anime
content with the addition of Dragon Booster," said Mr. Kazumi Kitaue, Chief
Executive Officer at Konami Digital Entertainment, Inc. "Our mission is to
listen to our consumers and deliver entertainment that fits with the target
market. At KDE, we plan to continue to acquire licensed properties that
resonate with our consumers, such as we have done with Dragon Booster."

"Dragon Booster was thoughtfully crafted from its inception not only to
provide our video game partner with compelling, rich content, but to deliver
key elements specific to the gaming community, in turn providing our partner
with a tremendous pool of resources, characters and freedom from which to
build an exciting video game franchise with global appeal," said Jennifer
Bennett, Vice President, Merchandising and Licensing at ALLIANCE ATLANTIS.
"Konami was a perfect fit for us and for Dragon Booster and it is with great
pleasure I announce their appointment as our worldwide video game partner."

Dragon Booster is a mythic good versus evil struggle in a classic, yet
timeless world where humans and dragons co-exist. Our hero is Artha Penn, an
ordinary teenager who is plunged into an incredible adventure when he is
chosen to ride Beaucephalis, the dragon of legend. When teamed with Beau,
Artha is transformed into a mythical hero known as the Dragon Booster -- a
hero charged with the task of saving the world from an impending war and
uniting humans and dragons for once and for all. Dragon Booster is
high-octane adventure set against the backdrop of dragon racing where 12-ton
reptiles chew up the asphalt at over 200 miles per hour!

Dragon Booster has been pre-sold to ABC Family in the US, CBC in Canada, Sky
One (Pay TV) and Five (Free TV) in the UK and ABC TV in Australia. Alliance
Atlantis previously announced a worldwide master toy licensing agreement with
Jakks Pacific, Inc. at the Licensing Show in 2003. ALLIANCE ATLANTIS is
currently in the process of finalizing agreements for other key merchandising
categories including trading cards and publishing.

Dragon Booster was conceived by The Story Hat. The Story Hat is an exciting
new intellectual property creation and management company built around a
revolutionary cross-venue development model. The Story Hat's principals,
Kevin Mowrer and Rob Travalino, have found the place where mythology,
emotional empowerment, and commercial culture converge, because stories are
far more successful and fulfilling when the audience fully connects with
every new story expression.

About Konami Digital Entertainment, Inc.

Konami Digital Entertainment was established in Los Angeles in October 2003
as a new base for the Computer Video Game Division. In working to increase
market share Konami aims to obtain important licenses, establish an original
brand, and develop a product line-up, which are all based on the needs of the
target markets.

About ALLIANCE ATLANTIS

Alliance Atlantis Communications Inc. is a leading vertically integrated
broadcaster, creator and distributor of filmed entertainment. The Company's
common shares are listed on the Toronto Stock Exchange - trading symbols
AAC.A, AAC.B and on NASDAQ - trading symbol AACB. The Company's Web site is
www.allianceatlantis.com.

###

 ------------
Category 8,  Topic 8
Message 18         Tue Jul 13, 2004
KGAGNE [Ken]                 at 20:46 PDT

KONAMI HOSTS YU-GI-OH! U.S. FINALS AND WORLD CHAMPIONSHIP 2004 TOURNAMENTS

Thousands of Fans From Around The World To Participate in
the Largest Yu-Gi-Oh! Events in History

U.S. Finals Take Place in San Diego, Calif. July 22 and 23; World
Championship 2004 Tournament Event in Anaheim, Calif. on July 25

REDWOOD CITY, CALIF. - July 7, 2004 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today announced details of
the two concluding tournaments that will ultimately result in the crowning of
the Yu-Gi-Oh! World Championship 2004 Tournament champions. For the past few
months, Konami and Upper Deck Entertainment have hosted numerous tournaments
around the world using their respective video game and trading card game
products in order to find the best Yu-Gi-Oh! players. The two final
tournaments are the Yu-Gi-Oh! U.S. Finals at the Comic-Con International
Consumer Expo in San Diego, Calif. on July 22 and 23, and the Yu-Gi-Oh! World
Championship 2004 Tournament at the Anaheim Convention Center in Anaheim,
Calif. on July 25.

Konami has hosted tournaments in the United States, Japan and Europe using
its Yu-Gi-Oh! World Championship Tournament 2004 video game for Nintendo's
Game Boy Advance, to determine the best Yu-Gi-Oh! video game players in the
world. Those who qualified in their respective regional tournaments advanced
to the finals in their own country for a chance to move on to the Yu-Gi-Oh!
World Championship 2004 Tournament in Anaheim and compete for the title of
2004 Yu-Gi-Oh! World Video Game Champion.

"The Yu-Gi-Oh! franchise is an important cornerstone in Konami's outstanding
video game library," said Mr. Kazumi Kitaue, Chief Executive Officer of
Konami Digital Entertainment, Inc. "Through these tournaments, we extend the
reach of the Yu-Gi-Oh! brand, create broader awareness for the product and
give fans of the series the opportunity to meet one another and share their
experiences."

As a part of Upper Deck Entertainment's Premier Tournament series, Yu-Gi-Oh!
TRADING CARD GAME finalists are determined through Regional and National
Tournaments held throughout the world. Winners of Regional Tournaments are
awarded entry to National Tournaments. The top five players are then awarded
entry into the Yu-Gi-Oh! TRADING CARD GAME World Championship Tournament in
Anaheim where they will compete for the coveted title of 2004 Yu-Gi-Oh!
TRADING CARD GAME Champion.

"The Yu-Gi-Oh! TRADING CARD GAME is arguably the world's most popular TCG,"
said Jerry Bennington, VP of Upper Deck Entertainment. "The Yu-Gi-Oh! World
Championship Tournament is the perfect format to showcase the talents of
those players who have helped to make this game a multicultural success."

 Yu-Gi-Oh! U.S. Finals - July 22 and 23

Sixteen players will compete in the U.S. Finals. Fifteen of these players
have already been selected after having competed in regional tournaments
across the U.S. The sixteenth player will be selected via a special Wildcard
tournament, which will be open to the public, and will be hosted at Konami's
booth (#3929) at the Comic-Con International Consumer Expo in San Diego,
Calif. on Saturday, July 22. People interested in competing in the U.S.
Finals can register and receive a free one-day pass to Comic-Con by visiting:
http://www.konami.com/yugiohtournament2004/finals. Those who participate in
the tournament will also receive exclusive Yu-Gi-Oh! trading cards and other
special gifts.

On Friday, July 23 all 16 finalists will compete in a bracketed tournament
for the opportunity to claim the Yu-Gi-Oh! U.S. Video Game Champion title, an
outstanding prize package, and a spot to duel in the Yu-Gi-Oh! World
Championship 2004 Tournament in Anaheim. Spectators are welcome to watch the
U.S. Finals as the top Yu-Gi-Oh! Duelists go head-to-head beginning at 12
p.m. at Konami's booth.

To learn more about the Wildcard Tournament, the U.S. Finals and the
Yu-Gi-Oh! World Championship Tournament 2004 video game, please visit:
http://www.konami.com/yugiohtournament2004/ .

Yu-Gi-Oh! World Championship 2004 - July 25

Konami will host the Yu-Gi-Oh! World Championship 2004 Tournament on July 25
from 9 a.m. - 6 p.m. at the Anaheim Convention Center (Halls A&B). In front
of a crowd of more than 10,000 fans, 12 finalists from eight countries (USA,
Japan, France, Germany, UK, Italy, Holland and Spain) will compete for the
highly coveted Yu-Gi-Oh! trophy and the honor of being the Yu-Gi-Oh! World
Video Game Champion.

 Yu-Gi-Oh! TRADING CARD GAME fans can also watch some of the world's best
Duelists engage in fierce competition as they battle for the title of 2004
Yu-Gi-Oh! TRADING CARD GAME Champion.

 In addition to watching these talented players, attendees will also have the
opportunity to learn about upcoming Yu-Gi-Oh! video games, trading cards,
toys, and will also receive a sneak peek of Warner Brothers' upcoming
Yu-Gi-Oh! motion picture due out in August 2004. For those who wish to try
their hand at Yu-Gi-Oh! video games or TRADING CARD GAME, there will be a
free Duel corner available to the public during the tournament.

Yu-Gi-Oh! fans will also have a chance to get a sneak-peek at the
never-before-seen Yu-Gi-Oh! TCG Exclusive Pack as Upper Deck Entertainment
will release the new trading card set at the Yu-Gi-Oh! TCG World Championship
event. The exclusive pack will be available for sale at the event and is
playable both in tournaments and with previously released cards. This is the
only set that will feature the signature monster, Anubis, as well as
additional monsters and cards, appearing in the movie.

Yu-Gi-Oh! is one of the strongest brands in children's entertainment. The
Yu-Gi-Oh! franchise includes video games by Konami, trading cards distributed
by Upper Deck, a television show on the Kids WB, a line of toys produced by
Mattel and a comic series published by VIZ, LLC.

VIZ, LLC recently announced several changes to the frequency and continuity
of its popular Yu-Gi-Oh! title under its SHONEN JUMP brand. Yu-Gi-Oh! appears
in both a serialized form in the monthly manga magazine, SHONEN JUMP, and
also as a self-contained graphic novel.

Beginning in February 2005, VIZ will release a new Yu-Gi-Oh! graphic novel
each month, beginning with volume eight. Previously, new graphic novel
editions only appeared every three months. The subsequent content of volumes
8-31 are already well known to North American audiences in the form of the
popular anime series that airs on the Kids WB and the Cartoon Network. SHONEN
JUMP magazine will present stories that have not yet been seen in any form in
these markets, starting with volume 32 of the graphic novel series. The new
chapters will begin to appear in the January 5, 2005 issue, which goes on
sale December 7, 2004.

These changes were announced because of the massive popularity of the title
in North America, and also to help satisfy growing demand for new Yu-Gi-Oh!
stories that have yet to appear in English-language markets.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

About VIZ, LLC
Founded in 1986, VIZ is a multi-media entertainment company specializing in
Japanese entertainment properties for U.S. audiences. VIZ offers an
integrated product line including magazines, graphic novels, videos, DVDs and
audio soundtracks. Each month, VIZ publishes three magazines   ANIMERICA,
ANIMERICA EXTRA and SHONEN JUMP; over 20 graphic novel titles, including
ALICE 19th, BOYS OVER FLOWERS, DRAGON BALL Z, FUSHIGI YGI, GUNDAM, INUYASHA,
RANMA 12, and YU-GI-OH!; and distributes home video for BOYS OVER FLOWERS,
HAMTARO, INUYASHA, POKMON, PROJECT ARMS, and ZOIDS. Based in San Francisco,
VIZ is one of the top five comics publishers in the U.S. and a subsidiary of
Shogakukan and Shueisha Inc., two of the top publishers in Japan. VIZ is the
leading publisher of manga for English speaking audiences, serving a growing
market of dedicated fans of all ages. Estimating a core audience of nearly 15
million fans, the company holds more than a 50% market share of Japanese
comics in the U.S. With some of the most innovative products in the industry,
VIZ has expanded its offerings to its loyal fans through web sites such as
www.animerica-mag.com, www.shonenjump.com, and its corporate site,
www.viz.com.

About The Upper Deck Company

For years, Upper Deck has been hailed as the industry leader in quality
sports cards and collectibles, and the same level of excellence can now be
seen in the full line of Upper Deck Entertainment products. For additional
information about the Yu-Gi-Oh! TRADING CARD GAME and Upper Deck
Entertainment, please visit the company's Web site at yugioh-card.com
orwww.ude.com The Yu-Gi-Oh! TRADING CARD GAME is distributed by Upper Deck
Entertainment, a division of The Upper Deck Company, a worldwide sports and
entertainment company based in Carlsbad, California.
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Game Boy Advance is a trademark of Nintendo. All other trademarks are the
property of their respective owners.
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KONAMI CORPORATION CROWNS JAPAN'S MASATOSHI TOGAWA AND VIRGINIA NATIVE RYON
PEYTON AS 2004 YU-GI-OH! WORLD CHAMPIONS

Biggest Yu-Gi-Oh! Event of the Year Attracts
Thousands of Fans to Anaheim Convention Center

CARLSBAD - August 12, 2004 - Thousands gathered in the Anaheim Convention
Center on Sunday, July 25 to witness the world's best Yu-Gi-Oh! video game
players as well as the best Yu-Gi-Oh! TRADING CARD GAME players battle for
the coveted titles of Yu-Gi-Oh! World Championship 2004 Tournament champions.
After two days of fierce competition, 13-year-old U.S. representative Ryon
Peyton dueled against 12 finalists from eight countries using the Yu-Gi-Oh!
World Championship Tournament 2004 video game for Nintendo's Game Boy(R)
Advance to earn the Yu-Gi-Oh! World Video Game Champion title; and
20-year-old finalist Masatoshi Togawa of Japan triumphed over 25 competing
countries, and earned the title as the 2004 Yu-Gi-Oh! TRADING CARD GAME World
Champion.

Peyton and Masatoshi were awarded exclusive "Ulevo" promotional cards, and a
backpack full of assorted Yu-Gi-Oh! TRADING CARD GAME and video game prizes.
Yu-Gi-Oh! Video Game runner-ups included 14-year-old Pere Torrellas Salietti
(Spain), 21-year-old Junichi Natsume (Japan), and 14-year-old Patrick Dicks
(U.S.). Each of the gamers were awarded a "Meteo the Matchless" promotional
card and a backpack full of assorted Yu-Gi-Oh! Video Game prizes.

Runner-ups for the TRADING CARD GAME championship included (in order)
17-year-old Chan Wan Hang (Hong Kong), 30-year-old Yoshinobu Suekane (Japan),
and 19-year-old Ryan Pugh (United Kingdom). Each of the players were also
awarded a "Meteo the Matchless" promotional card and a backpack full of
assorted Yu-Gi-Oh! TRADING CARD GAME prizes.

To find the best Yu-Gi-Oh! video game players in the world, Konami hosted
tournaments in the United States, Japan and Europe, using the Yu-Gi-Oh! World
Championship Tournament 2004 video game for Nintendo's Game Boy(R) Advance.
Those who qualified in their respective regional tournaments advanced to the
finals in their own country for a chance to move on to the 2004 Yu-Gi-Oh!
World Championship Tournament in Anaheim to compete for the title of 2004
Yu-Gi-Oh! World Video Game Champion.

As a part of Upper Deck Entertainment's Premier Tournament series, Yu-Gi-Oh!
TRADING CARD GAME finalists were determined through Regional and National
tournaments held in the United States and Europe. Konami Corporation also
sponsored the Yu-Gi-Oh! TRADING CARD GAME tournament in Japan. Winners of
Regional tournaments were awarded entry to National tournaments, in which the
top selected players are selected for the Yu-Gi-Oh! TRADING CARD GAME World
Championship tournament to compete for the coveted title of 2004 Yu-Gi-Oh!
TRADING CARD GAME World Champion. Over 25 countries were represented in the
entire competition.

About The Upper Deck Company

For years, Upper Deck has been hailed as the industry leader in quality
sports cards and collectibles, and the same level of excellence can now be
seen in the full line of Upper Deck Entertainment products. For additional
information about the Yu-Gi-Oh! TRADING CARD GAME and Upper Deck
Entertainment, please visit the company's Web site at yugioh-card.com
orwww.ude.com The Yu-Gi-Oh! TRADING CARD GAME is distributed by Upper Deck
Entertainment, a division of The Upper Deck Company, a worldwide sports and
entertainment company based in Carlsbad, California.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

(C) 1996 KAZUKI TAKAHASHI

Game Boy Advance is a trademark of Nintendo. All other trademarks are the
property of their respective owners.
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KONAMI ANNOUNCES WINNING ELEVEN 8

World's Leading Soccer Franchise Features an Extensive Roster of Teams
From Officially Licensed Leagues, Improved Realism, and Greater Depth than
Ever Before

REDWOOD CITY, CALIF. - August 20, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Winning Eleven 8 will be released for multiple video game consoles and
PC CD-ROM in spring 2005. Proving that the award-winning Winning Eleven
franchise is the closest gamers can get to real soccer on a video game
console, Winning Eleven 8 once again raises the bar with in-depth gameplay,
improved realism and increased control. The game features more teams, players
and stadiums than ever before, including all the teams from the Italian,
Spanish and Dutch leagues under the official license.

Featuring 136 club teams and 57 national teams, Winning Eleven 8 offers
gamers control of up to 4,500 of the world's greatest soccer players. The
inclusion of licensed leagues is a huge step forward for the series, with
player likenesses, player names and official kits, bolstering what is already
considered the most advanced and realistic soccer game to date.

The world's biggest stars are brought to life through photo realistic
graphics and authentically modeled features, as well as individual styles of
play, movement and ball control. Additionally, the game will introduce a
wealth of new moves and tricks including new free kick and penalty kick
techniques, an innovative indirect free kick move and a new dribbling system
that offers more control as gamers go one-on-one and try to pass opposing
players. Teaming up with these new features will be more advanced player
stats that govern every aspect of their play, including how well players can
bring a ball under control, hit it past an encroaching defender or flick it
to a teammate.

Further adding to the excitement of the game, Winning Eleven 8 will also
feature the first-ever on-screen referee in the history of the series.
Boasting an enhanced ref AI, the referee will run up and down the field
reacting realistically and instinctively to fouls, giving advantage for minor
infringements and even stepping in to calm things down when the action gets
heated.

Taking the series to a new playing field, Winning Eleven 8 features
improvements on a number of options in the game. An enhanced training mode
allows beginners to learn the basics of soccer as well as to help gamers
master the vast depth of play. In addition, Winning Eleven 8 features
improvements to the popular Master League, which now has more strategy
through player development and injury, and a new 'My Best Eleven' option so
fans can save their greatest teams.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

(C)1996 JAPAN FOOTBALL ASSOCIATION
(C)2002 JFA.MAX
(C)2001 Korea Football Association
Special thanks to Fortuna, MUKTA, SEJIN, Denis for Korea National Team data
adidas, the adidas logo and the 3-Stripe trade mark are registered trade
marks of the adidas-Salomon group, used with permission. Roteiro is a trade
mark of the adidas-Salomon group, used with permission
the use of real player names and likenesses is authorised by FIFPro and its
member associations.
Officially licensed by Eredivisie NV
Gioco ufficialmente concesso in licenza della LEGA NAZIONALE PROFESSIONISTI
Campeonato Nacional de Liga 04/05 Primera y/o /Segunda Division Producto bajo
Licencia Oficial de la LFP
All other copyrights or trademarks are the property of their respective
owners and are used under license.

(C) 2005 KONAMI & Konami Computer Entertainment Tokyo
"World Soccer Winning Eleven 8 International (TM)" is a trademark of KONAMI
CORPORATION
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KONAMI DIGITAL ENTERTAINMENT - AMERICA
APPOINTS CLARA GILBERT AS DIRECTOR OF BUSINESS PARTNERSHIPS

REDWOOD CITY, Calif. - October 13, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Clara Gilbert has been appointed Director of Business Partnerships. In
her role, Gilbert is responsible for opening alternative channels through
which to market and sell Konami products. Concurrently, Gilbert will work
with current and new partners to ensure proper integration of all promotional
and co-marketing opportunities. She will report to Catherine Fowler, Senior
Vice President of Sales and Marketing for Konami Digital Entertainment -
America.

"Konami has a portfolio of world-renowned interactive entertainment brands
and we are continuously seeking new ways to work with partners to create
mutually beneficial marketing and promotional opportunities," said Fowler.
"Clara is the perfect addition to Konami due to her vast experience in
developing and maintaining strategic partnerships."

Gilbert brings more than 10 years of sales and marketing experience to her
new position. For the last three years, Gilbert was at Vivendi Universal
Games (VUG) where she was Director of Trade Marketing. At VUG, Gilbert
directed the company's marketing programs with major retailers and developed
relationships with key marketing partners such as hardware manufacturers,
entertainment and consumer packaged goods companies. Prior to VUG, Gilbert
served as Sr. Director/Vice President at IdeaForest, Inc. where she directed
product management and marketing for joann.com, the leading arts and crafts
website. From 1996-99, Gilbert served in a leading role at Mattel, Inc. as a
key member of the start-up team for the Mattel Media division.

"The video game industry has grown to the point where all segments of the
consumer marketplace are recognizing the benefits of strategic relationships
with the biggest players in the industry," said Gilbert. "Konami offers the
most diverse and creative library of games in the business with which to work
- making this a very attractive position for me. The power of the Konami
brand along with the diversity of our titles will offer a breadth of
opportunities to any potential partner."

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa
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KONAMI SHIPS SHAMAN KING(tm): POWER OF SPIRIT AND SHAMAN KING(tm): MASTER OF
SPIRITS TO RETAIL STORES NATIONWIDE

Video Games Based on Popular TV Series on FOX BOX(tm) Debut For
PlayStation(R)2 and Nintendo's Game Boy(R) Advance

REDWOOD CITY, Calif. - November 9, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Shaman King(tm): Power of spirit for the PlayStation(R)2 computer
entertainment system and Shaman King(tm): Master of spirits for Nintendo's
Game Boy(R) Advance have shipped to retail stores nationwide. As the first
titles based on the popular Shaman King television series on 4Kids
Entertainment's FOX BOX(tm) and comic books, these action-packed, anime-style
games bring the exciting world and characters to life in a fully interactive
experience.
Shaman King follows the story of Yoh Asakura, a junior high student hiding an
amazing secret. Yoh is a shaman, one of the few who can communicate with
ghosts and spirits. Through his powers, Yoh can join forces with another
spirit uniting ghost and human together as one. Yoh teams up with Amidamaru,
the spirit of a 600-year-old samurai warrior, and with this powerful union,
Yoh begins his quest to be crowned Shaman King in the Grand Tournament, held
once every 500 years!

Featuring an all-new story, including characters from the animated series and
exclusive characters not seen in the TV show or comic book, Shaman King:
Power of spirit (PlayStation 2) provides a fun mix of strategic adventure and
fighting strategy. Power of spirit finds Yoh and his friends robbed of their
shamanic powers by a mysterious force - the Fourth Millennium. A beautiful 3D
graphics engine, animation and CGI movies bring the characters and story to
life as Yoh and his companions implement multiple fighting styles and
strategies to take out enemies and defeat the nefarious Fourth Millennium.

Shaman King: Master of spirits (Game Boy Advance) features an original
adventure where Yoh must fight his way through multiple stages filled with
enemies and traps in order to stop an evil shaman from resurrecting the
Guardian of Demons. Characters from the TV show and comics will appear along
the way to help or hinder Yoh as he traverses numerous stages and branching
paths.

Introduced in Japan in 1998, Shaman King has become a success with more than
20 million comic books and more than 165 million trading cards sold. The
Shaman King animated series debuted on FOX BOX in fall 2003 in the U.S.

Shaman King: Power of spirit is rated "T" for Teen and Shaman King: Master of
spirits is rated "E" for Everyone by the ESRB and are available for the SRP
of $39.99 and $29.99, respectively. To learn more about either of these
titles, please visit: http://www.konami.com/shamanking.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

About 4Kids Entertainment

Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
television, film, music and home video production and distribution; media
planning and buying; product development; and Web site development. For
further information, visit the Company's Web site at
www.4KidsEntertainment.com.

###

(C) Hiroyuki Takei.

"Power of Spirit" and "Master of Spirits" are trademarks of Konami Digital
Entertainment, Inc." "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. All other trademarks are the property of
their respective owners.
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KONAMI'S EPIC ADVENTURE GAME KING ARTHUR SHIPS TO RETAIL STORES NATIONWIDE

REDWOOD CITY, Calif. - November 16, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc. today announced
that King Arthur for the PlayStation(R)2 computer entertainment system,
Xbox(R) video game system from Microsoft and Nintendo GameCube(tm) has
shipped to retail stores nationwide. Developed by Krome Studios PTY, Ltd.,
and based on the true story behind the tale of King Arthur and the Knights of
the Round Table, players will relive the legendary action as they wield
Excalibur and battle on horseback.

Players can join the Knights as one of five playable characters including
Arthur, Lancelot, Guinevere, Tristan and Bors --- each with unique weapons
and skills. Each of the game's heroes are also upgradeable with unlockable
special moves and combos. King Arthur provides gamers with a dynamic fighting
system, including sword fighting melee, archery and an innovative horseback
combat system where players utilize their horse to get a leg up on the enemy.
Players can battle it out on their own in single player mode or fight side by
side with a friend in two-player co-op action.

"The tale of King Arthur has been one of the most well known and captivating
legends throughout history," said Rob Goff, Product Manager for Konami
Digital Entertainment - America. "Bringing this legend to life in an
interactive world makes for an ideal video game experience. Now fans of the
legend can discover firsthand what it's like to be a Knight of the Round
Table and live out an epic adventure."

Based on the action feature film from producer Jerry Bruckheimer and directed
by Antoine Fuqua, King Arthur expands on the movie and allows players to
experience the vivid scenery and intense battles like never before. Battle in
photo-realistic environments with motion captured fighting sequences and
watch seamless transitions from film to gameplay, as King Arthur beautifully
re-creates the events of this legendary tale.

King Arthur is rated "T" for Teen by the ESRB and is available for the SRP of
$39.99. For more information on the game, please go to:
www.konami.com/kingarthur.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

About Buena Vista Interactive

Buena Vista Interactive is a publishing label of Buena Vista Games, Inc., the
interactive entertainment arm of The Walt Disney Company's Consumer Products
business unit. The label creates, markets and distributes a broad portfolio
of PC and multi-platform video games worldwide. The company also licenses
properties and works directly with third-party interactive game publishers to
bring products for all ages to market.

KONAMI(R) is a registered trademark of KONAMI CORPORATION

King Arthur: (C) Disney

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Microsoft and Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United States and/or
other countries and are used under license from Microsoft. Nintendo GameCube
and Game Boy Advance are trademarks of Nintendo. All other trademarks are the
property of their respective owners.

###
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SOCCER STAR EDDIE POPE JOINS KONAMI FOR WINNING ELEVEN 8

All-Star Defensive Player Signs On To Become Cover Athlete As Konami Brings
The World's Best-Selling Soccer Franchise To The Xbox For The First Time

REDWOOD CITY, Calif. -- December  7, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc, today announced the
signing of U.S. National Team defensive star player Eddie Pope as the
official cover athlete for Winning Eleven 8(tm). The game will be released
this spring on the PlayStation(R)2 computer entertainment system, PC DVD-ROM
and, for the first time, on the Xbox(R) video game system.

"As one of the greatest defenders in the history of U.S. Soccer, Eddie Pope
has redefined his position and is truly the perfect cover athlete for Winning
Eleven 8," said Rob Goff, Product Manager at Konami Digital Entertainment -
America. "With his help and the many numerous additions to this year's game -
including the franchise debut on the Xbox - there is no doubt  Winning Eleven
8 will own the playing field."

Pope added, "Being on the cover of a video game is the new standard for any
athlete. I've always been a big fan of Winning Eleven and I'm honored to be a
part of it because this is the best playing soccer game in the world.  Konami
has managed to capture the passion and excitement of the game down to the
smallest details. It's an incredibly realistic soccer experience."

Developed by Konami Computer Entertainment Tokyo, Winning Eleven 8 delivers a
wealth of new moves, tricks and more in-depth gameplay. This includes new
free kick and penalty kick techniques, an innovative indirect free kick move
and a new dribbling system that offers more control as gamers go one-on-one
against opposing players. Winning Eleven 8 will also include an on-screen
referee - another first in the series.

Further adding to the realism of the game, Winning Eleven 8 will feature 136
club teams, 57 national teams (including the Italian, Spanish and Dutch
leagues under the official license), and control of up to 4,500 of the
world's greatest soccer players. Players are brought to life through photo
realistic graphics and authentically modeled features, as well as individual
styles of play, movement and ball control. Along with these new features will
be more advanced player stats that govern every aspect of their play.

Winning Eleven 8 will be available at retailers nationwide in spring 2005 for
the PlayStation(R)2 computer entertainment system, PC DVD-ROM and Xbox(R)
video game system from Microsoft.

About Eddie Pope

A member of the 1998 and 2002 World Cup teams and the 1997 Honda U.S. Soccer
Player of the Year, "Steady Eddie"  has appeared in more than 60
International matches as he has anchored the National Team defense since
1996. Pope's Major League Soccer career has been no less than extraordinary.
The two-time MLS Defender of the Year has been a member of three MLS Cup
Championship squads during his remarkable nine years in professional soccer.

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(tm) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

About SportsNet, LLC

SportsNet, LLC is a California limited liability company with offices in Los
Angeles, California, and Bethesda, Maryland. SportsNet was established in
1994 and provides exclusive marketing and management services for elite
professional soccer players and coaches, both domestically and
internationally. For more information, visit www.sportsnetllc.com.

###
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adidas, the adidas logo and the 3-Stripe trade mark are registered trade
marks of the adidas-Salomon group, used with permission. Roteiro is a trade
mark of the adidas-Salomon group, used with permission. The use of real
player names and likenesses is authorized by FIFPro and its member
associations.  Officially licensed by Eredivisie NV.  Gioco ufficialmente
concesso in licenza della LEGA NAZIONALE PROFESSIONISTI.  Campeonato Nacional
de Liga 04/05 Primera y/o /Segunda Division Producto bajo Licencia Oficial de
la LFP.  All other copyrights or trademarks are the property of their
respective owners and are used under license.

(C)2004 KONAMI & Konami Computer Entertainment Tokyo
"World Soccer Winning Eleven 8 International (TM)" is a trademark of KONAMI
CORPORATION

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Microsoft and Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United States and/or
other countries and are used under license from Microsoft
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DANCE DANCE REVOLUTION GOES "PLATINUM" IN NORTH AMERICA AS SALES OF THE
LANDMARK MUSIC GAME SURPASS THE ONE MILLION MARK IN 2004

DDR Phenomenon Explodes As More Than 2.5 Million Units Have Been Sold Across
All Platforms Since Its Introduction Into The North America Marketplace

REDWOOD CITY, Calif. - January 27, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that cumulative sales in 2004 of its groundbreaking music game, Dance Dance
Revolution (DDR), reached a staggering 1.2 million units in North America.
This brings the total sales of all DDR products in North America to more than
2.5 million since the product was first introduced to home video game
consoles in 2001.

Dance Dance Revolution is an interactive game that is sweeping living rooms
and arcades across the nation. The brand has received tremendous acclaim from
a wide variety of sources due to its simple concept, high energy music, and
fun-filled gameplay that gets users off the couch and provides a healthy,
energetic, fitness workout. The premiere dancing game in which players move
their body to upbeat tunes while allowing them room to exhibit their own
innovative flare and original dance moves, DDR combines quick reflex action
with pulsating dance music for intense 'get-up-and-play' fun. Players are
challenged to match their dance steps with the flashing arrows on the screen
while keeping up with the high-energy beat of the music.

The innovative "Workout Mode" in the home version allows users to track the
calories they burn as they have fun getting in shape. The workout component
and interactive nature of the game have been highlighted as key elements to
the game's success. Additionally, the "DDR" series has benefited from major
game/dance tournaments that have been held all over the world. The game has
successfully crossed over international boundaries to win over a global fan
base.

"DDR has become a cult classic in North America and it just continues to
attract more fans everyday," said Jason Enos, product manager for Konami
Digital Entertainment - America. "There are DDR fan clubs and fansites, DDR
contests and it has also become an extremely popular and fun way to lose
weight and stay in shape. However, DDR is mostly about the music and the
dancing - with each release including an incredible selection of songs that
attracts fans of all ages."

In 2004, two new pulse-pounding versions of the popular brand were introduced
into the North American marketplace - Dance Dance Revolution EXTREME(TM)(DDR
EXTRME) for the PlayStation(R)2 computer entertainment system and Dance Dance
Revolution ULTRAMIX(TM)2 (DDR ULTRAMIX2) for the Xbox(R) video game system
from Microsoft.

DDR EXTREME extended the entire DDR experience by allowing players for the
first time to become part of the game with gameplay that supports the
EyeToy(TM) USB camera for the PlayStation 2. Modes such as "Hands & Feet,"
"Clean the Screen," "Watch Me Dance" and a number of fun EyeToy mini-games
will have gamers using their hands and feet to dance along to more than 100+
minutes of pulsating dance tunes.

Meanwhile, DDR ULTRAMIX2 continued the online revolution on the Xbox by
connecting players with all-new gameplay modes, exclusive songs and enhanced
Xbox Live(TM) support. Through Xbox Live, players can compete head-to-head
with other dancers nationwide, conduct online tournaments, upload content and
download new songs, dance steps and characters. Dance Dance Revolution
ULTRAMIX(TM)2 also includes new game modes only found on the Xbox version
including Team Battles Mode and Synch Mode.

About KONAMI CORPORATIONKonami Corporation is a leading developer, publisher
and manufacturer of electronic entertainment properties, specializing in the
home video game market. Konami Corporation's action and adventure titles
include the popular franchises Metal Gear Solid(R), Silent Hill(R) and
Castlevania(R), among other top sellers. The latest information about Konami
can be found on the Web at www.konami.com. Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment - America can be found at www.konami.com/gs.

# # #

DANCE DANCE REVOLUTION, DANCE DANCE REVOLUTION EXTREME, DANCE DANCE
REVOLUTION ULTRAMIX AND BEMANI(TM) are trademarks of Konami Corporation.
Konami is a registered trademark of Konami Corporation. (C) 2005 Konami Dolby
and the double-D symbol are registered trademarks of Dolby Laboratories.
EyeToy is a trademark of Sony Computer Entertainment Europe. Requires
PlayStation 2 computer entertainment system (sold separately). "PlayStation"
and "PS" Family are registered trademarks of Sony Computer Entertainment Inc.
Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft. All other trademarks are the property of
their respective owners.
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KONAMI ANNOUNCES BLOCKBUSTER 2005 LINE-UP

KONAMI GAMERS' DAY, SAN FRANCISCO - JANUARY 27, 2005 - Konami Digital
Entertainment - America, a division of Konami Digital Entertainment, Inc.,
today announced new titles and additional details for its 2005 lineup. On the
heels off an unprecedented year that featured the release of landmark games
such as Metal Gear Solid(R) 3: Snake Eater(TM) and Silent Hill 4: The
Room(TM), this year's Konami roster will boast all-new versions of
blockbuster franchises Castlevania(R), Metal Gear(R), Winning Eleven and
Frogger. Konami will also establish itself as a leader in the portable gaming
space with the most anticipated content for the new portable systems. Several
new franchises were announced today including Death, Jr. for the PSP(TM)
handheld entertainment system and Dragon Booster and Lost in Blue for the
Nintendo DS(TM). Overall, Konami's broad 2005 line-up includes titles across
all genres, age groups and skill levels. Below is additional information on
the titles that will be showcased at Konami's 2005 Gamers' Day:

Castlevania(R): Curse of Darkness(TM)

Release date: Fall 2005

Genre: Action/Adventure

Platform: PlayStation(R)2 computer entertainment system

The latest installment in the Castlevania series brings an all-new story and
adventure to the PlayStation 2. Players take on the role of Hector, a new
hero in the Castlevania series who has the power of Devil Forgery as well as
the ability to cultivate powerful new allies, called Innocent Devils, to help
defeat enemies throughout the game. The Curse of Darkness features strong RPG
and adventure game elements along with innovative character growth and
drastically improved enemy variation. The game's deep storyline unfolds
against a backdrop of beautifully rendered and expansive environments.

Castlevania(R) for DS (working title)

Release date: Fall 2005

Genre: Action

Platform: Nintendo DS(TM)

The first title in Konami's legendary Castlevania(TM) series to be made for
the Nintendo DS, this new title will continue the storyline that first
emerged in the critically-acclaimed Castlevania(R): Aria of Sorrow(TM).
Taking place a year after Aria of Sorrow ended, Castlevania for DS will take
players on a harrowing and challenging journey of selflessness. As the
incarnate of Dracula, Soma Cruz finds himself at the center of a cult's plan
to resurrect their evil lord and master. In order to save himself and protect
the lives of those he loves, he must infiltrate enemy territory, including a
towering replica of Dracula's castle that is teaming with monstrous
creatures, to foil their elaborate plot.

Coded Arms(TM)

Release date: Summer 2005

Genre: Action

Platform: PSP(TM) handheld entertainment system

Coded Arms is a visually stunning first-person shooter that places the gamer
in the role of a computer hacker who infiltrates an abandoned virtual reality
system. Players will fight through six different game worlds against various
types of enemies with more than 30 different weapons at their disposal. The
game will also utilize the platform's wireless capabilities for intense
multiplayer action. Delivering stunning graphics, fast-paced action and a
unique storyline, Coded Arms will be one of the PSP handheld system's
premiere titles.

Death, Jr.(TM)

Release date: Spring 2005

Genre: Action

Platform: PSP handheld system

Featuring one of the most unique new characters to enter the industry in
years, Death, Jr. is among the most anticipated titles for the PSP handheld
system. The game stars Death, Jr., the son of the Grim Reaper who is a
mischievous youngster armed with a mighty scythe, which serves as both a
weapon and unique platforming tool. Boasting some of the best graphics on the
PSP handheld system, Death Jr. seamlessly blends first-person shooter
elements with third-person platforming action and serves up a large dose of
intense gameplay and weapon heavy combat.

Dragon Booster(TM)

Release date: Fall 2005

Genre: Action/Racing

Platform: Nintendo DS

Based on the popular animated series airing on ABC Family and Toon Disney,
Dragon Booster is a fast paced 3rd person racing/action game set in a
fantastical world where humans and dragons co-exist. When their peaceful way
of life is disrupted, Beau, a legendary dragon, chooses Artha Penn, an
ordinary 16-year old, to become a mythical hero known as the Dragon Booster.
In this classic tale of good versus evil, Artha must use his new-found
abilities to defeat his foes and unite humans and dragons once and for all.

Enthusia Professional Racing(TM)

Release date: Spring 2005

Genre: Sports/Racing

Platform: PlayStation 2

Get behind the wheel and experience the sensation of racing actual cars in --
Enthusia Professional Racing. As in the real world, Enthusia emphasizes pure
driving skills and ensures that winning is a result of ability rather than
how much money has been spent tuning a car. Maintaining a subtle balance
between the power of the car and the driver's skill, Enthusia promises to
deliver the ultimate driving experience for racing fans of all abilities.

Frogger(TM)

Release date: Fall 2005

Genre: Action/Platformer

Platform: Nintendo DS

One of the most beloved video game icons of all time returns as Frogger makes
his debut on the Nintendo DS in a "ribbit-ing" platformer game Frogger Helmet
Havoc. In this latest escapade, Frogger finds himself called upon to stop an
evil force that threatens his home, Firefly Swamp, and the nearby kingdom of
Bunnington Hollow. To stop the insidious Dr. Wani and his destructive mining
efforts, Frogger must use all of his hopping and dodging skills, along with
many new talents, to infiltrate the mastermind's lair and bring his evil
plans crashing down. The game is also being developed for the PSP handheld
system, PlayStation 2 and Nintendo GameCube(TM).

Metal Gear Acid(TM)

Release date: 2005

Genre: Strategy

Platform: PSP handheld system

The legendary Metal Gear(R) series comes to the PSP handheld system in Metal
Gear Acid(TM). Experience a whole new gameplay system that focuses on deep
tactical strategy with an entirely new Metal Gear storyline. As the role of
top-secret agent, Solid Snake, players will make calculated decisions to plan
out their infiltration strategy and accomplish the mission in a turn-based
game. Through the use of strategic battle cards, players are given different
abilities and stealth tactics to achieve the mission objectives. Metal Gear
Acid delivers the trademark stealth-action experience for the portable gaming
audience to enjoy.

Rengoku(TM): The Tower of Purgatory

Release date: Spring 2005

Genre: Action

Platform: PSP handheld system

Rengoku: The Tower of Purgatory is a stunning third-person action game that
places players in a dark and distant future. Modeled in a compelling blend of
Eastern and Western sci-fi/fantasy, Rengoku puts gamers in the role of a
well-armed battle android that must fight its way to the pinnacle of a great
tower to confront a mysterious foe. Rengoku also features immense replay
value thanks to the PSP handheld system's wireless multiplayer technology.
Gamers can trade equipment and items with other players or battle up to three
other opponents in the multiplayer mode.

Lost In Blue(TM)

Release date: August 2005

Genre: Survival RPG

Platform: Nintendo DS

This innovative RPG takes players on a journey of survival, adventure and
mystery. After a disastrous incident at sea, the young hero of the game
awakens to find himself on a seemingly uninhabited island. After meeting
another survivor, a 17-year old girl who has also drifted ashore, the two
must work together to survive. While planning their escape, they will learn
survival skills, such as hunting, searching for food and building tools while
uncovering the island's many mysteries.

TMNT(TM) Mutant Melee(TM)

Release date: Spring 2005

Genre: Fighting

Platform: Xbox(R) video game system from Microsoft, Nintendo GameCube, PC
CD-ROM

The perfect game for Teenage Mutant Ninja Turtle(TM) fans, TMNT(TM) Mutant
Melee(TM) is the ultimate TMNT(TM) party experience. The game offers hours of
bashing, crashing and trashing fun with more than 20 playable characters, a
competitive Adventure mode and a huge variety of mini games and unlockables.
Gamers can play as their favorite Turtle, Casey Jones(TM), April O'Neil(TM),
Master Splinter(TM) and even the villainous Shredder(TM) in one of two
different modes - Adventure Story or Melee Match. Players can take on either
mode in single player or play with up to three other friends for a
four-player free-for-all.

World Soccer Winning Eleven 8 International(TM)

Release date: February 1, 2005

Genre: Sports/Soccer

Platform: PlayStation 2, Xbox, PC DVD-ROM

The world's best soccer game returns with World Soccer Winning Eleven 8
International (WE8) for the PlayStation 2, PC and, for the first time, Xbox.
The Winning Eleven franchise is the closest thing to real soccer on a video
game console and WE8 raises the bar once again with in-depth gameplay,
improved realism and increased control. With more teams, players and stadiums
than ever before, WE8 includes all the teams from the mighty Italian, Spanish
and Dutch leagues under the official license. A must-have for soccer
fanatics, WE8 brings realism to an all new level for the deepest and most
advanced soccer simulation to date.

For more information about Konami games visit: http://www.konami.com/gs

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
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KONAMI SHIPS WINNING ELEVEN 8 FOR PlayStation(R)2 and Xbox(R)

Latest Addition To the Renowned Series Features an Extensive Roster of Teams
From Officially Licensed Leagues, Improved Realism, and Greater Depth than
Ever Before

REDWOOD CITY, Calif. - February 1, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Winning Eleven 8(TM) for the PlayStation(R)2 computer entertainment
system and Xbox(R) video game system from Microsoft has shipped to retail
stores nationwide, with the PC version to follow on February 8th. Proving
that the award-winning Winning Eleven franchise is the closest gamers can get
to real soccer in a video game, Winning Eleven 8 once again raises the bar
with in-depth gameplay, improved realism and increased control. The game
features more teams, players and stadiums than ever before, including all the
licensed teams from the Italian, Spanish and Dutch leagues.

"Winning Eleven is renowned worldwide and with Winning Eleven 8 we're
presenting arguably the best soccer video game ever," said Rob Goff, product
manager, Konami Digital Entertainment - America. "With all of the new
content, licensed teams and greater depth of play, this is the perfect time
for fans of other soccer games to pick up Winning Eleven and see what they've
been missing."

Featuring 136 club teams and 57 national teams, Winning Eleven 8 offers
gamers control of up to 4,500 of the world's greatest soccer players. The
inclusion of licensed leagues is a huge step forward for the series, with
player likenesses, names and official kits, bolstering what is already
considered the most advanced and realistic soccer game to date.

The world's biggest stars are brought to life through photo realistic
graphics and authentically modeled features, as well as individual styles of
play, movement and ball control. Additionally, the game introduces a wealth
of new moves and tricks including new free kick and penalty kick techniques,
an innovative indirect free kick move and a new dribbling system that offers
more control as gamers go one-on-one against opposing players. Teaming up
with these new features will be more advanced player stats that govern every
aspect of their play, including how well players can bring a ball under
control, hit it past an encroaching defender or flick it to a teammate.

Further adding to the excitement of the game, Winning Eleven 8 also features
the first-ever on-screen referee in the history of the series. Boasting an
enhanced ref AI, the referee will run up and down the field reacting
realistically and instinctively to fouls, giving advantage for minor
infringements and even stepping in to calm things down when the action gets
heated.

Winning Eleven 8 features improvements on a number of options in the game. An
enhanced training mode allows beginners to learn the basics of soccer as well
as help gamers master the vast depth of play. In addition, Winning Eleven 8
features improvements to the popular Master League, which now has more
strategy through player development and injury, and a new 'My Best Eleven'
option which allows fans to save their greatest teams.

For more information on Winning Eleven 8, go to www.konami.com/winningeleven

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(TM) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today shipped the following Player's Choice, Greatest
Hits and Family Platinum Hits games: * Metal Gear Solid(R): Twin Snakes(TM)
Players Choice - Developed for the GameCube by Silicon Knights with direction
from Hideo Kojima, the game delivers the essence of Metal Gear Solid(R) and
Metal Gear Solid(R)2: Sons of Liberty(TM) into one unique experience. Metal
Gear Solid(R): The Twin Snakes adds elements to the gameplay that were not
available with the original release of Metal Gear Solid(R), such as aiming and
shooting in first person view, hanging from ledges and opening lockers. The
game also features the unforgettable Metal Gear Solid story with enhanced
Metal Gear Solid 2 graphics. Available now as a Players Choice title for the
Nintendo GameCube(TM) for $19.99. * Yu-Gi-Oh!(TM) Duelist of the Roses
Greatest Hits - Originally released in 2003, this game was the first ever
Yu-Gi-Oh! title created for the PlayStation(R)2 computer entertainment system.
It features an expansive storyline, a 3D card movement battle system that
allows control of more than 600 different monsters, over a dozen battles
throughout Europe - each
creating unique battle strategies and the ability to choose to side with Yugi
or Kaiba to determine the course of the game. Available now as a Greatest
Hits title for the PlayStation 2 for $19.99.

* Teenage Mutant Ninja Turtles(R) Family Platinum Hits - Originally released
in 2003 as the first next generation TMNT(TM) title, this game provides fun,
action-based gameplay where players must master ninja butt-kickin' abilities
and hand-to-hand fighting skills. It features stunning cell-shaded graphics,
over 35 intense levels of ninja action, and two modes of gameplay (Story Mode
and VS Mode). Available now as a Family Platinum Hits title for the Xbox(R)
video game system from Microsoft for $19.99.

###

(C) 2005 Mirage Studios, Inc. Teenage Mutant Ninja Turtles (R) and related
logos, names, characters and distinctive likenesses thereof are trademarks of
Mirage Studios, Inc. unless otherwise noted. All Rights Reserved.

(C) 1996 Kazuki Takahashi

Developed by Konami Computer Entertainment Japan, Inc. "KONAMI" is registered
trademark of KONAMI CORPORATION. "THE DUELISTS OF THE ROSES" is a trademark
of KONAMI CORPORATION. 2005 KONAMI CORPORATION

Metal Gear Solid(R) The Twin Snakes(TM) (C) 1987 2005 Konami Computer
Entertainment Japan. KONAMI(R) is a registered trademark of KONAMI
CORPORATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. Nintendo GameCube is
a trademark of Nintendo.

 ------------
Category 8,  Topic 8
Message 29         Thu Mar 17, 2005
KGAGNE [Ken]                 at 10:40 PDT

KONAMI'S TMNT(TM): MUTANT MELEE(TM) ARRIVES AT RETAIL STORES

The Ultimate TMNT(TM) Party Experience Comes to Xbox, GameCube And PC

REDWOOD CITY, Calif. - March 17, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that TMNT(TM): Mutant Melee(TM) for the Xbox(R) video game system from
Microsoft, Nintendo GameCube(TM) and PC have arrived at retail stores
nationwide. The ultimate Teenage Mutant Ninja Turtle(R) party experience,
TMNT(TM): Mutant Melee(TM) offers hours of bashing, crashing and trashing fun
with more than 20 playable characters, a competitive Adventure mode, a ton of
mini games and unlockable content. Gamers can play alone or with up to four
friends and take on the role of their favorite Turtle, Casey Jones(TM), April
O'Neil(TM), Master Splinter(TM) and even the villainous Shredder(TM) in one
of two different modes - Adventure or Melee.

Turtle fans will find a shell full of mini games and extra content in
TMNT(TM): Mutant Melee(TM). Gamers can team up with friends to play modes
such as King of the Hill, where players defend a circle that appears randomly
around a level; Knockout, where the object is to KO as many opponents as
possible; and Last Man Standing, where gamers battle it out to see who is the
toughest brawler of all. As gamers progress through TMNT(TM): Mutant
Melee(TM), they'll be able to unlock background information on the Turtles,
character biographies, original TMNT(TM) comics, hilarious outtakes and
enough artwork and video clips to satisfy even the most rabid Turtles
enthusiasts.

TMNT Mutant Melee is rated "T" for Teen by the ESRB and is available for the
SRP of $19.99. For more information, go to www.konami.com/gs.

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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In West Virginia, an insurance company is paying for people to lose weight -
by playing Dance Dance Revolution:

http://www.cnn.com/2005/HEALTH/diet.fitness/04/04/dancing.away.obesity.ap/index
.html
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KONAMI TO SPONSOR NASPE EVENT AND SHOWCASE DANCE DANCE REVOLUTION(TM) AT THE
2005 AAHPERD CONVENTION

Konami To Highlight DDR's Health Benefits To Nation's Physical Educators

REDWOOD CITY, Calif. - April 12, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc. today announced its
event sponsorship for the NASPE (National Association for Sports and Physical
Education) at this year's AAHPERD or American Alliance for Health, Physical
Education, Recreation and Dance Convention. With its groundbreaking game
series, Dance Dance Revolution (DDR)(TM), Konami has created a fun and
healthy way for children and adults to become more active and realize the
benefits of physical activity. DDR will also be prominently featured at the
2005 AAHPERD trade show (booth # 774). This year's AAHPERD convention is
scheduled to be held April 13th through April 15th at McCormick Place in
Chicago, Illinois. The AAHPERD convention is one of the largest gatherings of
health and physical educators in the nation.

AAHPERD attendees will be able to experience DDR's unique gameplay, which has
been successfully drawing people off couches to groove to the beat of over
100 minutes of energetic dance music. Complete with a special dance pad that
plugs directly into the Xbox(R) video game system from Microsoft or the
PlayStation(R)2 computer entertainment system, DDR delivers a healthy workout
to people of all ages. For those ready to take their exercise experience to
an even greater level, DDR comes with a built-in workout mode that allows
players to track how many calories they burn as they play.

Throughout the convention, Konami will be educating our nation's physical
education teachers on DDR and its associated health benefits. Case study
examples will be provided to show how teachers have incorporated DDR into
their PE curriculum and success stories will be shared about people who have
found benefits from using DDR. Konami will also be encouraging convention
visitors to show off their moves on DDR and even compete with others to win
their very own copy of DDR.

"DDR is not only one of the most innovative video game concepts ever, but it
is also a fun and entertaining way for kids and adults to develop healthy
habits and a fitness-oriented lifestyle," said Jason Enos, product manager,
Konami Digital Entertainment - America. "DDR is unique to the fitness world
because it lets people exercise at their own pace, while still having fun
playing a video game."

Konami will be exhibiting its newest iteration of the game, DDR ULTRAMIX(TM)
2 for the Xbox(R) video game system from Microsoft, at the AAHPERD show in
booth # 774. DDR ULTRAMIX 2 is rated "E" for Everyone by the ESRB and is
available for an SRP of $39.99 for the standalone video game and $64.99 for
the dance mat and video game bundle. To learn more about Dance Dance
Revolution ULTRAMIX(TM)2 and the DDR franchise, please go to:
www.konami.com/gs/ddrultramix2.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
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KONAMI CORPORATION.
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"DDR" is a trademark of KONAMI CORPORATION. (C) 1998 2004 Konami.
"PlayStation" and "PS" Family are registered trademarks of Sony Computer
Entertainment Inc. Microsoft and Xbox are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft. The ratings icon is a
trademark of the Entertainment Software Association. All other trademarks are
the property of their respective owners.
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KONAMI, 4KIDS ENTERTAINMENT AND RAINBOW S.r.l. ANNOUNCE WINX CLUB? LICENSE
AGREEMENT

Konami to Release Video Games Based on Popular Girls Animated Series

LOS ANGELES - May 17, 2005 - Konami Digital Entertainment - America, a
division of Konami Digital Entertainment, Inc., Rainbow S.r.l. and 4Kids
Entertainment, Inc. (NYSE: KDE) today announced a licensing agreement to
publish video games based on the popular girls television series Winx Club?.
The first Winx Club video game is expected to be available fall '05 on the
PlayStation(R)2 computer entertainment system, Nintendo Game Boy(R) Advance
and PC CD-ROM.

The Winx Club, a worldwide TV hit produced by Rainbow S.r.l. in collaboration
with top Italian designers, follows the adventures of five fashion savvy
teenage girls who use their special powers to transform into magical fairies
and save the universe. The Winx Club airs Saturday mornings on 4Kids TV,
4Kids Entertainment's four-hour block of children's programming on FOX.

"Winx Club is a fun new kids-oriented title that will complement Konami's
great line of entertainment games for young audiences," said Geoff Mulligan,
Chief Operating Officer, Konami Digital Entertainment - America. "The
appealing elements of friendship, magic and music will make for an inspiring
video game with a positive and lasting influence on kids."

"We are thrilled with the partnership with Konami and are confident that the
video game will be one of the most sought-after Winx Club merchandise among
the tween girl fans. Being linked with such a strong worldwide partner
clearly enables Winx Club to further enforce its worldwide presence as the
second TV season is launched across the globe," says Iginio Straffi, creator
of Winx Club and founder of Rainbow S.r.l.

"We are dedicated to developing engaging entertainment properties for girls,"
said Alfred R. Kahn, Chairman and Chief Executive Officer of 4Kids
Entertainment. "Winx Club has been successful on 4Kids TV and as the brand
continues to gain popularity, we look to add partners that will deliver the
Winx Club story in ways that are relevant to girls. Girls are one of the
fastest growing segments of the video game industry and Konami's track record
of success made them a clear choice to tap for this endeavor."

Focusing on friendship, love, fantasy, fashion and music, the game is sure to
capture the imaginations of female gamers everywhere. Bloom, an earth girl
who discovers she has fairy powers, finds herself attending Alfea, an
enchanted school that teaches gifted individuals to become fairies. Set in
the mystical world of Magix, players take on the role of this energetic
dreamer who is also the leader of the Winx Club. While exploring the Winx
Club universe, players will solve challenging puzzles, play mini-games and
engage in magic-based battles. As they guide Bloom throughout the game,
players will make lasting friendships, discover Bloom's true origin and
thwart the plans of evil witches from a rival school.

Filled with a cast of extraordinary characters, fans will fall easily into
the game's storyline, which like the series emphasizes communication and
relationships. Taking on the role of Bloom, players will experience the
engaging gameplay filled with community-based activities and collectibles as
well as a wide range of magical moves and spectacular spells that will
provide hours of entertainment. Designed especially with young gamers in
mind, the title includes accessible controls and a seamless help system that
aids players on this exciting journey.

To learn more about the Winx Club video games, please visit the Konami E3
2005 booth in the Los Angeles Convention Center May 18-20.
The Winx Club licensing program also includes dolls from Mattel featuring
mystical light-up wings and lots of fun fairy accessories, trading cards from
Upper Deck, books from Scholastic and shoes at Payless Shoe Source - all
available now at retailers nationwide. To learn more about the Winx Club,
please www.WinxClub.TV <http://www.winxclub.tv/> and www.winxclub.com
<http://www.winxclub.com/>

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/usa> .

About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
television, film, music and home video production and distribution; media
planning and buying; product development; and Web site development. For
further information, please visit the Company's Web site at
www.4KidsEntertainment.com <http://www.4kidsentertainment.com/> .

About Rainbow S.r.l.
Rainbow S.r.l. is a leading European animation producer with an award-winning
team including animation directors, scriptwriters, story-editors, senior
2D&3D animators, special effects operators plus a fully dedicated sales and
licensing department.

Do visit the Rainbow S.r.l. web site for further information: www.rbw.com
<http://www.rbw.com/>

The information contained in this press release, other than historical
information, consists of forward-looking statements within the meaning of
Section 27A of the Securities Act and Section 21E of the Exchange Act. These
statements may involve risks and uncertainties that could cause actual
results to differ materially from those described in such statements.
Although the Company believes that the expectations reflected in such
forward-looking statements are reasonable, it can give no assurance that such
expectations will prove to have been correct. Important factors beyond the
Company's control, including general economic conditions, consumer spending
levels, competition from toy companies, motion picture studios and other
licensing companies, the uncertainty of public response to the Company's
properties and other factors could cause actual results to differ materially
from the Company's expectations.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo GameBoy Advance
are trademarks of Nintendo.
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KONAMI ANNOUNCES NEW KOJIMA PRODUCTIONS TEAM

Three Blockbuster Titles Already Under Development

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 -May 17, 2005 -
Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today announced a new development team will be formed
inside Konami Corporation. On April 1, 2005, Konami Corporation merged and
consolidated its group companies. Accordingly, former Konami Computer
Entertainment Japan West Team, lead by creator Hideo Kojima (Corporate
Officer, Konami Corporation), embarks on a new era as "Kojima Productions"
inside Konami Corporation.

The newly formed Kojima Productions is proud to announce that Metal Gear
Solid 4 is currently in development for the PLAYSTATION(R)3 ( PS3 )
next-generation computer entertainment system from Sony Computer
Entertainment Inc. ( SCEI ). Hideo Kojima's masterpiece, the Metal Gear Solid
(MGS) series, is highly acclaimed worldwide, with its breathtaking graphics,
profound stories, intricate human drama, original game design and superlative
gameplay. Also under development are two other exciting games in the Metal
Gear series -- Metal Gear Solid 3: Subsistence? for the PlayStation(R)2
computer entertainment system and Metal Gear Ac!d 2 for the
PlayStation(R)Portable (PSP?) handheld entertainment system.

"Hideo Kojima's creations are world-renowned for their incredible high
quality," said Kazumi Kitaue, Executive Corporate Officer in charge of
America and Europe at Konami Corporation. "Konami Corporation constructed
Kojima Productions in order to further promote his creativity. Konami will
continue to develop new and exciting game content in order to offer
innovative, interactive entertainment for the next generation of game
consoles. Fans from all over the world will have their eyes focused on the
new adventures Hideo Kojima is creating in MGS4."

From infiltrating enemy compounds and man-made structures in MGS and MGS2, to
the challenges of the jungle environment in MGS3, MGS4 brings a totally new
concept and situation, resulting in the toughest Metal Gear infiltration
mission ever devised. The game is set after the events of MGS2 and players
will reprise the role of top secret agent Solid Snake with appearances by
characters throughout the MGS series. With the addition of online capability,
MGS4 is a leading product for "PS3" and will signal the dawn of a new gaming
era for the MGS series.

"Consolidation within the Konami Corporation has brought about a new
evolution for the Japan West Team," said Hideo Kojima, Corporate Officer at
Konami Corporation. "We will be making a fresh new start as 'Kojima
Productions.' We will emphasize creativity and deliver extremely high quality
productions. I believe that creating games that maximize entertainment value
is essential to the growth of the video game industry. We hope you will look
forward to Metal Gear Solid 4 as the first of many new endeavors from Kojima
Productions."

Kojima Productions combines the strengths of producer/director Hideo Kojima,
producer Kenichiro Imaizumi, director Shuyo Murata, and character designer
Yoji Shinkawa. Kojima Productions will concentrate its efforts and experience
to take full advantage of the hardware capabilities of SCEI's next-generation
console, infusing the world of Metal Gear Solid with completely new game
designs

Updates regarding Kojima Productions will be posted periodically on the
following website:

Kojima Productions Official Homepage: http://www.konami.jp/kojima_pro/.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs> .

# # #
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KONAMI TO RELEASE VIDEO GAME BASED ON AARDMAN AND DREAMWORKS' WALLACE &
GROMIT: THE CURSE OF THE WERE-RABBIT MOVIE

New Wallace & Gromit Video Game Adds to Konami's Strength As A Premiere
Publisher of Blockbuster Properties

REDWOOD CITY, Calif. - July 20, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that it will publish the official video game based on Aardman Animation's and
DreamWorks' upcoming movie, "Wallace & Gromit: The Curse of the Were-Rabbit."
With huge free-roaming gaming environments, inventive action, plentiful
gadgets, numerous mini games and humorous visuals that reproduce the
distinctive look of the film, the game perfectly captures the fun, zany and
imaginative world of Wallace and Gromit.

The cheese-loving Wallace (voiced by Peter Sallis) and his loyal dog, Gromit,
make their silver screen debut in "Wallace & Gromit: The Curse of the
Were-Rabbit," a tale of giant vegetables, terrifying lupine beasts, and
inventions gone awry. The film centers on the annual Giant Vegetable
Competition, which Wallace and Gromit have been protecting with their latest
'Anti-Pesto' company, which keeps rabbits away from the would-be winning
vegetable. However, a huge, veg-eating beast starts to terrorize the
neighborhood and is destroying the prize exhibits. Wallace and Gromit are
hired to save the day.

Konami's Wallace & Gromit: The Curse of the Were-Rabbit video game closely
follows the events of the Aardman and DreamWorks film, with players using
cooperative modes to guide any pairing of Wallace, Gromit or their rabbit
friend, Hutch, through four huge areas. Players are given free reign of the
area as they attempt to solve the problems of the Giant Vegetable
Competition. Their mission takes them from the seaside to suburbia as they
venture out at night to confront the beast responsible for the
vegetable-based carnage.

"Wallace and Gromit is an international property that has the rare ability to
appeal to both children and adults, making it an excellent entertainment
choice for the entire family," said Geoff Mulligan, Chief Operating Officer
at Konami Digital Entertainment - America. "Bringing Wallace and Gromit's
first motion picture to life in an interactive world makes for an ideal video
game experience that will appeal not only to fans of the property but gamers
of all ages and abilities."

"The game has given us the opportunity to create a more adventurous
environment for the characters," commented Nick Park, Creator and Director of
Wallace & Gromit. "Deeper storylines, that couldn't be accommodated in the
film, have been developed are there ready to be explored. The Were-Creatures,
for example, was a theme we would have loved to include in the film. I'm
delighted to say that they are here in the game".

The game is developed in the UK by Frontier Development, the makers of
previous of Wallace & Gromit video games as well as the acclaimed Roller
Coaster Tycoon series.

For more information, please go to: www.konami.com/gs.


About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
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KONAMI DIGITAL ENTERTAINMENT ACQUIRES INTERACTIVE GAME RIGHTS FOR THE HIT
FRANCHISE AMERICAN IDOL

Leader in Music Video Games To Publish Titles For
Current And Next Generation Video Game Systems Based On
America's Most Watched Television Show

LOS ANGELES - July 25, 2005 - Konami Digital Entertainment, Inc., today
announced a multi-year agreement with FremantleMedia Licensing Worldwide,
Americas (FLW, Americas), the U.S. licensing division of FremantleMedia, one
of the largest international creators and producers of program brands in the
world and the co-producer and licensor of American Idol, that gives the
company the exclusive interactive video game rights for American Idol.
Pursuant to the agreement, FLW, Americas grants Konami the rights to develop
games for current and next generation video game systems based on America's
number one television program. The games will be distributed throughout
America, Canada and Latin America with more details to be revealed at a later
date.

"Not only is American Idol one of the biggest television programs in the
U.S., but its format lends itself perfectly for making compelling video
games," said Kazumi Kitaue, Chairman and CEO of Konami Digital Entertainment,
Inc. "With Konami's leadership and expertise in music video games and
American Idol's popularity and strength as a recognized franchise, this is a
powerful synergy that will greatly benefit the consumer."

American Idol, which just completed its fourth season in May 2005, continues
to dominate television ratings and break viewership records. Last season's
finale, produced by FremantleMedia and 19TV for the Fox network in the US,
saw 30.3 million viewers tune in to watch Carrie Underwood be crowned as the
newest American Idol. The debut of American Idol's fifth season will air this
fall.

David Luner, Vice President Licensing for FLW, Americas, added, "The Idols
format has already proven itself successful in a variety of categories
including electronics, toys & games, wireless and online applications. We
look forward to establishing a solid presence in the video games market with
an industry leader like Konami."

As the industry leader in music video games, Konami has a strong line-up of
titles that allow gamers to sing, dance, and mix music all in the comfort of
their own living rooms. Among its catalog of top music games, Konami
publishes the highly-acclaimed singing game Karaoke Revolution and the number
one dance game, Dance Dance Revolution. Next year Konami will also release
beatmania -- the first-ever DJ simulation game created for the
PlayStation(R)2 computer entertainment system.

For more information, please visit: http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs> .

About American Idol
Five-time Emmy Award-nominee AMERICAN IDOL was created by Simon Fuller of
19TV and developed by FremantleMedia. Executive producers are Simon Fuller
and Nigel Lythgoe for 19TV and Cecile Frot-Coutaz and Ken Warwick for
FremantleMedia North America. 19 also manages such leading musical artists as
Annie Lennox, Will Young, Kelly Clarkson, and Fantasia. FremantleMedia North
America is one of America's foremost producers of reality-based entertainment
programming for television, and has produced the IDOL format in more than 30
countries worldwide.

About FremantleMedia
FremantleMedia Licensing Worldwide, Americas (FLW, Americas) is the US
licensing arm of FremantleMedia, one of the largest international creators
and producers of program brands in the world, with leading prime time drama,
serial drama, entertainment and factual entertainment programming in over 40
territories. FLW, Americas exploits FremantleMedia's many strong brands
including the award winning, American Idol, the world's longest running game
show The Price Is Right, the ever-popular Family Feud, and other classic game
shows across multiple off-screen platforms including merchandising campaigns,
interactive and wireless support, home entertainment and music publishing
www.fremantlemedia.com <http://www.fremantlemedia.com/>

About 19 Entertainment
19 is recognized as a leading creator, provider and promoter of globally
successful, music based entertainment, or "Entertainment Brands". 19 has
attracted a unique collection of expertise in people who work together to
integrate and leverage activity across television, music film, merchandising,
music publishing, recording, artist/writer and producer management,
sponsorship and promotion. To date, 19 has been involved in the creation of
101 Number 1 singles and 81 Number 1 albums with an impressive tally of 233
Top 40 albums and 389 Top 40 singles.

###
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DDR Extreme Soundtrack Nominated for MTV Video Music Award

MTV has just announced that the soundtrack from the best-selling dance video
game, Dance Dance Revolution Extreme(tm), has been nominated for an award in
the "Best Video Game Soundtrack" category for the MTV Video Music Awards
(occurring on August 28th). It is exciting to see this category be a part of a
world-renowned entertainment awards show like the MTV VMAs and Konami is
honored to receive this nomination alongside other top video games. Head on
over to the MTV.com website to see the full details on the "Best Video Game
Soundtrack" award and nominees.

Link to MTV Music Awards voting page:
http://www.mtv.com/onair/vma/2005/index.jhtml#/onair/vma/2005/nominees/category
.jhtml?cat=523
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WARNER BROS. INTERACTIVE ENTERTAINMENT AWARDS KONAMI DIGITAL ENTERTAINMENT
VIDEO GAME RIGHTS FOR XIAOLIN SHOWDOWN

Video Games Will Be Based on Top-Rated Warner Bros. Animation Series

LOS ANGELES - July 26, 2005 - Konami Digital Entertainment, Inc. has entered
a multi-year license agreement with Warner Bros. Interactive Entertainment to
develop and publish games based on the Warner Bros. Animation hit kids'
television series Xiaolin Showdown for multiple video game systems.

Currently in its second season on Kids' WB!, Xiaolin Showdown is consistently
rated among the top 10 television programs with boys 9-14 years old. Xiaolin
Showdown is also a growing phenomenon internationally as it currently airs in
Brazil, Hong Kong, Italy, New Zealand, Mexico, and parts of Central and South
America.

"Warner Bros.' Xiaolin Showdown has exhibited tremendous momentum since its
launch in North America in 2003, and the program has all of the elements to
make an exciting video game," said Kazumi Kitaue, Chairman and CEO of Konami
Digital Entertainment, Inc. "As the property mixes fantasy and adventure with
action and comedy, it also fits extremely well with Konami's strong catalog
of anime and mass market franchises."

"The increasingly popular, action packed Xiaolin Showdown is an ideal
property to bring into the interactive space," said Jason Hall, Senior Vice
President of Warner Bros. Interactive Entertainment. "The game will feature
new, hilarious adventures based on the show, allowing fans and gamers to
interact with and play as their favorite characters."

Xiaolin Showdown is a mystical Kung Fu action-adventure comedy that follows
Omi, a Kung Fu monk who leads three young dragons-in-training on
globetrotting adventures. Their mission is to search and protect the Shen
Gong Wu - mystical power objects - from a band of villains led by Evil Boy
Genius.

For more information, please visit: http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

About Warner Bros. Interactive Entertainment
Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a developer of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

###
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KONAMI ANNOUNCES WORLD SOCCER WINNING ELEVEN 9

World's Top Soccer Franchise Goes Online For The First Time

REDWOOD CITY, Calif. - August 17, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced it
will release World Soccer Winning Eleven 9 in North America for the
PlayStation(R)2 computer entertainment system, Xbox(R) video game and
entertainment system from Microsoft, PSP (PlayStation(R)Portable) system and
PC CD-ROM. Slated for a Winter 2006 release, the new edition combines the
attention to detail that has been the series' hallmark along with new
formations, Master League enhancements and - for the first time ever - online
play.

"The Winning Eleven franchise continues to capture all of the subtleties that
make soccer the world's top sport," said Wilson Cheng, Product Manager at
Konami Digital Entertainment - America. "All of the new enhancements help
bring the experience to a new level of perfection. Winning Eleven 9 is
destined to go down in history as the greatest soccer video game to date."

The world's best selling soccer video game franchise, Winning Eleven 9,
shoots and scores with the renowned on-the-money controls that create the
most authentic soccer experience in gaming history. Featuring real players, a
large variety of licensed teams, photo-realistic graphics, and a huge variety
of stadiums, gamers will be able to re-create the same excitement that
surrounds the world's most popular sport.

Winning Eleven 9 will feature full team rosters and official kits for all
clubs playing in the Italian Serie A, Spanish La Liga and Dutch Eredivisie
leagues, and also some of the world's biggest clubs from famous European
leagues. New additions include English champions Chelsea and runners-up
Arsenal, while the 'Old Firm' Scottish clubs of Rangers and Celtic will also
be included. Norwegian Champions Rosenburg will also be joined by Portuguese
giants FC Porto, Turkey's Galatasaray SK, Denmark's FC Kopenhagen, Ukraine's
Dynamo Kiev, and Djurgarden from Sweden.

Players will also be able to compete on a more global level with the game's
new Online Mode. With this option, players from around the country can go
head-to-head, using Master League teams if they choose. Online players can
even qualify and play in tournaments they put together themselves.

Additionally, this year's version includes the genre's most detailed Master
League and a variety of other modes that are certain to thrill even the most
discriminating soccer fans. Winning Eleven's already-deep Master League mode
has been tweaked, primarily when it comes to player conditioning. A new
training system adds more depth while player development has more variation
than ever before, giving virtual managers more ways to build their team for
success.

Taking the Winning Eleven franchise to legendary status will be a series of
all-new features including additional formations to be employed on the pitch
- such as "Wing Back" and "Second Striker." Through the use of all-new motion
capture, Winning Eleven 9 will also boast new player motions that will
imitate the moves and look of the players down to the smallest detail.
Additionally, those who have mastered the previous versions' harsh weather
including rain and scorching heat, will have an all-new obstacle from Mother
Nature to overcome: snow. In the freezing cold, players can actually see
their breath as they fight conditions down the frozen field.

Rounding out the new features in Winning Eleven 9 is the Memorial Match,
which allows gamers to save results from non-AI "VS." matches. Cumulative
match records and winning points can be logged for up to 20 people.

Winning Eleven 9 has not yet been rated by the ESRB. For more information,
please visit: http://www.konami.com/ <http://www.konami.com/deathjr> gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs>

###

(C)1996 JFA
(C)2002 JFA.MAX
(C)2001 Korea Football Association
Special thanks to SEJIN, MUKTA, Eunho, Denis for Korea National Team
data"adidas", the adidas logo, the 3-Stripe trade mark are registered trade
marks of the adidas-Salomon group, used with permission
the use of real player names and likenesses is authorised by FIFPro and its
member associations.
Officially licensed by Eredivisie CV
Gioco ufficialmente concesso in licenza della LEGA NAZIONALE PROFESSIONISTI
Campeonato Nacional de Liga 05/06 Primera y/o /Segunda DivisiOn Producto bajo
Licencia Oficial de la LFP "The Arsenal crest, Arsenal logotype and cannon
are trademarks of Arsenal Football Club Plc and the Arsenal group of
companies and are used under license. TM & (C) 2005 The Arsenal Football Club
plc. Licensed by Granada Ventures." All other copyrights or trademarks are
the property of their respective owners and are used under license.
(C)2005 KONAMI

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo
may be required (sold separately). Microsoft and Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United States and/or
other countries and are used under license from Microsoft.
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KONAMI DIGITAL ENTERTAINMENT, INC. LICENSES INTERACTIVE GAMES BASED ON MARVEL
ENTERPRISES, INC./ UPPER DECK COMPANY TRADING CARD GAME

Gaming Industry Leader Adds Property To Its Stable Of Hugely Successful
Trading Card Based Video Games

LOS ANGELES - August 17, 2005 - Konami Digital Entertainment, Inc. announced
today a multi-year agreement with Marvel Enterprises, Inc. and Upper Deck
Entertainment that gives Konami exclusive worldwide interactive rights to
develop games for current and next generation video game systems based on
Upper Deck Entertainment's best-selling Marvel Trading Card Game. This is the
latest addition to Konami's collection of interactive trading card based
properties, which also includes the tremendously successful Yu-Gi-Oh! series.

The Marvel Trading Card Game is a trading card game (TCG) developed by Upper
Deck Entertainment, which uses the highly popular "Vs. System" game engine
designed to support traditional one-on-one dueling competitions with popular
Marvel comic book characters. In addition to the rights for developing this
property into a video game for both online and offline formats, Konami also
secured the license to incorporate Marvel character content into the game --
including content based on The Incredible Hulk, Spider-Man, the X-Men, the
Avengers and the Fantastic Four.

"The Marvel characters are among the most recognizable icons in popular
culture, with a significant presence across all media," said Kazumi Kitaue,
Chairman and CEO of Konami Digital Entertainment, Inc. "When combined with
Konami's experience in developing successful video games based on trading
card properties, this will give consumers a powerful new way to interact with
some of their favorite Marvel characters, especially as the online community
expands."

"The Vs. System utilizes the strengths of the Marvel characters and universe
in a unique and compelling way," said Jerry Bennington, Vice President of
Entertainment at Upper Deck. "Upper Deck Entertainment is excited to be
working with industry giants such as Konami and Marvel Enterprises on this
amazing project."

"Given the vast popularity of the "Marvel Vs." card game, we are very excited
to be working with both Upper Deck and Konami in bringing "Marvel Vs." to the
world of interactive gaming," said Ames Kirshen, Vice President, Interactive
at Marvel Enterprises.

Since its release in 2003, the Marvel Trading Card Game has been one of the
top-selling TCG's in the market, and has been honored with such awards as
Inquest Gamer Magazine's 2005 Fan Award, and GAMA's 2005 Gamer's Choice
Award. Using the innovative Vs. System, the game allows players to build some
of the most power-packed decks around the some of the strongest characters in
the comic universe. Development of the game included testing by top
professional TCG players from around the world to ensure that the Vs. System
is carefully balanced for high-level competition, as well as casual play.

For more information, please visit: http://www.konami.com/gs
<http://www.konami.com/gs> .

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs> .

About Marvel Enterprises, Inc.
With a library of over 5,000 characters, Marvel Enterprises, Inc. is one of
the world's most prominent character-based entertainment companies. Marvel's
operations are focused in three areas: licensing and entertainment (Marvel
Studios), comic book publishing and toys. Marvel facilitates the creation of
entertainment projects, including feature films, DVD/home video, video games
and television programming based on its characters and also licenses its
characters for use in a wide range of consumer products and services
including apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its publishing segment that
continues to expand its leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property.

About The Upper Deck Company

Founded in 1988, The Upper Deck Co., LLC is a premier sports and
entertainment publishing company that delivers a portfolio of relevant,
innovative and multi-dimensional product experiences to collectors, sports
and entertainment enthusiasts. For more information on Upper Deck or the
company's products, please visit www.upperdeck.com
<http://www.upperdeck.com/> .

Upper Deck Entertainment is a division of Upper Deck Company -- a premier
sports/ entertainment publishing company which delivers a portfolio of
relevant, innovative and multidimensional product experiences to collectors
and sports and entertainment enthusiasts. For more information on UDE, please
log onto www.upperdeckentertainment.com
<http://www.upperdeckentertainment.com/> .

Upper Deck Entertainment, and the design are trademarks of the Upper Deck
Company, LLC. All rights reserved.

MARVEL, The Incredible Hulk, Spider-Man, the X-Men, the Avengers, the
Fantastic Four and all related Marvel characters are and trademarks of Marvel
Characters, Inc., and are used with permission. Copyright 2005 Marvel
Characters, Inc. All rights reserved. www.marvel.com <http://www.marvel.com/>
.
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KONAMI TAPS AT&T TO HOST INTERNET GAMING PLATFORM

SAN FRANCISCO -- AT&T today announced that Konami Digital Entertainment Inc.,
a leading developer and publisher of computer and video games, has selected
AT&T to provide a managed hosting solution for the company's online gaming
platform in North America.

Under terms of the multi-year agreement, AT&T will host and provide
around-the-clock monitoring of Konami's online gaming platform, which will
allow multiple users to play each other in real time over the Internet. The
AT&T solution also supports Konami's business continuity plan by providing
automatic data backup and rerouting for the company's primary data center in
Tokyo, Japan.

"AT&T has the reliable, robust infrastructure we need to launch into the
online gaming market," said Daniel Laskowski, director of the North America
Data Center for Konami Digital Entertainment. "And AT&T's numerous locations
worldwide provide Konami with future growth possibilities internationally."

AT&T will host Konami's gaming platform at its Bay Area Internet Data Center
(IDC). AT&T operates 26 IDCs around the world.

# # #

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About AT&T
For more than 125 years, AT&T (NYSE "T") has been known for unparalleled
quality and reliability in communications. Backed by the research and
development capabilities of AT&T Labs, the company is a global leader in
local, long distance, Internet and transaction-based voice and data services.
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DANCE DANCE REVOLUTION EXTREME WINS BEST VIDEO GAME SOUNDTRACK AT MTV'S 2005
VIDEO MUSIC AWARDS

REDWOOD CITY, Calif. August 29, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Dance Dance Revolution EXTREME(TM) (DDR EXTREME) won the best video game
soundtrack award at this year's MTV Video Music Awards (VMAs), which occurred
on Sunday, August 28, 2005 in Miami, Florida.

"It's a great honor to receive this prestigious award, especially among all
the other top video games in this category," said Jason Enos, product manager
for Konami Digital Entertainment - America. "DDR is all about the music and
that is why Konami spends so much time and effort ensuring that each new DDR
game includes the best possible collection of songs. We are deeply
appreciative of the recognition from MTV as well as the fans of DDR."

DDR EXTREME is part of Konami's multi-million selling Dance Dance Revolution
series of video games. Dance Dance Revolution is an interactive game that is
sweeping through living rooms across the nation. The brand has received
tremendous acclaim due to its simple concept, high energy music, and
fun-filled gameplay that gets users off the couch and provides a healthy and
energetic workout. The premiere dancing game in which players move their body
to upbeat tunes while allowing them room to exhibit their own innovative
flare and original dance moves, DDR combines quick reflex action with
pulsating dance music for intense 'get-up-and-play' fun. Players are
challenged to match their dance steps with the flashing arrows on the screen
while keeping up with the high-energy beat of the music.

DDR EXTREME contains a diverse roster of over 65 songs totaling more than 100
minutes of hit music.

DDR EXTREME is rated "E" for Everyone by the ESRB and is available for an SRP
of $39.99 for the standalone video game and $59.99 for the dance mat and
video game bundle. The next title in the series, DDR EXTREME(TM) 2, is
scheduled to ship September 27, 2005 for the PlayStation(R)2 computer
entertainment system. For more information, please visit: www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

"Dance Dance Revolution EXTREME" is a trademark of KONAMI CORPORATION.
"KONAMI" is a registered trademark of KONAMI CORPORATION. (C) 1998 2005
KONAMI. The ratings icon is a registered trademark of the Entertainment
Software Association. "PlayStation" and the "PS" Family are registered
trademarks of Sony Computer Entertainment Inc.
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KONAMI SHIPS TWO NEW TITLES FROM ITS BELOVED FROGGER FRANCHISE TO RETAIL
STORES NATIONWIDE

Frogger Helmet Chaos Jumps To The PSP System And Nintendo DS
While Frogger: Ancient Shadow Hops Onto PlayStation 2, Xbox, And Nintendo
GameCube

REDWOOD CITY, Calif. - September 27, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped two
new titles from its Frogger franchise. One of the most popular video game
icons of all time, Frogger makes his debut on the Nintendo DS(tm) with the
release of Frogger(R) Helmet Chaos(tm) and will be shipping one day later on
the PSP(tm) (PlayStation(R)Portable) system. Additionally, Frogger(R):
Ancient Shadow(tm) brings the classic "hop-n-dodge" gameplay to the
PlayStation(R)2 computer entertainment system, Xbox(R) video game and
entertainment system from Microsoft and Nintendo GameCube(tm). Each title
features innovative gameplay, new characters, and dynamic environments, with
more levels than previous games in the franchise.

"We have listened to the fans of the series and incorporated features people
have been clamoring for, including the ability to unlock the classic 1981
Frogger arcade game," said Wyman Jung, Associate Product Manager, Konami
Digital Entertainment - America. "The new Frogger games bring new colorful
and exciting gameplay as well as an element of nostalgia that is sure to
please gamers of all ages."

In Frogger Helmet Chaos, an evil force is threatening Frogger's home, Firefly
Swamp, and the nearby Kingdom of Bunnington Hollow. The first 3D handheld
game for the Frogger franchise with 3D environments and traditional 2D
gameplay, Frogger Helmet Chaos delivers up to four player multiplayer action
by utilizing the Nintendo DS wireless capabilities and the PSP system's
wireless support. Gamers can unlock new playable characters, each with their
own special abilities and moves, on more than 30 levels of play.
Additionally, players can use the one-of-a-kind Nintendo DS touch screen for
mini-games.

Frogger Ancient Shadow merges classic Frogger gameplay with platforming
elements to deliver an exciting new challenge for up to four players. Join
Frogger in Firefly Swamp where a dark secret has recently been uncovered.
When Dr. Wani tries to resurrect an ancient evil force, it's up to Frogger to
save the day. The game boasts a wide range of character moves that allow
players to climb walls, double jump, tongue grab and more, as well as
incorporating passwords that allow gamers to unlock content on the handheld
system versions. As an added bonus, the soundtrack is composed by Mutato
Muzika, the composer for Crash Bandicoot and the Rugrats theme song.

Frogger captured the hearts of gamers everywhere when it first appeared in
arcades in 1981. More than 20 years later with over seven million games sold
to date, Frogger continues to be one of the most memorable and well known pop
culture icons.

Frogger Helmet Chaos is available for the PSP system and Nintendo DS for an
SRP of $29.99 and rated "E" for Everyone by the ESRB. Frogger Ancient Shadow
is available for the PlayStation 2, Xbox and Nintendo GameCube for an SRP of
$29.99 and rated "E" for Everyone by the ESRB. For more information on the
game, please visit: http://www.konami.gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(tm) may be required (sold separately). Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft.
Nintendo GameCube and Nintendo DS are trademarks of Nintendo. All other
trademarks are the property of their respective owners.

 ------------
Category 8,  Topic 8
Message 43         Wed Sep 28, 2005
KGAGNE [Ken]                 at 15:25 PDT

KONAMI SHIPS WALLACE & GROMIT: THE CURSE OF THE WERE-RABBIT TO RETAIL STORES
NATIONWIDE

Game Brings Action and Humor To The PlayStation 2 And Xbox, Based On The
Highly-Anticipated Wallace and Gromit Feature Film

REDWOOD CITY, Calif. - September 28, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped the
official video game based on Aardman Animations' and DreamWorks Animation's
upcoming movie, "Wallace & Gromit: The Curse of the Were-rabbit," for the
PlayStation(r)2 computer entertainment system and the Xbox(r) video game and
entertainment system from Microsoft.  With free-roaming environments,
inventive action, clever gadgets, and humorous visuals, the game reproduces
the distinctive look of the film and emulates the zany world of Wallace and
Gromit.

The cheese-loving Wallace (voiced by Peter Sallis) and his loyal dog, Gromit,
make their silver screen debut in "Wallace & Gromit: The Curse of the
Were-rabbit," a tale of giant vegetables, terrifying lupine beasts, and
inventions gone awry. The film centers on the annual Giant Vegetable
Competition, which Wallace and Gromit have been protecting with their latest
'Anti-Pesto' company as they attempt to keep rabbits away from the would-be
winning vegetable. However, a huge, veg-eating beast starts to terrorize the
neighborhood by destroying the prize exhibits and Wallace and Gromit are
hired to save the day.

Konami's Wallace & Gromit: The Curse of the Were-rabbit video game closely
follows the events of the film and includes creative input from director,
Nick Park. Additionally, players can use a two-player cooperative mode in the
game to guide any pairing of Wallace, Gromit or their rabbit friend, Hutch,
through huge areas. Players are given free reign of the areas as they attempt
to solve the problems of the Giant Vegetable Competition. Their mission takes
them from the seaside to suburbia as they venture out at night to confront
the beast responsible for the vegetable-based carnage.

"Wallace & Gromit: The Curse of the Were-rabbit brings the hilarious world of
Wallace and Gromit to life," said Erica Mason, Group Manager at Konami
Digital Entertainment - America. "The world is at the player's disposal and
they will be challenged to save the town's vegetables through whatever means
possible."

Gamers will play as one of three playable characters in ridding the town of
its rabbit infestation. Through quickplay mode, a second player can join and
leave the game at any point to help save the town without interrupting
gameplay.  As they travel through free-roaming landscapes players will use a
multitude of innovative gadgets. Facing an array of challenges, gamers will
meet and interact with characters from the film alongside an extensive new
cast of Aardman characters.  Each character has a series of challenging tasks
to perform and can earn valuable anti-pesto cards. Collect anti-pesto cards
to unlock new content and an information system.  Enhancing the excitement is
entry into the Fairgrounds where players can try the attractions, ride the
rides, and even fly the plane in a gripping finale shoot-out.

The game is developed in the United Kingdom by Frontier Development, the
makers of previous of Wallace & Gromit video games as well as the acclaimed
Roller Coaster Tycoon series.

Wallace & Gromit: The Curse of the Were-rabbit is available for the
PlayStation(r)2 computer entertainment system and the Xbox(r) video game and
entertainment system from Microsoft for the SRP $39.99 and rated "E" for
Everyone by the ESRB.  For more information on the game, please visit:
www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.


###

"PlayStation" and the "PS" Family are registered trademarks of Sony Computer
Entertainment Inc. Microsoft and Xbox are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.  All other trademarks
are the property of their respective owners.

 ------------
Category 8,  Topic 8
Message 44         Thu Sep 29, 2005
KGAGNE [Ken]                 at 15:59 PDT

KONAMI DIGITAL ENTERTAINMENT AND 24 HOUR FITNESS JOIN FORCES TO BRING THE
HEALTH BENEFITS OF DANCE DANCE REVOLUTION(R) TO PEOPLE NATIONWIDE

In First Of Its Kind Partnership, DDR To Become Featured Activity In 24 Hour
Fitness Kids Clubs Nationwide

DDR Extreme 2(tm) and DDR Ultramix 3(R) Bundle Packs To Include Coupon For
30 Day Free Trial At All Participating 24 Hour Fitness Locations

REDWOOD CITY, Calif. - September 29, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced a
promotional partnership with 24 Hour Fitness that will help kids and adults
nationwide get in shape, while having fun. As part of the promotion, 24 Hour
Fitness will add the excitement of Dance Dance Revolution(R) to their Kids'
Clubs. Additionally, Konami will package a coupon for a 30 day pass to any
participating 24 Hour Fitness within its bundle packs of Dance Dance
Revolution EXTREME 2(tm) for the PlayStation(R)2 computer entertainment
system and Dance Dance Revolution Ultramix(R) 3 for the Xbox(R) video game
and entertainment system from Microsoft. The coupon will initially appear
with the launch of DDR EXTREME 2(tm) at the end of September and will be
valid through the end of March 2006. The Xbox version hits stores in
November, offering gamers a second chance to tryout a 30 day membership at a
24 Hour Fitness facility.

"Bringing the health and fitness benefits of DDR to 24 Hour Fitness is an
unbeatable combination in helping kids and adults stay in shape while having
fun," said Clara Gilbert, Director of Business Partnerships at Konami Digital
Entertainment - America. By placing DDR in 24 Hour Fitness locations we
strive to help kids and adults achieve their fitness goals in an
unintimidating and fun way.

Since first introduced to North American video game consoles in 2001, Dance
Dance Revolution(R) has sold over three million units across all platforms.
DDR has created a fitness phenomenon that has received a tremendous amount of
recognition for helping people of all ages lose weight and achieve better
health. Each version of the game has a Workout Mode that allows users to
track calories burned and monitor their own fitness regiment. DDR has truly
created a new trend in gaming that takes players off of the couch and away
from the joystick. DDR has recently been introduced into the physical fitness
curriculum in multiple school districts throughout the United States.
Additionally, DDR is a valuable tool used in numerous research studies on
fighting childhood obesity.

24 Hour Fitness will utilize DDR at new club grand openings and will promote
DDR and its workout benefits to all employees and members. With this
partnership, 24 Hour Fitness and Konami are bringing a new and exciting way
for individuals to lose weight and stay in shape. DDR has made a huge splash
in personal fitness at home and now it's going to expose even more
individuals to its health benefits at 24 Hour Fitness locations across the
nation.

About Dance Dance Revolution
The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The first game console
version of the game was released in Japan in April 1999 for the
PlayStation(R) game console and sold more than 3 million units cumulatively.
DDR hit the U.S. arcades that next year, and in March 2001, Konami introduced
Dance Dance Revolution(R) for the PlayStation game console, which developed a
massive fan base. Subsequent releases in the U.S. include Dance Dance
Revolution Disney Mix and Dance Dance Revolution KONAMIX(R), released for the
PlayStation game console, DDRMAX Dance Dance Revolution(R), DDRMAX2 Dance
Dance Revolution and Dance Dance Revolution EXTREME(tm) released for the
PlayStation 2, and Dance Dance Revolution ULTRAMIX(R) and Dance Dance
Revolution ULTRAMIX(R) 2, released for the Xbox. In January 2005, cumulative
worldwide sales of the Dance Dance Revolution(R) series had exceeded 7.5
million units.

For more information, please visit: http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

About 24 Hour Fitness
Headquartered in San Ramon, Calif., 24 Hour Fitness, an innovative leader in
the health and fitness industry, serves more than 3 million members in over
330 clubs across 16 different states and four countries in Asia. Founded in
1983 as a one-club operation by Chairman and CEO Mark S. Mastrov, 24 Hour
Fitness pioneered the concept of making fitness accessible, affordable and a
way of life for everyone. Supporting the communities it serves, 24 Hour
Fitness sponsors many charitable events and organizations including the 2004
- 2008 U.S. Olympic Teams, American Cancer Society and the Magic Johnson,
Andre Agassi and Lance Armstrong Foundations. Please call 1-800-204-2400 or
visit www.24HourFitness.com for more information and to find the location
nearest you.

###

"KONAMI", "BEMANI", "Dance Dance Revolution" and "Dance Dance Revolution
ULTRAMIX" are registered trademarks of KONAMI CORPORATION. "Dance Dance
Revolution EXTREME" is a trademark of KONAMI CORPORATION. (C)1998 2005
KONAMI. Developed & Published by Konami Digital Entertainment, Inc. under
license from Konami Corporation. USP 6450888 "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft. All other trademarks are the property of
their respective owners.

The ratings icon is a registered trademark of the Entertainment Software
Association.
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KONAMI'S FROGGER AND CASTLEVANIA IN THE RUNNING FOR A STAR ON SAN FRANCISCO'S
"WALK OF GAME" AT THE METREON

Gamers To Decide On Frogger's and Castlevania's Place Among Gaming Industry
Elite

FOR IMMEDIATE RELEASE
REDWOOD CITY, Calif. - October 11, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that its Frogger(R) and Castlevania(R) franchises have been officially
nominated and in the running to receive a commemorative star on the Walk of
Game. Located at San Francisco's Metreon, Walk of Game is the
first-of-its-kind landmark dedicated to honoring the icons and pioneers of
the interactive entertainment industry. Walk of Game inaugural winners
include Nolan Bushnell, Shigeru Miyamoto, Halo, Link (The Legend of Zelda),
Mario and Sonic The Hedgehog.

Throughout the month of October, gamers worldwide are encouraged to cast
their votes once a day for Frogger and Castlevania at www.walkofgame.com.
These votes will determine the next set of inductees to receive a permanent
24" x 24", customized steel star on "The Walk" that will forever memorialize
their impact on video game culture. Voting closes at 11:59 p.m. on October
31, 2005. The final 2006 inductee list will be announced in November 2005.

About FROGGER
Since its launch as a smash hit more than two decades ago, Frogger has
evolved into one of the most recognizable and beloved video game franchises
of all time. Today, Konami's Frogger franchise inspires a whole new
generation of gamers worldwide with exciting new releases for all major video
game platforms. Frogger has sold more than 20 million video game units
worldwide, with over 5 million in the US alone! Konami first released Frogger
as an arcade game in 1981. The objective was to scoot a friendly frog across
a busy five-lane highway, over a perilous river, and land on peaceful lily
pads. The simple, yet addictive gameplay made Frogger accessible to players
of all skill levels, allowing it to quickly develop an immense fan base and
become an instant success.

About CASTLEVANIA
Since the original Castlevania(R) established itself as one of the premiere
video game franchises in 1986 on the NES (Nintendo Entertainment System(TM)),
the series has continued to thrill gamers over the years with numerous
iterations on multiple video game platforms. The Castlevania series follows
the adventures of the Belmont Clan, a long line of Vampire hunters, as well
as other heroes whose only charge is to combat the fearsome forces of the
evil Dracula. Epic storylines, a wide array of monsters to battle, and
classic gameplay that has been refined throughout the years, have helped
Castlevania earn a prominent place in videogame history.

To learn more about the Frogger or Castlevania video game franchises, please
visit Konami's website at http://www.konami.com/gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About Metreon
Metreon is a 350,000 square-foot entertainment center located at Fourth and
Mission Streets in the hear of downtown San Francisco, which features an
eclectic mix of the Bay Area's best restaurants, shopping venues, theatres,
and entertainment destinations, including the West Coast's largest IMAX
theatre.

###

CASTLEVANIA(R) is a registered trademark of KONAMI CORPORATION. (C) 1986 2005
KONAMI. KONAMI(R) is a registered trademark of KONAMI CORPORATION. ALL RIGHTS
RESERVED.

"Frogger" is a registered trademark of KONAMI CORPORATION. (C) 1981 2005
KONAMI.

Nintendo Entertainment System is a trademark of Nintendo. All other
trademarks are the property of their respective owners.
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Now open: Mr. Hideo Kojima, acclaimed creator of the Metal Gear video game
series, has translated five recent entries of his personal blog into English.
Learn about Mr. Kojima's interest in comics, music, food, as well as the
research that the Metal Gear team goes through to make their games so
amazingly authentic. Lots of good "food for thought" to digest and very
interesting day to day narration of the work that goes on behind the scenes
at one of the most innovative studios in the industry - Kojima Productions.
Check it out here:

HIDEOBLOG -  http://www.blog.konami.jp/gs/hideoblog_e/
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KONAMI'S TEENAGE MUTANT NINJA TURTLES(R) 3: MUTANT NIGHTMARE(TM) SHIPS TO
RETAIL STORES NATIONWIDE

All-New Shell-Shocking Action Comes to the PlayStation 2, Xbox, Nintendo
GameCube and Nintendo DS

REDWOOD CITY, Calif. - November 1, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Teenage Mutant Ninja Turtles(R)3: Mutant Nightmare(TM) (TMNT3) for the
PlayStation(R)2 computer entertainment system, the Xbox(R) video game and
entertainment system from Microsoft, Nintendo GameCube(TM) and Nintendo
DS(TM) has shipped to retail outlets nationwide. Introducing a wealth of
unique features to the TMNT Universe, Teenage Mutant Ninja Turtles(R)3:
Mutant Nightmare(TM) includes - for the first time in the history of the
franchise - characters that evolve and abilities that improve as players
progress through the game. Additionally, TMNT3 introduces a new experience
point system, improved fighting control and more advanced multiplayer
capabilities. As a special bonus, old-school Turtle fans will be able to
unlock one of the original TMNT(TM) arcade games in the console versions of
the game.

The console versions of TMNT3 focus more on teamwork, character development
and control than any other Turtles game to date. Gamers can play as their
favorite Turtle -- alone or with up to three friends -- earning experience
points as they slash and bash Foot Ninjas and other powerful foes. These
experience points allow players to improve and evolve their Turtles' traits
and abilities for more varied, powerful attacks and moves. Another new
feature on TMMT3 is the Ninja Scroll System, which allows players to select
which ninja scrolls to use, enabling them to utilize the Turtles various
abilities strategically.

Cooperative play lies at the heart of TMNT3 and gamers who team up with
friends for multiplayer action are rewarded with exclusive features such as
Cooperative Attack. The effect of this attack changes depending on the number
of players working together (between 2-4 players). For greater control, TMNT3
features a new combat system called the Target Attack system that lets gamers
play more strategically. With the Target Attack system, players will be able
to lock onto specific enemies and block, dodge or counter attack for more
maneuverable combat. Story Mode can be played with 1-4 players. When there
are less than four players, the other Turtles will still be at your side,
controlled through AI.

TMNT3 for the Nintendo DS utilizes the unique features of the handheld system
for an exciting TMNT experience. A side scrolling melee action game with 50
action-packed stages, it features the Turtles battling a nightmarish enemy in
an effort to save the world from destruction. The emphasis of the game is
strategic teamwork. Through each level, players will not only need to defeat
enemies, but they will also have to explore and solve challenging puzzles.
Playing alone or with friends, gamers will use the touch pad to get help from
other Turtles and utilize their unique abilities to overcome obstacles and
traps. Players also have the ability to solve different puzzles and, during
fighting phases, play out epic battles that take place. Additionally, gamers
can team up with friends via the Nintendo DS' wireless multiplayer
functionality.

Teenage Mutant Ninja Turtles(R)3: Mutant Nightmare(TM) is rated "E10+" for
the PlayStation 2, Xbox and Nintendo GameCube versions and rated "E" for the
Nintendo DS version by the ESRB. The game has an SRP of $29.99. For more
information, go to www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
television, film, music and home video production and distribution; media
planning and buying; product development; and Web site development. For
further information, please visit the Company's Web site at
www.4KidsEntertainment.com.

(C) 2005 Mirage Studios, Inc.   Teenage Mutant Ninja Turtles(R), TMNT(TM),
Mutant Nightmare(TM), Donatello(TM), Leonardo(TM), Michelangelo(TM),
Raphael(TM), Shredder(TM), Splinter(TM), April O'Neil(TM) and related logos,
names, characters and distinctive likenesses thereof are trademarks of Mirage
Studios, Inc. unless otherwise noted.  All Rights Reserved.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. Nintendo GameCube
and Nintendo DS are trademarks of Nintendo.
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KONAMI SHIPS KARAOKE REVOLUTION PARTY TO RETAIL STORES NATIONWIDE

New Sing AND Dance Mode, Expanded Multiplayer and Party Modes, and 50 New
Songs Take the Hit Music Video Game Franchise to New Heights

REDWOOD CITY, Calif. - November 8, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Karaoke Revolution(R) Party for the PlayStation(R)2 computer
entertainment system, Xbox(R) video game and entertainment system from
Microsoft, and Nintendo GameCube(TM) has shipped to retail stores nationwide.
With over 50 songs, including all-new classic favorites and current smash
hits, the fourth release in the incredibly popular series contains the
largest library of music ever released in a Karaoke Revolution game. To make
the party even more exciting, karaoke fanatics can now enjoy the ultimate
music experience with the innovative new Sing and Dance mode, combining
Karaoke Revolution and elements of Konami's hit dancing game, Dance Dance
Revolution(R) into one unique gameplay experience. Additionally, the newest
title in the groundbreaking music series will let karaoke crooners sing with
- and compete against - friends with expanded multiplayer modes that are sure
to enhance any party. Bringing the party to all new levels will be support
for the Xbox Live(R) online gaming service and the EyeToy(TM) USB Camera (for
PlayStation(R)2).

Transforming video game consoles into a high-end interactive karaoke machine,
Karaoke Revolution Party's expanded multiplayer and party modes allows
players to perform duets or compete in the all new groundbreaking multiplayer
vocal tournament. The only interactive karaoke game in North America that
allows two people to sing simultaneously and be judged individually, Karaoke
Revolution Party's multiple two-microphone gameplay modes deliver hours of
karaoke fun as players can join together on a wide variety of songs.
Additionally, players will be able to enjoy a variety of mini-games and other
game modes.

For the fist time in the history of the franchise, Karaoke Revolution Party
offers support for the EyeToy USB camera. By utilizing the EyeToy Camera,
players can put themselves into the game by creating a 3D model of their
head, and watch themselves perform on big video screens within the 3D venues.
In the Xbox version, over 100 songs are at the disposal of karaoke fans as
players can download music through Xbox Live. Additionally, song pack
downloads from previous Karaoke Revolution games will also be supported,
greatly expanding their library of songs.

Karaoke Revolution Party features a proprietary voice recognition technology
- which judges and scores players on their ability to match pitch and rhythm.
Real-time feedback is offered by the dynamic crowds that fill each virtual
venue, either by booing you off the stage or cheering your every note. The
latest edition introduces a new unlock and award system where players receive
constant rewards for their progress including new songs, venues, characters,
clothing, accessories and more. The game also features completely redesigned
animations as well as character customization, which provides players with
the ability to build their own characters utilizing various options including
head, hair, body and accessories. Compatible with all officially licensed
headset and microphone peripherals, the collection of well-known classic and
current tunes lets anyone become an instant music star with hits including
"Sweet Caroline," "Do You Really Want To Hurt Me," "Crazy In Love" and "I
Don't Wanna Be."

As an added bonus, when people purchase Karaoke Revolution Party, Dance Dance
Revolution Extreme(TM)2, or Dance Dance Revolution Ultramix(R)3 they will
receive a special pre paid card that allows the purchaser to select three
songs for free download from a vast library of music spanning across all
popular genres of music at Puretracks.com.

Karaoke Revolution Party is developed by leading music video game creator
Harmonix Music Systems (http://www.harmonixmusic.com). Karaoke Revolution
Party is rated "E" for Everyone by the ESRB and is available bundled with a
Konami branded Logitech(R) microphone for the SRP of $54.99 or available as a
standalone game compatible with any USB headset/microphone for a SRP of
$39.99. For more information on the game, please visit: www.konami.com/gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

# # #

(C)2005 KONAMI "KONAMI" is a registered trademark of KONAMI CORPORATION.
"KARAOKE REVOLUTION" is a trademark of KONAMI CORPORATION. Developed by
Harmonix Music Systems. Harmonix is a registered trademark of Harmonix Music
Systems, Inc. "PlayStation" and the "PS" Family are registered trademarks of
Sony Computer Entertainment Inc. Microsoft and Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United States and/or
other countries and are used under license from Microsoft. Nintendo GameCube
is a trademark of Nintendo. All other trademarks are the property of their
respective owners.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. EyeToy is a
trademark of Sony Computer Entertainment Europe. Requires PlayStation 2
computer entertainment system (sold separately).Nintendo GameCube is a
trademark of Nintendo.
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KONAMI DIGITAL ENTERTAINMENT, INC. ESTABLISHES ECOMMERCE CAPABILITIES ON
NEWLY ENHANCED WEBSITE

New eCommerce Store Launches Today at konamistyle.com

REDWOOD CITY, Calif. - December 9, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
the launch of the company's revamped website including, for the first time,
the addition of eCommerce functionality. Named konamistyle.com, the
innovative website will make it convenient for people everywhere in the
country to purchase Konami's extremely popular games, even those that are not
as easy to find on retail shelves. Providing ease and accessibility,
konamistyle.com launches with over 75 titles, including new releases and back
catalog games.

"The launch of eCommerce on our website is an important milestone for the
company but it's our customers who will benefit the most from this service,"
said Catherine Fowler, Senior Vice President of Sales and Marketing, Konami
Digital Entertainment - America. "Konamistyle.com provides a direct method to
purchase Konami's products and gives us the flexibility to service our
customers in ways that were just not imaginable previously. From offering
specialized promotions to providing exclusive opportunities, we'll be able to
tailor konamistyle.com to meet the specific needs of our customers as never
before."

By providing Konami control of how its products are merchandised,
konamistyle.com also offers the ability to cross-sell and merchandise
products from other Konami divisions. Additionally, the company will be able
to create exclusive opportunities for its eCommerce customers such as
collector's editions, special offers, sweepstakes, loyalty programs,
monthly/seasonal offerings, and much more.

For more information about Konami's new eCommerce component of its website,
please visit: www.konamistyle.com

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
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KONAMI ANNOUNCES BLOCKBUSTER 2006 LINE-UP

KONAMI GAMERS' DAY, SAN FRANCISCO - JANUARY 25, 2006 - Konami Digital
Entertainment, Inc., today announced new titles and additional details for
its 2006 lineup. On the heels of an exciting year that featured the release
of all-new versions of blockbuster franchises such as Castlevania(R), Dance
Dance Revolution(R), and Karaoke Revolution(R), this year's roster will boast
the latest versions of legendary franchises Metal Gear Solid(R), Winning
Eleven, and Suikoden(R) as well as the company's first title for Xbox 360?
video game and entertainment system from Microsoft - Rumble Roses XX?. Konami
will also further reinforce its leadership position in the portable gaming
space with another solid lineup of compelling content for the current
handheld systems. Several new franchises were announced today including
Gradius Collection? for the PSP? (PlayStation(R)Portable) system and Tao's
Adventure: Curse of the Demon Seal for the Nintendo DS?. In addition to the
many new video game titles, Konami will also introduce new products from
their Mobile, Amusement and Future Products Business Divisions. Overall,
Konami's broad 2006 line-up includes products across all genres and age
groups. Below is additional information on the products that will be
showcased at Konami's 2006 Gamers' Day:

beatmania?
Release date: Spring 2006
Genre: Music
Platform: PlayStation(R)2 computer entertainment system

beatmania is a revolutionary new interactive DJ simulation game for the
PlayStation 2, which combines high-energy pulsating music with cutting-edge
videos. Utilizing a specially designed DJ controller and featuring more than
50 tracks, beatmania lets gamers feel the vibe, drop the beats and create the
pulsing energy of a club in their own homes.

CMT Presents: Karaoke Revolution(R) Country
Release date: Spring 2006
Genre: Music
Platform: PlayStation 2

Saddle up with the hottest new addition to the Karaoke Revolution series.
Karaoke Revolution Country marks the first branch out to a dedicated genre
for the popular franchise. Officially licensed by CMT (Country Music
Television), America's most popular country music network, Karaoke Revolution
Country features 35 all-new chart topping songs made popular by the hottest
names in country music!

Gradius Collection?
Release date: Spring 2006
Genre: Shooting
Platform: PSP system

Gradius Collection is a compilation of five beloved Gradius titles in one
exciting game. Spanning more than 20 years of exciting releases, the titles
include Gradius, Gradius II, Gradius III, Gradius IV, and the
never-before-released in the United States, Gradius Gaiden.

Konami All-In Poker
Release date: Spring 2006
Genre: Card Game
Platform: Xbox(R) video game and entertainment system from Microsoft

Shuffle up and deal in the most exciting card game on the planet. This
no-nonsense poker game lets new players learn the ropes and allows
experienced poker players to get right into the action. Players choose from
one of five classic games including Texas Hold 'em, Omaha and 7 Card Stud.
In-game tutorials teach players the basic strategies, and Xbox Live online
game service component lets players compete online for exciting multiplayer
action.

Konami's Chess Battle ? (working title)
Release date: Fall 2006
Genre: Strategy
Platform: PSP system

Konami's Chess Battle combines intense 3D graphics and storytelling with a
variety of single and multiplayer game modes for the ultimate chess
experience. Set in a time prior to the age of man, players determine the fate
of the world in a great battle. Players can choose to battle as one of five
fully interactive 3D chess sets, including magicians, an aquatic
civilization, cybernetic beings, forest-dwelling spirits and servants of
chaos -- or have the option to play using a classic 3D or 2D chess set.

Metal Gear Acid(R)2
Release date: March 2006
Genre: Strategy
Platform: PSP system

Following the deep tactical strategy from the previous Metal Gear Acid game,
Metal Gear Acid 2 features an improved card-based strategic gameplay system
with card weapon upgrades and over 500 cards to use. The title delivers
enhanced tactical gameplay and new visual effects, including an innovative
3-D mode packed with exciting gameplay and trailers that are viewed with
special 3-D glasses. As the role of top-secret agent, Solid Snake, players
will make calculated decisions to plan out their infiltration strategy and
accomplish the mission in a turn-based game.

Metal Gear Solid(R)3: Subsistence?
Release date: March 2006
Genre: Action
Platform: PlayStation 2

Metal Gear Solid 3: Subsistence is the newest game in the highly-acclaimed
Metal Gear Solid series, created by the world-renowned Hideo Kojima. It
features the complete smash-hit action game Metal Gear Solid(R)3: Snake
Eater?, as well as all-new game modes such as robust online multiplayer
gameplay, different camera perspectives, new duel mode, a demo theater mode,
additional Snake vs. Monkey stages and the original Metal Gear and Metal Gear
2: Solid Snake games that were previously released only in Japan.

Rumble Roses XX ?
Release date: Spring 2006
Genre: Sports/Wrestling
Platform: Xbox 360? video game and entertainment system from Microsoft

The follow-up to last year's smash hit all-female wrestling video game and
the first wrestling game for Xbox 360, Rumble Roses XX will feature a full
lineup of incredible looking wrestlers along with all-new moves, gameplay
modes, tag team action and online play. Set to be the "best-looking" game for
the new console, Rumble Roses XX features more than 20 playable characters,
including all the popular ladies from the original Rumble Roses such as Reiko
and Dixie. Each wrestler will also have a variety of costume changes, new
moves, different crowd reactions and attitudes depending on their persona.

Silent Hill(R) Experience (working title)
Release date: Spring 2006
Genre: Multimedia
Platform: PSP system

Unique among all PSP system products available on the market, The Silent Hill
Experience combines a variety of media - comics, music and movies - to
deliver a complete behind-the-scenes look at the popular Silent Hill
franchise. Using an intuitive 3D interface, Silent Hill fans will be able to
view all-new digital interactive comics, listen to music from the
long-running series of Silent Hill video games, and watch exclusive video
content, including an interview with the director of the highly-anticipated
Silent Hill motion picture.

Steel Horizon (working title)
Release date: Fall 2006
Genre: Strategy
Platform: PSP system, Nintendo DS

Steel Horizon combines turn-based strategy with intense action to deliver an
exciting game play experience to players of all ages. Players will be able to
build and command a powerful WW2 naval fleet, comprised of battleships,
submarines and aircraft carriers. By combining the best of turn-based
strategy and real-time action, players will strategically position their
fleets and engage in real-time 3D combat.

Street Supremacy?
Release date: Spring 2006
Genre: Racing
Platform: PSP system

Experience the super-charged world of street racing as a member of a team out
for supremacy. Face off against rivals as you race through Tokyo's
traffic-filled streets. Stay in front of your opponents, dominate the
competition and rule the highway! Featuring unique RPG-style racing gameplay,
single and multiplayer modes and numerous licensed vehicles, Street Supremacy
is must-have for the PSP system.

Suikoden(R) V
Release date: Spring 2006
Genre: Role-playing
Platform: PlayStation 2

Continuing the series' legacy, this newest installment will take fans on an
all-new epic adventure through never-before-seen continents located within
the immense and exciting Suikoden universe. Suikoden V, like its
predecessors, offers unparalleled in-depth gameplay, 3-D environments, a
riveting storyline as well as the series' trademark 108 Stars of Destiny. The
game features significant enhancements from all the previous installments in
the series, including 6-member battle parties, multiple mini-games, the
homebase system, and many other new features which create a unique gameplay
experience like no other.

Tao's Adventure: Curse of the Demon Seal (working title)
Release date: Spring 2006
Genre: Role-playing
Platform: Nintendo DS?

In this exciting, action-packed RPG, players take on the role of Tao, a young
magic student living on Bente Island, who must travel on an incredible
journey to save his family and fellow village people from an evil monster
curse that has turned everyone into stone. During this mystical quest,
players will embark on an epic voyage packed with many traps and tricks,
multitudes of monsters, 40 floors of thrilling battle adventure at the
Monster Tower, and an endearing storyline which RPG fans will love.

World Soccer Winning Eleven 9?
Release date: Early 2006
Genre: Sports/Soccer
Platform: PlayStation 2, Xbox, PSP system, PC CD-ROM

Winning Eleven 9 shoots and scores with the best soccer experience in the
industry. This new edition combines the attention to detail that has been the
series' hallmark along with new formations, Master League enhancements and -
for the first time ever - online play. Winning Eleven 9 features real
players, a large variety of licensed teams, photo-realistic graphics, and a
huge variety of stadiums, helping players re-create the same excitement that
surrounds the world's most popular sport.


Ys: The Ark of Napishtim
Release date: Spring 2006
Genre: Role-playing
Platform: PSP system

The Ys series is one of the most beloved RPG franchises of all time. Now on
the PSP system, gamers-on-the-go can experience the beautifully rendered
environments, distinct storytelling, exciting plot twists and unique
characters that set Ys apart from other action RPGs. Additionally, players
can unlock new mini-games and databases revealing the secrets of Ys, as well
as listen to the game's complete soundtrack as well as view movies and
trailers in the Ys Media Player.

AMUSEMENT

Dance Dance Revolution SuperNOVA?
Release date: Spring 2006
Genre: Music
Platform: Arcade

The hottest revolution and bestselling video game in the music game category
returns to its arcade roots with Dance Dance Revolution SuperNOVA. The first
arcade version to be released in North America in 6 years, Dance Dance
Revolution SuperNOVA features over 300 songs, all-new game modes, vibrant
graphics and more than 2000 dance step patterns.


FUTURE PRODUCTS

Yu-Gi-Oh! USB Duelpass Key?
Release date: Spring 2006
Platform: PC

By plugging the Yu-Gi-Oh! USB Duelpass Key into a computer, the user is
automatically launched to a unique Yu-Gi-Oh! Online.net login page, where
they can duel with other Yu-Gi-Oh! gamers anywhere in the world. The user is
credited with 90 duel points and receives 3 virtual cards, one of the cards
is exclusive to the product.

MOBILE

Blockshot
Release date: Winter 2006
Genre: Mobile/Action Puzzle

Based on the popular Quarth arcade game, Blockshot combines elements of both
shooting and puzzle games. Shoot carefully to make a solid block and clear
them from the screen. Keep an eye on the big picture and work as efficiently
as possibly.

Cubic
Release date: Winter 2006
Genre: Mobile/3D Puzzle

Cubic is a puzzle game played over all sides of a 3D polygon cube. Choose the
color and go! Reverse pieces are made by sandwiching in the opponent
vertically, horizontally or diagonally. The player who has the most pieces
wins!

Dance Dance Revolution(R)
Release date: Spring 2006
Genre: Mobile/Dance

The hip tunes and party atmosphere of the arcade version go mobile! Players
use their fingers to "step" on the arrows right, left, front, back on your
phone. Use some tricky finger work to get the high score.

Push-It!
Release date: Winter 2006
Genre: Mobile/3D Puzzle

Push It! is a sliding box game which challenges players to create a safe
course by sliding boxes into open areas in the path. Be careful not to
disturb certain objects along the way. Caution: highly addicting!

Tamakoro 3D
Release date: Spring 2006
Genre: Mobile/3D Action

Keep the ball rolling without falling over the edge and avoiding the traps.
It doesn't matter which path the players uses, so find a shortcut or detour
to shorten the time score! Net ranking and new road course downloads will be
available.

For more information about Konami games visit: http://www.konami.com/gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
# # #
"KONAMI" is a registered trademark of KONAMI CORPORATION.

"beatmania" is a trademark of KONAMI CORPORATION. (C) 1997 2006 KONAMI.
Developed & Published by Konami Digital Entertainment, Inc. under license
from Konami Corporation.


(C)2003 2006 KONAMI
Developed by Harmonix Music Systems. Published by Konami Digital
Entertainment, Inc. under license from Konami Corporation. "KONAMI" and
"KARAOKE REVOLUTION" are registered trademarks of KONAMI CORPORATION.
"BEMANI" is a trademark of KONAMI CORPORATION. Harmonix is a registered
trademark of Harmonix Music Systems, Inc. Game engine code c 2006 Harmonix
Music Systems, Inc. CMT and all related titles and/logos are trademarks of
Country Music Television, In., an MTV Network.


Developed by KONAMI CORPORATION. Published by Konami Digital Entertainment,
Inc

"Gradius Collection" is a trademark of Konami Corporation. (C) 1985 2006
KONAMI

(C) 2005 GENKI. All Rights reserved. Published and distributed by Konami
Digital Entertainment, Inc. under license from Genki Co., Ltd.

"METAL GEAR" and "Metal Gear Acid" are either registered trademarks or
trademarks of KONAMI CORPORATION. (C) 1987 2006 KONAMI.
(C) 1987 2006 KONAMI "Metal Gear Solid" is a registered trademark of KONAMI
CORPORATION.

"Rumble Roses XX" is a trademark of Konami Corporation. (C) 2004 2006 KONAMI
Developed by KONAMI CORPORATION Published by Konami Digital Entertainment,
Inc

"Silent Hill" is a registered trademark of KONAMI CORPORATION.


"Street Supremacy" is a trademark of Genki Co., Ltd. (C) 2005 GENKI Published
and distributed by Konami Digital Entertainment, Inc. under license from
Genki Co., Ltd.


"Suikoden" is a registered trademark of KONAMI CORPORATION. (C) 1995 2006
KONAMI
Developed by KONAMI CORPORATION Published by Konami Digital Entertainment,
Inc


(C) 1996 JFA (C) 2002 JFA.MAX (C) 2001 Korea Football Association Special
thanks to SEJIN, MUKTA, Eunho, Denis for Korea National Team data "adidas",
the adidas logo, the 3-Stripe trade mark are registered trade marks of the
adidas-Salomon group, used with permission the use of real player names and
likenesses is authorised by FIFPro and its member associations. Officially
licensed by Eredivisie CV Gioco ufficialmente concesso in licenza della LEGA
NAZIONALE PROFESSIONISTI Campeonato Nacional de Liga 05/06 Primera y/o
/Segunda Division
Producto bajo Licencia Oficial de la LFP
Produced under License from Chelsea FC Merchandising Limited.
www.chelseafc.com "The Arsenal crest, Arsenal logotype and cannon are
trademarks of Arsenal Football Club Plc
and the Arsenal group of companies and are used under license. TM & (C) 2005
The Arsenal Football Club plc. Licensed by Granada Ventures."
All other copyrights or trademarks are the property of their respective
owners and are used under license.
(C) 2006 KONAMI
"World Soccer Winning Eleven 9 (TM)" is a trademark of KONAMI CORPORATION.
"KONAMI" is a registered trademark of KONAMI CORPRATION.A@
Published by Konami Digital Entertainment, Inc.
Developed by Konami Corporation


"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo?
may be required (sold separately). Online play requires internet connection
and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online
icon is a trademark of Sony Computer Entertainment America Inc.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries. Nintendo GameCube and Nintendo DS are trademarks of
Nintendo.
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See also:
<http://www.cnn.com/2006/EDUCATION/01/25/fitness.obesity.game.ap/index.html>

KONAMI DIGITAL ENTERTAINMENT AND THE STATE OF WEST VIRGINIA DEVELOP
GROUNDBREAKING PROGRAM THAT BRINGS THE HEALTH BENEFITS OF DANCE DANCE
REVOLUTION TO EVERY SCHOOL IN THE STATE

In First Of Its Kind Partnership, DDR To Become Featured Program In All
765 West Virginia Public Schools Over The Next Two Years

Health Benefits of the Program To Be Published

REDWOOD CITY, Calif. - January 25, 2006 - Konami Digital Entertainment, Inc.
today announced a three-year partnership with the State of West Virginia that
will help the state's public school students get in shape while also having
fun. Through the program, all 765 West Virginia public schools will be adding
the excitement of Dance Dance Revolution(R) (DDR) to their physical education
or health related curriculum based program within the next two years. In the
first phase of the program, all of the state's 103 middle/junior high schools
will incorporate DDR into their curriculum in the coming months.

As childhood obesity continues to reach epidemic proportions in the state,
the West Virginia Public Employees Insurance Agency (PEIA) and the West
Virginia University's (WVU) Motor Development Center were inspired to enter
into the partnership after experiencing positive results in increasing
children's levels of physical activity with its clinically based Games for
Health research project. The Agency recognized the cutting edge technology
and affordability of Dance Dance Revolution as well as the success the game
has had in combating the sedentary lifestyle of children as they lose weight
in a fun and exciting way.

"Bringing the health benefits and enjoyment that DDR provides to school
children is a great way to combat childhood obesity that is caused by the
sedentary lifestyle of today's kids," said Clara Gilbert, Director of
Business Partnerships, Konami Digital Entertainment, Inc. "DDR has been a
proven success in schools and this program with the State of West Virginia
demonstrates the positive effects that can come from making DDR a part of
one's daily routine. This first-of-its-kind partnership will help us continue
to demonstrate the benefits of DDR to consumers around the country."
As part of the initiative, the state will develop a school-based DDR
curriculum and collect data in order to analyze and report on the health and
academic benefits of using DDR in schools. Representatives of PEIA, WVU's
Motor Development Center, the West Virginia Department of Education, Mountain
State Blue Cross Blue Shield and Konami shall oversee the project. The state
will share the results of this study with Konami and publish the results of
the study in reputable professional journals.

"Addressing childhood obesity is among the top priorities of Governor
Manchin's administration. DDR offers West Virginia a unique opportunity to
turn 'screen time' into active time while allowing children residing in even
the most rugged terrain an opportunity for physical activity," said Nidia
Henderson, Wellness Director of PEIA.

Since it was first introduced to North American video game consoles in 2001,
Dance Dance Revolution has sold more than three million units across all
platforms. More recently, the phenomenon has received a tremendous amount of
exposure for its health benefits. Each version of the game has a unique
workout mode that allows users to track calories burned and conduct their own
fitness regiment. A major part of the new trend in gaming that takes players
off of the couch and away from the joystick, DDR has recently been introduced
as part of the physical fitness curriculum in multiple school districts in
the United States. Additionally, it has been a part of numerous research
studies on childhood obesity.

For more information, please visit: http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.
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KONAMI SHIPS WORLD SOCCER WINNING ELEVEN 9

World's Top Soccer Franchise Scores With Its Best Game Ever And Goes Online
For The First Time On The PlayStation 2 And Xbox

REDWOOD CITY, Calif. - February 7, 2006 - Konami Digital Entertainment, Inc.,
announced today that World Soccer Winning Eleven 9 for the PlayStation(R)2
computer entertainment system, Xbox(R) video game and entertainment system
from Microsoft, PSP(TM) (PlayStation(R)Portable) system and PC DVD-ROM has
shipped to retail stores nationwide. As fans gear up for an exciting year of
soccer, the world's number one rated soccer video game franchise returns to
the pitch with top quality simulation gameplay, new team management features
and for the first time ever - online play for the PlayStation 2 and Xbox.
Moreover, Winning Eleven 9 is the debut of the franchise onto a handheld
gaming system, providing fans with the most immersive and engaging portable
soccer video game experience available.

"The release of Winning Eleven 9 is a true milestone for this hallowed soccer
franchise, as the massive community of Winning Eleven enthusiasts can finally
play head-to-head online either on the PlayStation 2 or on Xbox as well as
enjoy 'soccer on-the-go' with the PSP system version of the game," said
Catherine Fowler, Senior Vice President of Sales and Marketing at Konami
Digital Entertainment, Inc. "With all of its new features, in-depth gameplay
and lifelike realism, Winning Eleven proves once again that it is the best
playing and most authentic soccer video game in the industry."

Winning Eleven 9 contains a host of new features, including the Master League
dynasty mode, new league teams, all-new formations such as "Wing Back" and
"Second Striker," and online gameplay. With its online option, players from
around the country can go head-to-head and use player created teams, if they
choose. Online gamers can also play in tournaments and compete in a
divisional ranking system on the PlayStation 2 and Xbox. Additional features
include a large selection of licensed teams, thousands of real players,
photo-realistic graphics, and a huge variety of stadiums.

Rounding out the new features in Winning Eleven 9 is the Memorial Match,
which allows gamers to save results from non-AI "VS." matches. Cumulative
match records and winning points can be logged for up to 20 people.

World Soccer Winning Eleven 9 is rated "E" for Everyone by the ESRB and has
an SRP of $39.99. For more information, please visit:
http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment can be found at
www.konami.com/gs

###

(C)1996 JFA (C)2002 JFA.MAX c2001 Korea Football Association Special thanks
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adidas-Salomon group, used with permission. the use of real player names and
likenesses is authorised by FIFPro and its member associations. Officially
licensed by Eredivisie CV Gioco ufficialmente concesso in licenza della LEGA
NAZIONALE PROFESSIONISTI Campeonato Nacional de Liga 05/06 Primera y/o
/Segunda Division Producto bajo Licencia Oficial de la LFP. Produced under
License from Chelsea FC Merchandising Limited. www.chelseafc.com "The Arsenal
crest, Arsenal logotype and cannon are trademarks of Arsenal Football Club
Plc and the Arsenal group of companies and are used under license. TM & (C)
2005 The Arsenal Football Club plc. Licensed by Granada Ventures." All other
copyrights or trademarks are the property of their respective owners and are
used under license.
(C)2006 KONAMI
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Duo(TM) may be required (sold separately). Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft.
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KONAMI'S FROGGER TURNS 25!

One of The Most Iconic Characters in The Video Game Industry Celebrates
25 Years Of Jumping, Hopping and Dodging Traffic with
New Products and a National Sweepstakes

REDWOOD CITY, Calif. - March 17, 2006 - Konami Digital Entertainment, Inc.
announced today details about the 25th anniversary of the classic Frogger
video game series. Celebrating a quarter century of video game history, the
Frogger franchise marks a milestone as one of the most universally adored
characters in the industry. Ever since the game first appeared in the arcades
in 1981, Frogger has captured the hearts of gamers everywhere. The initial
objective of the game was to scoot a friendly frog across a busy five-lane
highway and over a perilous river to peaceful lily pads. The simple, yet
addictive "Hop 'N Dodge" gameplay made Frogger accessible to players of all
skill levels, allowing it to quickly develop an immense fan base and become
an instant success. With over 20 million games sold to date, Frogger
continues to be one of the most memorable and beloved characters in the
history of video games.

"One of the original video game icons, Frogger remains just as popular today
as when he first tried to cross that busy street 25 years ago," said
Catherine Fowler, Senior Vice President of Sales and Marketing at Konami
Digital Entertainment, Inc. "We are celebrating Frogger's silver anniversary
with a variety of new products and programs that will ensure that he remains
an enduring figure to an all-new generation of gamers as well as the millions
of existing fans of the franchise."

As part of this anniversary celebration, Konami plans to introduce a host of
new and exciting Frogger products throughout the year. Starting this month, a
dedicated Frogger 25th anniversary website will be launched at
www.frogger25th.com <http://www.frogger25th.com/> . This site will provide
up-to-the-minute information on all activities tied to the year long
celebration, from events and contests to product information and special
surprises. Konami will also introduce new Frogger games, including a special
Frogger 25th Anniversary mobile game that will take players through the
evolution of the character, from classic arcade trendsetter to console gaming
hero.

In celebration of his birthday, Frogger will also be hitting the road to
celebrate with all of his fans. Starting with the St. Patrick's Day parade
today in New York, the costumed character will be sharing the gift of green,
commemorating 25 years of entertainment by handing out special anniversary
gift items. In addition, Frogger will be hopping across America throughout
the year, making appearances at the Game Developers Conference in San Jose in
March, CTIA Wireless 2006 Conference in Las Vegas in April, the Electronic
Entertainment Expo in Los Angeles in May and the San Diego Comic Con event in
July.

Also starting this month, the Frogger faithful will be able to participate in
a national sweepstakes entitled "Show us Your Frogger." Participants will be
able to submit photographs that demonstrate their devotion to Frogger
throughout the year at the official Frogger 25th anniversary web site and be
entered into a drawing to win a number of prize packages. Prizing and entry
details for the "Show us Your Frogger" sweepstakes will be made available at
www.frogger25th.com <http://www.frogger25th.com/> .


For more information on Frogger's 25th anniversary and to keep updated on
upcoming news and announcements, go to www.frogger25th.com
<http://www.frogger25th.com/> .

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear(R), Silent Hill(R) and Castlevania(R) among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment can be found at www.konami.com/gs <http://www.konami.com/gs>

###

 ------------
Category 8,  Topic 8
Message 54         Thu May 11, 2006
KGAGNE [Ken]                 at 07:07 PDT

KONAMI ANNOUNCES BLOCKBUSTER LINEUP AT ELECTRONIC ENTERTAINMENT EXPO 2006

Diverse Lineup of More Than 20 Games for Next-Gen and Handheld Systems
Features Sequels for Hit Franchises, Original Concepts and Exciting New
Licensed Products

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 9, 2006 -
Konami Digital Entertainment, Inc., today revealed its blockbuster product
lineup for the 2006 Electronic Entertainment Expo (E3) in Los Angeles. With
more than 20 high-profile titles for all major platforms - including the
PLAYSTATION(R)3, Xbox 360(TM) video game and entertainment system from
Microsoft, Wii(TM) (formerly code named Revolution), PlayStation(R)2 computer
entertainment system, Xbox(R) video game and entertainment system, PSP(TM)
(PlayStation(R)Portable) system, Nintendo DS(TM), Game Boy(R) Advance and PC
- being showcased at this year's event, Konami reinforces its position as an
industry leader and trend setter. Featuring games across all genres targeted
towards players of all age groups and skill levels, Konami continues to
expand upon its leadership position in the music games category while
bringing its celebrated franchises and original titles to next generation and
handheld systems.

"Konami's 2006 lineup builds upon our leadership position in the music
category, maximizes the popularity of our core franchises, and continues to
set the industry standard for innovation and quality," said Kazumi Kitaue,
Chairman and CEO of Konami Digital Entertainment, Inc. "This year we have a
remarkably diverse group of products that appeal to every type of gamer, no
matter how they like to play. Konami will continue to produce games like
Dance Dance Revolution(R), which go beyond the scope of conventional games."

Below is additional information on Konami's E3 2006 lineup:

BOMBERMAN(R)
Release date: Fall 2006
Platform: PSP system

BOMBERMAN marks the debut of the determined hero on the PSP system with
several new handheld gaming twists and classic party multiplayer action.
Players can enjoy an original single player BOMBERMAN adventure or play
wirelessly in classic multiplayer action, complete with new items and game
sharing.

BOMBERMAN(R) Act: Zero
Release date: Summer 2006
Platform: Xbox 360

BOMBERMAN Act: Zero redefines the series for the next generation with
breathtaking high resolution graphics and all-new gameplay elements. Deep
within an experimental underground facility, humans are imprisoned as test
subjects and trained to become deadly soldiers. Equipped with armored battle
suits, players can fight for survival through the single player game's 99
levels or go head-to-head online with up to eight players in multiplayer
matches.

Brooktown High: Senior Year
Release date: Spring 2007
Platform: PSP system

The first dating simulation for the PSP system, Brooktown High: Senior Year
lets players relive the carefree days of senior year in high school. Create
your own character and interact with different male or female students, each
with their own distinct style and personality, and enter the world of high
school intrigue. Find your own niche and hang out with the rebels, jocks,
preppies, and more as you try to find the guy or girl of your dreams.

Castlevania(R): Portrait of Ruin
Release date: Fall 2006
Platform: Nintendo DS

Celebrating 20 years of vampire hunting, the legendary Castlevania series is
back with an all-new action packed adventure for the Nintendo DS. Take
control of two heroes, Jonathan Morris, a vampire hunter and his close friend
Charlotte Orlean, a girl with tremendous magical ability. Players can now
switch freely between the two characters and unleash powerful dual Summon
Attacks to decimate their enemies as they fight to stop the resurrection of
Dracula's Castle amidst the chaos of World War II.

Coded Arms(TM) Assault
Release date: 2007
Platform: PLAYSTATION 3

Coded Arms Assault* explodes into the next generation, as players take on the
role of a hacker trying to overthrow an evil corporation bent on world chaos
in a futuristic cyberspace. The game lets players unleash unprecedented
destruction on environments, using explosions to send deadly debris flying
towards their opponents and strategically using high-powered weaponry to
shoot out enemy cover. Multiplayer modes let players go head-to-head and also
play through the game's story mode cooperatively online.

Coded Arms(TM) Contagion (working title)
Release date: 2007
Platform: PSP system

The sequel to the best-selling first person shooter for the PSP system, Coded
Arms Contagion thrusts players into a new cybernetic crisis where they must
use their hacking abilities and an arsenal of high-powered weaponry to
survive. Across a variety of new levels, players will take on original
enemies with more firepower than ever before. Up to eight players can go
head-to-head in the game's new online multiplayer modes.

Dance Dance Revolution SuperNOVA(TM)
Release date: Fall 2006
Platform: PlayStation 2/Arcade

DDR SuperNOVA features vibrant 3D backgrounds, cool music videos, life-like
dancer animations, voice assisted tutorials and a new multiplayer Battle
Mode. Players can also compete online, and even share game data between the
PlayStation 2 and arcade versions of the game for the complete DDR
experience.

Dance Dance Revolution ULTRAMIX(R)4
Release date: Fall 2006
Platform: Xbox

DDR returns to the Xbox with Dance Dance Revolution ULTRAMIX4, complete with
new music and ways to play. There is a new Beginner Mode targeted toward DDR
novices and the popular Workout Mode returns for players looking to feel the
burn while they dance the night away. Players can also download new songs and
dance competitively in the game's different online modes.

Dance Dance Revolution(R) UNIVERSE (working title)
Release date: Fall 2006
Platform: Xbox 360

DDR makes its next-generation debut on the Xbox 360, taking dancing to a
whole new level with high definition graphics, a massive song list and
all-new game modes. Players can dance with friends in the new relay mode and
even download exclusive songs and dance steps to keep groovin' into the
night.

Death, Jr. 2
Release date: Fall 2006
Platform: PSP system

Death, Jr., Pandora and all their twisted friends are back in a new game for
the PSP system as they try to get out of another mess after accidentally
releasing a powerful spirit. Teaming up for even more firepower, DJ and
Pandora will take on a variety of possessed enemies as they progress through
an adventure that seamlessly blends smooth platforming, intense combat,
complex enemy AI and a unique sense of humor.

Death, Jr. and the Science Fair of Doom
Release date: Fall 2006
Platform: Nintendo DS

Death, Jr., Pandora and the crew make their debut on the Nintendo DS with an
all-new adventure. In their school's annual science fair, the gang gets into
another mess as they accidentally unleash the all-powerful, all-evil Moloch
and need to sort it all out before DJ's dad finds out. Using the DS touch
screen to execute cool scythe moves and switch between DJ and Pandora, it's a
twisted experience like no other on the Nintendo DS!

Elebits (working title)
Release date: 2006
Platform: Wii (formerly code named Revolution)

Konami's first game for the Wii, Elebits thrusts players into a revolutionary
game of hide and go seek as they try to track down a group of mysterious
creatures. Using the innovative Wii controller and fully interactive game
environments, the world is at the player's fingertips in this lighthearted
adventure.

Gradius(R) Collection
Release date: June 2006
Platform: PSP system

The definitive collection of games for fans of Konami's most highly acclaimed
shooter series. A compilation of five classic Gradius titles in one complete
package, Gradius Collection includes Gradius, Gradius II, Gradius III,
Gradius IV and, for the first time ever in North America, the
long-anticipated Gradius Gaiden.

GoPets(TM)
Release date: 2006
Platform: Nintendo DS

Raise and care for lovable pets with their own personality and interests in
this unique game for the Nintendo DS. Take your pets online with the Nintendo
Wi-Fi Connection and take part in fun mini-games with other owners as well as
trade for items to enjoy with your special furry friend.

Hellboy (working title)
Release date: 2007
Platform: PLAYSTATION 3, Xbox 360, PSP system

Hellboy* takes players on a fresh adventure featuring the acclaimed comic
book's unmistakable fusion of action, atmosphere and humor. As a visceral
brawler, the game lets players unleash Hellboy's superhuman abilities as they
smash their way through hordes of enemies and also team up with a friend in
cooperative play.

Karaoke Revolution(R): American Idol
Release date: December 2006
Platform: PlayStation 2

Karaoke Revolution: American Idol* combines the highly acclaimed Karaoke
Revolution game engine with America's most popular television show to deliver
an authentic Idol experience for the PlayStation 2. Sing along to 40 new
songs, including hits from the show, and compete from auditions to
performances on center stage in your quest to become the next American Idol.

Lunar Knights
Release date: Winter 2006
Platform: Nintendo DS

Descend into the gothic Sci-Fi world of Lunar Knights and take control of two
warriors on a quest to reclaim the world from the vampiric legion. Spin
together tornados, guide down flaming meteors, and blow snowstorms in Kojima
Productions' first ever title on Nintendo DS!

Marvel Trading Card Game
Release date: Fall 2006
Platform: PSP system, Nintendo DS, PC

Marvel Trading Card Game features Marvel's complete roster of characters and
lets players take their game online like never before with massive sanctioned
tournaments, a virtual card shop and interoperability between the PSP system
and PC versions of the game. Utilizing the popular Vs. System Trading Card
Game from Upper Deck Entertainment, players can learn the basics of the game
as a super hero or super villain in the game's single player campaign mode.

Metal Gear Solid Digital Graphic Novel
Release date: June 2006
Platform: PSP system

Metal Gear Solid: Digital Graphic Novel brings the celebrated MGS comics to
life on the PSP system. Edited to thrilling music, explosive sound effects,
and animated visuals, the eclectic artwork of Ashley Wood is taken to an
exciting new level. Coupled with interactive gameplay modes, Metal Gear
Solid: Digital Graphic Novel stands as the forerunner in this exciting new
genre!

Metal Gear Solid 4: Guns of the Patriots
Release date: 2007
Platform: PLAYSTATION 3

Metal Gear Solid 4: Guns of the Patriots* marks the return of Hideo Kojima's
legendary tactical espionage action series, evolved for the next-generation
on the PLAYSTATION 3. New gameplay features, spectacular graphics and the
return of several characters from the Metal Gear Solid series once again
redefine this landmark franchise.

Metal Gear Solid: Portable Ops
Release date: Winter 2006/2007
Platform: PSP system

Big Boss returns to battle in this all-new MGS action game for the PSP
system, where players control him throughout the game as well as recruit and
use their own squadron of mercenaries. In addition to a full-fledged single
player mode set after the events of MGS3: Snake Eater, the game's multiplayer
modes let players take their custom squad online to do battle across new
levels, featuring a unique "White Flag" mechanic that will allow players to
fight to the death or surrender to compete again.

My Frogger Toy Trials
Release date: Fall 2006
Platform: Nintendo DS

For the first time in the franchise, players can take on the role of both
Frogger and the Hero as they try to win a toy pet contest. Frogger and the
Hero must rush to submit their idea before time runs out, collecting more
than 20 costume power ups across the game's colorful environments and using
the Nintendo DS touch screen and microphone in exciting mini-games that can
be played alone or wirelessly with friends.

Online Chess Kingdoms
Release date: Fall 2006
Platform: PSP system

Online Chess Kingdoms lets players choose from one of five chess sets
representing five distinct forces that are in a struggle to gain supremacy of
the Universe. The game features several single-player modes and multiplayer
online gameplay, letting players join factions and battle for supremacy in a
persistent online world.

Rengoku(TM) 2 (working title)
Release date: Summer 2006
Platform: PSP system

Rengoku 2 lets players assume the role of A.D.A.M., a battle android trapped
in a mysterious tower filled with fearsome enemies. Players must now enter a
new tower and purge it of the mechanical scourge hosted inside. Players can
customize their battle android with more than 300 rare and unique items.

Silent Hill Origins (working title)
Release date: Winter 2006/2007
Platform: PSP system

The horror series that revolutionized the genre arrives on a handheld
platform for the first time ever. Silent Hill Origins tells the tale of a
solitary truck driver stuck in the terrifying town while making a routine
delivery. New gameplay elements, such as a barricade system that lets players
block off rooms from enemies, and an enhanced camera system deliver an added
sense of isolation and anxiety in this frightening adventure.

Steel Horizon
Release date: Fall 2006
Platform: PSP system, Nintendo DS

Assume the role of an American captain aboard one of three secret Navy
flagship vessels during World War II in Steel Horizon, as you fight both the
Axis powers and a sinister shadow organization in the Atlantic and Pacific
theaters. Spanning 20 compelling missions, Steel Horizon features both
real-time and turn-based strategy gameplay, as players strategically position
their fleet and engage in real-time 3D combat.

Winning Eleven: Pro Evolution Soccer 2007
Release date: January 2007
Platform: Xbox 360, PlayStation 2, PSP system, Nintendo DS, PC

Making its next-generation debut, the world's best selling soccer series is
back with more teams, new ways to play and even more realistic gameplay.
Winning Eleven: Pro Evolution Soccer 2007* lets players go head-to-head with
others online or take their favorite team to the top in the expanded Master
League and several new modes of play.

Winx Club(TM): Join the Club
Release date: Fall 2006
Platform: PSP system

In an all-new adventure, Winx Club: Join the Club follows the fabulous
fairies as they try to thwart the plans of the fearsome Lord Darkar. Called
into action, the Winx Club must secure the pieces of a powerful emblem before
Darkar completes his frightening plot through side scrolling shooter levels
and a variety of exciting mini-games.

Winx Club(TM): The Quest for the Codex
Release date: Fall 2006
Platform: Nintendo DS, Game Boy Advance

Letting players immerse themselves in the world of the hit animated series,
Winx Club: The Quest for the Codex follows the girls as they interact with
familiar characters and travel to magical far off lands. On their travels,
players will be able to dance, fly and design new outfits for their
characters in several fast-paced mini-games.

Xiaolin Showdown
Release date: November 2006
Platform: PlayStation 2, Xbox, PSP system, Nintendo DS

Based on the popular Warner Bros. Animation kids' television series, Xiaolin
Showdown sends players on an action-packed quest to seek out and protect the
Shen Gong Wu, magical artifacts of supernatural power. Playing one of six
characters such as Omi, Kimiko, Raimundo and Clay, gamers will take the young
warriors on a globetrotting adventure to locate the mystical objects that
give their possessor super powers, then fight for their safe-keeping one
showdown at a time.

Yu-Gi-Oh! GX (working title)
Release date: Fall 2006
Platform: PSP system

Based on the top-rated animated series from Cartoon Network, Yu-Gi-Oh! GX is
the first Yu-Gi-Oh! game for the PSP system. Up to four players can duel
wirelessly in massive team competitions with all new characters, monsters and
cards from the GX universe

TOY AND HOBBY

Konami Live! Online Game Controllers
Release date: Fall 2006
Platform: PC

Plug these hot new controllers directly into your PC and be automatically
launched to the online gaming site for your favorite game! Two controllers
will be available in the first assortment. One controller will have Frogger
while the other controller will include a mix of five classic Konami arcade
games.

My First Dance Dance Revolution(TM)
Release date: Fall 2006
Platform: Plug 'n Play

Plug in My First Dance Dance Revolution into your TV and young players can
move and groove to the beats just like the original arcade game! My First
Dance Dance Revolution offers 20 familiar songs for players to choose from,
three different dance modes as well as fun mini games to play.

Yu-Gi-Oh! USB Duelpass Key(TM)
Release date: 2006
Platform: PC

By plugging the Yu-Gi-Oh! USB Duelpass Key into a computer, the user is
automatically launched to a unique Yu-Gi-Oh! Online.net login page, where
they can duel with other Yu-Gi-Oh! gamers anywhere in the world. The user is
credited with 90 duel points and receives 3 virtual cards, one of the cards
is exclusive to the product.

MOBILE

Get ready to get mobile as Konami introduces more than 10 new games coming to
handsets this year. From acclaimed franchise like Silent Hill, Dance Dance
Revolution and Winning Eleven to classic arcade games like Scramble and Track
and Field, Konami offers something for every type of consumer on the go. Look
for exciting announcements about Konami mobile games during E3.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs
<http://www.konami.com/gs> .
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Licensed by Granada Ventures. Produced under License from Chelsea FC
Merchandising Limited. www.chelseafc.com. All other copyrights or trademarks
are the property of their respective owners and are used under license.

(C) 2006 Konami Digital Entertainment Co., Ltd.

"Winning Eleven Pro Evolution Soccer 2007" is a trademark of Konami Digital
Entertainment Co., Ltd. "KONAMI" is a registered trademark of KONAMI
CORPORATION.

Published by Konami Digital Entertainment, Inc.
Developed by Konami Digital Entertainment Co., Ltd.

"PlayStation" and the "PS" Family, "PLAYSTATION" are registered trademarks of
Sony Computer Entertainment Inc. Internet connection and Memory Stick Duo(TM)
may be required (sold separately). Online play requires internet connection
and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online
icon is a trademark of Sony Computer Entertainment America Inc.
* This title is not yet concept approved by Sony Computer Entertainment
America.
Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.

TM, Wii logo, Nintendo DS and Game Boy Advance are trademarks of Nintendo.

 ------------
Category 8,  Topic 8
Message 55         Thu Jul 20, 2006
KGAGNE [Ken]                 at 17:56 PDT

KONAMI AND BUENA VISTA GAMES TO COLLABORATE ON FUTURE VIDEO GAME PROJECTS

Dance Dance Revolution Disney Mix to be First in Line
of Disney-Themed Products

REDWOOD CITY, Calif. - July 19, 2006 - Konami Digital Entertainment, Inc.,
today announced with Buena Vista Games (BVG), that BVG will contribute a
portfolio of Disney intellectual properties in a creative collaboration for a
series of video games published by Konami. The first title to be released
under this agreement is Dance Dance Revolution Disney Mix, a Plug'N'Play
product that combines the high-energy dance gameplay of Konami's hit Dance
Dance Revolution(R) (DDR) video game franchise with beloved Disney characters
and music.

Dance Dance Revolution Disney Mix lets players experience the exciting action
of DDR with all the fun of Disney. The game features Disney characters such
as Mickey Mouse, Donald Duck and Goofy, and dance remixes of popular themes
such as "It's a Small World," "Zip-A Dee-Doo-Dah," and "Mickey Mouse March."
As a Plug'N'Play product, Dance Dance Revolution Disney Mix connects directly
to a television set without the use of a game console, delivering an
intuitive experience full of competition and choreography with a custom
Disney dance pad. The game features multiple difficulty settings that make it
easy for players of all ages to enjoy. The game's lively pacing and energetic
music make it a great source of exercise for the whole family.

"This is a powerful synergy that leverages Konami's highly popular Dance
Dance Revolution franchise and Disney's phenomenal entertainment properties
that are beloved around the world," said Catherine Fowler, Senior Vice
President of Sales and Marketing, Konami Digital Entertainment, Inc. "With
its dynamic gameplay that invites the whole family to get involved and a
recognizable cast of Disney characters, Dance Dance Revolution Disney Mix is
the ideal product to kick off a series of collaborative games that everyone
will enjoy."

"By working with other strong creative leaders in the industry, we are
producing innovative games in a variety of different genres that appeal to a
broad audience," said Graham Hopper, Senior Vice President and General
Manager, Buena Vista Games. "DDR is a fantastic franchise that has the
ability to engage players on a variety of levels and is a perfect fit for
Disney. We look forward to working with Konami to create great video game
experiences."

Dance Dance Revolution is the only video game in which players move their
body to upbeat tunes while allowing them to exhibit their own innovative
flair and original dance moves. DDR combines quick reflex action with
pulsating dance music for intense "get-up-and-play" fun. Players are
challenged to match their dance steps with the flashing arrows on the screen
while keeping up with the high-energy beat of the music. Since its home video
game console debut in 2001, the DDR franchise has sold more than four million
units in North America.

Konami is partnering with Majesco Entertainment, a leader in Plug'N'Play
products, to develop Dance Dance Revolution Disney Mix. Majesco also makes
the popular Frogger and Konami Arcade Advanced Plug'N'Play products.

Dance Dance Revolution Disney Mix is scheduled to launch this fall. For more
information on the DDR franchise, please visit www.konami.com/gs

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to http://www.bvg.com <http://www.bvg.com/> .

###

"KONAMI" is a trademark of KONAMI CORPORATION.

"Dance Dance Revolution" and "BEMANI" are registered trademarks of Konami
Digital Entertainment Co., Ltd. (C) 1998, 2006 Konami Digital Entertainment,
Inc.
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The Japanese company that produces Final Fantasy.
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 ------------
Category 8,  Topic 9
Message 1          Tue Nov 26, 2002
KGAGNE [Ken]                 at 10:17 PDT

Enix has bought Square.  Or vice versa, depending on which news story you
read.  But most are saying Enix bought Square.

http://www.newff.com/news/000183.html

 ------------
Category 8,  Topic 9
Message 2          Tue Nov 26, 2002
KGAGNE [Ken]                 at 10:19 PDT

Here's another take on it:

http://www.reuters.com/newsArticle.jhtml?type=topNews&storyID=1806425

 ------------
Category 8,  Topic 9
Message 3          Thu Feb 06, 2003
KGAGNE [Ken]                 at 14:42 PDT

Reports are indicating that, due to the merging of Square and Enix in Japan,
Enix of America will be closing its doors.

Dang.  And they'd just come back a few years ago, too...

-Ken

 ------------
Category 8,  Topic 9
Message 4          Thu Feb 20, 2003
KGAGNE [Ken]                 at 03:54 PDT

SQUARE ANNOUNCES ORGANIZATIONAL CHANGES FOR NORTH AMERICAN MARKET

Changes Reflect Establishment of New Company Square Enix U.S.A. and Sunset of
Joint Venture With Electronic Arts

LOS ANGELES, Calif., (Feb. 18, 2003) - Square Co., Ltd. (Square) and the
exclusive publisher of all SQUARESOFT(R) products in North America, Square
Electronic Arts L.L.C. (Square EA), announced today changes in its North
American operations.

Square will merge with Tokyo-based video game publisher Enix Corporation
(Enix) on April 1, 2003. The new company, headquartered in Tokyo, will be
named Square Enix Co., Ltd. (Square Enix) and led by Yoichi Wada as president
(current Square president). With this, Square Enix U.S.A., Inc. (Square Enix
U.S.A.) will be established to handle North American operations. Located in
Los Angeles, Calif., Square Enix U.S.A. will localize, market and publish
Square Enix products under the leadership of Jun Iwasaki, the newly named
president and CEO, Square Enix U.S.A., Inc.

Also, the joint venture between Square and Electronic Arts(TM) (EA) (Nasdaq:
ERTS), the world's leading publisher and developer of interactive
entertainment will come to an end as scheduled March 31, 2003. EA
distribution of Square products in North America will end this summer. The
exclusive partnership that focused on sales and distribution began in May
1998 in North America and Japan. Financial details of the joint venture were
not disclosed.

"As Square and Enix begin the worldwide implementation of the merger, our
goals for the North American market will shift to include not only increasing
our market share for our franchises, but also expanding the role-playing game
market in North America," said Wada "We are currently evaluating the best
strategy to accomplish these goals and look forward to growing our business
as a new company. We have enjoyed a very successful partnership with
Electronic Arts over the past five years and we are currently exploring
opportunities for a new relationship."

"We are looking forward to this new structure in North America," said current
Enix president, Keiji Honda. "Together, Square and Enix will deliver a gaming
experience that everyone will enjoy. We are committed to developing and
marketing innovative, creative and original titles. We hope to accomplish our
goals by providing quality role-playing games to gamers in North America."

Square has established itself as one of the world's premier video game
developers and publishers and is best known for the world-renowned FINAL
FANTASY(R) series, which has sold over 42 million units worldwide. The latest
installment in North America, FINAL FANTASY X for the PlayStation(R)2
computer entertainment system, has sold over 1.5 million units to date. Enix,
most famous for its Dragon Quest(R) role-playing series, has shipped over 30
million units of the series worldwide.

About Square Electronic Arts L.L.C. and Square Co. Ltd. Square Co., Ltd. is
the leading third-party developer and publisher of home video game console
software in Japan with annual sales of more than U.S. $275 million
consolidated base (based on exchange rate of 133.20 Japanese Yen per U.S.
Dollar as of March 31, 2002) and 900 employees worldwide. Square Co., Ltd.
became famous for its role-playing games, including its world-renowned FINAL
FANTASY series, which has sold more than 42 million units to date, and now
publishes other titles under the SQUARESOFT brand spanning all genres.
Square, Co., Ltd. can be found on the Internet at http://www.playonline.com.

Square Electronic Arts L.L.C. is the exclusive publisher of all SQUARESOFT
products in North America. Square Co., Ltd. publishes its SQUARESOFT titles
in North America through Square Electronic Arts L.L.C., located in Los
Angeles, Calif. Square Electronic Arts L.L.C. is a Limited Liability Company
established on May 1, 1998, by Square Soft, Inc. and Electronic Arts to
manage the marketing and distribution of SQUARESOFT products in North
America. More information about SQUARESOFT products can be found on the
Internet at http://www.playonline.com

About Electronic Arts
Electronic Arts (Nasdaq: ERTS), headquartered in Redwood City, Calif., is the
world's leading interactive entertainment software company. Founded in 1982,
Electronic Arts posted revenues of more than $1.7 billion for fiscal 2002.
The company develops, publishes and distributes software worldwide for video
game systems, personal computers and the Internet. Electronic Arts markets
its products under four brand names: EA SPORTST, EA GAMEST, EA SPORTS BIGT
and EA.COM(SM).

About Enix Corporation
Enix Corporation, headquartered in Tokyo, Japan, is best known for the Dragon
Quest video game series, which has shipped 30 million units worldwide. With
annual sales of more than 230 million yen (fiscal year ending March 31,
2002), Enix develops, publishes and distributes game software as well as
publishes comic books, magazines and develops toys and hobby goods. More
information on Enix and its products can be found on the Internet at
http://www.enix.co.jp/company/about/

FINAL FANTASY and the SQUARESOFT logo are registered trademarks of Square
Co., Ltd. Dragon Quest is a registered trademark of Enix Corporation.
"PlayStation" and the "PS" family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective owners.

 ------------
Category 8,  Topic 9
Message 5          Mon Mar 31, 2003
KGAGNE [Ken]                 at 15:39 PDT

Part of a memo issued today to members of the press:

We are pleased to announce the unification of Square and Enix!

Effective April 1, 2003, Square and Enix will be under one roof.
Headquartered in Tokyo, Japan, Square Enix Co., Ltd. will be led by former
Square president, Yoichi Wada as president and former Enix president, Keiji
Honda as vice president.

In North America, Square Enix U.S.A., Inc., located in Los Angeles, Calif.,
will handle all North American operations. Square Enix U.S.A. will localize,
market and publish Square Enix titles under the leadership of the newly named
president and CEO, Jun Iwasaki. Square Enix U.S.A. is committed to marketing
innovative titles using creative techniques that will propel game play to new
heights of interactivity and realism.

Square Enix brings two of Japan's best-selling franchises - FINAL FANTASY(R),
which has sold over 44 million units worldwide and DRAGON QUEST(R), which has
sold over 30 million units worldwide - under one company. Both known to be
pioneers in the role-playing game (RPG) genre, the unification of Square and
Enix has created one of the most influential provider of entertainment
content in the world. Square Enix will continue to push the boundaries of
creativity and continue to innovate and challenge itself to become the
world's top quality entertainment producer.

 ------------
Category 8,  Topic 9
Message 6          Fri May 30, 2003
KGAGNE [Ken]                 at 21:09 PDT

ENTER THE UNLIMITED SAGA
"HALL OF VALOR" CONTEST!

This is it... Aside from the game's own challenges, Square Enix U.S.A., Inc.
presents to you its own set of "Challenges". Are you up to the task? Are you
quick enough? Only but the best need apply.

Commemorating the North American release of UNLIMITED Saga for the
PlayStation(R)2 computer entertainment system, new promotional challenges
await you. Beginning June 17, 2003, go to www.u-saga.com and enter the Hall
of Valor to participate in the contest that presents you with questions of
the most lethal cunning. Completing the challenge will take keen observation
and quick thinking from the hardiest adventurers. And once this challenge is
completed - two new challenges will appear on a bi-weekly basis.

The path to successfully competing in the contest will be rough but not
without its rewards. The first five adventurers who step into the Hall of
Valor and complete a challenge successfully and quickly will be bestowed with
a grand reward.

THE CONTEST BEGINS JUNE 17, 2003. BE PREPARED.

***UNLIMITED Saga Adventurers, you are not alone! ***

Not all that appears in the Hall of Valor is set to challenge you. In fact,
residing within the Hall of Valor lies a "Survivor's Guide" filled with
crucial information and worthy tips. Mastering this information could prove
useful to all types of adventurers. An additional resource is the "Survivor's
Tips and Hints", which can be described as a trail of knowledge that
adventurers forge while on their journeys. Share your experiences with others
and contribute what you've learned, for in return another adventurer might
have left behind some much needed advice.

Be sure to view all of www.u-saga.com for new game information and updates.

THE FACTS
Title Name: UNLIMITED Saga
Release Date: June 17, 2003
Format: PlayStation(R)2
Number of DVDs: 1
Suggested Retail Price: TBD
Website: www.u-saga.com

---------------------------------------------------------------------------
(C) 2002, 2003 SQUARE ENIX CO., LTD. All Rights Reserved. UNLIMITED SAGA is a
trademark of Square Enix Co., Ltd. Character Design: Yusuke Naora. Image
Illustration: Tomomi Kobayashi. The SQUARE ENIX logo and UNLIMITED SAGA are
trademarks of Square Enix Co., Ltd. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. The ratings
icon is a trademark of the Interactive Digital Software Association. Dolby,
Pro Logic, and the double-D symbol are trademarks of Dolby Laboratories.

Sony Computer Entertainment America takes no responsibility for this offer.
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Message 7          Fri Sep 26, 2003
KGAGNE [Ken]                 at 12:59 PDT

DISNEY INTERACTIVE AND SQUARE ENIX AGAIN JOIN FORCES TO CONTINUE THE KINGDOM
HEARTS SAGA WITH TWO SEQUELS
"KINGDOM HEARTS - CHAIN OF MEMORIES -" and "KINGDOM HEARTS II" Currently In
Development

LOS ANGELES, Calif., September 26, 2003 - Disney Interactive, a publishing
label of Buena Vista Games, Inc., and Square Enix Co., Ltd. ("Square Enix"),
announced today that they will once again join forces to develop two sequel
titles to KINGDOM HEARTS, the blockbuster hit video game which was released
worldwide in 2002 for the PlayStation(R)2 computer entertainment system. The
sequels include KINGDOM HEARTS -CHAIN OF MEMORIES- for Game Boy(R)Advance and
KINGDOM HEARTS II for the PlayStation 2.

KINGDOM HEARTS -CHAIN OF MEMORIES- will be developed for Game Boy Advance,
making it the first handheld game for KINGDOM HEARTS. The title is newly
designed for the Game Boy Advance and features Sora, Donald, Goofy and other
Disney characters and worlds. KINGDOM HEARTS -CHAIN OF MEMORIES- promises to
deliver an unsurpassed gaming experience to gamers by implementing elements
never before seen on the Game Boy Advance. The title is scheduled for release
in Japan in 2004, followed by North America and Europe.

KINGDOM HEARTS II will be developed for the PlayStation 2 and the story will
pick up where it ended in the original KINGDOM HEARTS. The "mystery" that has
kept fans waiting will finally unfold in this sequel. The title will hail the
return of Sora, Kairi and Riku along with many other Disney characters and
worlds. The release schedule for KINGDOM HEARTS II in Japan, North America
and Europe will be announced at a later date.

"We are extremely proud of the success of KINGDOM HEARTS and are very excited
to be taking the game to the next level with these two new titles," said
Tetsuya Nomura, director and main character designer, KINGDOM HEARTS series.
"Our development team is eager to create a new chapter in KINGDOM HEARTS
history and determined to deliver an even more unique and exciting gaming
experience that will appeal to the global marketplace."

"Buena Vista Games is thrilled to be collaborating with Square Enix again to
continue the KINGDOM HEARTS journey," said Graham Hopper, senior vice
president and general manager, Buena Vista Games. "Like KINGDOM HEARTS, the
sequels will feature Disney's most beloved properties and give fans the
chance to experience them in new ways."

The top-selling action role-playing game (RPG) of 2002 in North America,
KINGDOM HEARTS was the first video game project between Square Enix and Buena
Vista Games. For the first time, multiple Disney characters and worlds
co-existed in one interactive product. The title combines more than 100
Disney characters and many well-known Disney worlds with newly introduced
characters and environments created in the renowned Square Enix style. New
Disney characters, Sora, Riku, Kairi and the Heartless, designed by Square
Enix's Tetsuya Nomura, director and character designer of KINGDOM HEARTS,
made their debut in KINGDOM HEARTS. The unprecedented inclusion of original
and new characters and worlds told a new story and offered breakthrough
creative content.

Launching first in Japan in March 2002, worldwide sales of KINGDOM HEARTS
topped 3.3 million units to date, with over 1.3 million units sold in Japan
and 2 million units in North America and Europe combined. In North America,
the title reached its million-unit mark in just three months, seized the
top-selling RPG spot in 2002 and garnered nominations for over 40 industry
awards. KINGDOM HEARTS will now join Sony Computer Entertainment America's
"Greatest Hits" series in North America. The Greatest Hits edition will be
available starting October 6, 2003 with a suggested retail price of $19.99
US.

KINGDOM HEARTS -CHAIN OF MEMORIES- for Game Boy Advance and KINGDOM HEARTS II
for the PlayStation 2 will be developed under the direction of director and
main character designer Tetsuya Nomura, and produced by Shinji Hashimoto and
co-producer Yoshinori Kitase.

The combination of Square Enix's award-winning game design and Disney's
legendary cast of characters in KINGDOM HEARTS resulted in a game that gave
players a new opportunity to enjoy and interact with many of Disney's most
treasured properties. With the development of KINGDOM HEARTS -CHAIN OF
MEMORIES- and KINGDOM HEARTS II, the creative partnership once again promises
to deliver a unique interactive gaming experience that draws on Square Enix's
and Disney's expertise in animation, design, story-telling and character
development.

###

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. Square Enix brings two of Japan's best-selling franchises - FINAL
FANTASY(R), which has sold over 45 million units worldwide and DRAGON QUEST
(DRAGON WARRIOR(R) in North America) which has sold over 30 million units
worldwide - under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

About Disney Interactive
Disney Interactive is the award-winning publishing label of Buena Vista
Games, Inc. The label produces high quality children's and family-oriented
interactive video games and CD-ROMs based on Disney properties. Buena Vista
Games, Inc. is the interactive entertainment arm of The Walt Disney Company's
Consumer Products business unit. For more information on Disney Interactive's
products, visit http://www.disneyinteractive.com.

KINGDOM HEARTS: (C) 2002 Disney. TarzanT Owned by Edgar Rice Burroughs, Inc.
and Used by Permission. Copyright (C) 2002 Edgar Rice Burroughs, Inc. and
Disney Enterprises, Inc. All Rights Reserved. Developed by SQUARE ENIX.
KINGDOM HEARTS-CHAIN OF MEMORIES-: (C) Disney Enterprises, Inc. Developed by
SQUARE ENIX/Jupiter. KINGDOM HEARTS II: (C) Disney Enterprises, Inc.
Developed by SQUARE ENIX. SQUARE ENIX is a trademark of Square Enix Co., Ltd.
FINAL FANTASY is a registered trademark of Square Enix Co., Ltd.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo and the Game Boy Advance logos are
trademarks of Nintendo. All other trademarks are the property of their
respective owners.
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Category 8,  Topic 10
Message 1          Mon Dec 03, 2001
KGAGNE [Ken]                 at 19:50 PDT

I received an email from Electronic Arts today regarding a survey for a game
they've published.  It seemed indiscriminate as the email contained two
sections, "IF YOU HAVE BOUGHT THIS GAME" and "IF YOU HAVEN'T BOUGHT THIS
GAME".

The email was CC'ed - not BCC'ed - to 100K of recipients. :(

-Ken

 ------------
Category 8,  Topic 10
Message 2          Thu Oct 30, 2003
KGAGNE [Ken]                 at 12:56 PDT

CNN.com describes a coincidental phenomenon: any athlete who appears on the
cover of a Madden football game experiences worse performance afterward:

http://www.cnn.com/2003/TECH/10/29/hln.game.jinx/index.html

 ------------
Category 8,  Topic 10
Message 3          Wed Nov 12, 2003
KGAGNE [Ken]                 at 14:36 PDT

EA just sent me a press release that began with a message from the sender:

"Wanted to let you know that Electronic Arts just released All-Star Football,
the free online football game that let's football fans play one game or a
whole season. (See the media alert below for more details.)"

Can anyone tell me what's wrong with that paragraph?

Sigh... heathens. ;)

-Ken

 ------------
Category 8,  Topic 10
Message 4          Wed Nov 12, 2003
SYNDICOMM [Sheppy]           at 16:51 PDT

That's pretty bad.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 10
Message 5          Mon Feb 09, 2004
KGAGNE [Ken]                 at 11:58 PDT

EA has signed with Marvel to create "EA vs. Marvel" fighting games.

The problems are not only that EA has never done fighting games, but that EA
has no established characters to pit against Marvel's cadre.  Who wants to see
no-name fighters go up against Cyclops and Nightcrawler?  The whole point of
Marvel vs. Capcom was that it was two legendary line-ups in one game.

Story at <http://www.gamespot.com/all/news/news_6087557.html>, commentary and
comic at <http://www.penny-arcade.com/news.php3?date=2004-02-09>.

-Ken

 ------------
Category 8,  Topic 10
Message 6          Fri Apr 09, 2004
KGAGNE [Ken]                 at 19:19 PDT

On Wednesday, John Riccitiello, president and chief operating officer of
Electronic Arts since October 1997, resigned.

 ------------
Category 8,  Topic 10
Message 7          Wed Sep 08, 2004
KGAGNE [Ken]                 at 03:45 PDT

EA AND DEF JAM UNVEIL IN-GAME TRACK LIST FOR
DEF JAM FIGHT FOR NY

REDWOOD CITY, Calif., September 7, 2004 - Electronic Arts (NASDAQ: ERTS) and
Def Jam(R) today announced the explosive in-game soundtrack that will fuel Def
Jam(R) FIGHT For NY(TM), the blazing-hot sequel to Def Jam VENDETTA(TM), set to
drop this September. Delivering a hard-hitting mix of 28 hot new tracks and
old-school hits from Def Jam and other prominent hip hop labels, the soundtrack
magnifies the game's gritty, intense gameplay and dramatic storyline.

Def Jam FIGHT For NY thrusts players onto the mean streets of New York amidst a
brutal battle for control of the city's hip hop underground. Featuring a cast
of more than 40 hip hop artists and celebrities, players will come face to face
with dozens of hip hop's biggest names in the game, including Busta Rhymes,
Ludacris, Ice T, Lil' Kim, Method Man, Redman and Snoop Dogg.

"Video games are a natural extension of hip hop culture," said Kevin Liles,
President and CEO, Def Jam Enterprises. "With Def Jam FIGHT For NY and the
in-game soundtrack, we've created an experience that's true to the Def Jam
universe."

EA partnered closely with Def Jam on all aspects of the game's production -
from developing the plot to refining the soundtrack - assuring authenticity
within the Def Jam world.

"Music is the heart and soul of the Def Jam universe, and authenticity was an
absolute must for Def Jam FIGHT For NY," said Steve Schnur, Worldwide Executive
of Music and Audio at EA. "Every track in Def Jam FIGHT For NY was hand-picked
by Def Jam and EA to correspond to pivotal moments in the storyline and to
intensify the gameplay experience."

The in-game soundtrack for Def Jam FIGHT For NY includes:

Song Title

Artist

America's Most

Method Man, Redman

Anything Goes

C-N-N

Are we Cuttin'

Pastor Troy

Bust

OutKast

Comp

Comp

Flipside

Freeway

Get into it

Comp

Get it now

Bless

Let's Get Dirty

Redman

Let's Go

Shawnna

Lil' Bro

Ric-A-Che

Make It Hurt

Busta Rhymes

Mama Said Knock You Out

LL Cool J

Man Up

Sticky Fingaz

Mother Mother

Xzibit

Move!

Public Enemy

Nuff Respect

Big Daddy Kane

O.G. Original Gangster

Ice T

PistolGrip-Pump

Volume 10

Pop Off

Joe Budden

Poppa Large

Ultramagnetic MC's

See about ya

Beezle feat. Bonecrusher

Sieze the Day

Bless

Take a Look at My Life

Fat Joe

Walk With Me

Joe Budden

We Gon Hit Em

Deuce, Dub and the Junkyard Gang

What's Happenin'

Method Man

Yes Sir

C-N-N

Def Jam FIGHT For NY is rated M for Mature with descriptors of Blood, Sexual
Themes, Strong Language, Violence by the ESRB and ships on September 20, 2004
for the PlayStation(R)2 computer entertainment system, Xbox(R) video game
system from Microsoft and Nintendo GameCube(TM) under the EA GAMES(TM) brand.
To learn more about the game, please visit the game's official web site at:
www.defjamfight4ny.com.

###

ABOUT ELECTRONIC ARTS

Electronic Arts Inc. (EA), headquartered in Redwood City, California, is the
world's leading interactive entertainment software company. Founded in 1982, EA
posted revenues of $2.96 billion for fiscal 2004. The company develops,
publishes and distributes interactive software worldwide for video game
systems, personal computers and the Internet. EA markets its products under
three brand names: EA SPORTS(TM), EA GAMES(TM), and EA SPORTS BIG(TM). EA's
homepage and online game site is www.ea.com. More information about EA's
products and full text of press releases can be found on the Internet at
http://info.ea.com.

About The Island Def Jam Music Group

The Island Def Jam Music Group is home to a multi-cultural and diverse family
of artists and has fast become one of the most successful labels in the
industry. It is comprised of Island Records, Def Jam Recordings and Def Soul,
and is in partnerships with American Recordings, Lost Highway Records,
Roc-A-Fella Records, The Inc Records, Bloodline Records and Roadrunner Records.
The roster boasts an array of talented artists including Jay-Z, Bon Jovi,
Mariah Carey, Ludacris, Ashanti, Ryan Adams, Nickelback, Musiq, Slipknot,
Thursday, Method Man, Thrice, Hoobastank, Ja Rule, Sum 41, Slayer, Kelly Price,
Saliva and DMX.

Electronic Arts, EA, EA SPORTS, EA SPORTS BIG and EA GAMES are trademarks or
registered trademarks of Electronic Arts Inc. in the U.S. and/or other
countries. Def Jam(R), Fight For NY(TM), Def Jam VENDETTA, and all associated
logos and marks are used under license from DJR Holdings, LLC, Simcoh, LLC and
The Island Def Jam Music Group, a division of UMG Recordings, Inc. Def Jam
Artists appear courtesy of The Island Def Jam Music Group. Microsoft and Xbox
are registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or other countries. PlayStation is a registered trademark of Sony Computer
Entertainment Inc. Nintendo GameCube is a trademark of Nintendo. All other
trademarks are the property of their respective owners.
 ------------
Category 8,  Topic 10
Message 8          Sun Nov 21, 2004
KGAGNE [Ken]                 at 08:44 PDT

The New York Times recently wrote about 80+ weeks and months without days off
being typical at Electronic Arts.  The story was prompted in part by this
blog:

http://www.livejournal.com/users/ea_spouse/

 ------------
Category 8,  Topic 10
Message 9          Sat Apr 23, 2005
KGAGNE [Ken]                 at 13:35 PDT

Electronic Arts has a QuickTime movie trailer of Madden 2006, which will be
available for next-gen game systems:

http://www.easports.com/games/madden06/nextgen.jsp

 ------------
Category 8,  Topic 10
Message 10         Mon Jul 18, 2005
KGAGNE [Ken]                 at 14:10 PDT

 NEW YORK (Reuters) - Verizon Wireless, the No. 2 U.S. mobile provider, will
sell video games from Electronic Arts Inc. to its customers in coming weeks,
the companies said on Monday.

Story continues at
http://money.cnn.com/2005/07/18/technology/personaltech/verizon_ea.reut/index.h
tm

 ------------
Category 8,  Topic 10
Message 11         Fri Oct 14, 2005
KGAGNE [Ken]                 at 14:40 PDT

SAN FRANCISCO (Reuters) - Oscar-winning director Steven Spielberg and
Electronic Arts, the world's biggest video game publisher, said Friday they
are teaming up to develop three original video game titles.

Spielberg, a video game enthusiast and co-founder of DreamWorks SKG, will
work with EA's Los Angeles studio on the concept, story and design of the new
game franchises. Terms of the multiyear, exclusive agreement were not
disclosed.

Story continues at
http://money.cnn.com/2005/10/14/technology/spielberg_ea.reut/index.htm

 ------------
Category 8,  Topic 10
Message 12         Fri Jul 07, 2006
KGAGNE [Ken]                 at 16:18 PDT

Heh - EA's cover model football player didn't just parrot bullet points about
how great "Madden" is, but in a press conference actually offered some
suggestions as to how it could be made better:

http://www.nytimes.com/2006/07/06/sports/football/06game.html?_r=1&oref=slogin

 ------------
Category 8,  Topic 10
Message 13         Fri Nov 03, 2006
KGAGNE [Ken]                 at 14:08 PDT

LOS ANGELES (Reuters) -- Electronic Arts Inc., the world's largest video game
publisher, posted a surprise quarterly net profit Thursday and said it now
expects to be in the black for the full year, sending its shares up 8 percent
in after-hours trading.

Story continues at
http://money.cnn.com/2006/11/02/technology/bc.media.electronicarts.earns.reut/i
ndex.htm
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 ************
Topic 11        Sat May 12, 2001
KGAGNE                       at 09:55 PST
Sub: Activision

The party responsible for Pitfall, Tony Hawk Pro Skater, and Spider-Man.
Stock symbol ATVI.
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Category 8,  Topic 11
Message 1          Fri Jun 01, 2001
KGAGNE [Ken]                 at 20:18 PDT

ACTIVISION SET TO PRESENT AT
DEUTSCHE BANC ALEX BROWN'S 2001 MEDIA CONFERENCE

Santa Monica, CA - June 1, 2001 - Activision, Inc. (Nasdaq: ATVI) today
announced that Robert Kotick, Co-Chairman and CEO, will be presenting at the
Deutsche Banc Alex Brown 2001 Media Conference on Wednesday, June 6, 2001 at
4:00 p.m. (EDT) in New York, N.Y.

Mr. Kotick's presentation will be broadcast live over the Internet.  To access
the webcast, please log onto www.db.com/conferences.

An international publisher, developer and distributor of interactive and
leisure products, Activision's games span a wide range of genres (including
action, adventure, extreme sports, strategy and simulation) and target markets
(including game enthusiasts, value buyers and children).  In addition to its
genre and market diversity, the company publishes, develops and distributes
products for a variety of game platforms including personal computers, the
PlayStation* game console, PlayStation* 2 computer entertainment system,
Nintendo* 64, Nintendo Game Boy* Color and Sega Dreamcast*.

The company expects that its multi-platform development strategy and strong
brand franchises will position it to take advantage of the exciting market
opportunities that will result from the introduction of the next-generation
console systems including the Xbox* video game system from Microsoft, as well
as Nintendo's GAMECUBE* and Game Boy Advance, all of which are slated for
release this year.

Headquartered in Santa Monica, California, Activision maintains operations in
the U.S., Canada, the United Kingdom, France, Germany, Japan and Australia and
the Netherlands.  The company's common stock trades on The Nasdaq National
Market under the symbol ATVI.  More information about Activision and its
products can be found on the company's World Wide Web site, which is located
at http://www.activision.com <http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission.  Readers of this press release are
referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 2          Thu Jun 21, 2001
KGAGNE [Ken]                 at 10:29 PDT

ACTIVISION SET TO PRESENT AT
WILLIAM BLAIR & COMPANY'S
21ST ANNUAL GROWTH STOCK CONFERENCE

Santa Monica, CA - June 21, 2001 - Activision, Inc. (Nasdaq: ATVI) today
announced that Robert Kotick, Co-Chairman and CEO, will be presenting at
William Blair & Company's 21st Annual Growth Stock Conference at the Four
Season's Hotel on June 27, 2001 at 9:50 a.m. (CDT) in Chicago, IL.

Mr. Kotick's presentation will be broadcast live over the Internet.  To
access the webcast, please log onto www.videonewswire.com/williamblair.

An international publisher, developer and distributor of interactive and
leisure products, Activision's games span a wide range of genres (including
action, adventure, extreme sports, strategy and simulation) and target
markets (including game enthusiasts, value buyers and children).  In addition
to its genre and market diversity, the company publishes, develops and
distributes products for a variety of game platforms including personal
computers, the PlayStation* game console, PlayStation* 2 computer
entertainment system, Sega Dreamcast*, Nintendo* 64, and Nintendo Game Boy*
Color and Game Boy Advance.

The company expects that its multi-platform development strategy and strong
brand franchises will position it to take advantage of the exciting market
opportunities that will result from the introduction of the next-generation
console systems including the Xbox* video game system from Microsoft, as well
as Nintendo's GAMECUBE*, which are slated for release this year.

Headquartered in Santa Monica, California, Activision maintains operations in
the U.S., Canada, the United Kingdom, France, Germany, Japan and Australia
and the Netherlands.  The company's common stock trades on The Nasdaq
National Market under the symbol ATVI.  More information about Activision and
its products can be found on the company's World Wide Web site, which is
located at http://www.activision.com <http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 3          Wed Jun 27, 2001
KGAGNE [Ken]                 at 19:40 PDT

ACTIVISION NAMED LICENSEE OF THE YEAR IN
SPORTS/SPECIAL EVENTS CATEGORY BY
INTERNATIONAL LICENSING INDUSTRY
MERCHANDISERS' ASSOCIATION

Santa Monica, CA - June 27, 2001 -- Activision, Inc. (Nasdaq: ATVI) announced
today that it has been awarded Licensee of the Year in the Sports/Special
Events category by the International Licensing Industry Merchandisers'
Association (LIMA). The award is in recognition for Activision's Tony Hawk's
Pro Skater(tm) video game. Greg Goldstein, Vice President of Brand
Development and Licensing for Activision, accepted the award during LIMA's
annual awards gala on June 13, 2001 at the New York Hilton Hotel.

Recipients of the Annual Licensing Awards were selected by more than 1,000
members of LIMA worldwide.

"We are thrilled to accept this award from LIMA," states Goldstein. "It
underscores the tremendous worldwide appeal of the Tony Hawk's Pro Skater
brand among the vast array of high-quality licensed products available in the
marketplace. This honor recognizes the hard work and dedication of everyone
at Neversoft and Activision."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 4          Tue Jul 31, 2001
KGAGNE [Ken]                 at 18:37 PDT

ACTIVISION NAMES CLIMAX AS DEVELOPER
FOR RACE OF CHAMPIONS

London, UK - 31st July, 2001 - Continuing to partner with industry-leading
U.K. developers, Activision, Inc. (Nasdaq: ATVI) has signed an agreement with
the Climax Group to develop its upcoming rally racing game, Race of
Champions. Based on the prestigious Michelin Race of Champions race which is
held annually in the Canary Islands, the game engages players in the realism,
challenge and competition of one-on-one rally racing while delivering the raw
fun and exhilaration of action racing. Activision expects to release the game
for the PlayStation(R) 2 computer entertainment system and the Xbox(tm) video
game system from Microsoft in 2002.

"We are very excited to partner with the Brighton arm of the Climax Group to
develop Race of Champions," said Julian Lynn Evans, vice president European
studios, Activision. "Their development expertise coupled with their
proprietary DYNE Motorsports technology's powerful simulation capabilities,
will enable us to achieve ultra realistic motion and collision responses on a
variety of vehicles. Climax aims to make Race of Champion the most
cutting-edge game in the driving genre and given their track record, we fully
expect them to succeed."

"This is truly a match made in heaven," commented Karl Jeffrey, President and
CEO of the Climax Group. "Climax's Motorsports technology and Activision's
sales and marketing muscle are an unbeatable combination. I fully believe
that Race of Champions is going to be the greatest rally game ever made."

Race of Champions is the first rally game to let players battle it out for
the Champion of Champions crown in the infamous Race of Champions where the
world's top drivers compete head to head. Delivering intense full throttle
action, Race of Champions challenges players to master the roads, deserts and
mountains of this exciting racing tour. Choosing among 24 licensed cars from
the leading manufacturers that participate in the sport including Mitsubishi,
Toyota, Ford, Lancia, Peugeot, Audi, Porsche, Citroen and Seat and more than
30 drivers including such legends as Didier Auriol from France, Armin
Schwartz from Germany and Tomi Makkinen from Sweden, gamers race through 12
stunning 3D levels that include authentic Race of Champions Rally tracks and
stages.

Established in 1988, Climax has become one of the world's leading interactive
software development companies. Over the last 12 years Climax has developed
many successful computer and video games, delivering high quality game
experiences in both its' original products and conversions Climax bring with
them a wealth of experience of developing for the Racing Genre to the
partnership with Activision.

 ------------
Category 8,  Topic 11
Message 5          Wed Aug 01, 2001
KGAGNE [Ken]                 at 10:59 PDT

ACTIVISION AWARDED WORLDWIDE INTERACTIVE RIGHTS
TO STEVEN SPIELBERG'S UPCOMING FEATURE FILM
"MINORITY REPORT" STARRING TOM CRUISE

Santa Monica, CA - August 1, 2001 -- Activision, Inc. (Nasdaq: ATVI)
announced today that the company has been awarded the worldwide interactive
rights to develop, publish and distribute interactive games based on Steven
Spielberg's upcoming sci-fi film "Minority Report," starring Tom Cruise,
which is slated for release in summer 2002.

Through an agreement with Fox Interactive and DreamWorks, Activision has
signed a five year deal for the worldwide rights to develop games based on
the highly-anticipated motion picture for all current and next generation
consoles, the PC and handheld platforms.

"Minority Report" is a futuristic thriller based on a short story by noted
sci-fi author Philip K. Dick. Dick is also well known for writing the
original stories that inspired the popular motion pictures "Blade Runner" and
"Total Recall."

"'Minority Report' lends itself well to a wide variety of gameplay elements
with intense futuristic storylines and gripping action-packed sequences,"
states Ron Doornink, President and COO, Activision, Inc. "As a multi-platform
publisher, we intend to leverage this property across all of the major gaming
systems including the PlayStation2 computer entertainment system, Xbox video
game system from Microsoft, Nintendo GameCube, Game Boy Advance and the PC.
We are very excited to work with Steven Spielberg, Fox Interactive and
DreamWorks Pictures on what is expected to be one of the most anticipated
films of 2002."

"'Minority Report' is ideally suited to be not only a great motion picture
but an immersive and exciting interactive game, and we're pleased to have
Activision as a partner in bringing such a great property to the gaming
arena," stated Steve Bersch, president of Fox Interactive.

Activision will work closely with Fox Interactive and DreamWorks to deliver
an interactive game that reflects the rich storyline, characters and
environments of the upcoming movie. With their input, Activision will
re-create the visual and visceral immersive experience of this thrilling
science fiction adventure.

"It's clear that 'Minority Report' will be one of the biggest blockbusters of
2002," says Greg Goldstein, vice president of brand development and licensing
for Activision, Inc. "With this film, Steven continues his legacy of creating
some of the most compelling adventure films ever made."

Slated for release in summer 2002 "Minority Report" will star Tom Cruise,
Colin Farrell, Max von Sydow, Samantha Morton and Kathryn Morris.

About Fox Interactive
Fox Interactive, an operating unit of Fox Filmed Entertainment, a News
Corporation company, is committed to producing a full range of bold and
engaging interactive entertainment. The company produces and co-publishes
computer and video game software based on Fox franchises as well as new and
original properties. Fox Interactive games feature a number of the company's
television and movie properties including The Simpsons, Buffy the Vampire
Slayer, Aliens, Die Hard, and the X-Files. Original properties such as No One
Lives Forever have garnered critical acclaim and received Game of the Year
awards from enthusiasts' magazines worldwide.

About DreamWorks
DreamWorks SKG was formed in October 1994, by its three principal partners -
- Steven Spielberg, Jeffrey Katzenberg and David Geffen - - to produce
live-action motion pictures; animated feature films; network, syndicated and
cable television programming; home video entertainment; records; books; toys;
and consumer products.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 6          Thu Aug 09, 2001
KGAGNE [Ken]                 at 17:11 PDT

ACTIVISION CONFIRMS TREYARCH IS DEVELOPING
SPIDER-MAN: THE MOVIE GAME FOR NEXT GENERATION PLATFORMS

Santa Monica, CA - August 8, 2001 - Activision, Inc. (Nasdaq: ATVI) today
confirmed that Treyarch, LLC is developing Spider-Man: The Movie Game for the
PlayStation(R)2 computer entertainment system, Xbox video game system from
Microsoft and Nintendo GameCube. The title, which is inspired by the upcoming
Columbia Pictures/Marvel Entertainment feature film "Spider-Man," is expected
to be available on the PlayStation 2, Xbox, Nintendo GameCube and Game Boy
Advance in May 2002 to coincide with the release of the film.

Both Activision and Treyarch are working closely with Columbia Pictures and
Spider-Man Merchandising L.P., a limited partnership between Marvel
Enterprises, Inc. and Sony Pictures Consumer Products Inc., during all stages
of the game's development.

Activision has partnered with Treyarch on such past projects as Tony Hawk's
Pro Skater 2x for Xbox, Tony Hawk's Pro Skater 2 and Spider-Man for Sega
Dreamcast.

About Spider-Man Merchandising L.P.
Spider-Man Merchandising L.P. is a limited partnership between Sony Pictures
Consumer Products Inc. and Marvel Enterprises Inc. The partnership oversees
the expansive licensing and merchandising campaign surrounding Columbia
Picture's highly anticipated theatrical release, "Spider-Man". Spider-Man
Merchandising L.P. explores a full range of merchandising categories for one
of the world's most recognized characters.

About Columbia Pictures
Columbia Pictures is a Sony Pictures Entertainment (SPE) company. SPE is a
division of Sony Corporation of America (SCA), a subsidiary of Tokyo-based
Sony Corporation. SPE's global operations encompass motion picture production
and distribution, television production and distribution, worldwide channel
investments, home video acquisition and distribution, operation of studio
facilities, development of new entertainment products, services and
technologies, and distribution of filmed entertainment in 67 countries. Sony
Pictures Entertainment can be found on the World Wide Web
http://www.spe.sony.com.

About Treyarch, LLC
Starting with two of the founding members, Dr. Peter Akemann and Don
Likeness, Treyarch is located in Santa Monica, CA and has grown in the last
six years to over 100 employees. Treyarch has shipped Triple Play Baseball
for the PlayStation 2, Tony Hawk's Pro Skater, Tony Hawk's Pro Skater 2,
Spider-Man, Draconus: Cult of the Wyrm, and Max Steel: Covert Missions for
the Dreamcast; Triple Play Baseball and Triple Play 2001 for the PlayStation
game console; Triple Play 2000 and Nagano Olympic Hockey 98 for the Nintendo
64; and Triple Play Baseball and Triple Play 2001 and Die By The Sword for PC
systems.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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Message 7          Thu Aug 30, 2001
KGAGNE [Ken]                 at 11:55 PDT

ACTIVISION EXPANDS ITS SUPER HERO BRANDS WITH EXCLUSIVE WORLDWIDE RIGHTS TO
MARVEL ENTERPRISES'
FANTASTIC FOUR AND IRON MAN

Superhuman Characters Enhance Activision's Slate of Comic Heroes
That Includes Spider-Man, X-Men and Blade

Santa Monica, CA - August 30, 2001 - Strengthening its leadership as the top
publisher of comic super hero brands, Activision, Inc. (Nasdaq: ATVI) today
announced it will bring Marvel's "First Family," The Fantastic Four, and "The
Invincible" Iron Man to the interactive arena. Under the terms of the deal,
Activision has acquired the exclusive worldwide rights to develop and publish
interactive games for the next-generation console systems and the PC based on
these renowned properties. These brands complement the company's current
slate of Marvel Super Heroes that include Spider-Man, X-Men and Blade.

Twentieth Century Fox is currently in development with a theatrical film
based on The Fantastic Four and New Line Cinema is developing a motion
picture based on Iron Man. Both projects are slated to be released in
2003/2004.

"Activision is thrilled to extend our relationship with Marvel by adding
these phenomenally rich characters to our slate of established brands," said
Greg Goldstein, vice president of brand development and licensing for
Activision, Inc. "Both of these properties have entertained fans around the
world in the form of comic books and other media for more than 35 years. We
intend to take full advantage of current videogame hardware technology to
bring these iconic super heroes to life as never before."

Russ Brown, senior vice president, consumer products, promotions & media
sales for Marvel added, "After seeing the excitement and success surrounding
Activision's Marvel videogames, it is obvious to me that the people at
Activision understand Super Heroes and know what our fans expect. Fantastic
Four and Iron Man are two other properties that possess extremely loyal fan
bases who have been waiting a long time to be able to share their adventures
in the form of videogames."

For the past 40 years, The Fantastic Four have entertained millions of people
around the world as the greatest team of superhuman adventurers ever
assembled. Approximately 150 million comic books have been sold in more than
26 countries since their introduction in 1961. Possessing unique powers, the
foursome challenge the unknown to benefit humanity. Reed Richards (Mr.
Fantastic) becomes malleable, Sue Storm (The Invisible Woman) turns
invisible, Johnny Storm (The Human Torch) generates fiery plasma and Ben
Richards (The Thing) is orange-colored, thick-skinned, heavily muscled and
superhumanly strong.

First launched in 1963, the Iron Man character has been featured in
approximately 120 million comic books in more than 26 countries around the
world. After billionaire genius Tony Stark was gravely injured by an act of
industrial sabotage, he saved his own life by designing a life-sustaining
shell - the hi-tech armor that is the invincible Iron Man. This modern-day
knight fights injustice wherever it rears its ugly head.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in five divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz), comic book
publishing and Internet/New Media. Marvel facilitates the creation of
entertainment projects, including feature films, television, home video and
the Internet, based on its characters and also licenses its characters for
use in a wide range of consumer products and services including video and
computer games, apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its comic book division which
continues to maintain a leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. For additional
information visit the Marvel Web site at http://www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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Message 8          Fri Aug 31, 2001
KGAGNE [Ken]                 at 12:24 PDT

ACTIVISION TO PUBLISH TWO NEW ID SOFTWARE GAMES

Long-time Associates Announce Development of QUAKE IV
And An All-New Game

Santa Monica, CA - August 31, 2001 - Building on its tradition of bringing
triple-A titles to the PC, Activision, Inc. (Nasdaq: ATVI) announced that it
will publish two new id Software games - QUAKE IV(tm) and a new as yet
untitled game.

"id Software and Activision have enjoyed a tremendous partnership on some of
the best-selling and most celebrated action games of all time," said Larry
Goldberg, vice president, worldwide studios, Activision. "We look forward to
continuing this relationship and working closely with id on QUAKE IV and the
new franchise. The best is yet to come."

QUAKE IV is in development by Raven Software and marks a return to id
Software's trademark single-player gameplay experience set in the QUAKE IITM
universe, one of the best selling franchises in PC gaming history. QUAKE IV
will use id Software's advanced new DOOM game engine.

"We are thrilled to be working with Raven, Nerve and Activision on these
exciting new titles," Todd Hollenshead, CEO, id Software said. "Raven and
Nerve are two of the most talented teams in the industry and we look forward
to continuing our tradition of killer games with them on Quake IV and our new
franchise."

The new unnamed franchise is based on an original design by id Software and
is being developed by Nerve Software, a new development company based in
Mesquite, TX. The company was co-founded by Brandon James, a level designer
at id Software on QUAKE II and QUAKE III Arena.

About id Software id - Freud's primal part of the human psyche and one of the
hottest game shops on Earth - has been rocking the gaming world from
Mesquite, Texas since 1991. As a renowned leader in the industry, id Software
forged such frenetic titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm),
QUAKE(R) and QUAKE II(tm). With intense graphics and mind-blowing action,
id's games have helped redefine the modern video game, continually setting
industry standards for technology and gameplay. And, in keeping with
tradition, id Software has amplified the world of adrenaline pumping 3-D
gaming with the release of their latest action titles, QUAKE III Arena(tm)
and QUAKE III: Team Arena(tm). id's advanced QUAKE III Arena engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
www.idsoftware.com.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2001 Id Software, Inc. All rights reserved. Wolfenstein 3D, Return to
Castle Wolfenstein, DOOM, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, and the id Software name are either registered trademarks or
trademarks of Id Software, Inc. in the United States and/or other countries.
Activision is a registered trademark of Activision, Inc. and its affiliates.
All other trademarks and trade names are the property of their respective
owners.
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ACTIVISION(R) AND QUIKSILVER FORM WORLDWIDE STRATEGIC PARTNERSHIP FOR
ACTIVISION O2(tm) ACTION SPORTS BRAND

Industry Leaders Join Forces To Cross Promote Action Sports Lifestyle

Santa Monica, CA. -- September 17, 2001 -- Activision, Inc. (Nasdaq: ATVI),
the number one publisher of action sports games worldwide, and Quiksilver,
Inc. (Nasdaq: ZQK), the world's largest boardriding apparel and lifestyle
company, today jointly announced that they have formed a strategic alliance
that will cross-promote Activision's Tony Hawk's Pro Skater franchise and
Kelly Slater's Pro Surfer video game through a number of innovative retail,
clothing, event and in-game sponsorships. The long-term distribution and
co-marketing partnership begins this November with the launch of two
Activision O2 games -- Tony Hawk's Pro Skater(tm) 2x and Tony Hawk's Pro
Skater 3.

The alliance reinforces the Activision O2 brand in the action sports market
by providing Activision with the opportunity to distribute their games
through skate, surf, and boarding retailers, further strengthening the
Activision O2 brand among the core demographic. Under the terms of the
agreement, Quiksilver will be the featured boardriding clothing brand in the
Activision O2 games which combined are expected to deliver more than 1
billion consumer impressions worldwide for the Quiksilver brand. In addition
to in-game branding and distribution, the agreement includes worldwide
co-marketing activities, national gaming competitions, in-store game kiosks
and POP materials in Quiksilver Boardriders Club retail stores, local market
consumer promotions and cross-promotional advertising campaigns.

"Quiksilver is the perfect strategic partner for the Activision O2 brand,"
said Will Kassoy, senior director of global brand management, Activision.
"Like Activision, the company is deeply rooted in the action sports lifestyle
and shares our goal of delivering top quality, authentic products that
enthusiasts know and trust."

"The partnership between Quiksilver and Activision came about quite
naturally," said Taylor Whisenand, director of marketing for the Quiksilver
brand in North America. "Tony Hawk and Kelly Slater are Quiksilver's two most
globally recognized athletes. When the best skateboarder and best surfer in
the world are working with a company as successful as Activision, we will
likely jump at the chance to be involved."

About Quiksilver, Inc.

Quiksilver designs, produces and distributes clothing, accessories and
related products for active-minded people and develops brands that represent
a casual lifestyle - driven from a boardriding heritage. Quiksilver's
authenticity is evident in its innovative products, events and retail
environments across the globe.

Quiksilver's primary focus is apparel for young men and young women under the
Quiksilver, Quiksilver Roxy, Raisins, Radio Fiji and Hawk Clothing labels.
Quiksilver also manufactures apparel for boys (Quiksilver Boys and Hawk
Clothing), girls (Teenie Wahine and Raisins Girls), men (Quiksilver edition
and Fidra) and women (Leilani and Alex Goes), as well as snowboards,
snowboard boots and bindings under the Lib Technologies, Gnu, Supernatural
Manufacturing and Bent Metal labels. Quiksilver's products are sold
throughout the world, primarily in surf shops and specialty stores that
provide an outstanding retail experience for their customers.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at <http://www.activision.com/>.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 10         Wed Oct 03, 2001
KGAGNE [Ken]                 at 19:31 PDT

ACTIVISION ANNOUNCES ACQUISITION OF
TREYARCH INVENTION, LLC.

Leading Developer of Action and Action-Sports Games
Further Bolsters Activision's Market Position

Santa Monica, CA - October 3, 2001 -- Activision, Inc. (Nasdaq: ATVI) today
announced that it has acquired Treyarch Invention, LLC., a leading console
software developer with a focus on action and action-sports video games.

The acquisition further enables Activision to implement its multi-platform
development strategy by bolstering the company's internal product development
capabilities for the next-generation console systems, and strengthens
Activision's leadership position in the action and action-sports genres. The
transaction underscores Activision's commitment to acquiring proven technical
and design talent that has a history of high-quality product creation, while
overtime enhancing the company's financial operating model.

"Treyarch is an outstanding developer with an experienced management team and
a very talented group of programmers, designers and artists," said Ron
Doornink, President and COO of Activision, Inc. "The company's multi-platform
development capabilities and proprietary cross-platform technologies
complement Activision's rich brands - making them a natural fit."

"We are tremendously pleased to be a part of Activision," said Don Likeness,
president of Treyarch. "We look forward to developing the best action and
action-sports games available and are confident that our multi-platform
development strengths will contribute to Activision's ongoing success and
leadership in the console marketplace."

Activision has had a long-standing relationship with Treyarch. The developer
is currently in production on several next-generation games for Activision,
including Tony Hawk's Pro Skater 2x, Spider-Man The Movie, Shaun Palmer's Pro
Snowboarder 2, Kelly Slater's Pro Surfer and Minority Report. Additionally,
Treyarch has developed other popular games, including Spider-Man and Tony
Hawk's Pro Skater 2 for the Dreamcast for Activision and Triple Play
Baseball, Nagano Olympic Hockey 98, Draconus: Cult of the Wyrm and Max Steel:
Covert Missions for other publishers.

Under the terms of the agreement, Treyarch becomes a wholly owned subsidiary
of Activision. Treyarch equity holders and employees will receive 545,974
shares of Activision common stock in connection with the acquisition. Up to
224,077 additional shares of Activision common stock also may be issued to
Treyarch's equity holders and employees over the course of several years
depending on the satisfaction of certain performance requirements and other
criteria. The transaction was structured as a tax-free reorganization and
will be accounted for under the purchase accounting rules.

Activision does not expect this transaction to affect its previously
announced revenue and earnings per share guidance for the fiscal year ended
March 31, 2002 or for fiscal year 2003.

Headquartered in Santa Monica, CA, Treyarch was founded in 1996 and currently
maintains five development teams and a cross-platform technology team. The
company has numerous proprietary technologies that can be used to create
compelling interactive entertainment experiences in the action and
action-sports genres across multiple console platforms. As part of the
transaction, Treyarch's management team and key employees have signed
long-term employment contracts with Activision. The company has approximately
140 employees.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 11         Wed Oct 10, 2001
KGAGNE [Ken]                 at 10:39 PDT

ACTIVISION(R) ANNOUNCES EXCITING AND DIVERSE SOUNDTRACK FOR HIGHLY
ANTICIPATED
TONY HAWK'S PRO SKATER(tm) 3

Santa Monica, CA. -- October 10, 2001 -- Console gamers can explore an
extensive assortment of musical styles from hip-hop to metal, alternative
rock to retro punk with the upcoming launch of Activision, Inc.'s (Nasdaq:
ATVI) Tony Hawk's Pro Skater(tm) 3. The game, which mirrors the vast and
changing skateboarding lifestyle, will be available for the PlayStation(R)2
computer entertainment system, Nintendo GameCube(tm), PlayStation(R) game
console and Game Boy(R) Color this fall. Tony Hawk's Pro Skater 3 features
the following artists and tracks:

The Ramones - "Blitzkrieg Bop"
Red Hot Chili Peppers - "Fight Like A Brave"
KRS-One - "Hush"
Motorhead - "Ace of Spades"
Rollins Band - "What's the Matter Man"
House of Pain - "I'm A Swing It"
Xzibit - "Paparazzi"
Ozomatli - "Cut Chemist Suite"
Alien Ant Farm - "Wish"
Redman - "Let's Get Dirty"
Del the Funky Homosapien - "If You Must"
AFI - "The Boy Who Destroyed The World"
Reverend Horton Heat - "I Can't Surf"
Adolescents - "Amoeba"
CKY - "96 Quite Bitter Beings"
Zebrahead - "Check"
Guttermouth - "I'm Destroying the World"
Nextmen - "Amongst Madness"
Bodyjar - "Not The Same"
Mad Capsule Markets - "Pulse"

Tony Hawk's Pro Skater 3 is the revolutionary sequel to the best-selling
sports game of 2000. Offering eight massive levels filled with people,
traffic, and other interactive elements, the environments are brought to life
with richer graphics and advanced special effects. Smoother, life-like
animations and significantly improved tricks capture the style of 13 of the
world's best skateboarding pros. In addition, Tony Hawk's Pro Skater 3 will
have online capabilities so that players can skate against their friends from
around the world. The PlayStation 2 computer entertainment system and
Nintendo GameCube versions are rated "T" (Teen - with blood, mild lyrics and
suggestive themes), the PlayStation game console title is rated "E" (Everyone
- with mild lyrics and violence) and the Game Boy Color game is rated "E"
(Everyone) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 12         Tue Oct 23, 2001
KGAGNE [Ken]                 at 10:55 PDT

Activision is inquiring of the press who will be covering the GameCube this
winter.  This bodes well.

-Ken

 ------------
Category 8,  Topic 11
Message 13         Mon Nov 12, 2001
KGAGNE [Ken]                 at 13:03 PDT

ACTIVISION(r) TEAMS WITH SPIN MAGAZINE AND PACIFIC SUNWEAR FOR THE SHAUN
PALMER'S CLASSIC CAR GIVE-AWAY PROMOTION

Action Sports Fans Have An Opportunity To Win a Vintage Cadillac, a
Subscription  to Spin Magazine, a Shopping Spree at PacSun Stores and More

Santa Monica, CA - November 12, 2001 - Activision, Inc. (Nasdaq: ATVI)
announced  today that it has teamed with Spin magazine and Pacific Sunwear
(PacSun), a  leading surf, skate and snowboarding apparel retailer, on the
"Shaun Palmer's  Classic Car Give-Away" promotion.   One grand-prize winner
will drive away in true  Palmer style, behind the wheel of a vintage
Cadillac.  Secondary prizes include a  one-year subscription to Spin
magazine, a shopping spree at PacSun stores  nationwide and 25 winners will
receive a copy of Shaun Palmer's Pro  Snowboarder(tm) for the PlayStation(r)2
computer entertainment system.

Now through November 23, consumers can register online at www.pacsun.com,
fill out  an official entry form at PacSun retailers nationwide or mail in a
3" x 5" card with name, age, address, phone number to: Activision/PacSun/Spin
Sweepstakes, C/O  Spin Magazine at 205 Lexington Avenue, New York, NY, 10016.
Mail-in entries must  be received by November 23, 2001.

Spin magazine will promote the "Shaun Palmer's Classic Car Give-Away"
sweepstakes  with an advertisement in the December issue of the magazine and
all 625 PacSun  stores will feature Shaun Palmer's Pro Snowboarder
point-of-sale displays and  postcards that will be disseminated at check-out.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide  developer, publisher and distributor of interactive entertainment
and leisure  products.  Founded in 1979, Activision posted revenues of $620
million for the  fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France,  Germany, Japan, Australia, and the Netherlands.  More information
about Activision  and its products can be found on the company's World Wide
Web site, which is  located at www.activision.com.

The statements contained in this release that are not historical facts  are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future  results to differ materially from those expressed in any such
forward-looking  statements.  These important factors, and other factors that
could affect  Activision, are described in Activision's Annual Report on Form
10-K for the  fiscal year ended March 31, 2000, which was filed with the
United States  Securities and Exchange Commission.  Readers of this press
release are referred to  such filings.

###

 ------------
Category 8,  Topic 11
Message 14         Thu Nov 15, 2001
KGAGNE [Ken]                 at 19:44 PDT

ACTIVISION(r) SET TO LAUNCH MAT HOFFMAN'S PRO BMX( 2
AND KELLY SLATER'S PRO SURFER(tm) ON
NEXT GENERATION CONSOLE AND HAND-HELD SYSTEMS

Santa Monica, CA - November 14, 2001 - Activision, Inc. (Nasdaq: ATVI) today
confirmed that the company is currently in development on Mat Hoffman's Pro
BMX(tm) 2 for the Xbox(tm) video game system from Microsoft and Game Boy(r)
Advance and Kelly Slater's Pro Surfer(tm) for Xbox, Nintendo GameCube(tm) and
Game Boy Advance. These highly anticipated titles will leverage the power of
the next generation platforms to deliver fully immersive action sports
experiences. The games are currently rated "RP" (Rating Pending) by the ESRB
and will have a suggested retail price of $49.99 for Xbox and Nintendo
GameCube titles, and $39.99 for the Game Boy Advance.

The sequel to the popular title Mat Hoffman's Pro BMX, Mat Hoffman's Pro BMX
2 lets players test their riding skills as 10-time World Vert Champion Mat
"Condor" Hoffman or as one of the 10 other top-ranked BMX pros. Featuring
fully interactive environments, the game challenges players to compete in a
BMX tour through eight American cities. Gamers perform thousands of tricks as
they experience multiple modes of play: Road Trip, Wreak Havoc, HORSE and
additional multi-player split screen modes. The Trick Morpher allows gamers
to pull manuals, wall rides, tire-taps, grinds, and air tricks that can be
"morphed" to create new unique tricks on the fly. Players can also build
their own BMX course using the next-generation Course Editor.

Kelly Slater's Pro Surfer delivers an all-out adrenaline rush as players drop
down wave faces, pull into barreling tube rides and test their skills with
hundreds of insane trick combinations and signature pro moves. The most
authentic and exhilarating surfing title ever, the game lets players ride the
waves as six-time world champion Kelly Slater and eight of the most
accomplished surf pros of all time. Featuring multiple modes of play
including "Surf Trip, " players can travel to 13 of the hottest real-world
surf breaks including the U.S., Europe, Africa, Australia and the South
Pacific in search of the perfect wave.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.


###

 ------------
Category 8,  Topic 11
Message 15         Tue Nov 20, 2001
KGAGNE [Ken]                 at 10:50 PDT

ACTIVISION BRAVES THE WORLD OF THE UNDEAD
WITH BLADE 2

Marvel's Renowned Vampire Hunter To Bring Intense Action and Hand-To-Hand
Combat To The PlayStation*2 Computer Entertainment System and Xbox(tm) Video
Game System From Microsoft

Santa Monica, CA - November 20, 2001 -- Activision, Inc. (Nasdaq: ATVI) is
entering the world of modern vampire lore with the development of Blade* 2
for the PlayStation 2 and Xbox. Blade 2 is an all-new, non-stop
action-adventure that allows players to take on the role of Marvel's
half-vampire, half-human Super Hero* on a quest to save the human race. The
game has not yet been rated by the ESRB and is scheduled for release in 2002.

"Blade 2 takes Marvel's vampire hunter and puts him in an entirely new
adventure," said Larry Goldberg, executive vice president, Activision
Worldwide Studios. "The advanced technology of Xbox and PlayStation 2 enables
us to expand the Blade experience and provide fans with a brand new
storyline, advanced combat maneuvers and all-new special effects."

Developed by UK-based developer Mucky Foot, Blade 2 lets players assume the
role of Blade, the "baddest" of the vampire slayers. As Blade, players must
make maximum use of his special abilities, weapons and martial arts moves to
stop the vampire nation's quest to create an all-new form of super-vampires
known as Reapers.

The game's revolutionary multi-directional fighting system will allow players
to take on blood sucking enemies as they attack from all directions.
Spectacular visual effects add to the game's realism as vampire foes are
obliterated.

About Blade
The man known only as Blade came into the world as an orphan when his mother
was bitten by a vampire while in labor and died during childbirth. Determined
to avenge her death, Blade fashioned himself into a vampire hunter and
sharpened his combat skills to a lethal edge. He is fueled by a craving for
vengeance and fights alone and alongside his fellow hunters to wipe vampires
off the face of the Earth. He is humanity's last and best hope for survival
against an army of immortals.

About Marvel
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
is one of the world's most prominent character-based entertainment companies.
Marvel's operations are focused in five divisions: entertainment (Marvel
Studios), licensing, toys (Toy Biz), comic book publishing and Internet/New
Media. Marvel facilitates the creation of entertainment projects, including
feature films, television, home video and the Internet, based on its
characters and also licenses its characters for use in a wide range of
consumer products and services including video and computer games, apparel,
collectibles, snack foods and promotions. Marvel's characters and plot lines
are created by its comic book division which continues to maintain a
leadership position in the U.S. and worldwide while also serving as an
invaluable source of intellectual property. For additional information visit
the Marvel Web site at http://www.marvel.com <http://www.marvel.com> .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Marvel, Blade and related characters are trademarks of Marvel Characters,
Inc. and are used with permission. *2001 Marvel Characters, Inc. All rights
reserved.

###

 ------------
Category 8,  Topic 11
Message 16         Tue Dec 04, 2001
KGAGNE [Ken]                 at 10:14 PDT

ACTIVISION SHIPS Full 2001 GAME SLATE TO NORTH AMERICAN RETAIL OUTLETS AHEAD
OF HOLIDAY BUYING SEASON

Santa Monica, Ca - December 4, 2001 -- Poised to leverage what promises to be
the biggest holiday season in video game history, Activision, Inc. (Nasdaq:
ATVI) announced today that all of its front-line games for 2001 have shipped
to retail outlets throughout North America.

Activision's 2001 holiday slate includes such highly anticipated games as
Return to Castle Wolfenstein(tm) and Star Trek*: Armada II for the PC; Tony
Hawk's Pro Skater(tm) 3 for the PlayStation*2 computer entertainment system,
Nintendo GameCube*, PlayStation* game console and Game Boy* Color; Tony
Hawk's Pro Skater(tm) 2x for the Xbox* video game system from Microsoft;
Shaun Palmer's Pro Snowboarder(tm) for the PlayStation 2, Game Boy* Advance
and Game Boy Color; Supercar Street Challenge(tm) for the PlayStation 2 and
PC; Spider-Man* 2 Enter: Electro(tm) for the PlayStation; and Jackie Chan
Adventures(tm) and Mat Hoffman Pro BMX(tm) for the Game Boy Advance.

"This is an exciting and unprecedented time for the video game industry in
general and especially for Activision," states Ron Doornink, President and
COO, Activision, Inc. "The diversity of Activision's product portfolio and
our strong brands allow us to take advantage of the market opportunities
created by the introduction of the Xbox and the Nintendo GameCube, while we
continue our leadership on the PlayStation 2 computer entertainment system,
PlayStation game console, Nintendo's Game Boy handheld devices and the PC.
With hardware manufacturers spending millions of marketing dollars targeting
consumers this holiday season and beyond, Activision is well positioned to
expand the reach of its franchises beyond traditional gaming audiences."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web
site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in the Company's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Marvel, Spider-Man, X-Men and related characters are trademarks of Marvel
Characters, Inc. and are used with permission. *2001 Marvel Characters, Inc.
All rights reserved.

###

 ------------
Category 8,  Topic 11
Message 17         Tue Jan 15, 2002
KGAGNE [Ken]                 at 08:15 PDT

ACTIVISION ANNOUNCES ACQUISITION OF
GRAY MATTER INTERACTIVE STUDIOS

Acquisition Further Bolsters Activision's Position as
Console Leading Developer of First-Person Action Games

Santa Monica, CA - January 14, 2002 - Activision, Inc. (Nasdaq: ATVI) today
announced that the company has exercised its option to acquire the remaining
60% equity interest in Gray Matter Interactive Studios, the developer of
Activision's holiday season blockbuster PC game, Return to Castle
Wolfenstein(tm).

The acquisition of Gray Matter combined with Activision's Raven Software
studios solidifies the company's industry leading position as a developer of
first-person action games. Today's announcement, which follows Activision's
recent acquisition of Treyarch Invention, LLC., further underscores the
company's commitment to acquire high-quality entertainment software
developers with proven technical and design talent.

"Activision has had a long-standing relationship with the principals at Gray
Matter beginning in 1998 with the development of id Software's QUAKE II*
Mission Pack: The Reckoning*," states Ron Doornink, President and COO of
Activision, Inc. "Gray Matter's proven track record in creating some of the
most memorable PC action games is aligned with Activision's strategy to
acquire companies with a history of creating high-quality products which over
time can enhance the company's financial operating model. Gray Matter has a
very talented team of programmers, designers and artists and we are confident
that the studio's development strengths will further establish Activision as
a leader in the PC action genre."

Gray Matter Interactive Studios is an L.A.-based game developer founded by
the top designers formerly from Xatrix Entertainment, the developer of such
popular games as Redneck Rampage and Kingpin. The company has proprietary
technologies that can be used to create compelling first-person action
entertainment experiences. Industry veteran Drew Markham has signed a
long-term employment contract with Activision and will continue to manage
Gray Matter studios. Additionally, key employees also have signed long-term
employment contracts with Activision.

Under the terms of the agreement, Gray Matter Interactive Studios will become
a wholly owned subsidiary of Activision. Activision issued 133,690 shares of
common stock in connection with the acquisition.

Activision does not expect this transaction to affect its previously
announced revenue and earnings per share guidance for the fiscal year ended
March 31, 2002 or for fiscal year 2003.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 18         Thu Jan 17, 2002
KGAGNE [Ken]                 at 15:07 PDT

ACTIVISION RANKED AS #2 U.K. THIRD-PARTY
VIDEO GAMES PUBLISHER FOR CALENDAR 2001,
ACCORDING TO ELSPA / CHART-TRACK

Company Increased Year Over Year U.K. Market Share in Dollars 19%

Santa Monica, CA - January 17, 2002 -- Activision, Inc. (Nasdaq: ATVI) today
announced that the company ranked as the #2 U.K. third-party software
publisher increasing its market share in dollars 19% year over year for
calendar 2001 to 5.4% from 5.1% for calendar 2000, according to
Elspa/Chart-Track. The company's strong performance was driven by such
successful games as Tony Hawk's Pro Skater* 3, Return to Castle Wolfenstein*,
The Weakest Link* and Spider-Man 2: Enter Electro*.

Additionally, for the key selling month of December 2001, Activision ranked
as the #2 U.K. video game publisher overall with an 8.0% market share
surpassing Sony and Konami. During the month, the company held the #3 spot on
both the PlayStation*2 computer entertainment system and the PC charts with
Tony Hawk's Pro Skater 3 and id Software's Return to Castle Wolfenstein.
Activision also had five top 20 games for the PlayStation game console and
two top 10 titles on the Nintendo* Game Boy* Advance.

Scott Dodkins, Senior Vice President, Activision European Publishing,
commented, "Our extraordinary results over the past 12 months are
attributable to our extensive product portfolio. In addition to strong
consumer response to our new releases during the holiday selling season, our
older titles continued to perform well. With a robust slate of games for
2002, including many for still unreleased next-generation games platforms,
Activision is set to continue this great performance for a long time to come.
We expect that as the installed base grows, the continuing success of our
brands will significantly help drive the company's overall revenue and
earnings."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web
site, which is located at www.activision.com <http://www.activision.com>
.

The statements contained in this release that are not historical facts are
"forward-looking statements." The company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in the Company's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #
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ACTIVISION AND ID SOFTWARE ANNOUNCE THE
RETURN TO CASTLE WOLFENSTEIN(tm)
"BATTLE ON THE BEACHHEAD" TOURNAMENT

Santa Monica, CA - January 21, 2001 - Activision, Inc. (Nasdaq: ATVI) and id
Software have teamed up with the Online Gaming League (OGL) to host the
Return to Castle Wolfenstein(tm) "Battle on the Beachhead" tournament. Gamers
from across North America will hit the front lines and battle for world
domination and exciting prizes including the Nintendo GameCube(tm), Nintendo
Game Boy(R) Advance and hundreds of popular games. The tournament will run
from January 29 through March 12, 2002 at http://wolf.worldogl.com, on the
Speakeasy Network, home of the largest broadband gaming community and the
official ISP of the OGL.

To register for a chance to compete in the "Battle on the Beachhead"
tournament, captains can sign-up their eight-person team at
http://wolf.worldogl.com between January 22 and January 28, 2002. The OGL
will choose a total of 64 teams throughout the week. All entrants will be
eligible to win daily door prizes that will be awarded through random
drawings during registration.

During the tournament, players will be pit against one another in an Axis vs.
Allies battle against time. Each map will include a set number of mission
objectives that must be completed as quickly as possible. Teams will play
four rounds, both as the attacker and the defender and the team that wins the
most matches will advance to the next bracket. The tournament finals will be
held on March 12, 2002.

Prizes will be awarded to each member of the top three winning teams and
include the following prizes for each team member: Grand Prize -Nintendo
GameCube(tm), a copy of Tony Hawk's Pro Skater(tm) 3 and a dedicated port on
a Return to Castle Wolfenstein game server with administrative access for one
year from Speakeasy; Second Place - a Game Boy(R) Advance hand-held video
game system and copies of DOOM(C) and Commander Keen(C); Third Place - A
collection of Activision's award-winning PC titles. A complete list of
tournament rules and prizes can be found at wolf.worldogl.com.

Anyone not on the front lines can track the action by going to
http://www.castlewolfenstein.com or http://wolf.worldogl.com. View ladders,
schedules and statistics and even experience live broadcasts of matches in
progress.

Developed by Gray Matter Studios, Return to Castle Wolfenstein plunges
players into a maelstrom of action, espionage and mayhem, as an American
soldier tasked with single-handedly stopping the darkest plans of the Third
Reich. Throughout the game, players will be locked in combat with waves of
Nazi storm troopers, undead Teutonic knights and the twisted products of
genetic experimentation. In addition to an action-packed story-driven
single-player experience, Return to Castle Wolfenstein's multiplayer mode
enlists gamers to hone their tactical skills in a series of combat scenarios.
Gamers will join the fight as an axis or ally soldier and be challenged to
intense, realistic campaigns like storming beachheads, infiltrating military
installations, holding strategic positions, and more. Developed by Nerve
Software, the online component features multiple objectives spanning a
variety of maps, including an Allied airbase, a war-torn German village and a
secret Nazi laboratory.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm) and QUAKE III: Team
Arena(tm). id's advanced QUAKE III Arena engine is leading the next
revolution in 3-D interactive games with both single and multiplayer
technology. Check out more about id Software at www.idsoftware.com
<http://www.idsoftware.com> .

About Speakeasy, Inc.
Founded in 1994, Speakeasy, Inc. is a privately held, national Broadband
Service Provider specializing in DSL. Focused on building a comprehensive
broadband experience, Speakeasy fuses existing Internet utility and content
with other pioneering of value-added services that define the broadband
frontier. With the largest game server network and community of players,
Speakeasy is also the premiere ISP of the online gaming community. For the
complete Speakeasy story, please visit http://www.speakeasy.net/inside
<http://www.speakeasy.net/inside .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2001 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Wolfenstein 3D, Return to Castle
Wolfenstein, DOOM, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena,
and the id Software name are either registered trademarks or trademarks of Id
Software, Inc. in the United States and/or other countries. Activision is a
registered trademark of Activision, Inc. and its affiliates. All other
trademarks and trade names are the property of their respective owners.
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Activision Appoints Lori Plager
Senior Director of Brand Development and Licensing

Appointment Underscores Company's Ongoing Commitment to Brand Development
and Licensing Activities

Santa Monica, CA -February 14, 2002 - Activision, Inc. (Nasdaq: ATVI), a
leading worldwide developer, publisher and distributor of video games and
interactive entertainment products, announced today that Lori Plager has
joined the company as senior director of brand development and licensing.
Plager brings to Activision more than a decade of experience in the
entertainment industry and an extensive background in entertainment
licensing.

In her new role, Plager will identify, negotiate and secure worldwide
licensing agreements and lead brand development partnerships that will add to
Activision's license portfolio. Plager will report to Kathy Vrabeck,
executive vice president global publishing and brand management.

"We are very pleased to welcome Lori as a key member of our team as we
continue our efforts to provide audiences with compelling interactive
entertainment experiences based on broadly appealing brands," said Vrabeck.
"Lori's vast experience will help us increase Activision's already robust
content portfolio and provide us with additional opportunities to expand our
strategic alliances with first-rate intellectual property owners."

Prior to joining Activision, Plager worked for more than five years as
director of entertainment & licensing acquisitions at Mattel, Inc. where she
negotiated and executed domestic and international licensing agreements for
Barbie mainline and collector, large and small dolls and games and puzzles.
Before joining Mattel, Plager worked in various executive positions at such
companies as Gaumont Television, Goodman/Rosen Productions, Orion Television
and the Melinda Jason Company where she was involved with the development of
feature film and television projects.

"Activision is a world-class company with an extensive portfolio of brands
and strong Hollywood partnerships," said Plager. "The company's industry
leading position, top-selling titles and proven development talent make it an
ideal licensing partner. I'm pleased to be joining Activision at such a
dynamic time and look forward to becoming part of its future success."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web
site, which is located at http://www.activision.com
<http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in the Company's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 3 GRINDS ONTO
THE Xbox(tm) Video Game System From Microsoft
And The Nintendo Game Boy(R) Advance

Popular Action-Sports Title Continues Its Award-Winning Ride
Onto Two New Platforms

Santa Monica, CA - March 15, 2002 - Activision, Inc. (Nasdaq: ATVI) is
calling gamers to grab their skateboards and throw on their pads with the
release of Tony Hawk's Pro Skater*3 for the Xbox(tm) video game system from
Microsoft and the Nintendo Game Boy(R) Advance. Early reviews indicate that
the franchise is on track to continue its winning run with Tony Hawk's Pro
Skater 3 for Xbox having scored 9 out of 10 in Electronic Gaming Monthly and
The Official Xbox Magazine. Additionally, Game Informer awarded Tony Hawk's
Pro Skater 3 for the Game Boy Advance a 9 out of 10 score.

Tony Hawk's Pro Skater 3 for Xbox has been rated as "T" (Teen - with blood,
mild lyrics and suggestive themes) by the ESRB. The Game Boy Advance version
has been rated "E" (Everyone - with animated blood). Both titles are
currently available at retail outlets nationwide and carry a suggested retail
price of $49.99 and $39.99 respectively.

"Tony Hawk's Pro Skater 3 for Xbox has great new features including an
exclusive level, enhanced graphics, and multiplayer support that allows up to
four friends to hang out and compete against each other via System Link,"
said Larry Goldberg, executive vice president, Activision Worldwide Studios.
"The Game Boy Advance version marks the first time the Create-A-Skater
feature has ever been brought to the handheld system, and gamers can now play
with up to three of their buddies with the Game Link Cable."

Tony Hawk's Pro Skater 3 is the revolutionary sequel to the best-selling
sports game of 2000. The game allows players to perform tricks and combos in
some of the world's most popular skate locations, including Los Angeles,
Canada and Tokyo as they navigate through levels filled with people, traffic,
and other interactive elements. Vert and street skaters will each face
different goals that are designed to challenge them in their specialty.

Tony Hawk's Pro Skater 3 for Xbox features smoother life-like animations and
significantly improved tricks to capture the style of the world's best
skateboarding pros. By fully utilizing the capabilities of Xbox, the game
sports a state-of-the-art hi-resolution display engine running at 60
frames-a-second, full screen anti-aliasing and upgraded textures. The
Create-A-Skater feature includes all new female skaters, and the ability to
modify almost every aspect of their appearance, from accessories to clothing
to hair color. The game also lets gamers customize the soundtracks in the
game itself. Additionally, up to four players can also test their skating
skills in system link mode through competitions like King of the Hill, Slap!,
Trick Attack and Graffiti.

Tony Hawk's Pro Skater 3 for the Game Boy Advance features the ultimate
four-player experience using the Game Boy Advance's Game Link(R) Cable.
Gamers can now compete with up to three of their friends in Free Skate, Trick
Attack, HORSE, King of the Hill, or Tag. For the first time in a handheld
game, players can modify the pros' clothing, heads and skater stats or build
an entirely new character from scratch with the new Create-A-Skater feature.

About Xbox
Xbox (http://www.xbox.com/ <http://www.xbox.com/> ) is Microsoft's
future-generation video game system that delivers the most powerful games
experiences ever. Xbox empowers game artists by giving them the technology to
fulfill their creative visions as never before, creating games that blur the
lines between fantasy and reality. Xbox is now available in North America,
Japan, Europe and Australia.Xbox is now available in North America and Japan,
and will ship in Europe and Australia on March 14, 2002.

About Activision, Inc. Headquartered in Santa Monica, California, Activision,
Inc. is a leading worldwide developer, publisher and distributor of
interactive entertainment and leisure products. Founded in 1979, Activision
posted revenues of $620 million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 3 NAMED
CONSOLE SPORTS GAME OF THE YEAR FROM
THE ACADEMY OF INTERACTIVE ARTS AND SCIENCES

Santa Monica, CA - March 19, 2002 - Activision, Inc.'s (Nasdaq: ATVI)
top-selling game of 2001, Tony Hawk's Pro Skater(tm) 3 was honored with the
Best Console Sports Game of the Year award by the Academy of Interactive Arts
and Sciences. The award was presented at the 5th Annual Interactive
Achievement Awards ceremony, held at the D.I.C.E. Summit in Las Vegas.

"This honor is special because it represents recognition from our peers in
the video game industry," said Joel Jewett, President, Neversoft
Entertainment. "The credit goes to all the guys on the team whose work and
dedication made Tony Hawk's Pro Skater 3 possible."

Tony Hawk's Pro Skater 3 is the revolutionary sequel to the best-selling
sports game of 2000. Featuring eight massive levels filled with people,
traffic, and other interactive elements, the game's environments are brought
to life with richer graphics and advanced special effects. Players can also
create their own custom characters with the game's robust Create-A-Skater
feature. Choosing from hundreds of options, players can customize the look
for each character by choosing gender, height, weight, skin tones,
accessories and tattoos. Tony Hawk's Pro Skater 3 is the first online game
for the PlayStation 2 computer entertainment system.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION ACQUIRES SOFTWARE DEVELOPER SHABA GAMES

Acquisition Enhances Company's Ability
To Create Games For Next Generation Consoles

Santa Monica, CA - April 2, 2002 - Further enhancing its internal console
development capabilities and bolstering its ability to create games for the
next-generation consoles, Activision, Inc. (Nasdaq: ATVI), today announced
the acquisition of software developer Shaba Games LLC.

Under the terms of the agreement, Shaba has become a wholly owned subsidiary
of Activision. Shaba's equity holders received 258,621 shares common stock in
connection with the acquisition. Up to 68,965 additional shares of Activision
common stock also may be issued to Shaba's equity holders over the course of
several years, depending on the satisfaction of certain performance
requirements and other criteria.

As part of the transaction, Shaba's management team and key employees have
signed long-term employment contracts with Activision. Activision does not
expect this transaction to affect its previously announced revenue and
earnings per share guidance for the fiscal year ended March 31, 2002 or for
fiscal year 2003.

Activision's Executive Vice President of Worldwide Studios, Larry Goldberg,
said, "We are extremely pleased with the working relationship that has
emerged over the past two years with Shaba. The company's gifted and
dedicated team will be a great addition to our internal studios. Shaba's
multi-platform development capabilities and expertise in action sports games
makes it a tremendous asset and augments our commitment to acquire proven
technical and design talent with a history of high-quality product creation."

Members of Shaba's team have worked on such critically acclaimed games as
Pandemonium, Grind Session and Soul Reaver: Legacy of Kain. Additionally,
Shaba has worked with Activision on such games as Mat Hoffman's Pro BMX* for
the PlayStation* game console and Tony Hawk's Pro Skater* 3 for the
PlayStation game console. The company is currently in development on Shaun
Murray's Pro Wakeboarder* for the PlayStation* 2 computer entertainment
system, Xbox* video game console from Microsoft and Nintendo GameCube*.

"We are very excited to join Activision," states Chris Scholz, president of
Shaba Games. "Activision brings world-class production processes and a strong
marketing and distribution infrastructure that complements Shaba's approach
to game development."

Founded in 1997, Shaba is headquartered in Sausalito, CA.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION EXTENDS O2 LINEUP INTO THE
POPULAR MOTOCROSS ARENA

Company Signs Undefeated X-Games Gold Medallist Travis Pastrana To Headline
New Game Titled Travis Pastrana's Pro MotoX(tm)

Santa Monica, CA -- April 9, 2002 -- Activision, Inc. (Nasdaq: ATVI) is
expanding its industry leading Activision O2 brand lineup with the
development of a new motocross game that will be headlined by three-time
undefeated Summer X-Games freestyle gold medallist, Travis Pastrana. The
sixth title to be marketed under the Activision O2 brand, Travis Pastrana's
Pro MotoX(tm) will feature other top riders including Mike Brown, Tommy
Clowers, Ernesto Fonseca and Carey Hart.

"Travis Pastrana is undoubtedly one of the hottest motocross riders on the
circuit today and we are extremely excited to have just signed with him,"
states Kathy Vrabeck, executive vice president, Activision Global Publishing
and Brand Management. "The popularity of motocross events worldwide has
continued to rise with attendance numbers reaching all-time highs. As
television coverage and event sponsorship has increased, motocross has become
one of the fastest growing sectors in motor sports. Activision's partnership
with Travis will allow us to deliver a comprehensive, authentic motocross
experience that lets players compete in both freestyle riding and
head-to-head racing action."

The youngest motocross champion to win a national title, Travis Pastrana
became a sports phenomenon on the amateur circuit in 1992 at the age of 9 and
continued his winning streak with five national amateur championships. In
1998, with the introduction of competitive freestyle riding, he was the first
World Freestyle Champion. Since then, Pastrana has dominated the sport of
freestyle motocross having never lost a competition in which he has entered.
In 2001, he won gold medals at both the Summer X-Games and Gravity Games.

In addition to Pastrana, the game will also feature Mike Brown, the 2001 AMA
AMA/Chevy Trucks U.S. MX Series champion; Tommy Clowers, the gold medallist
in step-up at the 2000 and 2001 Summer X-Games and the current step-up record
holder in the Guinness Book of World Records; Ernesto Fonseca, the 2001 AMA
125cc West Region Supercross champion and 1999 AMA Motocross/Supercross
Rookie of the Year; and Carey Hart, the first motocross rider to pull off a
backflip during competition.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION RUNS WITH TREYARCH ON
"MINORITY REPORT" VIDEO GAME

Movie-Inspired Game In Development for the PlayStation(R)2 Computer
Entertainment System, Xbox(tm) Video Game System and
Nintendo's GameCube(tm)

Santa Monica, CA - April 16, 2002 - Activision, Inc. (Nasdaq: ATVI) confirmed
today that Treyarch is in development on a Minority Report game for the
PlayStation(R)2 computer entertainment system, the Xbox(tm) video game system
and Nintendo GameCube(tm). Inspired by Steven Spielberg's upcoming feature
film, "Minority Report," a 20th Century Fox and Dreamworks co-production
starring Tom Cruise slated for release on June 21, the Minority Report video
game puts players in the role of a PreCrime Police Officer wrongfully accused
of murder. Throughout the 3rd person action/adventure game, players will
explore many of the locations from the film, as well as make use of advanced
weapons and gadgets straight out of the movie in an attempt to clear their
name. Minority Report the game will be released in the winter of 2002 and has
not yet been rated by the ESRB.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ID SOFTWARE PARTNERS WITH ACTIVISION ON DOOM III(tm)

Activision Set to Distribute Highly Anticipated Game Worldwide

Santa Monica, CA - May 3, 2002 -id Software(tm) and Activision, Inc.
(Nasdaq: ATVI) announced today that Activision will be the worldwide licensed
distributor for DOOM III(tm), the latest installment in one of the most
successful franchises in PC gaming history. Built on id's revolutionary new
3D graphics engine, DOOM III draws players into the most frightening and
gripping 3D gaming experience ever created. DOOM III is currently in
development for the PC by id Software and will debut at this year's
Electronic Entertainment Expo in Activision's booth #1224 in the South Hall.

"DOOM III will change what people expect to see and experience in a PC game,"
said Todd Hollenshead, CEO, id Software. "We couldn't be more psyched about
DOOM III, and are thrilled to debut the title at E3 with Activision. Get
ready to be terrified."

"We are excited to continue our successful and long-standing relationship
with id," said Larry Goldberg, executive vice president, Activision Worldwide
Studios. "I'm sure that id fans and action gamers alike share our
anticipation for the latest incarnation of DOOM, which is one of the most
important franchises in PC gaming history. There is no doubt that DOOM III
will be at the top of every gamer's most wanted list."

First released in 1993, DOOM became a phenomenon in PC gaming history and is
widely recognized as the catalyst for the first-person action genre. Since
its inception, the franchise has been one of the industry's best-selling PC
series, with DOOM III already the most hotly anticipated first person action
title currently in development.

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena,(tm) QUAKE III: Team Arena(tm),
and Return to Castle Wolfenstein(tm). id's advanced QUAKE III Arena engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
www.idsoftware.com <http://www.idsoftware.com> .

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2002 Id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. DOOM III(tm), Wolfenstein 3D(R), Return to
Castle Wolfenstein(tm), DOOM(R), QUAKE(R), QUAKE II(tm), QUAKE III Arena(tm),
QUAKE III: Team Arena(tm), and the id Software(tm) name are either registered
trademarks or trademarks of Id Software, Inc. in the United States and/or
other countries. Activision is a registered trademark of Activision, Inc. and
its affiliates. All other trademarks and trade names are the property of
their respective owners.
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ACTIVISION SIGNS TOP URBAN ATHLETES FROM AND 1 MIX TAPES(tm) AND NIKE'S
FREESTYLE COMMERCIAL SERIES TO STREET HOOPS(tm)

Santa Monica, CA - May 9, 2002 - The most famous monikers in street
basketball --Half Man Half Amazing, Hot Sauce, Speedy Williams, The Future,
Booger Smith, Main Event, AO and Headache - are taking their signature moves
from the playground to the PlayStation(R)2 computer entertainment system and
the Xbox(tm) video game system from Microsoft in Activision, Inc.'s (Nasdaq:
ATVI) Street Hoops(tm). The players, who have gained fame through their
appearances in the popular AND 1 Mix Tapes(tm) and Nike's Freestyle
commercials, will showcase their skills in this gritty street-style
basketball game slated for release this summer.

Street Hoops encompasses the look, speed, energy and attitude of
park/playground blacktop competition. The game allows players to compete in a
nationwide tournament representing their hometown on the most notorious
street courts in 9 U.S. cites, as well as four fantasy courts that can be
unlocked during gameplay.

Realism is the rule, allowing players to bet cash on competitions, buy
authentic real-world gear including Sean John, Ecko Unlimited, Southpole,
Pure Playaz, AND 1 and more with their earnings, talk trash, shout and push
other players around, if need be. The game features multiple modes of play
including World Tournament, King of the Court, and multiplayer Full Court and
Half-court games. Additionally, a large variety of real freestyle basketball
moves, dunking with style and a top hip-hop music soundtrack lend to the
game's authenticity.

Renowned developer Black Ops Entertainment has been recruited to bring a
realistic style of play and original player moves to the game. The Santa
Monica-based developer is best known for its award-winning, top-selling
traditional sports titles including Knockout Kings and the March Madness
series.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com <http://www.activision.com>.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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KGAGNE [Ken]                 at 14:03 PDT

ACTIVISION GETS HARDBOILED WITH THE ANNOUNCEMENT OF
TRUE CRIME(tm): STREETS OF L.A.(tm)

Santa Monica, CA - May 15, 2002 - Activision, Inc. (Nasdaq: ATVI) is taking
on the Russian and Chinese mobs with the announcement of True Crime(tm):
Streets of L.A.(tm) for the PlayStation(R)2 computer entertainment system,
the Xbox(tm) video game system from Microsoft and the Nintendo GameCube(tm).
Inspired by Hong Kong action films, the game lets players assume the role of
tough-as-nails detective Nick Kang, bent on settling a personal vendetta with
the L.A. underworld. As Kang, players will be able to dispense their own
personal brand of justice through automotive combat, a variety of rib
cracking martial arts moves and the business end of dual 45s. True Crime:
Streets Of L.A. has not yet been rated by the ESRB.

"Mission-based driving and action adventure collide in this bold new
direction for interactive entertainment," states Larry Goldberg, executive
vice president, Activision Worldwide Studios. "Infused with the unique flair
of Hong Kong action films, True Crime: Streets of L.A. allows players to
experience first-hand the car stunts, close calls, quick wit and high-action
that are synonymous with this distinct style of cinema."

Developed by Luxoflux, the creators of the successful Vigilante 8 series, the
game blends multiple genres into a single cinematic action game. Car chases,
shootouts, foot pursuits and hand-to-hand combat are all in a day's work when
it comes to taking down the mob. More than 20 branching missions and 100
sub-missions lead gamers down dozens of possible paths and outcomes. Busting
a robbery could tip players off to a future crime, or a foul-up could just as
easily get an informant killed. As players cruise the mean streets, random
missions can also pop-up on the car radio adding even more gameplay to the
immense adventure.

Featuring a powerful 3D engine, True Crime: Streets Of L.A. allows players to
move freely through a 400 square mile living, breathing re-creation of the
City of Angels. Players will be able to visit popular L.A. landmarks, or buy
services from local gun merchants, mechanics or doughnut shops to and improve
Kang's abilities by visiting auto simulators, dojo's and gun ranges around
town. True Crime: Streets Of L.A. is slated to ship in 2003.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #
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WORLD'S GREATEST WAKEBOARDERS SIGN ON FOR
ACTIVISION'S SHAUN MURRAY'S PRO WAKEBOARDER(tm) VIDEO GAME

Santa Monica, CA. -- May 16, 2002 -- The country's top boarders will join
wakeboarding pioneer Shaun "House of Style" Murray for a world-class line-up
in Activision, Inc.'s (Nasdaq: ATVI) upcoming Shaun Murray's Pro
Wakeboarder(tm) video game. The title, which will give gamers a taste of the
insanely daring athleticism and lifestyle of the sport, will be available
this holiday season for the PlayStation(R)2 computer entertainment system,
the Xbox(tm) video game system from Microsoft, Nintendo GameCube(tm) and Game
Boy(R) Advance. The game is currently rated "RP" (Rating Pending) by the
ESRB.

In addition to Murray, Shaun Murray's Pro Wakeboarder will also feature Parks
Bonifay, 2001 Champion on the Pro Wakeboard Tour and the first gold medalist
in the sport; Dallas Friday, the women's gold medalist at the 2001 Summer X
Games; Tara Hamilton, two-time X Games gold medalist; Cobe Mikacich,
wakeboarding's leading ambassador who teaches clinics throughout the United
States and Canada while on tour; Darin Shapiro, silver medalist in the 2001
Summer X Games, who holds almost every title possible as he's been
competitively involved in the sport since the beginning in 1991; and Colin
Wright, one of wakeboarding's most innovative trick artists. Each of these
wakeboarders is recognized for their individual styles and unique moves that
have helped revolutionize the sport.

Developed by Shaba Games, LLC, Shaun Murray's Pro Wakeboarder gives players
the opportunity to perform incredible series of tricks through vast levels of
limitless action. Jumping over boulders, grinding on sliders 20 feet above
water and catapulting off giant ramps, gamers will be immersed into exotic
locations from around the world including Hong Kong Harbor and Venice, Italy.
Players will be able to compete with one another in groundbreaking two player
modes including Cooperative, one person controls the boat while the other
controls the boarder, and Tug-of-War which uses the O2 PUSH technology. The
game features amazing water graphics, secret levels and upgradeable equipment
that capture the essence of high performance wakeboarding.

Shaun Murray is a world leader in the fast-growing sport of wakeboarding. His
impressive list of credentials include multiple Pro Wakeboard Tour wins, a
gold medal in the Gravity Games International Championship and first place at
the Vans Triple Crown.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com. The statements contained in
this release that are not historical facts are "forward-looking statements."
The Company cautions readers of this press release that a number of important
factors could cause Activision's actual future results to differ materially
from those expressed in any such forward-looking statements. These important
factors, and other factors that could affect Activision, are described in
Activision's Annual Report on Form 10-K for the fiscal year ended March 31,
2002, which was filed with the United States Securities and Exchange
Commission. Readers of this press release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION ACQUIRES EXCLUSIVE WORLDWIDE INTERACTIVE ENTERTAINMENT RIGHTS TO
REVOLUTION STUDIO'S MULTI-MILLION DOLLAR FEATURE FILM "XXX"

Santa Monica, CA - May 17, 2002 -- Activision, Inc. (Nasdaq: ATVI) today
announced that it has obtained the exclusive worldwide rights to develop and
publish interactive entertainment games based on Revolution Studios' upcoming
feature film "XXX" starring Vin Diesel of "The Fast and the Furious." The
film reunites Diesel with Rob Cohen and Neal H. Moritz, respectively the
director and producer of "The Fast and the Furious."

Under the terms of the agreement, Activision has obtained the rights to
develop games based on the movie for all console and handheld platforms as
well the PC. The license also grants Activision the option to develop and
publish products based on subsequent movie sequels, television series or new
comic books based on the movie.

"XXX" tells the story of Xander Cage, a notorious death defying action sports
athlete, recruited by the NSA for a mission so impossible every other agent
has failed. Drawing on his own very unconventional experience, Cage must use
all his extreme skills to combat a clever, organized and ruthless enemy far
beyond the scope of his experience.

"'Our game will let players experience the adrenaline rush of being an
extreme athlete super agent," states Larry Goldberg, executive vice
president, Activision Worldwide Studios. "As the leader in action sports
video games, "XXX" fits perfectly with our expertise and allows us to combine
the tricks of an action sports game with the excitement and explosives of a
spy thriller."

Activision will work closely with Revolution Studios to deliver an
interactive game that reflects the rich storyline, characters and
environments of the upcoming movie. With their input, Activision will
re-create the visual and visceral immersive experience of this thrilling
action film.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION(R) ADDS OLYMPIC GOLD AND BRONZE MEDALISTS TO
O2(tm) ROSTER AND SHAUN PALMER'S PRO SNOWBOARDER(tm) 2

Legendary Athlete Shaun Palmer, Olympic Medalists Ross Powers and JJ Thomas
and Other Top Riders Headline List of Talent in the Activision Booth at E3

Santa Monica, CA - May 21, 2002 -Activision, Inc. (Nasdaq: ATVI) announced
today that they have added two of the world's top snowboarders to the
Activision O2(tm) roster of action sports athletes -- Olympic Men's Half-Pipe
gold and bronze medalists -- Ross Powers and Jarret (JJ) Thomas. Both
athletes will star alongside legendary six-time Winter X-Games(tm) gold
medalist Shaun Palmer in Shaun Palmer's Pro Snowboarder(tm) 2, which is
currently in development by Treyarch for the PlayStation(R)2 computer
entertainment system, the Xbox(tm) video game system from Microsoft and the
Nintendo GameCube(tm), and by Vicarious Visions for the Game Boy(R) Advance.

In addition to the Olympic athletes, Shaun Palmer's Pro Snowboarder 2 will
feature the skills and style of other top riders including Tommy Czeschin,
Ingemar Backman, Jimmy Halapoff, Kier Dillon, Leslee Olson, Shaun White and
Tara Dakides. All of the athletes signed to Shaun Palmer's Pro Snowboarder 2
will be in attendance at the Electronic Entertainment Expo, held in Los
Angeles May 22 through May 24 at the L.A. Convention Center in the Activision
booth -- South Hall, #1224.

"Our partnership with these athletes underscores Activision's commitment to
delivering the highest level of authenticity in our action sports games
across all genres," said Kathy Vrabeck, executive vice president global
publishing and brand management, Activision. "These athletes bring an
unparalleled level of energy and enthusiasm to snowboarding and we are
pleased to have them as a part of our Activision O2 line-up."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com. The statements contained in
this release that are not historical facts are "forward-looking statements."
The Company cautions readers of this press release that a number of important
factors could cause Activision's actual future results to differ materially
from those expressed in any such forward-looking statements. These important
factors, and other factors that could affect Activision, are described in
Activision's Annual Report on Form 10-K for the fiscal year ended March 31,
2002, which was filed with the United States Securities and Exchange
Commission. Readers of this press release are referred to such filings.
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ACTIVISION BRINGS MARVEL COMICS' MARQUEE MUTANT
TO THE NEXT GEN PLATFORMS IN X-MEN*: WOLVERINE'S REVENGE*

Santa Monica, CA - May 21, 2002 - Activision, Inc. (Nasdaq: ATVI) is giving
gamers something to sink their claws into with the announcement of X-Men*:
Wolverine's Revenge* for the PlayStation*2 computer entertainment system,
Xbox* Video Game System from Microsoft and Nintendo GameCube*. In this
third-person action-adventure game, players take control of the ultimate
fighting mutant to fight man and machine alike in an action-packed journey
through the Marvel Universe. X-Men: Wolverine's Revenge is expected to ship
in the spring of 2003 and has not yet been rated by the ESRB.

"After more than 300 comic books, an animated series and most recently a
blockbuster feature film featuring the X-Men, Wolverine is the one character
that grips the public's attention more than any of the other X-Men," states
Larry Goldberg, executive vice president, Activision Worldwide Studios.
"X-Men: Wolverine's Revenge allows you to play as Wolverine, explore the
enigmatic hero's past and carve up a host of bad guys along the way."

Featuring an original storyline written exclusively for Activision by comics'
industry legend Larry Hama, and featuring the voices of Mark Hamill and
Patrick Stewart, X-Men: Wolverine's Revenge allows players to assume the role
of Wolverine, everyone's favorite X-Men tough guy. In the game, Wolverine
faces a race against time to find an antidote to the viral time bomb that's
just been discovered in his system. With only 48 hours to live, Wolverine
returns to the clandestine Department H facility deep in the Canadian
wilderness, to uncover the terrible secrets behind the Weapon X laboratory
and the experiments that turned the mutant hero into a precision killing
machine.

As with all mutants, Wolverine has unique abilities that set him apart from
the rest of humanity - deadly claws to defeat the greatest of foes,
animal-like super senses to assist in tracking enemies, an enhanced mutant
healing factor and unbreakable bones to withstand devastating amounts of
punishment, and superior strength and reflexes for an added edge in combat.
In X-Men: Wolverine's Revenge players will have to master all of these skills
in order to defeat the sinister forces massing against them led by
arch-villains Juggernaut, Wendigo, Magneto and Sabertooth. Luckily, players
won't have to face the onslaught alone and can expect occasional backup from
fellow X-Men including Professor-X and Beast.

X-Men: Wolverine's Revenge is being developed by U.K.-based developers
Warthog PLC and Gene Pool.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in four divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz) and comic book
publishing. Marvel facilitates the creation of entertainment projects,
including feature films, television and dvd/home video, based on its
characters and also licenses its characters for use in a wide range of
consumer products and services including video and computer games, apparel,
collectibles, snack foods and promotions. Marvel's characters and plot lines
are created by its comic book division which continues to maintain a
leadership position in the U.S. and worldwide while also serving as an
invaluable source of intellectual property. For additional information visit
the Marvel Web site at www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Marvel, X-Men and related characters are trademarks of Marvel Characters,
Inc. and are used with permission. *2001 Marvel Characters, Inc. All rights
reserved.
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ACTIVISION ANNOUNCES ACQUISITION OF Z-AXIS

Leading Action Sports Console Developer
Further Strengthens Activision's Market Position

Santa Monica, CA - May 22, 2002 -- Activision, Inc. (Nasdaq: ATVI) today
announced that it has acquired Z-Axis Ltd., the award-winning creative studio
behind the million-unit selling franchise Dave Mirra Freestyle BMX.

The acquisition further enhances Activision's action sports console
development capabilities and strengthens the company's leadership position in
the action sports genre. The transaction, which marks the company's fourth
acquisition in seven months, underscores Activision's commitment to acquiring
proven development talent.

"We are thrilled to welcome Z-Axis and its talented staff to Activision,"
states Larry Goldberg, executive vice president of Activision Worldwide
Studios. "For the past eight years, Z-Axis has consistently delivered
top-quality games for the console platforms. This alliance, combined with our
recent acquisitions of Treyarch, Grey Matter Interactive and Shaba Games,
firmly places Activision on the leading edge of content creation with
unparalleled internal development capabilities. Our depth of production
talent, combined with our leading brands, will allow Activision to take full
advantage of the market opportunities ahead over the next few years."

"As a lifelong gamer, I've bought more games from Activision than any other
publisher," states David Luntz, President and CEO of Z-Axis. "Now that my
admiration for Activision has been transformed into this extraordinary
partnership, I've never been more excited to be part of this dynamic
industry. The best work from the creative teams at Z-Axis is yet to come."

Under the terms of the agreement, Z-Axis has become a wholly owned subsidiary
of Activision. Activision has agreed to pay Z-Axis' equity holders $20.5
million in cash and Activision common stock. Up to 93,446 additional shares
of Activision common stock also may be issued to the company's equity holders
over the course of several years, depending on the satisfaction of certain
performance requirements and other criteria.

As part of the transaction, the Z-Axis management team and key employees have
signed long-term employment contracts with Activision. Activision does not
expect this transaction to affect its previously announced revenue and
earnings per share guidance for the fiscal year ending March 31, 2003 or for
fiscal year 2004.

Z-Axis is currently developing Dave Mirra Freestyle BMX 3 and the upcoming
Aggressive Inline. The company's previous games include Dave Mirra Freestyle
BMX 2, Dave Mirra Freestyle BMX: Maximum Remix, Dave Mirra Freestyle BMX and
Thrasher: Skate and Destroy.

Founded in 1994 by David Luntz, Z-Axis Ltd. is headquartered in Hayward, CA
and currently maintains two development teams. The company has proprietary
technology that can be used to create compelling interactive entertainment
experiences across multiple console platforms. More information regarding
Z-Axis can be found on the company's Web site www.z-axis.com.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 8,  Topic 11
Message 34         Mon Jun 03, 2002
KGAGNE [Ken]                 at 16:45 PDT

ACTIVISION RANKED #1 SOFTWARE PUBLISHER FOR APRIL 2002, ACCORDING TO NPD
FUNWORLD VIDEO GAME SUMMARY

Santa Monica, CA - June 3, 2002 - Activision, Inc. (Nasdaq: ATVI) ranked as
the #1 console software publisher for the month of April, according to NPD
Funworld's April 2002 Video Games Software Summary. The company increased its
market share in the U.S. console business to 15.3%, for the month, as
compared to 6.1% for the same period last year. The company's dollar sales
increased 179% over last year's comparable period. During the month,
Activision was the only publisher to have a top-five title on each of the
next-generation console platforms.

"Activision's strong franchises continue to fuel the company's record
performance," states Ron Doornink, President, Activision, Inc. "We are
pleased with the success of our key brands across all of the console systems
and continue to benefit from our strategy of leveraging franchise titles
across multiple platforms."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION ROCKS GAMERS WITH IMMERSIVE SOUNDTRACK
FOR MAT HOFFMAN'S PRO BMX(tm) 2

Santa Monica, CA -- June 28, 2002 -- Activision, Inc. (Nasdaq: ATVI) is
setting the stage for high-flying action in Mat Hoffman's Pro BMX(tm) 2 with
a soundtrack that features an eclectic mix of old school rap, punk, funk,
rock, and electronica. Mat Hoffman's Pro BMX 2 will be available for the
PlayStation(R)2 computer entertainment system, Xbox(tm) video game system
from Microsoft, Nintendo GameCube(tm) and Game Boy(R) Advance this summer,
and will feature the following artists and tracks:

N.E.R.D. - "Rock Star"
Fugazi - "Guilford Fall"
Suicidal Tendencies - "Institutionalized"
LL Cool J - "Rock the Bells"
Iggy Pop - "The Passenger"
Eric B. & Rakim - "Juice (Know the Ledge)"
Ice T- "Reckless"
Crazy Town - "Toxic"
Bad Brains - "I against I"
Dub Pistols - "Official Chemical"
Gang of Four - "Damaged Goods"
Digital Assassins - "Return of the Living Bassheads (Somethin' Really Bad)"
Swollen Members - "Fuel Injected"
MC Cool Rock - "Boot the Booty"
Spoon - "Take a Walk"
Bombfunk MC's - "Freestyler"
Secret Hate - "Kevsadic"
Jazzhole - "Forward Motion"
Dislocated Styles - "Unified"
Bad Ronald - "All a Dream"

Featuring flatland tricks for the first time in a BMX video game, Mat
Hoffman's Pro BMX 2 drops players into eight enormous free-roaming, fully
populated levels where they can perform thousands of tricks. There are
multiple modes of play to experience: Road Trip, Single Session, and Free
Ride, and a slew of multi-player games including the new Half-Pipe Hell and
Treasure Hunt. The innovative Trick Tweaking feature lets gamers pull
manuals, wall rides, tire-taps, grinds, and air tricks that can be "morphed"
to create unique tricks on the fly while playing as Mat Hoffman himself, or
one of ten other pros. Players can also build their own BMX course using the
next generation Park Editor. Mat Hoffman's Pro BMX 2 for Xbox includes an
additional level and rider and will support user ripped sound tracks.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION TO SHOWCASE UPCOMING GAMES AT FIRST VIRTUAL
STAR TREK(R) CONVENTION

Activision To Co-Sponsor The First Virtual
Star Trek Convention

Santa Monica, CA - July 1, 2002 - Trekkers who can't make it to the annual
Star Trek(R) convention in Las Vegas can now fix their sensors online at the
first Official 3D Virtual Star Trek Convention to also check out the latest
in Activision, Inc.'s (Nasdaq: ATVI) Star Trek lineup. As a convention
co-sponsor, Activision will be giving attendees a special sneak peak at its
highly anticipated titles, Star Trek(R) Elite Force II and Star Trek
Starfleet Command(R) III by debuting two new gameplay movies.

Taking place August 2-4, 2002, the Official 3D Virtual Star Trek Convention
is being produced by virtual-conventions, llc, under license from Viacom
Consumer Products, and offers attendees the chance to control their own Star
Trek-themed avatar and interact with other fans. Additionally, participants
will have access to a "live" wide shot of the main stage at the Official Star
Trek Convention in Las Vegas where Leonard Nimoy is scheduled to receive a
lifetime achievement award from Creation Entertainment.

"We are thrilled to be a co-sponsor of this ground-breaking event," states
Tricia Bertero, vice president, Activision Global Brand Management. "As the
top publisher of Star Trek games, our aim is to give fans a chance to
experience this rich universe in new ways. The 3D Virtual Star Trek
convention continues in this tradition and is the perfect event to showcase
our upcoming games."

In Star Trek Elite Force II, players join the ranks of the Hazard Team, an
elite Starfleet security unit assigned to the U.S.S. Enterprise NCC 1701-E
under the command of the legendary Captain Picard. Over the course of the
game, players will engage in first-person combat with the deadliest foes of
the Federation including the Borg, Romulans and mysterious new alien species.
Star Trek Starfleet Command III offers players a very different experience by
allowing players to take total tactical control of their favorite starships
and engage in epic strategic warfare. Once at the helm, players will be able
to customize their ship's loadout and crew complement for maximum firepower
as they explore three separate campaigns played from the perspective of the
Federation, Romulan Star Empire and Klingon Empire.

For all the latest Star Trek news, visit the official home of Star Trek at
http://www.startrek.com, or the supersite for all Star Trek games at
http://gaming.startrek.com.

About Viacom Consumer Products, Inc.
Viacom Consumer Products, Inc. merchandises properties on behalf of Paramount
Pictures, Paramount Television, Viacom Productions, and Spelling Television,
as well as third-party properties. Viacom Consumer Products, a unit of Viacom
Entertainment Group, is a subsidiary of Viacom Inc. To learn more about
Viacom Consumer Products and our properties, please visit us at
www.viacomcp.com.

About virtual-conventions, llc
virtual-conventions, llc delivers mega-brand 3D convention events to
consumers worldwide on the Internet. We simply connect(tm). To learn more
about virtual-conventions, llc, please visit us at
www.virtual-conventions.com <http://www.virtual-conventions.com> .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

###

Star Trek(tm), (R) and (C) 2002 Paramount Pictures Corporation. All Rights
Reserved. Star Trek and Related Marks are Trademarks of Paramount Pictures.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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House of Moves Motion Capture Studios
Captures Street Basketball Legends for Activision's 'Street Hoops'

LOS ANGELES (June 25, 2002) --- House of Moves Motion Capture Studios (HOM)
today announced that the company has provided exclusive motion capture
services for Activision, Inc.'s (Nasdaq: ATVI) upcoming street basketball
game Street Hoops(TM). This highly anticipated videogame is based on the
culture and vibe of street basketball and is being published by Activision,
developed by BlackOps Entertainment, and is slated for release in August.

In addition to the standard basketball moves captured for Street Hoops, HOM's
services were retained to replicate the moves of the signature talent for the
game, including: Half Man Half Amazing, Hot Sauce, Speedy Williams, The
Future, Booger Smith, Main Event, AO and Headache.

Street Hoops encompasses the look, speed, energy and attitude of
park/playground blacktop competition. The game allows players to compete in a
nationwide tournament representing their hometown on the most notorious
street courts in nine U.S. cites, as well as four fantasy courts that can be
unlocked during gameplay.

Adam Goldberg, senior producer at Activision stated, "Street basketball is a
fast-paced, contact sport that is full of action and personality. The House
of Moves motion capture technology allowed us to realistically translate
every amazing dribble move, dunk and victory dance into the game."

Added Jose Villeta, of BlackOps, "For Street Hoops, we wanted to be authentic
so the animation database needed to be unique and very creative. To achieve
this, we needed not only to get the best talent but also a reliable and top
of the line Motion Capture Studio and Processing facility like House of
Moves. We motion captured the hottest And 1 street ballers including AO, Hot
Sauce, Headache and Main Event, as well as ex-Globe Trotters and Nike
Freestyle Commercial players. Each talent brought his/her flavor to the shoot
and we got all the aspects of the basketball game covered from fancy
cross-overs to over-the-top dunks to celebrations. The Street Hoops video
game for PS2, XBOX and Gamecube will be shipping with over 1000 moves all
together."

"Obviously, a title designed around the culture of street basketball brings
with it the greater responsibility of 'keeping it real,'" said Jarrod
Phillips, vice president of Sales and Marketing/ executive producer for HOM.
"One way we have accomplished this is by capturing hand motion during the
full-body capture (previously, hand data would have been captured
separately). The motion capture elements of this game are revolutionary."

House of Moves has already captured and delivered hundreds of motions that
BlackOps is incorporating into the game, in conjunction with key-frame
animation. HOM's Diva(TM) software will be used by HOM to generate the
hyper-realistic digital motion. HOM has utilized the V8 motion capture system
from Vicon Motion Systems for the capture work.

About House of Moves Motion Capture Studios
House of Moves, best known for its motion capture work on such films as
Spider-Man (crowd capture), Mel Gibson's The Patriot and Titanic as well as
hundreds of interactive games, is headquartered in Los Angeles, CA. In
addition to its 3,500 square-foot stage facility, HOM boasts a full-time
professional staff of over 25 motion-capture experts, animators, programmers
and engineers, and offers support for all digital motion formats. HOM can be
reached via the Internet at www.moves.com or by calling (310) 306-6131.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

About BlackOps
Black Ops Entertainment, a successful and leading PS2, XBOX and GameCube
Developer, has released over thirteen original property and high-profile
licensed titles in the sports and action-adventure genres since its inception
in 1994. Black Ops is proven and committed to consistently producing high
quality games on time, and within budget. Our games have received praise from
the media and consumers for outstanding graphics, great sound effects, and
innovative and addictive game-play. "Knockout Kings 2000" for N64 won the
1999 "Sports Game of the Year" AIAS Award, and "Knockout Kings 2002" for XBOX
has been receiving numerous reviews such as, "Knockout Kings 2002 boasts
beautifully modeled boxers courtesy of the XBOX. The animations are fluid and
blend seamlessly together, and the game moves at an exciting, fast pace."
(www.gamepro.com)

Black Ops' 2002-2003 Videogame Line-up will include "Fugitive Hunter" for
PS2, "X-Files: Delirium" for PS2/XBOX and STREET HOOPS for PS2/XBOX/GC.
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ACTIVISION TEAMS WITH AND 1 AND FOOTACTION TO PROMOTE
STREET HOOPS(tm) VIDEO GAMES

Slam Dunk Partnership Includes Co-Marketing Activities,
Retail Promotions and AND 1 Mix Tape Tour(tm) Sponsorship

Santa Monica, CA - July 2, 2002 - Activision, Inc. (Nasdaq: ATVI), the #1
worldwide publisher of action sports games, announced today that the company
has teamed up with AND 1, the biggest name in street basketball, and
FOOTACTION USA, a division of Footstar, one of the largest specialty athletic
retailers in the nation, to promote its upcoming street basketball game,
Street Hoops(tm), through a number of co-marketing activities. The
partnership, which includes event sponsorships, retail initiatives and
promotions, will broaden awareness for the game among the hip-hop culture.

"The AND 1 and FOOTACTION names are synonymous with street basketball," said
Will Kassoy, vice president, global brand management, Activision. "Our
alliance on Street Hoops furthers our goal of delivering the most authentic
street basketball experience ever in a video game."

Under the terms of the agreements, Activision will serve as the exclusive
interactive software sponsor of the AND 1 Mix Tape Tour(tm), a 25-city
exhibition that celebrates all things street basketball related, which runs
from June 15 through August 10, 2002. Event sponsorship includes banner
placements and Street Hoops demo stations at each venue, tour bus signage,
and promotional give-aways at the events. In addition to event sponsorship,
Activision will feature AND 1 as an apparel brand in the game.

At retail, AND 1 will in-pack Street Hoops postcards in 250,000 units of AND
1 basketball shoes, available at more than 550 FOOTACTION retail stores in
43 states nationwide. In addition, the company will feature a Street Hoops
video trailer on the popular AND 1 Mix Tapes, volumes 5 and 6. AND 1 will
also promote Street Hoops on the www.and1.com <http://www.and1.com> web site.

In addition to the AND 1 retail initiatives, Activision and FOOTACTION USA
will partner on a number of in-game and retail activities. Street Hoops will
feature a virtual FOOTACTION retail store where players can customize their
athletes in the latest gear.

At retail, FOOTACTION will host a number of promotional activities in support
of the game's launch this summer, including the posting of Street Hoops
signage in-store, the dissemination of postcards at check-out counters and
the inclusion of a Street Hoops video trailer on FATV, the retailer's
internal video network. FOOTACTION will also offer direct mail and
merchandise giveaway promotions.

Street Hoops is set to tip-off later this August on the PlayStation*2
computer entertainment system and the Xbox* video game system from Microsoft.
Street Hoops for Xbox is the first game ever to support HDTV resolution with
720p running at 60fps.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.


###

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION AND JAMDAT MOBILE TO BRING ACTIVISION'S
GAMES TO WIRELESS PHONES

Activision O2 Action Sports "O2" Extreme Sports Titles To Be
Developed for BREW and J2ME Wireless Platforms

SANTA MONICA, CA and LOS ANGELES, CA - (July 29, 2002) - Activision, Inc.
(Nasdaq: ATVI), a leading worldwide developer, publisher and distributor of
video games and other interactive entertainment products, and JAMDAT Mobile
Inc., a leading publisher of entertainment applications and provider of
enabling technologies for wireless, today announced that the companies will
jointly publish hand-held conversions of Activision's Activision O2 action
sports titles games for wireless phones and deliver them worldwide.

Activision O2 titles covered under the exclusive deal include Tony Hawk's Pro
Skater* 4, Matt Hoffman's Pro BMX* 2, Kelly Slater's Pro Surfer*, Shaun
Palmer's Pro Snowboarder* 2, Travis Pastrana's Pro Moto-X* and Shawn Murray's
Pro Wakeboarding*.

"Activision is the worldwide leader in extreme action sports video games and
we are delighted to extend team with them to our agreement with them to
include co-publish titles for wireless phonesproduct line," said Mitch Lasky,
CEO of JAMDAT Mobile Inc. "Quality games content and proven brands ,
including like Activision O2 will drive the adoption and future success of
next-generation wireless entertainment."

The Activision games will be converted for use with multiple global wireless
telephone platforms, including Sun Microsystems' J2ME, and QUALCOMM's BREW*,
using JAMDAT's world-class technology product suite. The games will be
optimized to take advantage of the larger, color screens and fast download
capabilities of new J2ME - and BREW* - enabled wireless handsets to deliver
an enhanced mobile gaming experience.

"Through our partnership with JAMDAT Mobile we will bring our global success
in interactive entertainment to the rapidly emerging wireless market," said
Dave Anderson, XXX,Director of Business Development and Licensing for
Activision, Inc. "JAMDAT's expertise and premier enabling technologies will
allow us to deliver compelling wireless games to mobile phone users around
the world."

"Activision's action sports games have been tremendously successful,
particularly with the youth market where interest in extreme action sports is
especially high," added Ben Jones, Vice President of Sales for JAMDAT Mobile
Inc. "This demographic is also a key growth market for the wireless industry,
and these titles will be drivers of sales and deeper market penetration."

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

About JAMDAT Mobile Inc.
Los Angeles-based JAMDAT Mobile Inc. (www.jamdatmobile.com) is a leading
provider of mobile entertainment products, services and enabling technologies
to wireless carriers, independent developers and publishers around the world.
Founded by interactive entertainment executives from Activision, Inc.
(Nasdaq: ATVI) and backed by wireless infrastructure leaders QUALCOMM
Incorporated (NASDAQ: QCOM), Sun Microsystems (NASDAQ: SUNW), and Intel
(NASDAQ: INTC), JAMDAT is at the forefront of the technological and creative
evolution in wireless entertainment. JAMDAT's unique combination of creative
and technological expertise has positioned the company as the preferred
mobile entertainment partner for wireless carriers, infrastructure companies
and independent developers.

# # #

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION ACQUIRES WORLDWIDE PUBLISHING RIGHTS TO THE HIGHLY ANTICIPATED
GAME WORMS(tm) 3

Dynamic New Edition of Multi-Million Unit Selling Franchise Set to Bring The
Loony World of Worms to Next -Generation Platforms

Santa Monica, CA - August 13, 2002 - Activision, Inc. (Nasdaq: ATVI)
announced today that the company has entered into an agreement with the U.K.
- based developer, Team 17(tm), to publish the highly anticipated title
Worms(tm) 3 and an additional yet-to-be-announced Worms title. Under the
terms of the agreement, Activision has acquired multi-platform worldwide
publishing and distribution rights for the game, excluding PC rights in
Korea, Taiwan and China.

The first official sequel since the highly acclaimed games Worms 1 and Worms
2, Worms 3 will utilise the full power afforded by next-generation platforms,
featuring ground-breaking fully deformable landscape technology, and will
continue the wild humor and intensive, addictive fun that gamers expect from
the Worms franchise. Worms 3 will showcase a raft of new gameplay features,
while retaining all the familiar chaos of the original titles, complete with
bizarre power-ups, loopy weaponry, and crazy cartoon graphics - in both
single and multi-player modes. Worms 3 is expected to ship in 2003. The game
has not yet received an ESRB rating. "We are thrilled to be introducing Worms
onto the next-generation console systems," states Kathy Vrabeck, executive
vice president, global publishing and brand management for Activision. "The
franchise has sold more than seven million units worldwide since its
inception in 1995. Worms' unique humor, instant playability and addictive
gameplay have remained popular across two generations of hardware with the
franchise appearing on almost every platform. Now delivered in 3D, the game
is sure to be even more popular than its predecessors drawing in a new
generation of gamers around the globe."

"With Worms 3, we have the opportunity to strengthen an already powerful
franchise and provide the definitive gaming experience within the Worms
universe," adds Debbie Bestwick, commercial director of Team 17. "We look
forward to forging a long-term future for the Worms franchise with
Activision, a company well known for its ability to develop properties in a
creative and forward-thinking fashion."

About Team 17
Team 17 Software Limited is a privately owned high calibre entertainment
software development company headquartered in West Yorkshire, England. Team
17 has developed over 100 SKUs in its eleven-year history and specialises in
quality original titles using proprietary technology across all major
hardware platforms. Key Team 17 franchises and brands include Worms, Alien
Breed, Project X and Superfrog. For more information, visit the Team 17
website at www.team17.com <http://www.team17.com> .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Worms (C) 1995 Team 17 Software. Team 17 and Worms are Registered or
Trademarks of Team 17 Software Limited. Original Concept Andy Davidson.

Activision is a registered trademark of Activision, Inc. and its affiliates.
All other trademarks and trade names are the property of their respective
owners.
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ACTIVISION'S MAT HOFFMAN'S PRO BMX(tm)2 TAILWHIPS ONTO NORTH AMERICAN RETAIL
SHELVES

Santa Monica, CA - August 21, 2002 - The top athletes in BMX biking will soon
be treating gamers to their own brand of riding with the release of
Activision, Inc.'s (Nasdaq: ATVI) highly anticipated Mat Hoffman's Pro
BMX(tm)2 for the PlayStation(R)2 computer entertainment system, the Xbox(tm)
video game system from Microsoft and the Nintendo Game Boy(R) Advance. The
game launch coincides with Mat Hoffman's historic performance at this year's
2002 ESPN Summer X-Games, where he pulled off the first-ever "no-handed 900*"
(two and one half rotations while airborne). The PlayStation 2 and Xbox
versions of Mat Hoffman's Pro BMX 2 have been rated "T" (Teen - with Blood,
Mild Lyrics, Violence) by the ESRB and both carry a suggested retail price of
$49.99. The Game Boy Advance version has been rated "E" (Everyone) and has a
suggested retail price of $34.99.

"Mat Hoffman's Pro BMX 2 gives players the opportunity to be on tour with Mat
Hoffman and 10 of the world's top riders on the ultimate road trip," states
Larry Goldberg, executive vice president, Activision Worldwide Studios. "The
game's arsenal of innovative trick combos and the two player split screen
mode will provide gamers with an awesome new experience."

Mat Hoffman's Pro BMX 2 gives gamers the chance to perform flatland tricks
while they trek across eight enormous free roaming, fully populated levels.
Multiple modes of play such as Road Trip, Single Session and Free Ride
accompany a handful of multi-player games including Half-Pipe Hell and PUSH.

Mat Hoffman's Pro BMX 2 also incorporates a new Trick Tweaking feature which
enables players to pull off all new moves such as manuals, wall rides,
tire-taps, grinds and other air tricks which can be "tweaked" for a better
score. Gamers will also be able to create their own ideal BMX course using
the next-generation Park Editor. Players can also utilize the Photo Scrapbook
feature to keep a collection of snapshot photos of all their best tricks.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION'S STREET HOOPS(tm) TIPS OFF
AT RETAIL OUTLETS NATIONWIDE

Santa Monica, CA -- Aug. 22, 2002 -- Playground basketballers everywhere can
now get their game on street-style with Activision, Inc.'s (Nasdaq: ATVI)
Street Hoops(tm) for the PlayStation*2 computer entertainment system and
Xbox* video game system from Microsoft. The game features a slammin'
soundtrack, authentic apparel, notorious courts like NYC's The Cage and
Rucker Park, and a roster of playground legends including 1/2 Man 1/2
Amazing, Headache, Hot Sauce and more, as featured in the AND 1 Mix Tape
Series. Street Hoops is currently available at retail outlets nationwide at a
suggested retail price of $49.99 and is rated "T" (Teen - gambling, strong
lyrics) by the ESRB.

"Street Hoops delivers an authentic 'in your face' playground experience with
the energy, intensity and showmanship of real-life street ball," said Larry
Goldberg, executive vice president, Activision Worldwide Studios. "With
real-world courts, today's top streetball stars and exciting action on- and
off-the court, Street Hoops will be a slam-dunk for fans."

Street Hoops encompasses the look, speed, energy and attitude of
park/playground blacktop competition. The game allows players to compete in a
nationwide tournament representing their hometown on the most notorious
street courts in nine U.S. cites, as well as four fantasy courts that can be
unlocked during gameplay. Realism is the rule, allowing players to bet cash
on competitions, buy authentic real-world gear including Sean John, Ecko
Unlimited, Southpole, Pure Playaz, AND 1 and more with their earnings, talk
trash, shout and push other players around, if need be.

The game features multiple modes of play including World Tournament, Lord of
the Court, and multiplayer Full Court and Half-court games. Additionally, a
large variety of real freestyle basketball moves, dunks and a top hip-hop
music soundtrack featuring Cypress Hill, Method Man and Redman, Xzibit, DMX,
Master P, Ludacris, and more, lend to the game's authenticity.

Street Hoops for the Xbox video game system from Microsoft is the first game
on Xbox to support HDTV resolution of 720p running at 60fps. In addition, the
audio for the Xbox version of the game offers Dolby Digital for discreet
surround sound during gameplay. The PlayStation 2 version of the game offers
DTS audio for discreet surround sound during game-play. Activision's Street
Hoops will be released for the Nintendo GameCube* this fall. Additional
information about Street Hoops can be found at www.streethoopsgame.com
<http://www.streethoopsgame.com>.

Street Hoops was developed by Black Ops Entertainment, creators of
award-winning, top-selling sports titles including Knockout Kings and the
March Madness series.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

Nintendo, Nintendo GameCube and the Nintendo GameCube logo are trademarks of
Nintendo.
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FOURTEEN Activision O2(tm) action sport athletes
BRING HOME medals at the 2002 ESPN Summer X Games

Santa Monica, CA - August 23, 2002 -- Fourteen Activision O2(tm) action
sports athletes won 17 medals at this year's X Games VIII. Highlights
included the first-ever "no-handed 900" (two and one half rotations while
airborne) performed by Mat Hoffman, Tony Hawk's 15th medal, the most ever
awarded to any athlete in X Games' history, and Moto X superstar Tommy
Clowers' death defying 34 foot jump in the Step Up competition. Additionally,
six other Activision O2 athletes placed in the top eight across various
categories.

Winners included:

Gold Medalists:
Tommy Clowers in Moto X Step Up
Tony Hawk with Andy Macdonald in Skateboard Vert Doubles

Silver Medalists:
Carey Hart in Moto X Big Air
Kenny Bartram in Moto X Freestyle
Bob Burnquist and Bucky Lasek in Skateboard Vert Doubles
Bob Burnquist in Skakeboard Vert
Mat Hoffman in Bike Stunt Vert
Darin Shapiro in Men's Wakeboarding
Dallas Friday in Women's Wakeboarding

Bronze Medalists:
Tony Hawk for Skateboard Vert Best Tricks
Rune Glifberg with Mike Crum in Skakeboard Vert Doubles
Rune Glifberg in Skateboard Vert
Chad Kagy in Bike Stunt Park
Simon Tabron in Bike Stunt Vert
Shaun Murray in Men's Wakeboarding

"As the exclusive video game software sponsor for X Games VIII and the leader
in action sports video games, Activision congratulates all of our athletes
for their outstanding performances," said Will Kassoy, VP, Global Brand
Management for Activision, Inc. "With over 221,000 attendees and national
broadcast on ABC, ESPN and ESPN2, the X Games continue to increase the
popularity of action sports and broaden the exposure to new audiences
worldwide."

For more information on X Games VIII or to view competition highlights,
please visit www.expn.com <http://www.expn.com>.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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Activision(R) invites Fans to Take the "Ultimate Challenge" With TONY HAWK'S
PRO SKATER(tm) 4 VIDEO GAME at select
ACTIVISION O2(tm) Presents
boom boom huckjam ARENA tour 2002 VENUES

Activision To Donate $5 To The Tony Hawk Foundation
For Every Person Who Tries TONY HAWK'S PRO SKATER 4

Santa Monica, CA -- October 3, 2002 -- In celebration of the launch of its
highly anticipated video game Tony Hawk's Pro Skater(tm) 4, Activision, Inc.
(Nasdaq: ATVI) is inviting skateboarding and gaming fans to the "Tony Hawk's
Ultimate Challenge" Backyard BBQ where they can fuel up on free food, check
out cool music and demo the new Tony Hawk's Pro Skater 4 video game at select
Boom Boom HuckJam Arena Tour 2002 stops across the United States.

Beginning on October 9, Activision will offer consumers the "ultimate
challenge" to see if they have what it takes to turn pro by testing their
skills with Tony Hawk's Pro Skater 4 for the PlayStation(R)2 computer
entertainment system. During a sample run, gamers can try to conquer several
different goals as they skate through a college campus doing spine transfers,
skitching behind cars and racking up massive combos.

Activision will donate $5 to the Tony Hawk Foundation for every player who
tests out the game at the Backyard BBQ in the two hours preceding the
high-flying action of the Boom Boom HuckJam extravaganza. The funding will be
used to assist the foundation's efforts to finance and promote public
skateboarding parks in low-income areas nationwide.

Consumers can take the "Tony Hawk's Ultimate Challenge" and picnic with their
family and friends at the following venues during the Boom Boom HuckJam Arena
Tour 2002 or log onto www.activisionO2.com for additional information:

10/9                  Portland, OR - Rose Garden
10/10                 Tacoma, WA - Tacoma Dome
10/12                 San Jose, CA - Compaq Center
10/13                 Sacramento, CA - ARCO Arena
10/17                 Oklahoma City, OK - Ford Arena
10/19                 Dallas, TX - Reunion Arena
10/20                 San Antonio, TX - Alamodome
10/24                 San Diego, CA - Sports Arena
10/26                 Anaheim, CA - Arrowhead Pond
10/30                 Denver, CO - Pepsi Center
11/2                  Chicago, IL - United Center
11/7                  East Rutherford, NJ - Continental Arena

11/9                  Uniondale, NY - Nassau Coliseum
11/11                 Philadelphia, PA - First Union Center

"We wanted to do something to support the launch of Tony Hawk's Pro Skater 4
that was both fun and different, and what better way than to invite consumers
to take "Tony's Hawk's Ultimate Challenge" at our Backyard BBQ before the
game hits store shelves," said David Pokress, Director, Activision Global
Brand Management. "Our sponsorship of the Boom Boom HuckJam tour and our
contribution to the Tony Hawk Foundation are part of Activision's ongoing
commitment to action sports and to providing teens with safe, fun
entertainment experiences, whether they are in their homes or catching air on
a vert ramp."

The sequel to the #1 action sports video game in 2001, Tony Hawk's Pro Skater
4 let's players skate as renowned skateboarder Tony Hawk and 13 other
athletes as they work their way from amateur to pro choosing goals and
building their skills. The game's new free-roaming career mode allows players
to earn respect and pro status by conquering a skater-specific Pro Challenge
based on each skater's personal history. Additionally, Tony Hawk's Pro Skater
4 for the PlayStation 2 entertainment console system includes all new online
features allowing up to eight players from anywhere in the world to challenge
each other in new multiplayer modes like Goal Attack and Capture the Flag.

Tony Hawk's Pro Skater 4 will be available for the PlayStation*2 computer
entertainment system, Xbox* video game system from Microsoft, Nintendo
GameCube*, Game Boy* Advance and the PlayStation* game console. The game will
carry a suggested retail price of $49.99x for the PlayStation 2 computer
entertainment system, Xbox video game system from Microsoft and Nintendo
GameCube versions and $29.99x for the Game Boy Advance and PlayStation game
console. The ESRB ratings are as follows: "T" (Teen - Blood, Comic Mischief,
Mild Lyrics, Suggestive Themes) for the PlayStation 2, Xbox, Nintendo
GameCube; "E" (Everyone - Mild Lyrics, Mild Violence) for the PlayStation;
and "E" (Everyone - Animated Blood) for the Game Boy Advance.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

Nintendo, Game Boy, Game Boy Advance, Nintendo GameCube and the Official Seal
are trademarks of Nintendo. (C) 2001 Nintendo.
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TONY HAWK'S PRO SKATER* 4, SEQUEL TO THE #1 ACTION SPORTS VIDEO GAME OF 2001,
HAS GONE GOLD AND IS SET TO LAUNCH IN NORTH AMERICA ON OCTOBER 23, 2002

New Video Game To Benefit From the Largest
Marketing Campaign in Company's History

Game Will Release Across Six Platforms
Including Next-Generation Wireless Mobile Phones

Santa Monica, CA -- October 10, 2002 -- Video game players can experience the
ultimate skating challenge with the release of Activision, Inc.'s Tony Hawk's
Pro Skater* 4 video game, which is currently in manufacturing and is set to
ship in North America on October 23, 2002. Early reviews indicate that the
sequel to the #1 action sports video game in 2001 is on track to continue its
winning run having received a score of 5 out 5 from GamePro Magazine.

Tony Hawk's Pro Skater 4 lets players take on the role of legendary
skateboarder Tony Hawk and 13 other athletes as they skate through enormous
free roaming levels, choose from 190 progressively harder goals and build
their skills to perform 14 of the greatest skateboarding stunts of all time.

Activision will be supporting the game's launch with a multi-million dollar
marketing campaign, the largest in the company's history, which includes
national television, print and online advertising, as well as demo kiosks at
all major retail outlets.

Further support of the game's launch includes Activision's title sponsorship
of the Boom Boom HuckJam Arena Tour 2002. At select arena tour performances
across the United States, Activision will be promoting Tony Hawk's Pro Skater
4 through its Ultimate Challenge Backyard BBQ, where skateboarding and gaming
fans can fuel up on free food, check out cool music and demo the new video
game. Additionally, consumers nationwide can enter a national "Tour with
Tony" sweepstakes contest for a chance to win a trip to Ft. Lauderdale,
Florida to attend the final performance of the arena tour.

Retail support for the launch include a pre-order program which began on
October 3, 2002 with EB, GameStop and Best Buy, whereby consumers who
pre-order Tony Hawk's Pro Skater 4 will receive a limited edition DVD.
Pre-orders taken at EB and GameStop will receive a "Making of the Boom Boom
HuckJam" feature, while Best Buy will offer a DVD of highlights from various
Tony Hawk videos including Tony Hawk's Gigantic Skate Park Tour and Trick
Tips.

"Tony Hawk's Pro Skater 4 marks a revolutionary step forward in the
franchise," states Ron Doornink, President of Activision, Inc. "The
re-invented, free roaming career mode with 190 progressively harder goals
adds a whole new dimension to the gameplay providing a compelling new
challenge. We are confident that fans will find this game to be the best Tony
Hawk title to date."

Additionally, Tony Hawk's Pro Skater 4 will be the first Activision game to
launch on the new next-generation mobile telephones that will feature color
screens and advanced audio capabilities. The wireless title will debut along
side Activision's console and hand-held games and offer the same rich and
compelling gameplay. Tony Hawk's Pro Skater 4 will be developed for multiple
wireless platforms and optimized to take advantage of the new handsets'
features to deliver an enhanced mobile gaming experience through a
co-publishing agreement between Activision and JAMDAT Mobile Inc., a leading
wireless entertainment publisher.

Tony Hawk's Pro Skater 4 delivers the deepest and most challenging gameplay
experience in the Tony Hawk's Pro Skater series. The game's new free-roaming
career mode allows players to earn respect and the chance to take on all new
pro goals by conquering a skater-specific Pro Challenge based on each
skater's personal history. Additionally, Tony Hawk's Pro Skater 4 for the
PlayStation*2 computer entertainment system includes all new online features
allowing up to eight players from anywhere in the world to challenge each
other in new multiplayer modes like Goal Attack and Capture the Flag.

Tony Hawk's Pro Skater 4 will be available for the PlayStation*2 computer
entertainment system, the Xbox* video game system from Microsoft, Nintendo
GameCube*, Game Boy* Advance and the PlayStation* game console. The game will
carry a suggested retail price of $49.99 for the PlayStation 2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube versions and $29.99 for the Game Boy Advance and PlayStation game
console. The ESRB ratings are as follows: "T" (Teen - Blood, Comic Mischief,
Mild Lyrics, Suggestive Themes) for the PlayStation 2, Xbox, Nintendo
GameCube; "E" (Everyone - Mild Lyrics, Mild Violence) for the PlayStation;
and "E" (Everyone - Animated Blood) for the Game Boy Advance.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION(R) ACQUIRES SOFTWARE DEVELOPER  LUXOFLUX CORPORATION

Luxoflux is Currently in Development with  True CrimeTM: Streets of LATM and
Sequel to "Shrek"

Santa Monica, CA -October 11, 2002 - Further enhancing its internal console
development capabilities, Activision, Inc. (Nasdaq: ATVI), today announced
the acquisition of software developer Luxoflux Corporation.

Activision and Luxoflux have collaborated since 1997 most recently on
LucasArts Entertainment's Star Wars Demolition. Luxoflux is currently in
development on Activision's upcoming title True Crime: Streets of L.A and a
game based on the sequel to DreamWorks Pictures' blockbuster Academy Award
winning feature film "Shrek" which is being co-developed and co-published by
TDK Mediactive, Inc. and Activision.

Founded by Adrian Stephens and Peter Morawiec, Luxoflux operates a 30- person
studio in Santa Monica, CA. The company has proprietary technology that can
be used to create compelling interactive entertainment experiences across
multiple console platforms. Under the terms of the agreement, Luxoflux has
become a wholly owned subsidiary of Activision. As part of the transaction,
Luxoflux's management team and key employees have signed long-term employment
contracts with Activision.

Activision's Executive Vice President of Worldwide Studios, Larry Goldberg,
said, "Luxoflux's strong and diverse talent pool further enhances our product
development capabilities and will play a key role in Activision's continued
leadership on the console platforms. Luxoflux has a proven track record in
developing fun and compelling games and we are confident that their best work
is yet to come."

"We are delighted to become a part of the oldest independent video game
publisher in the world," states Adrian Stephens, president of Luxoflux. "We
look forward to continuing to contribute to the company's success with our
unique brand of original gameplay and technology."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION ANNOUNCES EXPLOSIVE SOUNDTRACK FOR
TONY HAWK'S PRO SKATER(tm) 4

Santa Monica, CA - October 16, 2002 - Thirty-five tracks of high-octane music
will fuel big air tricks in Activision, Inc.'s (Nasdaq: ATVI) Tony Hawk's Pro
Skater(tm) 4, the sequel to the #1 action sports video game of 2001. The
game, which allows players to experience the ultimate skating challenge,
features tracks from rock royalty and hot new artists. Tony Hawk's Pro Skater
4 will be available October 23, 2002 on the PlayStation(R)2 computer
entertainment system, the Xbox(tm) video game system from Microsoft, Nintendo
GameCube(tm), PlayStation(R) game console and Game Boy(R) Advance. Following
is a list of artists and tracks:

System of a Down - "Shimmy"
The Offspring - "Blackball"
AC/DC - "TNT"
Sex Pistols - "Anarchy in the UK"
Run-DMC - "My Adidas"
The Cult - "Bad Fun"
N.W.A. - "Express Yourself"
De La Soul - "Oodles of O's"
Public Enemy - "By The Time I Get To Arizona"
Iron Maiden - "The Number of the Beast"
The Distillers - "Seneca Falls"
Gangstarr - "Mass Appeal"
Goldfinger - "Spokesman"
Agent Orange - "Bloodstains"
Less Than Jake - "All My Best Friends Are Metalheads"
Flogging Molly - "Drunken Lullabies"
Rocket from the Crypt - "Savoir Faire"
Aesop Rock - "Labor"
Avail - "Simple Song"
Bouncing Souls - "Manthem"
Delinquent Habits - "House of the Rising Drum"
Eyedea & Abilities - "Big Shots"
The Faction - "Skate and Destroy"
Haiku D'Etat - "Non Compos Mentis"
Hot Water Music - "Freightliner"
JFA - "Beach Blanket Bongout"
Lootpack - "Whenimondamic"
Nebula - "Giant"
Toy Dolls - "Dig That Groove Baby"
US Bombs - "Yer Country"
Zeke - "Death Alley"
Muskabeatz - "I'm a Star" (featuring Grandmaster Melle Mel)
Muskabeatz - "Versus of Doom" (featuring Jeru the Damaja)
Muskabeatz - "Bodyrock" (featuring Biz Markie)
Jai Plus - "Bad Dreams"

Tony Hawk's Pro Skater 4 lets players take on the role of renowned
skateboarder Tony Hawk and 13 other athletes as they skate through enormous
free roaming levels, choose from 190 progressively harder goals and build
their skills to perform 14 of the greatest skateboarding stunts of all time.
The game's new free-roaming career mode allows players to earn respect and
the chance to take on all new pro goals by conquering a skater-specific Pro
Challenge based on each skater's personal history. The next-generation
console versions of Tony Hawk's Pro Skater 4 are rated "T" (Teen - Blood,
Comic Mischief, Mild Lyrics, Suggestive Themes), the PlayStation game console
title is rated "E" (Everyone - Mild Lyrics, Mild Violence) and the Game Boy
Advance game is rated "E" (Everyone - Animated Blood) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo.
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ACTIVISION ACQUIRES WORLDWIDE INTERACTIVE RIGHTS TO "LEMONY SNICKET'S A
SERIES OF UNFORTUNATE EVENTS"

Activision to Bring Best-Selling Book Series
To Life in Computer and Video Games

Santa Monica, CA - October 30, 2002 - Activision, Inc. (Nasdaq: ATVI) today
announced that it has been named master videogame licensee for Lemony
Snicket's A Series of Unfortunate Events, the best-selling children's book
series that is in development for a feature film by Paramount Pictures and
Nickelodeon Movies. The license grants Activision the exclusive right to
develop and publish products for all video game consoles, handheld platforms
and the PC based on the franchise, A Series of Unfortunate Events.

"Activision is extremely excited to create a series of interactive games
based on the incredibly rich world of Lemony Snicket," said Ron Doornink,
President of Activision, Inc. "The book series has captured the imagination
of readers worldwide and we look forward to working closely with Nickelodeon
to bring the magic of the film to life through the video games."

"We are very excited about partnering with Activision on this unique and
special property," added Steve Youngwood, Vice President of Media Products at
Nickelodeon. "They are a leading video company who has a proven ability to
market and develop high quality and successful titles against major movie
releases."

The Lemony Snicket series has been published in 29 languages with more than
6.3 million books in circulation in the United States alone. The books have
rocketed up and stayed atop national best-seller lists in several countries
creating a global literary phenomenon. The ninth book in the series, "The
Carnivorous Carnival," was released yesterday and early reviews indicate that
the book is on track for a best-selling holiday season.

In the neo-gothic tradition of Edward Gorey and Roald Dahl, A Series of
Unfortunate Events chronicles the misadventures of the Baudelaires, three
savvy and resilient orphans in search of a home. From Chapter 1 of "The Bad
Beginning" -- the first of 13 books in the Harper Collins Publisher series --
the kids find themselves abruptly orphaned, and taken in by the villainous
Count Olaf who has designs on their inheritance. While disaster lurks at
every corner, the children are clever and enterprising enough to stay one
step ahead of their comic nemesis. In the new book, "The Carnivorous
Carnival", the siblings must confront a terrible lie, an ambidextrous person,
a caravan and Chabo, the wolf baby.

Each one of the eight books in A Series of Unfortunate Events has reached the
New York Times list of children's best sellers including "The Bad Beginning,"
"The Reptile Room," "The Wide Window," "The Miserable Mill," "The Austere
Academy," "The Ersatz Elevator," "The Vile Village" and "The Hostile
Hospital." HarperCollins also published the #1 New York Times best-selling
title "Lemony Snicket: The Unauthorized Autobiography," which chronicles the
unfortunate life of the author. More than five million Snicket books have
sold since the release of the first book.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

Nickelodeon, now in its 23rd year, is the number-one entertainment brand for
kids. It has built a diverse, global business by putting kids first in
everything it does. The company includes television programming and
production in the United States and around the world, plus consumer products,
online, recreation, books, magazines, music and feature films. Nickelodeon's
U.S. television network is seen in more than 86 million households and has
been the number-one-rated basic cable network for seven consecutive years.
Nickelodeon and all related titles, characters and logos are trademarks of
Viacom International Inc.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION'S RALLY FUSION(tm): RACE OF CHAMPIONS(tm)
REVS UP FOR RETAIL

Santa Monica, CA. - October 11, 2002 - The cheer of the crowd, the roar of
the engine and the satisfying slosh of tires tearing through mud can mean
only one thing, Activision, Inc.'s (Nasdaq: ATVI) high-octane racer Rally
Fusion: Race of Champions has gone gold and is on its way to manufacturing.
Based on the Michelin Race of Champions, which is held annually in the Canary
Islands, the game lets players take on the top racers from the world of
motorsport with the ultimate goal of becoming the "Champion of Champions."
Developed by Climax, Rally Fusion: Race of Champions for the PlayStation 2
computer entertainment system and Xbox video game system from Microsoft has
been rated "E" (Everyone) by the ESRB.

Rally Fusion: Race of Champions features nine different environments
including authentic road, desert, mountain and arctic conditions for players
to test their talent as they careen through hairpin turns on their way to the
checkered flag. With incredibly detailed damage modeling and dirt effects,
Rally Fusion: Race of Champions allows players to select their dream machine
from 19 of the top makes and models in the sport. Additionally, nine
different modes and 20 different tracks offer an incredibly diverse gameplay
experience and near endless replayability for the player.

About Climax

Established in 1988, Climax has become one of the world's leading interactive
software development companies. Over the last 12 years Climax has developed
many successful computer and video games, delivering high quality game
experiences in both its' original products and conversions Climax bring with
them a wealth of experience of developing for the Racing Genre to the
partnership with Activision.

About IMP

IMP (International Media Productions) is a client focused sports management
company based in Monaco. IMP specialize in Event Management and Marketing and
Sports Celebrity Management. More information about IMP can be found on the
company's World Wide Web site at <http://www.imp.mc/> www.imp.mc

About Activision

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION INVITES COLLEGE STUDENTS TO ENTER THE
TENCHU*: WRATH OF HEAVEN* "REEL NINJA VIDEO FILM" CONTEST
FOR THE CHANCE TO WIN $20,000 IN PRIZE MONEY

Film Entries to be Judged By Internationally Renowned Director John Woo and
Producer Terence Chang

Santa Monica, CA - January 23, 2003 - To support the upcoming release of
Tenchu*: Wrath of Heaven* for the PlayStation*2 computer entertainment
system, the latest installment in the acclaimed stealth ninja video game
series, Activision, Inc. (Nasdaq: ATVI) is calling on college and film
students 18-years of age and older to enter the "Reel Ninja Film Contest" for
the chance to be awarded $20,000 in prize money. From Feb. 3 through Feb. 17,
2003 students can log on to www.ninjafilmcontest.com
<http://www.ninjafilmcontest.com> and submit an up to three-minute "Ultimate
Ninja" themed live-action or animated film for judging by director John Woo
and producer Terence Chang.

Forty finalists will be chosen in a random drawing and earn points for
originality, creativity and overall appeal. These finalist entries will be
judged by director John Woo and producer Terence Chang of Lion Rock
Productions. The highest scoring entry will be awarded a Grand Prize of
$15,000. The five runner-up films will be posted online at
www.ninjafilmcontest.com <http://www.ninjafilmcontest.com> from March 3 -
March 14, 2003 and consumers will be able to log on and vote for their
favorite entry. The film that earns the most votes will win a First Prize of
$5,000. The Grand Prize winner will be notified on or around March 4 and the
First Prize winner will be contacted on March 17.

Students 18-years and older who are currently enrolled in college or
university classes are eligible to submit entries. Films cannot exceed 15 MB
in size and need to be submitted in the following formats -- Windows Media
Player, Quicktime, RealPlayer or Macromedia Flash Files. All entry
information and a complete listing of contest rules for the "Reel Ninja Film
Contest" can be found at www.reelninjacontest.com
<http://www.reelninjacontest.com> .

The game delivers the most realistic, stealth-based, ninja-action/adventure
ever and features impressive new stealth attacks, an enhanced fighting
engine, new weapons and tools, larger levels, improved character animations
and new multiplayer options. Tenchu: Wrath of Heaven is rated "M" (Mature -
content suitable for persons 17 and older) by the ESRB and will be available
in March for a suggested retail price of $49.99.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION'S LEGENDARY PITFALL(R) HARRY
SWINGS ONTO NEXT-GEN CONSOLE SYSTEMS THIS FALL

Santa Monica, CA - January 29, 2003 - Activision, Inc.'s (Nasdaq: ATVI)
legendary Pitfall(R) franchise is swinging onto the next-gen consoles as the
daring explorer Pitfall Harry packs his wits, athleticism and quick reflexes
and embarks on an all-new adventure deep in the South American jungle.
Featuring over 50 perilous levels including lush rain forests,
creature-ridden caves and vast glacial mountains, the game challenges players
to explore a dynamic obstacle-filled world. Developed by Edge of Reality,
Pitfall(R) Harry will be available Fall 2003 for the PlayStation(R)2 computer
entertainment system, Xbox(tm) video game system from Microsoft, Nintendo
GameCube(tm) and Game Boy(R) Advance, and is currently rated "RP" (Rating
Pending) by the ESRB.

"Pitfall Harry will let players take on the role of the daring explorer who
laughs in the face of danger as he rescues those in distress from deadly foes
and searches for lost treasures," said Larry Goldberg, executive vice
president, Activision worldwide studios. "This all new adventure delivers
highly detailed graphics, fast paced action pathways and a host of
interactive goals. Classic vine swinging and pit hopping action combined with
Harry's quirky sense of humor will make Pitfall Harry one of the most sought
after titles of the year."

Gamers assume the role of Harry, a fearless, rough-and-ready treasure seeker
who battles evil using his athletic ability and a knapsack filled with
adventure gear. Harry must race against a rival explorer to find hidden
treasures, which in the wrong hands could spell doom for him and his friends.

The vast landscape, ranging from forests to ancient ruins to subterranean
mines, provides players with countless game options as they face the
consequences of their decisions. Crossing treacherous jungle terrain and dark
areas filled with puzzles, tricks and traps, players swing on vines, avoid
crocodiles and dodge rolling logs as they unearth artifacts and use their
cunning to defeat dangerous foes.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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This is great news!  I know of five Pitfall games: two for the Atari 2600, one
for the NES, one for the Super NES (later released for other systems,
including the GBA), and one for the PSX.  I've reviewed the latter two and
really enjoyed them both - especially since they both included the original
Pitfall. :)

Activision is a god.

-Ken

 ------------
Category 8,  Topic 11
Message 53         Tue Feb 25, 2003
KGAGNE [Ken]                 at 11:52 PDT

ACTIVISION CALLS ON STUDENTS TO PICK REEL TALENT IN THE
TENCHU: WRATH OF HEAVEN "REEL NINJA FILM" CONTEST

Log on to <http://www.ninjafilmcontest.com/> www.tenchu.com and Help
Aspiring Film Makers Win $5,000 In Prize Money

Santa Monica, CA - February 25, 2003 - Legendary filmmakers John Woo and
Terence Chang of Lion Rock Productions voted for their favorite student ninja
film. Now it's your turn. Use your razor sharp wits and eye for detail to
judge the five finalist movies in the Tenchu: Wrath of Heaven "Reel Ninja
Film Contest." Beginning on March 4 through March 14, students, movie buffs
and general ninja fans can log on to www.tenchu.com, view the finalist videos
and then vote for their favorite ninja film. The film that earns the most
votes will win a First Prize of $5,000.

The Tenchu: Wrath of Heaven "Reel Ninja Film Contest" kicked off on February
3 to support the upcoming release of Activision's Tenchu: Wrath of Heaven
video game. Students at least 18 years of age were asked to submit the
ultimate ninja short film for the chance to win $20,000 in cash prizes. The
Grand Prize winner, as judged by acclaimed director John Woo and producer
Terence Chang, is being selected this week and will be notified on or around
March 4, and the First Prize winner will be announced on March 17. The Grand
Prize film will also be showcased on <http://www.tenchu.com/> www.tenchu.com
alongside the five finalists.

Tenchu: Wrath of Heaven is rated "M" (Mature - content suitable for persons
17 and older) by the ESRB and will be available on March 4 for a suggested
retail price of $49.99.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION USES TONY HAWK'S PRO SKATER VIDEO GAME ENGINE TECHNOLOGY TO
POWER DISNEY PICTURES' PRESENTATION OF PIXAR ANIMATION STUDIOS "TOY STORY
2," "DISNEY'S THE LION KING," AND "DISNEY'S TARZAN" CHARACTERS INTO
SKATEBOARDING PROS

Also Allows Players to Create Their Own Personalized Skater
Marketing Campaign Casts 'Real Kids' in Starring Roles In New Video Game;
Nationwide Search and Online Voting Poll to Determine Members of the
"Extreme Skate Crew"

Santa Monica, CA - March 20, 2003 -- Activision Inc. (Nasdaq: ATVI) and
Disney Interactive today announced a new video game that gives skateboarding
a magical twist. Designed to appeal to children and teens ages 6 - 14,
Disney's Extreme Skate Adventure will use cutting-edge technology from
Activision's latest Tony Hawk's Pro Skater 4 engine to allow characters from
three beloved animated films: Walt Disney Pictures' presentation of Pixar
Animation Studios' "Toy Story 2," "Disney's Tarzan" and "Disney's The Lion
King" to skateboard just like the pros in their respective worlds for the
first time. In addition to these characters, the new game includes a
Create-A-Skater option where players can customize a youthful skater's "look"
by selecting clothing and accessories. Furthermore, as an Activision first,
the company is holding a nationwide casting call search for 10 real kids who
will become digitized characters in the game.

"At Activision our goal is always to couple the best gameplay experience with
all the properties we have, whether the game is based on a professional
athlete, a movie or kid-oriented characters," said Kathy Vrabeck, executive
vice president, global publishing and brand management, Activision, Inc.
"Disney's Extreme Skate Adventure takes all of the professional moves and
realistic skateboard experience of our best-selling Tony Hawk's Pro Skater 4
game and gives these well-loved characters new adventures as skateboarders in
their traditional environments. We are also very excited about the
Create-A-Skater feature that allows our consumers to create unlimited hours
of personalized fun."

"By working with innovative leaders in the industry, we are able to create
great games that reflect the true spirit of the films," said Sanjeev Lamba,
vice president of marketing and international, Disney Interactive. "We're
pleased to continue our ongoing relationship with Activision on Disney's
Extreme Skate Adventure which gives some of our beloved movie characters
entirely new adventures in skateboarding."

Skate Like A Pro - Disney Style

Disney's Extreme Skate Adventure is the first time Buzz Lightyear and Woody
from Walt Disney Pictures' presentation of Pixar Animation Studios' "Toy
Story 2," Young Tarzan and Terk from "Disney's Tarzan" and Simba and Rafeeki
from "Disney's The Lion King" have been showcased in the same video game.
Players skate as their favorite characters, performing moves such as ollies,
rail grinds, spins and other expert balance moves. The characters from the
film can skate through each of their worlds, such as Simba and Rafeeki in
Pride Rock, Young Tarzan and Terk in Tarzan's Treehouse and Buzz Lightyear
and Woody in Pizza Planet, and interact with the other characters that live
in those worlds. The game also provides an abundance of fun factor and offers
players skateboards that resemble bamboo rafts, frying pans and other
non-traditional items. Beyond the skateboard challenge there are puzzles to
solve, secret areas to explore and collectibles to find on each level of the
game.

The game is in development for the PlayStation2 computer entertainment
system, Xbox video game system from Microsoft and Nintendo GameCube and will
feature 12 playable characters to choose from as well as diverse gameplay
modes that include Adventure Mode, where gamers complete goals as their
favorite characters, or as a real world character from the Create-A-Skater
feature. The game also features a Multiplayer option for split-screen
competition.

The game is also being developed for Game Boy Advance and will feature six
playable characters to choose from and three gameplay modes: Story, to unlock
new levels by completing goals; Single Session, to achieve high scores; and
Multiplayer, to engage in head-to-head competition.

Create-A-Skater

In addition to being able to skate throughout multiple universes, gamers will
start off in a real world locale where they can Create-A-Skater and customize
their skater with everything from different clothes, hair color and styles
(such as Mohawks), shoes, helmets and boards. In addition to customizing,
players will be able to encounter real world elements such as fast food
restaurants, different clothing brands and styles and other popular culture
references.

Marketing Campaign Based on Nationwide Casting Call Search

Taking a cue from Hollywood, Activision decided to cast real kids for the
real world locale of Disney's Extreme Skate Adventure. The "Extreme Skate
Crew" is a team of 10 playable characters modeled after real kids found from
a nationwide casting call search. This team of skaters will mark the first
time Activision has actually cast real kids in a game. Activision held
nationwide casting calls throughout early March to find 10 kids between the
ages of 6 -14 years old to be featured as playable characters in the game.
The search included live events that were held at skateparks in San Diego,
CA, Denver, CO, and Philadelphia, PA. Kids across the country can also enter
the search by mailing in a photo of themselves along with a videotape of
their skateboarding skills. To continue involving kids across the country in
the creation of this game, Activision has created a special game Web site,
<http://www.extremeskateadventure.com/> www.extremeskateadventure.com, where
these 10 kids will have their information posted so that their family,
friends and general public can vote online for the top two "Super Stars"
during the month of April, giving the game a reality programming twist. These
two "Super Stars," who are chosen by their peers, will become featured
members of the "Extreme Skate Crew" and will appear on The Skate Stage at the
beginning of the game alongside the film characters and will also have their
names and stats on display. The entire "Extreme Skate Crew" will be able to
skate throughout the multiple film universes in the game as well as through a
real world locale. The web site will also feature monthly contests to win
cool prizes and weekly polls that will help Activision complete the real
world section of the game.

Disney's Extreme Skate Adventure will be available late summer for the
PlayStation 2, Nintendo GameCube and Game Boy Advance. This game has not yet
been rated by the ESRB.

About Disney Interactive

Disney Interactive is the award-winning children's publishing label of Buena
Vista Games, Inc. The label is committed to producing quality children's and
family-oriented interactive video games and CD-ROMS. Buena Vista Games, Inc.
is the interactive entertainment arm of The Walt Disney Company's Consumer
Products business unit. For more information on Disney Interactive's
products, visit www.disneyinteractive.com

About Pixar

Pixar Animation Studios (Nasdaq: PIXR, <http://www.pixar.com/>
http://www.pixar.com) combines creative and technical artistry to create
original stories in the medium of computer animation. Pixar has created four
of the most successful and beloved animation films of all time: Academy
Award-winning Toy Story (1995); "A Bug's Life" (1998); Golden Globe-winner
"Toy Story 2" (1999); and, the Academy Award-winning "Monsters, Inc." (2001).
Pixar's four films have earned more than $1.7 billion at the worldwide box
office to date. The Northern California studios' next three film releases are
"Finding Nemo" (May 30, 2003), "The Incredibles" (holiday 2004) and "Cars"
(holiday 2005). Pixar Animation Studios films are released by Walt Disney
Pictures.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo.

Disney/Pixar's Toy Story 2: Toy Story elements (c) Disney. Toy Story 2
elements (c) Disney/Pixar. Disney's The Lion King: (c) Disney. Disney's
Tarzan(TM): Copyright (c) 2003 Edgar Rice Burroughs, Inc. and Disney
Enterprises, Inc. All Rights Reserved. Tarzan(TM) Owned by Edgar Rice
Burroughs, Inc. and Used by Permission.
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ACTIVISION(R) ANNOUNCES THE TENCHU: WRATH OF HEAVEN
"REEL NINJA FILM CONTEST" WINNERS

Santa Monica, CA - March 26, 2003 - Following a nationwide search of college
campuses to find the most promising ninja-inspired short films, two students
have been chosen as the winners of the Tenchu: Wrath of Heaven, "Reel Ninja
Film Contest." Legendary film director John Woo and producer Terence Chang of
Lion Rock Productions awarded Joshua Gorin from the University of
Pennsylvania the $15,000 Grand Prize for his submission, "The Ninja Movie," a
clever three-minute live action short set in a snowy cemetery.

The five runner-up entries were uploaded to www.tenchu.com
<http://www.tenchu.com/> , where more than 6,000 fans cast their votes for
the First Prize Winner. By popular vote, "Wanna Woo," from Lee Cipolla of
Florida State University, was awarded the $5,000 First Prize.

The Tenchu: Wrath of Heaven video game is currently available at stores
nationwide for a suggested retail price of $49.99 and the game is rated "M"
(Mature - content suitable for persons 17 and older) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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The Shockwave file at tenchu.com won't load for me, leaving the site
inaccessible.  Can anyone here view the five winning films?  How are they?

-Ken
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ACTIVISION LAUNCHES THE OFFICIAL X2 WOLVERINE'S REVENGE WEB SITE

Santa Monica, CA - March 28, 2003 - Take a self-guided tour behind the
gates of Weapon X and encounter top-secret information about the most
popular X-Men - Wolverine - at www.wolverinesrevenge.com
<http://www.wolverinesrevenge.com/> , the official X2 Wolverine's Revenge
web site. Leading up to the April 15 launch of the X2 Wolverine's Revenge
videogame, Activision, Inc. (Nasdaq: ATVI) is giving fans a pre-launch
glimpse into this highly anticipated game with information on Wolverine's
origins, action-packed movies, screenshots, custom wallpaper, character
features, concept art and much more.

The X2 Wolverine's Revenge web site will feature the following sections:

Mission Brief - This top secret dossier will allow players to familiarize
themselves with Wolverine, understand his mutant abilities and his
motivation for returning to the only place he fears - Weapon X.

Wolverine Timeline - Fans get an overview of the "lone" mutant and delve
into his history - when he first appeared in Marvel comics' most popular
comic book franchise and how his image has changed over the years.

Exclusive Downloads - Gamers can keep the look of X2 on their desktop with
custom wallpaper. New screenshots and updated movies will also be
introduced periodically until the launch of the game.

News - Get the latest X2 Wolverine's Revenge updates, link to Fox for the
scoop on "X2" and visit Marvel.com for information on this famous mutant.

Releasing simultaneously with the "X2" feature film, X2 Wolverine's Revenge
is the only PlayStation(R)2 computer entertainment system, Xbox video game
system from Microsoft, Nintendo GameCube, Game Boy(R) Advance and PC
action-adventure that allows players to assume the role of Wolverine. Now
that a deadly virus has been activated within his body, Marvel's "baddest"
mutant has 48 hours to acquire an antidote and save himself.

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. (NYSE: MVL) is a leading global character-based
entertainment company that has developed and owns a library of more than
4,700 characters which have entertained generations around the world for
over 60 years. Marvel's operations are focused in entertainment and
consumer product licensing and comic book publishing. Marvel Studios
supports the development of feature films, DVD/video products and TV series.
Marvel's creative team also supports the creation of video games and toy
lines based on its characters as well as for a broad and growing range of
consumer products and services including apparel, collectibles, foods and
promotions. Marvel's comic book division is a leading publisher in the
global marketplace while also serving as an invaluable source of
intellectual property. Marvel's Toy Biz division is a recognized creative
force and leader in toy design, sales and marketing, developing and
overseeing both licensee and in-house toy lines. For additional information
visit <http://www.marvel.com/> http://www.marvel.com. Marvel, X-Men and
related characters: & (C) 2003 Marvel Characters, Inc.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web
site, which is located at www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION INTRODUCES CALL OF DUTY,
A NEW BRAND OF FIRST PERSON ACTION GAMES

Brand Sets Players on the Battlefields
Of the World's Most Legendary Conflicts

Santa Monica, CA - April 8, 2003 - Activision, Inc. (Nasdaq: ATVI) is taking
gamer to the frontlines of combat with Call of Duty, a new umbrella brand
that lets players experience the dramatic intensity of war through the eyes
of common soldiers. Set on the battlefields of the 20th century's most
monumental conflicts, the series will thrust players into gripping,
cinematic, authentic warfare. As unsung heroes, players experience the war
from the perspective of multiple characters from numerous countries, each
with varying roles and duties and who fight along side fellow soldiers in
epic battle sequences. The Call of Duty brand will support Activision's
multi-platform strategy and include both console and PC games.

The first title in the Call of Duty series is a gritty, authentic World War
II action game for the PC that is being developed by Infinity Ward, a newly
formed studio that includes 22 of the individuals who previously developed
Medal of Honor: Allied Assault(tm). Players assume the role of different
characters from multiple sides of the Allied forces and experience the
bonding and brutality of war as they fight along side their squad mates
through a variety of missions, including battlefield assaults, search and
rescue, stealth, sabotage, vehicle chases and tank battles. Heeding the call
of duty, gamers step into the boots of a U.S. paratrooper, a British commando
and a Russian infantryman as they take on the Nazi War machine through
pivotal World War II battles and authentic military campaigns. The title is
slated for release later this year and has not yet been rated by the ESRB.

"The Call of Duty brand will deliver the most authentic, intense and
realistic battlefield experience from the perspective of multiple soldiers
battling on the frontlines," states Dusty Welch, vice president of global
brand management, Activision, Inc. "No one soldier, or even one country,
single-handedly wins wars, but rather wars are won through the collective
efforts, teamwork and bonds of everyday citizen soldiers from an alliance of
nationalities who all heed their call of duty. It's the camaraderie of common
soldiers coupled with authentic cinematic gameplay that will define the Call
of Duty series."

"We're thrilled to partner with Activision on pioneering the Call of Duty
brand," said Grant Collier, president of Infinity Ward, Inc. "Infinity Ward's
mission is to make a game that is as historically accurate and realistic as
possible, that will bring a new level of cinematic action to the genre. We
are constantly researching locales, time periods, weapons and vehicles in
order to immerse players in the harsh realities of World War II. When gamers
get their hands on Call of Duty, they will experience gripping battle
sequences, ultra realistic environments, and in-the-trenches, non-stop
gameplay that will blow them away."

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Activision(R) is a registered trademark and Call of Duty is a trademark of
Activision, Inc. and its affiliates. All other trademarks and trade names are
properties of their respective owners.
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ORDER ACTIVISION'S X2 WOLVERINE'S REVENGE
AT PARTICIPATING RETAILERS AND RECEIVE
A COMPLIMENTARY "X2" MOVIE PASS

Santa Monica, CA - April 7, 2003 - Consumers can receive a complimentary
movie pass to Twentieth Century Fox's upcoming "X2" feature film, based on
Marvel Comics top selling comic book franchise The X-Men, when they either
pre-order or purchase Activision, Inc.'s (Nasdaq: ATVI) highly anticipated X2
Wolverine's Revenge at participating North American retail outlets nationwide
including Best Buy, Circuit City, Electronics Boutique, Future Shop Canada,
GameStop, Kay Bee Toys, Musicland, Target, Toys 'R Us Canada and Wal-Mart
Stores.

Consumers who visit participating retail locations can place a $5.00
pre-order deposit and receive a movie voucher redeemable at a local theater.
Additionally, movie vouchers will be in-packed into a limited number of X2
Wolverine's Revenge games at the time of the game launch.

X2 Wolverine's Revenge is the only action-adventure game that allows players
to assume the role of Marvel Comics' legendary Wolverine. The title, which is
scheduled to ship on April 15, 2003, will be available for a suggested retail
price of $49.99 for the PlayStation(R)2 computer entertainment system, the
Xbox video game system from Microsoft and Nintendo GameCube. The Game Boy(R)
Advance and PC versions will be available for a suggested retail price of
$29.99. The ESRB ratings are as follows: "T" ("Teen" - Blood, Violence -
content suitable for persons ages 13 and older) for the PlayStation 2, Xbox,
Nintendo GameCube and PC; "E" ("Everyone" - Violence - content suitable for
persons ages 6 and older) for the Game Boy Advance.

Twentieth Century Fox's "X2" movie is scheduled for release on May 2, 2003.

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. (NYSE: MVL) is a leading global character-based
entertainment company that has developed and owns a library of more than
4,700 characters, which have entertained generations around the world for
over 60 years. Marvel's operations are focused in entertainment and consumer
product licensing and comic book publishing. Marvel Studios supports the
development of feature films, DVD/video products and TV series. Marvel's
creative team also supports the creation of video games and toy lines based
on its characters as well as for a broad and growing range of consumer
products and services including apparel, collectibles, foods and promotions.
Marvel's comic book division is a leading publisher in the global marketplace
while also serving as an invaluable source of intellectual property. Marvel's
Toy Biz division is a recognized creative force and leader in toy design,
sales and marketing, developing and overseeing both licensee and in-house toy
lines. For additional information visit <http://www.marvel.com/>
http://www.marvel.com. Marvel, X-Men and related characters are trademarks of
Marvel Characters, Inc. and are used with permission. (C) 2003 Marvel
Characters, Inc. All rights reserved.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION TURNS REAL KIDS INTO VIDEOGAME STARS
AS PART OF NATIONWIDE CASTING CALL FOR
DISNEY'S EXTREME SKATE ADVENTURE

Second Phase of Casting Begins Today;
Kids Nationwide Can Log On To <http://www.extremeskateadventure.com/>
www.extremeskateadventure.com To Vote For Their Favorite Boy and Girl to
become the "Super Stars" of the Game

Santa Monica, CA - April 9, 2003 - It is the kid version of the American
dream and after a month-long nationwide casting call search Activision, Inc.
(Nasdaq: ATVI) has cast the "Extreme Skate Crew" - 10 lucky kids who will
become a part of the company's upcoming Disney's Extreme Skate Adventure
skateboarding game. The next phase of this unique casting search begins today
through April 30 as consumers nationwide can log on to
<http://www.extremeskateadventure.com/> www.extremeskateadventure.com to view
the "Extreme Skate Crew" and choose one boy and one girl from the group who
will become Disney's Extreme Skate Adventure's "Super Stars" with starring
roles and special prizes.

"We were looking for kids who have enthusiasm and charisma," said Lisa
Gaudio, vice president of global brand management, kids and licensed
properties, Activision, Inc. "An energetic personality and special features,
such as a friendly smile and a unique sense of style, really caught our eye.
We're extremely excited about this, especially because the concept is very
appealing to our gamers who enjoy customizing their entertainment."

Each of the 10-member team, known as the "Extreme Skate Crew," will have his
or her likeness animated as a playable character. The "Extreme Skate Crew" is
Andrew Dolberg, 6, from Cardiff, CA; Hayden Ferris, 11, from Denver, CO;
Lauren Filicia, 9, from Rancho Santa Fe, CA; Ryan Fullerton Holleran, 8, from
San Diego, CA; Jonathon Gallagher, 14, from Arvada, CO; Miles McConnell, 14,
from Aurora, CO; Sam Rosenberg, 12, from Mt. Laurel, NJ; Mallie Ann Torres,
10, from Pedricktown, NJ; Rachel Testa, 12, from Campo, CA; and Matthew
Weber, 14, San Diego, CA. The "Extreme Skate Crew" was chosen from among
hundreds of kids between the ages of six and 14 years old, who either mailed
in their entry or tried out at a live event held at three skate parks across
the country in March. The final cast was chosen for their energy and
enthusiasm rather than their "professional" skateboard moves.

The two "Super Stars," who are chosen by their peers, will become the
featured members of the "Extreme Skate Crew" and will appear on The Skate
Stage at the beginning of the game alongside the Disney and Walt Disney
Pictures' presentation of Pixar Animation Studios' characters, Buzz and Woody
from "Toy Story 2." The two stars will also have their names and stats on
display. The lucky boy and girl will receive celebrity treatment and will be
flown to Los Angeles in May to be introduced at the video game industry's
annual tradeshow, the Electronic Entertainment Expo (E3) and will receive
other prizes.

The other members of the "Extreme Skate Crew" can be accessed by choosing one
of the "Super Stars" and from there players can decide to play as a specific
member of the "Extreme Skate Crew" or they can go to the Create-A-Skater
feature in the game where they can customize their own skater with everything
from different clothes, hair color and styles (such as Mohawks, to shoes,
helmets and boards. The entire crew, and any Create-A-Skater creation, will
be able to skate throughout the game and be magically transported into the
various Disney and Walt Disney Pictures' presentation of Pixar Animation
Studios' worlds as well as through a real world locale.

Disney's Extreme Skate Adventure is the only game that allows players to test
their skateboarding skills in the large and imaginative worlds of Walt Disney
Pictures' presentation of Pixar Animation Studios' "Toy Story 2," "Disney's
Tarzan" and "Disney's The Lion King." Using cutting-edge technology from
Activision's Tony Hawk's Pro Skater 4 game engine, Disney's Extreme Skate
Adventure for the PlayStation2 computer entertainment system, the Xbox video
game system from Microsoft, Nintendo GameCube and Game Boy Advance lets
players perform fun and unique skating tricks as their favorite characters,
"Extreme Skate Crew" member or unique Create-A-Skater. Along the way, players
can skate using bamboo rafts, frying pans and other non-traditional boards
and solve puzzles as they go. Disney's Extreme Skate Adventure will be
available late summer and has not yet been rated by the ESRB.

About Disney Interactive

Disney Interactive is the award-winning children's publishing label of Buena
Vista Games, Inc. The label is committed to producing quality children's and
family-oriented interactive video games and CD-ROMS. Buena Vista Games, Inc.
is the interactive entertainment arm of The Walt Disney Company's Consumer
Products business unit. For more information on Disney Interactive's
products, visit www.disneyinteractive.com

About Pixar

Pixar Animation Studios (Nasdaq: PIXR, <http://www.pixar.com/>
http://www.pixar.com) combines creative and technical artistry to create
original stories in the medium of computer animation. Pixar has created four
of the most successful and beloved animation films of all time: Academy
Award-winning Toy Story (1995); "A Bug's Life" (1998); Golden Globe-winner
"Toy Story 2" (1999); and, the Academy Award-winning "Monsters, Inc." (2001).
Pixar's four films have earned more than $1.7 billion at the worldwide box
office to date. The Northern California studios' next three film releases are
"Finding Nemo" (May 30, 2003), "The Incredibles" (holiday 2004) and "Cars"
(holiday 2005). Pixar Animation Studios films are released by Walt Disney
Pictures.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at <http://www.activision.com/> www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Disney/Pixar's Toy Story 2: Toy Story elements (c) Disney. Toy Story 2
elements (c) Disney/Pixar. Disney's The Lion King: (c) Disney. Disney's
Tarzan(TM): Copyright (c) 2003 Edgar Rice Burroughs, Inc. and Disney
Enterprises, Inc. All Rights Reserved. Tarzan(TM) Owned by Edgar Rice
Burroughs, Inc. and Used by Permission.
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ACTIVISION UNLEASHES NATIONAL PROMOTION OFFERING TICKETS
TO TWENTIETH CENTURY FOX'S PREMIERE OF THE UPCOMING "X2" MOVIE BASED ON
MARVEL'S X-MEN COMIC

Secondary Prizes Include Xbox Video Game System and Xbox DVD Playback Kits
from Microsoft, Marvel Movie Merchandise, Special Edition "X-Men 1.5" DVDs
and Copies of X2 Wolverine's Revenge Video Games

Santa Monica, CA - April 9, 2003 - What could be better than walking the red
carpet next to your favorite X-Men character? This week, Activision, Inc.
(Nasdaq: ATVI) will unleash a national radio promotion that will offer eight
lucky grand prize winners the experience of a lifetime - a trip for two to
the "X2" feature film premiere in Hollywood, CA. on April 28, 2003. The
promotion, "The Hunt for X2 Wolverine's Revenge," which began this week, will
run in New York, Los Angeles, Chicago, San Francisco, Washington D.C.,
Boston, Atlanta and Dallas and use the synergy of popular radio stations,
select retail locations, participating malls, concerts, sporting events and
local clubs to promote this unique contest that offers one winner and a guest
from each city an all expense paid trip to Los Angeles.

Partnering stations in each of the markets will dispatch X2 Wolverine's
Revenge-branded vans to various locations passing out sweepstakes entry forms
and a winning phrase that could send lucky winners to the "X2" motion picture
premiere, as well as win secondary prizes that include the Xbox video game
system from Microsoft and accompanying DVD playback kits, tickets to a local
screening of the "X2" feature film, select Marvel "X2" movie merchandise,
copies of the special edition "X-Men 1.5" DVD and Activision's X2 Wolverine's
Revenge for Xbox.

Activision's promotion, "The Hunt for X2 Wolverine's Revenge," is being
supported with on-air radio announcements and grassroots marketing activities
that include on-location signage, custom decals and merchandise. For more
information on each radio station's promotion please visit
www.wolverinesrevenge.com/contest <http://www.wolverinesrevenge.com/contest>.

X2 Wolverine's Revenge is the only action-adventure game that allows players
to assume the role of Marvel Comics' legendary Wolverine. The title, which is
scheduled to ship on April 15, 2003, will be available for a suggested retail
price of $49.99 for the PlayStation(R)2 computer entertainment system, Xbox
and Nintendo GameCube. The Game Boy(R) Advance and PC versions will be
available for a suggested retail price of $29.99. The ESRB ratings are as
follows: "T" ("Teen" - Blood, Violence - content suitable for persons ages 13
and older) for the PlayStation 2, Xbox, Nintendo GameCube and PC; "E"
("Everyone" - Violence - content suitable for persons ages 6 and older) for
the Game Boy Advance.

"X2" from Twentieth Century Fox will be released on May 2, 2003.

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. (NYSE: MVL) is a leading global character-based
entertainment company that has developed and owns a library of more than
4,700 characters, which have entertained generations around the world for
over 60 years. Marvel's operations are focused in entertainment and consumer
product licensing and comic book publishing. Marvel Studios supports the
development of feature films, DVD/video products and TV series. Marvel's
creative team also supports the creation of video games and toy lines based
on its characters as well as for a broad and growing range of consumer
products and services including apparel, collectibles, foods and promotions.
Marvel's comic book division is a leading publisher in the global marketplace
while also serving as an invaluable source of intellectual property. Marvel's
Toy Biz division is a recognized creative force and leader in toy design,
sales and marketing, developing and overseeing both licensee and in-house toy
lines. For additional information visit <http://www.marvel.com/>
http://www.marvel.com. For additional information visit
http://www.marvel.com. Marvel, X-Men and related characters are trademarks of
Marvel Characters, Inc. and are used with permission: & (C) 2003 Marvel
Characters, Inc. All rights reserved.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at www.activision.com <http://www.activision.com/> .

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION ANNOUNCES LONG-TERM EXCLUSIVE
PUBLISHING PARTNERSHIP WITH SPARK UNLIMITED

Santa Monica, Ca -April 16, 2003 - Activision, Inc. (Nasdaq: ATVI) announced
today that the company has signed an exclusive, long-term agreement to
publish games developed by Spark Unlimited, a newly formed studio comprised
of 28 of the individuals who developed titles in the Medal of Honor(tm)
console and PC series, including several of the production leads. Members of
the Spark team have worked on such best-selling games as Medal of Honor
Frontline(tm), Medal of Honor Allied Assault(tm), Medal of Honor(tm)
Underground and Medal of Honor.

Under the terms of the agreement, Spark will develop three console-based
games for Activision that will be released on multiple platforms. The first
title, which will be released under the Call of Duty(tm) brand, will be a
first-person action game that is slated for release in 2004.

"Spark is an incredibly talented developer," said Larry Goldberg, executive
vice president of Activision Worldwide Studios. "The team members have an
impressive track record of making first-person action games. Through this
alliance, we will be able to continue delivering fantastic titles on the
console platforms for many years to come."

"We are very excited about forming this partnership with Activision," said
Craig Allen, Chief Executive Officer of Spark Unlimited. "Our goal is to
create innovative titles that deliver uniquely realistic and entertaining
gaming experiences. To do that, we have developed proprietary tools and
licensed technology so our artists, game designers, animators, and sound
engineers will have an unparalleled ability to directly impact every element
of our game. Activision's commitment to Spark demonstrates their desire to
support high- quality, artistically driven titles and we look forward to
working together to create a number of really great games."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION BRINGS OUT THE HOLLYWOOD BIG GUNS
TO VOICE UPCOMING HARD-BOILED CRIME GAME
TRUE CRIME(tm): STREETS OF L.A.(tm)

Santa Monica, CA - April 18, 2003 - Christopher Walken, Gary Oldman and
Michael Madsen lead an all-star voice cast of top Hollywood talent in
Activision, Inc.'s (Nasdaq: ATVI) upcoming crime game True Crime(tm): Streets
of L.A.(tm). The actors were specially selected to add their distinctive
voices and talents to True Crime: Streets of L.A.'s, vast line-up of
gangsters, street hustlers, social deviants and reluctant heroes. True Crime:
Streets of L.A., which will be available this fall for the PlayStation(R)2
computer entertainment system, the Xbox(tm) video game system from Microsoft
and the Nintendo GameCube(tm), has not yet been rated by the ESRB. A more
comprehensive list of cast members follows:

Christopher Walken

Gary Oldman

Michael Madsen

Russell Wong

Michelle Rodriguez

Ron Perlman

CCH Pounder

James Hong

Mako

Keone Young

Inspired by Hong Kong action flicks and American crime dramas, True Crime:
Streets of L.A. puts the player in the shoes of Nick Kang, a rogue ex-cop
whose personal vendetta with the L.A. underground nets him as many enemies
with the "Force" as with the syndicates he's sworn to destroy. Developed by
Luxoflux, the creators of the successful Vigilante 8 series, the game blends
multiple genres into a single cinematic game. Action in True Crime: Streets
of L.A. blends seamlessly between car chases, shootouts, foot pursuits and
hand-to-hand combat as players try to take down the mob. Additionally, the
game allows players to explore a living, breathing re-creation of the City of
Angels, complete with hundreds of miles of authentic streets and popular L.A.
landmarks.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION(R) ANNOUNCES THE ULTIMATE MUTANT MARVEL TEAM-UP WITH X-MEN:
LEGENDS

Santa Monica, CA - April 21, 2003 - Activision, Inc. (Nasdaq: ATVI) and Raven
Software are giving gamers and Marvel fans the world over the chance to build
their X-Men dream team with the announcement of X-Men: Legends for the
PlayStation 2 computer entertainment system, Xbox video game system from
Microsoft and Nintendo GameCube. In this real-time RPG, players get the
chance to assemble, train and lead their own X-Men fighting force in a battle
against some of the deadliest foes in the Marvel Universe including the
Morlocks, the Brotherhood of Mutants and robotic Sentinels. To be successful,
players will have to draw on the powers of a diverse pool of X-Men and use
teamwork to unleash the full power of their squad. X-Men: Legends is expected
to ship in 2004 and has not yet been rated by the ESRB.

"X-Men: Legends is the first game to capture the complete essence of the
X-Men by allowing players to control multiple characters that fight together
as a team," states Larry Goldberg, executive vice president, Activision
Worldwide Studios. "The game will blend the best parts of the movies, comic
books in a fantastic new adventure that allows the you to develop your
specialized powers as you succeed through your missions."

Penned by Man of Action, a studio of comic industry veterans, X-Men: Legends
begins with the rescue of a young mutant and takes players through an
engrossing plot that could unite mutant-kind, yet destroy the human race in
the process. Along the way, players will be able to assemble their ideal
X-Men crew from over 15 of the most popular characters from the last 40
years, including Wolverine, Cyclops, Storm, Nightcrawler, Colossus, Gambit
and Beast, to name a few. However, before players load-up their squad with
heavy hitters, they will have to take their foes' abilities into
consideration as certain situations may benefit from the abilities of
specific X-Men. While Cyclops' optic blasts and Colossus' immense strength
are great for clearing a path through hordes of enemies, players can opt to
bring Wolverine and Nightcrawler along on a stealth intensive mission to help
circumvent detection devices. Once the action begins, players can take
control of any member of their squad and even execute multi-character
combinations such as the famous Wolverine/Colossus Fastball Special. As they
progress through the game, characters will gain experience points that
players can use to upgrade the X-Men's abilities and even learn new fighting
styles.

Four-player co-operative mode is also planned, allowing multiple players to
partner-up in X-Men: Legends. With dynamic joining, new players can join the
adventure at any time, or gamers can take a break and pit their heroes
against each other in the X-Men's famed Danger Room.

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. (NYSE: MVL) is a leading global character-based
entertainment company that has developed and owns a library of more than
4,700 characters, which have entertained generations around the world for
over 60 years. Marvel's operations are focused in entertainment and consumer
product licensing and comic book publishing. Marvel Studios supports the
development of feature films, DVD/video products and TV series. Marvel's
creative team also supports the creation of video games and toy lines based
on its characters as well as for a broad and growing range of consumer
products and services including apparel, collectibles, foods and promotions.
Marvel's comic book division is a leading publisher in the global marketplace
while also serving as an invaluable source of intellectual property. Marvel's
Toy Biz division is a recognized creative force and leader in toy design,
sales and marketing, developing and overseeing both licensee and in-house toy
lines. For additional information visit <http://www.marvel.com/>
http://www.marvel.com. For additional information visit
http://www.marvel.com. Marvel, X-Men and related characters are trademarks of
Marvel Characters, Inc. and are used with permission: & (C) 2003 Marvel
Characters, Inc. All rights reserved.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Marvel, X-Men and related characters are trademarks of Marvel Characters,
Inc. and are used with permission. 2003 Marvel Characters, Inc. All rights
reserved.
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ACTIVISION'S X2 WOLVERINE'S REVENGE(tm)
EXPLODES ONTO RETAIL SHELVES NATIONWIDE

Title Launches Simultaneously On All Five Platforms In Time For Twentieth
Century Fox's Highly Anticipated "X2: X-Men United" Feature Film Based Upon
The Classic Marvel Comics' Series

Santa Monica, CA - May 2, 2003 - It's payback time! The clock is ticking and
its up to gamers to uncover Wolverine's mysterious past in Activision, Inc.'s
(Nasdaq: ATVI) X2 Wolverine's Revenge(tm). Inspired by "X2: X-Men United,"
the next adventure in the X-Men motion picture saga, and written by comics
legend Larry Hama, X2 Wolverine's Revenge pits Wolverine's razor sharp
instincts and super human abilities against familiar foes from Marvel Comics'
X-Men comic book series and "X2" including Lady Deathstrike and Magneto.
Currently available at North American retail outlets, X2 Wolverine's Revenge
carries a suggested retail price of $49.99 for the PlayStation(R)2 computer
entertainment system, the Xbox video game system from Microsoft and the
Nintendo GameCube(tm), and $29.99 for the PC and Game Boy Advance versions.
All platforms carry a "T" (Teen - Blood, Violence - content suitable for
persons ages 13 and older) rating by the ESRB and the Nintendo Game Boy
Advance carries an "E" (Everyone - Violence - content suitable for persons
ages 6 and older) rating by the ESRB.

"X2 Wolverine's Revenge gives X-Men fans something they've been waiting years
for - an opportunity to delve further into the depths of Wolverine's
mysterious past," said Larry Goldberg, executive vice president, Activision
Worldwide Studios. "The game's gripping storyline and combination of stealth
and action will allow everyone to experience what it means to be Wolverine."

X2 Wolverine's Revenge takes fans back to the Weapon X facility in 1968 when
Wolverine's horrific skeletal adamantium bonding experiment had been
performed. Players then fast forward to the present and find Wolverine in
fellow X-Men comrade Beast's lab undergoing tests, when Beast and Professor X
tell Wolverine that a viral time bomb has been activated in his body and he
has only 48 hours to find an antidote by returning to the one place it all
began - the Weapon X facility.

In his quest to save his life, Wolverine has the added challenge of
encountering familiar foes such as Lady Deathstrike, Sabretooth, Wendigo,
Juggernaut and Magneto. Armed only with his signature adamantium claws,
superior senses, advanced stealth techniques and a variety of martial arts
moves, Wolverine also enlists the aid of allies such as Colossus and Rogue as
he travels across the Canadian wilderness and finds himself in and out of
danger in various Department H facilities and boss battles. X2 Wolverine's
Revenge also features the voices of Patrick Stewart as Professor X and Mark
Hamill as Wolverine.

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. is a leading global character-based entertainment
company that has developed and owns a library of over 4,700 characters, which
have entertained generations around the world for over 60 years. Marvel's
operations are focused in entertainment and consumer product licensing and
comic book publishing. Marvel's creative teams at its Marvel Studios, Marvel
Comics and Toy Biz divisions support the development of feature films (and
DVD/video), video games, TV series and toy lines based on its characters.
Marvel also licenses its characters for use in a broad and growing range of
consumer products and services including apparel, collectibles, foods and
promotions. Marvel Comics is a leading global comics publisher and an
invaluable source of intellectual property; Marvel Studios works with studios
to develop feature film and entertainment projects; and Toy Biz is a
recognized creative force and leader in toy design, sales and marketing that
develops and oversees both licensee and in-house toy lines. Marvel, X-Men and
related characters: & (C) 2003 Marvel Characters, Inc.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #
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Activision's Spider-Man(R) Achieves SCEA's 'Greatest Hits,' Microsoft's
'Platinum Hits,' and Nintendo's 'Player's Choice' Status

Spider-Man(R) Recognized for Outstanding Sales Performance on The
PlayStation(R)2 Computer Entertainment System, Xbox(R) Video Game System From
Microsoft and the Nintendo GameCube(TM)

SANTA MONICA, Calif., June 2 /PRNewswire-FirstCall/ -- Activision, Inc.'s
(NASDAQ:ATVI) top-selling video game, Spider-Man(R) has been selected for
inclusion in Sony Computer Entertainment America's "Greatest Hits,"
Microsoft's "Platinum Hits" and Nintendo of America's "Player's Choice"
programs. This achievement represents one of the first times a videogame has
been recognized by all three of these prestigious programs simultaneously.

As a recent addition to each respective brand, Spider-Man(R) will be re-
launched with new packaging and a suggested retail price of $19.99.

SCEA's "Greatest Hits" status is given to games that have sold more than
400,000 copies for the PlayStation(R)2 computer entertainment system. The
"Platinum Hits" series includes a line-up of titles for the Xbox(R) video
game system from Microsoft that have proven to be all-time favorites, having
sold well at retail and been on store shelves for at least nine months.
Nintendo's newly launched "Player's Choice" program, recognizes games which
have shipped 450,000 units for the Nintendo GameCube(TM).

Spider-Man(R) immerses players in the high-swingin', web-slingin' world of
the feature film starring Tobey Maguire and Willem Dafoe. The player assumes
the role of the super hero(TM) himself, weighing great power with great
responsibility as he embarks on a career to thwart crime and put an end to a
mastermind criminal, the Green Goblin, and his legions of evil. All-new
aerial combat, in-air control and free-roaming capabilities add to a
franchise that has already enjoyed astonishing success.

About Spider-Man Merchandising L.P.

Spider-Man Merchandising L.P. is a limited partnership between Sony Pictures
Consumer Products Inc. and Marvel Enterprises Inc. The partnership oversees
the expansive licensing and merchandising campaign surrounding Columbia
Picture's highly anticipated theatrical release, "Spider-Man". Spider-Man
Merchandising L.P. explores a full range of merchandising categories for one
of the world's most recognized characters.

About Columbia Pictures

Columbia Pictures is a Sony Pictures Entertainment (SPE) company. SPE is a
division of Sony Corporation of America (SCA), a subsidiary of Tokyo-based
Sony Corporation. SPE's global operations encompass motion picture production
and distribution, television production and distribution, worldwide channel
investments, home video acquisition and distribution, operation of studio
facilities, development of new entertainment products, services and
technologies, and distribution of filmed entertainment in 67 countries. Sony
Pictures Entertainment can be found on the World Wide Web
http://www.spe.sony.com/ .

About Marvel Enterprises, Inc.

Marvel Enterprises, Inc. is a leading global character-based entertainment
company that has developed and owns a library of over 4,700 characters, which
have entertained generations around the world for over 60 years. Marvel's
operations are focused in entertainment and consumer product licensing and
comic book publishing. Marvel's creative teams at its Marvel Studios, Marvel
Comics and Toy Biz divisions support the development of feature films (and
DVD/video), video games, TV series and toy lines based on its characters.
Marvel also licenses its characters for use in a broad and growing range of
consumer products and services including apparel, collectibles, foods and
promotions. Marvel Comics is a leading global comics publisher and an
invaluable source of intellectual property; Marvel Studios works with studios
to develop feature film and entertainment projects; and Toy Biz is a
recognized creative force and leader in toy design, sales and marketing that
develops and oversees both licensee and in-house toy lines. For additional
information visit http://www.marvel.com/ .

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such forward-
looking statements. These important factors, and other factors that could
affect Activision, are described in Activision's Annual Report on Form 10-K
for the fiscal year ended March 31, 2002, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.
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DOOM 3(tm) DEATHMATCH PLAYABLE AT QUAKECON 2003

Santa Monica, CA - July 24, 2003 - Prepare for DOOM 3(tm)! id Software(tm)
and Activision, Inc. (Nasdaq: ATVI) are bringing DOOM 3 to QuakeCon 2003. The
world's most legendary multiplayer gaming event will host the first-ever
opportunity for fans to play DOOM 3 multiplayer. In Dallas at the Adam's Mark
Hotel from Aug. 14 - 17, QuakeCon attendees will go toe-to-toe at the
Activision/id Software booth in the ultimate sneak preview of the most
anticipated game ever.

"What better way to celebrate QuakeCon than to unveil to our fans a preview
of DOOM 3 multiplayer," said Todd Hollenshead, CEO, id Software. "While
everyone knows that DOOM 3 is the most terrifying and scary single player
experience ever created, multiplayer delivers the intense competitive action
that our fans can count on. It's a natural to debut the DOOM 3 multiplayer
experience at QuakeCon, the world's preeminent fan-based multiplayer gaming
event."

QuakeCon attendees will have the chance to play DOOM 3's four-player
Deathmatch on a level co-developed by id Software and U.K.-based developer
Splash Damage, Ltd. Splash Damage has most recently worked with id Software
on Wolfenstein: Enemy Territory, and will be co-developing DOOM 3's
multiplayer levels.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm),
and Return to Castle Wolfenstein(tm). id Software's advanced DOOM 3 engine is
leading the next revolution in 3-D interactive games. Check out more about id
Software at www.idsoftware.com <http://www.idsoftware.com/> .

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #

(C) 2003 Id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. Wolfenstein: Enemy Territory, Wolfenstein 3D,
Return to Castle Wolfenstein, DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE
III Arena, QUAKE III: Team Arena, and the id Software name are either
registered trademarks or trademarks of Id Software, Inc. in the United States
and/or other countries. Activision is a registered trademark of Activision,
Inc. and its affiliates. All other trademarks and trade names are the
property of their respective owners.
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MICHAEL GIACCHINO SIGNS TO SCORE
ACTIVISION'S CALL OF DUTY FRANCHISE

Santa Monica, CA - Aug. 12, 2003 - Activision, Inc. (Nasdaq: ATVI) announced
today that film, television and award-winning interactive game composer
Michael Giacchino has signed-on to score its new line of first-person action
games -- Call of Duty(tm) for the PC and Call of Duty: Finest Hour(tm) for
the next generation consoles. Giacchino's credits include the popular
television series Alias, and renowned game soundtracks for Medal of Honor
Frontline(tm), Medal of Honor Allied Assault(tm), Medal of Honor(tm)
Underground and Medal of Honor.

"We're absolutely thrilled to have Michael scoring Call of Duty," said Larry
Goldberg, executive vice president of Activision Worldwide Studios. "Time and
again, he's mastered the art of telling a story through deep, rich musical
tracks and careful pacing that envelop audiences into an all-encompassing
atmosphere of action, intrigue and suspense."

"I am extremely thrilled to be working with Activision, Spark and Infinity
Ward on the Call of Duty franchise. These are some of the best and most
dedicated game creators in the business. I look forward to re-teaming with
producers Vince Zampella and Scott Langteau on both titles and taking the
next step in creating an even better gaming experience for Call of Duty
players," stated Michael Giacchino.

"Ever since we heard of the potential of Michael working with us, we have
been very excited," said Grant Collier, President of Infinity Ward, developer
of Call of Duty. "Now we'll be able to reach the players through the
'Giacchino signature style,' a continuation of the Call of Duty brand promise
to give gamers the highest quality experience possible."

"I consider it an honor to be working with Michael once again," said Scott
Langteau, Chief Operating Officer of Spark Unlimited, developer of Call of
Duty: Finest Hour. "Together, we've forged a long-standing and creative
professional relationship. Michael's the perfect fit to collaborate with us
on Finest Hour, his ability to evoke mood, setting, and emotional involvement
complement what the Call of Duty brand is all about - delivering an
awe-inspiring epic where players sense the personal sacrifice of soldiers and
the gritty realism and chaos of war."

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Activision is a registered trademark and Call of Duty is a trademark of
Activision, Inc. and its affiliates. All other trademarks and trade names are
the properties of their respective owners.
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Activision's True Crime: streets of l.a. Soundtrack
adds the ultimate izzle -- Snoop Dogg

Highly Anticipated Action Drama Features Over 50 Original Music Tracks -
Largest Collection Ever Showcased in a Video Game

Santa Monica, CA - September 2, 2003 -- The undisputed Doggfather of hip-hop,
Snoop Dogg, headlines Activision's True Crime: Streets of L.A. soundtrack
with an all-new original song. Additionally, the eagerly awaited
mission-based driving and action video game will debut an unprecedented 50
plus original songs performed by the biggest artists in West Coast rap
including Westside Connection (Ice Cube, Mac 10, WC), E40, KAM, Caviar,
Easy-E Jr., Lil || Dead, Bad Azz, Damizza, Young Billionaires, Sly Boogy,
KoKain and Jay-O-Felony. Many of the tracks featured in the game have been
themed around the gritty crime drama's action gameplay.

True Crime: Streets of L.A. also features licensed tracks from old school
West Coast rappers such as Ice T and D.O.C., as well as contemporary hip-hop
acts like N.E.R.D, providing a compelling backdrop to the game's
no-holds-barred car chases, shootouts, on-foot pursuits and hand-to-hand
combat.

In addition, Activision has partnered with Vybe Squad, LLC to develop a True
Crime: Streets of L.A. double CD soundtrack that will showcase many of the
original songs from the game. The soundtrack is scheduled for release this
fall and will be distributed by Universal (UMVD).

"True Crime: Streets of L.A. represents the largest collection of original
West Coast hip-hop music ever assembled," stated Chris Archer, executive
producer, Activision Worldwide Studios. "The collision of the game's intense
action with the pulse pounding sounds from the powerhouses of urban music
will elevate video game soundtracks to a whole new standard."

"Vybe Squad is thrilled to have partnered with Activision to release what is
sure to be one of the most extraordinary and innovative collections of
hip-hop music," added Bright Riley, CEO, Vybe Squad. "This album marks the
first time that the entire west coast is joining forces to create some of the
hottest flows L.A. has to offer."

In True Crime: Streets of L.A., players assume the role of rogue Elite
Operations Division operative Nick Kang, a badass ex-cop, whose brutal
reputation and lethal skills have landed him the nasty task of taking down
the Chinese Triad and Russian Mafia cartel that has turned the City of Angels
into a war zone. Take part in explosive gun battles with double fisted
firepower, devastating martial arts brawls, and high-speed shootouts across
240 square miles of accurately recreated L.A. In car or on-foot, the unique
branching missions include locating hostile witnesses, infiltrating
criminal-invested locations, taking out evasive informants and busting the
heavily armed and deadly bad guys.

True Crime: Streets of L.A. will be available this fall for the
PlayStation(R)2 computer entertainment system, the Xbox video game system
from Microsoft and the Nintendo GameCube(tm) and has been rated "M" ("Mature"
- Blood and Gore, Mature Sexual Themes, Partial Nudity, Strong Language and
Violence) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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DISNEY'S EXTREME SKATE ADVENTURE FROM
ACTIVISION(R) GRINDS ONTO NORTH AMERICAN RETAIL SHELVES

Santa Monica, CA - September 3, 2003 - Activision, Inc. (Nasdaq: ATVI) and
Disney Interactive, a publishing label of Buena Vista Games, Inc., announced
today that Disney's Extreme Skate Adventure video game is available at retail
stores nationwide. The game gives skateboarding a magical new twist. For the
first time ever, kids can skate as their favorite characters from the
imaginative worlds of Walt Disney Pictures' presentation of a Pixar Animation
Studios' film "Toy Story 2," Disney's "Tarzan" and "The Lion King." Powered
by the Tony Hawk's Pro Skater 4 engine technology, the game includes a
Create-A-Skater option where players can customize a youthful skater's "look"
by selecting clothing and accessories. Disney's Extreme Skate Adventure is
rated "E" ("Everyone" - content suitable for persons ages 6 and older) by the
ESRB and is available now for a suggested price of $39.99 on the
PlayStation(R)2 computer entertainment system, the Xbox(R) video game system
from Microsoft and Nintendo GameCube and for $29.99 on the Game Boy Advance.

"Disney's Extreme Skate Adventure is the first game to allow gamers to skate
through multiple movie locations while perfecting their skateboarding skills
along the way," said Larry Goldberg, executive vice president, Activision
Worldwide Studios. "Players can skate as either Disney/Pixar's Buzz Lightyear
or Woody, or as Disney's Simba or Tarzan, while listening to a great song
line-up designed to appeal to all ages."

"Disney's Extreme Skate Adventure is a perfect example of combining beloved
characters with sophisticated game play to create a great video game," said
Graham Hopper, senior vice president and general manager, Buena Vista Games,
Inc. "The game combines the power of the Tony Hawk's Pro Skater 4 engine
technology with the environments and characters from successful film
properties for an experience the entire family can enjoy."

Disney's Extreme Skate Adventure marks the first time Buzz Lightyear and
Woody from Walt Disney Pictures' presentation of Pixar Animation Studios'
"Toy Story 2," Young Tarzan and Terk from Disney's "Tarzan" and Simba and
Rafiki from "The Lion King" have been showcased in the same video game.
Players skate as their favorite characters, performing moves such as ollies,
rail grinds, spins and other expert balance moves. The characters from the
films can skate through each of their respective worlds, such as Simba and
Rafiki in Pride Rock, Young Tarzan and Terk in the "Jungle Treehouse" and
Disney/Pixar's Buzz Lightyear and Woody in Pizza Planet, and interact with
the other characters that live in those worlds. The game also provides an
abundance of fun and offers players unique skateboards that resemble items
found in their respective worlds including bamboo rafts, frying pans and
other themed items. Beyond the skateboard challenge there are puzzles to
solve, secret areas to explore and collectibles to find on each level of the
game.

In addition to being able to perform fun and unique skating tricks as their
favorite movie characters, kids can also skate in a real world inspired
locale, "Olliewood," as their own customized Create-A-Skater or as a member
of the "Extreme Skate Crew," a 10-member team of real kids who were chosen
from nationwide casting calls to have their likeness animated in the game.
Both "Extreme Skate Crew" members and Create-A-Skater characters can skate
through "Olliewood" as well as be magically transported into environments
from the three films, where they can solve puzzles and interact with
non-playable characters like Hamm from Disney/Pixar's "Toy Story 2" and Zazu
from Disney's "The Lion King."

About Disney Interactive

Disney Interactive is the award-winning publishing label of Buena Vista
Games, Inc. The label produces high quality children's and family-oriented
interactive video games and CD-ROMs based on Disney properties. Buena Vista
Games, Inc. is the interactive entertainment arm of The Walt Disney Company's
Consumer Products business unit. For more information on Disney Interactive's
products, visit <http://www.disneyinteractive.com/>
www.disneyinteractive.com.

About Pixar Animation Studios

Pixar Animation Studios (Nasdaq: PIXR, http://www.pixar.com) combines
creative and technical artistry to create original stories in the medium of
computer animation. Pixar has created five of the most successful and beloved
animated films of all time: Academy Awarda-winning Toy Story (1995); A Bug's
Life (1998); Golden Globe-winner Toy Story 2 (1999); Academy Awarda-winning
Monsters, Inc. (2001); and Finding Nemo (2003). Pixar's five films have
earned more than $2.1 billion at the worldwide box office to date. The
Northern California studio's next two film releases are The Incredibles
(November 5, 2004) and Cars (holiday 2005). Pixar's films are released by
Walt Disney Pictures.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Disney's The Lion King: (c) Disney. Disney's Tarzan(TM): Copyright (c) 2003
Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc. All Rights Reserved.
Tarzan(TM) Owned by Edgar Rice Burroughs, Inc. and Used by Permission. Toy
Story & Beyond (C)Disney/Pixar. WALT DISNEY PICTURES PRESENTS A PIXAR
ANIMATION STUDIOS FILM.

Tony Hawk is a trademark of Tony Hawk. Distributed and published by
Activision, Inc. Activision and Pro Skater are registered trademarks of
Activision, Inc. and its affiliates.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION ASSEMBLES ROCK ROYALTY, TOP HIP HOP ARTISTS, PUNK LEGENDS AND UP
AND COMERS FOR TONY HAWK'S UNDERGROUND SOUNDTRACK

Santa Monica, CA - October 23, 2003 - The music of legendary rockers KISS and
Jane's Addiction, punk bands The Clash and NOFX, hot hip-hop artists Nas and
Jurassic 5, dozens of up and coming acts and even unsigned cutting edge
artists will transport gamers to the gritty world of competitive
skateboarding in Activision, Inc.'s (Nasdaq: ATVI) Tony Hawk's Underground.
The more than 70 artists selected to supply the in-game music have helped
inspire skateboarders for the last twenty-five years. For a full listing of
artists and tracks or more information on the game, visit www.thugonline.com

Tony Hawk's Underground is a totally new breed of the Tony Hawk gaming
experience. Delivering innovative new features, this time it's all about the
player - completing challenges and unveiling the plot-twisting, true-to-life
story that takes a player from an unknown local skate punk to fame and
fortune as the most popular skater in the world. Along the way, gamers will
get off their boards and explore expansive new levels on foot or in vehicles.
From putting their own faces into the game to inventing their own tricks and
challenging their friends with unique player-created goals, this will be the
most customizable console game ever made. In this game, there are no
rules...it's all about the underground.

Tony Hawk's Underground is being developed by Neversoft Entertainment for the
PlayStation(R)2 computer entertainment system, the Xbox(R) video game system
from Microsoft and Nintendo GameCube(tm), and has been rated "T" ("Teen -
with blood, mild violence, strong language and suggestive themes") by the
ESRB. The Game Boy Advance version is being developed by Vicarious Visions,
Inc. and has been rated "E" ("Everyone - Animated Blood - content suitable
for persons ages 6 and older") by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries
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Activision's Tony Hawk's Underground
HITS NORTH AMERICAN RETAIL OUTLETS

Most Customizable Console Game Ever Allows Players To Import Their Own Face,
Design Their Own Tricks, Goals, Skate Decks and Skating Environments

Santa Monica, CA - October 28, 2003 - Activision, Inc. (Nasdaq: ATVI) is
ushering in a new era in console gaming with the announcement that Tony
Hawk's Underground, the most customizable video game ever, has shipped to
North American retail outlets. The revolutionary skateboarding game redefines
the #1 action sports franchise with groundbreaking options that put players
front and center as a skateboarder working their way to the top, in a
plot-driven story that's true-to-life and gives them the power to explore
their environments and achieve goals both on and off the board.

Tony Hawk's Underground allows players to become the lead character and
virtually design their own game by creating original tricks, goals, decks and
one-of-a-kind skate environments. The PlayStation(R)2 computer entertainment
system version allows gamers to further modify their gaming experience by
importing a photo of their own face onto the character to literally become
the star of the game. All of the player's creations can be shared with
friends online or via a memory card. The game is currently available for the
PlayStation 2, the Xbox(R) video system from Microsoft and Nintendo GameCube
for a suggested retail price of $49.99 and has been rated "T" ("Teen" - with
blood, mild violence, strong language and suggestive themes - content
suitable for persons ages 13 and older) by the ESRB.

Activision is supporting the launch of Tony Hawk's Underground with the
largest marketing and advertising campaign in the company's history. The
campaign includes promotional support from AT&T Wireless, G4, Nestle
Butterfinger and Tombstone Pizza, as well as such action sports companies as
DC Shoes, Hawk Clothing, Vans, Transworld SKATEboarding and Quiksilver among
others. Early reviews indicate that the game is on track to continue its
dominant industry position, having received a perfect 10 out of 10 rating
from industry leading GMR magazine and a 5 out of 5 star review from popular
men's publication Maxim Magazine.

"An original, plot-driven story spurs players to use all their skills and
wiles to achieve fame and recognition on their way to becoming a
skateboarding pro," states Larry Goldberg, executive vice president,
Activision Worldwide Studios. "In the new story mode, instead of skating as
Tony Hawk or a pro skater, gamers skate alongside their heroes as a peer -
eventually recruiting the pros to ride on their team."

In Tony Hawk's Underground, players skate as themselves and experience the
trials and tribulations of going from an unknown local skate punk to becoming
a superstar skater. Along the way, they get off the board and explore eight
expansive levels by running, climbing or driving a variety of vehicles to
complete enhanced goals, which makes the gameplay more realistic and fun.
Players can put themselves directly into the game as the star character by
importing a photo of their face, e-mailing the image to faces@thugonline.com
and then downloading the formatted file onto their PlayStation 2 consoles.
When gamers import their own face into the game, they are featured in both
the cut scenes and in the gameplay. Alternatively, a more sophisticated
Create-A-Skater feature enables new levels of customization if players choose
to have a fictional character represent them in the game.

Players can further tailor their experience using the all new Create-A-Trick,
Create-A-Goal and Create-A-Deck features. Gamers can design an expansive
array of original tricks, goals and skate decks that can be used in in-game
levels as well as novel environments that they develop using the enhanced
Create-A-Park editor. The tricks and goals can then be named and even passed
along to friends to challenge their skills. In addition, gamers can go online
to check out stats and rankings.

Enhanced technology gives Tony Hawk's Underground new levels of details that
are simultaneously more realistic and cinematic. Cut scene animations are
rendered by the game engine in real-time, the use of new facial animation
techniques give characters in the game much more lifelike features and
players also experience realistic time-of-day changes and weather effects.

Neversoft Entertainment developed Tony Hawk's Underground for the video game
consoles. A Game Boy Advance version, developed by Vicarious Visions, is also
available for $29.99 and has been rated "E" ("Everyone" - animated blood -
content suitable for persons ages 6 and older) by the ESRB and a Wireless
version of Tony Hawk's Underground was developed by JAMDAT Mobile, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a registered trademark in the United States and/ other countries.
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GAMERS CAN PLAY AS SNOOP DOGG IN ACTIVISION'S UPCOMING
TRUE CRIME: STREETS OF L.A.

Santa Monica, CA - October 30, 2003 - Activision, Inc. (Nasdaq: ATVI)
announced today that Snoop Dogg, the "Dogg Father" of hip-hop, is an
unlockable, playable character in the company's upcoming True Crime: Streets
of L.A. videogame. When players unlock his character in "Dogg Patrol" mode
they can play as Snoop and roll through the streets in a custom convertible,
complete with hydraulics, while looking for random crimes to solve and
criminals to take down. True Crime: Streets of L.A will ship to retail
outlets on November 4, 2003 and will be available for the PlayStation2
computer entertainment system, the Xbox video game system from Microsoft and
Nintendo GameCube. The game has been rated "M" ("Mature" - Blood and Gore,
Mature Sexual Themes, Strong Language and Violence) by the ESRB.

True Crime: Streets of LA delivers the deepest combination of high-speed
driving, martial arts fighting and double-fisted shooting ever burned into
one game. Gamers take on the role of Nick Kang, a bad ass Elite Operations
Division operative, tasked with taking out the merciless Russian and Chinese
crime syndicates terrorizing the City of Angels. Fans race through 240 square
miles of L.A. listening to an epic West Coast Hip Hop soundtrack provided by
Vybe Squad Records that includes 50 original songs from heavy weights Snoop
Dogg, Westside Connection, Warren G., Coolio and more. For more information
and exclusive soundtrack and game clips, visit http://www.truecrimela.com
<http://www.truecrimela.com/> .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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Puma Selects Nick Kang, virtual star of Activision's
True Crime: Streets of L.a., to model 2004 collection
at the GAME'S Launch Party on november 4

PUMA's 2003 Line Is Showcased on Several Characters Within the Game

Santa Monica, CA - November 3, 2003 - Video games are taking to the runway
when Nick Kang, the virtual star of Activision Inc.'s (Nasdaq: ATVI) highly
anticipated holiday title, True Crime: Streets of L.A., debuts selections
from PUMA's spring 2004 collection at the game's launch party. As the first
video game character turned fashion model, Kang will unveil new PUMA apparel
and footwear including the Antitaste and Motorsport collections.

Additionally, as part of PUMA's relationship with Activision, the company has
also "outfitted" various characters in True Crime: Streets of L.A., including
Nick Kang, with its latest fall 2003 collections. Selections from the fall
apparel and footwear line will be featured on Kang and other non-player game
characters.

"We knew True Crime: Streets of L.A. was going to be a massive hit," said
Barney Waters, Director of Marketing, PUMA North America. "Video gaming has
such a diverse appeal, it's a new medium for PUMA to utilize to interact with
our consumers and Nick Kang looks great in our gear."

True Crime: Streets of L.A. features an all-star voice cast of top Hollywood
talent including Christopher Walken, Gary Oldman, Michael Madsen, Russell
Wong, Michelle Rodriguez, Ron Perlman, CCH Pounder, James Hong, Mako, Keone
Young and Snoop Dogg, the "Dogg Father" of hip-hop, who is also an
unlockable, playable character in the video game. When players unlock Snoop's
character in "Dogg Patrol" mode, they can play as him and roll through the
streets in a custom convertible, complete with hydraulics, while looking for
random crimes to solve and criminals to take down.

True Crime: Streets of L.A. will be supported by a soundtrack Produced by
Vybe Squad Records that will debut more than 20 original music tracks
performed by such renowned West Coast rap artists as Snoop Dogg, Westside
Connection (Ice Cube, Mac 10 and WC), Warren G, KAM, Jayo Felony, Boo Yaa
Tribe, Easy-E Jr., among others

In True Crime: Streets of L.A., players assume the role of rogue Elite
Operations Division operative Nick Kang, a badass ex-cop, whose brutal
reputation and lethal skills have landed him the nasty task of taking down
the Chinese Triad and Russian Mafia cartel that has turned the City of Angels
into a war zone. Players take part in explosive gun battles with double
fisted firepower, devastating martial arts brawls, and high-speed shootouts
across 240 square miles of L.A., which has been accurately recreated
digitally. The game's unique branching missions include locating hostile
witnesses, infiltrating criminal-invested locations, taking out evasive
informants and busting the heavily armed and deadly bad guys.

The game was developed for Activision by Luxoflux and will be available for
the PlayStation(R)2 computer entertainment system, the Xbox video game system
from Microsoft and the Nintendo GameCube(tm) and has been rated "M" ("Mature"
- Blood and Gore, Mature Sexual Themes, Strong Language and Violence) by the
ESRB.

Scheduled to begin shipping to retail outlets on November 3, 2003, True
Crime: Streets of LA will be available at PUMA concept stores nationwide.

About PUMA
PUMA(R) is the global athletic brand that successfully fuses influences from
sport, lifestyle and fashion. PUMA's unique industry perspective delivers the
unexpected in sportlifestyle footwear, apparel and accessories, through
technical innovation and revolutionary design. Established in Herzogenaurach,
Germany in 1948, PUMA distributes products in over 80 countries. For further
information please visit <http://www.puma.com/> www.puma.com.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> and www.truecrimela.com
<http://www.truecrimela.com/> .
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Novelist Robert Crais recently dropped a lawsuit against Activision which
alleged that the company had borrowed heavily from his literary works for the
video game True Crime: Streets of L.A.  Read about the exchange here:

http://www.robertcrais.com/activision-2002.htm
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Activision appears to have three hits on their hands this holiday season:

http://www.cnn.com/2003/TECH/fun.games/11/21/activision/index.html
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ACTIVISION SIGNS DEAL WITH METAL BAND SLIPKNOT FOR THE MTX: MOTOTRAX(tm)
VIDEO GAME

Hard-Hitting Metal and Punk Soundtrack to Drive the
Fast-Paced Motocross Game

Santa Monica, CA - February 19, 2004 -Activision, Inc. (Nasdaq: ATVI) has
signed a deal with Roadrunner Records' multi-platinum-selling artist,
Slipknot, for the MTX: Mototrax(tm) videogame, which will be available in
retail stores nationwide on March 3, 2004. The band will unveil their brand
new track, "Don't Get Close" from their forthcoming album due out in May
2004, in the game. Also included in the game is an unreleased instrumental
version of "The Heretic Anthem" and the hit "Wait And Bleed" from their first
self-titled album. A three-minute Slipknot video will be included in MTX:
Mototrax as well as a secret character and bike designed by the band. A
special cheat code to unlock the secret character will be placed on the
band's upcoming album.

The soundtrack will also feature 23 vocal tracks and 13 instrumental tracks
from some of the most popular metal and punk bands of today along with
underground bands, to fuel the fast-paced racing and freestyle action in the
game. Players can choose to have an instrumental soundtrack, one with vocals
or a combination of the two. For a full listing of the songs please visit
www.mtxmototrax.com.

Some of the featured artists and tracks on MTX: Mototrax are:

VOCAL TRACKS

A.F.I. - "The Nephilim"

Black Label Society - "Doomsday Jesus"

The Descendents - "Everything Sucks Today"

The Distillers - "Dismantle Me"

Disturbed - "Intoxication"

Dope - "B%Tch"

Dope - "Burn"

Dope - "Falling Away"

Dope - "Motivation"

Dope - "So Low"

The Faders - "Lonely Punk"

Faith No More - "Digging The Grave"

Fear - "No More Nothing"

Jet - "Take It Or Leave It"

Metallica - "Motorbreath"

The Misfits - "20 Eyes"

Pennywise - "Now I Know"

Slipknot - "Don't Get Close"

Slipknot - "Wait And Bleed"

Static X - "Destroy All"

The Stooges - "Funhouse"

Thrice - "Artist In The Ambulance"

Vaux - "Switched On"

MTX: Mototrax is the ultimate motocross experience. Players can go online to
compete against up to 7 other opponents or immerse themselves in a
single-player career mode. Its groundbreaking customization includes a unique
track builder, rider customization and realistic bikes and gear from
manufacturers like Suzuki, Kawasaki and Yamaha. Players can experience the
high-speed racing action at 60 frames per second as they become king of the
track and earn all the fame and fortune of a true champion. Legendary racer
and freestyle rider Travis Pastrana is featured in MTX: Mototrax, as well as
12 other top pro riders.

MTX: Mototrax is being developed by Left Field Productions, makers of the
critically acclaimed Excitebike 64. The game will be available for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft, and has been rated "E" - (Everyone - with mild lyrics)
by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION'S NEW PITFALL(R): THE LOST EXPEDITION(TM) SWINGS
INTO NORTH AMERICAN RETAIL STORES

Santa Monica, CA - February 19, 2004 - It's time to swing into action as
legendary explorer Pitfall Harry in Activision, Inc.'s (Nasdaq: ATVI)
Pitfall(R): The Lost Expedition(TM), the latest installment in the company's
flagship Pitfall(R) franchise.  Gamers will use Harry's wit, athleticism and
a knapsack of adventure gear to conquer evil foes in more than 50
obstacle-filled levels set in the lush jungles, dark caverns, and ancient
Incan ruins of the South American jungle.  Pitfall: The Lost Expedition has
been rated "E" (Everyone) by the ESRB and is available in North American
retail stores for the PlayStation(R)2 computer entertainment system, the
Xbox(R) video game system from Microsoft, and the Nintendo GameCube_ for a
suggested retail price of $39.99 and on the Game Boy(R) Advance for $29.99.

"Pitfall: The Lost Expedition adds to the classic vine swinging and pit
hopping gameplay that the Pitfall series is known for with highly detailed
graphics, fast-paced action and unique interactive goals that will keep
gamers on their toes," said Dave Stohl, vice president of Activision Studios.
"The all-new adventure also introduces an element of strategy to the gameplay
by allowing players to have 'direct control' of Harry's actions by using the
analog stick to move his limbs. Whether its climbing glacial caverns with ice
picks, paddling his raft across treacherous waters or fighting with enemies
using a

In Pitfall: The Lost Expedition, gamers embark on an adventure to rescue a
lost expedition, stop a vengeful high priest, prevent an archrival from
stealing treasures and help a princess fulfill her destiny.   Players swing,
fight, climb and crawl through more than 50 challenging levels set in unique
environments from ancient ruins to treacherous mountain ranges where they
must overcome obstacles, brave the elements and battle  a host of enemies
from scorpions, bats, and piranhas, to insects, natives, mercenaries, bush
ninjas and monkeys.

Fast-paced transitions allow players to jump between adventure and puzzle
levels and branching pathways give them the power to choose where to go next.
As gamers progress through the game, they will have the ability to complete
heroic feats, collect idols and redeem them for upgrades and compete in
Native mini-games to hone their skills.  With Total Havok's physics
technology, objects like swaying vines and floating icebergs react to their
environments in a highly detailed and realistic manner.  As an added bonus,
the original Atari(R) 2600 versions of Pitfall!(R) and Pitfall 2 are
unlockable as players make their way through the game.

BradyGames' Pitfall: The Lost Expedition Official Strategy Guide is available
at electronics, book, and software retailers nationwide, and online at
bradygames.com.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products.  Founded in 1979, Activision posted net revenues of
$864 million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences.  Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service.  The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle.  Xbox is now available in North
America, Asia, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

###
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ACTIVISION, INC.'S MTX: MOTOTRAX(tm) RACES INTO
NORTH AMERICAN RETAIL OUTLETS

Santa Monica, CA - March 4, 2004 - Activision, Inc. is taking the inside line
to retail stores nationwide with the release of MTX: Mototrax(tm), the
fastest, most complete motocross game, and the first to ever take the intense
racing action online. Players embark on a quest to become the ultimate MX
athlete, using their skills and savvy to beat the pros and up to seven of
their friends in motocross, supercross and freestyle competitions. MTX:
Mototrax has already received critical acclaim, earning a 90% rating from Play
magazine, which described the game as "impossible to beat" and "a racing force
to be reckoned with." MTX: Mototrax is available in retail stores nationwide
for the PlayStation(R)2 computer entertainment system and the Xbox(R) video
game system for a suggested retail price of $49.99 and has been rated "E" -
(Everyone - with mild lyrics) by the ESRB.

"MTX: Mototrax groundbreaking non-linear career mode lets players use their
skills to progress through different motocross disciplines as they become king
of the track, earning the fame and fortune of a true champion," states Dave
Stohl, vice president, Activision Studios. "The game's comprehensive online
multiplayer capabilities offer high-speed racing action on more than 20
different tracks, delivering the ultimate motocross competition."

MTX: Mototrax delivers an exhilarating mud slinging, fast-paced racing action
at 60 frames per second that includes authentic environmental effects,
realistic engine sounds and heart pounding rock music. Players can compete
online against up to seven other opponents, challenge friends in split-screen
multiplayer games or immerse themselves in a single-player career mode in 24
different locations such as the Hawaiian Islands, the Bayou and the Australian
Outback. Gamers will realize their freestyle fantasies as their careers
culminate in an exclusive ESPN X Games level where they will compete against
the top pros.

MTX: Mototrax offers deep customization features that allow players to create
their own riders, build their own race tracks, and upgrade bikes and gear from
manufacturers like Suzuki, Kawasaki and Yamaha. In their quest to become the
ultimate athlete, gamers must steer their careers into the winner's circle to
gain sponsors and earn money to purchase new equipment. The game features
legendary racer and freestyle rider Travis Pastrana, as well as 12 other top
pro riders.

MTX: Mototrax is developed by Left Field Productions, makers of the critically
acclaimed Excitebike 64.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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THE FAIRYTALE CONTINUES WITH THE RELEASE OF
ACTIVISION'S SHREK 2 THE VIDEO GAME

Santa Monica, CA - April 28, 2004 - Consumers can experience the humor, magic
and fun of DreamWorks' highly anticipated "Shrek 2" feature film with the
release of the Shrek 2 video game from Activision, Inc. (Nasdaq: ATVI).
Gamers can now immerse themselves in the epic adventure by playing as the
film's main characters Shrek, Donkey, Princess Fiona and Puss-in-Boots, as
well as original characters created for the game. Players journey through 11
action-packed levels that include film locales and locations exclusive to the
game. Shrek 2 is currently available on the PlayStation2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube for a suggested retail price of $49.99. The Game Boy Advance and PC
versions are available for a suggested retail price of $29.99. The game has
been rated "E" ("Everyone" - comic mischief, violence - content suitable for
persons ages 6 and older) by the ESRB.

"The Shrek 2 video game offers fans an expanded version of Shrek's world
where they can relive favorite movie moments and embark upon a host of all
new adventures," said Kathy Vrabeck, president, Activision Publishing. "The
game delivers more of the green ogre's twisted fairy tale adventure which is
sure to appeal to fans of all ages."

Shrek 2 lets players control a team of four characters, mastering each one's
unique skills and switching between them to complete wild and challenging
adventures while dodging and defeating enemies. Numerous puzzles challenge
fans to work their way out of difficult situations and mini-games provide
them with additional adventures to master.

In the console versions of Shrek 2, players can also experience "Hero Time,"
special adventures that highlight certain characters alone, focusing on that
character's special skills and moves. Additionally, the console games feature
a multiplayer component that allows up to four players to join and leave the
game without interrupting gameplay.

Working in conjunction with the DreamWorks animation team, Shrek 2 was
developed for the console platforms by Luxoflux, for the Game Boy Advance by
Vicarious Visions and for the PC by KnowWonder, an Amaze Entertainment
studio. The Game Boy Advance and PC games offer a single player only
experience.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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ACTIVISION SHIPS OVER TWO MILLION UNITS OF
SPIDER-MAN 2(TM) VIDEO GAME

Santa Monica, CA - July 7, 2004 - Activision, Inc. (Nasdaq: ATVI) announced
today that the company's North American Publishing unit has shipped more than
two million units of its Spider-Man 2(TM) video game timed to the theatrical
release of Sony Pictures Entertainment's Columbia Pictures Spider-Man(R) 2.
The game, which is currently available at retail stores, lets players
experience what it's like to be the world's most celebrated Super Hero as
they web sling from buildings, dive from rooftops to the streets and scale
the heights of Manhattan, a living breathing city complete with pedestrians,
traffic, trains and helicopters. Gamers can re-live the film's storyline or
embark on exclusive game missions as they perform heroic deeds, protect
citizens from random crimes, and face off against the nefarious Doc Ock and
other Marvel super-villains.

Spider-Man 2 for the PlayStation(R)2 computer entertainment system, the
Xbox(R) video game system from Microsoft and Nintendo GameCubei carry a "T"
(Teen with violence) rating by the ESRB and the Game Boy(R) Advance and PC
versions carry an "E" (Everyone with violence) rating.

In Columbia Pictures' Spider-Man 2, two years have passed since Peter Parker
(Tobey Maguire) walked away from his longtime love Mary Jane Watson (Kirsten
Dunst) and decided to take the road to responsibility as Spider-Man. Peter
must face new challenges as he struggles to cope with "the gift and the
curse" of his powers while balancing his dual identities as the elusive
superhero Spider-Man and life as a college student. The relationships Peter
holds most dear are now in danger of unraveling as he clashes with the
powerful, multi-tentacled villain "Doc Ock" (Alfred Molina).

Spider-Man 2 reunites the cast and filmmakers from the first adventure,
including Tobey Maguire, Kirsten Dunst, James Franco, Rosemary Harris and
J.K. Simmons, under the leadership of director Sam Raimi and producers Laura
Ziskin and Marvel's Avi Arad. Joining the ensemble cast are Alfred Molina as
Dr. Otto Octavius ("Doc Ock"), Daniel Gillies as John Jameson, Vanessa
Ferlito as Louise, Dylan Baker as Dr. Curt Connors and Donna Murphy as
Rosalie Octavius.
Columbia Pictures Presents A Marvel Enterprises/Laura Ziskin Production
Spider-Man 2 starring Tobey Maguire, Kirsten Dunst, James Franco, Alfred
Molina, Rosemary Harris, Donna Murphy and J.K. Simmons. The film is directed
by Sam Raimi (Spider-Man, The Evil Dead). The screenplay is by two-time
Oscar(R) winner Alvin Sargent (Ordinary People, Unfaithful) based on the
Marvel Comic Book by Stan Lee and Steve Ditko. The screen story is by Alfred
Gough & Miles Millar and Pulitzer-Prize winning author Michael Chabon. The
producers are Laura Ziskin (Spider-Man, Pretty Woman) and Avi Arad (X-Men,
Daredevil).

About Spider-Man
Since his introduction in August 1962, Spider-Man continues to entertain and
inspire millions of people around the world. Fifteen million Spider-Man
comics are sold each year in 75 countries and in 22 languages, and a comic
strip based on the notorious Wall-Crawler is syndicated by King Features
Syndicate in 500 newspapers worldwide. The "Spider-Man" animated television
series currently airs Sunday mornings on UPN and is cleared on 122 stations,
covering 78% of the U.S. TV market. The series is also shown on the Fox Kids
Network, Monday through Friday afternoon, and the Fox Family Channel on
Sunday morning.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in four areas:
entertainment (Marvel Studios), licensing, comic book publishing and toys
(Toy Biz). Marvel facilitates the creation of entertainment projects,
including feature films, DVD/home video, video games and television based on
its characters and also licenses its characters for use in a wide range of
consumer products and services including apparel, collectibles, snack foods
and promotions. Marvel's characters and plot lines are created by its comic
book division which continues to expand its leadership position in the U.S.
and worldwide while also serving as an invaluable source of intellectual
property.

About Spider-Man Merchandising L.P.
Spider-Man Merchandising L.P. is a joint venture comprised of Marvel
Enterprises, Inc. and Sony Pictures Consumer Products Inc. The partnership
oversees all of the licensing and merchandising for the upcoming Columbia
Picture's feature film "Spider-Man 2", as well as the Sony Pictures
Television's animated series entitled "Spider-Man," all based on Marvel
characters.

About Columbia Pictures
Columbia Pictures is a Sony Pictures Entertainment (SPE) company. SPE is a
division of Sony Corporation of America (SCA), a subsidiary of Tokyo-based
Sony Corporation. SPE's global operations encompass motion picture production
and distribution, television production and distribution, worldwide channel
investments, home video acquisition and distribution, operation of studio
facilities, development of new entertainment products, services and
technologies, and distribution of filmed entertainment in 67 countries. Sony
Pictures Entertainment can be found on the World Wide Web
http://www.spe.sony.com.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.
The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Spider-Man, Mysterio and all related characters: TM & (C) 2004 Marvel
Characters, Inc.

Spider-Man 2, the movie: (C) 2004 Columbia Pictures Industries, Inc. All
rights reserved.

Marvel, The X-Men, Wolverine, Gambit, Storm and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc., and are used with
permission. Copyright (C) 2004 Marvel Characters, Inc. All rights reserved.
www.marvel.com.

Super Hero(es) is a co-owned registered trademark.
Super Villain(s) is a co-owned registered trademark.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION VALUE SIGNS MULTI-YEAR AGREEMENT
WITH DISCOVERY CONSUMER PRODUCTS TO DEVELOP GAMES
BASED ON HIT SERIES AMERICAN CHOPPER

Minneapolis, MN - July 16, 2004 -- Activision Value Publishing, a division of
Activision, Inc. (Nasdaq: ATVI), today announced a multi-year alliance with
Discovery Consumer Products to develop and distribute video games based on the
popular television series American Chopper. The agreement grants Activision
Value interactive rights to publish American Chopper games for the PC, console
and handheld platforms in North America. The first video games based on the
American Chopper license are expected to be available at retail stores
nationwide this holiday.

Since its debut on the Discovery Channel in 2003, American Chopper is the
highest rated series on the channel, averaging more than four million viewers
each week. The show is also a top-three rated program on cable television.
Filled with action, suspense and family drama, American Chopper follows the
real-life experiences of the father and son team, Paul Teutul, Sr. and Paul
Teutul, Jr. who fabricate choppers out of their Orange County Choppers garage.

"We are very excited about our partnership with the Discovery Consumer
Products and the American Chopper series," states Dave Oxford, General
Manager, Activision Value Publishing, Inc. "This agreement underscores
Activision's commitment to develop games based on popular brands with a broad
range of appeal. Every week, millions of consumers tune in to find out what it
takes to make one of these unique handcrafted motorcycles and the ongoing
story about the theme bikes that the Teutuls build."

"We are thrilled to partner with Activision, a leader in the video game
industry, and we believe that they are uniquely positioned to translate the
American Chopper franchise into a compelling, innovative product line," said
Sharon Markowitz Bennett, senior vice president, Discovery Consumer Products.
"Activision's vast experience in video games combined with Discovery's high
quality, real-world content forms an ideal partnership."

Discovery Consumer Products is the retail, educational publishing and
licensing arm of Discovery Communications, Inc. Discovery Consumer Products'
offerings extend the Discovery experience to a worldwide audience through a
broad array of entertaining and informative products and services. These
include a national chain of Discovery Channel retail stores, Discovery-branded
licensed products, a robust online shopping business (discovery.com),
educational product offerings and strategic third-party retail and
merchandising partnerships. Discovery-branded consumer products are currently
available in 80 countries and 28 languages.

Headquartered in Minneapolis, MN, Activision Value Publishing, Inc., a
division of Activision, Inc. (Nasdaq: ATVI), is a wholly owned subsidiary of
Activision Publishing, Inc. The company specializes in developing interactive
entertainment software for the PC systems and all other video game platforms
worldwide. For more information about Activision Value Publishing, visit the
company's web site at www.activisionvalue.com
<http://www.activisionvalue.com/> or www.activision.com
<http://www.activision.com/>.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###
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ACTIVISION'S TONY HAWK'S UNDERGROUND
WINS TOP HONORS AT 2004 MTV VIDEO MUSIC AWARDS
FOR BEST SOUNDTRACK TO A VIDEO GAME

Santa Monica, CA - September 1, 2004 - Activision, Inc. (Nasdaq: ATVI)
announced today that Tony Hawk's Underground was honored as "Best Soundtrack
to a Video Game" at the 2004 MTV Video Music Awards (VMAs), held Sunday night
at the America Airlines Arena in Miami, Florida. The ceremony marked the
first time that video game soundtracks were included as a category in the
VMAs. Accepting the Moon Man trophy on behalf of Activision were Tony Hawk
and Bam Margera, the stars of Tony Hawk's Underground 2, which is slated to
ship on October 5.

About MTV
MTV Networks owns and operates the cable television programming services MTV:
Music Television, MTV2, mtvU, Comedy Central, Nickelodeon/Nick at Nite, TV
Land, VH1, CMT: Country Music Television, and Spike TV, as well as The
Digital Suite from MTV Networks, a package of thirteen digital services, all
of which are trademarks of MTV Networks. MTV Networks also operates and
offers joint ventures, licensing agreements and syndication deals whereby its
programming can be seen worldwide.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com
<http://www.activision.com>.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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ACTIVISION HOOKS UP FRESH TUNES FOR THE
DREAMWORKS' SHARK TALE(tm) VIDEO GAME SOUNDTRACK

Santa Monica, CA - September 7, 2004 -Activision, Inc. (Nasdaq: ATVI) is
bringing the funky vibe of DreamWorks' Shark Tale(tm) video game to life with a
soundtrack featuring licensed songs from today's biggest hip-hop and reggae
talents like Outkast, Ziggy Marley and Sean Paul as well as classic R&B and
funk tracks from Cheryl Lynn, Rose Royce and Wild Cherry, as remixed by renown
producers Swizz Beatz and "Bassy" Bob Brockman. The soundtrack also includes
hip-hop classics from the Fat Boys, MC Hammer and DJ Jazzy Jeff and the Fresh
Prince. Based on the upcoming fall release of DreamWorks' "Shark Tale" movie,
the game lets players immerse themselves in a hip, underwater culture as they
take on the adventures of Oscar, a bigger-than-life fish working his way up the
food chain.

The full lineup of songs for the console versions includes:

Outkast - "The Way You Move"

Sean Paul and Ziggy Marley - "Three Little Birds"

Rose Royce featuring The Waters Family - "Carwash" (Swizz Beatz remix)

Rose Royce featuring The Waters Family - "Carwash"

("Bassy" Bob Brockman remix)

Toots & The Maytals - "Funky Kingston"

DJ Jazzy Jeff and the Fresh Prince - "Summertime"

MC Hammer - "U Can't Touch This"

Inner Circle - "Bad Boys"

Fat Boys - "Wipeout"

Cheryl Lynn - "Got To Be Real" (Swizz Beatz remix)

Wild Cherry - "Play That Funky Music" (Swizz Beatz remix)

Mocean Worker - "Hey Baby"

DreamWorks' Shark Tale is being developed by Edge of Reality for the
PlayStation(R)2 computer entertainment system, the Xbox(R) video game system
from Microsoft and the Nintendo GameCube(tm) and by Vicarious Visions for the
Game Boy(R) Advance, and has been rated "E" ("Everyone" - cartoon violence -
content suitable for persons ages 6 and older) by the ESRB. The PC version is
being developed by Amaze Entertainment and has been rated "E" ("Everyone" -
mild cartoon violence - content suitable for persons ages 6 and older) by the
ESRB.

About Shark Tale
Oscar is a fast-talking little fish who dreams big. But his dreams land him
into hot water when a great white lie turns him into an unlikely hero. At
first, his fellow fish swallow Oscar's story hook, line and sinker and he is
showered with fame and fortune. It's all going along swimmingly, until it
starts to become clear that Oscar's tale about being the defender of the Reef
is all wet. Oscar is finding out that being a hero comes at a Market Price when
his lie threatens to make him the Catch of the Day. Now he has to tread water
until he can get the scales to tip back in his favor again. "Shark Tale" opens
nationwide this October 1.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment and
leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a number
of important factors could cause Activision's actual future results to differ
materially from those expressed in any such forward-looking statements. Such
factors include, without limitation, product delays, retail acceptance of our
products, industry competition, rapid changes in technology and industry
standards, protection of proprietary rights, maintenance of relationships with
key personnel, vendors and third-party developers, international economic and
political conditions, integration of recently acquired subsidiaries and
identification of suitable future acquisition opportunities. These important
factors and other factors that potentially could affect the Company's financial
results are described in our filings with the Securities and Exchange
Commission, including the Company's most recent Annual report on Form 10-K and
Quarterly Report on Form 10-Q. Readers of this press release are referred to
such filings. The Company may change its intention, belief or expectation, at
any time and without notice, based upon any changes in such factors, in the
Company's assumptions or otherwise. The Company undertakes no obligation to
release publicly any revisions to any forward-looking statements to reflect
events or circumstances after the date hereof or to reflect the occurrence of
unanticipated events.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
 ------------
Category 8,  Topic 11
Message 85         Tue Sep 21, 2004
KGAGNE [Ken]                 at 10:01 PDT

X-MEN LEGENDS POWERS IN TO RETAIL OUTLETS NATIONWIDE

Santa Monica, CA - September 21, 2004 - The mutant battle rages on to North
American retail shelves with the release of Activision, Inc.'s (Nasdaq: ATVI)
X-Men(TM) Legends. An epic action-RPG featuring a compelling storyline
written by former X-Men(TM) comic book writers, the game allows players to
pick and customize a team of legendary X-Men from the Marvel Universe to
combat evil and protect the fate of mankind from certain doom. Developed by
Raven Software, X-Men Legends has already received critical acclaim, earning
an "Editors' Choice" award from IGN.com. The title is currently available for
the PlayStation(R)2 computer entertainment system, Xbox(R) video game system
from Microsoft and Nintendo GameCube(TM) for a suggested retail price of
$49.99 and carries a "T" ("Teen" - Blood, Violence) rating by the ESRB.

"X-Men Legends is the only game that allows players to fully customize and
develop their ultimate dream team of 15 of Marvel's most popular X-Men
characters," states Kathy Vrabeck, president, Activision Publishing, Inc.
"The game's original storyline is full of plot twists and turns that will
captivate players and enlist them in the most immersive X-Men quest ever."

X-Men Legends challenges players to master the attributes of their favorite
X-Men characters by creating, customizing and controlling teams of four
mutants in real time, as they embark on a quest to stop the extinction of
mankind. Throughout the action-filled saga players assume the role of up to
15 popular X-Men characters, each with individual mutant powers and fighting
skills, including Wolverine, Gambit, Nightcrawler and Storm. Gamers select
specific X-Men characters depending on each mission and unlock new playable
mutants and super powers as they battle the Brotherhood of Mutants and other
Marvel villains in fully interactive and destructible 3-D environments. Along
the way, players lead teams of mutants on a variety of challenging missions
set in some of the most popular locations from the X-Men comics, including
the X- Mansion, New York City and the infamous Weapon X facility.

Gamers can adventure alone or team up with friends to battle in up to a
4-player co-operative mode for dynamic Super Hero action.

X-Men Legends is powered by Vicarious Visions Alchemy(TM) middleware game
engine.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
is one of the world's most prominent character-based entertainment companies.
Marvel's operations are focused in three areas: licensing and entertainment
(Marvel Studios), comic book publishing and toys (Toy Biz). Marvel
facilitates the creation of entertainment projects, including feature films,
DVD/home video, video games and television programming based on its
characters and also licenses its characters for use in a wide range of
consumer products and services including apparel, collectibles, snack foods
and promotions.
Marvel's characters and plot lines are created by its publishing segment that
continues to expand its leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. More
information is available at www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Marvel, The X-Men, Wolverine, Gambit, Nightcrawler, Storm and the distinctive
likenesses thereof are trademarks of Marvel Characters, Inc., and are used
with permission. (C) 2004 Marvel Characters, Inc. All rights reserved.
www.marvel.com.

Super Hero(es) is a co-owned registered trademark.
Super Villain(s) is a co-owned registered trademark.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION DROPS ANCHOR AT RETAIL STORES NATIONWIDE
WITH DREAMWORKS' SHARK TALE

Santa Monica, CA - September 29, 2004 - Find out what happens when a
fast-talking fish tells a great white lie in DreamWorks' Shark Tale video
game, available now from Activision, Inc. (Nasdaq: ATVI). Featuring a hip
underwater culture and funky tunes, gamers immerse themselves in the world of
Reef City as they step into the fins of Oscar, a bigger-than-life little fish
that is constantly "fin-agling" his way out of trouble. Players will dance,
race, fight, explore and brave their way through more than 25 movie-inspired
and game exclusive levels.

DreamWorks' Shark Tale for the PlayStation(R)2 computer entertainment system,
the Xbox(R) video game system from Microsoft and the Nintendo GameCube(tm) is
available for a suggested retail price of $49.99. Both the Game Boy(R)
Advance and PC versions feature unique game play with their own adventures
and carry a suggested retail price of $29.99 each. The game has been rated
"E" for Everyone by the ESRB.

"DreamWorks' Shark Tale gives players an expanded view of Reef City where
they can interact with their favorite movie characters and experience new
adventures," said Kathy Vrabeck, president, Activision Publishing. "With
dance pad compatibility and a cool, hip-hop soundtrack, players of all ages
will be able to enjoy this game."

In the PlayStation 2 and Xbox versions of DreamWorks' Shark Tale, players can
plug in a dance pad and truly get into the groove. Points earned while
busting moves to the uniquely choreographed dance missions help Oscar make a
name for himself and allow players to unlock special items. Whether getting
funky in a dance challenge, or dodging traffic while careening through the
bustling metropolis of Reef City, players will experience the vibe of the
movie thanks to remixed and licensed R&B, funk, reggae and hip-hop music from
top artists.

In DreamWorks' Shark Tale, Oscar is a little fish who dreams big, but his
dreams land him in hot water when a great white lie turns him into an
unlikely hero. At first, his fellow fish swallow Oscar's story hook, line and
sinker and he is showered with fame and fortune. It's all going along
swimmingly, until it starts to become clear that Oscar's tale about being the
defender of the Reef is all wet. Oscar is finding out that being a hero comes
at a Market Price when his lie threatens to make him the Catch of the Day.
Now he has to tread water until he can get the scales to tip back in his
favor again. DreamWorks' upcoming feature film, "Shark Tale," opens
nationwide this October 1.

Working in conjunction with the DreamWorks animation team, DreamWorks' Shark
Tale was developed for the console platforms by Edge of Reality, for the Game
Boy Advance by Vicarious Visions and for the PC by Amaze Entertainment.
BradyGames' DreamWorks' Shark Tale Official Strategy Guide is available at
electronics, book, and software retailers nationwide, and online at
bradygames.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION'S TONY HAWK'S UNDERGROUND 2
CATAPULTS ONTO RETAIL SHELVES WORLDWIDE

Santa Monica, CA - October 4, 2004 - Available in retail outlets worldwide
beginning this week, Activision Inc.'s (Nasdaq: ATVI) Tony Hawk's Underground
2 catapults players into an all-out skating blitzkrieg led by skateboarding
legend Tony Hawk and Bam Margera, the star of MTV's "Jackass" and "Viva La
Bam." The game delivers a hilarious new story mode and a classic mode that
features signature Tony Hawk's Pro Skater goals and levels, as well as more
customization and moves than the skate gods could dream of. Conquering sick
terrain, wreaking havoc and pulling off mischievous pranks on and off their
boards, players are sent on a crazy adventure and challenged to make a
variety of international cities their personal stomping grounds.

Having received a review score of 9.75 out of 10 from industry magazine Game
Informer, Tony Hawk's Underground 2 is on track to continue the franchise's
critical acclaim. "If you love the Tony Hawk games, this is by far the
pinnacle of the series and a must for fans," said Andy McNamara,
editor-in-chief, Game Informer.

THUG 2 is available for the PlayStation(R)2 computer entertainment system,
the Xbox(R) video game system from Microsoft, and the Nintendo GameCube(TM)
for a suggested retail price of $49.99 and has been rated "T" (Teen - with
blood, crude humor, language, suggestive themes, use of alcohol and violence)
by the ESRB. The PC/CD-ROM version of THUG 2 is now available for a suggested
retail price of $39.99 and has been rated "T" (Teen - with blood, crude
humor, language, suggestive themes, use of alcohol and violence) by the ESRB.
The Game BoyAE Advance version of THUG 2 is now available for a suggested
retail price of $29.99 and has been rated "E" ("Everyone - animated blood -
content suitable for persons ages 6 and older") by the ESRB.

"Tony Hawk's Underground 2 marks another evolutionary step forward for the
franchise," said Kathy Vrabeck, president, Activision Publishing. "With Bam
Margera bringing his signature humor to the story mode, new and expanded
player controls and customization features, highly interactive levels, dozens
of characters to skate as, and an in-depth classic mode, THUG 2 is the most
complete Tony Hawk videogame to-date."

Tony Hawk's Underground 2 picks up where THUG(TM) left off, but now players
can play as themselves or switch to play as one of over 20 pro teammates and
special guest skaters. Building upon the unparalleled level of customization,
gamers can now create their own designs to use as their graffiti tags, shirt
logos or deck graphics with the all-new Create-a-Graphic feature, in addition
to creating their own skaters, skate parks, tricks and goals. New player
controls, both on and off the board include sticker slaps, slow motion focus
control, hilarious tantrums, rideable objects, projectiles and graffiti
tagging.

Tony Hawk's Underground 2 also features an in-depth Classic Mode, where
players can experience the all new THUG 2 levels in addition to select
THPS(TM) levels as they compete against a two-minute timer in order to
complete all-time favorite goals such as S-K-A-T-E, "secret tape," and "high
score." PlayStation(R)2 computer entertainment system players can go online
and experience new games, downloadable content and a robust in-game messaging
feature in addition to improved stat tracking and online rankings.

Tony Hawk's Underground 2 was developed for the PlayStation2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube by Neversoft Entertainment, for the Game Boy Advance by Vicarious
Visions and for the PC by Beenox Studio. BradyGames' Tony Hawk's Underground
2 Official Strategy Guide is available at electronics, book, and software
retailers nationwide, and online at bradygames.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION'S RAVEN SOFTWARE IN DEVELOPMENT
ON X-MEN LEGENDS SEQUEL

Santa Monica, CA - October 21, 2004 - Based on strong consumer response to
its action role playing game X-Men' Legends, Activision, Inc. (Nasdaq: ATVI)
announced today that the company is developing a sequel based on the
ever-popular Marvel (NYSE: MVL) franchise with Raven Software. The original
game challenges players to master the attributes of their favorite X-Men by
creating, customizing and controlling teams of four mutants as they embark on
a quest to stop the extinction of mankind. The title is currently available
worldwide for the PlayStation(R)2 computer entertainment system, Xbox(R)
video game system from Microsoft and Nintendo GameCube(TM).

"For 40 years Marvel's X-Men have captivated consumers worldwide and today
the brand is stronger than ever," said Ron Doornink, CEO of Activision
Publishing. "X-Men Legends is already on track to be the best selling game in
the franchise's history."

"We are thrilled with the critical and consumer response to X-Men Legends.
Marvel and Activision are committed to ensuring that the X-Men Legends series
will continue to be a top notch game franchise for years to come," said Ames
Kirshen, director of video game development at Marvel.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Except for any historical information that they contain, the statements in
this news release regarding Marvel's plans are forward-looking statements
that are subject to certain risks and uncertainties, including a decrease in
the level of media exposure or popularity of Marvel's characters, financial
difficulties of Marvel's major licensees, delays and cancellations of movies
and television productions based on Marvel characters, poor performance of
major movies based on Marvel characters, toy-production delays or shortfalls,
continued concentration of toy retailers, toy inventory risk, significant
appreciation of Chinese currency against other currencies and the imposition
of quotas or
tariffs on products manufactured in China. These and other risks and
uncertainties are described in Marvel's filings with the Securities and
Exchange Commission, including Marvel's Annual Reports on Form 10-K,
Quarterly Reports on Form 10-Q and Current Reports on Form 8-K. Marvel
assumes no obligation to
publicly update or revise any forward-looking statements.

###

Marvel, X-Men Legends, The X-Men, and the distinctive likenesses thereof are
trademarks of Marvel Characters, Inc., and are used with permission. " 2004
Marvel Characters, Inc. All rights reserved. HYPERLINK http://www.marvel.com
www.marvel.com.
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EXPERIENCE THE PERILOUS ADVENTURES OF THE
BAUDELAIRE ORPHANS IN ACTIVISION'S
LEMONY SNICKET'S A SERIES OF UNFORTUNATE EVENTS (TM)

Santa Monica, CA - November 9, 2004 - It's time to discover a world drenched
in imagination, ruled by invention and strung together by a series of
unfortunate events in the Lemony Snicket's A Series of Unfortunate Events(TM)
video game from Activision, Inc. (Nasdaq: ATVI). Based on the best-selling
book series and the highly anticipated feature film launching in theaters on
December 19 from Paramount Pictures, DreamWorks Pictures and Nickelodeon
Movies, the game allows players to experience the lives of the three
Baudelaire orphans through 16 adventure filled missions where they solve
puzzles, build ingenious inventions and outsmart the evil Count Olaf and his
troupe of creepy cohorts. Jim Carrey, Liam Aiken and Emily Browning reprise
their film roles as Count Olaf, Klaus and Violet Baudelaire, while Tim Curry
reprises his role as the narrator of the "Lemony Snicket" books on tape.

Lemony Snicket's A Series of Unfortunate Events for the PlayStation(R)2
computer entertainment system, the Xbox(R) video game system from Microsoft
and the Nintendo GameCube(TM) is available for a suggested retail price of
$49.99. Both the Game Boy(R) Advance and PC versions feature unique game play
with their own adventures and carry a suggested retail price of $29.99 each.
The game has been rated "E" for Everyone by the ESRB.

"The Lemony Snicket's A Series of Unfortunate Events video game allows fans
to experience first hand the enigmatic world, eccentric characters and darkly
intriguing storylines from the popular book series and feature film like
never before," said Kathy Vrabeck, president Activision Publishing. "From the
moment they are faced with their first perilous adventure, gamers will be
engulfed in the captivating world of the Baudelaires."

"We're thrilled with the video game that Activision has created for the
'Lemony Snicket's A Series of Unfortunate Events' movie," said Stephen
Youngwood, senior vice president, Nickelodeon Media Products. "Activision
captured the essence of the movie, which is filled with adventure, suspense
and drama and turned it into a game that all kids will enjoy."

In the game, players switch between the three orphans - Violet the inventor,
Klaus the brave intellect and Sunny, the biting baby - and master each one's
strengths to keep them one step ahead of Count Olaf, who will stop at nothing
to get his greedy hands on their family fortune. Adventures take them through
such film locations as the Count's mysterious mansion, Uncle Monty's reptile
room and Aunt Josephine's rickety house hanging over the dark waters of Lake
Lachrymose, as well as many other environments exclusive to the game.

Additionally, gamers must help the orphans gather objects throughout their
adventures in order to build inventions to help them solve tricky puzzles and
fend off enemies. Inventions include the Brilliant Bopper to clear foes from
the orphans' path, the Stable Stilts to maneuver through toxic goop and the
Baby Booster for jet-powered jumping.

Working in conjunction with Nickelodeon Consumer Products, Paramount Pictures
and Nickelodeon Studios, Lemony Snicket's A Series of Unfortunate Events was
developed by Amaze Entertainment.

BradyGames' Lemony Snicket's A Series of Unfortunate Events Official Strategy
Guide is available at electronics, book, and software retailers nationwide,
and online at bradygames.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION SET TO DEVELOP VIDEO GAMES
BASED ON DREAMWORKS ANIMATION'S
UPCOMING FEATURE FILM "SHREK 3"

Shrek 2 Ranked as #1 Best-Selling Children's Game

in U.S. for Calendar 2004, According to NPD

Santa Monica, CA - February 2, 2005 - Following Shrek 2's ranking as the #1
children's video game in the U.S. for calendar 2004, Activision, Inc.
(Nasdaq: ATVI) and DreamWorks Animation (NYSE: DWA) jointly announced that
Activision will develop and publish video games based on DreamWorks
Animation's upcoming animated theatrical feature film, "Shrek 3," which is
scheduled for release in summer 2007.

"Activision is very excited to further expand its licensing agreement with
DreamWorks on the third installment in the blockbuster animated series," said
Ron Doornink, CEO of Activision Publishing, Inc. "Shrek has proven to be one
of the most popular children's video game properties worldwide and we expect
to continue building on the success of the franchise with the release of our
upcoming game Shrek SuperSlam and future games."

In addition to "Shrek 2" and "Shrek 3," Activision also holds the exclusive
interactive rights to publish games based on DreamWorks' computer-animated
feature film "Shark Tale," as well as DreamWorks Animation's "Madagascar,"
which is scheduled to open in the U.S. on May 27, 2005 and "Over the Hedge,"
which is to be released in 2006.

"We're pleased that the year's #1 movie is also now the year's #1 kids
animated videogame," said Anne Globe, head of DreamWorks Consumer Products.
"Activision has a strong commitment to making great games, and has worked
hand in hand with our animation teams to expand the Shrek universe into a
broad world of terrific interactive adventures. We're excited about the
future titles for Shrek, as well as upcoming new releases planned for
Madagascar and Over the Hedge."

About DreamWorks Animation SKG

DreamWorks Animation SKG (NYSE: DWA) is principally devoted to developing and
producing computer-animated, or CG-animated, feature films, as well as
consumer products to support the release of its films.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

This document includes certain forward-looking statements within the meaning
of the Private Securities Litigation Reform Act of 1995. These statements are
based on management's current expectations or beliefs and are subject to
uncertainty and changes in circumstances. Actual results may vary materially
from those expressed or implied by the statements herein due to changes in
economic, business, competitive, technological and/or regulatory factors, and
other risks and uncertainties affecting the operation of the business of
DreamWorks Animation SKG, Inc. These risks and uncertainties include:
audience acceptance of our films, our dependence on the success of a limited
number of releases each year, the increasing cost of producing and marketing
feature films, piracy of motion pictures, the effect of rapid technological
change or alternative forms of entertainment and our need to protect our
proprietary technology and enhance or develop new technology. In addition,
due to the uncertainties involved in the development and production of
animated feature films, the release dates for the films described in this
document may be delayed and the voice talent may change. For a further list
and description of such risks and uncertainties, see our filings with the
Securities and Exchange Commission (SEC) including our Form S-1 registration
statement for our IPO and our quarterly report on Form 10-Q for the third
quarter of 2004. DreamWorks Animation is under no obligation to, and
expressly disclaims any obligation to, update or alter its forward-looking
statements, whether as a result of new information, future events, changes in
assumptions or otherwise.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###
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ACTIVISION'S Z-AXIS MOVES HEADQUARTERS TO FOSTER CITY
TO ACCOMMODATE EXPANSION PLANS

Santa Monica, CA - February 10, 2005 -- Z-Axis, Ltd., a subsidiary of
Activision, Inc. (Nasdaq: ATVI), announced today that the company has moved
its headquarters from Hayward, CA to Foster City, CA in order to facilitate
the studio's expansion needs.

Z-Axis has leased a 23,000 square foot space, which will house a state of the
art game design studio. In the next 12 months, Z-Axis expects to increase its
staff from 90 to 140, and is currently looking to hire artists, programmers,
producers, animators and game designers to work on current and
next-generation console games.

"We are very excited to move our studio to Bayside Towers and expect that the
new facility will enable us to accommodate all of our growth needs," said
Craig Alexander, vice president and general manager, Z-Axis. "We currently
have two high-profile games in development based on popular comic book
characters and the additional space will allow us expand both of our teams,
as well as to ramp up for pre-production on some exciting new projects."

Z-Axis is the award-winning creative studio behind the million-unit selling
franchise Dave Mirra Freestyle BMX and the Aggressive Inline series. More
information about the career opportunities at Z-Axis can be found in the
"Careers" section of the Activision web site, which is located at
www.activision.com.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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ACTIVISION ANNOUNCES NEW CALL OF DUTY CONSOLE GAME

Santa Monica, CA - March 4, 2005 - Activision, Inc. (Nasdaq: ATVI) will be
enlisting gamers in an all new tour of duty this fall with its latest Call of
Duty(TM) game for the consoles. The company will develop the new title using
its internal studios Gray Matter, the developer of Call of Duty: United
Offensive(TM), and Treyarch, creators of the popular Spider-Man(TM) series.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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APM FILM AND TELEVISION COMPOSER GREGOR NARHOLZ

SIGNS ON TO SCORE ACTIVISION'S X-MEN(TM) LEGENDS SEQUEL

Santa Monica, CA - March 9, 2005 - APM film and television composer Gregor
Narholz is set to score Activision, Inc.'s (Nasdaq: ATVI) X-Men Legends II,
based on Marvel's legendary Super Hero team.

Through an agreement with APM (http://www.apmmusic.com), the world's largest
provider of music for use in film, television and interactive productions,
Narholz - who composed the original score for The Spongebob Squarepants Movie
and whose library compositions have been used in Return to Neverland, The
Rookie and Soul Plane, as well as television shows Star Trek, The X-Files,
Seinfeld, Friends and Saturday Night Live - will compose and arrange the
music for the highly anticipated sequel.

"The futuristic, high adrenaline adventures of the X-Men create a prolific
playground for my imagination and music," said Narholz. "I am looking forward
to creating unique, modular compositions to underscore this exciting new
branded interactive production."

In addition to his work in Hollywood, Narholz is an accomplished conductor
who is co-founder and co-director of the Budapest Film Orchestra. Much of
Narholz's music can be licensed in the APM library as well.

"Narholz's ability to create distinctive and powerful music will add a unique
dimension and energy to the X-Men Legends sequel," said Will Kassoy, vice
president of global brand management, Activision Publishing. "Given his
talents and success in composing for film and television, I know he will do
an excellent job of bringing Marvel's X-Men universe to life in a score that
perfectly complements the game."

X-Men Legends II is currently in development by Raven Software and will be
available later this year. The first game in the X-Men Legends series is
currently available worldwide for the PlayStation(R)2 computer entertainment
system, Xbox(R) video game system from Microsoft and Nintendo GameCube(TM).

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

About APM

Associated Production Music, a joint venture of EMI Music Publishing (the
world's largest music publisher) and BMG Music Publishing (a division of
Bertelsmann AG) provides the United States and Canada with music selection
services and exclusive licensing rights to 21 different music libraries
specifically for use in film, television, radio, recording and new media.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Except for any historical information that they contain, the statements in
this news release regarding Marvel's plans are forward-looking statements
that are subject to certain risks and uncertainties, including a decrease in
the level of media exposure or popularity of Marvel's characters, financial
difficulties of Marvel's major licensees, delays and cancellations of movies
and television productions based on Marvel characters, poor performance of
major movies based on Marvel characters, toy-production delays or shortfalls,
continued concentration of toy retailers, toy inventory risk, significant
appreciation of Chinese currency against other currencies and the imposition
of quotas or tariffs on products manufactured in China. These and other risks
and uncertainties are described in Marvel's filings with the Securities and
Exchange Commission, including Marvel's Annual Reports on Form 10-K,
Quarterly Reports on Form 10-Q and Current Reports on Form 8-K. Marvel
assumes no obligation to publicly update or revise any forward-looking
statements.

# # #

Marvel, X-Men, X-Men: Legends, and the distinctive likenesses thereof, are
trademarks of Marvel Characters, Inc., and are used with permission.
Copyright 2005 Marvel Characters, Inc. All rights reserved. www.marvel.com.

Super Hero(es) is a co-owned registered trademark.
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VIACOM CONSUMER PRODUCTS AND ACTIVISION REACH AGREEMENT TO SETTLE "STAR TREK"
VIDEO GAME LICENSE DISPUTE

New York, NY and Santa Monica, CA - March 11, 2005 -- Activision, Inc.
(Nasdaq: ATVI), a leading developer, publisher and distributor of interactive
entertainment software products, and Viacom Consumer Products Inc., today
jointly announced that they have reached an agreement that settles their
legal disputes regarding their license agreement for "Star Trek" video games.
As a result of the settlement, all pending lawsuits filed by each party in
the Superior Court in Los Angeles regarding this matter have been dismissed.
All other terms of the settlement agreement will remain confidential.  Both
companies said that they were very pleased to resolve the matter amicably and
look forward to working together in the future on other projects.

About Viacom Consumer Products

Viacom Consumer Products Inc. is a part of Nickelodeon & Viacom Consumer
Products (N&VCP). N&VCP manages the worldwide merchandise licensing, home
video, music, book and interactive software businesses for Nickelodeon brands
and characters as well as the properties of Comedy Central, Spike TV and MTV
Networks International, as well as some non-Viacom properties. In addition,
N&VCP manages the worldwide merchandise, interactive, book, and wireless
licensing for Paramount Pictures properties. The N&VCP business represents
over $4 billion in retail sales. N&VCP maintains office in New York, Los
Angeles, Miami, London, and Singapore. Nickelodeon, MTV Networks, Comedy
Central, and Spike TV are trademarks of Viacom International Inc.
About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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SLEEPER HIT OF 2004 FOR NEW RELEASE ACROSS MULTI-PLATFORMS

Activision to Launch Greg Hastings' Tournament Paintball MAX'D This Fall
Across Multiple Game Platforms

Santa Monica, Ca. - May 17, 2005 - Activision, Inc. (Nasdaq: ATVI), WXP and
paintball professional Greg Hastings announced today that Greg Hastings'
Tournament Paintball MAX'D will launch across multiple platforms this fall.

Building on the intense speed of Greg Hasting's Tournament Paintball, a 2004
sleeper hit with more than 100,000 registered players on Xbox Live, the new
title will feature gameplay enhancements including breakout play calling,
multiplayer split-screen action for up to four players in a co-op and
head-to-head play, and more. Greg Hasting's Tournament Paintball MAX'D is not
yet rated by the ESRB and is slated for release this fall.

Game developer WXP will provide a sneak preview of some new gameplay
features, including the Breakout feature set in Activision's booth #1224 in
the South Hall at the 2005 E3 Expo. The groundbreaking Breakout feature set
allows gamers to direct their AI teammates where to go and where to shoot at
the start of the game. This is the first time in a first-person shooter
console game that gamers will be able to command their teammates in such
detail at the start of the game, delivering more intensity, tactics and
speed.

Following are details regarding Breakout:

Breakout Move, allowing gamers to diagram the initial movement of their AI
teammates at the start of a game.

Break Shooting, providing players the ability to select whether their AI
teammates shoot or run to their bunker at the beginning of a game.

Sweet Spot enabling gamers to direct the shooting of AI teammates towards
critical areas as the game begins.

The result is more intensity, more tactics and more speed - and that's only
the beginning for Greg Hasting's Tournament Paintball MAX'D. Featuring more
new field locations, and over 100 new field layouts, players will use a
combination of speed and tactics to take out their opponents, including 14
pros from Keely Watson and Chris LaSoya to Greg Hastings.

Innovative features wouldn't be complete without a groundbreaking soundtrack.
The Greg Hastings' Tournament Paintball MAX'D soundtrack is setting a new
standard for music in video games by featuring two new songs recorded by
multi-platinum selling recording artists working together for the first time
ever. DJ Lethal (Limp Bizkit) and B-Real (Cypress Hill) collaborated on a new
hip-hop song entitled "Play for Real" specifically for the soundtrack, and
Chester Bennington (Linkin Park) performed guest vocals on another track
created by DJ Lethal which will also appear in the game.

3volution Productions is producing the soundtrack, with B-Real at the helm as
Executive Producer and industry veterans Raymond Herrera and Laddie Ervin
attached as Producers. B-Real and the soundtrack are just getting started,
with more tracks to be announced soon.

Greg Hasting's Tournament Paintball MAX'D will be available for current gen
consoles and handheld platforms.

About WXP

WXP, Inc., "The Whole Experience" creates state of the art entertainment
software for game consoles, PCs and theme park attractions. Headquartered in
Seattle, Washington, the team of veteran designers, artists and programmers
forges compelling entertainment built upon cutting edge in-house technology.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements.

Such factors include, without limitation, product delays, retail acceptance
of our products, industry competition, rapid changes in technology and
industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.
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ACTIVISION SET TO DEBUT NEW LEAD CHARACTER FOR TRUE CRIME AND KICKS OFF A
"GUESS THE CITY AND WIN MARCUS' RIDE" SWEEPSTAKES AT ELECTRONIC ENTERTAINMENT
EXPO

Santa Monica - May 18, 2005 - Marcus Reed, the new lead character in
Activision Inc.'s (Nasdaq: ATVI) gritty urban cop drama True Crime will make
his debut at the E3 Expo in Los Angeles on May 18. Additionally, Activision
will kick off a "True Crime Guess the City and Win Marcus' Ride" Sweepstakes
giving consumers the chance to win a brand new Chrysler 300, tricked out by
industry leader Next Motorsports.

Beginning May 18 through June 16, consumers can log on to
www.truecrime2005.com and enter the sweepstakes by voting for the
crime-ridden city of their choice. In addition, attendees at the Electronic
Entertainment Expo, which is being held at the L.A. Convention Center from
May 18-20, can cast their vote in the Activision booth, located in the South
Hall, #1224, where the car will be on display.

All winners will be chosen through a random drawing from eligible entrants
who guess the correct city. One Grand Prize winner will win a brand new
Chrysler 300, in a style befitting Marcus Reed, the new lead character in the
sequel to the best-selling True Crime: Streets of L.A. game. Finished in
Brilliant Black Crystal Pearl, Marcus' ride is tricked out with 22" Asanti
Wheels, Billet front grille, and Lamborghini style doors. Next Motorsports
has also transformed the interior for maximum entertainment, adding an
Xbox(R) video game system, SAVV 10.2" headrest monitors, Alpine AM/FM/DVD/CD
player with LCD monitor, as well as booming MA Audio front and rear component
speakers, 4-channel amp, subwoofer amp, and a 12" subwoofer in a custom Next
Motorsports enclosure. The True Crime logo is embroidered on headrests and
floor mats.

Ten first-prize winners will receive a Motorola mobile phone and 10
second-prize winners will receive Puma gear. All prizes will be awarded
through a random-drawing taking place on or around July 15, 2005. The "True
Crime Guess the City and Win Marcus' Ride" sweepstakes is open to U.S.
residents that are 18 years or older. Participants can enter the sweepstakes
at the promotion Web site or at Activision's E3 Booth. All prizes winners
will be notified on or around August 30, 2005.

Contest and sweepstakes participants can view the official rules at
www.truecrime2005.com

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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ACTIVISION ESTABLISHES DEVELOPMENT FOOTHOLD IN QUEBEC WITH ACQUISTION OF
BEENOX STUDIOS

Quebec Province Recognized As One of the Fastest Growing
Development Talent Pools in North America

Santa Monica, CA - May 25, 2005 - Continuing to expand its roster of premier
development talent, Activision, Inc. (Nasdaq: ATVI) today announced that it
has acquired game developer Beenox, Inc. The acquisition further bolsters
Activision's internal development capabilities by providing it with a
foothold in the province of Quebec, one of the fastest growing development
talent pools in North America.

Activision has worked with Beenox since 2003 on numerous games including such
titles as Shrek 2, Tony Hawk's Underground 2, and its upcoming release,
Fantastic Four. Beenox has established itself as a leader in platform
conversion technologies that allow for simultaneous multiplatform game
development. On March 17, 2005, the studio was honored with the prestigious
"Innovative Enterprise of the Year" award at the 22nd edition of the Fideides
Awards, organized by the Quebec Business Council.

"We are excited about the talent and experience that Beenox brings to
Activision," said Kathy Vrabeck, president of Activision Publishing.
"Beenox's extensive porting background will be a key component of our console
transition strategy by allowing us to focus our resources on next-generation
technologies while continuing to develop games for current-generation
systems. Quebec's expanding innovative talent pool will provide Activision
with future growth opportunities."

"We are thrilled to partner with Activision and believe that this acquisition
is a perfect fit for both companies," added Dee Brown, president and CEO of
Beenox. "In particular, it will allow Beenox to continue to develop
high-quality titles based on well-established brands."

Under the terms of the agreement, Beenox has become a wholly owned subsidiary
of Activision and Beenox's management team and key employees have signed
long-term employment contracts with Activision. The 32 person team will
continue to be based in Quebec City, Canada.

About Beenox
Founded in 2000, Beenox, Inc. is a rapidly expanding game development studio
based in Quebec City, Canada, specializing in creating innovative technology
and original games for personal computer platforms and game consoles. In
2002, the Beenox Shift division was created to give another life to hit
titles by porting them to additional platforms. Since its founding, the
company has delivered over a dozen AAA title ports, including simultaneous
releases such as Tony Hawk's Underground 2 for the PC.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###
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ACTIVISION UNVEILS WORLD SERIES OF POKER(R) VIDEO GAME AT 2005 WORLD SERIES
OF POKER(R) LIFESTYLE SHOW

Game to Feature Realistic Experience of the World Series of Poker Tournament

Las Vegas, NV - July 7, 2005 - Activision, Inc. (Nasdaq: ATVI) will unveil a
sneak preview of the highly anticipated World Series of Poker video game
based on the widely popular World Series of Poker (WSOP) Tournament at this
year's Lifestyle Show in Las Vegas on July 6 - 10.

Activision will develop and publish the World Series of Poker video game for
PlayStation 2 computer entertainment system, PSP(tm) (PlayStation(R)Portable)
system, Xbox , Nintendo GameCube and PC featuring the likenesses of poker
professionals participating in the 2005 WSOP Tournament. The game will offer
players a truly unique experience unlike any other poker video game on the
market today. The video game is expected to be available at retail stores
nationwide later this summer.

"The World Series of Poker is the world's premiere poker event, drawing
thousands of entrants and millions of viewers worldwide," said David Oxford
of Activision, Inc. "So it's a perfect fit to preview this exciting video
game to participants of the WSOP Tournament where it will deliver to
consumers the same excitement and authenticity of pulling up a chair at the
WSOP table and competing against players of this year's WSOP Tournament."

For the first time ever, the 2005 WSOP Tournament will be held at Harrah's
Rio Suites in Las Vegas, the same location simulated in the video game and
the location of this year's Lifestyle Show. ESPN has aired the WSOP seven
times since introducing the sport to the network in 1994, and garnered a 1.2
overall rating with an average of more than one million viewing households
during their 2004 presentation of poker's premiere event. The "World Series
of Poker" video game will be featured in television spots on ESPN during the
tournament.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements.
Such factors include, without limitation, product delays, retail acceptance
of our products, industry competition, rapid changes in technology and
industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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ACTIVISION DECLARES YEAR-ROUND HUNTING AND FISHING SEASON WITH Cabela's(R)
outdoor adventures(TM)

Offering the Hunting and Fishing Expedition of a Lifetime

MINNEAPOLIS, MN - September 14, 2005 - In the first combination hunting and
fishing adventure ever offered, players fly, float and trek across North
America and beyond in Cabela's(R) Outdoor Adventures(TM) video game,
available now from Activision, Inc. (Nasdaq: ATVI). Exploring some of the
world's most exotic locations including Utah, Mexico and New Zealand, players
have the opportunity to hunt for trophy big game, fish local waters and
compete in marksmanship contests. Additional challenges players face, include
fending off wildlife, rescuing distressed outdoorsmen and racing against
time.

"Outdoor Adventures will impress even the most seasoned outdoorsman with its
authenticity and realism," said Dave Oxford, General Manager of Activision
Value. "We took painstaking measures to ensure that everything from kill
shots to challenging fish battles were as true to real life as possible."

In Cabela's Outdoor Adventures, players travel to exciting locations across
the globe to challenge their hunting and fishing skills. The game features
realistic big game, fish and small game behaviors, animations and graphics
and a complete line of genuine Cabela's hunting and fishing gear for a truly
authentic experience.

The game is currently available for PlayStation2 computer entertainment
system, Xbox video game system from Microsoft, and Nintendo GameCube for the
suggested retail price of $29.99. The game has been rated "T" for Teen by the
ESRB.

About Cabela's
Cabela's(R) (www.Cabelas.com) is the nation's largest direct marketer and a
leading specialty retailer of hunting, fishing, camping and related outdoor
merchandise. Since its founding in 1961, Cabela's has become one of the most
well-known outdoor recreation brands in the United States and has long been
recognized as the World's Foremost Outfitter(R). Cabela's operates as an
integrated multi-channel retailer, offering customers a seamless shopping
experience through its catalogs, website and destination retail stores.
Cabela's also issues the Cabela's Club(R) VISA credit card through which it
offers a related customer loyalty rewards program as a vehicle for
strengthening its customer relationships.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.
# # #
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MARVEL AND ACTIVISION ANNOUNCE X-MEN LEGENDS II: RISE OF APOCALYPSE UNITES
WITH RETAIL OUTLETS NATIONWIDE

Santa Monica, CA - September 20, 2005 - The epic battle to save humankind
rages on with the release of X-Men Legends II: Rise of Apocalypse, the sequel
to the best selling X-Men title ever, X-Men Legends, inspired by Marvel's
legendary Super Hero team. The all-new action-role playing game (RPG) allows
gamers to create Super Hero dream teams featuring popular X-Men and classic
Brotherhood villains as they unite for the first time ever to overcome the
ultimate evil -- Apocalypse -- and prevent one of the most devastating
attacks ever against mankind. The action filled saga unfolds through
challenging single player missions and groundbreaking new online multiplayer
modes.

X-Men Legends II: Rise of Apocalypse is available for the PlayStation(R)2
computer entertainment system, Xbox(R) video game system from Microsoft and
Nintendo GameCube(TM) for a suggested retail price of $49.99 and has been
rated "T" (Teen with mild language and violence) by the ESRB. The PC/CD-ROM
version of X-Men Legends II: Rise of Apocalypse is available for a suggested
retail price of $39.99 and has been rated "T" (Teen with mild language and
violence) by the ESRB. Later this fall, the PSP(TM) (PlayStation(R)Portable)
system version of X-Men Legends: Rise of Apocalypse will be available for a
suggested retail price of $49.99 and rated "T" (Teen with mild language and
violence) by the ESRB.

"X-Men Legends II: Rise of Apocalypse is sure to please X-Men fans everywhere
with an original and suspense-filled storyline that teams up the X-Men with
the Brotherhood villains for the first time ever," said Will Kassoy, vice
president of global brand management, Activision, Inc. "The diversity gives
players an unprecedented arsenal of super powers to employ as they battle an
amazing array of enemies in exotic locales in single-player mode or online
multiplayer modes with gamers around the world."

"Marvel couldn't be more pleased with this latest installment in the X-Men
Legends franchise," said Ames Kirshen, Vice President of Interactiv, Marvel
Entertainment, Inc. "With a truly epic X-Men story, a ton of new playable
characters, larger gameplay environments, increased customization features
and most importantly the addition of online play, this truly is the deepest
X-Men game ever."

In X-Men Legends II: Rise of Apocalypse, players create, customize and
control teams of four mutants from 16 all-time favorite X-Men and classic
Brotherhood villains from the Marvel Universe. With the X-Men and Brotherhood
fighting side-by-side for the first time, players switch instantly between
teammates wielding many more super powers and skills than X-Men Legends, as
they overcome obstacles, solve puzzles and defeat more than 100 types of
enemies including Lady Deathstrike and the notorious Four Horsemen of
Apocalypse. Delivering significant gameplay enhancements over the first
title, X-Men Legends II: Rise of Apocalypse challenges players to explore
immense, destructible environments set in classic X-Men locations like
Genosha and the Infinite Factory, and exotic worldly locales like Egypt and
the Savage Lands in both single player and, for the first time ever, online
multiplayer action including six multiplayer skirmish modes that offer
head-to-head action, fierce battles against enemies, exclusive online content
and more .

About Marvel Enterprises, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. -
formerly known as Marvel Enterprises, Inc. - is one of the world's most
prominent character-based entertainment companies. Marvel's operations are
focused on utilizing its character franchises in licensing, entertainment,
publishing and toys. Areas of emphasis include feature films, DVD/home video,
consumer products, video games, action figures and role-playing toys,
television and promotions. Rooted in the creative success of over sixty years
of comic book publishing, Marvel's strategy is to leverage its character
franchises in a growing array of opportunities around the world.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.
The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Marvel, X-Men and all related character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc. and are used with
permission. Copyright 2005 Marvel Characters, Inc. All rights reserved.
www.marvel.com

Super Hero(es) is a co-owned registered trademark.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries. All other trademarks and trade names are the
properties of their respective owners.
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FOR IMMEDIATE RELEASE

MARVEL AND ACTIVISION ANNOUNCE ULTIMATE SPIDER-MAN WEBBING RETAIL OUTLETS
NATIONWIDE

Santa Monica, CA - September 22, 2005 - Consumers can now take on the role of
Marvel's Spider-Man, the world's most famous Super Hero, and his arch-nemesis
Venom with the release of Activision, Inc.'s (Nasdaq: ATVI) newest entry in
the Spider-Man video game franchise - Ultimate Spider-Man. Set in a massive
free roaming New York City environment, console gamers are propelled into a
virtual comic book world through interactive motion graphics panels and 3D
Comic Inking Technology(TM) that bring to life an original storyline written
and illustrated by the creative team behind Marvel's best-selling "Ultimate
Spider-Man" series.

Ultimate Spider-Man is available for the PlayStation(R)2 computer
entertainment system, the Xbox(R) video game system from Microsoft, and the
Nintendo GameCube(TM) for a suggested retail price of $49.99 and has been
rated "T" (Teen - with language and violence) by the ESRB. The PC/CD-ROM
version of Ultimate Spider-Man is now available for a suggested retail price
of $29.99 and has been rated "T" (Teen - with language and violence) by the
ESRB. The Nintendo DS(TM) version of Ultimate Spider-Man is now available for
a suggested retail price of $39.99 and is rated "E10+" (Everyone 10+ - with
cartoon violence) by the ESRB. The Game Boy Advance version of Ultimate
Spider-Man is now available for a suggested retail price of $29.99 and has
been rated "E10+" ("Everyone 10+ - with cartoon violence") by the ESRB.

"Using Treyarch's amazing technological and artistic capabilities, Ultimate
Spider-Man lets gamers play both sides, as Super Hero and Super Villain, in
an authentic living, breathing comic book universe," said Will Kassoy, vice
president of global brand management, Activision, Inc. "With an original
story, gigantic cast of characters and truly unique visual presentation,
Ultimate Spider-Man is poised to be the most immersive Spider-Man video game
experience to date."

"Marvel is very excited at the launch of Ultimate Spider-Man," said Ames
Kirshen, vice president of interactive, Marvel Entertainment, Inc. "With
Treyarch's expertise working on Spider-Man games for over 5 years, the
amazing new look that their 3D Inking technology gives to this title, coupled
with the hands on involvement of Marvel writer Brian Michael Bendis and
artist Mark Bagley, Ultimate Spider-Man takes the Spider-Man game franchise
to a whole new level."

Pick up where the comic books left off, in an all-new story exclusive to the
game penned by Brian Michael Bendis, the comic book's co-creator and writer,
with character illustrations by comic book pencil artist, Mark Bagley. As the
young Spider-Man, gamers play using Spider-Man's fluid, acrobatic moves to
triumph over evil or play as his menacing nemesis, Venom, using brute force
to destroy everything in their path. With a huge variety of demanding
missions, diverse gameplay and a new combat system that allows players to
face off against the largest number of interactive characters from the Marvel
universe ever assembled in a Spider-Man game, Ultimate Spider-Man delivers
the most in-depth Spider-Man adventure yet.

Ultimate Spider-Man was developed for the PlayStationa2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube by Treyarch, for the Game Boy Advance and Nintendo DS by Vicarious
Visions and for the PC by Beenox Studio. Brady Games' Ultimate Spider-Man
Official Strategy Guide is available at electronics, book, and software
retailers nationwide, and online at bradygames.com.

About Marvel Entertainment, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. -
formerly known as Marvel Enterprises, Inc. - is one of the world's most
prominent character-based entertainment companies. Marvel's operations are
focused on utilizing its character franchises in licensing, entertainment,
publishing and toys. Areas of emphasis include feature films, DVD/home video,
consumer products, video games, action figures and role-playing toys,
television and promotions. Rooted in the creative success of over sixty years
of comic book publishing, Marvel's strategy is to leverage its character
franchises in a growing array of opportunities around the world.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Marvel, Ultimate Spider-Man, Venom and all related character names and
likenesses thereof are trademarks of Marvel Characters, Inc., and are used
with permission. 2005 Marvel Characters, Inc. All rights reserved.
www.marvel.com.

Super Hero(es) is a co-owned registered trademark.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION ANNOUNCES HIGH CALIBER HOLLYWOOD TALENT
FOR FORTHCOMING ACTION GAME GUN(TM)

Santa Monica, CA - September 28, 2005 - Activision, Inc. (Nasdaq: ATVI) has
rounded up some of Hollywood's top talent to lend their voices to its
upcoming action adventure game GUN(TM). Developed by Neversoft Entertainment,
GUN takes gamers to the untamed West of the late-1800s where greed, lust and
murder are rampant. Legendary actors include leading man Thomas Jane as
vengeful gunslinger Colton White; Kris Kristofferson as Colton's mountain man
father, Ned; Tom Skerritt as Resistance Fighter Clay Allison; Brad Dourif as
evil preacher Josiah Reed; Ron Perlman as Mayor Hoodoo Brown of Empire, New
Mexico; and Lance Henriksen as the obsessive tyrant Thomas MacGruder.

"This amazing cast of renowned, talented Hollywood actors brings the rich
storyline of GUN to life," said Dusty Welch, vice president of global brand
management for Activision Publishing. "Players this fall will get to
experience the brutality that was the American West and through this voice
talent feel like they are part of the action."

In addition to its extraordinary voice talent, GUN boasts top screenwriting
and musical scores. Hollywood screenwriter Randall Jahnson (Mask of Zorro,
The Doors) penned the engrossing storyline and plot progression that will
transport players back in time to the lawless West. Videogame soundtrack
veteran Christopher Lennertz produced and composed the score for GUN. The
music was performed by the Northwest Sinfonia using an 80 piece orchestra.

As Colton White, players must straddle the line between good and evil as they
showdown against corrupt lawmen, a murderous preacher, renegade army
psychopaths, merciless outlaws and unforgiving Native Americans, while waging
war on horseback, collecting bounties, and commandeering trains. Players
travel through an action-packed landscape of high mountain wilderness,
deserts and bustling territorial towns in an epic story of betrayal, greed,
and revenge.

GUN is slated for release this fall for the PlayStation(R)2 computer
entertainment system, Xbox 360(TM) video game and entertainment system from
Microsoft, Xbox(R) video game system from Microsoft, Nintendo GameCube(TM),
and Windows(R) PC. The game is rated "M" ("Mature" - Blood and Gore, Intense
Violence, Sexual Themes, Strong Language, Use of Alcohol) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

(C)Activision Publishing, Inc. Activision is a registered trademark and GUN
is a trademark of Activision Publishing, Inc. All other trademarks and
tradenames are the properties of their respective owners.

Xbox(R) and Xbox 360(TM) are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries.
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ACTIVISION'S TONY HAWK'S AMERICAN WASTELAND SKATES ONTO RETAIL SHELVES
NATIONWIDE

Best-Selling Action Sports Franchise Ups the Ante With Streaming Gameplay
Through Massive L.A. Environment

Santa Monica, CA - October 18, 2005 - Doing a bert slide onto retail shelves,
Activision Inc.'s (Nasdaq: ATVI) Tony Hawk's American Wasteland lets gamers
make an expansive streaming L.A. skate world their personal playground. The
game allows players to skate and BMX bike from seaside Santa Monica, to the
star-studded sidewalks of Hollywood, to the gritty streets of East L.A. as
they customize and upgrade their characters, unlock new tricks and choose
their missions without loads or levels. Tony Hawk's American Wasteland also
takes the action to new heights with expanded controls that allow players to
pull off more sick tricks than ever before and new multiplayer modes
including Xbox Live(R) support and a two-player co-op classic mode.

"Tony Hawk's American Wasteland is a major step forward for the brand," said
Will Kassoy, vice president of global brand management, Activision, Inc. "For
the first time ever, players have the freedom to experience continuous action
through an immersive and humorous storyline inspired by the roots of the
sport."

In a plot-twisting story that pays homage to the roots of skateboarding and
punk style, Tony Hawk's American Wasteland puts players in the shoes of a
young rebel skater who makes his way to Los Angeles, the mecca of
skateboarding. Once there he must prove himself to Tony Hawk, legendary
skaters such as Tony Alva, and local pros, while constructing the ultimate,
trick-filled skate park. Gamers can customize their character all in-game as
they travel throughout the vast areas of Los Angeles. New player controls,
both on and off the board allow for insane combos and include bert slides,
stalls, Natas spins handstands, one-footed grinds and manuals, wall runs,
wall flips, board smacks and board throws.

Tony Hawk's American Wasteland features online gameplay for up to eight
players for both Xbox Live and PlayStation 2 Online. In addition, Classic
Mode returns with an all new two-player co-op mode where gamers can compete
alone or alongside friends in their favorite Tony Hawk's Pro Skater(R) levels
as they race against a two-minute timer to complete favorite goals such as
"Pro Score," "Combo Letters," and "Skate Letters."

Tony Hawk's American Wasteland was developed by Neversoft Entertainment and
is now available for the PlayStation(R)2 computer entertainment system, the
Xbox(R) video game system from Microsoft, and the Nintendo GameCube(TM) for a
suggested retail price of $49.99. A Collector's Edition is also available for
the PlayStation 2 for a suggested retail price of $59.99 and includes two
exclusive classic mode levels, two exclusive secret characters, the "Making
of Tony Hawk's American Wasteland" documentary and a concept art gallery
featuring creations by legendary artist Jimbo Philips. The game is rated "T"
(Teen - Blood, Crude Humor, Language, Suggestive Themes, Violence) by the
ESRB. A Wireless version of Tony Hawk's American Wasteland was developed by
JAMDAT Mobile, Inc.

Tony Hawk's American Wasteland for Xbox 360(TM) video game and entertainment
system from Microsoft will be available November 2005.

Brady Games' Tony Hawk's American Wasteland Official Strategy Guide is
available at electronics, book, and software retailers nationwide, and online
at bradygames.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

(C) 2005 Activision Publishing, Inc. Activision is a registered trademark of
Activision Publishing, Inc. All rights reserved. Tony Hawk is a registered
trademark of Tony Hawk, Inc.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ACTIVISION GIVES SHREK(R) FANS AN ENTIRELY NEW CHAPTER
IN THE OGRE'S TWISTED FAIRY TALE ADVENTURES

Shrek SuperSlam Ships To Retail Outlets Nationwide

Santa Monica, CA - October 25, 2005 - Ogre sized brawling action collides
with the wickedly funny "Shrek(R)" universe in Activision Inc.'s (Nasdaq:
ATVI) Shrek(R) SuperSlam. The melee game features fully destructible 3D
environments where players slam it out as any of 20 of their well-known
characters from the "Shrek" films and beloved fairy tales in single player
Story mode and Mega Challenge mode or frenzied multiplayer Melee combat with
up to three friends.

Shrek SuperSlam is available on the PlayStation2 computer entertainment
system, the Xbox video game system from Microsoft and Nintendo GameCube for a
suggested retail price of $39.99. The Game Boy Advance and Nintendo DS
versions are available for a suggested retail price of $29.99. In early
November the PC version of Shrek SuperSlam will be available for a suggested
retail price of $19.99. The game has been rated "E-10+" ("Everyone 10 and
older" - cartoon violence and crude humor.)

"Building on Shrek 2's success as the best-selling children's game of 2004,
we are working with DreamWorks Animation to create an all-new 'Shrek"
experience," said David Pokress, vice president of global brand management,
Activision, Inc. "Shrek SuperSlam will deliver the signature humor of the
ogre and his friends as well as parody legendary fairy tales and popular
culture in a twisted slam fest that will appeal to fans old and new."

Battling as one of 20 favorite "Shrek" and fairy tale characters, Shrek
SuperSlam lets players unleash powerful slams, taunts and signature attacks,
including Donkey's "Donkey's Charge," the swashbuckling swordplay of
Puss-in-Boots; Princess Fiona's devastating "Bouquet of Blades;" and Shrek's
gaseous "Green Storm." Fans duke it out with the use of powerful potions,
weapons and magical items and unlock new characters, arenas and costumes.
Gameplay differs on the Game Boy Advance and Nintendo DS platforms.

Shrek SuperSlam was developed for the console platforms by Shaba Games, for
the Game Boy Advance and Nintendo DS by Amaze Entertainment/Griptonite Games
and for the PC by Lti Gray Matter.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries. All other trademarks and trade names are the
properties of their respective owners.

Shrek (R) and (C) 2005 DreamWorks Animation L.L.C. All Rights Reserved.
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ACTIVISION PULLS THE TRIGGER ON
ITS HIGHLY ANTICIPATED ACTION GAME GUN(TM)

Santa Monica, CA - November 8, 2005 - Saddle up for the ride of a lifetime!
Activision, Inc.'s (Nasdaq: ATVI) highly anticipated action game GUN(TM) has
shipped to retailers nationwide.  Developed by Neversoft Entertainment, GUN
puts players in the role of Colton White, a vengeful gunslinger who straddles
the line between good and evil as he makes his way through the untamed West
of
the late-1800s where greed, lust and brutality were a way of life.

"GUN transports players back to a time in American history when laws were
virtually non-existent and the only true friend was a gun," said Dusty Welch,
vice president of global brand management for Activision Publishing.
"Players
will be drawn into an epic free roaming action-adventure that will have them
on
the edge of their seats as they brave the elements and battle challenging
enemies through the backdrop of the American West."
As Colton White on a quest to find out who killed his father and in discovery
of his true identity, players will showdown against corrupt lawmen, a
murderous
preacher, renegade army psychopaths and others while waging war on horseback,
collecting bounties, and commandeering trains.  As they travel through an
action-packed landscape of high mountain wilderness, deserts and bustling
territorial towns, they uncover an epic story of betrayal, greed, and
revenge.

Screenwriter Randall Jahnson, whose credits include Mask of Zorro and The
Doors, penned GUN.  The story is brought to life by a voice cast of talented
actors including Thomas Jane as vengeful gunslinger Colton White; Kris
Kristofferson as Colton's mountain man father, Ned; Tom Skerritt as
Resistance
Fighter Clay Allison; Brad Dourif as evil preacher Josiah Reed; Ron Perlman
as
Mayor Hoodoo Brown of Empire, New Mexico; and Lance Henriksen as the
obsessive
tyrant Thomas MacGruder.

For more information on GUN visit www.gunthegame.com.  To learn about GUN's
backstory and discover hidden secrets of the GUN world visit the poker tables
at www.lastcallpoker.com.

GUN is now available for the PlayStation(R)2 computer entertainment system,
Xbox(R) video game system from Microsoft and Nintendo GameCube(TM) for a
suggested retail price of $49.99 and Windows(R) PC for a suggested retail
price
of $39.99.  It will be available for the Xbox360(TM) video game and
entertainment system from Microsoft the week of November 15.  GUN is rated
"M"
("Mature" - Blood and Gore, Intense Violence, Sexual Themes, Strong Language,
Use of Alcohol) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and
leisure products.  Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands.  More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties.  The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements.
Such factors include, without limitation, product delays, retail acceptance
of
our products, industry competition, rapid changes in technology and industry
standards, protection of proprietary rights, maintenance of relationships
with
key personnel, vendors and third-party developers, international economic and
political conditions, integration of recently acquired subsidiaries and
identification of suitable future acquisition opportunities.  These important
factors and other factors that potentially could affect the Company's
financial
results are described in our filings with the Securities and Exchange
Commission, including the Company's most recent Annual report on Form 10-K
and
Quarterly Report on Form 10-Q.  Readers of this press release are referred to
such filings. The Company may change its intention, belief or expectation, at
any time and without notice, based upon any changes in such factors, in the
Company's assumptions or otherwise.  The Company undertakes no obligation to
release publicly any revisions to any forward-looking statements to reflect
events or circumstances after the date hereof or to reflect the occurrence of
unanticipated events.

# # #

(C)Activision Publishing, Inc.  Activision is a registered trademark and GUN
is
a trademark of Activision Publishing, Inc.  All other trademarks and
tradenames
are the properties of their respective owners.

Xbox(R) and Xbox 360(TM) are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries
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ACTIVISION HITS THE GRITTY STREETS OF MANHATTAN WITH THE DEBUT OF TRUE
CRIME(R): NEW YORK CITY

Best-Selling Action Franchise Delivers The Most Accurate
Video Game Recreation of NYC

Santa Monica, CA - November 16, 2005 - Gamers can now wield the ultimate
power on New York's city streets with the release of Activision, Inc.'s
(Nasdaq: ATVI) True Crime(R): New York City. The game puts players into the
role of Marcus Reed, a former gang member turned cop who confronts four of
New York's most deadly crime syndicates as he hunts down the murderer of his
mentor, all while cleaning up neighborhoods from Chinatown to Harlem to Times
Square. Mastering five fighting styles, advanced weaponry, special driving
maneuvers and all-new interrogation tactics, gamers choose to walk the
straight line and move up the police ranks or cross the limits of their
authority.

"True Crime: New York City is the first game to deliver the ultimate urban
drama set against a realistic version of Manhattan," said Will Kassoy, vice
president of global brand management for Activision Publishing. "The game's
deep and diverse gameplay takes players into the city's neighborhoods,
buildings and subways and lets them virtually experience the city in a way
that has never been possible in a videogame."

In True Crime: New York City players turn in or take out shady informants,
cold-blooded killers and ruthless criminals as they navigate an authentic
recreation of a dynamic, free-roaming present-day Manhattan, which includes
landmarks, subways, interiors, GPS-accurate streets and real neighborhoods.
If players allow crime to go unchecked in any of Manhattan's dynamically
changing neighborhoods, the crime rate will soar, the streets will fill with
trash, potholes and unsavory characters, and buildings and foliage will
visibly deteriorate. Alternately, if players clamp down on crime in a
neighborhood, crime rates fall and visual improvements will indicate their
progress as well.

The game features a voiceover cast of seasoned actors who lent their distinct
voice talents to the game's main characters. The cast includes Christopher
Walken as FBI field agent Gabriel Whitting; Laurence Fishburne as drug
kingpin Isaiah "The King" Reed; Mariska Hargitay as New York Police
Lieutenant Deena Dixon; Mickey Rourke as New York Police Detective Terrence
Higgins; Esai Morales as New York Police Organized Crime Unit Chief Victor
Navarro; Traci Lords as madam Cassandra Hartz; Beetlejuice as himself; and up
and coming actor Avery Waddell as former gangster turned cop Marcus Reed, the
game's main character and Isaiah Reed's son.

Also appearing in the game is hip hop artist Redman as a secret character in
his own unlockable level called "Red Gone Wild." Redman created two original
tracks for the True Crime: New York City in-game soundtrack which features
over 80 eclectic songs from NYC raised or transplanted bands, spanning such
diverse genres as punk, hip hop, hardcore and rock, bringing a true East
Coast sound to the game.

True Crime: New York City was developed by Luxoflux for the PlayStation(R)2
computer entertainment system, Xbox(R) video game system from Microsoft and
Nintendo GameCube(TM) for a suggested retail price of $49.99. A Collector's
Edition is also available for the Xbox for a suggested retail price of $59.99
and includes a behind the scenes feature, level walkthroughs, voiceover
talent featurette, Redman level overview, gameplay trailer, crime families
dossier and city guide trailers. The game is rated "M" ("Mature" - Blood and
Gore, Intense Violence, Strong Language, Strong Sexual Content, and Use of
Drugs) by the ESRB.

Brady Games' True Crime: New York City official strategy guide is available
at electronics, book, and software retailers nationwide, and online at
bradygames.com.

About Luxoflux
Located in Santa Monica, CA, Luxoflux is a wholly owned subsidiary of
Activision, Inc. The company is comprised of 90 of the industry's most
talented programmers, designers and artists and is responsible for creating
several successful videogame titles, among them True Crime: Streets of L.A.
the number one best-selling new intellectual property of 2003.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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HUGH JACKMAN, PATRICK STEWART, ALAN CUMMING AND SHAWN ASHMORE LEND THEIR
VOICES TO ACTIVISION'S X-MEN: THE OFFICIAL GAME INSPIRED BY THE FILM SERIES
BASED ON MARVEL'S LEGENDARY SUPER HERO FRANCHISE

Santa Monica, CA - April 24, 2006 - Hugh Jackman, Patrick Stewart, Alan
Cumming and Shawn Ashmore will reprise their X-Men film roles and lend their
voices to Marvel's world famous mutants - Logan/Wolverine, Professor Charles
Xavier, Kurt Wagner/Nightcrawler and Bobby Drake/Iceman - in Activision
Inc.'s X-Men: The Official Game. The game catapults players into an original
storyline that serves as a prelude to Twentieth Century Fox and Marvel
Studio's upcoming film, 'X-Men: The Last Stand,' and allows them to command
the distinct powers of Wolverine, Nightcrawler and Iceman as they face off
against formidable enemies, battle through massive environments and embark on
an epic quest to save mutant-kind.

"Having these actors renew their movie characters in X-Men: The Official Game
immerses gamers in the X-Men movie universe," said Will Kassoy, vice
president of global brand management, Activision Publishing. "Players will
experience epic battles and uncover the events behind Nightcrawler's
mysterious disappearance and the roles the X-Men and Brotherhood play in the
upcoming film."

Co-written by Zak Penn, one of the film's screenwriters, and legendary comic
book writer Chris Claremont, X-Men: The Official Game enables players to
assume the roles of Wolverine, Nightcrawler, and Iceman as they wield and
upgrade their signature powers and maneuver through unique environments
designed to showcase their Super Hero abilities. Assisted by other Marvel
X-Men mutants, players use an advanced control scheme to master and evolve
the characters as they unleash Wolverine's combat rage, experience
Nightcrawler's acrobatics and teleportation powers, and tear through the air
on Iceman's ice slide.

X-Men: The Official Game is being developed by Z-Axis for the PlayStation2
computer entertainment system and the Xbox and Xbox 360 video game systems
from Microsoft. The Nintendo(R) GameCube version is being developed by Hypnos
Entertainment; the Nintendo DS version by Amaze Entertainment; the Game
Boy(R) Advance version by Wayforward Technologies and Beenox Studios is
developing the PC version.

The PC and console games are rated "T" (Teen - with violence) by the ESRB and
the Game Boy Advance and Nintendo DS titles are rated "E-10+" for (Everyone
10 and older - with fantasy violence). X-Men: The Official Game will debut at
retail outlets nationwide on Tuesday, May 16, 2006.

For more information on X-Men: The Official Game, please visit
www.x-mengame.com.

About Marvel Entertainment, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. is one of
the world's most prominent character-based entertainment companies. Marvel's
operations are focused on utilizing its character franchises in licensing,
entertainment, publishing and toys. Areas of emphasis include feature films,
DVD/home video, consumer products, video games, action figures and
role-playing toys, television and promotions. Rooted in the creative success
of over sixty years of comic book publishing, Marvel's strategy is to
leverage its character franchises in a growing array of opportunities around
the world. More information about Marvel can be found at www.marvel.com.

About Twentieth Century Fox
One of the world's largest producers and distributors of motion pictures, Fox
Filmed Entertainment produces, acquires and distributes motion pictures
throughout the world. These motion pictures are produced or acquired by the
following units of FFE: Twentieth Century Fox, Fox 2000, Fox Searchlight
Pictures and Twentieth Century Fox Animation.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Marvel, X-Men, and all related character names and likenesses thereof are
trademarks of Marvel Characters, Inc., and are used with permission. 2006
Marvel Characters, Inc. All rights reserved. www.marvel.com. Super Hero(es)
is a co-owned registered trademark.

(C) 2006 Twentieth Century Fox Film Corporation. All rights reserved.
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MGM AND EON GRANT ACTIVISION RIGHTS
TO JAMES BOND VIDEO GAME LICENSE

Santa Monica, CA., May 3, 2006 - MGM Interactive and EON Productions Ltd.
have awarded Activision Inc. (Nasdaq: ATVI) the rights to develop and publish
interactive entertainment games based on the James Bond license through 2014.

This marriage of best-in-class intellectual property and next-generation
gaming expertise continues the Bond franchise's long legacy of providing
thrills to audiences around the globe. Since the initial release of Dr. No in
1962, James Bond films have grossed more than $3.6 billion theatrically
worldwide and approximately 30 million units of video games based on the
world of James Bond have been sold to date. James Bond continues to delight
audiences worldwide with a quintessential blend of action, glamour and
sophisticated style synonymous with top secret agent 007.

"James Bond is the ultimate action movie franchise, and we look forward to
establishing a long-term relationship with MGM and EON," said Mike Griffith,
president and CEO of Activision Publishing Inc. "The James Bond franchise
creates tremendous global expansion opportunities for Activision as it is one
of the few video game licenses that appeals equally to domestic and
international consumers. James Bond storylines are rich with style, drama and
action, all of which lend themselves perfectly to developing extraordinary
games that capture the thrill of being the most celebrated secret agent in
the world."

Under the terms of the agreement, Activision will obtain the worldwide rights
to create video games for all current and next-generation consoles, PC and
hand-held platforms. The license will grant Activision the right to develop
and publish games based on all of the James Bond movies, as well as non-movie
based games.

"MGM Interactive continues to work with best in class publishing and
development teams, to ensure we deliver both memorable and fully immersive
interactive gaming experiences for both core and mass-market gamers," said
Travis Rutherford, MGM's executive vice president, Consumer Products and
Location-Based Entertainment. "Activision's proven expertise in developing
cutting edge games, their core competency in managing large movie franchises
combined with the global appeal of the James Bond property, will create a new
benchmark for the next-generation gaming experience. We are excited to be
partnered with Activision and look forward to a long and mutually successful
partnership."

"Activision's track record of developing engaging and sophisticated games
across all platforms makes it the ideal partner to introduce the Bond
videogame experience to a new generation of game players, as well as to
provide new thrills and excitement for the legions of people who are already
fans of the Bond films and games" said David Pope, CEO of EON Productions
Limited, maker of the James Bond films.

About Metro-Goldwyn-Mayer Inc.
MGM Interactive manages Metro-Goldwyn-Mayer Studio Inc.'s business,
development and production of interactive products for a variety of
multi-media platforms, as well as talent and developer relationships.

Metro-Goldwyn-Mayer Inc., through its operating subsidiaries is actively
engaged in the worldwide production and distribution of motion pictures,
television programming, home video, interactive media, music, and licensed
merchandise. The company owns the world's largest library of modern films,
comprising around 4,000 titles. Operating units including Metro-Goldwyn-Mayer
Studios Inc., Metro-Goldwyn-Mayer Pictures Inc., United Artists Films Inc.,
MGM Television Entertainment Inc., MGM Networks Inc., MGM Distribution Co.,
MGM International Television Distribution Inc., Metro-Goldwyn-Mayer Home
Entertainment LLC, MGM ON STAGE, MGM Music, MGM Consumer Products and MGM
Interactive. In addition, MGM has ownership interests in international TV
channels reaching nearly 110 countries. Under the supervision of new Chairman
and CEO Harry Sloan, MGM is revitalizing all areas of the company. As a
result, the studio is now being positioned as an independent, vertical
integrated multi-media company.

MGM ownership is currently as follows: Providence Equity Partners (29%),
Texas Pacific Group (21%), Sony Corporation of America (20%), Comcast (20%),
DLJ Merchant Banking Partners (7%) and Quadrangle Group (3%). For more
information, visit www.mgm.com.

About EON Productions
EON Productions/Danjaq LLC is owned by the Broccoli family and has produced
20 James Bond film since 1962. The Bond films make up the most successful
franchise in film history and include such blockbuster films, Goldeneye,
Tomorrow Never Dies, The World is Not Enough and Die Another Day produced by
Michael G. Wilson and Barbara Broccoli. EON Productions and Danjaq LLC are
affiliate companies and control all worldwide merchandising of the James Bond
franchise.

About Activision
Headquartered in Santa Monica, Calif., Activision Inc. is a leading worldwide
developer, publisher and distributor of interactive entertainment and leisure
products. Founded in 1979, Activision posted net revenues of $1.4 billion for
the fiscal year ended March 31, 2005. Activision maintains operations in the
U.S., Canada, the United Kingdom, France, Germany, Italy, Japan, Australia,
Scandinavia, Spain and the Netherlands. More information about Activision and
its products can be found on the company's World Wide Web site, which is
located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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ACTIVISION SET TO ACQUIRE VIDEO GAME PUBLISHER REDOCTANE
AND ITS HIGHLY POPULAR GUITAR HERO FRANCHISE

Activision Establishes Leadership Position in Music-Based Gaming

Santa Monica, CA - May 9, 2006 - Underscoring its commitment to broaden its
product portfolio and deliver compelling entertainment experiences to
consumers worldwide, Activision, Inc. (Nasdaq: ATVI) announced today that it
has entered into an agreement to acquire video game publisher RedOctane, Inc.
the publisher of the popular Guitar Hero franchise. This acquisition will
provide Activision with an early leadership position in music-based gaming,
which the company expects will be one of the fastest growing genres in the
coming years.

Guitar Hero is the fifth highest teen-rated game ever released on the
PlayStation(R) 2 computer entertainment system with a 92 rating. The game
challenges players to be a lead guitarist of their own rock and roll band.
The game is sold with a guitar-shaped controller that lets consumers simulate
playing the guitar for more than 30 popular songs that were made famous by
such artists as the Red Hot Chili Peppers, David Bowie, and Ozzy Osbourne.
Guitar Hero features six venues, eight unique characters, many guitars, and a
range of difficulty levels, as well as a two-player mode that lets gamers
challenge friends to see who rocks harder.

"Our acquisition of RedOctane perfectly aligns with Activision's strategy to
broaden its portfolio by entering new genres that have strong global appeal,"
said Ron Doornink, Director and Strategic Advisor, Activision, Inc. "Guitar
Hero integrates music and gaming in a unique and highly engaging way that
delivers a compelling game experience for both the current-and
next-generation consoles. The success we are seeing today is a strong
indicator that Guitar Hero and the many potential extensions, new platform
exploitations and international versions appear to be somewhat transition
proof, as consumers are responding to this product on current-generation
platforms in a manner that defies traditional late-cycle behavior. We think
the online capabilities of the next-generation platforms offer new and well
differentiated opportunities to create additional revenues from downloadable
music, which today represents one of the most popular downloadable content
categories."

Mike Griffith, President and CEO of Activision Publishing, Inc., added,
"Activision's well-established worldwide distribution capabilities coupled
with the strength of the Guitar Hero franchise, places us in a position today
to capitalize on the millions of current-generation systems in the market.
Just as we lead the industry in making music an integral part of the game
experience, we will now be making music itself a game, which is appealing to
audiences all around the world."

"RedOctane is incredibly excited about joining forces with Activision to lead
the industry in the music-based gaming category," said Kai Huang, President
and Co-Founder of RedOctane, Inc.

Charles Huang, COO and Co-Founder of RedOctane, Inc., added, "The powerful
combination of our deep understanding of the music-based gaming category and
Activision's global publishing infrastructure will enable us to realize our
vision to remain the leader in music-gaming space."

Under the terms of the agreement, RedOctane will become a wholly owned
subsidiary of Activision and the company's management team and key employees
will sign long-term employment contracts with Activision. RedOctane will
continue to be based in Sunnyvale, CA. The transaction is expected to close
during the current fiscal quarter. The closing of the transaction is subject
to various specific and general closing conditions. North Point Advisors
acted as financial advisor to RedOctane. Financial terms of the agreement
were not disclosed. Activision does not expect that this acquisition will
have a material impact on its fiscal year 2007 earnings outlook.

About RedOctane
RedOctane, Inc. is a publisher, developer, and distributor of interactive
entertainment software, hardware and accessories. The company offers its
interactive entertainment products in versions that operate on the
PlayStation(R)2 computer entertainment system console from Sony Computer
Entertainment, Xbox(TM) video game system from Microsoft, and on personal
computers ("PC"). RedOctane's leading software product offerings include In
The Groove for the PlayStation 2 and Guitar Hero for the PlayStation 2.
RedOctane also designs, manufactures, and markets high quality video game
peripherals and accessories and has won awards for the Ignition(R) Dance Pad
and the Guitar Hero SG(R) Controller. RedOctane is headquartered in
Sunnyvale, California. More information about RedOctane and its products can
be found on the company's World Wide Web site, which is located at
www.redoctane.com.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of
$1.47 billion for the fiscal year ended March 31, 2006.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, changes in consumer
preferences related to music-based games, rapid changes in technology and
industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###
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MARVEL AND ACTIVISION'S X-MEN: THE OFFICIAL GAME
TAKES A STAND ON RETAIL SHELVES NATIONWIDE

Santa Monica, CA - May 16, 2006 - Inspired by Marvel Entertainment's
legendary Super Hero franchise and serving as a prelude to the upcoming
Twentieth Century Fox and Marvel Studios' feature film "X-Men: The Last
Stand," Activision, Inc.'s (Nasdaq: ATVI) X-Men: The Official Game premieres
today at retail outlets nationwide. The game catapults players into an
original storyline that allows them to command the distinct powers of
Wolverine, Nightcrawler and Iceman as they battle classic Brotherhood
villains including Sabretooth, Lady Deathstrike and Multiple Man and traverse
unique environments that showcase each character's abilities while embarking
on an epic quest to save mutant-kind.

X-Men: The Official Game is the first Super Hero game for the Xbox(TM) 360
video game system from Microsoft and is available for a suggested retail
price of $59.99. The PlayStation(R)2 computer entertainment system, the
Xbox(TM) video game system from Microsoft and the Nintendo(R) GameCube(TM)
versions are available for a suggested retail price of $39.99. The PC,
Nintendo DS(TM) and Game Boy(R) Advance versions are available for a
suggested retail price of $29.99. The console and PC games have been rated
"T" ("Teen" - violence) and the handheld games have been rated "E-10+"
("Everyone 10 and older" - fantasy violence) by the ESRB.

"In X-Men: The Official Game, players will experience the events leading up
to the 'X-Men: The Last Stand' feature film," said Will Kassoy, vice
president of global brand management, Activision, Inc. "Co-written by Zak
Penn, the screenwriter of the film, and legendary comic book writer Chris
Claremont, and featuring the voice talent of Hugh Jackman, Patrick Stewart,
Shawn Ashmore and Alan Cumming, the game truly enables players to become a
part of the X-Men movie universe ."

For the first time, X-Men: The Official Game lets players truly experience
the powers of three popular Super Heroes from the X-Men movie universe by
allowing them to take on the roles of Wolverine, Nightcrawler and Iceman as
they wield and upgrade their signature powers and maneuver through unique
environments designed to showcase their Super Hero abilities. Assisted by
other X-Men characters including Storm and Colossus, players will use an
advanced control scheme to master and control the characters as they unleash
Wolverine's combat rage, experience Nightcrawler's acrobatics and
teleportation powers and glide through the air on Iceman's ice slide.

For more information on X-Men: The Official Game, please visit
www.x-mengame.com.

BradyGames' X-Men: The Official Game Official Strategy Guide is available at
electronics, book, and software retailers nationwide, and online at
www.bradygames.com.

About Marvel Entertainment, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. is one of
the world's most prominent character-based entertainment companies. Marvel's
operations are focused on utilizing its character franchises in licensing,
entertainment, publishing and toys. Areas of emphasis include feature films,
DVD/home video, consumer products, video games, action figures and
role-playing toys, television and promotions. Rooted in the creative success
of over sixty years of comic book publishing, Marvel's strategy is to
leverage its character franchises in a growing array of opportunities around
the world. More information about Marvel can be found at www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of
$1.47 billion for the fiscal year ended March 31, 2006.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Marvel, X-Men and all related character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc. and are used with
permission. Copyright 2006 Marvel Characters, Inc. All rights reserved.
www.marvel.com

Super Hero(es) is a co-owned registered trademark.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries. All other trademarks and trade names are the
properties of their respective owners.
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ACTIVISION REVEALS DIVERSE FALL HANDHELD LINEUP

Santa Monica, CA - August 21, 2006 - Activision, Inc. is delivering big-time
fun to the palm of gamers' hands this fall with a diverse line-up of titles
for the PSP(R) (PlayStation(R)Portable) system, Nintendo DS(TM) and Game
Boy(R) Advance platforms. Players will experience the untamed West in GUN(TM)
Showdown, gear up for high jinx and hilarity in Over the Hedge(TM): Hammy
Goes Nuts!, swing into action in Marvel's Spider-Man(TM): Battle for New
York, and relive classic console gaming in Activision(R) Hits Remixed, the
ultimate compilation of Atari 2600 games.

"Today, handheld gaming is more popular than ever before and our fall line-up
is reflective of gamers' unique tastes and interests," said Will Kassoy,
senior vice president of global brand management. "Whether they want to
experience new adventures with popular Super Hero and movie characters or
relive their earliest memories of gaming, we're delivering top quality
entertainment experiences."

In Gun Showdown for the PSP system, players shoot, knife and dynamite their
way through a free-roaming action adventure set against the backdrop of the
old West. As a gunslinger working both sides of the law, gamers will dole out
vengeance and showdown against corrupt lawmen, a murderous preacher, a
renegade army psychopath, and merciless outlaws. The handheld experience
includes new wireless multiplayer and quick-play modes, PSP system exclusive
missions, and gameplay features. Gun Showdown is rated "M" ("Mature" - Blood
and Gore, Intense Violence, Sexual Themes, Strong Language and Use of
Alcohol) by the ESRB.

Spider-Man: Battle for New York allows players to take on the role of their
favorite Marvel Super Hero, Spider-Man, and one of his famed nemeses, Green
Goblin, in an original storyline which builds upon their legendary comic book
rivalry. For the first time in a handheld Spider-Man game, Nintendo DS and
Game Boy Advance players can personalize their experiences by choosing what
abilities and powers to upgrade and when, such as Spider-Man's web maneuvers
or Green Goblin's fire attacks, as they progress through the game. Playing as
both good and evil, gamers will experience levels packed with frenzied
action, in-depth combat and a host of unique super moves as they embark on
the ultimate quest to save New York City from almost certain disaster.
Spider-Man: Battle for New York is rated "E10+" ("Everyone 10+" - Cartoon
Violence) by the ESRB.

Over the Hedge(TM): Hammy Goes Nuts! is an all-new adventure based on the
woodland creatures from DreamWorks Animation's hit film "Over the Hedge." Fan
favorite Hammy the squirrel leads RJ the raccoon, Verne the turtle and
all-new forest friends on another daring trip into the 'burbs. When Hammy's
beloved cable TV goes out, his buddies have to scramble through the
neighborhood to restore the signal--and Hammy's happiness. Over the Hedge:
Hammy Goes Nuts! for the Nintendo DS is rated "E" ("Everyone" - Comic
Mischief) by the ESRB, and the GBA version is rated "E" ("Everyone") by the
ESRB. The PSP version is not yet rated.

Activision Hits Remixed lets PSP system gamers relive the dawn of home
console gaming while on the go by delivering over 40 of the biggest Atari
2600 titles, such as Pitfall, Kaboom!, Chopper Command, Stampede, Keystone
Kapers, to the PSP (PlayStation Portable) system. With the game's
multi-player supported classics, players can choose whether they want to game
together utilizing a "Game Share" feature that allows two friends to play
together using only one copy of the game or take turns on one PSP system or
play via the game's wireless functionality. Activision Hits Remixed also
features a rockin' 80's themed soundtrack, modernized front-end graphics,
classic game manuals which include tips and photographs, and a host of retro
unlockables. The game has not yet been rated by the ESRB.

About Marvel Entertainment, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. is one of
the world's most prominent character-based entertainment companies. Marvel's
operations are focused on utilizing its character franchises in licensing,
entertainment, publishing and toys. Areas of emphasis include feature films,
DVD/home video, consumer products, video games, action figures and
role-playing toys, television and promotions. Rooted in the creative success
of over sixty years of comic book publishing, Marvel's strategy is to
leverage its character franchises in a growing array of opportunities around
the world. More information about Marvel can be found at www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of
$1.47 billion for the fiscal year ended March 31, 2006.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain, the Netherlands
and South Korea. More information about Activision and its products can be
found on the company's World Wide Web site, which is located at
www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, litigation and an
informal SEC inquiry, maintenance of relationships with key personnel,
vendors and third-party developers, international economic and political
conditions, integration of recently acquired subsidiaries and identification
of suitable future acquisition opportunities. These important factors and
other factors that potentially could affect the Company's financial results
are described in our filings with the Securities and Exchange Commission,
including the Company's most recent Annual report on Form 10-K and Quarterly
Report on Form 10-Q. Readers of this press release are referred to such
filings. The Company may change its intention, belief or expectation, at any
time and without notice, based upon any changes in such factors, in the
Company's assumptions or otherwise. The Company undertakes no obligation to
release publicly any revisions to any forward-looking statements to reflect
events or circumstances after the date hereof or to reflect the occurrence of
unanticipated events.

###

Marvel and all related character names and the distinctive likenesses thereof
are trademarks of Marvel Characters, Inc. and are used with permission.
Copyright 2006 Marvel Characters, Inc. All rights reserved. www.marvel.com

Super Hero(es) is a co-owned registered trademark.

Over The Hedge TM & (C) 2006 DreamWorks Animation L.L.C.
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SONY PICTURES CONSUMER PRODUCTS SELECTS INFOGRAMES TO
DEVELOP INTERACTIVE GAMES BASED ON ONE OF HOLLYWOOD'S
MOST SUCCESSFUL ENTERTAINMENT PROPERTIES -- MEN IN BLACK

First Console Game To Arrive Fall 2001

SAN JOSE, CA - May 15, 2001 - Infogrames, Inc (Nasdaq: IFGM) and Sony Pictures
Consumer Products today announced that Sony has granted gaming rights to the
globally successful franchise, Men In Black to Infogrames, Inc. The first game,
based on the animated series, will be released in the fall of 2001 on
PlayStation and will be shown for the first time at Infogrames booth during the
Electronic Entertainment Expo, May 17-19th at the Los Angeles Convention
Center.

The agreement entitles Infogrames, Inc. to develop a series of video games
based on the Men In Black franchise. The company has rights to bring the
property to a variety of platforms including Sony PlayStation and PlayStation
2, Microsoft Xbox, Nintendo Game Cube and PC, Macintosh and Arcade Games.

"The Men In Black license is a big step in our plan to be one of the top
mass-market digital interactive entertainment companies," said Robert Miles
Watson, senior vice president of worldwide licensing for Infogrames, Inc. "The
property offers a rich universe, full of interesting characters and situations
that will become the basis for several quality titles."

Men In Black features Director Zed and alien immigration agents Jay and Kay,
who are armed with an enormous inventory of sophisticated weaponry to protect
the earth from aliens with bad attitudes. The Infogrames games will be based on
the colorful animated series and feature films, which combines outrageous
creatures, fantastic weaponry and offbeat humor - all of which make the
property an ideal foundation for digital interactive entertainment with mass
appeal.

"We are thrilled to be working with Infogrames to create entertaining,
interactive experiences that stay true to the spirit of the property," stated
Michael Peikoff, Senior Vice President of Marketing and Client Relations of
Sony Pictures Consumer Products. "One of the hottest franchises in the
entertainment industry, Men In Black has dominated the euniverse' and will be
around for a long time to come."

The Men In Black Franchise

Men in Black has delighted audiences in all mediums, delivering much more than
aliens to date:

* A MIB film sequel is under development with Director Barry Sonnenfeld and
Screenwriter Robert Gordon for 2002;

* The first feature film reached a global box office of $589 million worldwide
and was the sixth biggest opening of all time;

* It is the highest grossing film in Columbia Pictures' 75 year history;

* The Men In Black home video is one of the all-time best-selling sci-fi
comedy
videos and DVDs with more than 17 million units sold;

* The DVD version of the film was one of the biggest fourth-quarter titles of
2000;

* "Men In Black: The Series" launched on Kids' WB in 1997 and has consistently
received one of the highest rating and share among key demographics for its
time period.

About Sony Pictures Consumer Products and Columbia Pictures

Sony Pictures Consumer Products and Columbia Pictures are divisions of Sony
Pictures Entertainment (SPE). SPE is a division of Sony Corporation of America
(SCA), a subsidiary of Tokyo-based Sony Corporation. SPE's global operations
encompass motion picture production and distribution, television production and
distribution, worldwide channel investments, home entertainment acquisition and
distribution, operation of studio facilities, development of new entertainment
products, services and technologies, and distribution of filmed entertainment
in 67 countries. Sony Pictures Entertainment can be found on the World Wide Web
http://www.spe.sony.com.

About Infogrames

Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of video
games for consoles (Sony, Sega, Nintendo, and Microsoft), personal computers
and Macintosh systems. The company's award-winning franchises include Alone In
The Dark, Driver, Deer Hunter, Test Drive, and Unreal. Infogrames Inc.'s
Humongous Entertainment division is a leader in children's entertainment
software and its Macintosh publishing label, Macsoft, is the number one
publisher of Macintosh entertainment software. Based in New York, NY,
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257) and serves as the headquarters for the
company's operations in North America.

Founded in 198
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INFOGRAMES AND SPRINGTOYS
TO DEVELOP PALM OS GAMES

NEW YORK, NY - June 12, 2001 -- Infogrames, Inc. (Nasdaq: IFGM), the #2
third-party publisher of interactive entertainment in the world, announced
today that it has entered into an agreement with Finland's Springtoys to
develop a series of PalmOS games. Springtoys is a leading creator and enabler
of mobile entertainment content and technology for developing and distributing
compelling high-end wireless games.

Under the terms of the agreement, Springtoys will produce six PalmOS games
from some of Infogrames' most popular franchises, including Driver, Centipede,
Asteroids, Deer Hunter, Pro Bass Fishing, and Beachhead 2000. The first games
are scheduled to be available in the early summer of 2001.

"We are very pleased to be working with Springtoys to develop high-quality,
branded entertainment content for the PDA platform," commented Jon Leach, Vice
President, Licensing for Infogrames Interactive, Inc. "More than 11 million
people currently use PDA devices, making this a logical step to expand both
our brand and audience reach, while simultaneously offering a value-added fun
gaming experience to PDA consumers," he said.

"Bringing these classic and popular games to Palm devices is a great
opportunity," says Janne Turunen, CEO of Springtoys. "By partnering with a
world-class publisher like Infogrames, which has a strong presence in the
entertainment arena, we will further establish our position among the
forerunners of the PDA game developers," Turunen continued.

About Infogrames Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and
distributor of video games for consoles (Sony, Sega, Nintendo, and Microsoft),
personal computers and Macintosh systems. The company's award-winning
franchises include Alone In The Dark, Driver, Deer Hunter, Test Drive, and
Unreal. Infogrames, Inc.'s Humongous Entertainment division is a leader in
children's entertainment software and its Macintosh publishing label, MacSoft,
is the number one publisher of Macintosh entertainment software. Based in New
York, NY, Infogrames, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (IESA) (Euronext 5257) and serves as the
headquarters for the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games for
all platforms, as well as interactive digital television, mobile smart devices
(WAP, HDML) and in-flight entertainment systems. IESA recently acquired
Infogrames Interactive, Inc. (formerly Hasbro Interactive), including its line
of software based on well-known licenses such as Monopoly, Jeopardy, Tonka, and
Atari, which are distributed in the U.S. by Infogrames, Inc.

For more information, visit Infogrames' US Web site at www.us.infogrames.com.

About Springtoys
Springtoys, headquartered in Helsinki, Finland, is a recognized leader in
creating innovative and creative mobile entertainment content and services,
seamlessly integrated across a number of delivery platforms, including WAP,
SMS, J2ME, SymbianOS and PalmOS. Springtoys also designs and licenses
technology for developing and distributing compelling high-end wireless games.
Springtoys provides entertainment content to e.g. Nokia, KPN Mobile, Terra
Mobile-iobox, Orange and Zed. Founded in January 2000, Springtoys is owned by
Sonera Corporation, Housemarque Inc., Eqvitec Partners, Wellington Partners,
Shamrock, Enel and Springtoys management. Springtoys employs 75 professionals
at its premises in Helsinki, London, Rovaniemi and Tampere. For further
information, please visit http://www.springtoys.com/.

# # #
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Now that's cool -- a major game company doing Palm OS products. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Replying to 'Ken' in Category 8 Topic 12:

>
> INFOGRAMES AND SPRINGTOYS
> TO DEVELOP PALM OS GAMES

Interestingly enough along the rumor front, INFOGRAMES has showed up on
a few sites with some speculation that they want to change their name.
They just happen to be the company that now owns the rights to the Atari
brand and franchises(what now Combat 2002?)  The rumor was that they
wanted to change their name to Atari.

This struck me kind of funny that someone would want to be known as a
failed early U.S. Video game company, but then I think of how bad their
current name sounds, and what with nostalgia and all being a seller it
might be a good idea.

Dain
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That's right, Dain.  In 1998, Atari rights were purchased by Hasbro
Interactive, which was acquired last year by Infogrames.  They may rename to
Atari.

At the same time, Infogrames is looking to eliminate several hundred jobs
within its various departments.

-Ken
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INFOGRAMES CLOSES FISCAL 2001 AS
#2 THIRD-PARTY PUBLISHER OF INTERACTIVE ENTERTAINMENT SOFTWARE

NEW YORK, NY - July 2, 2001 - As Infogrames, Inc. (Nasdaq: IFGM) closed out
fiscal 2001 on June 30, it retained its ranking as the #2 third-party
publisher of entertainment software across all platforms, according to NPD
TRSTS Video Games Service. This ranking relates to the period January through
May, 2001.

Infogrames games contributing to the Company's performance since the
beginning of the calendar year include Driver 2 (PlayStation), Roller Coaster
Tycoon(PC), Frogger(PC, PlayStation and Game Boy Color), and Unreal
Tournament (PlayStation 2), among many others.

"We're delighted that our games have met with such strong market acceptance
and are even more excited about the potential of our upcoming lineup," said
Bruno Bonnell, Chairman and CEO of Infogrames. "We've just shipped NASCAR
Heat 2002, Freddi Fish 5, Alone in the Dark and Motor Mayhem. Upcoming titles
include Survivor, Monopoly Tycoon, Dragon Ball Z, Civilization III, and Test
Drive, to name just a few. And, of course, we'll be rolling out dozens of
games for all the new console platforms. We believe this broad selection of
titles, which reaches a wide audience of consumers, will enable us to
maintain our market position."

Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of
video games for consoles (Sony, Nintendo, and Microsoft), personal computers
and Macintosh systems. The company's award-winning franchises include Alone
In The Dark, Driver, Deer Hunter, Test Drive, and Unreal. Infogrames, Inc.'s
Humongous Entertainment division is a leader in children's entertainment
software and its Macintosh publishing label, MacSoft, is the number one
publisher of Macintosh entertainment software. Based in New York, NY,
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257) and serves as the headquarters for
the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games
for all platforms, as well as interactive digital television, mobile smart
devices (WAP, HDML) and in-flight entertainment systems. IESA recently
acquired Infogrames Interactive, Inc. (formerly Hasbro Interactive),
including its line of software based on well-known licenses such as Monopoly,
Jeopardy, Tonka, and Atari, which are distributed in the U.S. by Infogrames,
Inc. For more information, visit Infogrames' US Web site at
www.us.infogrames.com.

PlayStation, PlayStation 2 and the PlayStation and PlayStation 2 logos are
registered trademarks of Sony Computer Entertainment Inc. All other
trademarks or registered trademarks are the property of their respective
owners.

# # #
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INFOGRAMES AND CODEMASTERS ANNOUNCE DISTRIBUTION AGREEMENT

Infogrames to be Exclusive North American Distributor for All Codemasters
Titles

New York, NY - September 5, 2001 - Interactive entertainment company
Infogrames, Inc. (Nasdaq: IFGM) today announced that it has entered into an
exclusive distribution agreement with UK-based game publisher, Codemasters.
Under the terms of the one-year deal, Infogrames will be the sole distributor
of Codemasters' interactive entertainment titles throughout North America.
Codemasters expects to publish 17 SKUs in the next 12 months.  The first
title  Infogrames will distribute under the agreement will be Operation
Flashpoint, Codemasters' intensely realistic military action game for the PC.
Operation Flashpoint shipped on August 28, 2001 and carries a suggested
retail price of $39.99.

"We are confident that this new distribution deal with Infogrames will serve
our best interest in the North American territories, and having worked
closely with Infogrames' President Denis Guyennot in the past, I am sure we
will achieve all of our goals," commented Sebastien Soulier, President of
Codemasters U.S.  "Our excitement is heightened by the fact that the first
product to be shipped under this partnership will be a game as highly
anticipated as Operation Flashpoint."

"We're thrilled to welcome Codemasters to our affiliate slate and are pleased
to be associated with games of the quality that Codemasters develops," said
Wim Stocks, Senior Vice President, Sales and Distribution, Infogrames, Inc.
"With our distribution network of more than 22,000 outlets, we're confident
that we can help Codemasters achieve the success and renown it has earned in
Europe."

Codemasters took measures to ensure that its transition to its new
distributor would be seamless, having no negative impact on retailers or
consumers.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
game-makers, developing and publishing titles for the console platform and
PC.  Codemasters products first appeared on U.S. retail shelves in 1999.  The
company's 2001 slate of titles, including Blade of Darkness and Operation
Flashpoint furthers its goal of providing energetic, compelling and
innovative entertainment to gaming fans of all genres.  In keeping with the
company's mission to remain on the cusp of the gaming wave, Codemasters is
developing games for online and next generation platforms.  Codemasters can
be found at www.codemasters.com

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S.  The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The DarkO, CivilizationO,
Deer Hunter, DriverO, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including SurvivorO, Warner Bros. Looney TunesO, Nickelodeon's
Blue's CluesO, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major
League Baseball, and the National Football League, among many others. The
Company's Humongous Entertainment and MacSoft labels are leaders in
children's entertainment software and Macintosh entertainment software,
respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Company's Web site
at www.us.infogrames.com.

###
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INFOGRAMES TO RELEASE ITS LARGEST PLAYSTATION 2 SLATE EVER FOR THE 2001
HOLIDAY SEASON

-- Two New Atari Titles Among Six New PlayStation 2 Games --
-- Support for PSOne Still Strong With Four New Games For The Holidays

NEW YORK, NY - October 2, 2001 - Infogrames, Inc. (Nasdaq: IFGM) today
announced that its 2001 holiday line-up of games for the Sony PlayStation 2
(PS2) computer entertainment system marks its largest PS2 slate to date, and
includes two of the first titles to be introduced under its reinvented Atari
brand.  Over the next several weeks, Infogrames will release the Atari titles
Splashdown and MXRider, which join the recently released NASCAR Heat 2002,
Test Drive Off Road -- Wide Open, and Le Mans 24 Hours to comprise the
Company's PS2 holiday line-up.

In addition, Infogrames continues to support the well-established and still
lucrative PSOne system with the release of four new titles this holiday
season including: Backyard Soccer; Men In Black: The Series - Crashdown;
Nicktoons Racing; and Looney Tunes Sheep Raider.

"This is our most exciting and diverse slate of PS2 and PSOne titles yet,"
said Bruno Bonnell, Chairman and CEO of Infogrames, Inc.  "Our development
teams have harnessed the power and capabilities of PS2 to deliver games that
will capture the imagination and excitement of the gaming audience.  We are
especially thrilled to introduce our reinvented Atari brand on PlayStation 2
and are confident that PS2 fans will be riveted by the graphics and
challenges of these new games."

Mr. Bonnell continued, "We also recognize tremendous value in continuing to
develop games for legacy platforms, such as the original PlayStation, which
is why we have a dynamic line-up of games for these fans, as well as fans of
next-generation consoles.  The demand for PS2 and PSOne games is as strong as
ever, demonstrating customer loyalty to both platforms.  We believe that our
PS2 and PSOne holiday line-up will more than satisfy this demandOand
reinforce Sony's reputation for delivering top-quality, innovative games."

The highly anticipated Atari title Splashdown will redefine personal
watercraft recreation for the gaming environment.  This watersport racing
game has been designed to provide high-speed fun and entertainment in
realistic and exciting water-based environments.  With interactive physics
objects, outstanding graphics, and the freedom to roam its 3D worlds,
Splashdown will have players feeling as if they are really out on the open
water.  In addition to licensed SEA-DOO watercraft, Splashdown will  offer
amazing real-time water effects, and players will be able to perform more
than 20 over-the-top acrobatic stunts.  Splashdown will be available in
mid-November at most major retail stores.

Motorcross racing comes to PS2 with the Atari title, MXrider, which immerses
players in the most extreme sport around.  With a large selection of game
modes, easy pick-up-and-play controls and the craziest tricks and combos on
two wheels, MXrider enables Federation Internationale de Motocyclisme
(International Motocross League) Supercross racers to face off in five unique
contests.  Players can experience the excitement of off-roading on two wheels
with all three motorbike sports (Motorcross, Supercross and Freestyle) and on
29 tracks, including official Motorcross tracks set in real world locations,
specially designed Supercross tracks, and fantasy Freestyle arenas.  MXrider
will be available in mid-November at most major retail stores.

Officially licensed by NASCAR, NASCAR Heat 2002 allows players to choose
between Beat the Heat, Race the Pro, Head-to-Head, Championship and Single
Race modes in one of the most intense racing games that has ever been brought
to a gaming console.  Single Race and Championship modes put gamers in the
seat of powerful stock cars as they try to best the stars of NASCAR on just
one track or the tracks of the 2001 NASCAR Winston Cup Season.  More than 36
Beat the Heat racing scenarios, introduced by drivers like Jeff Gordon, give
players the feeling of a one-on-one experience with the heroes of NASCAR as
they are dropped into the most intense moments in NASCAR competition; asking
them to make split-second decisions and develop the same skills required by
real NASCAR drivers.  Geared to the console gamer and adjustable to
individual skill levels, NASCAR Heat 2002 makes every race fun, competitive
action for the whole family.  NASCAR Heat 2002 is currently available at most
major retail stores for a suggested retail price of $49.99.

Test Drive Off-Road -- Wide Open is the newest installment in the Test Drive
Off-Road series.  The game features advanced technology enabling "go
anywhere" environments, 15 licensed off-road vehicles and 30 wide-open tracks
in three untamed landscape locations.  Moab, Utah, Yosemite, Calif. and the
Big Island of Hawaii set the stage for players to freely explore these
real-world locations by choosing the path that is best suited to their truck
while attempting to complete the course in the fastest time possible.  Test
Drive Off-Road - Wide Open is currently available at most major retail stores
for a suggested retail price of $49.99.

Le Mans 24 Hours delivers the ultimate 24-hour endurance racing with new
teams, tracks and gameplay mechanics.  Highlights include real-world racing
teams from the 2000 Le Mans race, fully animated pit crews and drivers, a new
track from the U.S. Le Mans racing series, and advanced artificial
intelligence.  Le Mans 24 Hours boasts five challenging game styles, 12
real-world tracks and more than 70 licensed vehicles.  Le Mans 24 Hours is
the only officially licensed game of the 24 Heures du Mans.  Le Mans 24 Hours
is currently available at most major retail stores for a suggested retail
price of $49.95.

Infogrames' four new PSOne titles include:  Backyard Soccer, the first title
of the Backyard Sports franchise to appear on a console system, shipped to
most major retail stores this week with a suggested retail price of $19.99;
Men In Black: The Series - Crashdown, an action-adventure game based on the
enormously popular animated television series, which will be available in
mid-November; Nicktoons Racing, wild, high-speed racing action with all of
the favorite Nicktoons characters, currently available at most major retail
stores for a suggested retail price of $29.99; and Looney Tunes Sheep Raider,
the classic sheep-stealing cartoon comes  to life with Ralph Wolf, Sam
Sheepdog and many other favorite Looney Tunes characters which recently
shipped to most major retail stores at a suggested retail price of $19.99.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S.  The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems.  Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley- Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published in the U.S.
by Infogrames, Inc. For more information, visit the Company's Web site at
www.us.infogrames.com

#    #    #


PSOne, PlayStation2 and the PSOne and PlayStation2 logos are registered
trademarks of Sony Computer Entertainment Inc.

NASCAR is a registered trademark of the National Association of Stock Car
Auto Racing, Inc.

LOONEY TUNES, characters, names and all related indicia are trademarks of
Warner Bros. (c) 2001.

(C)2001 VIACOM INTERNATIONAL INC.  All Rights Reserved
Nickelodeon, Rugrats, The Wild Thornberrys, CatDog, SpongeBob SquarePants,
Hey Arnold!, Ren & Stimpy, Aaahh!!! Real Monsters and The Angry Beavers and
all related characters, titles and logos are trademarks of Viacom
International Inc.   Rugrats, The Wild Thornberrys and Aaahh!!! Real Monsters
created by Klasky Csupo, Inc. CatDog created by Peter Hannan. SpongeBob
SquarePants created by Stephen Hillenburg. Hey Arnold! created by Craig
Bartlett. The Angry Beavers created by Mitch Schauer.
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THE NEWEST TERMINATOR GAME TO PREMIERE ON XBOX, PLAYSTATION 2 THIS SUMMER
Infogrames' Terminator: Dawn of Fate Challenges Gamers To Defend The Future
Of The Human Race

LOS ANGELES - Jan. 23, 2001 - Do you have what it takes to save humanity?
Infogrames, Inc. (Nasdaq: IFGM), a leading global publisher of interactive
entertainment software, challenges gamers to defend the future this summer in
Terminator: Dawn of Fate. Currently in development for the Xbox video game
system from Microsoft and the PlayStation 2 computer entertainment system,
Terminator: Dawn of Fate is the game that answers the question of what
happened before the hugely popular Terminator movies.

"Terminator: Dawn of Fate packs the same frenetic action and over-the-top
battle sequences that made the blockbuster movies one of the most popular
franchises of all time," said Laddie Ervin, director of marketing for
Infogrames, Inc.'s Los Angeles label. "Since Terminator: Dawn of Fate takes
place before the first Terminator movie, we've developed new elements for the
Terminator universe, including all new Skynet Hunter/Killer (HK) machines,
characters and storylines that would have existed before the first movie
began. I strongly urge all Xbox and Playstation 2 gamers to sharpen their
skillsOthey're in for more no-holds-barred, metal stomping cyborg warfare
than they've ever experienced in a video game before."

In James Cameron's original Terminator movie (released in 1984), humanity
dangles on the brink of extinction as ragged bands of humans struggle for
their lives against the mechanized technological giant, Skynet. The year is
2029 and humanity's last and best chance for survival rests in the hands of
Tech Com, a group of hard-hitting resistance fighters led by John Connor.

Terminator: Dawn of Fate thrusts gamers into the events leading up to 2029.
Set in 2027 against the vivid backdrop of a post-apocalyptic Earth, players
must battle Terminators and other sinister HKs across bleak, war-torn urban
battlefields, hi-tech R&D labs and heavy machine factories. By defeating
Skynet's ferocious mercenaries and completing their missions, gamers will
ultimately arrive where the first movie beganOsending Kyle Reese back in time
to stop the Terminator and protect Sarah Connor (John Connor's mother) and
the fate of all humanity.

Players will face off against their robotic foes as three unique playable
characters, including Kyle ReeseOthe hero of the first Terminator movieOa
hardened soldier and unknowing father to John Connor; Catherine Luna, a
special operations officer; and a third, highly secretive character. Each
character is equipped with distinct strengths, combat style and signature
weapons that come into play during the game.

More than 20 high-energy weapons are at the player's disposal for mowing down
Terminators and other SkyNet HKs, including rocket launchers, shock batons
and explosive devices. Additionally, highly intuitive artificial intelligence
(AI) fighters will join the cause, lending their lives to assist in
destroying Skynet. Terminator: Dawn of Fate also features a revolutionary
dynamic camera system that allows the player to locate and target an enemy
clearly and instinctively with its dedicated combat cam mode.

Featuring twelve massive levels of cyborg-blasting mayhem and highly
interactive environments, players will be immersed in a richly detailed
futuristic universe, that reflects the original vision for the Terminator
movies. Developed by Paradigm Entertainment, creators of the highly regarded
Spy Hunter, Terminator: Dawn of Fate will make its debut on Xbox and
PlayStation 2 in Summer 2002.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization, Deer Hunter, Driver,
RollerCoaster Tycoon, Test Drive, and Unreal, and key licenses including
Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's Clues, Dragon Ball
Z, Mission Impossible, Harley-Davidson, Major League Baseball, and the
National Football League, among many others. The Company's Humongous
Entertainment and MacSoft labels are leaders in children's entertainment
software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published and
distributed in the U.S. by Infogrames, Inc. For more information, visit the
Company's Web site at www.infogrames.com.

###
About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful games experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America at the estimated retail price of $299.99.*
* Actual retail prices may vary.
# # #

Xbox is a trademark of Microsoft Corp. in the United States and/or other
countries.
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INFOGRAMES TO ACQUIRE SHINY ENTERTAINMENT AND EXCLUSIVE LICENSE TO 'THE
MATRIX' INTERACTIVE GAMES

Transaction Brings Highly Coveted 'THE MATRIX' Franchise and State-of-the-Art
Development Studio Under Infogrames Banner

New York, New York, April 25, 2002 -- Infogrames, Inc. (Nasdaq: IFGM), a
leading publisher of interactive entertainment software, today announced that
it has signed a Purchase Agreement to acquire Shiny Entertainment, Inc. from
Interplay Entertainment Corp. (Nasdaq: IPLY). Through this acquisition,
Infogrames will have exclusive worldwide rights to develop and publish
interactive games based on sequels to the highly acclaimed, Academy
Award-winning action thriller, 'THE MATRIX.' The games will be based on the
upcoming sequels, 'THE MATRIX RELOADED' and 'THE MATRIX REVOLUTIONS' from
Warner Bros. Pictures. The transaction is expected to close within one week,
following satisfaction of various closing conditions, which include the
execution of other ancillary agreements with various third parties.

Under the terms of the agreement, Infogrames will acquire the full
development operations of Shiny Entertainment and will have exclusive rights
to the 'THE MATRIX' sequel games for all major existing platforms, and their
successors and replacements; the patent for Shiny's Advanced Tessellation
Technology; and exclusive rights to other tools and assets associated with
the development of 'THE MATRIX' games, for a purchase price of approximately
$47 million (subject to certain adjustments), in a combination of cash and a
promissory note. As part of the transaction, David Perry, founder and
President of Shiny Entertainment, has signed a long-term employment agreement
with Infogrames to remain as President of Shiny. Under Mr. PerryoP*s
leadership, Shiny's development team, which now joins Infogrames, created
award-winning titles such as Earthworm Jim, MDK and Sacrifice, which are
published by Interplay. Larry Wachowski and Andy Wachowksi, the creators,
writers and directors of THE MATRIX franchise, have worked closely with Mr.
Perry and the Shiny team on the development of the games.

'To add Shiny and 'THE MATRIX' franchise to our portfolio is a tremendous
coup for Infogrames,' said Bruno Bonnell, Chairman and CEO of Infogrames,
Inc. 'Shiny's outstanding development team has a proven track record for
creating innovative games that push the envelope, making the studio a
wonderful addition to our growing in-house development team, and underscoring
our commitment to assembling the best talent in the industry under the
Infogrames banner.'

Shiny Entertainment will join Infogrames, Inc.'s internal development
operations, which currently include: Reflections Interactive (Stuntman,
Driver, Driver 2); Legend Entertainment (Unreal, Unreal Episode 2); Humongous
Entertainment (Backyard Sports); and studio teams in Los Angeles, CA;
Beverly, MA; and Minneapolis, MN. In addition, on behalf of its parent
company, Infogrames Entertainment SA, the Company manages Paradigm
Entertainment (Terminator, Mission: Impossible II), and a studio in Hunt
Valley, MD, and represents Eden Studio (V-Rally franchise) and Melbourne
House (Men in Black II, Formula One) in the U.S.

Warner Bros., the studio producing and releasing THE MATRIX films and the
licensor for THE MATRIX game rights, has approved the acquisition and
transfer of the license to Infogrames. The first game Infogrames will release
will be 'THE MATRIX RELOADED,' the sequel to the original blockbuster THE
MATRIX. Currently, the game is scheduled for release in May 2003 in
conjunction with the theatrical release of 'THE MATRIX RELOADED' motion
picture.

'The revenue potential for THE MATRIX on multiple platforms is tremendous,
making THE MATRIX RELOADED a premier title in our line-up for Fiscal 2003,'
said Mr. Bonnell. 'THE MATRIX is one of the most desirable franchises within
this industry. Its popularity and cult status are undeniable, and its movie
fan base encompasses the quintessential gaming audience.'

Mr. Bonnell continued, 'Working closely with David's team at Shiny, we expect
to release the game around the world next May, backed by the full force of
our marketing, advertising and retail operations.'

'Infogrames has a legacy of attracting the best development teams in the
business and they've built a reputation for being extremely supportive of
creative talent,' said David Perry, President of Shiny Entertainment. Mr.
Perry continued, 'We are thrilled to be joining the Infogrames family, which
clearly shares our enthusiasm for and belief in THE MATRIX franchise.'

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization(R), Backyard SportsTM,
Deer Hunter(R), DriverTM, RollerCoaster Tycoon(R), Test Drive(R), and
Unreal(R), and key licenses including SurvivorTM, Warner Bros.. Looney
TunesTM, Nickelodeon's Blue's Clues(R), Dragon Ball Z(R), Mission
Impossible(R), Harley-Davidson(R), Major League Baseball(R), and the National
Football League(R), among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy(R), TONKA,
and Atari(R), which are published and distributed in the U.S. by Infogrames,
Inc. For more information, visit the Company's Web site at
www.infogrames.com.

SAFE HARBOR STATEMENT
Certain statements contained in this release are forward-looking statements
(rather than historical facts) that are subject to risks and uncertainties
that could cause actual results to differ materially from those described.
With respect to such forward-looking statements, the company seeks the
protection afforded by the Private Securities Litigation Reform Act of 1995
and other enabling legislation. Statements contained herein with regard to
the company's business outlook and prospective operating and financial
results are based upon management's expectations regarding various factors,
which may be beyond the companyoP*s control. This statement is not intended
to identify each and every risk and uncertainty inherent in the company's
business, and should be read in conjunction with the companyoP*s cautionary
statements contained in its most recent filings with U.S. and foreign
regulatory authorities. Any forward-looking statement speaks only as of the
date on which such statement is made, and Infogrames, Inc. undertakes no
obligation to update any such statement to reflect new information, the
occurrence of future events or circumstances or otherwise. A number of
important factors could cause actual results to differ materially from those
indicated by the forward-looking statements, such as but not limited to a
delay in the release of the games in question and/or the performance of
competitive product in the marketplace. The Purchase Agreement referred to in
this release contains certain conditions which, if not satisfied prior to
closing, may cause the termination of the Purchase Agreement.

# # #
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V-RALLY 3 SCREECHES ONTO PLAYSTATION 2 AND GAME BOY ADVANCE THIS SUMMER

LOS ANGELES - May 10, 2002 - The weather forecast predicts a mud-spattered
summer for PlayStation 2 computer entertainment system and Game Boy Advance
owners as Infogrames, Inc. (Nasdaq: IFGM) returns the hugely successful
V-Rally brand to the digital mud tracks with V-Rally 3. Falling under the
newly reinvented Atari brand and with more than four million units in the
series sold to date, V-Rally 3 is a triumphant comeback for one of the most
realistic rally games ever made and promises to be the definitive rally racer
on PlayStation 2 and Game Boy Advance.

"V-Rally 3 brings all the tire-spinning realism of rally racing into players'
living rooms with an incredible range of tracks, fully detailed cars and a
powerful game engine allowing for stunning graphics," said Jean-Philippe
Agati, senior vice president and head of Infogrames, Inc.'s Los Angeles
studio. "With up to 16,000 polygons per car and more than half a million
polygons per track, V-Rally 3 for PlayStation 2 is pushing technology to the
limit to blow the doors off the competition." Additionally, the Game Boy
Advance version will give players-on-the-go a 3D rally racing experience with
fluid animations and gameplay similar to games previously seen on the
original PlayStation.

The PlayStation 2 game boasts a wide variety of racing experiences with
enhanced interactivity that features realistic car physics and authentic WRC
and S1600 car noises that validate V-Rally 3's claim to the PlayStation 2
rally racing crown. Destructible track elements, high-resolution cockpits and
all the progressive damage that gamers would expect from driving high-speed
through hostile landscapes, make V-Rally 3 the genre-defining experience that
mud-slinging racers have been hungering for since the last incarnation of the
franchise.

V-Rally 3 for Game Boy Advance utilizes a brand new 3D engine, allowing the
display of several hundred polygons in 256 colors. In addition, the engine
uses more than a hundred textures and runs at 20 images per second for fluid
animations. V-Rally 3 includes two multiplayer modes for ultimate two-player
Game Boy Advance fun.

The original V-Rally game, developed by Infogrames' Eden Studios, the French
software team known for their mastery of racing games, debuted on PlayStation
in 1997. The game soon became one of the system's benchmark racers and set
the standard for racing graphics and great playability, which exploded onto
virtually every major platform. While Eden Studios is bringing their
development expertise to V-Rally 3 for PlayStation 2, V-Rally 3 for Game Boy
Advance is in development by Infogrames' internal studio in France. Both
games will feature licensed cars and loads of tracks and will be distributed
by Infogrames, Inc. to most major retail stores this summer.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization , Backyard Sports,
Deer Hunter , Driver, RollerCoaster Tycoon , and Test Drive , and key
licenses including Warner Bros. Looney Tunes, Nickelodeon's Blue's Clues ,
Dragon Ball Z, Mission Impossible , Terminator , Harley-Davidson , Major
League Baseball , and the National Football League , among many others. The
Company's Humongous Entertainment and MacSoft labels are leaders in
children's and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy , TONKA, and
Atari , which are published and distributed in the U.S. by Infogrames, Inc.
For more information, visit the Company's Web site at www.infogrames.com.
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REAL-TIME STRATEGY GAMERS TO BE TOTALLY ANNIHILATED

New York, New York, May 16, 2002 - Infogrames, a global publisher of
interactive games, today announced that it has entered into a licensing deal
with Korea-based Phantagram Interactive Inc. involving Infogrames' Total
Annihilation franchise.

Under the terms of the deal, Infogrames has licensed to Phantagram the name,
logo and code for the U.S. version of Total Annihilation for the purpose of
developing a new Total Annihilation title for the PC. Infogrames will
continue to work closely with Phantagram to achieve the highest quality title
possible. The license for the new game, which will be co-branded
Infogrames/Phantagram, will be distributed globally by Infogrames, except for
Korea and Japan, which will be exclusively handled by Phantagram.

The agreement also grants Phantagram the first option to develop an
additional Total Annihilation game for the PC, as well as a version for
next-generation consoles. The deal was structured by Infogrames Studio Asia
and Phantagram.

The license deal between Infogrames and Phantagram signals a significant step
in support for Asian developers by Infogrames. The caliber of the Total
Annihilation series reflects the growing talent and abilities in Asian games
development, and its recognition globally. Real-time strategy gamers have
been eagerly anticipating the next Total Annihilation game, which promises to
push real-time strategy (RTS) gaming to new levels under Phantagram's
direction.

'Total Annihilation is a wonderful franchise and we're delighted that a new
audience of gamers will have access to it through the Infogrames/Phantagram
title,' said Adam Lancman, Managing Director and CEO of Infogrames Studio
Asia. 'As one of the leading publishers and distributors of interactive games
in Korea, Phantagram is the ideal partner with which to extend this
franchise.'

'With our expertise and know-how in the development of RTS, combined with our
intimate relationship with Infogrames, the new Total Annihilation promises to
be one of the most innovative and futuristic strategy games ever,' said
Sangyoon Lee, CEO of Phantagram Interactive.

Total Annihilation, a real-time strategy game, was originally published for
the PC in 1997 by GT Interactive, which was later acquired by Infogrames.
Total Annihilation rocked the real-time strategy gaming world when released,
earning 'Game of the Year' from GameSpot and readers of PC Gamer magazine
voting it 'Best Real-Time Strategy Game'. Since its release, more than 1.5
million copies of the game have been sold worldwide.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization, Backyard Sports, Deer
Hunter, Driver, RollerCoaster Tycoon, and Test Drive, and key licenses
including Warner Bros. Looney Tunes, Nickelodeon's Blue's Clues, Dragon Ball
Z, Mission Impossible, Terminator, Harley-Davidson, Major League Baseball,
and the National Football League, among many others. The Company's Humongous
Entertainment and MacSoft labels are leaders in children's and Macintosh
entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy, TONKA, and
Atari, which are published and distributed in the U.S. by Infogrames, Inc.
For more information, visit the Company's Web site at www.infogrames.com.

About Phantagram
Established in 2001
'Kingdom Under Fire' for PC (2001)

Phantagram Interactive, as a rising international publisher and distributor
of electronic entertainment software stationed in Korea, aims to combine the
best game development and publication, global marketing, and comprehensive
media mixing business to reach out to the global electronic entertainment
industry. Phantagram's first international title, Kingdom Under Fire, was
fully localized in 13 different languages and became a huge success in over
30 countries.

For more information, visit the company's web site at
www.phantagraminteractive.com
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INFOGRAMES' ENTER THE MATRIX GOES CROSS-PLATFORM AT LAUNCH

Exclusive Showing of First Official Film Trailer for THE MATRIX RELOADED and
THE MATRIX REVOLUTIONS At E3

LOS ANGELES - May 20, 2002 - Infogrames, Inc. (Nasdaq: IFGM), a leading
global publisher of interactive entertainment software, announces that its
highly anticipated video game, Enter The Matrix, developed in conjunction
with the upcoming sequel to the critically acclaimed Academy Award-winning
action thriller THE MATRIX, will be created for all next-generation
platforms, including the PlayStation 2 computer entertainment system, the
XboxO video game system from Microsoft, the Nintendo GameCube and the
personal computer.

Developed by Infogrames' Shiny Entertainment, Enter The Matrix, is currently
scheduled to be released simultaneously on all platforms in conjunction with
the theatrical release of THE MATRIX RELOADED from Warner Bros. Pictures in
May 2003.

To kick off the game, Infogrames will show the first official movie trailer
for the highly anticipated sequels, THE MATRIX RELOADED and THE MATRIX
REVOLUTIONS, in the Company's booth (South Hall #924) at the Electronic
Entertainment Expo (E3) May 22 -24, 2002 in Los Angeles.

"THE MATRIX redefined the action genre for the film industry and movie
audiences, and the never-before-seen gameplay and technology behind Enter The
Matrix will redefine next-generation video games," said Bruno Bonnell,
Chairman and CEO of Infogrames. "There has been extensive creative crossover
that has taken place in the development of the film and the game. Warner
Bros., Joel Silver, the film's producer, and Larry and Andy Wachowski, the
film's writers, creators, and directors, have clearly shown their
appreciation for the connection between the interactive world and THE MATRIX
audiences. We are thrilled to unite the two with the screening in our E3
booth of the first official trailer for THE MATRIX RELOADED and THE MATRIX
REVOLUTIONS."

The trailer for THE MATRIX RELOADED and THE MATRIX REVOLUTIONS will play in
the Infogrames E3 booth (#924) in Los Angeles, Calif. at 12:30pm and 4:00pm
on May 22nd; 11:30am, 2:45pm , and 5:15pm on May 23rd; and 11:30am and 2:45pm
on May 24th.

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization, Backyard Sports, Deer Hunter, Driver, RollerCoaster Tycoon, and
Test Drive, and key licenses including Warner Bros. Looney Tunes,
Nickelodeon's Blue's Clues, Dragon Ball Z, Unreal, Mission Impossible,
Terminator, Harley-Davidson, Major League Baseball, and the National Football
League, among many others. The Company's Humongous Entertainment and MacSoft
labels are leaders in children's and Macintosh entertainment software,
respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy, TONKA, and
Atari, which are published and distributed in the U.S. by Infogrames, Inc.
For more information, visit the Company's Web site at www.infogrames.com.
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TDK MEDIACTIVE AND INFOGRAMES
ANNOUNCE LICENSING ALLIANCE

TDK Mediactive to Bring TONKA Brand to Nintendo Platforms

CALABASAS, Calif. - May 20, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
it has added the TONKA brand from Hasbro, Inc. to its strong stable of
licensed properties. The company has gained exclusive rights to develop and
publish interactive games using the TONKA MONSTER TRUCKS and TONKA SEARCH AND
RESCUE license for Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color video game and handheld systems. TDK Mediactive will produce these
titles under a sub-licensing agreement with Infogrames, Inc. (Nasdaq: IFGM),
the master licensor and publisher of CD-ROM games based upon Hasbro's
intellectual property.

"Content is king in the video game marketplace and we are excited to be
working with a company with such great intellectual content," said Vincent
Bitetti, chief executive officer, TDK Mediactive. "The TONKA brand is a
proven toy line and interactive property, having sold millions of copies on
PC CD-ROM since inception. We believe TONKA is a perfect property for the
Nintendo hardware platform and are excited to begin what we believe will be a
mutually beneficial, strategic business relationship with Infogrames."

"We are pleased to be working with TDK on licensing initiatives for specific
video game platforms," said Jon Leach, vice president of licensing,
Infogrames, Inc. "Infogrames is committed to maximizing our licensed
properties and will continue to publish titles internally, as well as with
select publishing partners who share the passion and commitment to our
brands.''

TDK Mediactive is scheduled to ship the TONKA CONSTRUCTION SITE game for Game
Boy Color in late May, 2002 and expects to ship Nintendo GameCube and Game
Boy Advance titles in 2003.

About the TONKA Brand
Founded in 1947, Hasbro Inc.'s TONKA brand is the leading preschool vehicle
brand and a name that is synonymous with toughness, durability and fun. Last
year, TONKA trucks were just one of two new inductees into the National Toy
Hall of Fame(R) in Salem, Oregon. TONKA is a trademark of Hasbro and is used
with permission. (C) 2002 Hasbro. All Rights Reserved.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization, Backyard Sports, Deer Hunter", Driver', RollerCoaster Tycoon",
and Test Drive", and key licenses including Warner Bros. Looney Tunes',
Nickelodeon's Blue's Clues, Dragon Ball Z", Unreal, Mission Impossible",
Terminator, Harley-Davidson", Major League Baseball", and the National
Football League", among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy,
TONKA, and Atari, which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and the Game
Boy(R) Color systems. The Company also publishes titles for personal
computers via a co-publishing agreement with Activision Value, a subsidiary
of Activision, Inc. The company's games are based on licensed and original
content derived from major motion pictures, video franchises, popular
literature and popular culture. TDK Mediactive has exclusive technology and
content licenses with Sony Computer Entertainment America Inc., Microsoft
Corporation, Nintendo of America Inc., DreamWorks SKG, Vivendi Universal
Studios, Mattel, Inc., Classic Media, R & S Trading, BKN International, DC
Comics, Hallmark Entertainment Distribution LLC, BDSP Inc., The Jim Henson
Company, General Motors Corporation and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.
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GRAPHICALLY-STUNNING BATTLE ENGINE AQUILA COMES TO XBOX AND PLAYSTATION 2
THIS WINTER

First-Person Action Game Allows Players To Control The Future Of The Planet

LOS ANGELES - May 20, 2002 - Infogrames, Inc. (Nasdaq: IFGM), a leading
global publisher of interactive entertainment software, is blasting Battle
Engine Aquila, an intense first-person mech-combat game, onto the XboxO video
game system from Microsoft and the Sony PlayStationAE2 computer entertainment
system this winter. Towering over photo-realistic battlefields, players will
control a cutting-edge prototype tank - the Battle Engine Aquila, the
single-most powerful unit on the battlefield - to lead their nation to
victory.

"Players will be immersed in a series of exhilarating and frenetic missions
as they take part in an epic saga that sweeps across a ravaged globe," said
Jean-Philippe Agati, senior vice president and head of Infogrames, Inc.is Los
Angeles studio. "Battle Engine Aquila gives gamers direct control of the
ultimate weapon in a planet-wide shoot-out to create the most intense arcade
experience available on consoles."

In the world of Battle Engine Aquila, a sudden climatic change brought on by
centuries of atmospheric pollution reduces the continents of the earth to a
series of small islands, triggering a global crisis. Dramatic betrayal
propels an adolescent misfit into a heroic battle for survival. With land at
a premium, tensions have built between the surviving nations, as each tries
to stake claim to the precious dry land.

To navigate in the world, players take on the role of Hawk Aquila, pilot of
the fearsome Battle Engine, a fully-armored tank with the ability to fly and
coast over land. With the aid of the worldis most powerful battlefield
weapon, Hawkis encounters takes place in a vast warzone, with combat raging
between two feuding sidesOthe Forseti and the Muspell. With thousands of
units engaged in continuous confrontation, ranging from infantry to tanks,
planes, battleships and artillery, Hawk must navigate the Battle Engine
Aquila through the air, over ground and across the water in a campaign to
swing the momentum of the struggle to his side.

Under development by Lost Toys, Battle Engine Aquila will feature a
multiplayer split-screen mode and will make its debut on Xbox and PlayStation
2 this winter.

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful games experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America, Japan, Europe and Australia.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogramesi
catalogue of more than 1,000 titles includes award-winning franchises such as
CivilizationAE, Backyard SportsO, Deer HunterAE, DriverO, RollerCoaster
TycoonAE, and Test DriveAE, and key licenses including Warner Bros. Looney
TunesO, Nickelodeonis Blueis CluesAE, Dragon Ball ZAE, UnrealAE, Mission
ImpossibleAE, TerminatorAE, Harley-DavidsonAE, Major League BaseballAE, and
the National Football LeagueAE, among many others. The Companyis Humongous
Entertainment and MacSoft labels are leaders in childrenis and Macintosh
entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, JeopardyAE, TONKA,
and AtariAE, which are published and distributed in the U.S. by Infogrames,
Inc. For more information, visit the Companyis Web site at
www.infogrames.com.

Xbox is a trademark of Microsoft Corp. in the United States and/or other
countries.
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INFOGRAMES POSTS STRONG CONSOLE SHOWING AT RETAIL

New York, New York, June 6, 2002 - Infogrames, Inc.'s (Nasdaq: IFGM) most
recent releases for video game consoles are flying off retail shelves, with
demand even outpacing supply in some cases, the Company has announced.

Infogrames' Dragon Ball Z(r): Legacy of Goku(r) for Nintendo's Game Boy(r)
Advance has sold through its initial shipment of 300,000 units in just three
weeks in the stores, with orders for more than another 250,000 units having
already been placed. Currently ranked the #1 Game Boy(r) Advance title at all
leading retailers of video game software in the U.S. and Canada, Dragon Ball
Z(r): Legacy of Goku is also Infogrames' best-selling Nintendo title of
all-time.

The Company's Dragon Ball Z(r): Collectible Card Game, also for the Game
Boy(r) Advance, has sold more than 50,000 units since shipping to retailers
late last week, putting the title alongside Legacy of Goku(r) at the top of
the Game Boy(r) Advance charts for the week.

Test Drive(r), Infogrames' latest release for Sony's PlayStation(r)2 computer
entertainment system, has burned through more than 30% of its initial
shipment of 250,000 units in just four days in stores. Cited as "one of the
best-looking PS2 racers" by PlayStation Magazine and "the best in the series
so far" by IGN PS2, Test Drive(r) is well on its way to claiming a top slot
in the PS2 sales rankings.

Through the end of June, Infogrames will add to its console line-up with the
release of several more titles for the PlayStation(r)2, including:
Stuntman(tm), and Men In Black(tm) 2: Alien Escape; as well as several more
titles for the Xbox(tm) video game system from Microsoft, including Test
Drive(r) and Splashdown(tm).

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(r), Backyard Sports(tm), Deer Hunter(r), Driver(tm),
RollerCoaster Tycoon(r), and Test Drive(tm), and key licenses including
Warner Bros. The Matrix(r), Warner Bros. Looney Tunes(tm), Nickelodeon's
Blue's Clues(r), Dragon Ball Z(r), Unreal(r), Mission Impossible(r),
Terminator(r), Harley-Davidson(r), Major League Baseball(r), and the National
Football League(r), among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(r),
TONKA, and Atari(r), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.
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INFOGRAMES' DOMINATES GAME BOY ADVANCE SALES DURING MAY 2002

New York, New York, June 18, 2002 - The video game sales results are in for
May 2002, and Dragon Ball Z: Legacy of Goku from Infogrames, Inc. (Nasdaq:
IFGM) was far and away the #1 title for Game Boy Advance (GBA) during the
period, according to NPDFunworld TRSTS Video Games Services. Dragon Ball Z:
Legacy of Goku accounted for 19.1% of all GBA software dollars spent during
May, or 18.5% of all GBA software units sold, crushing the nearest
competitors which accounted for less than 7.5% in each category.

The explosive performance of Dragon Ball Z: Legacy of Goku also catapulted
the game to the #2 slot among the Top 100 Selling Video Games for May 2002,
and the #28 slot for the year to date, according to NPDFunworld. When
combined with the strong sales of Infogrames' Dragon Ball Z: Collectible Card
Game, which debuted in late May, the Dragon Ball Z franchise earned
Infogrames the #1 rank among all GBA publishers for May 2002.

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(r), Backyard Sports(tm), Deer Hunter(r), Driver(tm),
RollerCoaster Tycoon(r), and Test Drive(tm), and key licenses including
Warner Bros. The Matrix(r), Warner Bros. Looney Tunes(tm), Nickelodeon's
Blue's Clues(r), Dragon Ball Z(r), Unreal(r), Mission Impossible(r),
Terminator(r), Harley-Davidson(r), Major League Baseball(r), and the National
Football League(r), among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(r),
TONKA, and Atari(r), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.
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INFOGRAMES CLOSES OUT FISCAL YEAR WITH RELEASE OF MAJOR TITLES ACROSS ALL
PLATFORMS

New York, New York, June 27, 2002 - With the June 30th close of its fiscal
year approaching, Infogrames, Inc. (Nasdaq: IFGM) has unleashed a slate of
titles that includes some of the yearis most hotly anticipated games.

On June 25th, Infogrames shipped 825,000 units of Stuntman, the latest
action/driving game from the Companyis own Reflections Interactive, the
developers behind the hugely successful Driver franchise. Released for Sonyis
PlayStation(r)2 computer entertainment system, Stuntman has been described as
"unique, powerful and mesmerizing" by Game Informer, which also declared, "We
need more games like this."

Infogrames also shipped Splashdown for the Xbox(tm) video game system from
Microsoft on June 25th, and on June 28th will ship Men In Black(tm) II: Alien
Escape for the PlayStation 2 to correspond with the release of Men In Black
II, the motion picture, over the upcoming holiday weekend.

Earlier in the month, Infogrames released Neverwinter Nights for the PC,
shipping 500,000 units in North America, with an additional 500,000 shipped
to other territories around the world. Since hitting retail store shelves on
June 18th, Neverwinter Nights has already sold through 125,000 units, has
generated reorders for an additional 100,000 units to date, and has been the
#1 Best Seller at retailers across the U.S. June also saw the release of
Infogramesi Test Drive for the Xbox; Stuart Little 2 for the PC; Backyard
Baseball 2003 for the PC and Macintosh; and Nicktoons Racing for Nintendois
Game Boy(r) Advance (GBA).

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogramesi
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(r), Backyard Sports(tm), Deer Hunter(r), Driver(r),
RollerCoaster Tycoon(r), and Test Drive(r), and key licenses including Warner
Bros. The Matrix(r), Warner Bros. Looney Tunes(tm), Nickelodeonis Blueis
Clues(r), Dragon Ball Z(r), Unreal(r), Mission Impossible(r), Terminator(r),
Harley-Davidson(r), Major League Baseball(r), and the National Football
League(r), among many others. The Companyis Humongous Entertainment and
MacSoft labels are leaders in childrenis and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(r),
TONKA, and Atari(r), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Companyis Web site at
www.infogrames.com.
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FOR IMMEDIATE RELEASE

INFOGRAMES SECURES EXCLUSIVE WORLDWIDE CONSOLE AND PC VIDEO GAME RIGHTS TO
C-2 PICTURES AND INTERMEDIA'S TERMINATOR 3: RISE OF THE MACHINES
Company To Develop Games Based on Upcoming Summer Event Film

LOS ANGELES - July 3, 2002 - In a move that strengthens its already robust
Hollywood-based video game lineup, Infogrames, Inc. (Nasdaq: IFGM), a leading
global publisher of interactive entertainment software, has signed a deal
with C-2 Pictures and Intermedia to develop and distribute video games based
on the highly-anticipated Terminator 3: Rise of the Machines motion picture.

Through the agreement, Infogrames has secured the exclusive interactive
rights for video games based on Terminator 3: Rise of the Machines for all
home video game consoles and the personal computer. Terminator 3: Rise of the
Machines is expected to be one of the most popular movies of all time.
Subject to certain conditions, Infogrames also secured the exclusive first
option for interactive rights to any Terminator 4 film through the deal.

"There's no bigger action hero than The Terminator and our games will live up
to the legend," said Bruno Bonnell, Chairman and CEO of Infogrames. "Video
games and the motion pictures, the most popular forms of entertainment
worldwide, are more closely connected than ever before and we are thrilled to
be adding this enormously successful franchise to our growing Hollywood line
up."

The first game based on the Terminator 3: Rise of the Machines property is
currently expected to hit shelves in 2003, coinciding with the release of the
major summer event film. Infogrames is also currently developing another
title, Terminator: Dawn of Fate, for the Playstation(R)2 computer
entertainment system and the Xbox(TM) video game system, that is based on the
original film, The Terminator. Terminator: Dawn of Fate is scheduled for
release later this year.

Eurosoft 1, LLC, led by Mark Dyne, acted as exclusive advisors for C-2 and
Intermedia in negotiating and structuring of the transaction. The team
included Tobin Armbrust, Linda Benjamin and Noel Lohr of Intermedia, Sam
Falconello and Alex Rabb of C-2, and Pamela Colburn and Dominic Ianno at
Eurosoft.

About C-2 Pictures
C-2 Pictures is the Santa Monica-based filmed entertainment company founded
and headed by former Carolco Pictures principals Mario Kassar and Andrew
Vajna. Their producing credits, which have spanned over two decades and
yielded well over three billion dollars in worldwide box office, include the
Rambo series, Total Recall, the original Basic Instinct, Terminator 2:
Judgment Day, Die Hard With a Vengeance, Cliffhanger, Stargate and Evita, as
well as I Spy, currently in post production.

About Intermedia
Intermedia is a diversified entertainment company that develops, funds and
distributes movies worldwide. Upcoming projects include Spike Jonze's
Adaptation, starring Nicolas Cage and Meryl Streep; Kathryn Bigelow's K-19:
The Widowmaker, starring Harrison Ford and Liam Neeson; and Jonathan Mostow's
T3: Rise of the Machines, starring Arnold Schwarzenegger and Nick Stahl. In
addition, the company has strategic alliances with many leading production
companies, including Barry Levinson and Paula Weinstein's Baltimore Spring
Creek Productions; Reese Witherspoon's Type A Films; Nicolas Cage's Saturn
Films and Sydney Pollack and Anthony Minghella's Mirage Enterprises.

About Eurosoft 1, LLC
Eurosoft 1, LLC is part of the Eurocapital Advisory Group, a merchant bank
and advisory firm that provides advisory, financial, investment and
consultancy support to the motion picture and video games industries. Its
principals are made up of seasoned executives from the video games,
entertainment and banking industries.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #
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Message 20         Wed Jul 17, 2002
KGAGNE [Ken]                 at 10:10 PDT

INFOGRAMES ANNOUNCES DRIVER 3 FOR XBOX, PS2, NINTENDO GAMECUBE AND PC
The Wheelman Returns in Follow-up to Top-Selling PlayStation Series

LOS ANGELES - July 17, 2002 - Infogrames, Inc. (Nasdaq: IFGM), a leading
global publisher of interactive entertainment software, is creating a third
installment in the smash hit Driver(TM) series, currently titled Driver 3,
for the Xbox(TM) video game system by Microsoft, the PlayStation(R)2 computer
entertainment system, the Nintendo GameCube(TM) and personal computer. The
game is being developed by Infogramesi own Reflections Interactive in
Newcastle, England, the team responsible for the original two Driver games
and the current hit release, Stuntman.

"Gamers love the Driver series and have made it one of the best selling games
of all time - Driver 2 continues to top the sales charts on the original
PlayStation," said Jean-Philippe Agati, senior vice president and general
manager of Infogramesi Los Angeles studio. "Reflections is already working on
bringing all the excitement associated with the Driver franchise to the next
generation consoles."

Driver 3 is scheduled for release in 2003.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogramesi
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeonis Blueis
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Companyis Humongous Entertainment and
MacSoft labels are leaders in childrenis and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Companyis Web site at
www.infogrames.com.

# # #

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
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Message 21         Thu Jul 25, 2002
KGAGNE [Ken]                 at 20:29 PDT

INFOGRAMES SCORES AS ONLY PUBLISHER WITH MULTIPLE TOP 10 VIDEO GAME SELLERS
IN JUNE

-- Company's Market Share Soars 153.9% for June Period --
-- Infogrames Climbs to #3 Among Third-Party Video Game Publishers from #4 in
June 2001 -

New York, New York, July 25, 2002 - Infogrames, Inc. (Nasdaq: IFGM) emerged
as the only video game publisher to post multiple titles on the Top 10 list
of video games for the month of June, according to NPD Funworld TRSTS Video
Games Service. The Company's strong performance in the console and portable
market drove its market share up 153.9% over the prior June period, ranking
Infogrames as the #3 third-party video game publisher, up from #4 in June
2001.

Infogrames' top selling video games across all platforms during June 2002
included Dragon Ball Z(R): The Legacy of Goku(R) on the Nintendo Game Boy(R)
Advance at #4; Test Drive(R) on the PlayStation(R) 2 computer entertainment
system at #8; and Stuntman, also for the PlayStation(R) 2, at #15.

The Company's aggressive expansion into the console market with multiple
Triple A titles generated top sellers across multiple platforms during June.
On the Nintendo Game Boy(R) Advance, Infogrames' Dragon Ball Z: The Legacy of
Goku claimed a commanding hold on the #1 spot, with impressive performances
also coming from Dragon Ball Z(R): Collectible Card Game (#10) and Backyard
Baseball (#14). Dragon Ball Z: The Legacy of Goku currently ranks as the #3
selling title for the Game Boy(R) Advance for the year to date (January to
June 2002).

For the PlayStation(R) 2 during June, Test Drive ranked #5 and Stuntman
earned the #7 spot, while on the Xbox video game system from Microsoft, Test
Drive came in at #6. And, on the PlayStation(R), Driver 2 and Driver, created
by Infogrames' Reflections Interactive which also created Stuntman, were
ranked #6 and #9, respectively.

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #
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Message 22         Thu Aug 29, 2002
KGAGNE [Ken]                 at 20:22 PDT

INFOGRAMES CATAPULTS TO #2 AMONG ALL VIDEO GAME PUBLISHERS FOR JULY 2002

-- Move From #6 Slot In July 2001 Drives Dollar Sales Up 105.7% --
-- Company Posts Top 10 Sellers On All Top Platforms For Which It Has Games
In Release* --

New York, New York, August 29, 2002 - For the month of July 2002, Infogrames,
Inc. (Nasdaq: IFGM) ranked as the #2 publisher of video games across all
platforms, up from the #6 position a year earlier, fueling a 105.7% increase
in dollar sales, according to NPDFunworld(SM) TRSTS(R) Video Games Service.
Among third-party video game publishers Infogrames also captured the #2
ranking, up from #4 in July 2001, according to NPD.

Among the Top 10 video game sellers across all platforms for July 2002,
Infogramesi Stuntman(TM) earned the #4 slot while its Dragon Ball Z(R): The
Legacy of Goku(R) claimed the #7 spot. Infogrames also scored Top 10 sellers
on each of the top platforms for which it had releases during the period
(PlayStation(R) 2, Game Boy(R) Advance, Xbox(TM), PlayStation(R) and PC), as
well as strong performers rounding out the Top 15 on each of those platforms:

On the Sony PlayStation 2 computer entertainment system, Stuntman ranked #4,
Test Drive(R) scored the #11 spot, and Men In Black(TM) II: Alien Escape came
in at #13;

On the Nintendo Game Boy Advance, Dragon Ball Z: The Legacy of Goku remained
#1 for the second consecutive month, and Backyard Baseball(TM) ranked #11;

On the Xbox video game system from Microsoft, Test Drive cruised to #8;

On the Sony PlayStation, Driver(TM)2 secured the #7 post;

And on the PC, Infogramesi Neverwinter Nights(TM) took the #2 spot, followed
by Backyard Baseball(TM) 2003 at #5, RollerCoaster Tycoon(R) Gold Edition at
#12, and RollerCoaster TycoonAE at #13. The combined sales of the two
RollerCoaster Tycoon titles would have placed the franchise at #5,
maintaining its multi-year presence on the Top 10 list.

* Note: All rankings are based on unit sales.

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogramesi
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeonis Blueis
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Companyis Humongous Entertainment and
MacSoft labels are leaders in childrenis and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Companyis Web site at
www.infogrames.com.

# # #

 ------------
Category 8,  Topic 12
Message 23         Tue Jan 14, 2003
KGAGNE [Ken]                 at 10:41 PDT

FOUR HEROES, ONE GOAL, UNLIMITED DANGER!

Atari Launches Official D&D Heroes Web Site at <http://dandheroes.com>
http://www.dandheroes.com

Heralding in the arrival of one of the most anticipated four-person
multiplayer co-op games of 2003, Atari today announced that the official web
site for its new Dungeons & Dragons Heroes video game has launched.

Located at http://www.dandheroes.com , the site boasts an array of exclusive
features and will act as the online epicenter for the game. Sections of the
site include:

Downloads -- the area to download desktop wallpaper, see the latest movies of
the game and listen to the game's epic soundtrack; Gallery -- in this
section, visitors can get a first-look at in-game screen shots and concept
art featuring artist Erik Ehoff's sketches;

Storyline -- be the first to read the incredible back-story behind this epic
fantasy game;

Links -- a comprehensive list of links to other D&D areas on the web;

Forum -- the place to meet and exchange information, tips and ideas;

News -- latest development updates and general happenings in the world of D&D
Heroes;

Pre-Order -- no need to wait in line with the sweaty masses, pre-order and
ensure doorstep delivery of the game.

Coming in June for the PS2, Nintendo GameCube and Xbox systems, Ataris' D&D
Heroes is an exciting multiplayer, cooperative experience that remains true
to the D&D world.

 ------------
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KGAGNE [Ken]                 at 15:14 PDT

ATARI SHIPS BATTLE ENGINE AQUILA
FOR XBOX AND PLAYSTATION 2

PlayStation 2 Magazine (PSM) Recommends As "Must Buy";
Official Xbox Magazine gives Shooter 8.3 out of 10 rating

LOS ANGELES - Jan. 27, 2003 - Atari shipped the eagerly-anticipated Battle
Engine Aquila to retail stores nationwide this week for the PlayStation 2
computer entertainment system and the Xbox video game system from Microsoft.
Developed by Lost Toys and published by Atari, Battle Engine Aquila is a
fierce and frenetic shooter that puts players at the helm of the most
advanced war machine ever created - the Battle Engine Aquila. Tasked with
protecting a world from hostile rebel forces, players will utilize an
impressive and visually stunning arsenal of pulse cannons, micro missiles,
spread bombs and much more, each critical to prevailing in the gameis
continuously evolving war zone.

"Battle Engine Aquila represents an incredibly fresh and modern approach to
the classic shooters of the past -- overwhelming odds, incredible weapons,
and, of course, gigantic mega-bosses. The comparison really stops there,
however, as Battle Engine Aquila breaks new ground on nearly every game play
front," said Jean-Philippe Agati, senior vice president and general manager
of Infogramesi Los Angeles studio. "Epic battles featuring hundreds of land,
air and sea units on screen at any given moment, a first person perspective,
open-ended primary and secondary mission objectives, selectable wingmen,
modifiable weapon load outs and resupply ships are just a few of the many
game play features that are sure to make Battle Engine Aquila a necessary
addition to any gameris library."

The battle begins on the planet Allium where climactic changes have caused
sea levels to rise creating a significant reduction in habitable land. As a
result, tensions have escalated to the breaking point between the two major
planetary factions, the Forseti and Muspell. As Hawk Winter, players are
thrust into the rapidly escalating conflict as the pilot of the Battle Engine
Aquila - the most powerful weapon in the war. Modified to player
specifications, and operated from a first person perspective, the Battle
Engine Aquila is capable of unleashing its considerable might in a variety of
ways. By ground, in Walker Mode, players will take advantage of the Battle
Engineis most powerful weaponry, including the Pulse Cannon, Rail Gun and
Flux Missile. By air, in Jet Mode, players can more effectively dispatch
enemy fighters and landing craft, using Micro Missiles and the Vulcan Cannon,
or move quickly to critical points in the conflict to lend a helping hand.

Featuring modifiable weapon load outs, selectable wingmen and a host of
allied troop, tank, air and sea craft support, Battle Engine Aquila presents
players with a near endless variety of options with which to overcome
opposing forces. However, the Battle Engine cannot accomplish the gameis
increasingly difficult missions alone and thus must both seek and provide
support to its allied forces. Mission objectives vary significantly from
surgical search and destroy strikes to minimalizing allied troop losses to
escorting bomber and aircraft carrier convoys. Players who successfully
complete primary and secondary objectives are graded on their performance and
have an opportunity to unlock "EVO" versions of every mission in the game.
"EVO" missions are significantly harder and present new challenges, such as
enemy forces with more entrenched positions, greater numbers of enemy forces
as well as night and daytime variations. In all, Battle Engine Aquila
features more than 40 ! missions in a branching storyline with multiple
endings.

In addition to the single-player campaign, Battle Engine Aquila features
several additional modes of play, including Co-Op Mode allowing two players
to team up and battle through several missions together; Skirmish Mode, which
pits two players and their entire armies against each other in a fight to the
finish; and, Versus Mode, a one-on-one fight between two Battle Engines in
deadly arenas.

Battle Engine Aquila is now available for the PlayStation 2 and Xbox at
retail stores nationwide with an estimated retail price of $49.95 and an ESRB
rating of "T" for Teen. Additional information about Battle Engine Aquila can
be found online at www.battleengine.com, which features downloadable and
streaming game play movies, screenshots, character bios, weapon and vehicle
statistics and much more.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Companyis 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and childrenis games such as Backyard Sports, Nickelodeonis Blueis Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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CNN.com reports on the intermingling of movies and video games with the
pending release of the "Enter the Matrix" game:

http://www.cnn.com/2003/TECH/fun.games/02/06/matrix.game.reut/index.html
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INFOGRAMES OPTIONS FILM AND TV RIGHTS FOR
DRIVER FRANCHISE TO
CONSTANTIN FILM AND IMPACT PICTURES

New York, New York, February 26, 2003 - Infogrames, Inc. (Nasdaq: IFGM), a
global publisher of interactive games, announced today that it has optioned
the film and television rights to its Driver video game franchise to
Constantin Film, the leading independent production and distribution company
in Germany.  Impact Pictures, a subsidiary of Constantin, is slated to
produce the motion picture.

With more than 12 million units sold worldwide, Driver is Infogrames'
best-selling game to date.  Developed by Infogrames' own Reflections
Interactive, the original Driver debuted in 1999 and was that year's
best-selling PlayStation action game.  Released in 2000, Driver 2 ranked as
the #2 best-selling PlayStation game of the year, staying in the Top 10 for
18 consecutive weeks.  The hotly anticipated Driver 3 is currently scheduled
for release during the 2003 holiday season, and will again follow the
action-packed exploits of Tanner, an undercover policeman hired by the mob as
a getaway driver.

"We are thrilled to have Driver make the jump to the big screen," said Martin
Edmondson, Managing Director and Creative Director of Reflections
Interactive.  "The audience for Driver has grown steadily over the last three
years because the game combines exhilarating action with a compelling
storyline.  That makes for hit games and should make for a terrific movie,"
he added.

"This is a great opportunity to develop the extremely cool game character of
Tanner into a memorable movie figure," said Jeremy Bolt, the movie's
producer.  "With Tanner and Tobias Jones, we can create two very believable
and iconic action movie heroes."

The feature film is currently scheduled to begin production in 2003, and is
being developed for Paul W.S. Anderson (Resident Evil) to direct from a
screenplay by James DeMonaco, Todd Harthan and James Roday (The Negotiator).

About Constantin and Impact

For more than 20 years, Constantin Film has been the most successful
production and distribution company in Germany, producing such high-quality
international films as The Neverending Story, The Name of the Rose, and The
House of the Spirits.  Constantin Film is an international integrated media
concern covering all areas and genres of film production nationally and
internationally.

Impact Pictures is the production company of writer/director Paul W.S.
Anderson and producer Jeremy Bolt.  The pair's previous credits include
Mortal Kombat and Event Horizon.  Resident Evil, which was directed by
Anderson and has taken in $105 million worldwide to date, is Impact's first
film as a subsidiary of Constantin Film.

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S.  The Company's 1,000+ titles are
distributed under two brand lines:  ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization, Dragon Ball Z and RollerCoaster Tycoon.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe.  For more information, visit www.infogrames.com.

#   #   #
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Message 27         Fri Mar 28, 2003
KGAGNE [Ken]                 at 11:42 PDT

I really wish Infogrames would stop calling itself Atari. :)

-Ken

 ------------
Category 8,  Topic 12
Message 28         Wed Apr 02, 2003
KGAGNE [Ken]                 at 17:38 PDT

Atari and Reflections Interactive (an Infogrames studio) announced today that
the release date for Driver 3, the highly anticipated third installment of the
smash hit Driver franchise, has been moved to Spring 2004. The game was
previously slated for release during the 2003 Holiday season.

"Driver 3 is a complex game that comes with amazingly high expectations," said
Martin Edmondson, Managing and Development Director of Reflections
Interactive. "It is important to both Reflections Interactive and Atari to
dedicate the time and resources necessary to ensure that Driver 3 meets our
own goals for exciting gameplay and next-gen performance laid out by our
ambitious design document. Reflections has asked Atari for more time to make
sure Driver 3 has only the highest production values from start to finish in
all facets of the game. Atari is happy to help us do whatever it takes to
redefine the genre that the Driver series created."

Driver 3 is currently slated for release in Spring 2004.

 ------------
Category 8,  Topic 12
Message 29         Thu May 08, 2003
KGAGNE [Ken]                 at 10:54 PDT

GameSpot reports that Infogrames has decided to adopt the name Atari for all
its business operations.

Bah.

 ------------
Category 8,  Topic 12
Message 30         Fri May 23, 2003
KGAGNE [Ken]                 at 09:51 PDT

Atari reports sales of more than a million copies of its "Enter the Matrix"
game in the week since its release:

http://www.cnn.com/2003/TECH/fun.games/05/23/games.matrix.reut/index.html

 ------------
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Message 32         Fri May 23, 2003
KGAGNE [Ken]                 at 09:56 PDT

Here's an interview with David Perry, developer of the "Enter the Matrix"
video game, and how it is akin to a third movie:

http://www.cnn.com/2003/TECH/fun.games/05/15/cnna.matrix.game/index.html
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ATARI BRINGING EPIC GAMES UNREAL II: THE AWAKENING TO XBOX FOR HOLIDAY 2003

Console Version of PC Hit Includes Xbox Enhancements, Multiplayer Game Modes
Including Single Player Cooperative Play And Online Competition

LOS ANGELES - July 16, 2003 - Atari is bringing Unreal II: The Awakening to
the Xbox video game system from Microsoft this Holiday season.  Unreal II:
The Awakening is the follow-up to Epic Games 1998 smash PC hit, Unreal.  The
Xbox version of the game will include console specific enhancements and
exclusive multiplayer modes playable on Xbox Live!

"Unreal II: The Awakening raised the bar for single player first person
shooters on personal computer, and now Xbox owners will get to experience the
same amazing gameplay along with the multiplayer benefits of Xbox Live!,"
said Steve Allison, vice president of marketing in Ataris Los Angeles studio.
"The game features a great story, amazing graphics and truly unique gameplay
styles that keep it exciting from beginning to end.  Its the perfect title
for console shooter fans."

The Xbox version is in development by Tantalus and Legend Entertainment (an
Atari studio) in concert with Epic Games.  The game is being modified and
tweaked to create better-than-ever performance and controls specifically
designed for the Xbox.

In the game, players jump into the scarred combat boots of a grizzled lawman
of the future to battle a torrent of bizarre alien creatures and hard-hitting
enemy soldiers.  The mission: win a brutal galactic race to collect powerful
artifacts and stop a malevolent plot to awaken an ancient power.  The player
will be dispatched to unique worlds with exotic new settings that range from
stunningly realistic outdoor terrain to spine-chilling alien cities,
archaeological dig sites and more.

The player will be armed with a devastating arsenal, ranging from familiar
alien-bashing favorites like the Rocket Launcher and Combat Assault Rifle to
all new exotic alien variants modified by your cantankerous ships engineer.
Those weapons will come in handy versus a large bestiary of creatures,
including the fearsome Skaarj from the original Unreal along with a host of
all-new enemies, such as the Drakk and the Izarians.

Unreal II: The Awakening for Xbox will include a robust multiplayer component
both on- and off-line.  Two players will be able to join forces in
splitscreen co-op mode to battle through the epic single player campaign as a
team of mercenaries.  Online play will be supported through Xbox Live! and
will feature an all new class-based, team-oriented multiplayer mode.

Under the hood lays the latest Unreal technology from Epic Games, creating
the best graphics available on any system.  The advanced particle system
creates the illusion of blazing fire, drifting smoke and weather effects.
Enemies in the game use new AI to find cover during fire-fights, work
together in teams and react believably based on the caliber of weapon the
player is carrying.

Unreal II: The Awakening for Xbox is expected to ship in the 2003 Holiday
season with an estimated retail price of $49.95 and an ESRB rating of "M" for
Mature.  Additional information about the game can be found online at
www.unreal2.com, which features downloadable and streaming game play movies,
screenshots and other game information and background.

About Epic Games
Epic Games Inc, based in Raleigh, NC and established in 1991, is a developer
of cutting-edge computer and video games. The company is best known as the
creator of hit PC 3D action games Unreal and Unreal Tournament, both
award-winning blockbuster hits having each sold more than 1 million copies.
Games created with the Unreal Tournament Game Engine include: 2002 Console
Game of the Year winner: Tom Clancys Splinter CellTM (on PC and console
platforms) from Ubi Soft, PC Gamers 2000 Game of the Year:  Deus Ex from Ion
Storm/Eidos, Americas Army: Operations, from the United States Army and Harry
Potter and the Sorcerers Stone (PC) from Electronic Arts - and many others.
Prior to their 3D success, Epic Games was well known for the hit shareware
games Jill of the Jungle, Jazz Jackrabbit and Epic Pinball. Additional
information can be obtained through Epic's Web site at www.epicgames.com.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S.  The Companys 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive, Unreal Tournament 2003, and Unreal
Championship; and mass-market and childrens games such as Backyard Sports,
Nickelodeons Blues Clues and Dora the Explorer, Civilization, Dragon Ball Z
and RollerCoaster Tycoon.  Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe.  For more information, visit
www.atari.com.

Unreal is a registered trademark of Epic Games Inc.

#  #  #
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ATARI SETS TERMS OF $200 MILLION RECAPITALIZATION
AND PRICES STOCK OFFERING

-- All Long-Term Debt Eliminated --
-- Net Proceeds of $35 Million --

New York, New York, September 18, 2003 -- Atari, Inc. (Nasdaq:  ATAR)
announced that it has set the terms of its $200 million recapitalization
through the issuance of new shares priced at $4.25 under an agreement with
its majority shareholder, Infogrames Entertainment, SA (IESA) and a
previously announced public offering.  Per this agreement, Atari will issue
39.03 million shares of its common stock, valued at $4.25 per share, to IESA,
in satisfaction of $165.88 million net balance of Atari's indebtedness to
IESA, of which IESA is selling 17.18 million shares at $4.25 per share in the
public offering.  Atari also is selling 9.82 million new shares of its common
stock in the public offering at $4.25 per share, generating net proceeds of
$35 million.  UBS Securities LLC is acting as sole bookrunner, and Harris
Nesbitt Gerard, Inc. and SoundView Technology Group are acting as
co-managers.

Upon completion of the public offering and these recapitalization
transactions, Atari will have eliminated all of its long-term debt, and
IESA's ownership stake in Atari will be reduced to 71% from approximately
88%.  IESA has granted the underwriters an option to purchase 4.05 million
shares to cover over-allotments at the same price of $4.25 per share.

Bruno Bonnell, Chairman and CEO of Atari, Inc. said, "The response to this
offering marks the beginning of a new chapter for Atari.  After having
restructured our operations and having doubled our U.S. market share in the
past two years, we now emerge with a stronger balance sheet and a larger
public float.  Atari is now a profitable company with no long-term debt and a
much stronger cash position to face the challenges of the future." A final
prospectus relating to the offering may be obtained from UBS Securities LLC,
299 Park Avenue, New York, NY 10171-0026; Harris Nesbitt Gerard, Inc., 360
Madison Avenue, New York, NY 10017; and SoundView Technology Group, 1700 East
Putnam Avenue, Old Greenwich, CT 06870-1333.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S.  The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive, Unreal Tournament 2003, and Unreal
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization, Dragon Ball Z
and RollerCoaster Tycoon.  Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe.  For more information, visit
www.atari.com.

Safe Harbor Statement
This press release includes forward-looking statements, as that term is
defined in Section 27A of the Securities Act of 1933 and Section 21E of the
Securities Exchange Act of 1934.  Actual events may differ materially from
what is described in this press release.  Factors that could cause actual
events to differ materially include, but are not limited to, failure of the
proposed public offering to take place, either because of factors relating to
Atari or because of negative market conditions.

#    #    #
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ATARI ANNOUNCES TERMINATOR 3: REDEMPTION

Game Based on Summer Blockbuster to Feature Arnold Schwarzenegger as The
Terminator

Playable Demo Available on Terminator 3: Rise of the Machines Videogame
Currently In Stores for the Xbox and PlayStation 2

LOS ANGELES - Nov. 25, 2003 - Atari today announced the development of a
second game based on Terminator 3: Rise of the Machines, the summer
blockbuster motion picture from Intermedia, IMF and C2 Pictures. Terminator
3: Redemption will take players for another ride into the post-apocalyptic
universe presented in the feature film as they become the series signature
icon, Arnold Schwarzenegger as the Terminator. A playable demo of the new
action game is available with the retail version of Atari's Terminator 3:
Rise of the Machines, which is currently available at retail stores
nationwide.

In development with Atari's own Paradigm Entertainment, Terminator 3:
Redemption will feature vehicle and character based combat and exploration
from a third-person perspective and be presented in a larger and more diverse
Terminator world. Scheduled for release on the PlayStation 2 computer
entertainment system, the Xbox videogame system from Microsoft and the
Nintendo GameCube, Terminator 3: Redemption will be available summer 2004.

"Terminator 3: Redemption will give gamers an opportunity to experience the
world of Terminator like never before - they will go places and do things
that have only been hinted at in the films," said Jim Galis, executive
producer, Atari's Paradigm Entertainment studio. "The Terminator movies have
become known for their incredible chase scenes and total destruction -- in
Terminator 3: Redemption we're going to recreate that moment-by-moment
intensity with incredible action-driving only the Terminator license can
provide."

Terminator 3: Redemption will allow players to assume the role of the most
popular and iconic character featured in the Terminator films, the
Terminator. Featuring Arnold Schwarzenegger's voice and likeness, Terminator
3: Redemption will surprise players with innovative and exciting gameplay
presented in a number of different styles utilizing the vehicles and enemies
that come straight from the Terminator universe, pitting the Terminator
against numerous ground-based and air forces.

Terminator 3: Redemption will be available for PlayStation 2, Xbox and
GameCube next summer. Information about Atari's recently released Terminator
3: Rise of the Machines can be found online at www.t3game.com.

About C2 Pictures
C2 Pictures is the Santa Monica-based filmed entertainment company founded
and headed by former Carolco Pictures principals Mario Kassar and Andrew
Vajna. Their producing credits, which have spanned over two decades and
yielded well over three billion dollars in worldwide box office, include the
Rambo series, Total Recall, the original Basic Instinct, Terminator 2:
Judgment Day, Die Hard With a Vengeance, Cliffhanger, Stargate, Evita and I
Spy.

About Intermedia
Intermedia, a diversified entertainment investment company with offices in
Los Angeles, London and Munich, develops, finances and distributes motion
pictures in collaboration with leading producing partners. Its parent
company, IM Internationalmedia AG, is listed on the Prime Standard Segment of
the German stock exchange (securities identification number 548 880). Recent
Intermedia films include the award winning Adaptation, The Life of David
Gale, Dark Blue and Basic, starring John Travolta. Upcoming from Intermedia
in addition to Terminator 3: Rise of the Machines are Suspect Zero and
Mindhunters.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive , Unreal Tournament 2003, and Unreal
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization , Dragon Ball
Z and RollerCoaster Tycoon . Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.atari.com.

Terminator used under license. Rise of the Machines and Redemption are
trademarks owned by IMF3.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ATARI'S DRIV3R TO FEATURE MAJOR HOLLYWOOD TALENT

Michael Madsen, Ving Rhames, Mickey Rourke and Michelle Rodriguez
Lend Voice Talent to Video Game

LOS ANGELES - December 2, 2003 - Atari has signed a blockbuster Hollywood
cast to lend voices to its greatly anticipated video game, DRIV3R, scheduled
for release in Spring 2004. Michael Madsen, Ving Rhames, Mickey Rourke and
Michelle Rodriguez will play the lead roles in the third installment of the
gritty, crime-fighting Driver video game series, one of the most successful
video game franchises of all time. DRIV3R is being developed by Atari's
Reflections Interactive for the PlayStation 2 computer entertainment system
and the Xbox video game system from Microsoft.

"DRIV3R recreates the excitement of a Hollywood-style blockbuster action film
and combines it with the adrenaline rush of an action-adventure video game
full of sinister criminals, nail-biting car chases and international crime
syndicates," said Steve Allison, vice president of marketing in Atari Inc.'s
Los Angeles studio. "By casting the game with top Hollywood talent, DRIV3R
truly solidifies the look and feel of an interactive movie. Atari is well
known for pushing the envelope of collaboration between the video game
industry and Hollywood, and DRIV3R will once again raise the bar for what
gamers will come to expect from interactive entertainment."

Michael Madsen, who has starred in blockbuster crime films like Kill Bill,
Donnie Brasco and Reservoir Dogs, will give voice to DRIV3R's lead character
Tanner, the jaw-breaking undercover cop and master "Wheelman" who dominated
the first two installments of the Driver series, and who in DRIV3R will stop
at nothing to bring down an international car theft syndicate. Ving Rhames,
who has appeared in films that include the Mission: Impossible series, Pulp
Fiction and Con Air, will provide the voice of Tanner's hardnosed partner,
Tobias Jones. Mickey Rourke, famous for his roles in Once Upon a Time in
Mexico, The Thin Red Line and 9 1/2 Weeks, will be the voice of Jericho, the
sinister leader of the international crime syndicate. Michelle Rodriguez,
best known for her roles in S.W.A.T., The Fast and the Furious and Blue
Crush, will provide the voice for Calita, the sexy leader of a Miami car
theft ring.

Developed by Reflections Interactive (an Atari studio), the masterminds
behind Driver and Driver 2 - which have sold more than 12 million copies
worldwide - DRIV3R is an action-packed driving adventure game that stays true
to its roots, incorporating the cinematic gameplay and gritty street crime of
its predecessors with ground-breaking graphics and three mammoth, wide-open
city environments: Miami, Florida; Nice, France; and Istanbul, Turkey.

Featuring Hollywood-caliber production values and a gripping, narrative story
line, DRIV3R casts players once again as undercover cop Tanner who, alongside
his partner Tobias, must infiltrate a global car theft ring, an assignment
that leads to tire-squealing chases and fierce on-foot firefights while
tailing gangsters, chasing witnesses, stealing cars and unloading massive
clips of ammo to bring the criminals to justice.

DRIV3R is expected to be available worldwide in Spring 2004 for PlayStation 2
and Xbox. Additional information about DRIV3R can be found online at
www.atari.com.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive , Unreal Tournament 2003, and Unreal
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization , Dragon Ball
Z and RollerCoaster Tycoon . Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.atari.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ATARI RELEASES MISSION: IMPOSSIBLE - OPERATION SURMA

IMF Agent Ethan Hunt Infiltrates PlayStation2, Xbox and Game Boy Advance

LOS ANGELES - Dec. 9, 2003 - Infiltrating stores nationwide today, Atari's
Mission: Impossible - Operation Surma brings all the action and intrigue of
the Mission: Impossible movie franchise to the PlayStation2 computer
entertainment system, the Xbox video game system from Microsoft and the Game
Boy Advance. Developed by Atari's Paradigm Entertainment, Mission: Impossible
- Operation Surma presents players with a true mission impossible as they
become IMF agent Ethan Hunt in an effort to stop the diabolical plans of the
Surma Corporation.
"With Mission: Impossible - Operation Surma, players will be thrust into an
authentic Mission: Impossible experience, complete with the latest spy
gadgets, stealth action, incredible combat and plot-twisting suspense fans
have come to expect from the franchise," said Steve Allison, vice president
of marketing, Atari Inc.'s Los Angeles studio. "The stealth action category
continues to surprise gamers with new and innovative game play experiences
and Operation Surma is no exception. Our unique connection to one of today's
strongest Hollywood movie franchises, will complement our focus on delivering
incredible game play with all of the powerful lead characters, fascinating
villains, elaborate double-crosses and cunning treachery of a real Mission:
Impossible."

In Mission: Impossible - Operation Surma, players step into the role of Ethan
Hunt as he traverses the globe uncovering the insidious mysteries behind the
malevolent Surma Corporation and its newly developed virus, the Ice Worm,
which allows Surma to break into any computer system in the world. Armed with
the hyper-cool, super spy technology and weaponry inspired by the Mission:
Impossible movies, such as miniature remote-controlled devices, micro
cameras, tranquilizing darts and character disguises, Hunt must lead his
elite team in preventing Surma Corp. from taking over the world.

Mission: Impossible - Operation Surma features groundbreaking gameplay that
empowers players to choose the tactics and game play style they wish to use
in tackling mission objectives. For example, as Hunt, a player can forge an
uneasy alliance with questionable characters in order to gain the upper hand
against an overwhelming enemy force; or, the player can charge in, blasting
away with the latest top secret IMF weapon; or, the player can slide silently
in and out of the shadows, penetrating enemy lairs unnoticed. Ultimately, the
nature of the adventure lies in the player's hands. Ving Rhames, who played
Luther Stickell in both Mission: Impossible feature films, reprises his role
by lending his voice and likeness in the game. As part of the IMF team
assigned to assist Ethan Hunt in his efforts, Luther will provide critical
mission intelligence, hack security systems and generally sweep target areas
clear of enemy detection devices, thus allowing Hunt to penetrate more
effectively.

Mission: Impossible - Operation Surma Features:
* Open-Ended Gameplay: Players will be empowered to play the game the way
they like. Take out a guard and dispose of his body, sneak behind the guard
and slip by unnoticed, distract the guard to another area, tranquilize the
guard remotely or even take him prisoner are just a few options at the
players disposal for nearly every situation.
* Super Spy Gadgets: As with any Mission: Impossible, the gadgets are where
it's at. Operation Surma will put dozens of super-cool gadgets at players
fingertips, including: The Wasp, a miniature remote-controlled "bug" with a
devastating "sting"; a directional microphone used to overhear distant
conversations; binoculars featuring a digital camera for evidence gathering;
Electronic Warfare darts for disabling critical electronic devices; and, much
more.
* Agent Moves and Abilities: As Ethan Hunt, players will have at their
disposal all the moves that any respectable super agent has spent years
perfecting, including: vaulting and mantling of objects; hand walking on
ledges; wall hugging through tight spaces; crouching and creeping to keep a
low profile; hand-over-hand maneuvering on pipes and girders. In addition,
players will be able to execute numerous stealth disabling, restraining and
finishing maneuvers on enemy characters.
* Gameplay Locations: Led by Mission Commander Swanbeck, players will follow
clues and undertake missions in exotic locations around the world, including:
the Los Muertos research facility in the southwestern United States; Sansara
Prison in Northern Africa; and, Yugaria, a fictional eastern European
country.

Mission: Impossible - Operation Surma is now available at retail stores
nationwide with an estimated retail price of $49.95 and an ESRB rating of "T"
for Teen. Additional information about Mission: Impossible - Operation Surma
can be found online at www.mi-game.com.

About Atari, Inc.
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive, Unreal Tournament 2003, and Unreal
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization, Dragon Ball Z
and RollerCoaster Tycoon. Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.atari.com.

About Viacom Consumer Products, Inc.
Viacom Consumer Products, Inc. merchandises properties on behalf of Paramount
Pictures, Paramount Television, Viacom Productions, and Spelling Television,
as well as third-party properties. Viacom Consumer Products, a unit of Viacom
Entertainment Group, is a subsidiary of Viacom Inc.
, & (C) 2003 Paramount Pictures. All Rights Reserved.
Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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MORE THAN 500,000 WEB USERS VIEW RIDLEY SCOTT ASSOCIATES RUN THE GAUNTLET
DEBUT ON DRIV3R.COM

-- DRIV3R.COM RECEIVES ADDITIONAL UPDATES, INCLUDING SCREENSHOTS, A
SCREENSAVER AND A LOOK BEHIND THE SCENES AT THE MAKING OF RUN THE GAUNTLET --

LOS ANGELES - Feb. 13, 2004 - Fans of Atari's DRIVER video game series have
flocked to the game's official Web site, www.DRIV3R.com, to view the
first-of-its-kind online film event based on the next installment in the
franchise, DRIV3R. More than a half million users have logged on to view
Episode 1 of the three-part short film titled "Run The Gauntlet" -- created
by Ridley Scott Associates -- in the first month since launch, showing the
massive scale of the worldwide anticipation for the launch of DRIV3R. In
addition, www.DRIV3R.com has received the first of many weekly updates of
exclusive content that will appear on the site every Thursday from now until
the game is launched.

Run The Gauntlet is a groundbreaking event in the video game industry as the
first ever Hollywood-produced live-action short film created to promote a
video game, and it is the core component of the DRIV3R web site as well as a
multi-million dollar global marketing and advertising campaign. Atari
commissioned Ridley Scott Associates (RSA) - the commercial production
company owned and run by legendary filmmakers Ridley and Tony Scott - to
produce the original three-minute live-action film inspired by DRIV3R.
Episode 1 of the three-part short film debuted online on January 23, to both
industry acclaim and fan appreciation.

In the gradual online unveiling of Run The Gauntlet, RSA, in collaboration
with Atari, has produced a series of 30-second trailers as preview vignettes
for each one-minute episode of the film. The two further trailers, promoting
Episode 2, will debut exclusively on www.DRIV3R.com on February 26 and March
4, respectively, building to the exclusive release of Episode 2 on the site
on March 11. The fifth trailer -- promoting Episode 3 -- will be released on
March 23, in preparation for the release of Episode 3 exclusively on
www.DRIV3R.com on April 1 as a countdown to launch on June 1.

Every Thurs. between now and June 1, DRIV3R fans will be able to visit the
site to download exclusive new movies, game information, videos and other
bonus material. The first of the weekly updates hit this week with the
following content being added to the site for DRIV3R fans:

-- An official Run The Gauntlet screensaver, featuring an embedded video of a
clip from Episode 1

-- An exclusive, behind-the-scenes video looking at the making of Run the
Gauntlet

-- New, exclusive screenshots of the game in action

DRIV3R.com is the official site of DRIV3R, the third installment in the
mega-popular DRIVER video game series, an action-packed adventure with
Hollywood-caliber production values and a gripping, narrative story line. Set
to be released worldwide by Atari on June 1 for the PlayStation(R)2 computer
entertainment system and the Xbox video game system from Microsoft, DRIV3R is
the next blockbuster title in the 12 million-plus selling franchise.

Developed by Reflections Interactive (an Atari studio), the masterminds
behind DRIVER and DRIVER 2 - which have sold more than 12 million copies
worldwide -- DRIV3R is an thrilling driving adventure game that stays true to
its roots, incorporating the cinematic gameplay and gritty street crime of
its predecessors with ground-breaking graphics and three mammoth, wide-open
city environments: Miami, Florida; Nice, France; and Istanbul, Turkey. The
game will set the bar for the most realistic simulation ever created of
Hollywood and TV blockbuster car chases. The series chronicles the exploits
of Tanner, a ruthless undercover cop and a fearless driver. DRIV3R sees
Tanner immersed in a global car theft ring, working undercover to first gain
the trust of the gang and then bring the crime syndicate tumbling down.

For additional information on DRIV3R, please visit www.DRIV3R.com.
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ATARI PARTNERS WITH STORMFRONT STUDIOS
TO DEVELOP FORGOTTEN REALMS: DEMON STONE

Creators of The Lord of the Rings: The Two Towers to Bring
Popular Dungeons & Dragons World to PlayStation(R)2

LOS ANGELES ? March 18, 2004 ? Atari and Stormfront Studios, under license
from Hasbro, Inc., have announced plans to develop Forgotten Realms(R): Demon
Stone?, an action adventure game set in the popular Dungeons & Dragons(R)
world created by Wizards of the Coast. Forgotten Realms: Demon Stone will
place players in the middle of a heated battle between two demonic armies set
to overrun the world of Faerun. The intense story setting in Forgotten
Realms: Demon Stone will highlight the game?s use of an enhanced version of
Stormfront?s powerful game engine, allowing for greatly improved graphics,
faster gameplay and even more intelligent enemies. Scheduled for release in
the fall of 2004, Forgotten Realms: Demon Stone will push action adventure on
the PlayStation(R)2 computer entertainment system to an entirely new level.

?Stormfront Studios has proven itself to be one of the preeminent console
developers with its work on The Lord of the Rings?: The Two Towers?. In our
search for a development partner that could bring an intense, action-oriented
and cinematic D&D(R) experience to the PlayStation 2 ? there was no equal,?
said John Hight, executive producer, Atari?s Los Angeles studio. ?Forgotten
Realms: Demon Stone will raise the bar several notches with new engine
technologies allowing for greatly enhanced gameplay. The next-gen engine will
also allow gamers to play multiple characters with varying abilities
throughout each encounter, as well as the ability to switch characters on the
fly ? a first for an action game of this nature.?

In Forgotten Realms: Demon Stone, the player directs a party of three
characters ? Fighter, Sorcerer and Rogue. The player controls one party
member at a time -- switching between them on the fly -- while the other
party members are controlled by the engine?s sophisticated artificial
intelligence. For example, when the player controls the Fighter, the Sorcerer
and Rogue will continue to engage in combat, cast spells and assist the
player in defeating all challengers. In many situations, the characters will
be able to divide and conquer difficult objectives ? while the Fighter holds
back a horde of Yuan-Ti snakemen with brute force, the Sorcerer supports him
with devastating ranged magic while the rogue sneaks above and behind them
for a coup de grace. The player participates seamlessly in each critical
moment as they are cinematically switched from one perspective to another.

This real-time, on-the-fly character switching design allows Forgotten
Realms: Demon Stone to challenge players with innovative and compelling
encounters. In true D&D fashion, each of the characters excels at a certain
type of gameplay. The Fighter thrives in melee combat, the Sorcerer is
excellent at ranged and magical combat and the Rogue excels at jumping,
sneaking and disarming traps. Players will be continually tasked with
choosing the best character for each challenge as well as using each
character?s gameplay specialty to maximum effect.

?Console action game fans will be blown away by the depth and beauty of
Forgotten Realms: Demon Stone,? said Don Daglow, president of Stormfront
Studios. ?The technology improvements, the fantastic gaming universe of D&D?s
Forgotten Realms, and the wide variety of exciting cinematic gameplay all add
up to one thing ? a fun and compelling action-adventure.?

Forgotten Realms: Demon Stone will utilize an extensive fighting system which
is both easy to learn and visually stunning. Characters will perform amazing
attacks and feats at the simple touch of a button, but the system has
sophisticated features for advanced players who want to tailor their attacks
to maximize their damage in specific situations. Unique special attacks,
combinations, linked combos, super attacks and even group super attacks allow
advanced players to excel against their most fearsome foes..

In addition, Forgotten Realms: Demon Stone will allow players to upgrade
their characters with a branching path of new feats and combos as they gain
experience and levels. Each character will feature a number of unique
abilities, such as the Fighter?s combat skills and strength, the Rogue?s
stealth and lock picking abilities and the Sorcerer?s plethora of new spells.
For example, when upgrading the Fighter, the player might have the choice of
upgrading his Strength, his Melee Skill or his Hand-to-Hand skill. Within
those choices, there will be other dependencies, such as the requirement to
earn Power Attack before Cleave can be acquired.

Demon Stone?s intense, cinematic action is set entirely within the visually
stunning Forgotten Realms fantasy world. Familiar characters, such as the
famous drow Drizzt Do?Urden&#61652; and the legendary mage Khelban
?Blackstaff? Arunsun; terrifying monsters, including Dragons, Orcs, Slaadi,
Yuan-Ti and Trolls; as well as geographical locations straight from the
popular D&D campaign setting will make appearances and serve as backdrops
throughout the game. The story of Forgotten Realms: Demon Stone revolves
around the adventuring party?s unwitting intrusion into an age-old conflict
between two warring demonic armies; one led by a Githyanki Princess and, the
other, a Slaad Lord. After inadvertently releasing both demons back upon the
world after eons of imprisonment, it becomes the adventurer?s quest to right
their wrong and restore order to the world of Faerun.

Forgotten Realms: Demon Stone is scheduled for release in the fall of 2004.

About Stormfront Studios
Stormfront Studios develops top quality, award-winning entertainment products
for PlayStation 2, Xbox, PC, and interactive TV, producing both AAA-quality
originals and high-profile licensed titles for clients including Atari,
Electronic Arts, Microsoft, Sony and AOL. The company's most recent hit is
The Lord of the Rings: The Two Towers (PlayStation 2 & Xbox, developed for
EA, based on the Peter Jackson Film from New Line Cinema), which has sold
over 3.5 million copies worldwide. Founded in 1988, Stormfront has been named
to the Inc. 500 list of entrepreneurial companies three times, and the
company owns all of the engines and technology in its games. The company is
based in San Rafael, California, and is privately held. For more information,
visit www.stormfront.com.

About Wizards of the Coast
Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. (NYSE:HAS), is a
worldwide leader in the trading card game and tabletop roleplaying game
categories, and a leading developer and publisher of game-based entertainment
products. The company holds an exclusive patent on trading card games and
their method of play (TCGs) and produces one of the world?s best-selling
TCGs, Magic: The Gathering(R), as well as the celebrated Dungeons &
Dragons(R) roleplaying game. Publisher of adventure games, family card and
board games, and electronic media products, Wizards of the Coast is also one
of the world?s premier book publishers of fantasy series fiction whose novels
have made numerous appearances on The New York Times best-seller list and
have sold millions of copies worldwide. For more information, visit the
Wizards of the Coast website at wizards.com.

About Hasbro, Inc.
Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER, and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company?s 1,000+ titles include
hard-core, genre-defining games such as Driver?, Enter the Matrix?,
Neverwinter Nights?, Stuntman?, Test Drive(R), Unreal(R) Tournament 2003, and
Unreal(R) Championship; and mass-market and children?s games such as Backyard
Sports?, Nickelodeon?s Blue?s Clues? and Dora the Explorer?, Civilization(R),
Dragon Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

Forgotten Realms, Demon Stone, Dungeons & Dragons, Drizzt Do?Urden and Magic
the Gathering are trademarks of Wizards of the Coast in the USA and other
countries.
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ATARI'S FORGOTTEN REALMS: DEMON STONE BRINGS TOGETHER MAJOR HOLLYWOOD TALENT,
BEST-SELLING AUTHOR

Patrick Stewart, Michael Clarke Duncan Lend Voice Talent to Video Game;
Best-Selling Author R. A. Salvatore to Develop In-Game Story

LOS ANGELES - May 24, 2004 - Atari today announced it has signed New York
Times best-selling author R.A. Salvatore to develop the storyline for its
upcoming action adventure video game, Forgotten Realms(R): Demon Stone, which
will also feature the extraordinary talents of actors Patrick Stewart and
Michael Clarke Duncan, who will lend their voices to two prominent roles in
the video game. Demon Stone, which is scheduled for release in Fall 2004, is
set in the popular Dungeons & Dragons(R) world created by Wizards of the
Coast. Demon Stone is being developed by Stormfront Studios, creators of The
Lord of the Rings: The Two Towers, for the PlayStation(R)2 computer
entertainment system.

"Demon Stone features a classic struggle between the forces of good and evil,
and we needed two powerful voice talents to make that conflict real and bring
it to life. Patrick Stewart's classic articulation and Michael Clarke
Duncan's presence were absolutely perfect as the two opposing sides of that
conflict," said John Hight, executive producer in Atari's Los Angeles studio.
"As a best-selling author of numerous Forgotten Realms novels, R. A.
Salvatore is uniquely suited to take on this project and his mastery of
storytelling will immerse players more deeply in our game."

Patrick Stewart, who has starred in numerous major theatrical releases,
including X-Men, X-2: X-Men United, Conspiracy Theory, as well as Star Trek:
The Next Generation television series and feature films Star Trek:
Generations, Star Trek: First Contact, Star Trek: Insurrection and Star Trek:
Nemesis will give voice to Khelban 'Blackstaff' Aunsun -- a wizard of
legendary power and wisdom. Michael Clarke Duncan, who has appeared in
feature films that include Daredevil, The Scorpion King, Planet of the Apes
and The Green Mile, will provide the voice of Ygorl, the evil Slaad Lord - a
bloodthirsty conqueror from a mystical realm of chaos.

R. A. Salvatore is a prolific fantasy writer who has penned dozens of novels
centered in the Forgotten Realms and other D&D locations, including the
Icewind Dale Trilogy, the Dark Elf trilogy, and the Demon Wars. Best known as
the creator of the popular Drizzt Do'Urden, one of the fantasy genre's most
beloved characters, Salvatore has sold nearly nine million novels to date.
His latest novel, The Lone Drow, chronicles the continued adventures of
Drizzt in the land of Faerun, and spent 10 weeks on the New York Times
best-seller list.

In Demon Stone, the player directs a party of three characters - Fighter,
Sorcerer and Rogue. Switching control between characters "on the fly," the
player fights a wide range of enemies, with the other two party members
controlled by sophisticated artificial intelligence and ready to return to
the player at any time. For example, when the player controls the Fighter,
the Sorcerer and Rogue will continue to engage in combat, cast spells and
assist the player in defeating all challengers. In many situations, the
characters will be able to divide and conquer difficult objectives - while
the Fighter holds back a horde of Yuan-Ti snakemen with brute force, the
Sorcerer supports him with devastating long-ranged magic spells while the
rogue sneaks above and behind the enemies for a coup de grace. The player
participates seamlessly in each critical moment as the perspective and
control switches among the characters, all under user control.

This real-time, on-the-fly character switching design allows Demon Stone to
challenge players with innovative and compelling encounters. In true D&D
fashion, each of the characters excels at a certain type of gameplay. The
Fighter thrives in melee combat, the Sorcerer is excellent at ranged and
magical combat and the Rogue excels at jumping, sneaking and disarming traps.
Players will be continually tasked with choosing the best character for each
challenge, as well as using each character's gameplay specialty to maximum
effect.

Demon Stone's intense, cinematic action is set entirely within the visually
stunning Forgotten Realms fantasy world. Familiar characters, such as the
famous drow Drizzt Do'Urden and the legendary mage Khelban "Blackstaff"
Arunsun who assist the party in their struggles; terrifying monsters,
including Dragons, Orcs, Slaadi, Yuan-Ti and Trolls; as well as geographical
locations straight from the popular D&D campaign setting, will make
appearances and serve as backdrops throughout the game. The story of Demon
Stone revolves around the adventuring party's unwitting intrusion into an
age-old conflict between two warring demonic armies; one led by a Githyanki
Princess and the other, a Slaad Lord. After inadvertently releasing both
demons back upon the world after eons of imprisonment, the adventurers must
embark upon a quest to right this wrong and restore order to the world of
Faerun.

Demon Stone is scheduled for release on the PlayStation 2 in Fall 2004.
Additional information about Demon Stone can be found online at
www.demonstone.com.

About Stormfront Studios
Stormfront Studios develops top quality, award-winning entertainment products
for PlayStation 2, Xbox, PC, and interactive TV, producing both AAA-quality
originals and high-profile licensed titles for clients including Atari,
Electronic Arts, Microsoft, Sony and AOL. The company's most recent hit is
The Lord of the Rings: The Two Towers (PlayStation 2 & Xbox, developed for
EA, based on the Peter Jackson Film from New Line Cinema), which has sold
over 3.5 million copies worldwide. Founded in 1988, Stormfront has been named
to the Inc. 500 list of entrepreneurial companies three times, and the
company owns all of the engines and technology in its games. The company is
based in San Rafael, California, and is privately held. For more information,
visit www.stormfront.com.

About Wizards of the Coast
Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. (NYSE:HAS), is a
worldwide leader in the trading card game and tabletop roleplaying game
categories, and a leading developer and publisher of game-based entertainment
products. The company holds an exclusive patent on trading card games and
their method of play (TCGs) and produces one of the world's best-selling
TCGs, Magic: The Gathering(R), as well as the celebrated Dungeons &
Dragons(R) roleplaying game. Publisher of adventure games, family card and
board games, and electronic media products, Wizards of the Coast is also one
of the world's premier book publishers of fantasy series fiction whose novels
have made numerous appearances on The New York Times best-seller list and
have sold millions of copies worldwide. For more information, visit the
Wizards of the Coast website at wizards.com.

About Hasbro, Inc.
Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER, and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive(R), Unreal(R) Tournament 2003, and Unreal(R)
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization(R), Dragon
Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

Forgotten Realms, Neverwinter Nights, Demon Stone, Dungeons & Dragons, Drizzt
Do'Urden and Magic the Gathering are trademarks of Wizards of the Coast in
the USA and other countries.
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ATARI'S FORGOTTEN REALMS: DEMON STONE GOES GOLD
Available on PlayStation(R)2 September 14; Xbox(R) and PC in November

LOS ANGELES - Aug. 27, 2004 - Atari today announced that Forgotten Realms(R):
Demon Stone, an action adventure game set in the popular Dungeons &
Dragons(R) world created by Wizards of the Coast, has gone gold. Demon Stone
for the PlayStation(R)2 computer entertainment system is scheduled to ship to
retailers on September 14 for an estimated retail price of $49.95. Demon
Stone will be available for the Xbox(R) videogame system from Microsoft and
personal computer in November.

Designed by Stormfront Studios, developers of The Lord of the Rings(R): The
Two Towers, Demon Stone features a storyline developed by New York Times
best-selling author R.A. Salvatore as well as the extraordinary talents of
actors Patrick Stewart and Michael Clarke Duncan, who provided their voices
to two prominent roles in the video game. Stewart gives voice to Khelban
'Blackstaff' Arunsun -- a wizard of legendary power and wisdom while Michael
Clarke Duncan provides the voice of Ygorl, the evil Slaad Lord - a
bloodthirsty conqueror from a mystical realm of chaos.

Demon Stone's intense, cinematic action is set entirely within the visually
stunning Forgotten Realms fantasy world. Familiar characters, such as the
famous drow Drizzt Do'Urden; and the legendary mage Khelban "Blackstaff"
Arunsun; terrifying monsters, including Dragons, Orcs, Slaadi, Yuan-Ti and
Trolls; as well as geographical locations straight from the popular D&D
campaign setting will make appearances and serve as backdrops throughout the
game. The story of Demon Stone revolves around the adventuring party's
unwitting intrusion into an age-old conflict between two warring demonic
armies; one led by a Githyanki Princess and, the other, a Slaad Lord. After
inadvertently releasing both demons back upon the world after eons of
imprisonment, it becomes the adventurer's quest to right their wrong and
restore order to the world of Faerun.

In Demon Stone, the player directs a party of three characters - Fighter,
Sorcerer and Rogue. The player controls one party member at a time --
switching between them on the fly -- while the other party members are
controlled by the engine's sophisticated artificial intelligence. For
example, when the player controls the Fighter, the Sorcerer and Rogue will
continue to engage in combat, cast spells and assist the player in defeating
all challengers. In many situations, the characters will be able to divide
and conquer difficult objectives - while the Fighter holds back a horde of
Yuan-Ti snakemen with brute force, the Sorcerer supports him with devastating
ranged magic while the Rogue sneaks above and behind them for a coup de
grace. The player participates seamlessly in each critical moment as they are
cinematically switched from one perspective to another.

Forgotten Realms, Demon Stone, Dungeons & Dragons, Neverwinter Nights, Drizzt
Do'Urden and Magic the Gathering are trademarks of Wizards of the Coast in
the USA and other countries.

# # #
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According to this article, Atari isn't doing very well these days:

http://money.cnn.com/2005/06/16/commentary/game_over/column_gaming/index.htm
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Things aren't looking so good for Atari:

http://money.cnn.com/2006/02/17/commentary/game_over/column_gaming/index.htm
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Top Stealth Action Game Tom Clancy's Splinter Cell(tm) Ships for the
PlayStation(R)2 Computer Entertainment System and the Nintendo GameCube(tm)

The Most Popular Game for Xbox Now Available on All Consoles!

SAN FRANCISCO, CA - April 8, 2003 - Ubi Soft Entertainment, one of the
world's top videogame publishers, today announced that Tom Clancy's Splinter
Cell(tm) has shipped for the PlayStation(R)2 computer entertainment system
and Nintendo GameCube(tm). Wildly considered to be the hottest title for the
Xbox(tm), Tom Clancy's Splinter Cell is infiltrating the PlayStation 2 and
Nintendo GameCube with so much tension-filled stealth action it leaves
players gasping for more. When Tom Clancy's Splinter Cell ships for the
Nintendo Game Boy(R) Advance later this month, Nintendo fans will be treated
to a slew of new features including exclusive levels and gadgets, accessed by
connecting the Game Boy Advance and Nintendo GameCube.

"Tom Clancy's Splinter Cell is sure to impress PlayStation 2 and Nintendo
GameCube fans. It earned its place as console game of the year by providing
exclusive content and high quality excitement-filled gameplay experiences
regardless of platform," said Tony Kee, vice president of marketing for Ubi
Soft Entertainment.

Tom Clancy's Splinter Cell attained critical and commercial success, and was
recently named Console Game of the Year by the Academy of Interactive Arts
and Science. Since its initial release for the Xbox(tm) video game system in
November 2002, Tom Clancy's Splinter Cell has gone on to sell more than one
million units in North America alone and 600, 000 units in Europe. It boasts
an average rating of 94.4 (out of a possible 100), based on a sample of 54
reviews, and was awarded, and was named both IGN.com's and GameSpy's Xbox
Game of the Year for 2002. The PlayStation 2 game has been named Electronic
Gaming Monthly game of the month for May and was awarded four and a half
stars out of five by Official PlayStation Magazine.

Storyline:
You are Sam Fisher. A lone shadow-operative in a world where lost seconds can
allow terrorist plans to become deadly reality. You operate in the heart of
hostile territory. Spy. Steal. Destroy. Assassinate. Just don't ever be seen.
Because when the stakes are this high, the choice between leaving a witness
or a corpse is no choice at all. When two CIA agents mysteriously vanish in
the former Soviet republic of Georgia, the NSA's secret sub agency, Third
Echelon, deploys Sam Fisher-its most capable splinter cell operative-to
recover them. Fisher soon uncovers a deeper conspiracy: a plot that threatens
to destabilize the world order and spark nuclear conflict.

Standout Game Features
- Covert stealth-action featuring a compelling original storyline and
characters drawn from the world of the famous espionage author Tom Clancy.

- Revolutionary lighting, shadowing, animation, physics, and sound effects
create an astonishingly realistic tension-filled experience on the
PlayStation 2.

- Comprehensive stealth techniques including sniping, split jumping, zip
lining, rappelling, and using human shields bring awesome gameplay
possibilities for the gamer.

- Experimental intelligence gadgets (night/thermal vision goggles, prototype
weapons and surveillance gear, etc.) give Fisher the edge against his
enemies.

Only on PlayStation 2!
- The Powerplant mission features four new exclusive levels, in addition to
the 10 existing missions, plus 30 minutes of new cinematics

- An all new four minute cinematic introduction including music recorded
specifically for Splinter Cell by the famous Prague Orchestra.

Connect to the Game Boy Advance to Access Exclusive Content and Features!
- Once connected to the Nintendo GameCube, the Game Boy Advance can function
as a remote extension for Sam's OPSAT (allowing Sam to view his surroundings
on a radar-like mini-map) and providing him remote control of computers and
weapons, including the wall mine.

- Connected-play provides gamers with a brand new weapon exclusive to the
Nintendo GameCube-the sticky bomb!
- Playing through the Nintendo GameCube version will unlock five exclusive
levels on the Game Boy Advance.

Tom Clancy's Splinter Cell carries a "T" (Teen) rating from the ESRB and will
have a suggested retail price of $49.99.

About Ubi Soft(R) Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com> .

All rights reserved. TM, (R), Game Boy Advance, and Nintendo GameCube are
trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from Microsoft. Tom
Clancy's Splinter Cell(tm) (C) 2003 Ubi Soft Entertainment. All Rights
Reserved. Splinter Cell, Ubi Soft, and the Ubi Soft logo are trademarks of
Ubi Soft Entertainment in the U.S. and/or other countries.
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UBI SOFT ENTERTAINMENT SIGNS MUSICIAN/ACTRESS EVE TO VOICE HIGHLY
ANTICIPATED VIDEOGAME - XIII

Entertainment Trendsetter Eve Headlines as Major Jones in Stylish
Action-Shooter

SAN FRANCISCO, CA - May 7, 2003 - Ubi Soft Entertainment, one of the world's
top videogame publishers, today announced that one of music and film's
hottest stars, Eve, will play the role of Major Jones in its highly
anticipated action-shooter, XIII. XIII is an epic, conspiracy-driven thriller
set in a highly stylized graphic-novel world. Eve will lend her voice talents
to Major Jones, a beautiful yet mysterious character in the game, who helps
players unravel clues behind the game's captivating story. XIII is planned to
release on all platforms in Fall 2003.

"XIII is a true original - the most stylish game I have ever seen," said Eve.
"When I saw the game, I knew I wanted to be involved. My character, Jones, is
a strong, sexy female with attitude - my fans will easily relate her to me."

XIII is a stylish, first-person shooter thriller featuring a conspiracy of
epic proportions. The game's cel-shaded graphics showcase its unique visual
style, which pays homage to its comic roots. As a secret agent with complete
amnesia, players unravel clues behind their true identity, while uncovering
sinister plots against themselves, the U.S. government, and a mysterious
presidential assassination. In XIII, Jones proves a valuable ally, as players
will need to call upon her assistance in several gripping situations. This
collaborative mode is just one of XIII's varied gameplay modes, which also
include stealth, all-out action, and multiplayer.

Philadelphia-born, Eve took the recording industry by storm with her
critically acclaimed platinum debut album, Eve: Ruff Ryder's First Lady. Her
follow-up, Scorpion, featured numerous hit singles including the
Grammy(R)-award winning, "Let Me Blow Ya Mind." Her current album,
EVE-OLUTION, is burning up the charts with the #1 hit single, "Gangsta
Loving," and her current single, "Satisfaction." In addition to her red-hot
recording career, Eve also appeared in 2002's blockbuster movies, Barbershop
and XXX, and is slated to star in her own UPN sitcom this fall. Eve will also
star in THE WOODSMAN with Benjamin Bratt and Kevin Bacon, which starts
production this month. XIII is the first videogame appearance for this
multi-talented singer/songwriter/actress/trendsetter.

"Eve is the perfect person to play the role of Major Jones," said Tony Kee,
vice president of marketing at Ubi Soft Entertainment. "She has a combination
of style, sexiness, and attitude - perfect attributes that describe the Jones
character. Having a hot personality like Eve involved in the game enforces
what the gaming community has been shouting all year - XIII is the coolest
action-shooter in 2003."

(C) 2002 VANCE-VAN HAMME-DARGAUD BENELUX (Dargaud-Lombard s.a.) All other
trademarks are the property of their respective owners.

About Ubi Soft(R) Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com> .
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NEW XIII WEBSITE GIVES A STYLISH SNEAK PEAK

Continuing the E3 Excitement, Fans Log On to Experience the World of XIII

San Francisco - May 14, 2003 - Ubi Soft Entertainment, one of the top 10
video game publishers in the world, today announced XIII, the most stylish
FPS ever, now has its own dedicated teaser web page: www.whoisxiii.com
<http://www.whoisxiii.com/> . XIII is a stunning, conspiracy-driven thriller
set in a highly stylized graphic-novel world. Fans can log on now and get a
sneak preview of one of the most anticipated games of the year. The Web site
features new screens, character images, an interactive storyline and an
exclusive high-quality trailer. Additionally, visitors can register to the
XIII mailing list and keep up to date with all that is... XIII. XIII is
scheduled to ship in Fall 2003 to all consoles and PC. The full XIII Web site
will launch in June 2003. XIII will be on display May 14 - 16 at the Ubi Soft
booth - South Hall Booth #1046 - during the Electronic Entertainment Expo in
Los Angeles, CA.

XIII is a stylish first-person shooter thriller featuring a conspiracy of
epic proportions. The game's cel-shaded graphics showcase its unique visual
style, which pays homage to its comic roots. As a secret agent with complete
amnesia, players unravel clues behind their true identity, while uncovering
sinister plots against themselves, the U.S. government, and a mysterious
presidential assassination.

About Ubi Soft Entertainment

Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified lineup has grown considerably. As
well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany and China and sells its
products in over 50 countries. For more information about Ubi Soft, visit
http://www.ubi.com .

(C) 2002 VANCE-VAN HAMME-DARGAUD BENELUX (Dargaud-Lombard s.a.)

All other trademarks are the property of their respective owners.

(C)2003 Ubi Soft, Inc. All rights reserved. Ubi Soft Entertainment and the
Ubi Soft logo are registered trademarks and Will Rock is a trademark of Ubi
Soft, Inc. All other trademarks are the property of their respective owners.
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Sam Fisher Is Back with Exciting New Missions and Online Multiplayer Play
Modes

Ubi Soft Entertainment confirms the next Splinter Cell installment: Pandora
Tomorrow, the new episode of the critically acclaimed stealth action game.

Ubi Soft, one of the world's leading video game publishers, confirmed today
that development has begun on the next Splinter Cell game, subtitled:
"Pandora Tomorrow."

This sequel is being developed as a multiplatform title and is slated for
release in the first quarter of 2004. The game will bring back more of the
single-player intrigue that made the original game a bestseller. With
exciting new action scenes and a strong cinematic feel, the player will
experience new and even more realistic surroundings. Building on Ubi Soft's
strong commitment to online gaming, Pandora Tomorrow will the be the first
stealth game ever to feature multiplayer online missions allowing several
players to simultaneously share Sam Fisher's shadowy world of espionage.
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DAVID DUCHOVNY SIGNS ON AS LEAD ROLE IN HIGHLY ANTICIPATED VIDEOGAME - XIII

Duchovny Takes On Role of Secret Agent with Complete Amnesia

SAN FRANCISCO, CA - July 14, 2003 - Ubi Soft Entertainment, one of the
world's top game publishers, rounded out its AAA cast of voice talent for its
highly anticipated action-shooter, XIII, by signing David Duchovny as its
title character. XIII is an epic, conspiracy-driven thriller set in a highly
stylized graphic-novel world and is scheduled to release on all game consoles
as well as the PC, in Fall 2003.

"XIII isn't like any videogame I have ever seen - it plays like a suspenseful
movie with a conspiracy-ridden storyline filled with enough twists and turns
to keep everyone guessing," said Duchovny. "Players are in for a lot of
surprises with this game - things are never what they seem, making for good
drama and a great game."

XIII is a stylish, first-person shooter thriller featuring a conspiracy of
epic proportions. David Duchovny takes on the role of XIII, a secret agent
with complete amnesia who must discover clues behind his true identity.
Avoiding pursuit by the FBI, who accuse him of assassinating the president,
and a mysterious group called the Twenty are just two of XIII's challenges;
he must also uncover sinister plots against the U.S. government from its
highest offices. Duchovny joins actress/musician Eve, starring as Major
Jones, and Adam West, as General Carrington, in the cast.

No stranger to the themes of government conspiracy, Duchovny starred in the
hit television series about government cover-ups and conspiracy theories, The
X-Files. Duchovny won a Golden Globe award for Best Actor in a Drama Series
for his work on The X-Files. He also appeared in many hit motion pictures,
including EVOLUTION, Return to Me, and Zoolander. Duchovny is currently
shooting Connie & Carla Do L.A. opposite Nia Vardalos and Toni Collette.

For more information about XIII, please visit: www.whoisxiii.com
<http://www.whoisxiii.com/>

(c)2003Ubi Soft Entertainment. All Rights Reserved. Ubi Soft and the Ubi Soft
logo are trademarks of Ubi Soft Entertainment in the U.S. and/or other
countries. (c)Van Hamme - Vance / Dargaud Benelux (DARGAUD-LOMBARD S.A.) 2000
DARGAUD.

About Ubi Soft(r) Entertainment
Ubi Soft Entertainment is a global producer, publisher, and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland, and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com>.
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UBI SOFT ENTERTAINMENT, GAME PRO MAGAZINE, DC COMICS AND WARNER HOME VIDEO
INC. PARTNER TO PROMOTE RELEASE OF BATMAN(tm): RISE OF SIN TZU CONTEST

San Francisco, CA - July 22, 2003 - Ubi Soft Entertainment(tm) , in
partnership with DC Comics, Warner Home Video, and GamePro Magazine have
announced a joint promotion in support of Batman(tm):Rise of Sin Tzu, the
first video game to introduce a new character into the Batman universe. The
promotion will include, the "Batman: Rise of Sin Tzu - Art Attack! Contest"
sponsored by Ubi Soft, which will run from now through October 31. Entrants
submitting their best drawings of Batman will be judged by legendary comic
book artist and Sin Tzu's co-creator, Jim Lee.

The contest will consist of three preliminary rounds, followed by one final
round and offer contestants a chance to win a multitude of prizes including:

* The new Black GameBoy(r) Advance SP

* Copies of Ubi Soft's new video game, Batman(tm):Rise of Sin Tzu

* Mattel, Inc. BatmanTM products

* A Batman: Mystery of the Batwoman DVD

* Playing Mantis Batmobile die cast model kits

* The novel, Batman: Rise of Sin Tzu, from Warner Books/Aspect

* Mad Catz peripheral packages

* Subscriptions to GamePro magazine.

All entrants for Art Attack! must submit their drawing online through
GamePro's Batman: Rise of Sin Tzu site at www.gamepro.com/batman, where the
public can also go to vote for their favorite artistic rendition. There are
three different age categories for eligibility: ages 8-13, 14-18, 19 and
older, with one 1st place winner and two runners-up, chosen each month in
each age group as voted on by the general public. All monthly winners will be
shown online and in print in GamePro magazine. The nine finalists as chosen
by the public will go to the ultimate round to compete for a Grand Prize with
2nd and 3rd place finishes. Ubi Soft will send the final nine images to Jim
Lee, who will make the final decision on the top three grand prize winners.
The Grand Prize winners will take home an autographed Jim Lee exclusive Sin
Tzu lithograph, DC Direct Batman statue designed by Jim Lee, Mattel
Batmobile, Batman: Rise of Sin Tzu video game on platform of choice, and a
Batman: Mystery of the Batwoman DVD.

In addition to the contest, UbiSoft will include a trailer of Warner Home
Video's upcoming release Batman: Mystery of the Batwoman on the Rise of Sin
Tzu video games and Warner Home Video will also include a trailer of the Rise
of Sin Tzu game on its VHS versions of Batman: Mystery of the Batwoman.

About Batman(tm): Rise of Sin Tzu:

A revolutionary new era in Batman history begins with the introduction of the
new character, Sin Tzu. Beyond madness, beyond evil, Sin Tzu is an enemy
unlike Batman has ever battled. He is a master in the deadly art of war,
driven by a single desire: to conquer. Scouring the world in search of only
the worthiest adversaries, Sin Tzu has descended upon Gotham City and
marshaled the infamous villains Bane, Clayface and Scarecrow into a superior
fighting force against the Caped Crusader. In turn, Batman has called upon
his allies Robin, Nightwing and Batgirl to stem the tide of this new rising
evil.

Batman(tm): Rise of Sin Tzu will be in shipped to retail in October on all
next-generation platforms.

About Ubi Soft(r) Entertainment:

Ubi Soft Entertainment is an international producer, publisher and
distributor of interactive entertainment products. A leading company in the
multimedia industry, Ubi Soft's strong and diversified lineup has grown
considerably, as has Ubi Soft itself. As well as steadfastly continuing to
partner with several high-profile companies, Ubi Soft has also confirmed its
presence on the global market by developing its own exceptional properties.
Founded in 1986 in France, Ubi Soft is now present on every continent, both
through offices in 22 different countries including the United States,
Brazil, Morocco, Germany and China and through sales of products in over 50
countries. The group is dedicated to delivering high-quality, cutting-edge
video game titles to consumers around the world. Ubi Soft generated a
turnover of 453 million euros for the 2002/2003 fiscal year, up 23% over the
previous fiscal year. To learn more, visit <http://www.ubi.com/> www.ubi.com.

About DC Comics

DC Comics, a Warner Bros. Entertainment Company, is the largest
English-language publisher of comics in the world and home to such iconic
characters as Superman, Batman, Wonder Woman and the Sandman. These DC
superheroes and others have starred in comic books, movies, television series
(both animated and live-action) and cyberspace, thrilling audiences of all
ages for generations. DC Comics' Web site is located at www.dccomics.com
<http://www.dccomics.com/> .

About IDG Entertainment:

Located in Oakland, CA, IDG Entertainment is the world's premier interactive
entertainment publisher for multiplatform gaming and entertainment
enthusiasts, and produces GamePro magazine, GamePro.com, Code Vault magazine,
and the IDG Entertainment Industry White Paper.

GamePro's audience of over 2.9 million opinion-leading readers has
established GamePro as the most read video game magazine amongst male teens
in North America (Teenage Research Unlimited, 2003). GamePro's circulation is
529,043 (ABC Initial Audit Report, three-month period ending January 2002).
GamePro is the industry leader among independent multiplatform video gaming
magazines. GamePro delivers cutting-edge multiplatform gaming previews,
reviews, strategies, cheats, and codes. The magazine's seasoned editorial
staff provides its male teen audience with an authoritative source for video
and personal computer gaming information.

GamePro.com (www.gamepro.com) is the premier online source for gaming
information on the Internet. The site delivers around-the-clock coverage of
game reviews, previews, and cheats for every major gaming platform.
GamePro.com is highly interactive with many popular features, including an
online community for gamers that enables its visitors to post user reviews,
chat with GamePro's editors and fellow gamers, create online personas, and
more.

Code Vault is GamePro's exclusive, monthly publication of video game cheats,
tricks, and secrets for all major gaming platforms. All Code Vault codes are
GamePro-tested and guaranteed to work. The publication is action-packed with
thousands of codes per issue and is available on newsstands nationwide.

IDG Entertainment is a business unit of IDG, the world's leading technology
media, research, and event company. IDG publishes more than 300 magazines and
newspapers, and offers online users the largest network of
technology-specific sites around the world through IDG.net (www.idg.net),
which comprises more than 330 targeted websites in 80 countries. IDG is also
a leading producer of 168 computer-related events worldwide, and IDG's
research company, IDC, provides global market intelligence and advice through
51 offices in 43 countries. Company information is available at www.idg.com.

BATMAN and all related characters and elements are trademarks of and (c) DC
Comics.

(s03)
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XIII COMMUNITY WEB SITE LAUNCHES

Web site Serves as the One-Stop Destination for New XIII Content and
Information

SAN FRANCISCO, CA - August 14, 2003 - Ubi Soft(r) Entertainment, one of the
world's top game publishers, today launched the XIII community Web site - the
only destination for XIII information and assets. XIII is the stylish
first-person shooter thriller featuring a government conspiracy and a unique
combination of action and stealth gameplay. XIII will be available on all
game consoles and the PC in October 2003. Please visit: www.whoisXIII.com
<http://www.whoisxiii.com/> for more information.

The XIII Website is the one-stop information source for all things XIII. The
community site features the new cinematic trailer, The Death Sentence, Part
4. In classic XIII style, this movie introduces players to XIII's notorious
enemy, Mongoose -- the mysterious and deadly member of the XX (pronounced
twenty) bent on killing XIII. Players find out who Mongoose is and why he
wants XIII dead. XIII's conspiracy plot is filled with enough twists and
turns to keep players' heads spinning throughout the game. In XIII, players
must evade Mongoose and his henchman from numerous perilous situations. The
only way to stop Mongoose is to recover XIII's memory, prove his innocence
and stop a worldwide government conspiracy in the process.

Additionally, gameplay movies showcasing everything from XIII's special
effects, weapons and boss enemies are also featured on the site. Through
exclusive dossiers, players discover additional details to the XIII storyline
with in-depth information on the following:

* XIII backstory - learn about the history of XIII, find out where the
conspiracy all started

* Characters - determine who you can trust, meet the cast of characters, both
heroes and enemies, that make up the XIII world

* Weapons - learn about the 15 weapons and 18 objects as weapons with primary
and alternate fires

* Locations - study all the locations, including military bases, FBI prisons
and exotic islands, with detailed maps and information

The XIII Web site is the best source for XIII fans wanting to get an edge
when the game launches in October. Look out for additional content updates
and new information, including new trailers, demos, and pre-order
information, every month through to the game's launch.

(c)2003Ubi Soft Entertainment. All Rights Reserved. Ubi Soft and the Ubi Soft
logo are trademarks of Ubi Soft Entertainment in the U.S. and/or other
countries. (c)Van Hamme - Vance / Dargaud Benelux (DARGAUD-LOMBARD S.A.) 2000
DARGAUD.

About Ubi Soft(r) Entertainment
Ubi Soft Entertainment is a global producer, publisher, and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland, and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com>.
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GameSpot and Nintendojo are both reporting that anyone who buys Prince of
Persia in January will get Tom Clancy's Splinter Cell for free.

Both games are published by UbiSoft, and the deal applies to all four (Xbox,
GameCube, PlayStation 2, and PC) versions of the games.

Personally, I wasn't very impressed with the original Xbox version of Splinter
Cell (which received critical acclaim), but I've heard similar praise for
Prince of Persia, which won Penny Arcade's Best Game of 2003.

Thanks to Dain for the heads-up.

-Ken
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Ubisoft Announces New Ship Date
for Far Cry Instincts(tm)
on Xbox and PS2

Ubisoft today announced that Far Cry Instincts(tm) will now be available for
both the Microsoft Xbox(tm) video game system and the Sony PlayStation(r)2
computer entertainment system in Q1 2005. The console versions will take the
best of the top selling tropical PC shooter adapting it to the consoles
specificities and using the technology Far Cry(tm) fans have come to expect.
The new ship date will ensure that both the Xbox and PS2 versions have the
same impressive graphics and unique immersive gameplay elements as the
highly-regarded Far Cry(tm) PC version.

You can check the official Far Cry community site on:

<http://www.farcry-thegame.com/> http://www.farcry-thegame.com

Far Cry, Far Cry Instincts, Ubisoft and the Ubisoft logo are trademarks of
Ubisoft Entertainment in the US and/or other countries. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc . TM, (r). Xbox is a trademark of Microsoft Corporation
in the United States and/or other countries.
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Pre-Order Prince of Persia: Warrior Within Starting October 8th and Receive
Collector's Edition Art Book

In celebration of the upcoming release of Prince of Persia: Warrior
Within(TM), Ubisoft announces a pre-sell program: pre-order Prince of Persia:
Warrior Within and receive a collector's edition art book featuring 36 pages
of art and developer commentaries.

"Prince of Persia: Warrior Within boasts a completely unique and impressive
aesthetic, and we wanted to do something different to showcase the artistic
talent of the development team," said Ubisoft's Vice President of Marketing,
Tony Kee. "The collector's edition art book delivers an exclusive insider's
look at one of Fall's most incredible-looking video games, and is a must-have
item for fans of the legendary franchise."

Wrapped in a special pre-order package, the soft cover art book will contain
concept art and finalized high-resolution images from Prince of Persia:
Warrior Within as well as developer commentaries from the Producer and lead
artists.

Beginning October 8th, place five-dollars towards the purchase of Prince of
Persia: Warrior Within, retailing at $39.99, and receive the special
collector's edition art book. Pre-order Prince of Persia: Warrior Within at
GameStop, Electronic Boutique or Game Crazy.

PRINCE OF PERSIA: WARRIOR WITHIN releases November 16th for the Sony
PlayStation(R)2, Microsoft Xbox(TM), Nintendo GameCube(TM) and PC.
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UBISOFT TO LAUNCH INTERACTIVE GAME FOR UNIVERSAL PICTURES' KING KONG
FOR HOLIDAY 2005

Peter Jackson and Ubisoft development team members pictured here on the set
of King Kong in New Zealand: Jacques Exertier, Ubisoft game scriptwriter (far
left), Michel Ancel, Ubisoft creative director (in back), Peter Jackson,
movie director (front center), and Xavier Poix, Ubisoft producer and site
director (far right).

SAN FRANCISCO - October 12, 2004 - Ubisoft, one of the world's largest
interactive video game publishers, and Universal Studios Consumer Products
Group today announced plans to release an interactive game based on Universal
Pictures' upcoming motion picture adventure, King Kong. The game will be
available worldwide on all platforms at the beginning of the holiday season
in conjunction with the December 14, 2005 theatrical release of the movie.

Triple Academy Award(R) winner Peter Jackson (The Lord of the Rings: The
Return of the King) brings his sweeping cinematic vision to the iconic story
of the gigantic ape-monster captured in the wild and brought to civilization
where he meets his tragic fate. Jackson assumes directing, producing and
co-screenwriting duties and surrounds himself with a list of superlative
filmmaking and acting talents.

Working very closely with Peter Jackson and Wingnut Films, Ubisoft's prized
Beyond Good & Evil development team and award-winning Montreal studio - some
of the interactive game industry's most creative designers - are creating a
game in their Montpellier studio in the South of France that will reflect the
visual interpretation, character dynamics and dramatic narrative of Jackson's
epic film.

Serge Hascoet, Executive Director, Worldwide Content Strategy for Ubisoft
stated: "Through this creative association, Ubisoft shows its growing
dedication to bringing intense emotions inspired by the movie industry to
interactive games. In the King Kong game, players will be able to experience
all the power, drama and emotion of the film thanks to the interactive
possibilities provided by the game."

"I'm really enjoying the collaboration with these artists, and all the
creative possibilities we're discovering," said Peter Jackson. "By working
closely with the development team, Ubisoft is enabling me to help shape the
kind of gaming experience that I will be proud to associate with this new
version of King Kong, a story that began my life-long love of film."

(C)2004 Ubisoft Entertainment. All Rights Reserved. Ubisoft, ubi.com, and the
Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S. and/or other
countries.
About King Kong

Jackson re-teams with longtime collaborators Fran Walsh and Philippa Boyens,
co-writing the screenplay with three-time Oscar(R)-winning partner Walsh and
The Lord of the Rings co-writer, Academy Award(R) winner Boyens. The
screenplay is based on the original story by Merian C. Cooper and Edgar
Wallace, which became the classic 1933 RKO Radio Pictures film, directed by
adventurers Cooper and Ernest B. Schoedsack. Jan Blenkin, Carolynne
Cunningham, Fran Walsh and Jackson are producing the film under their WingNut
Films banner, with Universal Pictures releasing King Kong worldwide on
December 14, 2005.
Starring i
n the Universal Pictures release is a slate of some of Hollywood's most
versatile and accomplished actors, including Academy Award(R) nominee Naomi
Watts (21 Grams), Jack Black (School of Rock) and Academy Award(R) winner
Adrien Brody (The Pianist). Cast members include Andy Serkis (The Lord of the
Rings trilogy), Thomas Kretschmann (U-571), Colin Hanks (Orange County) and
Kyle Chandler (Angel's Dance, television's Early Edition).

Jackson brings his sweeping vision and employs the latest motion picture
technology to cinematically portray the timeless tale of the beast and his
beauty. He expands on the chapters of the tale that take place in the
mysterious and dangerous jungles of Skull Island, and his Kong promises to be
a unique and breathtaking creation.

As with his Lord of the Rings trilogy, Jackson is currently shooting King
Kong on location in his native New Zealand. Visual effects are accomplished
by New Zealand-based companies Weta Digital and Weta Workshop, recipients of
multiple Academy Awards(R) for their collective work on The Lord of the Rings
trilogy. Visual effects and miniatures supplement practical locations in
creating primordial jungles and '30s-period America. This film has not yet
been rated. Please consult www.filmratings.com or www.parentalguide.org for
more information.

About Universal Studios Consumer Products Group:
Universal Studios Consumer Products Group (USCPG) is responsible for global
licensing and retail strategies as well as building brand recognition of the
extensive catalogue of NBC Universal properties.

Universal Studios Consumer Products Group is a unit of NBC Universal, one of
the world's leading media and entertainment companies in the development,
production, and marketing of entertainment, news, and information to a global
audience. Formed in May 2004 through the combining of NBC and Vivendi
Universal Entertainment, NBC Universal owns and operates the No. 1 television
network, the fastest-growing Spanish-language network, a valuable portfolio
of news and entertainment networks, a premier motion picture company,
significant television production operations, a leading television stations
group, and world-renowned theme parks. NBC Universal is 80%-owned by General
Electric, with 20% controlled by Vivendi Universal.

About Ubisoft:

Ubisoft is an international producer, publisher and distributor of
interactive entertainment products. A leading company in the multimedia
industry, Ubisoft's strong and diversified lineup has grown considerably, as
has Ubisoft itself. As well as steadfastly continuing to partner with several
high-profile companies, Ubisoft has also confirmed its presence on the global
market by developing its own exceptional properties. Founded in 1986 in
France, Ubisoft is now present on every continent, both through offices in 21
different countries including the United States, Morocco, Germany, and China
and through sales of products in over 50 countries. The group is dedicated to
delivering high-quality, cutting-edge videogame titles to consumers around
the world. Ubisoft generated a turnover of 508 million euros for the
2003/2004 fiscal year, up 22.5% over the previous fiscal year. To learn more,
visit www.ubi.com.
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UBISOFT AND SONY PICTURES CONSUMER PRODUCTS SIGN MULTI-TITLE INTERACTIVE
PUBLISHING AGREEMENT

Ubisoft to Develop Videogames Based on Sony Pictures Animation CGI Feature
Films

SAN FRANCISCO - January 26, 2005 - Today, Ubisoft, one of the world's largest
videogame publishers, announced an exclusive multi-title licensing agreement
with Sony Pictures Consumer Products (SPCP) to develop and publish games
based on "Open Season" and "Surf's Up," the first two feature-length animated
films from Sony Pictures Animation.

This collaboration represents Ubisoft's first venture into adapting CGI films
for the videogame market and the beginning of a long-term collaboration with
Sony Pictures Animation and SPCP. Furthermore, it reinforces Ubisoft's
efforts to maintain a diverse portfolio that appeals to gamers of all ages.

In the action-adventure comedy "Open Season," Boog (Martin Lawrence), a
happily domesticated grizzly bear, lives in the tranquil town of Timberline.
Timberline is turned upside down when he meets Elliot (Ashton Kutcher), a
scrawny, fast-talking wild mule deer. When the unlikely pair find themselves
relocated to the wild just three days before hunting season, Boog and Elliot
must learn to work together and unite the territorial animals of the forest.
In a rowdy and wacky battle, they make the woods safe once and for all by
turning the hunters into the hunted.

The agreement between SPCP and Ubisoft includes "Surf's Up", a "mockumentary"
based on the groundbreaking revelation that surfing was actually invented by
penguins. The Film is being directed by Ash Brannon ("Toy Story 2") and Chris
Buck ("Tarzan"), and produced by Chris Jenkins (credits include "The
Hunchback of Notre Dame"). "Surf's Up" and its videogame adaptation are both
scheduled for release in summer 2007. CGI animation for both films is by Sony
Pictures Imageworks.

"The slate of films from Sony Pictures Animation offers tremendous
opportunities to develop truly unique and entertaining games," said Yves
Guillemot, chief executive officer at Ubisoft. "Ubisoft's long-term agreement
with Sony Pictures allows us to be part of the creative process from the very
beginning, working closely with the animators and directors on the vision and
tone of the games. We are amazed by the quality of their work and their
stories which will no doubt enthral the public. Their films will entertain
audiences both young and old - who we hope will relive their theatre
experiences by interacting with the story through truly captivating games."

Ubisoft's award-winning Montreal studio will be developing the games based on
both "Open Season" and "Surf's Up," working in close collaboration with the
production teams at Sony Pictures Animation to ensure the videogames are
faithful renderings both artistically and narratively. The "Open Season"
title will be released on all available formats in conjunction with the
film's debut in theatres, scheduled for September 29, 2006.

About Open Season:
Open Season is based on the humor of cartoonist Steve Moore (In The
Bleachers), who also serves as Executive Producer with John Carls. The film
is being directed by Roger Allers (director of The Lion King) and Jill Culton
(credits include Monsters, Inc., and Toy Story 2). The co-director is Anthony
Stacchi (credits include Curious George and Antz). The producer is Michelle
Murdocca (credits include Stuart Little and Stuart Little 2). Open Season is
scheduled for theatrical release on September 29, 2006.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide. It is the fastest growing company in the
videogame industry and has grown considerably through its strong and
diversified line-up of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 508 million for the 2003-2004 fiscal
year, an increase of 22.5 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.

About Sony Pictures Consumer Products
Sony Pictures Consumer Products (SPCP), a Division of Sony Pictures Worldwide
Consumer Marketing (SPWCM), is based in Los Angeles and handles the
merchandising and branding efforts for some of the most recognized properties
in film and television and, through Spider-Man Merchandising, LP a limited
partnership with Marvel Enterprises, the Spider-Man(TM) motion pictures. SPCP
properties include upcoming theatrical releases Bewitched, Zathura, and
Memoirs of a Geisha, Sony Pictures Animation's feature films, Open Season and
Surf's Up, television properties such as "It's A Big, Big, World(TM)", as
well as television favorites including "Wheel of Fortune?" and "Jeopardy!?".

About Sony Pictures Animation:
Sony Pictures Animation is a division of Sony Pictures Digital. Under the
leadership of executives Sandra Rabins and Penney Finkelman Cox, the division
identifies and nurtures fresh voices and dynamic visions for the world of CG
animated features for Sony Pictures Entertainment.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Ubisoft and the Ubisoft
logo are trademarks of Ubisoft Entertainment in the U.S. and/or other
countries. All other trademarks are the property of their respective owners.

###
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TOM CLANCY'S SPLINTER CELL CHAOS THEORY GOES GOLD

Spring's Hottest Game Expected to Hit Store Shelves on March 31!

San Francisco, CA - March 22, 2005 - Ubisoft, one of the world's largest
video game publishers, announced today that Tom Clancy's Splinter Cell Chaos
Theory has reached gold master status on all platforms and is expected to hit
store shelves on March 31, 2005.  One of this Spring's most talked-about and
best-reviewed titles (10/9.5/9.0 - Electronic Gaming Monthly; 9.9 - Official
Xbox Magazine; 9.75/9.75 - Game Informer Magazine), Tom Clancy's Splinter
Cell(R) Chaos Theory(TM) delivers three amazing types of gaming experiences,
and stands as one of the biggest videogames ever produced.

Tom Clancy's Splinter Cell(R) Chaos Theory(TM) includes a single-player
campaign that follows gaming icon Sam Fisher on his latest mission to
maintain world peace, a two-player co-op campaign that redefines
collaborative gaming, and a completely updated versus multiplayer campaign
(that first appeared to critical acclaim in last year's Tom Clancy's Splinter
Cell Pandora Tomorrow) and offers gamers complete immersion in modern stealth
action and endless hours of replayability.

Tom Clancy's Splinter Cell(R) Chaos Theory(TM) carries an "M" (Mature) rating
from the ESRB, with a suggested retail price of $49.99.  It is scheduled to
be available for the Xbox(R) video game system from Microsoft,
PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM)and PC,
as well as the N-Gage platform, published by Gameloft(R) on March 31, 2005.

About Tom Clancy's Splinter Cell(R) Chaos Theory(TM)
The year is 2008.  Citywide blackouts... stock exchange sabotage...
electronic hijacking of national defense systems... this is information
warfare, which has become the most dangerous threat to global stability.  To
prevent these attacks, you must infiltrate deep into hostile territory and
aggressively collect critical intelligence, closer than ever to enemy
soldiers.  You are Sam Fisher, the NSA's most elite black-ops agent. To
achieve your mission you will operate undetected, kill at close-range, attack
with your combat knife, shoot with the modular SC20K rifle, and use radical
suppression techniques such as the inverted neck break.  Work alone, or enjoy
the thrill of cooperative multiplayer infiltration missions, where teamwork
is the ultimate weapon.

As the enemy evolves, so must you.

 * EXCLUSIVE CLOSE RANGE KILLS: From knife attacks to athletic hand-to-hand
kills such as inverted neck breaks, dramatic ledge throws and other new moves

 * CO-OP STEALTH:  Play online or offline multiplayer with a friend and
coordinate your infiltration in an all new multiplayer challenge

 * REAL WEAPONS OF TOMORROW: The most complete arsenal of weapons and gadgets
from the knife to the modular SC20K rifle

 * AMAZING REPLAYABILITY: Totally open level design with multi-paths and
optional secondary objectives

 * ULTIMATE CHALLENGE: Intelligent enemies that make your mission more risky
as you must get closer to them than ever before

 * HIGH-RISK MISSIONS: Steal sensitive documents from under the nose of your
enemies, takeout a terrorist surrounded by his bodyguards...

 * AS GOOD AS REAL: Never-before-seen graphics technology offers the best
visuals ever seen on any console. Advanced physics engine allows rag doll
physics, particle effects and perfect interaction with the environment

 * THRILLING SCENARIO: In-game gut wrenching sequences and gripping plot with
multiple twists and turns

 * AWARD-WINNING VERSUS MODE: The universally-acclaimed Spies v. Mercenaries
mode from Tom Clancy's Splinter Cell Pandora Tomorrow makes a triumphant
return with all new gadgets, cooperative moves, humiliation moves, and new
multiplayer modes. Dynamic, evolving environments with elements like
destructible walls and actionable triggers ensure that no two matches are
ever the same.

(C) 2004 Ubisoft Entertainment. All Rights Reserved. Splinter Cell, Sam
Fisher, the Soldier Icon, Ubisoft, ubi.com, and the Ubisoft logo are
trademarks of Ubisoft Entertainment in the U.S. and/or other countries.

About Ubisoft:
Ubisoft is an international producer, publisher and distributor of
interactive entertainment products. A leading company in the multimedia
industry, Ubisoft's strong and diversified lineup has grown considerably, as
has Ubisoft itself. As well as steadfastly continuing to partner with several
high-profile companies, Ubisoft has also confirmed its presence on the global
market by developing its own exceptional properties. Founded in 1986 in
France, Ubisoft is now present on every continent, both through offices in 21
different countries including the United States, Morocco, Germany and China
and through sales of products in over 50 countries. The group is dedicated to
delivering high-quality, cutting-edge video game titles to consumers around
the world. Ubisoft generated a turnover of 508 million euros for the
2003/2004 fiscal year, up 22.5% over the previous fiscal year. To learn more,
visit www.ubi.com

About Tom Clancy:
With over 80 million books sold, Tom Clancy is arguably the world's most
recognized author. His works include fiction such as The Hunt for Red
October, Clear and Present Danger, The Sum of All Fears, Rainbow Six, and the
recently released The Teeth of the Tiger. Clancy also writes nonfiction works
about weapons and various military units. Four of his books have already been
adapted into highly successful feature films.
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Ubisoft ERUPTS WITH
187 RIDE OR DIE(TM)

nEW cOMBAT-rACING game Hits
CONSOLES AND pc

San Francisco, CA - March 29, 2005 - Ubisoft, one of the world's largest
video game publishers, today announces 187 Ride or Die(TM), an urban-themed
combat racing game that plunges players into a brutal street-racing gang war
where victory depends on ruthless driving and deadly shooting skills. 187
Ride or Die will ship for the current home consoles and PC this summer. 187
Ride or Die features the voices and likenesses of rising young actors
including Larenz Tate (Menace II Society, Ray), Noel Gugliemi (Training Day,
The Fast and the Furious), and Guerilla Black. 187 Ride or Die tells the
story of a reluctant urban hero named Buck (L. Tate), a young man living a
thug's life seething with money, fast cars and beautiful women - with danger
lurking around every corner. Set in the underworld of Los Angeles, Buck must
defend the territory of his mentor Dupree (G. Black) from a menacing nemesis
and his gang of bandit roughriders, led by Cortez (N. Gugliemi), who are
determined to take control of the streets.

"Ubisoft is bringing something unique to the racing genre, which accounts for
nearly 20% of the console market," said Tony Kee, Ubisoft's VP of Marketing.
"With an engaging storyline, an addictive blend of street racing and combat,
and an impressive soundtrack and, 187 Ride or Die has the kind of edge that
will appeal to racing and hip-hop enthusiasts alike."

Key Features:

Adrenaline-Pumping Combat-Racing Action: Put your pedal to the metal as you
literally blow your opponent away in non-stop, intense and unique
combat-racing action intensified with replay and slow-motion camera effects,
and spectacular blur and filter effects.

Pimpin' Rides: Select from a number of unique vehicles ranging from vintage
roadsters to modern muscle cars in your quest to rule the streets.

Strapped to the Nines: Put your hand on the pump and take out the opposition
with numerous weapons, including an array of pistols, shotguns, and much
more.

Endless Replay Value: Several different game modes including single player
Death Race, Cop Chase and Assassination. Or battle with your friends on
PlayStation(R) 2 online, Xbox(R) Live(TM) and PC online.

Loaded Cast and Production: Features the voices and likenesses of rising
young stars such as Larenz Tate (Menace II Society), Noel G (Training Day)
and Guerilla Black. Developed by a talented production team that includes
Director Ali Kojori (who also collaborated on Def Jam Vandetta, NBA Street,
Fight Night, Need for Speed) alongside Creative Director Matty Rich (Straight
Out of Brooklyn, The Inkwell).

Exclusive Music Soundtrack: Banging hip-hop soundtrack produced exclusively
for 187 Ride or Die.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. 187 Ride or Die, Ubisoft
and the Ubisoft logo are trademarks of Ubisoft Entertainment in the US and/or
other countries.

About Ubisoft:

Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide. It is the fastest growing company in the
videogame industry and has grown considerably through its strong and
diversified line-up of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 508 million for the 2003-2004 fiscal
year, an increase of 22.5% over the previous fiscal year at constant exchange
rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT CROSSES OVER WITH
AND 1(R) STREETBALL

Staying True to the AND 1 Mix Tape(R) Tour, Ubisoft Takes Sports Video Games
to New Heights

San Francisco, CA - May 17, 2005 - Today Ubisoft, one of the world's largest
video game publishers, announced AND 1(R) Streetball for the PlayStation 2
computer entertainment system and the Xbox(R) video game and entertainment
system from Microsoft. Developed by Black Ops, AND 1 Streetball is the
ultimate basketball experience that features all the jaw-dropping moves of
authentic streetball.

"AND 1 Streetball will prove to be an impressive entry for Ubisoft into the
sports video game market," said Tony Kee, vice president of marketing for
Ubisoft North America. "Working very closely with the AND 1 Mix Tape Tour
players, we captured the essence of authentic street basketball and will
bring a completely new and innovative approach to the basketball game genre."

About AND 1 Streetball

With unprecedented depth, freedom and control, AND 1 Streetball features the
entire roster of sensational AND 1 Mix Tape Tour players such as AO, The
Professor, Spyda and Pharmacist - each with their signature moves and look.
AND 1 Streetball also gives you the power to create your own player and your
own moves - so YOU can become the next streetball phenomenon.

The highly immersive Story mode puts you on the AND 1 Mix Tape Tour - the
world's premier streetball event, where originality and the ability to
electrify the crowds will get your name mentioned alongside the streetball
legends. But to become a legend in true AND 1 Mix Tape Tour fashion, you must
continue to work on your skills and elevate your game every time you play.

Visit www.and1streetballgame.com for exclusive insider information.

Key Features Include:

* Experience Real Streetball
Step into the shoes of the AND 1 players to execute mesmerizing moves like
Hot Sauce's killer crossover, Helicopter's rim-bending dunks, and The
Professor's no-look passes.

* A Basketball Game Revolution
Build your own character and create your own signature moves using AND 1's
revolutionary Create-a-Move editor, loaded with custom showboating, scoring,
and celebration moves.

* Can You Handle It?
School the competition with I-Ball controls, an intuitive control system that
gives you fluid and precise command over every offensive and defensive move.
Not only will you do it, you will also feel it.

* Become the Next AND 1 Phenom
Story mode allows you to experience the trials and exhilarations of getting
signed to the AND 1 Mix Tape Team, as seen on ESPN. Dominate the open run,
survive the hazing, and bring it home in the final game, as seen on ESPN.

* Run It How You Want It
Play the game you want to play. Scale your teams anywhere between one-on-one
to five-on-five. Run a full-court game, or do a half-court battle - the
choice is yours.

* Heavy Rotation - Station Identification
Just like the AND 1 Mix Tapes, the music soundtrack features a loaded library
of unreleased songs. The eclectic mix of exclusive hip-hop tracks represents
various styles including West Coast, East Coast, and the Dirty South Crunk!
Each court has its own sound and flavor.

* Online Multiplayer
Put your skills to the test against other top players as you showcase your
own creative moves and strive to gain a reputation as the best.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. AND 1(R) and Mix Tape(R)
are trademarks of AND 1. Ubisoft and the Ubisoft logo are trademarks of
Ubisoft Entertainment in the U.S. and/or other countries. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Online play requires internet connection, Network Adaptor (for
PlayStation 2) and Memory Card (8MB)(for PlayStation 2) (each sold
separately). The Online icon is a trademark of Sony Computer Entertainment
America Inc. Microsoft, Xbox, Xbox Live, the Live logo and the Xbox logos are
either registered trademarks or trademarks of Microsoft Corporation in the
United States and/or in other countries and are used under license from
Microsoft.

About AND 1:
Founded in 1993, AND 1 makes basketball footwear and apparel for players with
serious game. The company that first made its mark in the apparel industry
with a line of "in your face" trash talk tee shirts now offers a complete
product line for basketball players, including performance shoes, shorts,
tees, sleeveless tees, pants, team uniforms, licensed collegiate gear and
accessories. Brand revenues have grown from $1 million in 1993 to $175
million in 2003. AND 1 footwear and apparel is sold in more than 130
territories around the world and worn by the New Zealand, Slovenian, Puerto
Rican and Turkish national basketball teams in addition to more than 100 NBA
endorsers including two-time NBA All-Stars Stephon Marbury (New York Knicks),
Ben Wallace (Detroit Pistons) and star of the AND 1 Mix Tape(R), Volume One,
Rafer Alston (Toronto Raptors) as well as Jason "White Chocolate" Williams
(Memphis Grizzlies). For more information, visit www.and1.com.

About Black Ops:
Black Ops Entertainment was founded in 1994 to create cutting-edge sports and
action/adventure videogames for the Sony Playstation. Founded by a group of
MIT alumni, including John Botti, Jose Villeta, Alan Lasky and Will Botti,
Black Ops grew over the years and shipped such PlayStation(R) hits as
"Tomorrow Never Dies," and "The World is Not Enough," selling over 5 million
units combined. Black Ops has created such PlayStation 2 titles as "Knockout
Kings" and "Street Hoops," which sold nearly one million units. In addition
Black Ops received the AAIS Award in 2000 for "Best Console Sports Game," for
Knockout Kings 2000. Black Ops has completed over 18 titles, and is currently
working on "AND 1 Streetball" with Ubisoft, employing much of the same key
team that was instrumental in creating the million-unit franchise, "Street
Hoops."

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 537 million for the 2004-2005 fiscal
year, an increase of 8 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT ANNOUNCES TOM CLANCY'S SPLINTER CELL 4

Revolutionary New Installment from the Blockbuster Stealth Action Franchise
Coming Spring 2006

Amsterdam, THE NETHERLANDS - October 4, 2005 - Today Ubisoft, one of the
world's largest video game publishers, announces Tom Clancy's Splinter
Cell(R) 4 (working title), the next masterpiece in the Tom Clancy's Splinter
Cell(R) series. Tom Clancy's Splinter Cell(R) 4 will be available in Spring
2006 for current and next generation consoles as well as for PC.

Tom Clancy's Splinter Cell(R) 4 will thrust players into a new breed of game
play that promises to innovate and revolutionize the Splinter Cell(R)
franchise. Ubisoft is taking the saga of Sam Fisher into entirely new
territory, expanding the story and depth of his character.

Games in the Tom Clancy's Splinter Cell(R) series have garnered some of the
industry's most prestigious awards and outstanding reviews, including Best
Action/Adventure Game of the Year at the Electronic Entertainment Expo in
2002 and 2004, The Academy of Interactive Arts and Science's Action/Adventure
Game of the Year Award, (Tom Clancy's Splinter Cell Pandora Tomorrow(TM)) and
the highest review score ever from Official Xbox Magazine (U.S.) for Tom
Clancy's Splinter Cell Chaos Theory(TM), a 9.9 out of 10.

"Tom Clancy's Splinter Cell Chaos Theory(TM) received record-setting reviews
and countless awards," said Yves Guillemot, president and CEO of Ubisoft.
"Tom Clancy's Splinter Cell(R) 4 will be even more thrilling and
heart-pounding than its ground-breaking predecessors. This new version will
both enrich the gaming experience on current consoles and take full advantage
of the capacities of next-generation consoles to deliver players the most
fabulous gaming experience ever."

The Tom Clancy's Splinter Cell(R) video game franchise has sold more than
12.5 million copies worldwide since the first game launched in 2002.

For more information about Tom Clancy's Splinter Cell(R) 4 please visit
www.bewaresamfisher.com. For more information about Ubisoft, please visit
www.ubisoftgroup.com.

###

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Splinter Cell, Sam
Fisher, the Soldier Icon, Ubisoft, ubi.com, and the Ubisoft logo are
trademarks of Ubisoft Entertainment in the U.S. and/or other countries.

About Tom Clancy:
With over 80 million books sold, Tom Clancy is arguably the world's most
recognized author. His works include fiction such as The Hunt for Red
October, Clear and Present Danger, The Sum of All Fears, Rainbow Six, Without
Remorse and The Teeth of the Tiger. Clancy also writes nonfiction works about
weapons and various military units. Four of his books have already been
adapted into highly successful feature films.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified line-up of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 538 million for the 2004-2005 fiscal
year, an increase of 8 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT ANNOUNCES PETER JACKSON'S KING KONG: THE OFFICIAL GAME OF THE MOVIE
HAS GONE GOLD

Award-winning Video Game Creator and Three-Time Academy Award(R) Winner
Finalize Video Game and Launch Date

SAN FRANCISCO -- October 27, 2005 -- Today Ubisoft announced that Peter
Jackson's King Kong: The Official Game of the Movie, based on Universal
Pictures' December 14 release, King Kong, from three-time Academy Award(R)
winner Peter Jackson (The Lord of the Rings trilogy), has officially gone
"Gold" on the PlayStation(R)2 computer entertainment system, Xbox(R) video
game and entertainment system from Microsoft, Nintendo GameCube(TM) system
and Windows(R) PC. The title will launch in North America November 22 at the
manufacturer's suggested retail price of $49.99 and is rated "T" for Teen.

"Ubisoft is extremely excited to reach this milestone in collaborating with
Peter Jackson, Wingnut Films and Universal Studios Consumer Products Group,"
said Yves Guillemot, president and chief executive officer of Ubisoft. "The
response among the media, core gamers and the mass-market audience has been
tremendous and we can't wait to launch Ubisoft's most impressive and
successful game of 2005 - Peter Jackson's King Kong: The Official Game of the
Movie."

While the Xbox 360(TM) video game and entertainment system from Microsoft
version of Peter Jackson's King Kong: The Official Game of the Movie is
slated to go "Gold" the first week in November, it too will launch on
November 22, 2005, alongside its console counterparts and the Game Boy(R)
Advance title Kong The 8th Wonder of the World(TM). PSP(TM)
(PlayStation(R)Portable) system and Nintendo DS(TM) versions of Peter
Jackson's King Kong: The Official Game of the Movie will launch soon
thereafter.

The King Kong Collaboration:
Michel Ancel, creative director at Ubisoft, regarded as one of the top
innovative minds in the video game industry, and his team at Ubisoft's
Montpellier (France) studio are working with Peter Jackson and Wingnut Films
to capture and create the King Kong movie dynamics through a unique video
game experience.

"It's an absolute pleasure working with Ubisoft on the video game," said
triple Academy Award(R) winner and King Kong director Peter Jackson. "Being
able to collaborate closely together from day one is of utmost importance,
which is why we've given Ubisoft unlimited access to every creative aspect of
our film production. We really want the game and the film to be part of the
same universe."

"We're amazed by Peter Jackson's creativity and what he brings to the
project," said Michel Ancel, creative director at Ubisoft. "Peter Jackson's
King Kong: The Official Game of the Movie is a creation that closely follows
the storyline of the movie yet, as video games have the innate ability to do,
will push the emotional tension of the film to even greater depths. Players
will experience unprecedented dual game play within a movie-licensed game
which alternates between Jack Driscoll in first-person and as King Kong in
third-person. These contrasting perspectives will immerse players into the
journey featuring epic battles, tough choices and a dynamic experience within
the visually stunning environment of Skull Island."

For more information on Peter Jackson's King Kong: The Official Game of the
Movie, please feel free to visit the official Web site at
www.kingkonggame.com.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Ubisoft and the Ubisoft
logo are trademarks of Ubisoft Entertainment in the U.S. and/or other
countries. Universal Studios' King Kong movie (C) Universal Studios. Kong The
8th Wonder of the World(TM) Universal Studios. Licensed by Universal Studios
Licensing LLLP. All Rights Reserved. A Note to Parents: Please consult
www.filmratings.com for information regarding movie ratings in making viewing
choices for children. "PSP" is a trademark and "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Memory Stick Duo(TM) may be required (sold separately). Microsoft, Xbox, Xbox
360, and Xbox Live are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries. TM, (R),
Nintendo GameCube, Game Boy Advance and Nintendo DS are trademarks of
Nintendo. (C) 2004 Nintendo. ACADEMY AWARD is the registered trademark of the
Academy of Motion Picture Arts and Sciences.

About King Kong
Triple Academy Award(R) winner Peter Jackson (The Lord of the Rings trilogy)
directs the dramatic adventure King Kong, bringing his sweeping cinematic
vision to the iconic story of the gigantic ape captured in the wild and
brought to civilization where he meets his tragic fate. Jackson assumes
directing, producing and co-screenwriting duties and surrounds himself with a
list of superlative filmmaking and acting talents.
Jackson re-teams with longtime collaborators Fran Walsh and Philippa Boyens,
co-writing the screenplay with three-time Oscar(R)-winning partner Walsh and
their The Lord of the Rings co-writer, Academy Award(R) winner Boyens. Jan
Blenkin, Carolynne Cunningham, Fran Walsh and Jackson produce the film under
their WingNut Films banner.

Academy Award(R) nominee Naomi Watts (21 Grams) portrays Ann Darrow, an
actress from the world of vaudeville who finds herself out of a job in
Depression-era New York. Her luck changes when she meets Carl Denham, played
by Jack Black (School of Rock). Denham is an entrepreneur, raconteur,
adventurer and filmmaker who is struggling to make a name for himself in the
entertainment industry. Bold, ebullient and charismatic, Denham has a natural
sense of showmanship and an appetite for greatness, which ultimately leads to
catastrophe. Academy Award(R) winner Adrien Brody (The Pianist) steps into
the role of Jack Driscoll, a New York playwright, who becomes an unlikely
hero in a romantic adventure story which will test his physical courage and
his heart.

Andy Serkis (who performed the role of the CGI character Gollum in the Lord
of the Rings trilogy) provided both on-set performance reference and motion
capture performance for the title character of King Kong. Serkis also appears
onscreen playing Lumpy the cook, in service aboard the tramp steamer Venture,
bound for Skull Island, under the command of Captain Englehorn, played by
Thomas Kretschmann (U-571). Colin Hanks (Orange County) portrays a production
assistant to filmmaker Carl Denham and Kyle Chandler (television's Early
Edition), taking on the role of Bruce Baxter, a 1930's movie star cast
opposite Ann Darrow in the film Denham is shooting.

Visual effects are again accomplished by New Zealand-based companies Weta
Digital, under the direction of Oscar(R) winner Joe Letteri and Weta
Workshop, under the direction of Oscar(R) winner Richard Taylor. Visual
effects and miniatures will supplement practical locations in creating the
primordial jungles of Skull Island and the bustling metropolis of '30s-period
Manhattan. James Newton Howard (Batman Begins) will compose the original
score for the film. This film has not yet been rated. Please consult
www.filmratings.com for further information.

About Universal Studios Consumer Products Group:

Universal Studios Consumer Products Group is responsible for global licensing
and retail strategies as well as building brand recognition of the extensive
catalogue of NBC Universal properties. Universal Studios Consumer

Products Group is a unit of NBC Universal, one of the world's leading media
and entertainment companies in the development, production, and marketing of
entertainment, news, and information to a global audience. Formed in May 2004
through the combining of NBC and Vivendi Universal Entertainment, NBC
Universal owns and operates a valuable portfolio of news and entertainment
networks, a premier motion picture company, significant television production
operations, a leading television stations group, and world-renowned theme
parks. NBC Universal is 80%-owned by General Electric, with 20% controlled by
Vivendi Universal.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million for the 2004-2005 fiscal
year, an increase of 8 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT AND FREE RADICAL JOIN FORCES TO CREATE AN INNOVATIVE ACTION
BLOCKBUSTER

SAN FRANCISCO - November 22, 2005 - Today Ubisoft, one of the world's largest
video game publishers, announced an agreement with Free Radical Design,
developer of the acclaimed TimeSplitters(R) series, to develop an action game
based on new intellectual property for release in fiscal year 2006-2007.

The game (title to be announced) will be developed for next-generation
consoles and the PC, enriching Ubisoft's catalogue for the next fiscal year
and expanding its offering on new consoles. Targeting mature gamers, it will
feature difficult strategic choices and moral dilemmas, tapping into both
their rational and emotional instincts.

The three games in the Free Radical's TimeSplitters(R) series have earned
stellar ratings from some of the industry's most respected sources and have
sold approximately 3.5 million copies.

"Ubisoft is looking forward to working closely with Free Radical, renowned
for creating beautiful and engaging gameplay in epics such as the
TimeSplitters(R) series," said Jay Cohen, vice president of publishing at
Ubisoft. "With this game, we plan to take players to a new level of intensity
and create an environment at once terrifying, enthralling and impossible to
resist."

"We are delighted to benefit from Ubisoft's collaboration on this title and
benefit from its strong experience developing and marketing powerful,
innovative action titles," stated Steve Ellis, managing director of Free
Radical Design.

About Free Radical Design:
Founded in 1999, Free Radical Design is one of the UK's leading independent
videogame developers and is now wholly focused on next-generation
development. It recently achieved its first listing in the Sunday Times
Microsoft Tech Track 100, being one of the UK's fastest growing technology
companies. To learn more, please visit www.frd.co.uk.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified line-up of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

TimeSplitters(R) is a registered trademark of Free Radical Design Ltd.
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UBISOFT UNLEASHES PETER JACKSON'S KING KONG: THE OFFICIAL GAME OF THE MOVIE

Award-Winning Video Game Creator and Three-Time Academy Award(R) Winner
Deliver Unprecedented Video Game Experience

SAN FRANCISCO - November 22, 2005 - Today Ubisoft, one of the world's largest
video game publishers, announced that its critically-acclaimed game of the
year contender, Peter Jackson's King Kong: The Official Game of the Movie,
launched today in North America - rated "T" for Teen. The game, based on
Universal Pictures' December 14 release, King Kong, from three-time Academy
Award(R) winner Peter Jackson (The Lord of the Rings trilogy), is positioned
to be the top-selling title for the holiday season.

Peter Jackson's King Kong: The Official Game of the Movie is available for
the PlayStation(R)2 computer entertainment system ($49.99), Xbox 360(TM)
video game and entertainment system from Microsoft ($59.99), Xbox(R) video
game system from Microsoft ($49.99), Nintendo GameCube(TM) system ($49.99),
Windows(R) PC ($49.99), and Nintendo DS(TM) ($39.99). Kong: The 8th Wonder of
the World(TM) (rated E10+) is available for the Game Boy(R) Advance system
($29.99). The PSP(TM) (PlayStation(R)Portable) system version ($49.99) will
launch in mid-December.

"Today is a monumental day for Ubisoft, as we celebrate the biggest launch in
company history with Peter Jackson's King Kong: The Official Game of the
Movie," said Laurent Detoc, president of Ubisoft North America. "We're
extremely proud to have worked so closely with Peter Jackson and Wingnut
Films to deliver a critically acclaimed game that sets a new benchmark for
games based on movies."

The King Kong Collaboration:
Michel Ancel, creative director at Ubisoft - regarded as one of the top
innovative minds in the video game industry - and his team at Ubisoft's
Montpellier (France) studio worked with Peter Jackson and Wingnut Films to
capture the King Kong movie dynamics through a unique video game experience.

"It was an absolute pleasure working with Ubisoft on the video game,"
Peter Jackson said. "Being able to collaborate closely together from day one
was of utmost importance, which is why we gave Ubisoft unlimited access to
every creative aspect of our film production. We really wanted the game and
the film to be part of the same universe."

"We were amazed by Peter Jackson's creativity and what he brought to the
project," Michel Ancel said. "Peter Jackson's King Kong: The Official Game of
the Movie is a creation that closely follows the storyline of the movie, yet
as video games have the innate ability to do, pushes the emotional tension of
the film to even greater depths. Players will experience unprecedented dual
gameplay within a movie-licensed game that alternates between Jack Driscoll
in first-person and as King Kong in third-person. These contrasting
perspectives will immerse players in a journey that features epic battles,
tough choices and a dynamic experience within the visually stunning
environment of Skull Island."

For more information on Peter Jackson's King Kong: The Official Game of the
Movie, please visit the official Web site at www.kingkonggame.com.

For more information about Ubisoft, please visit www.ubi.com and
www.ubisoftgroup.com.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Ubisoft and the Ubisoft
logo are trademarks of Ubisoft Entertainment in the U.S. and/or other
countries. Universal Studios' King Kong movie (C) Universal Studios. Kong The
8th Wonder of the World(TM) Universal Studios. Licensed by Universal Studios
Licensing LLLP. All Rights Reserved. A Note to Parents: Please consult
www.filmratings.com for information regarding movie ratings in making viewing
choices for children. ACADEMY AWARD and OSCAR are the trademarks of the
Academy of Motion Picture Arts and Sciences. "PSP" is a trademark and
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Memory Stick Duo(TM) may be required (sold
separately). TM, (R), Nintendo GameCube, Game Boy Advance and Nintendo DS are
trademarks of Nintendo. (C) 2004 Nintendo. Microsoft, Xbox, Xbox 360, and
Xbox Live are either registered trademarks or trademarks of Microsoft
Corporation in the United States and/or other countries.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Ubisoft and the Ubisoft
logo are trademarks of Ubisoft Entertainment in the U.S. and/or other
countries. Universal Studios' King Kong movie (C) Universal Studios. Licensed
by Universal Studios Licensing LLLP. All Rights Reserved.

About King Kong
Triple Academy Award(R) winner Peter Jackson (The Lord of the Rings trilogy)
directs the dramatic adventure King Kong, bringing his sweeping cinematic
vision to the iconic story of the gigantic ape captured in the wild and
brought to civilization where he meets his tragic fate. Jackson assumes
directing, producing and co-screenwriting duties and surrounds himself with a
list of superlative filmmaking and acting talents.

Jackson re-teams with longtime collaborators Fran Walsh and Philippa Boyens,
co-writing the screenplay with three-time Oscar(R)-winning partner Walsh and
their The Lord of the Rings co-writer, Academy Award(R) winner Boyens. Jan
Blenkin, Carolynne Cunningham, Fran Walsh and Jackson produce the film under
their WingNut Films banner.

Academy Award(R) nominee Naomi Watts (21 Grams) portrays Ann Darrow, an
actress from the world of vaudeville who finds herself out of a job in
Depression-era New York. Her luck changes when she meets Carl Denham, played
by Jack Black (School of Rock). Denham is an entrepreneur, raconteur,
adventurer and filmmaker who is struggling to make a name for himself in the
entertainment industry. Bold, ebullient and charismatic, Denham has a natural
sense of showmanship and an appetite for greatness, which ultimately leads to
catastrophe. Academy Award(R) winner Adrien Brody (The Pianist) steps into
the role of Jack Driscoll, a New York playwright, who becomes an unlikely
hero in a romantic adventure story which will test his physical courage and
his heart.

Andy Serkis (who performed the role of the CGI character Gollum in the Lord
of the Rings trilogy) provided both on-set performance reference and motion
capture performance for the title character of King Kong. Serkis also appears
onscreen playing Lumpy the cook, in service aboard the tramp steamer Venture,
bound for Skull Island, under the command of Captain Englehorn, played by
Thomas Kretschmann (U-571). Colin Hanks (Orange County) portrays a production
assistant to filmmaker Carl Denham and Kyle Chandler (television's Early
Edition), taking on the role of Bruce Baxter, a 1930's movie star cast
opposite Ann Darrow in the film Denham is shooting.

Visual effects are again accomplished by New Zealand-based companies Weta
Digital, under the direction of Oscar(R) winner Joe Letteri and Weta
Workshop, under the direction of Oscar(R) winner Richard Taylor. Visual
effects and miniatures will supplement practical locations in creating the
primordial jungles of Skull Island and the bustling metropolis of '30s-period
Manhattan. James Newton Howard (Batman Begins) will compose the original
score for the film.

A Note to Parents: King Kong is rated PG-13. Please consult
www.filmratings.com for further information.

About Universal Studios Consumer Products Group:
Universal Studios Consumer Products Group is responsible for global licensing
and retail strategies as well as building brand recognition of the extensive
catalogue of NBC Universal properties. Universal Studios Consumer Products
Group is a unit of NBC Universal, one of the world's leading media and
entertainment companies in the development, production, and marketing of
entertainment, news, and information to a global audience. Formed in May 2004
through the combining of NBC and Vivendi Universal Entertainment, NBC
Universal owns and operates the No. 1 television network, the fastest-growing
Spanish-language network, a valuable portfolio of news and entertainment
networks, a premier motion picture company, significant television production
operations, a leading television stations group, and world-renowned theme
parks. NBC Universal is 80%-owned by General Electric, with 20% controlled by
Vivendi Universal.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.
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Media Alert: PRINCE OF PERSIA THE TWO THRONES(TM) HAS GONE GOLD

San Francisco, CA - November 23, 2005 - Today, Ubisoft announced that Prince
of Persia The Two Thrones(TM) has gone gold for the PlayStation(R)2 computer
entertainment system, the Xbox(R) video game system from Microsoft, the
Nintendo GameCube(TM) and the PC-CD Rom. Reserve the PlayStation(R)2 and
Xbox(TM) versions of Prince of Persia The Two Thrones(TM) and get the
official Prince of Persia trilogy soundtrack for free. The soundtrack
includes music from Prince of Persia The Sands of Time, Prince of Persia
Warrior Within, and Prince of Persia The Two Thrones(TM), along with a color
artbook pamphlet and bonus downloads. This special preorder is available now
at EB Games, GameStop, and Game Crazy --
http://www.princeofpersiagame.com/us/order.php.

Prince of Persia The Two Thrones launches Thursday, December 1, 2005. The
game is rated "M" for Mature and has an MSRP of $49.99.

About Prince of Persia The Two Thrones:
The Prince of Persia makes his way home to Babylon, bearing with him
Kaileena, the enigmatic Empress of Time, and unspeakable scars from the
Island of Time. But instead of the peace he longs for, he finds his kingdom
ravaged by war and Kaileena the target of a brutal plot. When she is
kidnapped, the Prince tracks her to the Palace - only to see her murdered by
a powerful enemy. Her death unleashes the Sands of Time, which strike the
Prince and threaten to destroy everything he holds dear. Cast to the streets,
hunted as a fugitive, the Prince soon discovers that the Sands have tainted
him, too. They have given rise to a deadly Dark Prince, whose spirit
gradually possesses him ...
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UBISOFT ANNOUNCES TOM CLANCY'S SPLINTER CELL DOUBLE AGENT(TM)

Revolutionary New Installment from the Top-Selling Espionage Franchise
Available Spring 2006

San Francisco, Ca - DECEMBER 14, 2005 - Today Ubisoft, one of the world's
largest video game publishers, announced Tom Clancy's Splinter Cell(R) 4
(working title), the fourth blockbuster in the Tom Clancy Splinter Cell
franchise, will officially be called Tom Clancy's Splinter Cell Double
Agent(TM). The game will be available Spring 2006 for the Xbox 360TM video
game and entertainment system from Microsoft, Xbox(R) video game system from
Microsoft, PlayStation(R)2 computer entertainment system, Nintendo
GameCube(TM) system and Windows(R) PC.

Following the Tom Clancy Splinter Cell franchise tradition of innovation, Tom
Clancy's Splinter Cell Double Agent will completely revolutionize and
reinvent the spy action genre by introducing an unprecedented double agent
concept and an entirely new breed of game play that adds an exciting new
dimension to the gaming experience.

"Ubisoft is excited to have re-imagined the Splinter Cell franchise by
introducing Sam Fisher as a double agent, expanding the depth of his
character," said Tony Kee, vice president of marketing at Ubisoft. "Gamers
are going to find themselves immersed in entirely new territory that will
allow Ubisoft to expand on its already captivating Splinter Cell franchise."

With the entirely new direction of Tom Clancy's Splinter Cell Double Agent,
Ubisoft has reinvented the best-selling and highest rated espionage
franchise. The revolutionary double agent concept immerses players in the
world of international espionage more completely than ever, expanding the
story and depth of Sam Fisher's character and evoking players' emotions by
drawing them deeper into the gaming experience. Tom Clancy's Splinter Cell
Double Agent will push the limits of each platform based on its respective
technological capabilities, taking advantage of a collaborative development
effort between Ubisoft's award-winning development studios in Montreal,
Shanghai and Annecy, France. Across all platforms, Tom Clancy's Splinter Cell
Double Agent will have the features that have defined the Splinter Cell
franchise - amazing graphics, fluid animations, advanced artificial
intelligence and open level design. Furthermore, each platform will feature
exclusive content and offer a unique game play experience.

"The surprising new direction for the series will certainly excite fans and
attract the attention of a whole new group of gamers," said Jeremy Zoss,
associate editor at Game Informer Magazine. "As fans of the Splinter Cell
series, Game Informer is thrilled to bring our readers a world exclusive
first look at Tom Clancy's Splinter Cell Double Agent," available on
newsstands December 22, 2005. Game Informer features an in-depth first
preview of Tom Clancy's Splinter Cell Double Agent.

About Tom Clancy's Splinter Cell Double Agent
Veteran agent Sam Fisher is back. But he's never faced an enemy like this
before. To stop a devastating terrorist attack, he must infiltrate a vicious
terrorist group and destroy it from within. For the first time ever,
experience the relentless tension and gut-wrenching dilemmas of life as a
double agent. As you infiltrate a terrorist organization in its American
headquarters, you must carefully weigh the consequences of your actions. Kill
too many criminals and you'll blow your cover. Hesitate too long and millions
will die. Do whatever it takes to complete your mission, but get out alive.

Key Features Include:

o Dual objectives to fulfill: NSA government agents and terrorists will each
want you to accomplish opposing tasks at the same time.

o Discover the tension of being a double agent: Use actual tactics employed
by today's real-life double agents to sabotage the terrorists' plans.

o Explore a branching storyline with multiple endings: Your choices have an
impact on how the story and game play unfolds.

o A world of international espionage: Missions from all over the world, from
Asia to Africa to the heart of the US. Experience extreme situations:
underwater or in a sandstorm, hiding behind the dust or smoke - and even
skydiving.

o New authentic gadgets: Master the latest weapons and gadgets used by NSA
government agents in addition to black-market terrorist weapons.

o Innovative online play: The critically acclaimed multiplayer action of Tom
Clancy's Splinter Cell is back with entirely new innovations for each
platform.

About Tom Clancy:
With over 80 million books sold, Tom Clancy is arguably the world's most
recognized author. His works include fiction such as The Hunt for Red
October, Clear and Present Danger, The Sum of All Fears, Rainbow Six, Red
Rabbit, and The Teeth of the Tiger. Clancy also writes non-fiction works
about weapons and various military units. Four of his books have already been
adapted into highly successful feature films.

About Ubisoft

Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified line-up of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Splinter Cell, Splinter
Cell Double Agent, Sam Fisher, Ubisoft, Ubi.com and the Ubisoft logo are
trademarks of Ubisoft Entertainment in the U.S. and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Online play requires internet connection and
Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon
is a trademark of Sony Computer Entertainment America Inc. Microsoft, Xbox,
Xbox 360, and Xbox Live are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries. TM, (R)
and Nintendo GameCube are trademarks of Nintendo. (C) 2001 Nintendo.
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UBISOFT TO DEVELOP VIDEO GAME BASED ON UPCOMING TEENAGE MUTANT NINJA
TURTLES(R) CG MOVIE

Ubisoft Signs Worldwide License Agreement with 4Kids Entertainment and Mirage
Group

SAN FRANCISCO - JANUARY 11, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced that it has signed an exclusive worldwide
license agreement with 4Kids Entertainment, Inc. (NYSE: KDE) and Mirage Group
to develop and publish Teenage Mutant Ninja Turtles(R) a video game based on
the new CG feature-length film being produced by Imagi Animation Studios and
to be distributed by Warner Bros. Pictures in the U.S. and The Weinstein
Company internationally. Under the agreement, it is expected that the video
game will be available for gaming consoles in conjunction with the movie's
planned release in early 2007.

The Teenage Mutant Ninja Turtles movie will be the first all CG animated
movie in the history of the franchise. The PG-rated movie will derive its
tone from the original comic-book series and will be grittier than the
previous live action pictures.

"Ubisoft has demonstrated its strong commitment to making quality
license-based games and truly understands the spirit of one of the world's
most famous children's brands," said Christian Salomon, director of licensing
at Ubisoft. "Ubisoft is thrilled to be bringing the Turtles back in an
exciting new adventure that will attract the first generation of enthusiasts
all the way through to the current and future generations of fans."

Teenage Mutant Ninja Turtles has been an international phenomenon for more
than twenty years. The property began as an underground comic book and is now
one of the most popular licenses; the 4Kids TV(TM) show is broadcast in more
than 90 territories and the toys, movies and video games are popular
throughout the world.

"We are excited that the Turtles are returning to the big screen in 2007 and
pleased to partner with Ubisoft for the creation of a new movie-based Teenage
Mutant Ninja Turtles video game," said Alfred R. Kahn, chairman and chief
executive officer of 4Kids Entertainment. "We are confident Ubisoft's
commitment to quality, strong international distribution and presence in the
worldwide video game market will complement the Teenage Mutant Ninja Turtles
movie experience and help generate added excitement for the Turtles brand."

For more information about Ubisoft, please visit www.ubisoftgroup.com and
www.ubi.com.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified line-up of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
product development; television, film, music and home video production and
distribution; media planning and buying; and Web site development. For
further information, please visit the Company's Web site at
www.4KidsEntertainment.com and www.4Kids.TV.

(C) 2006 Mirage Studios, Inc. Teenage Mutant Ninja Turtles(TM) is a trademark
of Mirage Studios, Inc. All rights reserved.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Ubisoft and the Ubisoft
logo are trademarks of Ubisoft Entertainment in the US and/or other
countries.
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UBISOFT AND OLYMPIC GOLD MEDALIST SHAUN WHITE TAKE SNOWBOARDING VIDEO GAMES
INTO THE NEXT GENERATION

Top-Ranked Action Sports Phenomenon and Six-Time X Games Gold Medalist
Inspires Ubisoft Game

SAN FRANCISCO - FEBRUARY 13, 2006 - Today Ubisoft, one of the world's largest
video game publishers, and Shaun White, snowboarding halfpipe Gold Medalist
in the 2006 Winter Olympics in Turin and six time X Games Gold Medalist,
announced an exclusive worldwide agreement to create video games inspired by
White's world-famous snowboarding style. White will collaborate closely with
Ubisoft's award-winning development teams to create video games for current
and next-generation consoles.

"I'm stoked to be working with Ubisoft to develop a video game that captures
the thrill of snowboarding like no game has done before," White said. "I'm a
huge fan of Ubisoft games like Prince of Persia, so I'm excited to be able to
combine what I love about snowboarding and gaming into an experience for
everyone to enjoy."

At 19 years-old, White is one of the most talented professional snowboarders
in the world. White is the only snowboarder ever to win the Winter X Games
Gold in both halfpipe and slopestyle. In his Gold Medal winning performance
at the Olympics, White landed back-to-back 1080-degree rotations grabbing his
board on both and displaying the style and skill expected from the world's
No. 1 snowboarder.

"Ubisoft is thrilled to be working on a video game inspired by and created
with one of the top athletes in action sports today," said Christian Salomon,
director of worldwide licensing. "As the sport continues to grow in
popularity, Ubisoft is looking forward to bringing the groundbreaking
innovation and high-quality game play we are famous for in other genres to
snowboarding."

Ubisoft's Shaun White signature video game is expected in 2007. For more
information about Ubisoft, please visit www.ubi.com and www.ubisoftgroup.com.
For more information about Shaun White, please visit www.shaunwhite.com.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Ubisoft, Ubi.com, and
the Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S. and/or
other countries.
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UBISOFT OPENS NEW OFFICE IN DALLAS

Sales Team Expands to Support Video Game Retail Growth

SAN FRANCISCO - FEBRUARY 7 - Today Ubisoft, one of the world's largest video
game publishers, announced the opening of a new sales office in Dallas,
Texas. The new office will house a sales team that will focus on supporting
retailers in the area and strengthening regional partnerships. Ana Raphael
and Linda Reese, directors of sales at Ubisoft, will spearhead sales
operations in the region from the new location.

"Ubisoft is excited to open a new office in Dallas, where many of the top
video game retailers are located," said Yasmin Naboa, vice president of sales
at Ubisoft. "Ubisoft will now have the opportunity to work more closely with
retailers to increase sales growth and enhance our already strong
relationships with partners in the region."

Ubisoft's new office is located at 15851 Dallas Parkway, Suite 600, Addison,
TX.
Ubisoft is currently hiring regional sales managers to work in the office. To
inquire into career opportunities, please visit www.ubisoftgroup.com/careers.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified line-up of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT GOES ALL-IN WITH
TOM CLANCY'S RAINBOW SIX(R) VEGAS
FOR NEXT-GENERATION CONSOLES

SAN FRANCISCO -- MARCH 6, 2006 -- Today Ubisoft, one of the world's largest
video game publishers, announced that it is developing Tom Clancy's Rainbow
Six(R) Vegas for next-generation and current-generation video game consoles.
Scheduled for a fall 2006 release and developed by Ubisoft's award-winning
Montreal studio, Tom Clancy's Rainbow Six Vegas is the fifth iteration of the
multimillion-selling Rainbow Six tactical shooter franchise.

The stakes are high when the world's most elite counter-terrorism unit enters
Las Vegas, where over 36.7 million men, women and children visit each year.
"Sin City," the home of the famous Las Vegas Strip, flashy hotels,
high-rolling casinos and world-famous celebrities, becomes the setting for a
terrorist threat of global proportions. What happens when one of the world's
most famous cities is held hostage by terrorists? Tom Clancy's Rainbow Six
Vegas will be Team Rainbow's next-generation console debut on the heels of
the critically acclaimed Tom Clancy's Ghost Recon Advanced Warfighter(TM) and
the highly anticipated Tom Clancy's Splinter Cell Double Agent(TM). Today,
with more than 13.5 million units sold worldwide, the Rainbow Six franchise
is known as one of the best multiplayer experiences and is hailed for its
immersive single-player games.

Tom Clancy's Rainbow Six Vegas will push the envelope of technology through
graphics, artificial intelligence, physics and animations created by
Ubisoft's award-winning Montreal studios, which house some of the world's
best talent, including Senior Producer Chadi Lebbos who was the lead on
Rainbow Six 3(R).

"Rainbow Six is back and better than ever," said Tony Kee, vice president of
marketing at Ubisoft. "Building upon the online success of the Rainbow Six
franchise and harnessing the power of the next-generation experience, Tom
Clancy's Rainbow Six Vegas will be the benchmark against which all
next-generation games will be measured. With Tom Clancy's Ghost Recon
Advanced Warfighter being released this month to wide critical acclaim, and
Tom Clancy's Splinter Cell Double Agent also due out this year, Tom Clancy's
Rainbow Six Vegas makes it a perfect trifecta for the Clancy series in 2006."

Rainbow Six fans will be pleased to know that Tom Clancy's Rainbow Six Vegas
is featured in a world-exclusive first-look in the April issue of Electronic
Gaming Monthly, available on newsstands March 14, 2006.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Persistent Elite
Creation, Ghost Recon, Ghost Recon Advanced Warfighter, Splinter Cell,
Splinter Cell Double Agent, Sam Fisher, Ubisoft, the Ubisoft logo, Ubi.com
and the Soldier Icon are trademarks of Ubisoft Entertainment in the U.S.
and/or other countries. Rainbow Six, Red Storm and Red Storm logo are
trademarks of Red Storm Entertainment in the U.S. and/or other countries. Red
Storm Entertainment, Inc. is a Ubisoft Entertainment company.

About Tom Clancy:
With over 80 million books sold, Tom Clancy is arguably the world's most
recognized author. His works include fiction such as The Hunt for Red
October, Clear and Present Danger, The Sum of All Fears, Rainbow Six, Red
Rabbit, and The Teeth of the Tiger. Clancy also writes non-fiction works
about weapons and various military units. Four of his books have already been
adapted into highly successful feature films.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT ANNOUNCES ALL-NEW RAYMAN VIDEO GAME FOR HOLIDAY 2006

SAN FRANCISCO - April 5, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced that it is developing the fourth instalment
of the Rayman(R) franchise. Ubisoft's iconic brand has entertained
generations of gamers for 10 years and to date has sold more than 16 million
units worldwide. The new Rayman video game is being developed by Ubisoft's
Montpellier studio, lead by Michel Ancel, creator of the original Rayman
game, the critically-acclaimed Beyond Good & Evil(TM) and Peter Jackson's
King Kong: The Official Game of the Movie. The new Rayman video game will
launch during Holiday 2006 on current and next-generation consoles.

"Rayman is one of the brands that encapsulate Ubisoft's ability to create
characters and universes that appeal to all kinds of players," said Yves
Guillemot, chief executive officer at Ubisoft. "We are expecting this new
Rayman video game to sweep players off their feet."

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Rayman, the character of
Rayman, Ubisoft and the Ubisoft logo are trademarks of Ubisoft Entertainment
in the U.S. and/or other countries.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Universal Studios' King
Kong movie (C) Universal Studios. Licensed by Universal Studios Licensing
LLLP. All Rights Reserved. A Note to Parents: Please consult
www.filmratings.com for information regarding movie ratings in making viewing
choices for children.

(C) 2003 Ubisoft Entertainment. All Rights Reserved. Beyond Good & Evil,
Ubisoft and the Ubisoft logo are trademarks of Ubisoft Entertainment in the
U.S. and/or other countries.
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UBISOFT AND TOUCHSTONE TEAM UP TO CREATE "LOST" VIDEO GAME

Interactive Game Based on ABC's Emmy Award-Winning Hit Series to Debut in
2007

SAN FRANCISCO - MAY 22, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced a long-term worldwide licensing agreement
with Touchstone Television to develop and publish a video game based on the
Emmy Award-winning television series 'Lost.' Developed by Ubisoft's
award-winning Montreal studio and scheduled to hit retail shelves worldwide
in 2007, the game will be offered for home and portable consoles as well as
PCs.

"We are delighted to work with Bryan Burk, one of the biggest producers in
Hollywood and with Touchstone Television," said Yves Guillemot, chief
executive officer of Ubisoft. "That they have chosen us for the adaptation of
the cult series 'Lost' is the best homage that a producer can make to the
creativity of Ubisoft."

"This deal is another example of how truly powerful the 'Lost' brand is,"
said Bruce Gersh, senior vice president, business development, ABC
Entertainment and Touchstone Television. "We are excited to work together
with Ubisoft to create a gaming experience that will allow fans to further
immerse themselves into the mysteries and intrigues of the series."

"The creative appeal of 'Lost' transcends borders with its character driven
stories and addictive mysterious mythology," said Julia Franz, executive vice
president, Touchstone Television. "It's not enough for fans worldwide to just
watch 'Lost,' the game is a wonderful opportunity to organically extend this
creative phenomenon into an interactive consumer experience."

"Many of us on 'Lost' have been hardcore gamers for years and the chance to
work with Ubisoft, a company behind some of our favorite titles, has excited
us to no end," said 'Lost' executive producer Bryan Burk. "With the ability
to tell new interactive stories within the 'Lost' universe, we're giddy to be
developing a game that, once completed, will be as engaging and fun to play
as it is to create."

J.J. Abrams and Damon Lindelof co-created "Lost" and also serve as executive
producers, along with Bryan Burk, Jack Bender and Carlton Cuse. "Lost," which
is filmed entirely on location in Hawaii, is from Touchstone Television.

About 'Lost'
After Oceanic Air flight 815 tore apart in mid-air and crashed on a seemingly
deserted Pacific island, its survivors were forced to find inner strength
they never knew they had in order to survive. The band of friends, family,
enemies and strangers has become reluctant heroes who must work together
against the cruel weather and harsh terrain if they want to stay alive.
Danger and mystery loom behind every corner on the island, and those they
thought could be trusted may turn against them. Even heroes have secrets.

'Lost' stars Adewale Akinnuoye-Agbaje as Mr. Eko, Naveen Andrews as Sayid,
Emilie de Ravin Caire as Claire, Matthew Fox as Jack, Jorge Garcia as Hurley,
Josh Holloway as Sawyer, Daniel Dae Kim as Jin, Yunjin Kim as Sun, Evangeline
Lilly as Kate, Dominic Monaghan as Charlie, Terry O'Quinn as Locke, Harold
Perrineau as Michael, Michelle Rodriguez as Ana Lucia and Cynthia Watros as
Libby.

'Lost' is the fastest-selling TV series in Buena Vista International
Television's (BVITV) history, having been licensed in over 210 territories
worldwide. Across countries such as Australia, France, Germany, Hong Kong,
Indonesia, New Zealand, Norway, Spain, Singapore, Sweden, the UK and Russia,
'Lost' has consistently been No. 1 in its timeslot. In the UK, 'Lost'
delivered Channel 4's biggest-ever audience for a U.S. series launch, and on
Seven Australia it was consistently one of the top two series on the network
and held the second-biggest premiere in Australia's television history. The
series has been a Top 3 U.S. series on free TV channels in every
international territory it has aired.

About Touchstone Television
Touchstone Television has established itself as one of Hollywood's leading
production companies, supplying critically acclaimed, quality entertainment
to the broadcast and cable television industry. The studio's 14 new and
returning scripted series on broadcast television in the 2006-07 season
include the international franchise phenomenons 'Lost,' 'Desperate
Housewives' and 'Grey's Anatomy.'

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 547 million Euros for the 2004-2005
fiscal year, an increase of 3 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.
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UBISOFT ANNOUNCES THAT IT WILL ACQUIRE FROM ATARI THE DRIVER(R) FRANCHISE AND
THE MAJORITY OF THE ASSETS OF REFLECTIONS INTERACTIVE LIMITED STUDIO

PARIS - JULY 13, 2006 - Today Ubisoft, one of the world's largest video game
publishers, announces that it has concluded an agreement with Atari, Inc. and
Reflections Interactive Limited to acquire the intellectual property and
technology rights to Driver(R), the world acclaimed franchise, as well as most
of the assets and all of the personnel of Reflections Interactive Limited. The
acquisition will be completed for a cash price of 19 M ($24 M U.S. per
exchange rate of $1.27 to 1 as of 7/13/06).

The acquisition is subject to customary closing conditions and is expected to
close in Ubisoft's second quarter of fiscal 2007.

"We are thrilled with this acquisition which will allow us to add a
prestigious title to our catalog and to enter into the driving games segment,
one of the most important segments in the gaming industry. With more than 14
million units sold throughout the world, Driver(R) is one of the most
successful brands in the history of video games. We look forward to leveraging
the unique knowledge of the Ubisoft studios to ensure that Driver will be one
of the leading brands of the next generation of consoles," said Yves
Guillemot, chief executive officer of Ubisoft.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its strong
and diversified lineup of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 547 million Euros for the 2005-2006
fiscal year. To learn more, please visit www.ubisoftgroup.com.

Disclaimer:
This statement may contain financial data evaluated, information on future
projects and transactions and future economic results/performance. Such
valuations are provided for estimation purposes only. They are subject to
market risks and uncertainties and may vary significantly with the actual
results that shall be published.
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THQ AND NICKELODEON ANNOUNCE 2002 PRODUCT LINEUP
Popular Characters Jimmy Neutron, The Rugrats, SpongeBob SquarePants,
The Wild Thornberrys and Rocket Power to be Featured in Interactive
Adventures
Scheduled for Release Across Multiple Platforms

CALABASAS HILLS, Calif. - February 11, 2002 - THQ Inc. (NASDAQ NMS: THQI),
the #1 kids' videogame publisher, and Nickelodeon, the #1 entertainment brand
for kids, today announced their extensive videogame lineup for 2002. THQ is
the exclusive videogame publisher for Nickelodeon's individual television and
movie properties targeting kids 2-11. This year's offerings include games
based on Nickelodeon's highly rated television series "Rugrats," "SpongeBob
SquarePants" and "Rocket Power;" an interactive adaptation of Nickelodeon's
upcoming theatrical release "The Wild Thornberrys;" and games based on the
"Jimmy Neutron: Boy Genius" movie and the upcoming "Jimmy Neutron" television
series.

"THQ's Nickelodeon videogame releases have a proven track record including 24
products with total sales in excess of $250 million at retail worldwide since
holiday 1998," said Jeff Lapin, vice chairman and COO, THQ. "That success has
allowed us to expand the Nickelodeon videogame portfolio with a 2002 release
schedule including nearly 20 new titles based on all of Nickelodeon's biggest
brands."

"THQ has demonstrated that they are perfectly suited to take Nickelodeon's
kids' content and turn it into quality interactive entertainment," said Steve
Youngwood, Vice President, Media Products Group, Nickelodeon Consumer
Products. "We look forward to debuting our hottest properties on PlayStation
2 and GameCube in 2002, extending our reach to the expanding all-ages gaming
audience."

The 2002 THQ/Nickelodeon videogame lineup includes:

* Jimmy Neutron: Boy Genius Based on the adventures of Jimmy Neutron, star of
Paramount Pictures and Nickelodeon Movies' highly successful, digitally
animated motion picture. Players will help save the world and rescue the
parents of Retroville from the evil Yokians. Available for GameCube and
PlayStation 2 this spring.

* Rugrats (working title) - Angelica is the self-appointed Queen of the Play
Palace 3000 and has dubbed the rest of the Rugrats her loyal subjects. Tommy
and friends will need to obey her commands to enter the palace and regain
their most treasured items. Available for GameCube and PlayStation 2 this
summer.

* Rugrats (working title) - This version allows players to indulge in the
games they grew up with, such as Simon Says, Memory and Odd Man Out.
Available for Game Boy Advance this summer.
* Rugrats (working title) - Tommy and friends star in The Whizzer of Odd
(working title), a graphical board game based on the classic "The Wizard of
Oz." Available for PC this summer.

* Jimmy Neutron: Boy Genius (working title) - In this adventure based on the
Nickelodeon television series debuting this fall, players are introduced to
Jimmy Neutron's evil alter ego. During a trip to the Retroville Museum, Jimmy
is trapped in his alter ego's dimension and must use his wits to escape.
Available for PC and Game Boy Advance this summer.

* Rocket Power (working title) - The Rocket Power team must use their extreme
sports skills to battle robot minions through Ocean Shores, the Lakes, the
Robot Factory and Mondo Mountain in order to find out who's stealing the
Ocean Shores beach. Available for PlayStation 2, GameCube and Game Boy
Advance this summer.

* The Wild Thornberrys (working title) - Based on the motion picture debuting
holiday 2002, the game stars Eliza Thornberry as she travels the Serengeti
Plain with her family, filming wildlife for her father's nature show and
evading villains trying to kidnap her sister. Available for PC and Game Boy
Advance this fall.

* SpongeBob SquarePants (working title) - This title pits SpongeBob against
the Flying Dutchman, whom he accidentally released from a treasure chest
prison. SpongeBob and his crew must find lost treasures hidden throughout
Bikini Bottom to stop the Dutchman's wicked plans and save themselves from
being turned into ghosts. Available for PlayStation 2, GameCube and Game Boy
Advance this fall.

* SpongeBob SquarePants (working title) - Players will follow SpongeBob and
his regular cast of characters through a puzzling adventure that has them
serving up Krabby Pattys, destroying a Weather Controlling Thingamajig,
exploring the caves of a powerful "Marlin," hanging at the local diner and
more -- just so they can have a fun packed day at Neptune's Pacific Paradise.
Available for PC this fall.

r more information about THQ and Nickelodeon's 2002 videogame lineup, please
visit the THQ website at www.thq.com.

About Nickelodeon:

Nickelodeon, now in its 23rd year, is the number-one entertainment brand for
kids. It has built a diverse, global business by putting kids first in
everything it does. The company includes television programming and
production in the United States and around the world, plus consumer products,
online, recreation, books, magazines and feature films. Nickelodeon's U.S.
television network is seen in more than 84 million households and has been
the number-one-rated basic-cable network for more than six consecutive years.
Nickelodeon and all related titles, characters and logos are trademarks of
Viacom International Inc.

About THQ:

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's current report
on Form 8-K as filed with the Securities and Exchange Commission on November
21, 2001. A copy of this filing may be obtained by contacting THQ or the SEC.
The forward-looking statements contained herein speak only as of the date on
which they are made, and THQ does not undertake any obligation to update any
forward-looking statement to reflect events or circumstances after the date
of this release.

 ------------
Category 8,  Topic 15
Message 2          Wed Feb 13, 2002
KGAGNE [Ken]                 at 12:31 PDT

THQ NAMED NICKELODEON'S MASTER INTERACTIVE LICENSEE

Exclusive Worldwide Agreement Includes All Existing and Future
Individual Properties On Every Game System Through 2005

CALABASAS HILLS, CA - February 13, 2002 - Nickelodeon today named THQ Inc.
(NASDAQ NMS: THQI) master interactive licensee for several of Nickelodeon
leading properties. THQ now holds exclusive, worldwide interactive rights to
publish games based on all existing and future individual Nickelodeon
animated TV and movie properties targeting kids ages 6-11 on every game
system through 2005. Game systems include those manufactured by Sony,
Nintendo and Microsoft, as well as PC.

"As the fastest growing category in all of entertainment, interactive is a
very important segment of Nickelodeon's consumer product business," stated
Leigh Anne Brodsky, Senior Vice President, Nickelodeon Consumer Products.
"Our ongoing success working with THQ over the past four years has proven
that their game development expertise and global marketing and distribution
force are unparalleled in the interactive space. We look forward to creating
an even greater presence for Nickelodeon in the interactive market through
this new deal."

"Our master deal allows us to expand the Nickelodeon interactive business
with strategic brand management and greater promotional and marketing support
through Nickelodeon's multi-media network," stated Jeff Lapin, Vice Chairman
and COO, THQ. "We are delighted to be entering this exceptional relationship
during a period of tremendous growth for the category."

THQ and Nickelodeon broke into the kids gaming market in 1998 with their
first Rugrats releases for Game Boy, PlayStation and Nintendo 64. Today,
total Nickelodeon-licensed videogame sales exceed $250 million at retail
worldwide. The companies have approximately 20 games in development for
release in 2002 across nearly every game system. Their "videogame first"
agreement is the first of its kind, combining the creative and marketing
expertise of both companies to develop a property for initial release in the
interactive space with the express intent of bringing the property to TV and
movie.

For more information about upcoming THQ and Nickelodeon projects and other
THQ initiatives, please visit www.thq.com.

About Nickelodeon:
Nickelodeon, now in its 23rd year, is the number-one entertainment brand for
kids. It has built a diverse, global business by putting kids first in
everything it does. The company includes television programming and
production in the United States and around the world, plus consumer products,
online, recreation, books, magazines and feature films. Nickelodeon's U.S.
television network is seen in more than 84 million households and has been
the number-one-rated basic-cable network for more than six consecutive years.
Nickelodeon and all related titles, characters and logos are trademarks of
Viacom International Inc.

About THQ:
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in the preliminary
prospectus contained in THQ's Registration Statement on Form S-3 filed with
the Securities Exchange Commission on August 20, 2001, as amended. A copy of
this filing may be obtained by contacting THQ or the SEC. The forward-looking
statements contained herein speak only as of the date on which they are made,
and THQ does not undertake any obligation to update any forward-looking
statement to reflect events or circumstances after the date of this release.

 ------------
Category 8,  Topic 15
Message 3          Wed Feb 13, 2002
KGAGNE [Ken]                 at 12:32 PDT

THQ AND NICKELODEON IDENTIFY FIRST PROPERTY IN ORIGINAL VIDEOGAME PUBLISHING
AGREEMENT

TAK AND THE POWER OF JUJU
SCHEDULED FOR PLAYSTATION 2 AND GAMECUBE RELEASE IN 2003

Interstellar P.I.G.
Also Identified as "Videogame First" Property

CALABASAS HILLS, CA - February 13, 2002, - THQ Inc. (NASDAQ NMS: THQI) and
Nickelodeon today announced the first two properties scheduled for release
under their previously announced relationship dedicated to creating,
developing and publishing original video game content with multi-media
franchise potential through Nickelodeon's television, movie, on-line,
magazine and consumer product network.

Original character-based action-adventure Tak and The Power of JuJu (working
title), created and developed by game developer Avalanche, is scheduled for
release on PlayStation 2 and GameCube in 2003.

THQ and Nickelodeon also announced that Interstellar P.I.G. (working title),
based on Nickelodeon's adaptation of William Sleator's 1995 novel of the same
name, is also scheduled for release in 2003.

"We are constantly looking for new ways to deliver great content to the
expanding, all-ages gaming audience," stated Jeff Lapin, Vice Chairman and
COO, THQ. "This new relationship with Nickelodeon is unrivaled among all
entertainment content creators. It enables us to combine the two companies'
kids entertainment expertise in creating truly multi-media properties."

"Tak and Interstellar P.I.G. are creatively unique properties which follow in
the Nickelodeon tradition of compelling stories, adventure and humor that
appeal to kids of all ages" said Albie Hecht, Nickelodeon's President of Film
and TV Entertainment. "THQ's development expertise combined with
Nickelodeon's creative sensibilities will ensure that we deliver top-quality
gameplay on the PlayStation 2 and GameCube."

Tak and The Power of JuJu is a 3D gaming adventure that takes place in an
ancient, tribal world where magic (juju) actually works. The game consists of
exploration, puzzle solving, and arcade-style skill mastery. The player
controls the main character, Tak, as he tries to save his village from an
evil sorcerer.

Interstellar P.I.G. blends strategy, adventure and action game play into a
truly addictive game of epic proportions. Set across multiple distinct,
beautifully rendered 3D worlds, players must use their wits and battle skills
to capture the P.I.G. chip and survive encounters with exotic and determined
alien opponents.

Tak and The Power of JuJu is also scheduled for release for Game Boy Advance
in 2003. More information on THQ and Nickelodeon's original game projects
will be released at the Electronics Entertainment Expo (E3) in May.

About Nickelodeon:
Nickelodeon, now in its 23rd year, is the number-one entertainment brand for
kids. It has built a diverse, global business by putting kids first in
everything it does. The company includes television programming and
production in the United States and around the world, plus consumer products,
online, recreation, books, magazines and feature films. Nickelodeon's U.S.
television network is seen in more than 84 million households and has been
the number-one-rated basic-cable network for more than six consecutive years.
Nickelodeon and all related titles, characters and logos are trademarks of
Viacom International Inc.

About THQ:

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in the preliminary
prospectus contained in THQ's Registration Statement on Form S-3 filed with
the Securities Exchange Commission on August 20, 2001, as amended. A copy of
this filing may be obtained by contacting THQ or the SEC. The forward-looking
statements contained herein speak only as of the date on which they are made,
and THQ does not undertake any obligation to update any forward-looking
statement to reflect events or circumstances after the date of this release.

 ------------
Category 8,  Topic 15
Message 4          Tue Mar 12, 2002
KGAGNE [Ken]                 at 10:24 PDT

THQ ANNOUNCES THREE-FOR-TWO STOCK SPLIT

CALABASAS HILLS, Calif. - March 8, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced that the Board of Directors has declared a three for two split of
the Company's shares of common stock to be effected as a 50% stock dividend.
The dividend will be payable on or about April 9, 2002, to holders of record
as of the close of business on March 26, 2002. Cash will be paid in lieu of
any fractional shares.

"This stock split, THQ's third since 1998, reflects our continuing strong
financial and market performance," said Brian Farrell, president and chief
executive officer, THQ. "In 2001, THQ witnessed one of its best years in
terms of new product introductions, revenue expansion and net income. In
light of THQ's continuing revenue growth, which the Company anticipates to be
35% this year, we believe this stock split will enable a broader diversity of
investors to participate in our bright prospects."

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at .

Forward-Looking Statements

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive entertainment software
industry and general domestic and international economic conditions. Specific
information concerning these and other such factors is contained in THQ's
Registration Statement on Form S-3 as filed with the Securities and Exchange
Commission on January 22, 2002. A copy of this filing may be obtained by
contacting THQ or the SEC. The forward-looking statements contained herein
speak only as of the date on which they are made, and THQ does not undertake
any obligation to update any forward-looking statement to reflect events or
circumstances after the date of this release.

 ------------
Category 8,  Topic 15
Message 5          Mon Apr 08, 2002
KGAGNE [Ken]                 at 22:11 PDT

THQ SENIOR VICE PRESIDENT AND CHIEF FINANCIAL OFFICER FRED GYSI TO SPEAK AT
BANC OF AMERICA SECURITIES CONSUMER CONFERENCE

Audio of the Presentation To Be Webcast Live

CALABASAS HILLS, Calif. - April 8, 2002 - THQ Inc. (NASDAQ NMS: THQI) Chief
Financial Officer Fred Gysi is scheduled to speak at the Banc of America
Securities Consumer Conference at 8:50 a.m. Eastern Time on Wednesday, April
10, 2002. Those interested in listening to the presentation may access it
live on the web at http://www.thq.com/About/IRCalendar.asp during the
conference. An archived copy of the presentation will be available
approximately 24 hours later.

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ Web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.

 ------------
Category 8,  Topic 15
Message 6          Mon Apr 08, 2002
KGAGNE [Ken]                 at 22:13 PDT

THQ PARTNERS WITH MARVEL ENTERPRISES FOR EXCLUSIVE, MULTI-PROPERTY PUBLISHING
AGREEMENT

PROPERTIES INCLUDE CAPTAIN AMERICA, THE PUNISHER AND NICK FURY COMPANIES ALSO
TEAMING UP ON ALL-NEW COMIC PROPERTY - THE CALL

CALABASAS HILLS, CA, April 8, 2002 - THQ Inc. (NASDAQ NMS: THQI) and Marvel
Enterprises, Inc. (NYSE: MVL) today announced a worldwide agreement naming
THQ exclusive interactive game licensee of some of Marvel's hottest comic and
entertainment properties including Captain America, The Punisher, and Nick
Fury. The all-inclusive relationship grants THQ rights to all classic, TV and
film versions of each of the properties for every viable game system
including those manufactured by Sony, Nintendo and Microsoft, as well as PC
through 2007.
The two companies also announced they will collaborate on the upcoming comic
series, The Call. Based on the adventures of real-life heroes in New York
City, The Call may feature many of the most popular characters in the Marvel
Universe such as Spider-Man and the X-Men. The Call is scheduled to make its
comic debut in fall of 2003 followed by an interactive debut in spring of
2004.

"Working with Marvel not only on rich properties like The Punisher but in
jointly creating a brand-new property like The Call is a huge win for THQ as
we continue to execute on our strategy of bringing the best gaming content to
market," stated Germaine Gioia, vice president, licensing, THQ. "THQ looks
forward to tapping into the essence of these characters from their comic book
roots and creating true digital experiences that reflect Marvel's future
plans for the franchises."

"Marvel is looking forward to a true partnership," said Bill Jemas, President
and COO, Marvel Enterprises, Inc. "THQ's top developers will work closely
with Marvel's best creators to produce the most exciting games on the market.
We are especially excited about jointly developing The Call - an all-new
property about real-world heroism."

Jemas added, "The interactive category has become a cornerstone of property
development, and we feel very fortunate to be working with a company that
knows how to build a property and bring it to the mass audience."

"This deal has come together during an especially exciting time for these
Marvel brands," stated Russ Brown, Executive Vice President, Marvel
Enterprises, Inc. "Rolling Stone just declared Nick Fury the 'certified cool'
comic book of 2001, The Punisher has been outselling Batman ever since its
2000 re-launch and, based on initial orders from comic shops, Captain America
will be the top selling comic in America this May - right in the middle of
the Spider-Man movie hype."

The first game under the new agreement is The Punisher (working title)
scheduled for release holiday 2003. For more information about other THQ
initiatives and future product releases, visit www.thq.com.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(MVL: NYSE) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in five divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz), comic book
publishing and Internet/New Media. Marvel facilitates the creation of
entertainment projects, including feature films, television, home video and
the Internet, based on its characters and also licenses its characters for
use in a wide range of consumer products and services including video and
computer games, apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its comic book division which
continues to maintain a leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. For additional
information visit the Marvel Web site at http://www.marvel.com.

About THQ Inc
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices and
those manufactured by Sony, Microsoft and Nintendo. The THQ website is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release

 ------------
Category 8,  Topic 15
Message 7          Wed May 15, 2002
KGAGNE [Ken]                 at 08:20 PDT

THQ AND OUTRAGE GAMES TO UNVEIL ALTER ECHO AT ELECTRONIC ENTERTAINMENT EXPO

Action Game from THQ's Newest Internal Studio Features Pioneering
TimeDilation Technology and Morphing Gameplay

CALABASAS HILLS, Calif. - May 14, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced that it will unveil Alter Echo(TM) at the Electronic Entertainment
Expo (E3) in Los Angeles. Developed by THQ studio Outrage(R) Games, Alter
Echo is an innovative action game that lets players morph between three
combat modes and alter time with pioneering TimeDilation(TM) technology. A
revolutionary PostFX(TM) camera system intensifies the action with
spectacular visual effects that heighten the drama of every combo and special
attack. Alter Echo is scheduled for release on the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft in
early 2003.

"As the first title from Outrage Games since becoming one of THQ's internal
development studios, we are extremely enthusiastic about Alter Echo," said
Jack Sorensen, executive vice president of worldwide studios, THQ. "Featuring
a unique style of gameplay and groundbreaking technology such as
TimeDilation, Alter Echo is another original THQ product that we hope to
develop into a major franchise."

"Alter Echo is the type of intense action game in which Outrage specializes,"
stated Matt Toschlog, studio director of Outrage Games. "We feel new gameplay
elements such as the ability to morph on the fly and the robust PostFX camera
system allow the player to experience something completely fresh."

About Alter Echo

In Alter Echo players assume the role of Nevin, sent on a mission he does not
yet understand to a planet whose very surface is alive. Interstellar
corporations mine the planet's organic skin -- a substance called Plast --
and use it to make bio-machines. Nevin is one of the rare "Shapers" who can
psychically alter Plast -- and time itself. Nevin discovers that illegal
experiments have infected Plast with human consciousness, and now he must
fight for survival against a world gone mad, an entire planet that is using
its bio-mechanical properties to spawn enemy after enemy to destroy him. An
advanced real-time skeletal morphing system lets players to change between
Melee, Gun and Stealth modes on the fly and during combat. The
Outrage-developed TimeDilation system allows players to freeze the action and
cue up an unstoppable flurry of moves and special attacks. The groundbreaking
PostFX camera system intensifies every action with mind-blowing visual
effects, camera filters, and screen distortions.

About Outrage Games

Located in Ann Arbor, Michigan, Outrage Games is one of THQ's premier
internal game development studios responsible for high-end creations on next
generation systems and PC. Its credits include the best-selling and
award-winning Descent series as part of Parallax Software.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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Category 8,  Topic 15
Message 8          Thu May 16, 2002
KGAGNE [Ken]                 at 12:05 PDT

THQ AND OUTRAGE GAMES TO UNVEIL ALTER ECHO AT ELECTRONIC ENTERTAINMENT EXPO

Action Game from THQ's Newest Internal Studio Features Pioneering
TimeDilation Technology and Morphing Gameplay

CALABASAS HILLS, Calif. - May 14, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced that it will unveil Alter Echo(TM) at the Electronic Entertainment
Expo (E3) in Los Angeles. Developed by THQ studio Outrage(R) Games, Alter
Echo is an innovative action game that lets players morph between three
combat modes and alter time with pioneering TimeDilation(TM) technology. A
revolutionary PostFX(TM) camera system intensifies the action with
spectacular visual effects that heighten the drama of every combo and special
attack. Alter Echo is scheduled for release on the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft in
early 2003.

"As the first title from Outrage Games since becoming one of THQ's internal
development studios, we are extremely enthusiastic about Alter Echo," said
Jack Sorensen, executive vice president of worldwide studios, THQ. "Featuring
a unique style of gameplay and groundbreaking technology such as
TimeDilation, Alter Echo is another original THQ product that we hope to
develop into a major franchise."

"Alter Echo is the type of intense action game in which Outrage specializes,"
stated Matt Toschlog, studio director of Outrage Games. "We feel new gameplay
elements such as the ability to morph on the fly and the robust PostFX camera
system allow the player to experience something completely fresh."

About Alter Echo
In Alter Echo players assume the role of Nevin, sent on a mission he does not
yet understand to a planet whose very surface is alive. Interstellar
corporations mine the planet's organic skin -- a substance called Plast --
and use it to make bio-machines. Nevin is one of the rare "Shapers" who can
psychically alter Plast -- and time itself. Nevin discovers that illegal
experiments have infected Plast with human consciousness, and now he must
fight for survival against a world gone mad, an entire planet that is using
its bio-mechanical properties to spawn enemy after enemy to destroy him. An
advanced real-time skeletal morphing system lets players to change between
Melee, Gun and Stealth modes on the fly and during combat. The
Outrage-developed TimeDilation system allows players to freeze the action and
cue up an unstoppable flurry of moves and special attacks. The groundbreaking
PostFX camera system intensifies every action with mind-blowing visual
effects, camera filters, and screen distortions.

About Outrage Games
Located in Ann Arbor, Michigan, Outrage Games is one of THQ's premier
internal game development studios responsible for high-end creations on next
generation systems and PC. Its credits include the best-selling and
award-winning Descent series as part of Parallax Software.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's current report
on Form 8-K as filed with the Securities and Exchange Commission on November
21, 2001. A copy of this filing may be obtained by contacting THQ or the SEC.
The forward-looking statements contained herein speak only as of the date on
which they are made, and THQ does not undertake any obligation to update any
forward-looking statement to reflect events or circumstances after the date
of this release.
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Category 8,  Topic 15
Message 9          Tue Jun 18, 2002
KGAGNE [Ken]                 at 14:38 PDT

THQ SHIPS MX SUPERFLY FEATURING RICKY CARMICHAEL
FOR PLAYSTATION 2 AND GAMECUBE

Next Game in Successful Motocross Series
Backed By Multi-Million Dollar Marketing Campaign

CALABASAS HILLS, Calif. - June 18, 2002 - THQ(R) Inc. (NASDAQ NMS: THQI)
today announced the release of MX Superfly featuring Ricky Carmichael. Backed
by a multi-million dollar marketing campaign including national television
and print advertising as well as extensive on-site event marketing and
product sampling, the game is now available for the PlayStation(R)2 computer
entertainment system and scheduled to ship on June 24th for Nintendo
GameCube.(TM) Developed by THQ subsidiary Pacific Coast Power & Light Co.(R),
the latest installment in the successful franchise features expanded career
modes, mini-games, top-notch pros, unbelievable stunts and the first ever
freestyle track editor.

"MX Superfly featuring Ricky Carmichael has a unique blend of racing and
freestyle action that appeals to casual gaming fans as well as hardcore
motocross enthusiasts everywhere," stated Peter Dille, vice president,
marketing, THQ. "We were thrilled when Ricky Carmichael won his second
consecutive 250cc Supercross Series Championship this year and we look
forward to achieving the same level of success with the latest installment in
our MX franchise."

Marketing highlights for MX Superfly Featuring Ricky Carmichael include:

* Network and cable television campaign on NBC, TNT, TBS, ESPN, ESPN2, MTV,
FX, E!, UPN, TNN and Comedy Central targeted toward 12-34 males

* Five month print campaign in mass market, gaming and motocross publications

* Extensive event marketing and product sampling at the THQ US Open, Outdoor
Nationals, Free Ride Moto X Freestyle events and Loretta Lynn's

* Demo disc distribution via extreme sports events, street teams and first
party programs

* Trailer distribution through online media and magazine covermounts

* Co-marketing programs with grassroot companies including product inserts
and kiosk sampling

About MX Superfly featuring Ricky Carmichael
MX Superfly featuring Ricky Carmichael boasts several new features, including
an enhanced freestyle mode with all new tricks, expansive environments and
wide-open worlds for gamers to explore. Expanded career modes allow riders to
earn cash and upgrade their bikes and equipment in both racing and freestyle
modes. MX Superfly featuring Ricky Carmichael also features 11 mini-games,
such as "Pizza Delivery", "Golf" and "Target Jumping". A powerful freestyle
stunt track editor allows players to create and design the ultimate motocross
course. Numerous hidden characters and bikes add to the mix including
rock-rap superstar and motocross enthusiast Vanilla Ice. Visual enhancements
include new particle effects, reflection mapping and dirt accumulation on
riders creating one of the most realistic looking motocross games to date.
Players will reap the rewards of racing through an entire season of pulse
pounding motocross action while ESPN commentators Cameron Steele and Davey
Coombs join in for all the fun.

MX Superfly featuring Ricky Carmichael will also be available for the
Xbox(TM) videogame system from Microsoft in the fall.

About Ricky Carmichael
In 1998, Ricky Carmichael was the first rider in history to win every race in
the 125cc Supercross Series, winning the Eastern Regional title and the
East-West Shoot-Out in Las Vegas. Since turning professional in 1996,
Carmichael has eight National Championships to his credit. Carmichael this
past season clinched both the 250cc class Outdoor National title and 2002
Supercross Series Championship.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com. The THQ Wireless
site is located at www.thqwireless.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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MIDWAY ANNOUNCES OFFICIAL TITLE FOR
ALL-NEW NEXT-GENERATION MORTAL KOMBAT VIDEOGAME

Mortal Kombat: Deadly Alliance Takes Martial Arts Fighting
and the Mortal Kombat Franchise to New Extremes

CHICAGO - January 28, 2002 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer announced today that the official
title for the all-new, next-generation version of the popular fighting game
franchise will be Mortal Kombat: Deadly Alliance. Mortal Kombat: Deadly
Alliance is currently in development and scheduled to ship fall 2002 for the
PlayStation2 computer entertainment system, Xbox video game system from
Microsoft, Nintendo GameCube, Game Boy Advance.

Mortal Kombat: Deadly Alliance marks the relaunch of the Mortal Kombat series
with an all-new engine delivering punishing action that will reward long-time
fans of the franchise as well as next-generation game lovers. The game
features intense hand-to-hand and special-weapon combat, secret hidden moves
and combinations with deadly body blows and fatalities.

"Mortal Kombat: Deadly Alliance is the next phase of the Mortal Kombat series
that gamers have been waiting for," said Helene Sheeler, vice president of
marketing, Midway. "With all-new characters and worlds, never-before-seen
features and a totally new fighting engine, Mortal Kombat: Deadly Alliance
will set a precedent for all other next-generation fighting games to follow."
One of the best-selling franchises in videogame history - with more than 19
million home games sold - the Mortal Kombat series (first iteration was
released in 1992) has generated more than $1.5 billion in revenue through
games, movies, music, toys and other merchandise.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games and Mortal Kombat: Deadly Alliance
visit mortalkombatdeadlyalliance.com.

# # #


MORTAL KOMBAT, DEADLY ALLIANCE and MIDWAY are trademarks of Midway Amusement
Games, LLC. Xbox and Microsoft are trademarks of Microsoft Corp. in the
United States and/or other countries. Nintendo GameCube and Game Boy Advance
are trademarks of Nintendo. 2001 Nintendo. All other trademarks are the
property of their respective companies.

This press release contains forward looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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MORTAL KOMBAT(r): DEADLY ALLIANCE WEB SITE UNVEILED

Highly Anticipated mortalkombat.midway.com Gives Mortal Kombat Fans Access to
Content for All-New Next-Generation Version of Popular Fighting Game
Franchise

CHICAGO - March 5, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that the Web site for
Mortal Kombat: Deadly Alliance --mortalkombat.midway.com -- has launched. The
site will give Mortal Kombat fans access to information and assets for the
next-generation version of the videogame. Mortal Kombat: Deadly Alliance is
currently in development and scheduled to ship fall 2002 for the PlayStation
2 computer entertainment system, the Xbox video game system from Microsoft,
Nintendo GameCube and Game Boy Advance.

The new Mortal Kombat Web site contains a download section, featuring various
Mortal Kombat: Deadly Alliance-themed items to choose from, such as
wallpaper, screensavers and banners. Additional content such as FMV, gameplay
video footage and bulletin boards are planned.

"Gamers are eagerly awaiting Mortal Kombat: Deadly Alliance," said Helene
Sheeler, vice president of marketing, Midway. "This Web site is a great way
for fans and newcomers alike to get a glimpse at the all-new next-generation
Mortal Kombat videogame."

Mortal Kombat: Deadly Alliance marks the re-launch of the Mortal Kombat
series with an all-new engine delivering punishing action that will challenge
long-time fans of the franchise as well as next-generation game lovers. The
videogame features intense hand-to-hand and special-weapon combat, secret
hidden moves and combinations with deadly body blows and fatalities. Midway
Games Inc. is a leading developer, publisher and marketer of interactive
entertainment software. Midway videogames are available for play on all major
videogame platforms including the PlayStation(r)2 computer entertainment
system, the Xbox video game system from Microsoft, Nintendo GameCube and Game
Boy(r) Advance.

For more information about Midway Games and Mortal Kombat: Deadly Alliance
visit mortalkombat.midway.com.

# # #
MORTAL KOMBAT, DEADLY ALLIANCE and MIDWAY are trademarks of Midway Amusement
Games, LLC. Xbox and Microsoft are trademarks of Microsoft Corp. in the
United States and/or other countries. Nintendo GameCube and Game Boy Advance
are trademarks of Nintendo. " 2001 Nintendo. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc. All
other trademarks are the property of their respective companies.

This press release contains forward looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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MIDWAY SPORTS ENTERS THE RED ZONE WITH ALL-NEW
NFL BLITZ 20-02 FOR XBOX AND NINTENDO GAMECUBE

Next-Generation Adrenaline-Style Football Game has Evolved
to Deliver Over-the-Top Football Action and All-New Features

CHICAGO - March 18, 2002 - Midway Sports', the sports brand of leading
software industry publisher and developer Midway Games Inc. (NYSE: MWY),
announced today that NFL" Blitz" 20-02 will ship tomorrow for the Xbox video
game system from Microsoft and Nintendo GameCube. The only dedicated
extreme-style football videogame for next-generation systems, NFL Blitz 20-02
showcases exclusive 8-on-8 action and over-the-top, adrenaline-style gameplay
and real NFL attributes. NFL Blitz 20-02 is currently available for the
PlayStation2 computer entertainment system and Game Boy Advance.

Officially licensed by the NFL and PLAYERS INC and featuring real NFL teams,
players and stadiums, NFL Blitz 20-02 has evolved to bring fast-paced action,
visually stunning graphics and NFL strategy to the next-generation of game
systems. NFL Blitz 20-02 has been totally reinvented, delivering more than
just an arcade or simulation football game, but a mix of extreme-style action
and authentic NFL realism.

"NFL Blitz 20-02 will bring an in-your-face realistic football frenzy with
outrageous plays, hits and action to Xbox and Nintendo GameCube," said Helene
Sheeler, vice president of marketing, Midway. "The all-new NFL Blitz 20-02
will rival any football highlight reel."

New, next-generation features have been added to NFL Blitz 20-02, bringing
tremendous depth and intense excitement to the series. To keep the opposition
on its toes, gamers can use the new "Impact Player" feature to edit the route
or assignment of a featured NFL player for any offensive or defensive play
they call. By dominating either side of the ball - moving the chains or
blowing through the line to sack the QB - gamers can watch their team catch
"on fire" and perform even more outrageous moves and over-the-top animations,
including motion-captured moves from professional stuntmen.

To add even more authentic attributes to the ferocious gameplay of NFL Blitz
20-02, Midway signed an exclusive deal with Oakland Raiders defensive back
and perennial Pro Bowler, Charles Woodson, to appear on the package cover and
in advertising materials. Woodson also participated in a motion capture
session, where he performed his signature moves.

NFL Blitz 20-02 Xbox and Nintendo GameCube Key Features
* Extreme Football - The best extreme-style gameplay available on any console
* Player Format - New 8-on-8 format adds more players to the NFL Blitz mix
* Impact Player - This revolutionary play-calling system allows the player to
"on-the-fly" alter the route or assignment of the impact player within any
play in the team's playbook
* Outrageous Animations - More than 1,500 animations, including the
motion-captured moves of professional stuntmen
* Multiple Player Models - Player models that feature different body styles
based on player positions
* Spectacular NFL Stadiums - All of your favorite NFL stadiums in all of
their next-generation, high poly-count splendor
* Real NFL - "Officially licensed" means that gamers can play all of their
favorite NFL teams and, of course, all their favorite players, too, each with
real body styles, abilities and attributes

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(r) Advance.

For more information about NFL Blitz 20-02 and Midway Games visit
www.midway.com.

# # #

NFL" Blitz" 20-02 game ( 2002 Midway Amusement Games, LLC. All rights
reserved. BLITZ and MIDWAY are trademarks of Midway Amusement Games, LLC. (c)
2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com ( 2002
PLAYERS INC. Used by permission. Distributed under license by Midway Home
Entertainment Inc.

Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries. Nintendo GameCube and Game Boy Advance are trademarks
of Nintendo. " 2001 Nintendo. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. All other
trademarks are the property of their respective companies.

This press release contains certain forward looking statements concerning
future business conditions and the outlook for Midway Games Inc. (the
"Company") based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of certain
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors" in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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DIFFERENT GAME. DIFFERENT RULES: REDCARD 20-03

RedCard 20-03 Caters to Soccer Fans and Action-Sports Gamers
with Adrenaline-Style Action and Aggressive Gameplay

CHICAGO - June 25, 2002 - Midway Sports', the sports brand of leading
software industry publisher and developer Midway Games Inc. (NYSE: MWY),
announced today that RedCardTM 20-03, an all-new adrenaline-style 11-on-11
(including goalies) soccer videogame, has shipped for the XboxTM video game
system from Microsoft and Nintendo GameCube'. RedCard 20-03 shipped for the
PlayStation2 computer entertainment system on April 16, 2002.

RedCard 20-03 features 50 international teams and stadiums and fanatical
soccer fans from around the world. Mixing graphically detailed authentic
soccer action with aggressive gameplay, RedCard 20-03 offers exaggerated,
spectacular over-the-top animated moves including slide tackles, flips,
scissor and bicycle kicks, along with jukes and shimmies.

"RedCard 20-03 continually delivers the adrenaline rush of the most intense
moments in soccer," said Helene Sheeler, vice president of marketing, Midway.
"An authentic soccer videogame with aggressive over-the-top action has never
been done before."

On the road to victory, players can choose to compete in a single game with
as many as two players in Friendly Mode, challenge their friends to a quick,
single-elimination tournament in Party Mode, or set their sights on the
championship by choosing World Conquest, where they compete against the
remaining 49 teams. To capture the final glory and win the Cup in Finals
Mode, players are pitted against skilled international teams where they
compete for the Cup Championship.

Adding to the authentic soccer action, U. S. National and World Cup team
player Brian McBride appears on the package cover and in advertising
materials for RedCard 20-03. Recognized as the best American player "in the
air," McBride has been a major player in this year's World Cup and is the MLS
Columbus Crew's all-time leading scorer and one of just six players to have
appeared in five MLS All-Star Games.

An aggressive player artificial intelligence (AI) offers various scoring and
penalty opportunities in which players can gain the upper hand on their
opponents by raising their team's momentum and increasing its abilities and
attributes. Players can also create their own custom super-team by using the
Create-a-Team feature. Each player possesses ratings and attributes matching
their actual physical abilities.

Adding further to the intense soccer action, RedCard 20-03's exclusive
Time-Warp camera effect feature delivers realistic 360-degree replay
animations and allows for increased shooting velocity when gamers approach
the scoring range. Additionally, ten highly detailed, rule-breaking fantasy
teams -- such as Dolphins, Martians, Ninjas, Matadors, Apes and more -- offer
RedCard 20-03 players an added dimension of fun to the over-the-top gameplay.

RedCard 20-03 Key Features
* Adrenaline-Style Gameplay - RedCard 20-03 combines authentic soccer action
with over-the-top gameplay
* 11-on-11 - Each team has ten players plus a goalie. All players can be
controlled individually during the game
* 50 international teams compete for the ultimate championship while wild
soccer fans cheer them on
* Time-Warp Camera Effects - Delivers realistic replay animations and allows
for increased shooting velocity when gamers approach the scoring range
* Ten Fantasy Teams - Outrageous fantasy teams such as Martians, Ninjas,
Matadors, Apes and more
* Intuitive - A context-sensitive control system that allows players to
utilize more controller buttons once they become more comfortable with the
game's controls
* Rewards/Power-ups - Skilled players can unlock modes, teams and stadiums
and uncover the hidden power-ups to enhance the game and add replay value
* Extreme Animations - Different types of exaggerated kicks including bike,
flip and scissor kicks as well as jukes, dekes and quick passing from feet to
head
* Stadiums - Visually stunning environments with realistic texturing
* Player Boosts and Turbo - Players have the ability to raise a player's
momentum for limited amounts of time by using turbo. Players also have the
ability to perform superhuman moves by accumulating boost points
* Player Attributes - Players possess ratings and attributes matching their
actual physical size and abilities
* Four Gameplay Modes - Friendly Mode, Tournament/Party Mode, World Conquest
Mode and Finals Mode
* Create-a-Team - Players create their own custom super-team by collecting
attribute points awarded for beating teams in single-player mode

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, Xbox' video game
system from Microsoft, Nintendo GameCube' and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY and REDCARD are trademarks of Midway Amusement Games, LLC.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. in the United States and/or other countries. Nintendo GameCube and the
Nintendo GameCube logo are trademarks of Nintendo. " 2001 Nintendo. All other
trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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SEASONED SALES LEADERS APPOINTED TO ENHANCE
MIDWAY'S SALES EFFORTS IN MIDWEST AND EAST

CHICAGO - July 18, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
publisher and developer, announced today that Midway Home Entertainment Inc.
has appointed Chris Armstrong and Brad Smith as regional sales managers for
the Midwestern and Eastern U.S. regions, respectively.

Reporting directly to Melani Windham, vice president of sales for Midway Home
Entertainment, Armstrong and Smith will be responsible for delivering upon
Midway's sales goals as well as building and managing relationships with
retail and distributor accounts in their assigned regions.
"Chris and Brad both have significant experience in the videogame industry
and this expertise will further solidify our sales efforts leading into the
holiday season," said Windham. "This year's game lineup is one of our most
aggressive ever, and having Chris and Brad work closely with our key accounts
in the Midwest and East will give us the exposure and coverage needed to
achieve a successful sales effort."

Armstrong was most recently a director of sales for Mad Catz Interactive, a
manufacturer, distributor and marketer of controllers and other peripherals
for the console and PC game markets, where he was responsible for all key
accounts in the Midwest region. Prior to Mad Catz, Armstrong served as a
buyer for Toys "R" Us' videogame business and also previously worked for
Wal-Mart as a buyer in the videogames department.

Smith previously served as national account manager for the console division
of Vivendi Universal Interactive in Los Angeles, where he managed
relationships with East Coast retailer and distributor accounts. Prior to
Vivendi, Smith was responsible for the management of retailer and distributor
accounts in North America, South America, Asia and the Pacific Rim for Red
Storm Entertainment. Midway Games Inc. is a developer and publisher of
interactive entertainment software. Midway videogames are available for play
on videogame platforms including the PlayStation(R)2 computer entertainment
system, Xbox video game system from Microsoft, Nintendo GameCube and Game
Boy(R) Advance. For more information about Midway Games visit www.midway.com.

# # #

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business-
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MORTAL KOMBAT(R): DEADLY ALLIANCE(TM) 'IMMORTAL'-IZED IN ORIGINAL ADEMA SONG
AND MUSIC VIDEO AIRING ON MTV2

'Immortal' Song and Music Video Also Included in All-New
Mortal Kombat: Deadly Alliance Videogame

Chicago - October 15, 2002 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, announced today that Arista
recording act Adema will include its original song 'Immortal' -- which was
created for Midway's Mortal Kombat(R): Deadly Alliance(TM) videogame -- as
the lead track in the follow-up EP to its self-titled debut album. The new
album is scheduled to be in stores Oct. 22. 'Immortal' is expected to be made
available on radio Oct. 14 while the music video for the track is scheduled
to air on MTV2's Extreme Rock beginning on the same date and is currently
live on www.MTV.com. The 'Immortal' song and music video will also be
included in the game's DVD content. Mortal Kombat: Deadly Alliance is
currently in development and scheduled to ship on Fatality Friday, Nov. 22,
2002, for the Xbox' video game system from Microsoft, PlayStation 2 computer
entertainment system and Nintendo GameCube', with the Game Boy Advance
version to follow.

"We are ecstatic that 'Immortal' will get radio play and is being recognized
by MTV2," said Helene Sheeler, vice president of marketing, Midway. "The song
and video really showcase the all-new, next-generation version of Mortal
Kombat: Deadly Alliance."

Adema continues to deliver one of the most original sounds on the 'nU metal'
scene as highlighted in their original video debut of 'Immortal.' Adema's
roots are in the Central Valley of California where they grew to become one
of the most buzzed-about heavy rock sensation of 2001. Since signing with
Arista Records last year, Adema released two tracks, 'The Way You Like It'
and 'Giving In,' that skyrocketed in the top 20 on the Billboard Monitor rock
chart. The band is comprised of Mark Chavez - lead vocals, Mike Ransom -
guitars, Tim Fluckey - guitars, Dave DeRoo - bass, and Kris Kohls - drums.
For more information about Adema, visit www.ademaonline.com.

In addition, on more than 5,000 movie screens across the country, R-rated
moviegoers will have a chance to preview a 35 mm Dolby(R) Surround Sound
cinema spot of the latest Mortal Kombat: Deadly Alliance trailer. The spot
began airing September 27 and will run through November 21, reaching an
estimated 18 million viewers.

Mortal Kombat: Deadly Alliance marks the next chapter in the Mortal Kombat
series with an all-new engine delivering punishing action that will reward
longtime fans of the franchise as well as next-generation game lovers.
Hyper-realistic, Mortal Kombat: Deadly Alliance features progressive physical
damage that allows players to view the inevitable demise of their opponents
while utilizing three unique fighting styles for each warrior, creating
nearly unlimited fighting possibilities. The game also features intense
hand-to-hand and special-weapon combat, secret hidden moves and combinations
with deadly body blows and fatalities. The Mortal Kombat series is one of the
best-selling franchises in videogame history with more than 19 million home
games sold. Midway Games Inc. is a leading developer, publisher and marketer
of interactive entertainment software. Midway videogames are available for
play on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the Xbox' video game system from Microsoft, Nintendo
GameCube' and Game Boy(R) Advance.

For more information about Midway Games and Mortal Kombat: Deadly Alliance
visit mortalkombat.midway.com.

# # #

MORTAL KOMBAT, DEADLY ALLIANCE and MIDWAY are trademarks of Midway Amusement
Games, LLC. Xbox and Microsoft are trademarks of Microsoft Corp. in the
United States and/or other countries. Nintendo GameCube and Game Boy Advance
are trademarks of Nintendo. " 2001 Nintendo. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc. All
other trademarks are the property of their respective companies.

Midway has provided the www.ademaonline.com and www.mtv.com links solely as a
convenience for you. The information on these sites have been prepared by
third parties, and Midway does not monitor, endorse or accept responsibility
for the content on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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WORLD-RENOWNED FANTASY/SCI-FI ILLUSTRATOR
RODNEY MATTHEWS CREATES ARTWORK
FOR MIDWAY'S HAVEN: CALL OF THE KING

Acknowledged Worldwide as One of the Top Artists in the Fantasy/Science
Fiction Genre, Matthews Brings His Unique Vision to Groundbreaking Videogame

CHICAGO - Oct. 23, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Rodney Matthews, a
world-renowned fantasy and science fiction illustrator, has created artwork
and concepts for Midway's groundbreaking action and fantasy console
videogame, Haven: Call Of The KingTM, which is scheduled to ship Nov. 18 for
the PlayStation2 computer entertainment system. Haven: Call Of The King is
also scheduled to ship for the XboxTM video game system from Microsoft and
Nintendo GameCubeTM in 2003. Haven: Call Of The King is being developed by
acclaimed U.K.-based developer, Traveller's Tales.

"The concept and gameplay of Haven: Call Of The King was so unique, we wanted
the art direction to be equally original," said Helene Sheeler, vice
president of marketing, Midway. "Having Rodney Matthews create the images for
the game was a coup for us."

Matthews has worked as a freelance designer and illustrator in the genre of
fantasy, science fiction, and fairy tale for 30 years, creating a wide range
of art for record covers, book jackets, books, TV series, and videogames. His
originals have been exhibited at England's foremost gallery for illustrators,
the Chris Beetles Gallery in London's West End, and in other shows across
Europe. Having found a niche in designing record covers, Matthews provided
artwork for more than 70 musical artists including Thin Lizzy, Nazareth,
Asia, and the Scorpions. His designs have been published as posters,
postcards, jigsaw puzzles, and in anthology books, selling in the millions
worldwide.

"I was extremely excited to create the artwork for Haven: Call Of The King,"
said Matthews. "The game's fantasy elements provided a rich template for me
to create the visuals."

About Haven: Call of the King
The Revolutionary Technology
Utilizing FreeFormerTM gameplay - which allows the player to experience
multiple gameplay mechanics blended together in a virtually limitless world -
a variety of genres are smoothly integrated into one game. In the game,
players have total freedom to move anywhere in the world on foot or by
vehicle with smooth gameplay transitions between turret-based shooting, boat
racing, bike battles, plane fighting, gladiator arena combat and space
exploration. In addition, the groundbreaking technology allows players to
seamlessly travel from the earth, through the atmosphere, into outer space,
and back again. The gameplay in Haven: Call Of The King projects a
cinematic-type quality with visually stunning worlds and environments. Like
scenes from a movie, all of the levels in Haven: Call Of The King perfectly
link together the character-driven story, which directs the gameplay and
unfolds against a backdrop of the many enchanting worlds.

The Epic Story
Haven: Call Of The King unveils a remarkable tale of exploration and
intrigue. Players embark on an epic quest as Haven, a heroic young man
haunted by dreams that awaken him to the legend of the "Golden Voice." A bell
that can be rung in times of need, the "Golden Voice" is the only way Haven
can free his people from slavery and imminent death at the hands of the evil
Lord Vetch. To emancipate his people and complete his galactic crusade, Haven
must prove his mettle in the warrior training grounds and navigate untold
dangers to recover the relic that will guide him to the "Golden Voice."

Traveller's Tales is an independent, UK-based developer of interactive
entertainment. During thirteen years of development, they have worked with
publishers like Sega, Nintendo, Activision, Sony, Universal and Disney and
have worked on games such as Sonic R, Toy Story (1 and 2), Bug's Life and
Crash Bandicoot: The Wrath of Cortex. To date, titles developed by
Traveller's Tales have sold millions of units worldwide. You can find more
information on Traveller's Tales at the company's website: www.t-tales.com.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the XboxTM video game system from Microsoft, Nintendo
GameCubeTM and Game Boy(R) Advance.
For more information about Midway Games visit www.midway.com.

# # #

MIDWAY is a registered trademark of Midway Amusement Games, LLC. HAVEN: CALL
OF THE KING and FREEFORMER are trademarks of Midway Home Entertainment Inc.

Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries. Nintendo GameCube, the Nintendo GameCube logo and
Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. All other trademarks are the property of their respective
companies.

Midway has provided the www.t-tales.com link solely as a convenience for you.
The information on this site has been prepared by a third party, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MORTAL KOMBAT FANS EVERYWHERE PREPARE FOR HIGHLY ANTICIPATED LAUNCH OF MORTAL
KOMBAT(R): DEADLY ALLIANCE(TM) ON NOVEMBER 22 - "FATALITY FRIDAY"

Midway Dubs Nov. 22 "Fatality Friday" for Street Date of Next-Generation
Iteration in the Million-Selling Mortal Kombat Franchise

CHICAGO - October 31, 2002 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, names Nov. 22, 2002, as 'Fatality
Friday' to signify the day Mortal Kombat: Deadly AllianceTM is available for
the PlayStation 2 computer entertainment system, the XboxTM video game system
from Microsoft, Nintendo GameCubeTM and Game Boy Advance.

Mortal Kombat: Deadly Alliance delivers the highly acclaimed series to the
next-generation consoles with a lethal dose of unparalleled brutality,
supernatural mystique and a reinvented fighting system. Beginning the next
chapter in the battle of good versus evil, two powerful sorcerers - Shang
Tsung(TM) and Quan Chi(TM) - join forces to deliver unrivaled fighting action
in their quest for supreme mortality.

"'Fatality Friday' is the official street date of the much-anticipated
next-generation version of Mortal Kombat," said Helene Sheeler, vice
president of marketing, Midway. "Mortal Kombat: Deadly Alliance is poised to
shock the world and awaken the fighting game genre, with an all-new fighting
system and gory fatalities."

In the game, players engage in hand-to-hand and special-weapon combat,
executing secret moves and combinations with new fatalities and deadly body
blows. Lethal new warriors are added to the mix along with the return of
Mortal Kombat classics -- Scorpion(TM), Raiden(TM), Sub-Zero(TM) and Sonya
Blade(TM).

Hyper-realistic, Mortal Kombat: Deadly Alliance features progressive physical
damage that allows players to view the inevitable demise of their opponents
while utilizing three unique fighting styles for each warrior, creating
nearly unlimited fighting possibilities.

Adding to the punishing action in Mortal Kombat: Deadly Alliance is Arista
Records' Adema, which has recorded a hard-driving, heavy, yet melodic, modern
rock theme song titled "Immortal," done exclusively for this new Mortal
Kombat videogame and featured as the lead track in the follow-up EP to its
self-titled debut album. The album is in stores now. "Immortal" was made
available on radio Oct. 14 while the music video for the track began airing
on MTV2's Extreme Rock on the same date and is currently live on www.MTV.com.

Mortal Kombat: Deadly Alliance's DVD content will include the "Immortal" song
and music video. Also featured in the DVD section is the history of Mortal
Kombat and behind-the-scenes interviews with the game's development team.
Mortal Kombat: Deadly Alliance marks the next chapter in the Mortal Kombat
series with an all-new engine delivering punishing action that will reward
longtime fans of the franchise as well as next-generation game lovers.

Hyper-realistic, Mortal Kombat: Deadly Alliance features progressive physical
damage that allows players to view the inevitable demise of their opponents
while utilizing three unique fighting styles for each warrior, creating
nearly unlimited fighting possibilities. The game also features intense
hand-to-hand and special-weapon combat, secret hidden moves and combinations
with deadly body blows and fatalities. The Mortal Kombat series is one of the
best-selling franchises in videogame history with more than 19 million home
games sold.

In addition, on more than 5,000 movie screens across the country, R-rated
moviegoers will have a chance to preview a 35 mm Dolby Surround sound cinema
spot of the latest Mortal Kombat: Deadly Alliance trailer. The spot began
airing Sept. 27 and will run through Nov. 21, and is expected to reach an
estimated 18 million viewers.

Mortal Kombat: Deadly Alliance PlayStation(R) 2, XboxTM and Nintendo
GameCubeTM Key Features:

* The first execution of the Mortal Kombat franchise on the next-generation
systems, allowing for incredible detail and innovative gameplay, taking the
series where it has never gone before
* A completely new fighting system delivering intense combat with three
unique fighting styles for each character -- including hand-to-hand and
deadly-weapon combat, combined with progressive physical damage -- making
this the most detailed fighting experience in the series
* Favorite warriors from the past return, including Scorpion, Sub-Zero,
Raiden, Sonya Blade and more; new human and supernatural fighters appear,
too, each with their own lethal special attacks
* Brutal new fatalities let players finish off and humiliate their opponents
in true Mortal Kombat fashion
* In-depth and engaging storyline continues the mythology and supernatural
mystique of the series
* DVD content including Adema's "Immortal" music video, the history of Mortal
Kombat and behind-the-scenes with the development team of Mortal Kombat
* 35 mm Dolby Surround sound cinema spot in R-rated previews on over 5,000
movie screens across the country

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the XboxTM video game system from Microsoft, Nintendo
GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games and Mortal Kombat: Deadly Alliance
visit mortalkombatdeadlyalliance.com.

# # #

MORTAL KOMBAT, DEADLY ALLIANCE, all character names and MIDWAY are trademarks
of Midway Amusement Games, LLC. Xbox and Microsoft are trademarks of
Microsoft Corp. in the United States and/or other countries. Nintendo
GameCube and Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective companies.

Midway has provided the www.mtv.com link solely as a convenience for you. The
information on this site has been prepared by third parties, and Midway does
not monitor, endorse or accept responsibility for the content on non-Midway
sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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THE ULTIMATE IN SPACE COMBAT-ACTION ARRIVES TO THE XBOX, NINTENDO GAMECUBE
AND GAME BOY ADVANCE WITH DEFENDER

Tactical Maneuvers and Strategic Command Equips Gamers to Save the Human Race
from   Alien Annihilation in the All-New 3-D Remake of the Popular 1980s
Arcade Classic

CHICAGO - Nov. 4, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Defender, an all-new
3-D version of the popular 1980s arcade classic, has shipped for the XboxTM
video game system from Microsoft and Nintendo GameCube(TM) and will ship on
Thursday, Nov. 7th for the Game Boy Advance. Defender is also currently
available for the PlayStation 2 computer entertainment system.

Defender offers players the ultimate in next-generation high-octane action
with strategic elements that start where the original Defender left off. In
this all-new version, players must battle an onslaught of vicious aliens as
they assume the controls of next-generation combat-ready Defender ships to
strategically pilot through more than 20 challenging missions spanning the
solar system. Defender players execute dynamic tactical maneuvers such as
barrel rolls, 360-degree loops and spinning reversals to evade the enemy.
"This all-new remake of the Defender classic will impress longtime Defender
fans as well as next-generation videogamers," said Helene Sheeler, vice
president of marketing, Midway.

To add to the high-octane action, rhythmic sensation KMFDM contributed a
track entitled "Defender," a remake of Richard Strauss's "Also Sprach
Zarathustra," prominently known as the theme song from the 1968 movie "2001:
A Space Odyssey." The band's energetic live shows and sound, which artfully
incorporates a lot of explosive, metallic elements into one mix, complements
the exciting space combat-action gameplay found in Defender.  Black Black
Records' Trigger also recorded an original techno song, "Vaunt," for the
game. The two-piece combo of Todd Crumn and Janed Todd focus their music on a
full, beat-driven sound that aims to conjure a different mood, memory or
idea.
In addition, Commander Mei Kyoto, a fledgling Defender pilot, is the voice of
renowned actress/singer Traci Elizabeth Lords. Lords is a dynamic performer
who has appeared in theatrical films such as "Blade," John Waters' "Cry-Baby"
and "Serial Mom," as well as in television series "First Wave," "Melrose
Place" and the Stephen King miniseries "The Tommyknockers." Music from her
acclaimed techno CD "1000 Fires" has been featured on the soundtracks for
"Mortal Kombat" and "Virtuosity."

Featuring a new view perspective with a fully 3-D, third-person chase camera,
Defender drops players into the explosive action of an alien invasion where
they must combine strategic elements with speed and control to outwit the
enemy. Ship upgrades are also available with various power-ups including
shields, advanced weapons and hyperspace technology, which allows players to
strategically relocate the ship to one of several predetermined locations to
aid in defeating the aliens. Aliens can be taken head-on in single-player
campaign mode or defeated with a friend in the two-player, cooperative
campaign mode as you deploy an arsenal of weapons such as a grenade launcher,
fast-lock missile launcher, fireball launcher and gas launcher.

Defender's DVD content offers a behind-the-scenes look into the making of the
game with in-depth interviews featuring project director/designer George
Collins and producer Matt Candler discussing their experiences remaking the
arcade classic for next-generation consoles. Also included is a narrated
history of Defender, from its arcade roots to the present, including an
interview with its original creator. Additionally, featured in the DVD are
"Coming Soon" trailers for Midway's upcoming titles.

Defender Xbox and Nintendo GameCube Key Features:
* Multiple Game Modes - Single-player campaign mode and two-player (co-op)
campaign mode
* A New View Perspective - Defender is fully 3-D and is played from a
third-person chase camera perspective. This gives the player the ultimate in
speed and control as they pilot their ship to victory against the alien
invaders
* Instant Action - The controls in Defender are straightforward, making it
intuitive in picking up the game and starting Defender training. Weapons are
precise and advanced players can use special tactical maneuvers via button
combos such as barrel rolls, reverses, etc.
* Plan Your Attack - The new Defender starts where the old left off. In
addition to saving humans and killing aliens, there are tanks and other
ground units to position (both defensive and offensive) and bases to defend.
Now humans become more than just a body to save - they are a resource to
manage
* Ship Upgrades - Upgrade your ship in between missions - receive upgrades
for lives saved.
During missions, players can earn multiple power-ups including: shields,
advanced weapons
and hyperspace technology
* Advanced Weapons - Utilize more than 30 explosive weapons to aid in
squashing aliens and accomplishing missions, such as fast-lock missile
launcher, salvo missile launcher, fireball launcher and gas launcher
* Features an exclusive bonus level unique to the Xbox and Nintendo GameCube
versions
* Licensed Music - Explosive music from KMFDM and Trigger
* DVD content includes in-depth discussions with developers, a narrated
history of Defender and "Coming Soon" trailers of new Midway titles

Defender Game Boy Advance Key Features:
* Multiple Game Modes - Single-player campaign mode, co-op mode (with players
working together) and competitive mode (where players compete against one
another)
* Classic Defender - An arcade-perfect implementation of the original game,
players get to experience the original operator settings and high scores
found in Defender
* Gameplay Upgrades - Players can select from new ships and weapons
* Bonus Level - Includes a level with all-new mechanics

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, XboxTM video
game system from Microsoft, Nintendo GameCubeTM and Game Boy(R) Advance.
For more information about Midway Games visit www.midway.com.

# # #

DEFENDER, MORTAL KOMBAT and MIDWAY are registered trademarks of Midway
Amusement Games, LLC.  Developed by 7 Studios.

Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries. Nintendo GameCube, the Nintendo GameCube logo and
Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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FAMOUS FACES ENTERTAINMENT TALENT AND
MODEL AGENCY TO HELP SELECT CHEERLEADERS FOR
MIDWAY SPORTS(TM) NATIONAL CHEERLEADER TRYOUTS

Top Talent Scout to Help Select Next Cheerleaders to Appear in Midway Sports
Adrenaline-Style Baseball Videogame, MLB SLUGFEST, and Receive Offers for
Modeling Contracts

CHICAGO - Feb. 27, 2003 - Midway Sports, the sports brand of leading software
industry publisher and developer Midway Games Inc. (NYSE: MWY), announced
today that Famous Faces Entertainment Talent and Model Agency has signed on
as the exclusive talent agency for the Midway Sports National Cheerleader
Tryouts. Midway announced a national search to find the next two MLB SlugFest
cheerleaders on January 14, 2003.

Adding to the excitement of the national cheerleader search, Famous Faces has
agreed to make offers to represent, under modeling or talent contracts, the
two winning Midway Sports Cheerleaders. A talent scout from the agency will
also sit on the judges' panel to help select the winning cheerleaders.

"Famous Faces' eye for top talent will definitely help us find the right
cheerleaders for MLB SlugFest," said Helene Sheeler, vice president of
marketing, Midway.

Cheerleader Tryouts
Through March 11, Midway Sports is accepting tryout videos from the first
15,000 women, ages 18 to 25, interested in becoming the next Midway Sports
MLB SlugFest Cheerleaders. The final two selected cheerleaders will each
receive $5,000 from Midway and the opportunity to travel to and participate
in exclusive Midway Sports promotional events and activities such as a photo
shoot for MLB SlugFest, in-game exposure, and the Midway Sports Cheerleader
Calendar. For complete requirements, rules and the official entry form, visit
www.MidwaySports.net.

"We're excited to lend our expertise in this unique national talent search,"
said Paul Levine, founder of Famous Faces Entertainment.

Judge Sweepstakes
MLB SlugFest fans can also get into the excitement by entering to win a trip
to Spring Training in Florida to meet St. Louis Cardinals star and MLB
SlugFest 20-04 cover athlete Jim Edmonds, and to be an honorary judge in the
selection of the five Midway Sports Cheerleader semifinalists. Enter anytime
from January 14 through March 10 at www.MidwaySports.net.

Paul Levine, an industry veteran who has worked with United Artists and
Warner Brothers, established Famous Faces Entertainment Talent and Model
Agency 25 years ago. As a Screen Actors Guild-franchised agency, Famous Faces
represents actors, actresses, models, and extra casting for motion pictures,
television, print work, voiceovers and fashion shows. The agency houses
entertainment, special events, talent and production departments, as well as
concierge and movie film services.

About MLB SlugFest 20-04
Developed by the creators of NFL Blitz, MLB SlugFest 20-04 includes real
Major League Baseball(R) players, teams and stadiums. Unlike any other
baseball game, MLB SlugFest 20-04 also features incredibly larger-than-life,
muscle-bound athletes who take to the field to perform outrageous plays both
offensively and defensively, including turbo-powered throws and pitches,
blistering hits, and acrobatic diving catches.

The MLB SlugFest franchise made its debut as the first-ever adrenaline-style
console baseball videogame in 2002 and became the number-one-selling baseball
videogame on the PlayStation(R)2 computer entertainment system. (NPD
Funworld, July - Dec. 2002)

MLB SlugFest 20-04 features even more of what made last year's franchise a
best-seller, such as "Create-A-Team," which enables gamers to select their
favorite players from both leagues in order to build an All-Star ball club in
pursuit of a World Series championship. Customizable instant replay gives
gamers control of the camera to view highlight-reel-caliber plays--like
towering home runs and larger-than-life, diving catches--in photo-realistic
shots from any angle. In the new Home Run Derby feature, gamers can pit their
favorite MLB players against the most feared home run hitters in the league.
Popular Midway Sports announcers "Jimmy Shorts" and Tim Kitzrow also return
to MLB SlugFest 20-04 with all new SlugFest-style humorous color commentary.
In addition, gamers will play to music such as Hoobastank's hit song,
"Crawling In The Dark," and preview original DVD content that includes the
behind-the-scenes making of the game and Jim Edmonds highlight footage: "A
Day in the Life with Jim Edmonds."

MLB SlugFest 20-04 is scheduled to launch in March of 2003 for release on the
PlayStation2 computer entertainment system, the Xbox video game system from
Microsoft, the Nintendo GameCube and Game Boy Advance.

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, the XboxTM video
game system from Microsoft, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY, BLITZ and SLUGFEST are trademarks of Midway Amusement Games, LLC.
Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach Major League Baseball on
the web at MLB.com. " MLBPA-Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the Web at www.bigleaguers.com. The
MLBPA logo is a trademark of the Major League Baseball Players Association.
NFL is a trademark of the National Football League.

Midway has provided the www.bigleaguers.com and MLB.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse or accept responsibility
for the content on non-Midway sites.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. in the United States and/or other countries. Nintendo GameCube, the
Nintendo GameCube logo and Game Boy Advance are trademarks of Nintendo. "
2001 Nintendo. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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I used to be a model scout. :)

 ------------
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SYNDICOMM [Sheppy]           at 21:53 PDT

>>>I used to be a model scout. :)

I'm jealous. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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MIDWAY'S FREAKY FLYERS DELIVERS ALL-NEW AIRPLANE
RACING ADVENTURE WITH VIBRANT 3-D INTERACTIVE WORLDS

First-and-Only, Fast-and-Furious, Fully Open 3-D Airplane Racing Adventure
Takes Flight

CHICAGO - March 3, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Freaky Flyers, the
first-and-only, fast-and-furious, 3-D airplane cart racing-adventure game is
scheduled to ship in July for the PlayStation 2 computer entertainment
system, the Xbox video game system from Microsoft and Nintendo GameCube.

Freaky Flyers drops players into the cockpit with the most unique and
engaging cast of characters to ever explore, adventure, stunt fly and
dogfight in the videogame skies. Intertwining stories and engaging aerial
combat add to the excitement throughout completely open and interactive 3-D
world environments. Adding to the intensity is multiplayer action that allows
gamers to do battle head-to-head in aerial racing combat.

"Gamers will be completely immersed in each character's story as they race
and engage in stunt flying and aerial dogfighting, while exploring vast
environments," said Helene Sheeler, vice president of marketing, Midway.
Freaky Flyers quickly lures players in with an intriguing, humorous storyline
that includes 13 engaging characters and a hilarious soundtrack featuring
eight original songs. The adventure of Freaky Flyers also takes gamers to
exciting locations such as Exotic Danger Island, where lush jungles and
lagoons teem with all manner of peril, from pirates to pythons. Players may
also find themselves in Roaring Chicago for a swinging time in the big city
or in the depths of Haunted Transylvania, a dark and foreboding destination
filled with craggy peeks and haunted castles. In addition, players can travel
with more than a dozen unique and alluring characters such as the true-blue
American hero, Johnny Turbine, the pinnacle of German discipline, Traci
Torpedoes, or the spicy bandita from south of the border, Cactus Rose.

Freaky Flyers Key Features:

* Interactive Worlds - Explore numerous completely open and interactive 3-D
worlds
* Intriguing Storyline - A complex, branching adventure takes the player
through each character's storyline
* Zany Characters - 13 outrageous characters with loads of jokes and visual
humor and more than 20 secret characters to unlock
* Stunt Flying - Skill-oriented stunt flying that provides the player with
the thrills of doing dangerous aerial stunts
* Adventure Racing - Easy-to-learn, hard-to-master aerial racing excitement
* Aerial Dogfighting - Competitive aerial dogfighting combat for players to
unleash their inner warrior
* Multiplayer Action - Sophisticated multiplayer capability, including
head-to-head mode
* Awesome Soundtrack - Includes a hilarious original soundtrack with eight
outrageous songs
* Spectacular Cinematics - More than 90 minutes of cinematics follow each
character's unique and engaging storyline as it unfolds in a movie-quality
presentation

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, Xbox, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

FREAKY FLYERS and all character names are trademarks of Midway Home
Entertainment Inc. MIDWAY is a registered trademark of Midway Amusement
Games, LLC. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Xbox is a trademark of Microsoft
Corporation in the United States and/or other countries. Nintendo GameCube
and Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo. All other
trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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HIGHLY ANTICIPATED SPYHUNTER 2 CONTINUES
GLOBAL INTRIGUE WITH ALL-NEW INTERCEPTOR, MORE
WEAPONS AND SEXY FEMALE AGENT

The Unique World of SpyHunter Expands in SpyHunter 2, Featuring an All-New
Devastatingly

Powerful and Customizable G-8155 Interceptor with Brand-New Vehicle
Transformations

CHICAGO - March 31, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that SpyHunter 2, the
high-speed, mission-based, action/combat racing game is scheduled to ship in
fall 2003 for the PlayStation2 computer entertainment system, the Xbox video
game system from Microsoft and Nintendo GameCube.

SpyHunter 2 is a powerful progression in the mission to save the world from
the sinister grip of the global criminal terrorist group, Nostra. SpyHunter 2
features an all-new, extremely powerful and customizable G-8155 Interceptor
with new vehicle transformations such as an off-road 4-wheel drive vehicle,
an off-road motorcycle and a snow ski. In addition, the gameplay includes
upgradable offensive and defensive weaponry, as players fend off enemy
vehicles throughout massive levels set across enormous regions. A new
mysterious, sexy female agent has also been added to the mix to increase the
intensity of SpyHunter 2's fast-paced action.

"SpyHunter 2 defines the next level of high-speed, mission-based
action/combat racing," said Helene Sheeler, vice president of marketing,
Midway.
SpyHunter 2 introduces an all-new terrorist threat and it is up to Alec Sects
to command the world's most sophisticated super spy vehicle to save the
world. Exclusive weaponry such as an auto- tracking turret and an
indestructible armored shield are combined with landmines and oil slicks for
an impressive defense that will immerse gamers in 16 action-packed levels set
across four gigantic regions. Each region is interactive and dynamic,
allowing players to choose their own paths and fight against giant
end-of-mission bosses, including eight all-new Nostra/Phoenix enemies. The
excitement also continues with the latest version of the Interceptor's online
computer, Leonie 2.0, designed to aid in mission-critical tactics and
information.

SpyHunter 2 Key Features:
* Sleek New Vehicle - Brand-new G-8155 Interceptor with new vehicle
transformations--snow and off-road--equipped with a new advanced weapon and
equipment system that allows players to customize the vehicle with weaponry
to suit personal style of play.
* New weapons - Auto-tracking turret and an indestructible armored shield
have been added to the gameplay as well as new defensive weapons such as land
mines, oil slicks and smokescreens, which allow gamers to play more
strategically.
* New Enemies - Giant, end-of-mission boss battles including eight all-new
original Nostra/Phoenix enemies that require players to use strategy and
innovation in addition to firepower and speed. Also added is a cutting edge
enemy AI, which reacts based on player's behavior.
* In-Depth Missions - 16 exciting levels set across four gigantic regions
that are interactive and dynamic, allowing gamers to choose their own paths
through mission areas.
* Mysterious and Compelling Storyline - Nostra is back and deadlier than
ever! Discover more about who Alec Sects really is, and the mysterious female
agent who is somehow intertwined with him.
* Introducing New Technology - Leonie 2.0 is the latest version of the
Interceptor's online computer that is designed to provide mission-critical
information and tactical advice during missions.

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, Xbox, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY, SPY HUNTER2 and all character names are trademarks of Midway
Amusement Games, LLC. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a trademark of
Microsoft Corporation in the United States and/or other countries. Nintendo
GameCube is a trademark of Nintendo. " 2001 Nintendo. All other trademarks
are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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LIVE THE FANTASY LIFE AND PLAY LIKE AN NBA SUPERSTAR
WITH NBA BALLERS FROM MIDWAY SPORTS ASYLUM'

All-New NBA Ballers is Only Basketball Videogame to Deliver Pure Essence of
Basketball by Highlighting Excitement and Intensity of One-on-One
Confrontation, Set Within Alluring Fantasy Lifestyle of NBA Superstars

CHICAGO - May 9, 2003 - Midway Sports Asylum', the action-sports brand of
leading software industry publisher and developer Midway Games Inc. (NYSE:
MWY), announced today that NBA Ballers, an all-new and unique one-on-one NBA
lifestyle basketball videogame, is scheduled to ship fall 2003 for the
PlayStation 2 computer entertainment system, the Xbox  and Nintendo
GameCube'.

Officially licensed by the NBA and NBA Legends, NBA Ballers is the only
basketball videogame to deliver the pure essence of basketball by
highlighting the excitement and intensity of the one-on-one confrontation,
set within the alluring fantasy lifestyle of NBA superstars. Featuring online
play for the PlayStation 2, as well as 60 current and 24 all-time player
legends, NBA Ballers takes the game out of the arenas and into some of the
most lavish NBA player "cribs" for an up-close and personal one-on-one
experience. Gamers no longer have to debate who is the best NBA player of all
time - now the greatest ballers can be matched-up in elaborate settings;
holding it down at some of the finest private courts in the league.

"NBA Ballers is set as a made-for-TV broadcast event that takes place at the
many fabulous backyard courts of the NBA's greatest stars," said Helene
Sheeler, vice president of marketing, Midway. "Ballers' allows gamers to be a
part of the spectacular world of real NBA players as they battle with intense
and authentic one-on-one match-ups to determine who is the best baller in the
world."

NBA Ballers features current NBA stars such as Tracy McGrady, Chris Webber
and Kobe Bryant, and NBA Legends including George Gervin, Magic Johnson and
Wilt Chamberlain. NBA Ballers online for PlayStation 2 enables gamers to take
on the world in online tournaments and ladder challenges while they risk
everything from licensed cars to mansions to other ballers that they've
collected in winning games. By focusing on the one-on-one match-ups, Midway
Sports Asylum is able to build each and every NBA baller and NBA Legend with
his specific skill set in mind. Shaq will own the paint, Larry Bird will be
raining three-pointers and Iverson will be breaking ankles with his killer
crossover. With more than 5,000 polygons per player and facial motion-capture
technology, no basketball videogame has ever given the gamer more realistic
looking players than NBA Ballers.

The explosive soundtrack found in NBA Ballers features hip-hop, R&B and a
hip-hop/rock mix with in-game commentary by World Freestyle Champion rapper
MC Supernatural and on-the-court beats by DMC Champion DJ Rocky Rock.
Additionally, new facial animation technology provides the most accurate NBA
player facial expressions, including mouth movements that sync-up with
in-game audio to reproduce recognizable words from players' mouths while
stylized player models deliver unmatched realism and detail to the game. Each
player model features the athletes' realistic body style based on actual
height and weight.

NBA Ballers Key Features:
* Lifestyle One-on-One Basketball - Only the freshest of the NBA and NBA
Legends ball for cars, houses and, most importantly, the reputation as the
top NBA baller. Compete in one-on-one tournaments hosted by some of the
biggest NBA stars. Compete against multiple competitors in one-on-two,
one-on-three and special rules matches.
* Online B-Ballin' (for PlayStation 2 only) - Play as your favorite baller
and take on the world in online tournaments and ladder challenges as in-game
cash, cars and glory await the victor.
* 60 Current NBA Stars and 24 NBA Legends - Take control of your favorite
players such as Vince Carter, Allen Iverson, Chris Webber, Shaquille O'Neal,
Jason Kidd, Kobe Bryant and more. NBA Legends featured include Larry Bird,
Magic Johnson, Julius Irving, Bill Russell, Jerry West and Wilt Chamberlain
among others.
* Realistic Player Attributes and Skills - Each NBA baller and NBA Legend has
more than 10 different off-the-hook skills, which determines their player
rating, creating a genuine representation of each NBA superstar's mad skills.
* In-Depth Create-A-Player Mode - Ball as the best! Personalize the game by
hooking-up a player with the skills and attitude to take on the best ballers
in the NBA. Select from multiple hairstyles, body types, on-court attitudes,
gear, shoes, jewelry, planes, cars and your own posse to construct the
ultimate one-on-one baller.
* Stunning Player Art and Animation - From cornrows to afros, one-on-one
gameplay allows unparalleled player animation sets, delivering an incredible
level of detail and nuances not found in other basketball videogames. Watch
players' realistic reactions to intense dunks and amazing blocked shots,
whether they perform the move or get embarrassed by it.
* The Story - "Welcome to NBA Ballers! The show takes you inside the
spectacular lives of the players as they battle to determine, in intense
one-on-one authentic gameplay, who is the best baller in the world."
* Multiple Game Modes -Take your player from "Rags to Riches" by building
your own mansion with winnings, or battle through a ballers tournament to
unlock your favorite NBA star and discover his moves, or try to make it
through a season in the league, or survive "Last Man Standing" team mode.
* Announcers - Featuring in-game commentary by champion freestyle rapper MC
Supernatural and on-the-court beats by the renowned DJ Rocky Rock.
* Explosive Soundtrack - Features hip-hop, R&B and a hip-hop/rock mix.
* Amazing 3D Player Models - Set to each player's height, weight, body size
and athletic ability based on real life.
o New 36-point Facial Animation Technology - The most accurately detailed
player faces and expressions.
o 6,000 Poly-Count Player Models - The highest number of polys of any
basketball videogame available.
* Exclusive Midway Sports Asylum Fantasy Lifestyle Courts - Fully detailed
and structured with beautiful lighting effects and images. Animated sideline
characters react to the action on the court in real-time!
* Lifestyle courts include - Play at Vince Carter's "Toronto penthouse,"
Jalen Rose's "luxurious Lake Michigan yacht," or Tim Duncan's "pad in the
Virgin Islands."

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube' and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY and the MIDWAY LOGO are trademarks of Midway Amusement Games, LLC.
The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or part, without the prior written consent of NBA
Properties, Inc.  2003 NBA Properties, Inc.  All rights reserved. Distributed
under license by Midway Home Entertainment Inc.

Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries.  Nintendo GameCube and the Nintendo GameCube logo are
trademarks of Nintendo. " 2001 Nintendo.  "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc.  All other
trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY DELIVERS OLD SCHOOL FLAVA TO NEXT-GENERATION CONSOLES WITH MIDWAY(R)
ARCADE TREASURES(TM)

Midway Arcade Treasures Brings More Than 20 Classic Arcade Games Including
All-Time Favorites Like SpyHunter(R), Defender(R), Gauntlet(R) and Joust(R)
for First

CHICAGO - July 3, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Midway Arcade
Treasures, the first next-generation console offering of more than 20 classic
arcade games, is scheduled to ship in fall 2003.

Midway Arcade Treasures features hundreds of hours of classic gameplay action
from all-time arcade favorites including the fast-paced action of SpyHunter,
the multiplayer collaboration of Gauntlet, the space-age adventure of
Defender and the dueling combat of Joust, just to name a few.

"Now these games can be enjoyed along with extensive DVD content that
features the history of some of the top arcade titles and creator
interviews," said Helene Sheeler, vice president of marketing, Midway.

With Midway Arcade Treasures, gamers will have the option of enjoying their
favorite titles in either one-player or two-player game formats. The DVD
content in the game features a history of many of the classic arcade hits and
interviews with creators and developers of the games.

Midway Arcade Treasures Games Include:

* Jam-Packed Entertainment - More than 20 Great Arcade Games Including:
o SpyHunter
o DefenderII
o Gauntlet
o Joust
o Paperboy(R)
o Rampage(R)
o Marble Madness(R)
o Robotron: 2084(R)
o Smash TV(TM)
o Joust 2
o Bubbles(R)
o RoadBlasters(TM)
o Blaster(R)
o Rampart(R)
o Sinistar(R)
o Super Sprint(TM)
o 720o (R)
o Toobin'(R)
o KLAX(R)
o SPLAT! (TM)
o Satan's Hollow(TM)
o Vindicators(TM)
* Nonstop Action - Hundreds of hours of classic gameplay action
* DVD Content - Creator and developer interviews and game histories
* Multiplayer Gameplay - One- and two-player gameplay

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY, RAMPAGE, DEFENDER, JOUST, ROBOTRON: 2084, SINISTAR, BUBBLES, BLASTER,
SPY HUNTER are registered trademarks, and SPLAT!, SATAN'S HOLLOW and SMASH TV
are trademarks of Midway Amusement Games, LLC. PAPERBOY, GAUNTLET, MARBLE
MADNESS, RAMAGE, 720o, TOOBIN', and KLAX are registered trademarks and SUPER
SPRINT, ROADBLASTERS and VIDICATORS are trademarks of Midway West Inc. Xbox
is a trademark of Microsoft Corporation in the United States and/or other
countries. Nintendo GameCube and Game Boy Advance are trademarks of Nintendo.
" 2001 Nintendo. All other trademarks are the property of their respective
companies.

This press release contains certain forward looking statements concerning
future business conditions and the outlook for Midway Amusement Games Inc.
(the "Company") based on currently available information that involve risks
and uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of certain
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully in the Company's filings with the
Securities and Exchange Commission.
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UNCOVER THE TRUTH BEHIND THE GOVERNMENT'S
CONSPIRACY WITHIN THE DEPTHS OF MIDWAY'S AREA 51

Midway Delivers the Only First-Person Shooter That Allows Gamers to
Infiltrate the U.S. Government's Most Top-Secret and Heavily Guarded Military
Institution and Includes Online Capabilities for PlayStation 2 and Xbox(TM)
Live

CHICAGO - July 11, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Area 51, the ultimate
"sci-fi meets government cover-up" first-person shooter videogame, is
scheduled to ship in 2004 for the PlayStation2 computer entertainment system
and the Xbox video game system from Microsoft.

Featuring online play for the PlayStation 2 and Xbox Live, Area 51 is set in
the U.S. government's most top-secret and secure facility located in the
Nevada desert. Players take on the role of Lt. Nick Cross, a hazardous
biological waste specialist sent to investigate. During his investigation,
Lt. Cross stumbles across alien creatures and becomes infected with a
biological mutagen that eventually transforms him into something not quite
human. To save the earth and himself, Lt. Cross must fight to solve the
enigma of Area 51.

"The intrigue and rumors that surround the top-secret facility add a unique
intensity and all-new dimension to this first-person shooter," said Helene
Sheeler, vice president of marketing, Midway.

Area 51 takes the player through eight massive levels within a clandestine
government complex. Combining intense combat, exploration, adventure,
discovery, and puzzle solving, the game blends graphic violence with science
fiction. As Lt. Cross, the player will discover secret areas and items,
including the answers to this rumored government conspiracy.

Stan Winston, renowned creature designer, contributed to Area 51's intrigue
by creating artwork of some of the disturbing alien characters and mutations
featured in the game. For more than 30 years Stan Winston has developed
characters, creatures and monsters for motion pictures and television. The
four-time Academy Award winner is responsible for designing many of the most
enduring creatures of the big screen, including the dinosaurs of "Jurassic
Park," the extraterrestrial monstrosities of "Aliens" and the fanciful
character of "Edward Scissorhands." Nominated for an Academy Award for
"A.I.," Stan Winston worked on the newly released "T3" starring Arnold
Schwarzenegger.

Area 51 Key Features:
* Extensive Single-Player Campaign - Battle through corridors of Area 51 and
attempt to discover the secrets of the extraterrestrial menace before it is
too late.
* Story-Driven Epic Adventure - Engage in an epic adventure through eight
massive sections of a secretive complex.
* Fearsome Weaponry - Equip yourself with more than 15 types of human and
alien weapons and other equipment as you explore dark corridors.
* Evolving Gameplay - An infectious mutagen gives Lt. Nick Cross
alien-enhanced physical abilities but is also slowly transforming him into an
alien. Find the cure before it's too late and humanity is lost.
* Alien Menace - Battle fierce, horrific creatures designed by Stan Winston
Studios, famed creature designer for such films as "Aliens", "Jurassic Park"
and "Predator".
* Government Conspiracies - Explore and discover a multitude of secret items
and areas, including the real answers behind such conspiracy theories.
* Multiplayer Combat - Compete against your friends via a four-player split
screen and system link through numerous multiplayer game modes including
Death Match.
* Online Combat - Battle online with your PlayStation 2 or via Xbox Live
where you can easily access the many systems allowing you to find your
friends and set up your own matches.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

AREA 51 is a registered trademark of Midway Games West. MIDWAY is a
registered trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY DROPS GAMERS INTO MIDDLE
OF DRUG WAR WITH NARC

Nonstop, Action-Packed Drug-Busting Mayhem Arrives to Next-Generation Systems

CHICAGO - July 11, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that NARC, a stylized
third-person action/shooter game, is in development and expected to ship in
2004 for the PlayStation 2 computer entertainment system, the Xbox video game
system from Microsoft and Nintendo GameCube.

NARC is an all-new remake of the 1988 cult arcade classic of the same name,
which was the first action/shooter videogame to put players in the middle of
the war on drugs. Assuming the role of Hitman and Max Force, ex-partners
reluctantly reunited as members of the elite NARC squad, gamers must rid the
world of the powerful international drug cartel, K.R.A.K., which is run by
the evil drug lord, Mr. Big. To stop the spread of the new ultra-powerful
designer street drug, Liquid Soul, gamers must use street-style, hand-to-hand
combat and a large array of weapons against enemies.

"Following a deep and twisting story that drives the character players
control, NARC challenges gamers to bust and kill ruthless thugs and criminals
in order to bring justice to the drug-infested streets," said Helene Sheeler,
vice president of marketing, Midway.

Hitman and Max Force embark on an authentic, drug-busting mission around the
globe, from the United States to Asia and Eastern Europe, and finally to Mr.
Big's private island hideout. To accomplish their goal, gamers can choose
from an arsenal of weapons to use as well as down-and-dirty street-fighting
skills. The armed combat features third-person shooting, plus a zoomed-in
third-person view for the perfect shot, while the unarmed combat features
roughhouse action with an authentic street-fighting style, including wild
punches, head-butts, knee-strikes, grappling and throwing.

NARC also features sub-missions that occur outside of the main missions.
Gamers can hone their skills in the sub-missions and build their reputation
by choosing to stop the many random crimes ranging from purse snatching to
bank robberies. And, the licensed music in NARC features a collection of the
best drug songs of all time.

NARC Key Features:
* Nonstop, Action-Packed, Drug-Busting Mayhem - As Hitman and Max Force,
players must rid the world of drug-infested corruption:
- Play as either Max Force or Hitman in each of the levels; the game's
storyline drives which character players control.
- Some missions are solo while other missions allow the computer-controlled
AI to fight along.
- Be a good cop or a bad cap--its up to you how you play the game.
* Bust Criminals - Arresting and busting criminals:
- The arrest procedure will be fast, arcade-like and will feel like a real
tussle.
- Ease of arrest will depend upon the criminal's health, criminal rating and
drug use.
* Combat - Both unarmed and armed combat:
- Unarmed Combat - The style will be a roughhouse, authentic street-fighting
style with big, wild punches, head-butts, knee-strikes, grappling and
throwing. - Armed Combat - Using an intuitive combat mechanic, players will
use a wide arsenal of weapons, ranging from a crowbar to a rocket launcher
and flame-thrower.
* Worldwide Drug Locales - Players embark on an over-the-top adventure that
will take them around the globe in pursuit of the evil drug lord, Mr. Big.
The five game locations are:
- USA: Based around a crime-ridden district of an East Coast American city.
- Asia: Set on the dock and downtown areas.
- Eastern Europe: An industrial complex and drug lab.
- Private Island: The private island of the evil drug lord, Mr. Big.
* Ambient Crime - The world found in NARC is extremely violent and
crime-ridden. Occurring outside of the main missions, gamers can hone their
skills and build their reputation by choosing to stop the many random crimes
ranging from purse snatching to bank robberies.
* Soundtrack - Eclectic soundtrack spanning a wide variety of musical genres
add to the drug-ridden street flavor of the game.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY and NARC are trademarks of Midway Amusement Games, LLC. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Xbox is a registered trademark of Microsoft Corporation in
the United States and/or other countries. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. " 2001 Nintendo. All other trademarks are
the property of their respective owners.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY TO BRING THE WORLD'S GREATEST
SUPER HEROES TO NEXT-GENERATION CONSOLES
WITH NEW VIDEOGAME BASED ON JUSTICE LEAGUE

Justice League, Based On The Hit Animated Cartoon Network Television
Series, Makes Its Debut on Next-Generation Consoles in 2004

CHICAGO - July 11, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that it will ship a new
videogame based on the hit animated Cartoon Network television series,
Justice League, for next-generation platforms in 2004.

Midway will bring together - for the first time on next-generation consoles -
the Justice League, the greatest super heroes of all time with nonstop
excitement and thrills for Justice League fans. Gamers will take control of
their favorite DC Comics super heroes including Batman, Superman, The Flash,
Wonder Woman, Green Lantern, Hawkgirl and Martian Manhunter, using each
character's superpowers, skills and special weapons to battle the combined
forces of their greatest foes.

"We're excited to bring this hit animated television series to life and give
gamers the chance to play as their favorite Justice League heroes on
next-generation consoles," said Helene Sheeler, vice president of marketing,
Midway.

The Justice League's adventures began in 1940 when DC Comics' All-Star Comics
introduced the first-ever group of super heroes in a comic book series,
entitled Justice Society of America, which ran until 1951. DC Comics revived
the concept in March 1960, renaming it Justice League of America. It became
the longest-running television cartoon based on a comic book when
Hanna-Barbera Studios produced it as Super Friends (1973), The All-New Super
Friends (1977), Challenge of the Super Friends (1978), The World's Greatest
Super Friends (1979) and The Super Friends Hour (1980) for Saturday mornings,
each with new characters added and each produced for ABC Television.

Justice League of America, a monthly comic book, continues to be one of DC
Comics' best-selling titles, consistently ranking among the top ten in
industry sales. The Warner Bros. Animation- produced series, Justice League,
premiered on Cartoon Network on Nov. 17, 2001, and quickly became an audience
favorite with children and adults alike, ranking consistently in the
network's top ten performers. Issue #1 of the animated series tie-in comic
book, entitled Justice League Adventures, debuted in Nov. 2001 and is one of
the industry's best-selling kid's comics.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube and Game Boy(R) Advance. For
more information about Midway Games visit www.midway.com.

About Warner Bros. Consumer Products
Warner Bros. Consumer Products, a Warner Bros. Entertainment Company, is one
of the leading licensing and retail merchandising organizations in the world.

About DC Comics
DC Comics, a Warner Bros. Entertainment Company, is the largest
English-language publisher of comics in the world and home to such iconic
characters as Superman, Batman, Wonder Woman and the Sandman. These DC super
heroes and others have starred in comic books, movies, television series
(both animated and live-action) and cyberspace, thrilling audiences of all
ages for generations. DC Comics' Web site is located at www.dccomics.com.

# # #

MIDWAY is a registered trademark of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. Nintendo GameCube,
the Nintendo GameCube logo and Game Boy Advance are trademarks of Nintendo. "
2001 Nintendo.

JUSTICE LEAGUE and all related characters and elements are trademarks of and
(C) DC Comics. (s03)

Midway has provided the www.dccomics.com link solely as a convenience for
you. The information on this site has been prepared by a third party, and
Midway does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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Little known fact: NARC was the first arcade game to use digitized graphics.
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MIDWAY DELIVERS ONE-OF-A-KIND AIRPLANE
RACING ADVENTURE WITH FREAKY FLYERS'

Prepare for Vast Environments, Stunt Flying, Aerial Dogfights and Original
Soundtrack

CHICAGO - August 4, 2003 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Freaky Flyers', the
first-and-only, fast-and-furious, 3-D airplane cart racing-adventure game has
shipped for the PlayStation 2 computer entertainment system, the Xbox(R)
video game system from Microsoft and Nintendo GameCube'.

Freaky Flyers drops players into the cockpit with the most unique and
engaging cast of characters to ever explore, adventure, stunt-fly and
dogfight in the videogame skies. Intertwining stories and engaging aerial
combat add to the excitement throughout completely open and interactive 3-D
world environments. Adding to the intensity is multiplayer action that allows
gamers to battle head-to-head in aerial racing combat.

"Gamers will be amazed with the detail of the vast environments as they
explore the 13 character's storylines, which enable them to perform inverted
loops and attack enemy outposts while racing," said Helene Sheeler, vice
president of marketing, Midway.

Freaky Flyers quickly lures players in with an intriguing, humorous storyline
that includes 13 engaging characters and a soundtrack full of original songs.
The adventure of Freaky Flyers also takes gamers to exciting locations such
as Exotic Danger Island, where lush jungles and lagoons teem with all manner
of peril, from pirates to pythons. Players may also find themselves in
Roaring Chicago for a swinging time in the big city or in the depths of
Haunted Transylvania, a dark and foreboding destination filled with craggy
peeks and haunted castles. In addition, players can travel with more than a
dozen unique and alluring characters such as the true-blue American hero,
Johnny Turbine; the pinnacle of German discipline, Traci Torpedoes; or the
spicy bandita from south of the border, Cactus Rose.

Freaky Flyers Key Features:
* Interactive Worlds - Explore numerous completely open and interactive 3-D
worlds.
* Intriguing Storyline - A complex, branching adventure takes the player
through each character's storyline.
* Zany Characters - 13 outrageous characters with loads of jokes and visual
humor and more than 20 secret characters to unlock.
* Stunt-Flying - Skill-oriented stunt-flying that provides the player with
the thrills of doing dangerous aerial stunts.
* Adventure Racing - Easy-to-learn, hard-to-master aerial racing excitement.
* Aerial Dogfighting - Competitive aerial dogfighting combat for players to
unleash their inner warrior.
* Multiplayer Action - Multiplayer capability, including head-to-head mode.
* Awesome Soundtrack - Includes a hilarious original soundtrack full of
outrageous songs.
* Spectacular Cinematics - More than 90 minutes of cinematics follow each
character's unique and engaging storyline as it unfolds in a movie-quality
presentation.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com and for more
information about Freaky Flyers visit www.freakyflyers.com.

# # #

FREAKY FLYERS and all character names are trademarks of Midway Home
Entertainment Inc. MIDWAY is a registered trademark of Midway Amusement
Games, LLC. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries. Nintendo
GameCube and the Nintendo GameCube logo are trademarks of Nintendo. " 2001
Nintendo. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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FOR IMMEDIATE DISTRIBUTION

MIDWAY'S ROADKILL FEATURES UNIQUE,
WIDE-RANGING RADIO SYSTEM

Radio System Includes 14 Licensed Songs and Seven Hours of Original
Programming that Changes as Gamers Adventure Through Different Cities

CHICAGO - September 4, 2003 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, announced today that a
wide-ranging radio system will be implemented in RoadKill', a mission-based,
post-apocalyptic combat driving game, which is scheduled to ship in October
2003 for the PlayStation 2 computer entertainment system, the Xbox(R) video
game system from Microsoft and Nintendo GameCube'.

Six radio stations, ranging from rock to car talk, will feature licensed
music as well as original programming created specifically for RoadKill.
Players will be able to tune the dial from the Judas Priest classic "Heading
Out to the Highway" to love chat, then onto a political talk station before
settling in for a song such as Blue Oyster Cult's "Don't Fear the Reaper" or
Rick Springfield's "Jessie's Girl." Other licensed songs in the game come
from a wide range of artists such as April Wine and Leo Sayer, among others.
Also featured is a local bands station, which offers songs created
specifically for RoadKill, and "dynamic radio," which is a police channel
station that gives specific game updates. Commercials that run on the radio
system advertise for businesses that are featured in the game's
post-apocalyptic streets.

"Our unique radio system is a major part of RoadKill ," said Helene Sheeler,
vice president of marketing, Midway. "The eclectic grouping of campy music
and commentary informs and enhances the gameplay."

Set in a post-apocalyptic world destroyed by a plague and ruled by gangs,
RoadKill allows players to unleash havoc in 40 vehicles with weapons such as
machine guns, guided missiles and homing rockets. Assuming the role of the
mercenary, players must build a gang following as they battle rival gangs,
city guards and anyone else that gets in the way.

RoadKill drops players into instantaneous battle with 30 core story-driven
missions with cinematic cut-scenes and numerous side missions and mini-games.
The missions place the player into the three cities of Hell County - Lava
Falls, Blister Canyon and Paradise City. The game's dynamic reputation system
determines how the world reacts to the way players perform missions, kill and
maim citizens, destroy enemy vehicles and build alliances with the gangs of
Hell County. Players in RoadKill collect salvaged parts - which upgrade the
40 vehicles with items such as nitrous thrust and armor plating - to unlock
secret features and help explore the world in a search for hidden blueprints.

RoadKill Key Features:
* Car Combat - Select from 40 unique, post-apocalyptic-style vehicles to
experience the ultimate ride in vehicular combat.
* Potent Firepower - More than 15 powerful armaments to unleash upon your
enemies.
* Drive to Survive - Destroy your opponents throughout three enormous living
and destructible cities.
* Detailed Missions - Engage in more than 30 core story-driven missions and
numerous side missions and mini-games as you roam the streets and instigate
anarchy.
* Interactive Chaos - Run over, impale, shoot and splatter both innocent and
armed pedestrians in multiple ways, inciting riots.
* Dynamic Reputation System - Gain the necessary reputation to work your way
up from a rookie to an executioner and develop a gang following that will
provide additional protection to your home turf.
* Multiplayer - Engage in the ultimate test of vehicular combat: 2-4 player
multiplayer Death Match Mode.
* Post-Apocalyptic Earth - Face-off against seven rival gangs, killing the
members of some while gaining the respect of others.
* Unlock Features - Collect salvaged parts from destroyed vehicles to
purchase items such as nitrous thrust, speed boost and armor plating.
* Search and Recover - Participate in scavenger hunts and find the blueprints
necessary to build the ultimate weapons and vehicles.
* Rock 'n' Roll - Dynamic radio system forewarns of weather events, gives
mission updates and allows users to tune into a variety of hits, from rock to
easy listening.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

ROADKILL is a trademark of Midway Home Entertainment Inc. MIDWAY is a
registered trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. Nintendo GameCube is a trademark of Nintendo.
" 2001 Nintendo. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY'S ROADKILL HAS GONE GOLD

CHICAGO - September 5, 2003 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, announced today that RoadKill, a
mission-based, post-apocalyptic combat driving game, has gone gold and is
scheduled to ship on time in October 2003 for the PlayStation 2 computer
entertainment system, the Xbox video game system from Microsoft and Nintendo
GameCube.

Set in a post-apocalyptic world destroyed by a plague and ruled by gangs,
players unleash havoc in more than 30 vehicles with weapons such as
machine-guns, guided missiles and grenade launchers. Assuming the role of the
mercenary, players must build a gang following as they battle rival gangs,
city guards and anyone else that gets in the way.

"Players must outwit, outgun and out-drive rival gangs and build alliances to
survive the carnage while they stir-up havoc in the dynamic world of
Roadkill," said Helene Sheeler, vice president of marketing, Midway.

RoadKill drops players into instantaneous battle with 30 core missions and
numerous side missions. The missions place the player into the three cities
of Hell County - Lava Falls, Blister Canyon and Paradise City. RoadKill's
dynamic reputation system determines how the world reacts to the way players
perform missions, kill and maim citizens, destroy enemy vehicles and build
alliances with the gangs of Hell County. In the game, players collect
salvaged parts - which upgrade the 30 vehicles with items such nitrous thrust
and armor plating - to unlock secret features and help explore the world in a
search for hidden blueprints. In addition, players drive to survive with a
radio system that provides alerts about bounties, mission tips and music
while they run down, impale, shoot and splatter both innocent and armed
civilians.

RoadKill Key Features:
* Car Combat - Select from 30 unique post-apocalyptic style vehicles to
experience the ultimate ride in vehicular combat
* Drive to Survive - Destroy your opponents throughout three enormous living
and destructible cities
* Detailed Missions - Engage in more than 30 core missions and numerous side
missions as you roam the streets and instigate anarchy
* Interactive Chaos - Run over, impale, shoot and splatter both innocent and
armed pedestrians in multiple ways, inciting riots
* Dynamic Reputation System - Gain the necessary reputation to work your way
up from a vagrant to an overlord and develop a gang following that will
provide additional protection
* Multiplayer - Engage in the ultimate test of vehicular combat: 2-4 player
multiplayer Deathmatch Modes
* Post-Apocalyptic Earth - Face-off against seven rival gangs, killing the
members of some while gaining the respect of others
* Unlock Features - Collect salvaged parts from destroyed vehicles to unlock
hidden items such as nitrous thrust, armor plating and death match arenas
* Search and Recover - Participate in scavenger hunts and find the blueprints
necessary to build the ultimate weapons and vehicles
* Rock n'Roll - Use the dynamic radio system to be forewarned of bounties on
your head, to receive mission tips, in addition to using the multiple
stations to tune into a variety of rock, rap and heavy metal hits
* Xbox Only - Create your own custom soundtrack and hit the streets

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, Xbox, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY is a registered trademark of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. " 2001 Nintendo. All other trademarks are
the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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NOTED PRODUCER CHRIS VRENNA TO ADD UNIQUE
MUSICAL TWIST TO MIDWAY'S AREA 51(R)

Top Alternative Music Producer/Composer Infiltrates the Only First-Person
Shooter to Delve Into the Government's Conspiracy in Area 51

CHICAGO - September 9, 2003 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, announced today that noted
producer and composer Chris Vrenna will score the music for Area 51, the
ultimate "sci-fi meets government cover-up" first-person shooter. Area 51 is
scheduled to ship in 2004 for the PlayStation 2 computer entertainment system
and the Xbox video game system from Microsoft.

Vrenna is recognized as one of the top producer/composers in the music
business, having worked with a "who's who" of artists such as U2, P.O.D.,
Weezer, David Bowie, Xzibit, Nelly Furtado and Rob Zombie. Vrenna is also
known as one of the founding members of Nine Inch Nails and for his current
band, tweaker, which will be releasing its second album, "2 a.m. Wake-Up
Call," early next year.

"Vrenna's ability to create distinctive and powerful music will add a unique
dimension and energy to Area 51," said Helene Sheeler, vice president of
marketing, Midway.

Featuring online play for the PlayStation 2 and Xbox(TM) Live, Area 51 is set
in the U.S. government's most top-secret and secure facility located in the
Nevada desert. Players take on the role of Lt. Nick Cross, a hazardous
biological waste specialist sent to investigate. During his investigation,
Lt. Cross stumbles across alien creatures and a virus that threatens his very
humanity. To save the earth and himself, Lt. Cross must fight to solve the
enigma of Area 51.

"After seeing how dynamic the game was going to be, I was honored to be asked
to compose the score. It seemed like a great opportunity to produce music as
unique as the game itself," said Vrenna.

Stan Winston, renowned creature designer, also contributed to Area 51's
intrigue by creating artwork of some of the most disturbing alien characters
and mutations ever featured in a videogame. For more than 30 years Winston
has developed characters, creatures and monsters for motion pictures and
television.

Area 51 Key Features:
* Extensive Single-Player Campaign - Battle through corridors of Area 51 and
attempt to discover the secrets of an extraterrestrial menace before it is
too late.
* Story-Driven Epic Adventure - Engage in an epic adventure through eight
massive sections of a secretive complex.
* Fearsome Weaponry - Equip yourself with more than 15 types of human and
alien weapons and other equipment as you explore dark corridors of the secret
base.
* Alien Menace - Battle fierce, horrific creatures designed by Stan Winston
Studios, famed creature designer for such films as "Aliens", "Jurassic Park"
and "Predator".
* Government Conspiracies - Explore and discover a multitude of secret items
and areas, including the real answers behind such conspiracy theories.
* Multiplayer Combat - Compete against your friends via a four-player split
screen and system link through numerous multiplayer game modes including
Death Match.
* Online Combat - Battle online with your PlayStation 2 or via Xbox Live
where you can easily access the many systems allowing you to find your
friends and set up your own matches.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

AREA 51 is a registered trademark of Midway Games West. MIDWAY is a
registered trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Annual Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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AUTHENTIC ONLINE ACTION AND INTENSE 5-ON-5
GAMEPLAY POUNDS THE ICE WITH NHL HITZ PRO

Midway Sports(TM) Reinvented Title Features Cover Athlete
Nicklas Lidstrom, Star Defenseman of the Detroit Red Wings

CHICAGO - September 25, 2003 - Midway Sports(TM), the sports brand of leading
software industry publisher and developer Midway Games Inc. (NYSE: MWY),
announced today that NHL Hitz Pro, the re-invented version of the NHL Hitz
videogame franchise, shipped today for the PlayStation2 computer
entertainment system, the Xbox" video game system from Microsoft and Nintendo
GameCube(TM).

Nationwide focus testing of sports videogamers produced a clear message:
gamers applaud the Midway Sports trademark arcade-style gameplay and intense
action but also want to experience their favorite teams, players, and
stadiums in an authentic professional sports context. Midway answered the
call by taking NHL Hitz in a new direction.

Officially licensed by the NHL and the NHLPA and featuring real NHL teams and
athletes, NHL Hitz Pro retains the well-known Midway Sports "edge," but with
a new emphasis on realistic NHL features such as 5-on-5 gameplay (including
goalies), league penalties and violations, and live online gameplay for the
PlayStation2 computer entertainment system.

"Gamers can still enjoy the extreme-style hockey gameplay that made the
franchise a success, but with an all-new authenticity that die-hard hockey
fans demand," said Helene Sheeler, vice president of marketing, Midway.  The
head-to-head online play in NHL Hitz Pro features online player rankings and
tournaments. NHL Hitz Pro also includes 100 percent NHL legitimate, 23-man
player rosters that bring together pro players and authentic team lines with
real offensive and defensive team formations in precise correlation with each
NHL team.

New gameplay flexibility is built into NHL Hitz Pro to give gamers more
control to experience hockey the way they like it. Gamers can dial-in the
exact level of gameplay intensity that they enjoy with the new "slider"
capabilities. A few quick adjustments in the game set-up menu and gamers can
change the rules of the game, the speed of the players on the ice while even
the frequency of checks and fights can be increased or decreased.

NHL Hitz Pro includes an improved AI so authentic that gamers will think they
are playing with the NHL pros. Goalie animations feature logic and behavior
that realistically capture and feature everything from stick saves to stoning
a knee-buckling 5-hole shot to slapping the ice with five seconds left in a
power play. Gamers also have the ability to score from anywhere on the ice
and will feel the tension and strain of NHL action with a new Player Fatigue
System that causes them to tire out after experiencing tough checks.

Playing on accurately diagrammed rinks, players will get cheers and jeers
from the realistic crowd that reacts to the action on the ice. Additionally,
an upgraded Franchise Mode allows players to build a Dynasty and manage every
aspect of the team; a re-tooled Hockey School Mode teaches and tests gamers'
hockey skills; and a Multiplayer Tournament Mode allows gamers to set up
tournaments with up to 16 teams.

In addition, Midway has an exclusive deal with Nicklas Lidstrom, star
defenseman of the Detroit Red Wings. Lidstrom appears on the packaging and
cover art for the game and also brings his big hits to NHL Hitz Pro's DVD
section. Viewed as one of the top defensemen in the NHL, Lidstrom is a
four-time finalist and recipient of the coveted Norris Trophy and member of
the 2003 Western Conference All-Star team.

NHL Hitz Pro Key Features:
* New Online Play - Head-to-head gameplay, online player rankings and
tournaments for the PlayStation2 computer entertainment system.
* New 5-on-5 Gameplay - Just the way hockey is played in the NHL, 5-on-5.
Every team, every player and every position.
* New "Slider" Capabilities - Dial-in the exact level of gameplay intensity
desired with the ability to change the rules of the game, the speed of the
players on the ice while even the frequency of checks and fights can be
increased or decreased in the game set-up menu.
* Full NHL Penalties and Violations - From offsides and two-line passing to
holding and cross- checking, all NHL penalties will be enforced in NHL Hitz
Pro.
* 23-Man Player Rosters -100% legitimate NHL rosters as of July 21,2003. All
players are available and all authentic team lines are ready to score on
goal.
* Real Stadiums - NHL arenas are accurately diagrammed in NHL Hitz Pro.
* Real Offensive and Defensive Team Formations -  Every team's offensive and
defensive scheme in NHL Hitz Pro is in precise correlation with the actual
team in the NHL.
* Player Fatigue System - Just as in a real hockey game, as players dish out
the checks, or as the player gets checked to the ice, the more tired they
become.
* "On-the-Fly" Line Changes - See your line becoming tired or spot a mismatch
in the defensive team and switch up your line "on-the-fly" to have the
freshest players on the ice.
* Legitimate Stick Handling - Just like the real players in the NHL, glide
and move the puck back and forth like a yo-yo near the net, through the use
of the right analog stick. NHL Hitz Pro offers the most realistic stick and
puck handling on any hockey game to date.
* Realistic Crowd Reactions - For the first time, a sports videogame will
accurately recreate a realistic crowd and player emotion based on the flow of
the game. You might get a "ho-hum" reaction from the crowd and your teammates
by scoring a goal to go up 8-0 against your opponent, but the crowd will flip
out and your teammates will rush you when you score the game-winning goal in
overtime.
* New Color Commentary - Midway is adding a second commentator to the booth,
and he'll give you his take on the game as well as the lowdown on some of
your favorite NHL players.
* Upgraded Franchise Mode - GM Mode option lets you build a Dynasty and
manage every aspect of your team. Draft and trade players at your whim!
Choose the offensive strategy and plot the perfect defensive scheme to
prevent other teams from abusing your squad. After you create the perfect
strategy, now determine who starts, and who gets left behind on the bench.
* Re-tooled Hockey School Mode - NHL Hitz Pro features a restructured Hockey
School where the game player is taught and the skills tested. Your instructor
will introduce a young NHL All-Star to tell you a little more about what is
important in hockey, as well as provide an NHL Hitz Pro game tip.
* Score from Anywhere on the Ice - NHL Hitz Pro now has multiple new ways to
score, new context-sensitive plays like wraparounds, deflections and flip
shots from behind the net.
* Multiplayer Tournament Mode - Set up tournaments with up to 16 teams.
* Advanced Options - With different tunable settings and sliders, you can
completely customize your gaming experience, from glass brittleness right
down to puck friction.
* Enhanced Fantasy Draft - Choose your favorite team and begin your NHL
season from the absolute beginning where all players become free game and are
eligible for the draft. Feel like an NHL owner and all the pressures that
come when trying to construct a team from scratch.
* Improved AI - Smarter players, realistic offensive and defensive behavior.
NHL Hitz Pro delivers such realistic AI, you'll think you're playing one of
your friends.
* Improved Goalie Animations - NHL Hitz Pro has gone to great lengths to
ensure the best and most realistic goalie animations in the history of the
franchise.. From stick saves, to stoning a knee-buckling 5-hole shot, if a
goalie can make the impossible save in the NHL, he can make it in NHL Hitz
Pro.
* Improved Goalie Logic and Behavior - From slapping the ice with five
seconds left in a power play, to sprinting to the bench with one minute left
in the game to give your team the one-man advantage. Goalies in NHL Hitz Pro
behave and react like the real thing in the NHL.
* Officially Licensed Equipment - Through Franchise Mode, users will be able
to gain equipment to better suit their players. There will be five levels of
equipment, including many of the biggest brands in hockey: The Hockey
Company, Bauer Hockey, Itech and Easton.
* New Motion Capture Animations - From new checks, slap shots and goalie
animations, NHL Hitz Pro improves on more than 1,500 motion-captured
animations in the game.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games and NHL Hitz 20-04 visit
www.nhlhitz.midway.com.

# # #

HITZ is a registered trademark of Midway Home Entertainment Inc.  MIDWAY and
the Midway logos are registered trademarks of Midway Amusement Games, LLC.
Used by permission.  NHL and the NHL Shield are registered trademarks of the
National Hockey League. All NHL logos and marks and team logos and marks
depicted herein are the property of the NHL and the respective teams and may
not be reproduced without the prior written consent of NHL Enterprises,
L.P.(C) 2003 NHL.  All rights reserved.  National Hockey League Player's
Association, NHLPA and NHLPA Logo are trademarks of the NHLPA and are used,
under license, by Midway Home Entertainment Inc.  "NHLPA.  Officially
Licensed Product of the National Hockey League Players' Association.

Nintendo GameCube is a trademarks of Nintendo. " 2001 Nintendo.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.  Xbox and Microsoft are registered trademarks of
Microsoft Corporation in the United States and/or other countries. All other
trademarks are the property of their respective owners.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in Amendment No. 1 to our Annual Report on Form 10-K/A for the
year ended December 31, 2002, and in other more recent filings made by the
Company with the Securities and Exchange Comission.
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MIDWAY LAUNCHES OFFICIAL THE NBA BALLERS(TM) WEBSITE

Website Now Live at www.nbaballers.com

CHICAGO - February 24, 2004 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, today announced the launch of the
official website for NBA Ballers(TM). Players can now step online and onto
the court to get the latest news and updates on the exclusive one-on-one
basketball videogame highlighting the fantasy lifestyle of an NBA Superstar
by visiting www.nbaballers.com

Officially licensed by the NBA and NBA Legends, NBA Ballers is the only
basketball game to deliver the pure essence of basketball by highlighting the
excitement and intensity of the one-on-one confrontation, along with the
necessary additions of a true NBA baller including: chromed-out rides, ice,
ladies, tatts and more. Featuring online play for the PlayStation 2, as well
as 60 current and 24 NBA player legends, NBA Ballers takes the game out of
the arenas and into some of the most lavish NBA player "cribs" for an
up-close and personal one-on-one experience that will leave the wannabes at
home while determining who owns the title, "Greatest Baller of All-Time."

NBA Ballers will be available April 5, 2004 for the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft.
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MIDWAY SPORTS UNVEILS MLB SLUGFEST(R): LOADED(TM) FOR PLAYSTATION(R)2 AND
XBOX

Future Hall of Fame Slugger, Sammy Sosa Announced As Cover Athlete As MLB
SlugFest: Loaded Goes Online In 2004

CHICAGO - February 26, 2004 - Midway Sports, the sports brand of Midway Games
Inc. (NYSE: MWY), today announced MLB SlugFest: Loaded, the newest title in
the adrenaline-style baseball series which, for the first time, takes
America's Pastime online with a host of new gameplay features. Also new for
2004, MLB SlugFest: Loaded will include the addition of the Baseball Mogul(R)
engine into its franchise mode, adding great depth and endless re-playability
to the game. Midway also today unveiled Sammy Sosa as the cover athlete for
MLB SlugFest: Loaded, establishing a relationship with one of baseball's
all-time greats. MLB SlugFest: Loaded is scheduled for release in June 2004
for the PlayStation(R)2 computer entertainment system and the Xbox(R) video
game system from Microsoft.

"The improvements that we've incorporated into MLB SlugFest: Loaded offer
fans everywhere a deeper, more complete baseball experience while still
retaining the over-the-top action Midway Sports games are known for," said
Steve Allison, chief marketing officer, Midway. "Specifically, the additions
of the Baseball Mogul engine into our franchise mode and the ability to play
online for both PlayStation 2 and Xbox(TM) Live open up several new, exciting
means of enjoying the latest title in the SlugFest franchise. We are also
very excited to have one of Major League Baseball's all-time greatest
players, and Chicago's very own, Sammy Sosa as our cover athlete. Sosa truly
embodies what SlugFest is all about: big talent, big hits and over-the-top
action."

About MLB SlugFest: Loaded
MLB SlugFest: Loaded is the only baseball videogame for the 2004 season
featuring Midway's classic fast and furious gameplay with beanballs, hard
tags, and over-the-top animations. This year's SlugFest features today's
greatest baseball players with the addition of over-the-top abilities,
including turbo-speed running, highlight reel-worthy fielding, earth-shaking
collisions and, as one would expect from a Midway Sports title, the ability
for a player to catch fire and turbo charge the game action.

In addition, all-new gameplay features add a measure of depth and adrenaline
yet to be matched by competing, simulation-like baseball titles: Customizable
Instant Replay, providing gamers with complete control of the numerous camera
angles available to get the best view of towering home runs and diving
catches, Exploding Scoreboards, giving players the ability to light up
stadium jumbo-screens with one swing of the bat, and also, the most updated
MLB team rosters available in any game of its kind. Furthermore, players will
be able to for the first time in the SlugFest series, take coaching skills,
players and/or teams online for both PlayStation 2 and Xbox Live, one of only
three 2004 baseball games to have such capabilities. Additional online
capabilities will include voice chat using an optional headset and an
on-screen sports Ticker Tape that allows players to track ongoing MLB action
with a live news feed from MLB.com, offering up-to-date scores and stats. It
also features an Online Tournament Mode which allows online users to match-up
at anytime and anywhere against the stiffest competition coast-to-coast where
winners take all and the losers goes home. MLB Slugfest: Loaded also includes
a completely original soundtrack from new breakthrough bands, including
tracks from Ivory Wire, Buckfast Superbee and Flipswitch.

About Sammy Sosa
Entering his eighteenth year in Major League Baseball(R), Sammy Sosa is
looking to continue his torrent run as one of baseball's greatest sluggers in
the upcoming 2004-2005 campaign. Only two homeruns behind the great Ernie
Banks for the all-time Chicago Cubs homerun record (512), Sosa continues to
set a precedent on the field that few have had the ability to match and/or
exceed. During the 1998-2002 seasons, Sammy Sosa recorded one of the top five
season-long stretches in major league history, hitting 292 homers while
batting an astounding .306 with 622 runs scored, 437 extra-base hits and a
.649 slugging percentage. In 2003, Sosa became the first player in National
League history to have six-straight 40 homerun seasons and nine-straight 100
RBI seasons, finishing the year with 40 homeruns, 103 RBI and a .279 batting
average while helping to lead the Chicago Cubs to the National League
Championship Series.

About Midway Games, Inc.
Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

About Xbox
Xbox (www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful
hardware and the unified Xbox Live online service. The new tagline, "it's
good to play together," captures the spirit of Xbox as the social hub of the
new digital entertainment lifestyle. Xbox is now available in North America,
Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

For more information about Midway Games visit www.midway.com

# # #

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach Major League Baseball on
the web at MLB.com. (C) MLBPA-Official Licensee, Major League Baseball
Players Association. Visit the Players Choice on the Web at
www.bigleaguers.com. The MLBPA logo is a trademark of the Major League
Baseball Players Association. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. Nintendo GameCube and Game Boy Advance are trademarks of
Nintendo. (C) 2001 Nintendo. All other trademarks are the property of their
respective owners. Midway has provided the www.bigleaguers.com and MLB.com
links solely as a convenience for you. The information on these sites has
been prepared by third parties, and Midway does not monitor, endorse or
accept responsibility for the content on non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in Amendment No. 1 to our Annual Report on Form 10-K/A for the
year ended December 31, 2002, and in the other more recent filings made by
the Company with the Securities and Exchange Commission."
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MIDWAY ANNOUNCES MORTAL KOMBAT(R): DECEPTION(TM); NEW, NEXT INSTALLMENT OF
BEST-SELLING FIGHTING FRANCHISE

Mortal Kombat: Deception Sets the Benchmark in the Fighting Game Category by
Delivering the Most In-Depth Mortal Kombat Experience to Date

CHICAGO - February 27, 2004 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, today announced that the official
title for the new version of the world-renowned fighting game franchise will
be Mortal Kombat: Deception. Mortal Kombat: Deception is currently in
development and scheduled to ship fall 2004 for the PlayStation(R)2 computer
entertainment system and the Xbox(R) video game system from Microsoft.

Shocking and evil, Mortal Kombat: Deception pushes martial arts-style
fighting and the Mortal Kombat franchise to new heights with an innovative
fighting system, unparalleled depth and brutally intense action that will
appeal to long-time Mortal Kombat fans as well as next-generation gamers. The
game features lightning-fast hand-to-hand and special weapons combat, secret
and returning characters, moves and combinations with new death-dealing
battles and fatalities.

"Mortal Kombat: Deception promises to take this revolutionary fighting
franchise to an new level", said Steve Allison, chief marketing officer,
Midway. "With a host of new features including multiple fatalities per
character, multi-tiered interactive backgrounds and extensive new game modes,
Mortal Kombat: Deception will set a precedent for all other fighting games to
follow."

One of the most well-known and best-selling franchises in videogame history -
with more than 22 million home games sold - the Mortal Kombat series, which
was first released in 1992, has generated more than $1.5 billion in revenue
through games, movies, music, toys and other merchandise. The last
installment in the Mortal Kombat franchise, Mortal Kombat: Deadly Alliance
has sold-through more than 2.6 million units worldwide in combined sales,
across all platforms, between its November 22, 2002 launch and February 8,
2004.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com

# # #

MORTAL KOMBAT: DECEPTION and MIDWAY are trademarks of Midway Amusement Games,
LLC. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors" in
the prospectuses filed by the Company with the Securities and Exchange
Commission on December 22, 2003.

About Xbox Xbox (http://www.xbox.com) is the video game system from Microsoft
that brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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Midway revolutionizes the action horror genre with the release of the eagerly
anticipated title The Suffering

The Suffering(TM) Creeps into Stores Backed By Multi-Million Dollar TV, Print
and Online Marketing Campaign

CHICAGO - March 8, 2004 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that The Suffering, the
all-new, action horror game today has shipped for the PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft.

"The Suffering captures the disturbing and terrifying nature of the horror
genre in a compelling third-person action/adventure game set in the mature
and gritty world of a maximum-security prison," said Steve Allison, chief
marketing officer, Midway. "The Suffering has already generated massive
awareness and backed by a multi-million dollar marketing campaign, we are
confident that the game will be well received." By alternating periods of
tense and terror-filled exploration with frenetic combat sequences, The
Suffering creates the ultimate experience of terror. In the dark world of The
Suffering, creatures jump out of shadows, fall out of trees, and erupt out of
the ground, attacking the player in the most frightening ways possible. Along
with a cast of uniquely hardened criminals and guards, players must battle
not only the ghoulish apparitions besieging the prison but also the demons of
their own forgotten past.

The player controls the prisoner Torque, a hardened inmate in his late 20s,
sentenced to die for a murder he may or may not have actually committed.
Underneath Torque's tough exterior hides a man who is not quite
psychologically balanced, who fears far more than he would ever admit to. As
a side effect of his mental instability, Torque has flashbacks to the events
from his past, throbbing images that depict the events that lead up to the
crime for which he was imprisoned. Torque is also subject to black outs where
he becomes extremely violent and transforms into a massive monster hell-bent
on destruction.

The Suffering has been receiving high praise from the media:

* "...The Suffering is, hands down, the scariest and most unnerving video
game I have ever played, out-horror-ing Silent Hill, Resident Evil and Fatal
Frame combined." - 94/100 - PSE2 Magazine
*"The Suffering has made prison even scarier." - Game of the Month - Stuff
Magazine
*"In a genre that's overrun with sequels and lame attempts at horror, The
Suffering is a breath of fresh death rattle." - 8.5/10 - IGN.com
*"Enter a prison haunted by executed inmates, and try to escape using what
few wits a psychologically tortured prisoner can muster." - 4/5 stars - Maxim

The Suffering marketing highlights include:

* National television advertising campaign on multiple mainstream broadcast
and cable networks including FOX, UPN, MTV, Comedy Central, Cartoon Network,
ESPN, and FUSE among others
*Aggressive online campaign to top enthusiast Web sites including
Gamespot.com, IGN.com, UGO.com, and Gamespy.com among others
*Dedicated web presence at www.thesuffering.midway.com
*Print advertising campaign across multiple major video game and consumer
publications
*National point of purchase programs at major game retailers including EB
Games, GameStop and Toys R' Us.

The Suffering Key Features:

* 9 gritty and terrifying levels--transverse indoor and outdoor terrain and
horror lurking in every dark corner.
* Amazing character morphing effect--fills your rage meter and transform into
a hideous and powerful creature.
* Over 10 deadly weapons from the shiv to the flamethrower to help you
survive this nightmare.
* A dozen horrific monsters--each representing the means of execution that
befell them--stalk your every move.
* Blood and gore galore, dripping, pooling and splattering every level of
your frightening journey.
*Interact with hardened criminals featuring advanced AI; garner their
assistance or end their life on your path to freedom--it's your choice.
* 3 distinct endings depending on how you play the game. Are you a
cold-blooded killer, a man wrongfully accused or something else?
*Intricate levels featuring moveable and destructible environments.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

THE SUFFERING is a trademark of Midway Home Entertainment Inc. MIDWAY is a
trademark of Midway Amusement Games, LLC. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
companies. Midway has provided the Gamespot.com, IGN.com, UGO.com and
GameSpy.com links solely as a convenience for you. The information on these
sites has been prepared by third parties, and Midway does not moniter,
endorse or accept responsibility for the content on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors" in
the prospectuses filed by the Company with the Securities and Exchange
Commission on December 22, 2003.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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Midway Sports' NBA Ballers(TM) Goes Gold for PS2 and Xbox

First One-on-One, Lifestyle Hoops Videogame Hits Major Development Milestone

CHICAGO - March 23, 2004 - Midway Games Inc. (NYSE%: MWY), a leading software
industry publisher and developer, today announced that NBA Ballers(TM), the
only videogame to deliver the pure essence of basketball by highlighting the
excitement and intensity of one-on-one competition set within the alluring
lifestyles of NBA superstars, has gone gold and will to ship to stores on
April 5, 2004. NBA Ballers will be available for the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft.

NBA Ballers features 60 current and 24 all-time NBA legends, taking the game
out of the arenas and into some of the most lavish NBA player "cribs%2%2" for
an in-your-face and heated one-on-one experience. NBA Ballers brings the
bling, ice, tats and rides to those deemed worthy and dishes out current NBA
All-Stars such as Tracy McGrady, Chris Webber and Kobe Bryant, along with NBA
Legends including George Gervin, Magic Johnson and Wilt Chamberlain.

NBA Ballers Features:
* Realistic Player Attributes and Skills - Each NBA baller and NBA Legend has
more than 10 different off-the-hook skills, which determines their player
rating, creating a genuine representation of each NBA superstar's mad skills.
* In-Depth Create-A-Player Mode - Personalize the game by hooking-up a player
with the skills and attitude to take on the best in the NBA. Select from
multiple hairstyles, body types, on-court attitudes, gear, shoes, jewelry,
cars and even your groupies to construct the ultimate Baller lifestyle.
* Multiple Game Modes -Take your player from "Rags to Riches" by building
your own mansion with winnings, or battle through "TV Tournament" mode to
unlock your favorite NBA stars and discover each players special moves.
* Lifestyle courts - Play at Vince Carter's "Toronto penthouse," Scottie
Pippen's "luxurious Lake Michigan yacht," or Tim Duncan's "pad in the Virgin
Islands.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

Please visit: www.nbaballers.com for more information.

###
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MIDWAY ANNOUNCES PSI-OPS PRE-ORDER PROGRAM

Pre-order Psi-Ops and Get a Copy of Mortal Kombat(R): Deadly Alliance(R) For
Free

Midway Games Inc. (NYSE: MWY), a leading software industry publisher and
developer, today announced their official pre-order campaign for Psi-Ops.
Consumers can now pre-order Psi-Ops and get a copy of the acclaimed Mortal
Kombat: Deadly Alliance for free. Scheduled to ship in June of this year,
Psi-Ops is a third person, action adventure title that combines traditional
weapons with Psionic (mind) powers including telekinesis, pyrokinesis, remote
viewing, mind control, mind drain and aura view. Players are cast as Nick
Scyrer, an elite American Psi-operative soldier that must take down The
Movement, a terrorist organization set to overthrow world order. Scryer must
fight strategically against The Movement by using his Psi powers against an
amassed army of brainwashed terrorist super soldiers and powerful Psi agents.
Psi-Ops melds fast-paced action with strategic decision making and demanding
puzzle elements. The non linear game design allows for puzzles to be solved
in multiple ways, using the Psi powers in different combinations.

Psi-Ops is scheduled to ship in June 2004 on the PlayStation(R)2 computer
entertainment system and the Xbox(R) video game system from Microsoft.

Bonus item (approximate retail value $19.95) will ship with purchased
product. Order while supplies last.
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MIDWAY GAMES(TM) BRINGS DOWN THE HOUSE AS NBA BALLERS(TM) HITS STORE SHELVES
NATIONWIDE

First Sports Videogame to Deliver
Intense Story Driven Gameplay in the Form of One-On-One Hoops, Available Soon

CHICAGO - April 5, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, announced today that NBA
Ballers(TM), an all-new and unique one-on-one NBA lifestyle basketball
videogame, has shipped for the PlayStation(R)2 computer entertainment system
and the Xbox(R) video game system from Microsoft.

"The successful release of NBA Ballers is a milestone that Midway has been
excited about for several months now," said Steve Allison, chief marketing
officer, Midway. "Being the first basketball videogame to successfully
incorporate the celebrity lifestyle element with both it's 'TV Tournament'
and 'Rags-to-Riches' gameplay modes, NBA Ballers has already amassed a
significant amount of consumer interest and we are confident that the game
will exceed its' already high expectations."

Officially licensed by the NBA and NBA Legends, NBA Ballers is the only
basketball videogame to deliver the pure essence of basketball by
highlighting the excitement of the one-on-one confrontation set within the
alluring fantasy lifestyle of an NBA superstar. By focusing on intense
one-on-one match-ups, Midway is able to create each and every NBA Baller and
NBA Legend with his specific skill set in mind. Featuring 60 current NBA
superstars and 24 all-time player legends, NBA Ballers takes the game out of
the arenas and into some of the most lavish NBA player fantasy "cribs" for an
up-close and personal one-on-one experience. NBA Ballers also features online
play for the PlayStation 2.

NBA Ballers has been receiving high praise from the media:

* "NBA Ballers, from Midway Games, is ferocious on the courts. Power up by
destroying your opponent with crossovers [on the court], and off the court,
NBA Ballers is smooth as silk." - New York Daily News
* "Game of the Month" - Playboy
* "NBA Ballers is the first game of its kind to celebrate the bling-bling
that is the beating heart of pro basketball...Ballers is all about the
Benjamins, baby!" - MTV's Spakin' New Magazine
* "Top five video games to check out in April..." - Chicago Tribune
* "...definitely unlike any other basketball game" -XXL
* "This game is all about the extravagant lifestyles...and the quest to be
your best." - Penthouse

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

# # #

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2004 NBA Properties, Inc. All rights reserved.
Distributed under license by Midway Home Entertainment Inc. MIDWAY and
BALLERS are a trademarks of Midway Amusement Games, LLC. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries.
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MIDWAY SET TO DELIVER ANOTHER FEAST OF OLD SCHOOL DELICACIES WITH
MIDWAY(R) ARCADE TREASURES 2(TM)

Midway Arcade Treasures 2 Brings Back More Than 20 Arcade Classics Including
All-Time Favorites Such As the Original Mortal Kombat(R), NARC(R), Cyberball
2072(TM) and Arch Rivals(TM)

CHICAGO - April 26, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
Midway Arcade Treasures 2, a compilation of classic Midway arcade games
together on one disk. The sequel to the successful 2003 launch of Midway
Arcade Treasures, Midway Arcade Treasures 2 is currently in development and
scheduled to ship Fall 2004 for the PlayStation(R)2 computer entertainment
system, the Xbox(R) video game system from Microsoft and the Nintendo
GameCube(TM) with a suggested retail price of $19.99.

Midway Arcade Treasures 2 features hundreds of hours of classic gameplay
action from all-time arcade favorites including the blood-spurting intensity
of Mortal Kombat, Mortal Kombat(R) II and Mortal Kombat(R) 3, the multiplayer
collaboration of Gauntlet(R) 2, the drug-busting adventure of NARC and the
no-holds-barred street fighting action of Pit Fighter(TM), just to name a
few.

"Midway Arcade Treasures has been so well-received that it was an easy
decision to give gamers more of what they want while, at the same time, help
to evolve Midway's classic arcade titles to today's next generation gaming
consoles," said Steve Allison, chief marketing officer, Midway. "Midway
Arcade Treasures 2 features many of the arcade era's biggest hits such as,
Mortal Kombat, Primal Rage(R) and Cyberball 2072 that once ruled arcades
across the nation."

With Midway Arcade Treasures 2, gamers will have the option of enjoying their
favorite games in one-to-four-player game formats, depending on the title,
and will experience a collection of classic titles that represent a fresh,
new era in gaming relative to other "classic" game compilations. The bonus
DVD content in the game will also feature several classic video montages of
original commercials, launch trailers and making of the game videos for
several of the classic arcade titles included on the disk.

Midway Arcade Treasures 2 Includes:

More than 20 classic arcade games including:
A.P.B.(TM)
%0 Arch Rivals
Championship Sprint(TM)
Cyberball 2072 Gauntlet 2
Hard Drivin'(R)
Mortal Kombat
Mortal Kombat II
Mortal Kombat III
NARC
Pit Fighter
Primal Rage
Rampage World Tour
Spy Hunter(R) 2
Steel Talons(TM)
STUN Runner(TM)
Timber(TM)
Total Carnage
Wizard of Wor(TM)
Xenophobe(R)
Xybots(TM)

- Nonstop Action - Hundreds of hours of classic gameplay action
- Multiplayer Gameplay - One-to-four player gameplay
- Xbox Live - Post high scores and decide the world champion

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games and Midway Arcade Treasure 2, visit
www.midway.com.


Midway, Midway Arcade Treasures, Mortal Kombat, Spy Hunter, Rampage World
Tour, Total Carnage, NARC, Arch Rivals and Xenophobe are trademarks of Midway
Amusement Games, LLC. Gauntlet, Pit Fighter and Primal Rage are trademarks of
Midway Games West Inc. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries.
Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. (C)2001
Nintendo. All other trademarks are the property of their respective
companies. Midway has provided the xbox.com link soley as a convenience to
you. The information on these sites has been prepared by third parties, and
Midway does not monitor, endorse or accept responsibility for the content on
non-Midway sites. "This press release contains forward-looking statements
concerning future business conditions and the outlook for Midway Games Inc.
(the "Company") based on currently available information that involve risks
and uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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MIDWAY CASTS TOP HOLLYWOOD TALENT FOR UPCOMING
NARC(R) VIDEO GAME

Michael Madsen, Ron Perlman and Michael Wincott
Lend Voice Talent to Gritty Crime Drama

Chicago, IL, May 11, 2004 - Underscoring its commitment to publishing
fulfilling interactive entertainment experiences for consumers, Midway Games
Inc. (NYSE: MWY), a leading interactive entertainment publisher and
developer, today announced that several Hollywood stars are to lend their
voice talents to its upcoming NARC(R) video game. Scheduled for release in
early 2005 for both the PlayStation(R)2 computer entertainment system and the
Xbox(R) video game system from Microsoft, NARC is an in-depth, 3rd-person
action/shooter game that poses the ultimate challenge; you can walk the line
or you can cross it.

Assuming the video game persona of Jack Forzenski, an undercover narcotics
agents fighting the war on drugs, is Michael Madsen (Kill Bill Vol.2,
Reservoir Dogs), a star well-versed in the interactive entertainment field.
Rounding out the ensemble are Ron Perlman (Hellboy, Blade II,) who plays the
corrupt Captain Ed Kowalski, and Michael Wincott (The Crow), who gives life
to the drug kingpin, Mr. Big.

"We strive to incorporate an extremely high level of production values into
each of our video games and the inclusion of such distinguished voice-over
talent certainly adds to that level of quality," said Steve Allison, chief
marketing officer, Midway. "We are delighted to be working with all of these
individuals and feel their prodigious abilities will enhance what is already
an extremely high entertainment quotient for the game."

About NARC
NARC will make a bold statement as a gritty crime drama that offers an
intense and thought-provoking view into the seedy world of the war on drugs.
Playing as dual characters in the elite NARC squad%2, Jack Forzenski and
Marcus Hill, consumers have a seemingly simple choice; they can walk the line
or they can cross it.

Eight Rockland police officers are slain by a drug dealer tripping on an
unknown substance, during a routine traffic violation turned bloodbath. The
DEA sends Dt. Marcus Hill to help in the investigation. Marcus was once part
of Rockland's police force, until two years ago when his partner Jack
Forzenski was kicked off the force. Unable to reconcile his deteriorating
relationship with Jack, Marcus left for the greener pastures of the DEA. Now
he must again work with his old partner (who's back on the force), and
Captain Ed Kowalski, his former boss. Together, they investigate the new
mystery drug, untangling a web of lies, betrayals, secrets, and temptations.

Additional information about NARC can be found online at www.midway.com.

About Midway
Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

MIDWAY, NARC and the character names are trademarks of Midway Amusement
Games, %0 LLC. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. All
other trademarks are the property of their respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

# # #
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MIDWAY'S MLB(TM) SLUGFEST(R): LOADED(TM) GOES GOLD FOR PS2 AND XBOX

The First and Only Adrenaline-Style Baseball Video Game Heats Up for June
Release

CHICAGO - JUNE 14, 2004 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, today announced that MLB SlugFest: Loaded
has gone gold and will to ship to stores on June 21, 2004. MLB SlugFest:
Loaded will be available for the PlayStation(R)2 computer entertainment
system and the Xbox(TM) video game system from Microsoft.

MLB SlugFest: Loaded is the only baseball video game for the 2004 season
featuring Midway's classic, fast and furious gameplay with hard tags and
over-the-top animations. This year's SlugFest also features today's greatest
baseball players with the addition of Midway's popular adrenaline-style
abilities, including turbo-speed running, highlight reel-worthy fielding,
mammoth tape-measure home runs and, as one would expect from a Midway Sports
title, the ability for a player to catch fire and turbo charge the game
action. Also new to MLB SlugFest: Loaded is the most in-depth franchise mode
anchored by the ultimate stat-tracking engine known as, Baseball Mogul.
Online, on-fire and ready for action...be ready for the heat on June 21,
2004!

MLB SlugFest: Loaded Features:

* The Only Over-the-Top Baseball Game: The only baseball videogame featuring
Midway's classic fast and furious gameplay with beanballs, hard tags, and
over-the-top animations

* New Online Functionality Expands Multiplayer Experience: Already known for
having the best multiplayer gameplay, MLB Slugfest takes multiplayer to the
next level by going online for the PS2 and Xbox Live

* The Most Entertaining Baseball Videogame:

* The easiest to pick-up-and-play baseball videogame

* Humorous play-by-play and color commentary by the voice of Midway Sports,
Tim Kitzrow and his laugh-a-minute sidekick Jim Shorts

* Best Franchise Mode in Baseball: Baseball fans will appreciate the addition
of Baseball Mogul as it brings to MLB SlugFest the deepest, most rewarding
franchise mode ever invented

Please visit: www.mlbslugfestloaded.com for more information.

 ------------
Category 8,  Topic 16
Message 36         Tue Jun 15, 2004
KGAGNE [Ken]                 at 07:20 PDT

MIDWAY SHIPS HIGHLY ANTICIPATED ACTION-THRILLER PSI-OPS: THE MINDGATE
CONSPIRACY(TM)

Innovative Game Design Blends Traditional Weaponry with Psionic Powers

CHICAGO - JUNE 14, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, announced today that
Psi-Ops: The Mindgate Conspiracy(TM) has just shipped to retail outlets
nationwide for the PlayStation(R)2 computer entertainment system and the
Xbox(R) video game system from Microsoft. Melding the extensive use of psi
(mind) powers and traditional weapons, players take on the role of Nick
Scryer, an elite psi-operative soldier capable of wielding six incredible
powers; Telekinesis, Pyrokinesis, Mind Control, Mind Drain, Remote View and
Aura View.

"Psi-Ops' intense, fast-paced action blended with strategic decision making
and challenging puzzle elements, offers gamers a fresh take on the
action/adventure genre," said Steve Allison, chief marketing officer, Midway.
"With stunning visuals and smart game design, Psi-Ops truly raises the bar
for what a third-person action title should be."

Psi-Ops' blend of Psi powers and traditional weaponry provides gamers with
unique gameplay attributes that set it apart from others in the
action/adventure genre. As Scryer's Psi powers are reawakened, he must use
them to take down The Movement, a terrorist organization set to overthrow
world order. Using Telekinesis, Mind Control, Pyrokinesis, Mind Drain, Aura
View and Remote View, Scryer must fight strategically against The Movement in
order to win a very serious "mind game" against an amassed army of
brainwashed terrorist super soldiers and powerful Psi agents.

Psi-Ops has been receiving high accolades from both the game enthusiast and
men's lifestyle media:

* "Extraordinarily satisfying...The feeling of power is just spectacular..."
- Official U.S. PlayStation Magazine, 4.5 out of 5

* "Psi-Ops: The Mindgate Conspiracy is a truly great third-person shooter
that simply does more than any that has come before it." "One of the year's
must-play experiences." - PSE2, 99 out of 100

* "Blowing away foes with bullets is fun; causing their heads to explode is,
well, mind blowing." - Playboy, 3 out of 4

* "...You truly experience things that you've never done in a game before...a
stroke of genius." - Game Informer, 9 out of 10

* "Finally, a mind game that isn't about lying to your girlfriend." - Maxim,
4 out of 5

* "...one of this year's best games so far." - XXL

Psi-Ops offers players a unique gameplay experience, stellar graphics and a
ground-breaking hybrid of the Havok 2 physics engine that allows gamers to
manipulate almost any object in the interactive world, when using Psi powers.
For more information on Psi-Ops visit www.psiopsgame.com

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

# # #

PSI-OPS, PSI-OPS: THE MINDGATE CONSPIRACY, and MIDWAY are trademarks of
Midway Amusement Games, LLC. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. HAVOK is a registered trademark of the Havok and Telekinesis
Research Limited. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."
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MIDWAY ACQUIRES WORLDWIDE RIGHTS FROM EPIC GAMES TO PUBLISH THREE TITLES
BASED ON 'UNREAL(R)' FRANCHISE

- Rights Acquisition Marks Midway's Entrance into the Premium PC Games Market -

CHICAGO - JUNE 28, 2004 - Midway Games Inc. (NYSE: MWY), a leading developer
and publisher of interactive entertainment software, today announced a
multi-year, multi-product agreement with Epic Games to publish three new
videogames based on the popular Unreal(R) franchise. The agreement marks
Midway's entrance into the premium PC games sector with a property that has
sold more than seven million units worldwide and generated nearly $200
million in revenue at retail since the introduction of Unreal Tournament in
1999.

Under terms of the agreement, Midway obtains worldwide publishing rights for
the three Unreal titles from Epic, including Unreal Championship(R) 2, an
Xbox(R) exclusive title scheduled to ship in 2005, and two future
installments of Unreal Tournament(R) on PC and upcoming next generation
consoles. Financial terms of the transaction were not disclosed. Only Korean
PC rights were excluded from the deal.

"This relationship with Epic further bolsters the strength of our portfolio
of top-rated games and allows us to leverage the marketing capabilities of
our organization to take the Unreal franchise to an even broader audience of
gamers," said David Zucker, president and chief executive officer of Midway.
"It immediately establishes Midway as a leader in the PC games sector.
Additionally, Unreal Championship 2, scheduled for introduction in February,
should further extend Midway's growing track record for distributing top
quality games. We are delighted that Epic chose Midway over other publishers
and we look forward to working closely with the Epic team to carefully manage
this valuable franchise."

"Midway gets it. They hit right at the heart of gamers. Not only did they
create many classics including Defender, NFL Blitz and Mortal Kombat, but
they're making great new games such as Psi-Ops: The Mindgate Conspiracy, The
Suffering, NBA Ballers, NARC and Area 51. They make awesome games and don't
apologize for it, so we think games like Unreal Tournament will fit in
perfectly here," said Mark Rein, vice president and co-founder, Epic Games.
"In our opinion Midway is doing the industry's best marketing and promotional
campaigns and they will contribute strongly to the ongoing success of the
Unreal franchise."

Scheduled to arrive exclusively for Xbox in February 2005, Unreal
Championship 2 brings a whole new level of intensity to the series as gamers
are blessed with superhuman agility that arms them for battle against deadly
characters or readies them for hand-to-hand melee combat. Taking the battle
online and around the world, Unreal Championship 2 pits players against each
other in an eight-person Xbox Live!(TM) multiplayer challenge where only the
strong survive. Built from the ground up for the Xbox, Unreal Championship 2
features all new gameplay elements, including a deep melee combat system that
seamlessly blends in with the ranged weapon combat the series is known for, a
full story-driven single-player mode, dozens of all new maps, new game modes
and an arsenal of new weaponry. Additional information can be obtained
through the Unreal Championship 2 web site at www.unrealchampionship2.com.

About Epic Games

Epic Games Inc, based in Raleigh, NC and established in 1991, is a developer
of cutting-edge computer and video games. The company is best known as the
creator of hit PC 3D action games Unreal and Unreal Tournament, both
award-winning blockbuster hits having each sold more than one million copies.
Games created with the Unreal Engine include: 2002 Console Game of the Year
winner, Tom Clancy's Splinter Cell(TM) (on PC and console platforms) from Ubi
Soft; PC Gamer's 2000 Game of the Year, Deus Ex from Ion Storm/Eidos;
America's Army: Operations, from the United States Army, and Harry Potter and
the Sorcerer's Stone (PC) from Electronic Arts - and many others. Prior to
their 3D success, Epic Games was well known for the hit shareware games Jill
of the Jungle, Jazz Jackrabbit and Epic Pinball. Additional information can
be obtained through Epic's Web site at www.epicgames.com

About Midway

Midway Games Inc. (www.midway.com) is a leading developer, publisher and
marketer of interactive entertainment software. Midway videogames are
available for play on all major videogame platforms including the
PlayStation(R) 2 computer entertainment system, Xbox(R) video game system
from Microsoft, and Nintendo GameCube(TM) and Game Boy(R) Advance.

Unreal, Unreal Championship and Unreal Tournament are registered trademarks
of Epic Games, Inc. Used under license. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries. All other
trademarks are the property of their respective owners. Midway has provided
the www.unrealchampionship2.com and www.epicgames.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse or accept responsibility
for the content on non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

# # #
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MIDWAY ANNOUNCES NEW LAUNCH DATE FOR AREA 51

Sci-Fi Shooter to Launch First Half of 2005

Chicago-based interactive entertainment developer and publisher, Midway
Amusement Games, LLC announced today that its sci-fi first-person shooter is
now scheduled to ship the first half of 2005. Committed to publishing games
of the highest caliber, Midway decided to give AREA 51 the extra development
time needed in order to achieve the triple-A game quality that is expected of
the title. In addition to honing graphics and fine tuning gameplay, the
development team has confirmed that they will be adding new features to the
game including a new alien enemy, as well as a new alien weapon. The new
launch date will also give Midway time to effectively market AREA 51 to its
highest potential.

In AREA 51 players will experience a chilling government cover-up in the only
1st person shooter that explores America's most top secret military facility
revealing the conspiracies are real and far worse than anyone ever imagined.
Gamers will be able to explore and investigate the mystery, the conspiracies
and the enigma that is Area 51 while battling through five massive levels
where fantastic, futuristic and horrific human and alien weaponry, enemies
and powers await. Players will be able to compete against friends via
4-player split screen on Xbox(R) and 2-player split screen on the
PlayStation(R)2, or fight it out with their mutation abilities online with 16
players on their PlayStation(R)2 computer entertainment system or via
Xbox(TM) Live with online modes such as death match, team death match and
capture the flag.

 ------------
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MORTAL KOMBAT(R): DECEPTION(TM)

Bonus Features to Include Exclusive Character Videos, Limited Trading Cards
and More

CHICAGO- August 3, 2004- Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, today announced that special, Limited
Editions of Mortal Kombat: Deception will be available when the latest
iteration of Midway's best-selling fighting franchise ships to stores
nationwide, scheduled for October 4, 2004. With more than 20 million copies
sold worldwide, Mortal Kombat continues to be one of the most popular
videogame franchises of all-time and Mortal Kombat: Deception will be the
first 3D fighter to feature online gameplay for both the PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft.

The Mortal Kombat: Deception Limited Edition will feature distinctive
packaging available in five unique box covers. The Mortal Kombat: Deception
Premium Pack, available only on the PlayStation(R)2, will feature exclusive
premium box packaging featuring Sub-Zero.
The Mortal Kombat: Deception Kollector's Edition, available only on Xbox(R),
will be available in four unique collectible box covers featuring: Baraka,
Mileena, Raiden and Scorpion. The Limited Edition sets have a suggested
retail price of $59.95 and will include the following:

* An arcade-perfect, playable of the original Mortal Kombat(R) videogame
* Over 40 minutes of bonus DVD video content featuring a "History of Mortal
Kombat" movie that chronicles the origins of the franchise through the
release of Mortal Kombat: Deception, along with exclusive biographical videos
for each of the 25 characters in the game.
* A serialized, embossed metal Kollector's Card created exclusively for the
Limited Edition sets; there will be five unique cards in total (each of a
different MK character), corresponding to the respective packaging.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R) , Nintendo GameCube(TM) and Game Boy(R)
Advance.

For more information on Mortal Kombat: Deception, visit
www.mortalkombatdeception.com.

# # #

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, MIDWAY and all character names are
trademarks of Midway Amusement Games, LLC. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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Midway Unveils New Line-Up & Look for Midway(R) Arcade Treasures 2(TM)

Midway Games Inc., a leading software industry publisher and developer, today
announced the updated game list for Midway Arcade Treasures 2, a compilation
of twenty of your all-time favorite arcade classics all found on one disk. In
addition to the updated line-up, Midway also unveiled the new "look" for its
Midway Arcade Treasures brand packaging (see Midway Web site information
below).

The sequel to the successful Midway Arcade Treasures (2003), Midway Arcade
Treasures 2 is scheduled to ship October 11, 2004, for the PlayStation(R)2
computer entertainment system, the Xbox(R) video game system from Microsoft
and the Nintendo GameCube(TM) with a suggested retail price of $19.99. The
revised line-up will consist of the following classic titles:

* A.P.B.(TM)
* Arch Rivals(TM)
* Championship Sprint(TM)
* Cyberball 2072(TM)
* Gauntlet(R) 2
* Hard Drivin'(R)
* Kozmik Kroozr'(TM)
* Mortal Kombat(R) 3
* Mortal Kombat(R) II
* NARC(R)
* Pit Fighter(TM)
* Primal Rage(R)
* Rampage World Tour(R)
* Spy Hunter(R) 2
* Timber(TM)
* Total Carnage(TM)
* Wacko(TM)
* Wizard of Wor(TM)
* Xenophobe(R)
* Xybots(TM)

 ------------
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Soundtrack Gets Pulse-Pounding Musical Score, Combining Classic R&B Tracks
With New Urban Beats

CHICAGO , August 26, 2004 - Leading interactive entertainment publisher and
developer, Midway Games Inc. (NYSE: MWY) today announced that it has added
Bill Bellamy (Any Given Sunday) to its blockbuster cast of celebrity voice
talent for NARC. Other Hollywood talent already confirmed to lend their voice
talent are Michael Madsen (Reservoir Dogs, Kill Bill Vol.2 ), Ron Perlman
(Hellboy, Blade II ) and Michael Wincott (The Crow, The Count of Monte Cristo
). In addition, Midway is producing an original soundtrack for the gritty
crime drama. The soundtrack is to consist of well-known classic hip-hop and
R&B tracks from acts such as %3Cypress Hill, Curtis Mayfield and Grandmaster
Flash, and mixed with modern, upbeat sounds created by up-and-coming
underground artists. NARC is scheduled to be available for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft in early 2005.

"Much like a movie, Midway is creating a compelling and dynamic score that
provides a musically driven back-beat to the on-screen action," said Steve
Allison, chief marketing officer, Midway. "By combining the music from
several eras, with A-list Hollywood talent, we seek to provide a complete
entertainment experience for the consumer."

Some of the classic hits expected to be featured in the game include:
* "Hits From The Bong" - Cypress Hill
* "Golden Brown" - The Stranglers
* "The Bottle" - Gil Scott Heron
* "Pusherman" - Curtis Mayfield
* "Freddie's Dead" - Curtis Mayfield
* "Smoke Two Joints" - Toyes
* "Step On" - Happy Mondays
* "White Lines (Don't Do It)" - Grandmaster Flash
* "That Smell" - Lynyrd Skynyrd
* "The Professional" - DMX

To further enhance the soundtrack, Midway is incorporating original songs
from an array of up-and-coming hip-hop talent. Several of the various artists
that lent their musical talents to Midway's hit soundtrack from the recent
release, NBA Ballers, have also created custom tracks for NARC; including
Jelly Joe, Kenny Knox, Point Game and Bobby Creekwater of Jatis. By working
closely with these rising talents, Midway is able to record some very
powerful and soulful mixes that capture the drama and action of NARC's stark
setting.

About NARC

NARC will make a bold statement as a gritty crime drama that offers an
intense and thought-provoking view into the seedy world of the war on drugs.
Playing as dual characters in the elite NARC squad, Jack Forzenski and Marcus
Hill, consumers have a seemingly simple choice; they can walk the line or
they can cross it.

Eight Rockland police officers are slain by a drug dealer under the influence
of an unknown substance%, during a routine traffic violation turned
bloodbath. The DEA sends Dt. Marcus Hill to help in the investigation. Marcus
was once part of Rockland 's police force, until two years ago when his
partner Jack Forzenski was kicked off the force. Unable to reconcile his
deteriorating relationship with Jack, Marcus left for the greener pastures of
the DEA. Now he must again work with his old partner (who's back on the
force), and Captain Ed Kowalski, his former boss. Together, they investigate
the new mystery drug, untangling a web of lies, betrayals, secrets, and
temptations.

Additional information about NARC can be found online at www.midway.com.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox (R), Nintendo GameCube (TM) and Game Boy (R)
Advance.

# # #

NARC and MIDWAY are registered trademarks of Midway Amusement Games, LLC.
"PlayStation" and the "PS%" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission
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MIDWAY ANNOUNCES DEVELOPMENT OF L.A. RUSH(TM)

West Coast Customs and Harris Publications' Rides Magazine Inked as Exclusive
Partners for Revival of Midway's Rush Franchise

CHICAGO - August 26, 2004 - Midway Games Inc. (NYSE: MWY) today announced the
development of L.A. Rush(TM), an innovative racing videogame based on the
sport of competitive street racing and the fanatical, ruthless lifestyles of
those involved. A reinvention of the classic Midway Rush(TM) franchise, L.A.
Rush is scheduled for release in spring 2005 on the PlayStation(R)2 computer
entertainment system and the Xbox(R) video game system from Microsoft.

Based on entirely new technology that recreates a living, breathing go
anywhere Los Angeles with highly destructible environments, players will be
able to explore Los Angeles by day or by night from Compton, to LAX,
Hollywood, Beverly Hills, and the beaches of Santa Monica.

The unique story mode of L.A. Rush, enriched by the creative design
assistance from the game's exclusive content partners, Rides magazine and
West Coast Customs,presents a powerful lifestyle adventure in a fully
free-roaming city.
Pure racing skills are on the line as the world's best street racers gather
in L.A. and the player's self-respect is up for grabs in a variety of
non-racing driving missions.

Cop chases, gridlock, cross-traffic, high-flying jumps, and the death-defying
shortcuts that the Rush franchise is known for take L.A. Rush beyond the
standard tuner-car simulation game. Featuring a number of gameplay modes and
unique objectives, L.A. Rush will feature more than 50 licensed and concept
cars, classic muscle cars, SUVs and import tuners, customizable part
manufacturers and designs (including several exclusive West Coast Customs
vehicle concepts), celebrity talent, music and much more. More details on
L.A. Rush will be unveiled in early 2005.

# # #

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com

About Harris Publications

Harris Publications, Inc. is one of the leading special-interest newsstand
driven publishers in the country. In addition to Rides, they publish XXL, the
hottest Hip-Hop magazine in the world with a circulation over 300,000. They
also publish KING, the original Urban Men's lifestyle magazine, as well as
Scratch, the first Hip-Hop DJ/Producer magazine and they founded and continue
to operate SLAM Magazine, the world's authority on basketball.

L.A. Rush is a trademark of Midway Home Entertainment Inc. Midway is a
registered trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

 ------------
Category 8,  Topic 16
Message 43         Thu Aug 26, 2004
KGAGNE [Ken]                 at 19:09 PDT

David Duchovny, Powers Boothe, and Marilyn Manson to Provide Voice Talent in
Upcoming Action Game

CHICAGO, August 26, 2004 - Leading interactive entertainment developer and
publisher, Midway Games Inc. (NYSE: MWY) today announced that it has gathered
a blockbuster Hollywood cast to lend their award-winning talents to its
greatly anticipated new action-thriller, AREA 51. Featuring the voice talent
of David Duchovny, Powers Boothe, and Marilyn Manson, Midway's AREA 51 is
scheduled to be available in the first half 2005 for the PlayStation (R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft.

"Today's top games must deliver a complete and engrossing entertainment
experience," said Steve Allison, chief marketing officer at Midway. "By
utilizing the voice talents of some of Hollywood's most recognizable names
combined with stunning graphics and sound, AREA 51 will deliver a polished
experience in all phases on par with the best games available."

Cast in the lead role is David Duchovny, star of the ultimate
conspiracy-theory television show, The X-Files, who will bring his instantly
recognizable voice to AREA 51'slead character Specialist Ethan Cole, a
special forces soldier specializing in hazardous materials investigations.
Powers Boothe, who currently appears in the HBO mini-series Deadwood, will
provide the voice of Major Bridges, while infamous recording artist Marilyn
Manson will deliver an unforgettable performance as Edgar, the gray alien. It
will be revealed that the conspiracy theories and alien autopsies the world
has speculated about related to Area 51 are far worse than anyone could ever
imagine.

The U.S. Army has received a distress signal from Area 51 where a viral
outbreak has just shut down the research facility and the automated
quarantine procedures have locked all scientific and military personnel
inside.

A small Special Forces unit including Specialist Ethan Cole of the HAZMAT
(hazardous materials) Division is sent to investigate. As Cole, players will
delve into the massive levels within the confines of Area 51, discovering a
deadly mutagenic side effect of the virus that controls the minds of those
infected, as well as an ancient alien colony buried beneath the facility.
Players will uncover the truth behind chilling conspiracies as they come
across the remnants of the extraterrestrial crash at Roswell, alien
autopsies, and the faked lunar landing. Cole must solve the enigma of Area 51
before the viral mutagen is released and irrevocably mutates all life on
Earth.

Featuring online capabilities of up to 16 players for the PlayStation 2 and
Xbox, AREA 51 is the only action-packed 1st person shooter set in the U.S.
government's most secret and secure military facility. Players' online AREA
51 experience will be enhanced with game modes such as Deathmatch, Team
Deathmatch, Capture the Flag, and Humans vs. Alien Mutant Team Deathmatch.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major video game platforms, including the PlayStation (R)2 computer
entertainment system, Xbox (TM) video game system from Microsoft, Nintendo
GameCube (TM) and Game Boy (R) Advance.

# # #

AREA 51 is a registered trademark of Midway Games West Inc. MIDWAY is a
registered trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies. Midway has provided the www.xbox.com link solely as a
convenience for you. The information on this site has been prepared by third
parties, and Midway does not monitor, endorse or accept responsibility for
the content on non-Midway sites.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission.

 ------------
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Message 44         Thu Sep 02, 2004
KGAGNE [Ken]                 at 14:52 PDT

MIDWAY ANNOUNCES PLANS TO OPEN INTERNAL
DEVELOPMENT STUDIO IN AUSTIN, TEXAS

CHICAGO, September 2, 2004 - Leading interactive entertainment developer and
publisher, Midway Games Inc. (NYSE: MWY) today announced plans to open a new
internal development studio in Austin, Texas. Midway is actively recruiting
for the new studio which it plans to open in the near future.

Midway will be at the upcoming Austin Game Conference on Sept. 9-10 at the
Austin Convention Center. For more information on the conference please visit
www.gameconference.com.

Midway currently has product development studios in Chicago, San Diego and
Seattle. Additional information and job opportunities can be found at
www.midway.com.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

# # #

 ------------
Category 8,  Topic 16
Message 45         Sun Sep 19, 2004
KGAGNE [Ken]                 at 13:15 PDT

MIDWAY(R) ARCADE TREASURES 2(TM) GOES GOLD

Midway Set to Ship Second Edition of Arcade Classic Games Compilation

Midway today announced that Midway(R) Arcade Treasures 2(TM) has gone gold
and is on schedule to ship to stores on October 11, 2004. Midway Arcade
Treasures 2, the sequel to the company's 2003 best-selling classic games
title, Midway Arcade Treasures, will be available for the PlayStation(R)2
computer entertainment system, the Xbox(TM) video game system from Microsoft,
and the Nintendo GameCube(TM).

Midway Arcade Treasures 2 brings 20 of your all-time favorite classic arcade
games back to next-generation consoles, many for the first time, including
smash hits like Mortal Kombat II and 3, Spy Hunter(R) 2, Gauntlet(R) 2,
NARC(R), Cyber-Ball 2072(TM), Wizard of Wor(TM), and many more, all for $20!
Get ready for a blast to the past as you enjoy 100's of hours of retro-gaming
bliss and full-feature documentary extras on the origins of these interactive
pioneers.

GAMES LIST:
 *  APB(TM)
 *  Arch Rivals(TM)
 *  Championship Sprint(TM)
 *  Cyberball 2072(TM)
 *  Gauntlet(R) 2
 *  Hard Drivin'(R)
 *  Kozmik Kroozr'(TM)
 *  Mortal Kombat(R) 3
 *  Mortal Kombat(R) II
 *  NARC(R)
 *  Pit Fighter(TM)
 *  Primal Rage(R)
 *  Rampage World Tour(R)
 *  Spy Hunter(R) 2
 *  Timber(TM)
 *  Total Carnage(TM)
 *  Wacko(TM)
 *  Wizard of Wor(TM)
 *  Xenophobe(R)
 *  Xybots(TM)

 ------------
Category 8,  Topic 16
Message 46         Tue Sep 21, 2004
KGAGNE [Ken]                 at 10:08 PDT

Midway's Mortal Kombat(R): Deception(TM) Goes Gold for PS2 and Xbox

Numerous Gameplay Modes, Online Impaling and the Most Extreme Kombat Ever
Coming to a Platform near You!

Midway Games today announced that Mortal Kombat(R): Deception(TM) has gone
gold and will to ship to stores for both the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft on
Monday, October 4th.

Mortal Kombat: Deception delivers the deepest fighting experience ever, with
the fatality-filled intensity that has helped establish the Mortal Kombat
franchise as the ultimate fighter of all-time over the past 10 years! With
unlimited competition online, multiple fatalities per character, multi-tiered
interactive environments and extensive new game modes (a la, "Puzzle Kombat",
"Chess Kombat", "Konquest" and more), Mortal Kombat: Deception is well on the
way to revolutionizing the fighting game genre once again.

 ------------
Category 8,  Topic 16
Message 47         Thu Sep 23, 2004
KGAGNE [Ken]                 at 12:33 PDT

FEAR & RESPECT (TM)

Urban Action/Adventure Being Developed in Collaboration with Writer/Director
John Singleton

CHICAGO, IL - September 23, 2004 - Midway Games Inc. (NYSE: MWY) today
announced the development of Fear & Respect (TM), an innovative
action/adventure videogame based in the intense, urban environment of South
Central Los Angeles. The game is being developed in collaboration with
writer/director John Singleton (Boyz N the Hood, Baby Boy, 2 Fast 2 Furious).
Fear & Respect is scheduled for release in the fourth quarter of 2005 on the
PlayStation (R)2 computer entertainment system and the Xbox (R) video game
system from Microsoft.

Fear & Respect is a cutting-edge third-person action game that realistically
depicts life in a South Central Los Angeles gang. You will step onto the
streets fresh from prison as a "retired" OG who is reluctantly brought back
into the life. You will shoot and brawl your way through multiple levels of
gameplay, in an attempt to help your crew against the backdrop of a
sweltering South Central summer. On these streets, it's all about your rep,
and only you can decide if want your enemies to look at you with fear--or
with respect.

More details on Fear & Respect will be unveiled in early 2005.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox (R), Nintendo GameCube (TM) and Game Boy (R)
Advance.

For more information about Midway Games visit www.midway.com.

Fear & Respect is a trademark of Midway Home Entertainment Inc. Midway is a
registered trademark of Midway Amusement Games, LLC. "P layStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

 ------------
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Message 48         Mon Oct 04, 2004
KGAGNE [Ken]                 at 14:00 PDT

MIDWAY SET TO REVOLUTIONIZE FIGHTING GENRE AS MORTAL KOMBAT (R) : DECEPTION
(TM) SHIPS TO STORES NATIONWIDE

Mortal Kombat: Deception Slices into Stores
Backed by Midway's Most Extensive Marketing Campaign Ever

CHICAGO - October 4, 2004 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Mortal Kombat (R):
Deception (TM), the latest entry in the company's best-selling Mortal Kombat
franchise, has shipped for the PlayStation (R)2 computer entertainment system
and the Xbox (R) video game system from Microsoft. The game will be backed by
the most extensive marketing campaign in Midway's history. The multi-million
dollar marketing support for Mortal Kombat: Deception includes television,
cinema, print and online advertising, innovative point-of-purchase materials
and specialized events.

"Midway, along with the millions of MK fans around the globe, is extremely
excited about the release of Mortal Kombat: Deception," said Steve Allison,
chief marketing officer, Midway. "The Deception team has worked diligently
over the past two years to ensure that this MK title will be the best yet.
Not only will it be the first ever 3D fighter to be playable online via both
the PlayStation 2 and Xbox Live (TM), but the team has also succeeded in
meeting a goal that some thought wasn't going to be possible...they made a
fighting game that plays as responsive online as it does offline. To support
these ambitious efforts and hefty accomplishments, we are backing Mortal
Kombat: Deception with the most extensive marketing campaign in Midway's
company history."

Mortal Kombat : Deception pushes martial arts-style fighting and the Mortal
Kombat franchise to new heights with an innovative fighting system,
unparalleled depth and brutally intense action that will appeal to long-time
Mortal Kombat fans as well as next-generation gamers. The game features
lightning-fast, hand-to-hand and special weapons combat, secret and returning
characters, new moves and combinations with death-dealing battles and all-new
life-threatening environments.

Building upon the successful formula of the 2002 Midway release, Mortal
Kombat: Deadly Alliance (TM) (on pace to eclipse 3 million units sold by
year's end),
Mortal Kombat: Deception is set to deliver the most ambitious fighting game
to-date. Including four independent gameplay modes, multiple new fatalities
per character, as well as being the first-ever 3D fighting game playable
online both via PlayStation 2 broadband and Xbox Live (TM), Mortal Kombat:
Deception has quickly become one of the most anticipated titles this 2004
holiday season.

Media Responses to Mortal Kombat: Deception
* "Mortal Kombat is once again the game to beat...Deception is easily the
most accomplished fighter to-date...9.5/10" - Game Informer
* "Best Mortal Kombat ever? In a word, yes...8.8/10" - IGN.com
* "Online or off, it looks like Mortal Kombat is making a fierce comeback." -
Official PlayStation Magazine
* "The best 3D fighter PS2 has seen in 2004 " - PSM: 100% Independent PS2
Magazine
* "...the best entry in the Mortal Kombat series yet." - GameSpot.com

Marketing Highlights for Mortal Kombat: Deception Include:
* National television advertising campaign on multiple mainstream broadcast
and cable networks including Fox, MTV, Spike, Comedy Central, UPN, ESPN
amongst others creating 136 million impressions during the months of October
and November
* Dedicated national 30 second cinema spot running in nearly 2000 theaters on
over 5000 screens reaching over 17 million movie viewers during the month of
October
* Aggressive online campaign to top-tier enthusiast sites including
Gamespot.com, IGN.com, UGO.com, and Gamespy.com amongst others
* Dedicated web presence at www.mortalkombatdeception.com
* Print advertising campaign across multiple major video game and consumer
publications
* National point-of-purchase programs at major game retailers including EB
Games, GameStop and Wal-Mart amongst others
* Five unique Mortal Kombat: Deception "Limited Edition" sets featuring
distinctive packaging, 40 minutes of bonus DVD video content, serialized
Kollector's Kards and an arcade perfect playable version of the original
Mortal Kombat
* Special launch events including the rooftop unveiling at E3 2004

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

# # #

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, MIDWAY and all character names are
trademarks of Midway Amusement Games, LLC. "P layStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and or
other countries. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com, www.gamespot.com,
www.ign.com, www.gameinformer.com, and www.1up.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse, or accept responsibility
for the content on non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

 ------------
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Message 49         Mon Oct 11, 2004
KGAGNE [Ken]                 at 14:01 PDT

MIDWAY ARCADE TREASURES 2 (TM)

20 of Midway's All-Time Arcade Classics Available Now For Only 20 Bucks

CHICAGO - October 11, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
Midway Arcade Treasures 2, a compilation of 20 classic Midway arcade games
together on one disk, has shipped to select retailers nationwide. The sequel
to the successful 2003 launch of Midway Arcade Treasures, Midway Arcade
Treasures 2 is now available for the PlayStation (R) 2 computer entertainment
system, the Xbox (R) video game system from Microsoft and the Nintendo
GameCube (TM) with a suggested retail price of $19.99.

Midway Arcade Treasures 2 features hundreds of hours of classic gameplay
action from arcade favorites including the blood-spurting intensity of Mortal
Kombat (R) II and Mortal Kombat (R) 3 , the multiplayer collaboration of
Gauntlet (R) 2 , the drug-busting adventure of NARC (R) and the
no-holds-barred street fighting action of Pit Fighter (TM), just to name a
few.

"Midway Arcade Treasures 2, like its predecessor Midway Arcade Treasures,
provides quality gaming entertainment with twenty of Midway's all-time,
classic arcade titles," said Steve Allison, chief marketing officer, Midway.
"We feel that the Midway Arcade Treasures brand features one of the best
compilations of yesteryear's most popular games and does so for a great value
at only twenty bucks."

With Midway Arcade Treasures 2, Midway provides gamers with the option of
enjoying their favorite games in one-to-four-player game formats, depending
on the title, along with the ultimate gaming "flashback" experience with a
collection of classic titles that represent a fresh, new era in the history
of the game industry. The bonus DVD content also features several video
montages and launch trailers along with "making of the game" videos for
several of the titles included on the disk.

Midway Arcade Treasures 2 Includes:

20 classic arcade games including:

* A.P.B.(TM)

* Arch Rivals(TM)

* Championship Sprint(TM)

* Cyberball 2072(TM)

* Gauntlet(R) 2

* Hard Drivin'(R)

* Kozmik Krooz'r(TM)

* Mortal Kombat(R) 3

* Mortal Kombat(R) II

* NARC(R)

* Pit Fighter(TM)

* Primal Rage(R)

* Rampage World Tour(R)

* Spy Hunter(R) 2

* Timber(TM)

* Total Carnage(TM)

* Wacko(TM)

* Wizard of Wor(TM)

* Xenophobe(R)

* Xybots(TM)


* Nonstop Action : Hundreds of hours of classic gameplay action
* Multiplayer Gameplay : One-to-four player gameplay
* Xbox Live : Post high scores and decide the world champion

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

For more information about Midway Arcade Treasures 2, visit:
www.midwayarcade.com or www.midway.com.

Midway, Midway Arcade Treasures, Mortal Kombat, Spy Hunter, Rampage World
Tour, Total Carnage, NARC, Arch Rivals, Timber, Wizards of War, Kozmik
Krooz'r, Wacko and Xenophobe are trademarks of Midway Amusement Games, LLC.
Gauntlet, Pit Fighter, Xybots, A.P.B., Championship Sprint, Hard Drivin',
Cyberball 2072 and Primal Rage are trademarks of Midway Games West Inc. "P
layStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. Nintendo GameCube
and Game Boy Advance are trademarks of Nintendo. (C)2001 Nintendo. All other
trademarks are the property of their respective companies. Midway has
provided the xbox.com link soley as a convenience to you. The information on
this site has been prepared by third parties, and Midway does not monitor,
endorse or accept responsibility for the content on non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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KGAGNE [Ken]                 at 14:02 PDT

MIDWAY ACQUIRES INEVITABLE ENTERTAINMENT

Acclaimed Development Studio behind 'AREA 51'
Renamed Midway Studios - Austin

CHICAGO, IL - October 11, 2004 - Midway Games Inc. (NYSE: MWY) announced
today that it has acquired Austin, Texas-based Inevitable Entertainment Inc.,
the development studio working on Midway's upcoming new videogame, AREA 51.
Midway acquired privately-held Inevitable in an all-stock transaction for
218,421 Midway common shares. The acquisition accelerates Midway's previously
announced plans to open an Austin studio and increases the Company's internal
development resources.

Midway president and chief executive officer David F. Zucker commented, "In
acquiring Inevitable Entertainment, we have added an extremely creative
development group to our product development organization and furthered our
ability to deliver high-quality, compelling content. Our increased internal
product development capabilities offer an important balance and blend with
our external development partners, and enable us to continue to publish
critically and commercially successful software for current and future
systems."

In addition to shares issued for the acquisition of Inevitable Entertainment,
a total of 152,824 restricted shares of Midway common stock were issued to
key Inevitable employees as retention incentives. The restrictions on the
stock will lapse in stages over a period of three years, provided the
employee remains employed by the Company. The Inevitable employees who
received restricted shares were: Daryl Allison, Steve Broumley, Russell Byrd,
Pete Franco, Craig Galley, Matt Green, Cyrus Lum, Aaron Smischney, Jim
Stiefelmaier, Michael Traub, and Andy Thyssen.

Based in Austin's technology corridor, Inevitable Entertainment is an
innovative developer of high-quality interactive entertainment products.
Established in 2000, Inevitable quickly achieved success through their first
effort, the engaging and critically-acclaimed Tribes Aerial Assault which was
the first online multiplayer first-person shooter for the PlayStation 2. The
studio is currently developing Midway's AREA 51, which is scheduled for
release in the first half of 2005 and features the voice-acting talents of
David Duchovny, Powers Boothe and Marilyn Manson. AREA 51 is also expected to
be the subject of an upcoming motion picture from Paramount.

About Area 51

A small Special Forces unit including Specialist Ethan Cole of the HAZMAT
(hazardous materials) Division is sent to investigate an incident at Area 51.
As Cole, players will delve into the massive levels within the confines of
Area 51, discovering a deadly mutagenic side effect of the virus that
controls the minds of those infected, as well as an ancient alien colony
buried beneath the facility. Players will uncover the truth behind chilling
conspiracies as they come across the remnants of the extraterrestrial crash
at Roswell, alien autopsies, and the faked lunar landing. Cole must solve the
enigma of Area 51 before the viral mutagen is released and irrevocably
mutates all life on Earth.

Featuring online capabilities of up to 16 players, AREA 51 is the only
action-packed 1st person shooter set in the U.S. government's rumored most
secret and secure military facility. Players' online AREA 51 experiences will
be enhanced with game modes such as Deathmatch, Team Deathmatch, Capture the
Flag, and Humans vs. Alien Mutant Team Deathmatch.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox (R), Nintendo GameCube (TM) and Game Boy (R)
Advance.

For more information about Midway Games visit www.midway.com.

Area 51 is a trademark of Midway Games West Inc. Midway is a registered
trademark of Midway Amusement Games, LLC. All other trademarks are the
property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the more recent filings made by the Company with the
Securities and Exchange Commission.
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Message 51         Tue Oct 12, 2004
KGAGNE [Ken]                 at 15:04 PDT

MORTAL KOMBAT (R) : DECEPTION (TM) SHIPS ONE MILLION UNITS

Latest Chapter in Franchise is Fastest Selling Game in Midway History

CHICAGO - October 12, 2004 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, announced today that Mortal Kombat
(R): Deception (TM), the latest entry in the company's best-selling Mortal
Kombat franchise, has shipped more than one million units to retail stores
across North America. Slashing its way to an amazing start at retail, Mortal
Kombat: Deception is the fastest selling game in the history of Midway
outselling even its highly-successful predecessor, Mortal Kombat: Deadly
Alliance, by more than 35% in its first week of release. Mortal Kombat:
Deception is available for the PlayStation (R)2 computer entertainment system
and the Xbox (R) video game system from Microsoft and is expected to release
for the Nintendo GameCube TM in early 2005.

Mortal Kombat: Deception's online mode has also been a massive hit with
consumers. Since the game's launch six days ago more than 130,000 matches
have been fought online over PlayStation 2.

"Mortal Kombat is clearly a franchise that continues to deliver innovative
gameplay along with the hardcore, intense fighting action that fans have come
to know and love over the past 12 years," said Steve Allison, chief marketing
officer, Midway. "We're extremely pleased to see that Deception has been
received in such a positive light by both the media and consumers since we
first announced the title in March. It's a true testament to the Mortal
Kombat team's hard work and dedication that consumer interest is high enough
to make Deception the fastest selling game in Midway's history."

About Mortal Kombat: Deception

Mortal Kombat: Deception delivers the most ambitious fighting game to-date,
providing players with four independent gameplay modes, multiple new
fatalities per character, as well as earning the title of the first-ever 3D
fighting game playable online both via PlayStation 2 broadband and Xbox Live
(TM). The game also features lightning-fast, hand-to-hand and special weapons
combat, secret and returning characters, new moves and combinations with
death-dealing battles and all-new life-threatening environments.

Mortal Kombat: Deception is rated "M" for Mature and is available now for the
PlayStation (R)2 computer entertainment system and the Xbox (R) video game
system from Microsoft. A version for Nintendo Gamecube is scheduled to be
available in early 2005. For more information visit
www.mortalkombatdeception.com or www.midway.com.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

# # #

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION and MIDWAY are trademarks of Midway
Amusement Games, LLC. "P layStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries.
Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. (C)2001
Nintendo. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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Gamers Get a Taste of Sci-Fi Shooting Action with an Area 51 Demo Featured on
Mortal Kombat: Deception

Midway Amusement Games, LLC announces that gamers can now whet their
first-person shooter appetites with a taste of Midway's upcoming Sci-Fi
thriller AREA 51(TM) by playing a demo that's featured on the recently
shipped Mortal Kombat(R) : Deception(TM). Featuring top-notch Hollywood voice
talent of David Duchovny as Hazmat Ethan Cole, Powers Boothe as Major
Bridges, and shock-rocker Marilyn Manson as Edgar the gray alien, AREA 51 is
scheduled to ship the first half of 2005 on the PlayStation(R)2 computer
entertainment system and Xbox(TM) video game system from Microsoft.

AREA 51 is the only action-packed 1st person shooter set in the U.S.
government's most secret and secure military facility. The U.S. Army has
received a distress signal from Area 51 where a viral outbreak has just shut
down the research facility and the automated quarantine procedures have
locked all scientific and military personnel inside. A small Special Forces
unit led by Specialist Ethan Cole of the HAZMAT (hazardous materials)
Division is sent to investigate. As Cole, players will delve into several
massive levels within the confines of Area 51, discovering a deadly mutagenic
side effect of the virus that controls the minds of those infected, as well
as an ancient alien colony buried beneath the facility. With a multitude of
human and alien weapons, players must explore chilling conspiracies such as
the extraterrestrial crash at Roswell and the faked lunar landing, in order
to solve the enigma of Area 51 before the viral mutagen is released and
irrevocably mutates all life on Earth.

 ------------
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MORTAL KOMBAT (R) FRANCHISE INTO ACTION/ADVENTURE GENRE

- Mortal Kombat (R): Shaolin Monks (TM) Scheduled for Fall 2005 -

- Plans Annual Release of Games Set in Mortal Kombat Universe -

CHICAGO - October 26, 2004 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that its most recognized and
successful franchise, Mortal Kombat will be extended to the action/adventure
genre with the release of Mortal Kombat: Shaolin Monks. Slated for release in
Fall 2005, Mortal Kombat: Shaolin Monks is currently in development for the
PlayStation (R) 2 computer entertainment system and the Xbox (R) video game
system from Microsoft.

"Mortal Kombat: Shaolin Monks is an Action/Adventure title that will help to
expand the already wildly popular Mortal Kombat universe well beyond the
fighting genre," said David F. Zucker, president and chief executive officer.
"Mortal Kombat: Shaolin Monks is also our first step toward delivering
something that Mortal Kombat fans have been calling for: a new game set in the
Mortal Kombat universe every year. We are planning our Mortal Kombat release
schedule with the expectation that we will deliver a new Mortal Kombat title
annually."

Mortal Kombat : Shaolin Monks is an Action/Adventure title driven by both
intense single and multi-player action. Similar to the recently released
Mortal Kombat: Deception, background interactions (i.e., acid pits, living
trees, spiked ceilings, etc.), multiple new fatalities, and action-based
puzzles will also play an important role in the player's quest for an
"outstanding" victory. Mortal Kombat: Shaolin Monks will feature an impressive
line-up of Mortal Kombat characters, as well, that make frequent appearances
as enemies, in boss battles and during several additional in-game
interactions.

"For the first time ever, Mortal Kombat fanatics will get to explore all the
mythos and rumors of the Mortal Kombat universe from an entirely new
perspective. Action/Adventure fans will be blown away by the intuitive kombat
system, puzzle solving and epic storyline that can be experienced in either
the single player mode or through co-op play," said Mortal Kombat creator, Ed
Boon.

About Mortal Kombat:

One of the most well-known and best-selling franchises in videogame history -
with more than 22 million home games sold - the Mortal Kombat series, which
was first released in 1992, has generated over $1 billion in retail sales
through games, movies, music, toys and other merchandise. The latest
installment in the Mortal Kombat franchise, Mortal Kombat:Deception was
recently announced as Midway's fastest selling game in company history and
Mortal Kombat: Deadly Alliance, Deception's predecessor, sold-through more
than 3 million units worldwide in combined sales, across all platforms, since
its November 22, 2002 launch.

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox (R) , Nintendo GameCube TM and Game Boy (R)
Advance.

For more information about Midway Games visit www.midway.com.

# # #

MORTAL KOMBAT, MORTAL KOMBAT: SHAOLIN MONKS and MIDWAY are trademarks of
Midway Amusement Games, LLC. "P layStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Xbox is a registered
trademark of Microsoft Corporation in the United States and/or other
countries. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and uncertainties.
The Company's actual results could differ materially from those anticipated in
the forward-looking statements as a result of these risks and uncertainties,
including, without limitation, the financial strength of the interactive
entertainment industry, dependence on new product introductions and the
ability to maintain the scheduling of such introductions, technological
changes, dependence on major platform manufacturers and other risks more fully
described under "Item 1. Business - Risk Factors" in our Annual Report on Form
10-K for the year ended December 31, 2003, and in the other more recent
filings made by the Company with the Securities and Exchange Commission.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.
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Growing Studio Taps Former Ion Storm Project Director

CHICAGO - December 6 , 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, announced today
that it has named Harvey Smith the creative director for Midway
Studios-Austin. An industry veteran with more than 10 years of experience in
game design and development, Smith will report directly to Denise Fulton,
head of Midway Studios-Austin.

"Harvey brings a wealth of creative and technical expertise to the studio and
we are confident that his input at all levels of development will further
enhance the quality of our products," said Fulton.

Mr. Smith joins Midway from Ion Storm Austin, where he served as project
director on Deus Ex: Invisible War and lead designer on the award-winning,
Deus Ex. Prior to joining Ion Storm, he worked at Multitude as the lead
designer on Fire Storm, an innovative tactical squad game that was one of the
earliest video games to feature voice-communications between players. Smith's
additional gaming credits include CyberMage, System Shock, Thief 3, Ultima
VIII and Super Wing Commander 3DO.

Earlier in his career, Mr. Smith held a variety of design and
leadership-related roles emphasizing communications, team building and game
design. His creative interests are linked to player expression and game
ecology, and he has spoken on both these subjects, among others, at various
seminars and conferences around the world.

About Midway Games Inc.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #
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One-on-One, Lifestyle Basketball Game and Classic Games Compilation
Latest Additions to Midway's Success

CHICAGO, Illinois - December 6, 2004 -- Midway Games Inc. (NYSE: MWY), a
leading interactive entertainment publisher and developer, announced today
that two of its titles, NBA Ballers and Midway Arcade Treasures, have shipped
more than one million units worldwide since their respective releases. NBA
Ballers shipped to retail outlets in North America on April 5, 2004 and in
Europe on October 14, 2004. Midway Arcade Treasures shipped in North America
on November 24, 2003 and on February 6, 2004 in Europe. The compilation of
classic Midway arcade titles retails for $19.99.

"We're extremely proud of the tremendous success of both NBA Ballers and
MidwayArcade Treasures," said Steve Allison, chief marketing officer, Midway.
"NBA Ballers has proven that consumers thoroughly enjoy Midway's approach to
over-the-top, lifestyle-driven sports games and the strong success of Midway
Arcade Treasures goes to show that great, classic arcade games never lose
their entertainment value."

About NBA Ballers

Officially licensed by the NBA and NBA Legends, NBA Ballers is the only
basketball videogame to deliver the pure essence of basketball by
highlighting the excitement of the one-on-one confrontation set within the
alluring fantasy lifestyle of an NBA superstar. By focusing on intense hoops
match-ups, Midway created each and every NBA Baller and NBA Legend with a
specific skill set in mind. Featuring 60 current NBA superstars and 24
all-time player legends, NBA Ballers takes the game out of the arenas and
into some of the most lavish fantasy "cribs" for an up-close and personal
one-on-one experience.

About Midway Arcade Treasures

Midway Arcade Treasures features hundreds of hours of classic gameplay action
from all-time arcade favorites including the fast-paced action of Spy Hunter
(R), the multiplayer collaboration of Gauntlet (R), the space-age adventure
of Defender (R) and the dueling combat of Joust (R), just to name a few.
Players will also have the option of enjoying their favorite titles in either
one-player or two-player game formats (depending on the game) and will be
able to experience the bonus DVD content which features the history of many
of the classic arcade hits, along with interviews with creators and
developers of the various titles.

About Midway Games

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

# # #

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2004 NBA Properties, Inc. All rights reserved.
Distributed under license by Midway Home Entertainment Inc. MIDWAY, SPY
HUNTER, DEFENDER, JOUST and BALLERS are registered trademarks of Midway
Amusement Games, LLC. Gauntlet is a registered trademark of Midway Games West
Inc. All other trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes including the upcoming platform
transition, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in our Annual Report
on Form 10-K for the year ended December 31, 2003, and in the more recent
filings made by the Company with the Securities and Exchange Commission.
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MIDWAY'S MORTAL KOMBAT: DECEPTION AWARDED 'BEST FIGHTING GAME OF 2004' AT
SPIKE TV'S VIDEO GAME AWARDS

Latest Entry in the Company's Best-Selling Franchise Further Strengthens Its
Position as Fan Favorite

CHICAGO - December 15, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, announced today
that Mortal Kombat: Deception received the "Best Fighting Game of 2004" award
at Spike TV's second annual "Video Game Awards Show" held Tuesday evening at
Barker Hangar in Santa Monica, CA. Developed by Midway's Chicago studio,
Mortal Kombat: Deception beat out such notable nominees as Def Jam: Fight for
New York (Electronic Arts), Dead or Alive Ultimate (Tecmo), Fight Night 2004
(Electronic Arts) and WWE: Smackdown! vs. Raw (THQ).

"We're honored that Mortal Kombat: Deception has been awarded the title of
'Best Fighting Game,' particularly since the recognition comes directly from
the gamer," said Steve Allison, chief marketing offer, Midway. "We're pleased
to see that Mortal Kombat: Deception was able to deliver what fans of the
series and the genre expect - an innovative fighting system, unparalleled
depth and brutally intense action. No other fighting game franchise can
deliver the thrill - both online and off - like Mortal Kombat."

Released in October 2004, Mortal Kombat: Deception has shipped more than one
million units and remains on track to become the fastest selling game in
Midway company history. Mortal Kombat: Deception is available for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft, and is expected to release for the Nintendo
GameCube(TM) in March 2005.

For more information about Midway Games visit www.midway.com

About Midway Games Inc.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

# # #

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION and MIDWAY are trademarks of Midway
Amusement Games, LLC. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries.
Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. (C)2001
Nintendo. All other trademarks are the property of their respective
companies. Midway has provided the www.xbox.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."

About Midway Games Inc.

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

# # #
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MIDWAY TACKLES MATURE-THEMED FOOTBALL WITH BLITZ(R): PLAYMAKERS

New Football Game to Feature Level of Intensity Not Found in Licensed Sports
Products

CHICAGO - December 16, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, announced today
the development of Blitz: Playmakers, a new, unlicensed videogame exposing
the harsh realism and troubling, behind-the-scenes stories of a fictional
professional football league. Blitz: Playmakers has been in development at
Midway's Chicago studio for the past year in collaboration with a writer from
ESPN's controversial "Playmakers" TV series. Blitz: Playmakers goes behind
the glitz and glamour of the game through a revolutionary campaign mode that
explores the on-field violence, off-field fallout and front-office politics
of professional football. Blitz: Playmakers is scheduled for release in the
fourth quarter of 2005 on multiple videogame console platforms.

"Midway's Chicago studio has laid the foundation over the past year for what
is the ultimate alternative to watered down NFL sanctioned football games,"
said Steve Allison, chief marketing officer of Midway. "No longer bound to
the NFL license, there will be no league restrictions on content and gamers
will finally experience what makes playing a football videogame really fun:
off-field controversies, dirty hits, excessive celebrations and much more.
Blitz: Playmakers buyers will be assured of one thing - our game will include
all the gameplay and fun the NFL won't allow."

About Blitz: Playmakers

Blitz: Playmakers will feature a powerful story mode that, for the first time
ever in a football videogame, explores the realism, lifestyle and drama found
in professional football. Players will take the helm of a downtrodden
football franchise and retool the players and coaching staff in a quest to
guide them to the league championship. Additional features include intense
multiplayer action with head-to head online play and complete customization
of players, teams, stadiums and more.

About Midway Games Inc.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

BLITZ is a trademark of Midway Amusement Games, LLC. All other trademarks are
the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission

# # #
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Epic Games' Unreal Engine 3 Technology and Tools set to be Development Base
for Midway's Next Generation Console and PC Games

CHICAGO - February 2, 2005 - Midway Games Inc. (NYSE: MWY), a leading
developer and publisher of interactive entertainment software, today
announced a multi-year licensing agreement with Epic Games giving Midway use
of Epic's Unreal Engine 3 technology and tools for next generation console
and PC game development. Unreal Engine 3 technology and tools are now in use
at Midway's internal studios including: Midway's Chicago studio, the makers
of NBA Ballers and the Mortal Kombat franchise; Midway's Austin studio,
developers of Area 51; and Surreal Software, the creators of The Suffering.

This agreement with Epic furthers Midway's strategy to align itself with the
top development technology and talent in the industry. The relationship also
allows Midway to build on Unreal Engine 3 technology to create specific tools
and assets that will be utilized across all Midway internal studios. This
studio-wide effort is expected to be instrumental in the development and
progression of major franchises as well as the creation of new game
properties. The agreement also underscores Midway's commitment to the premium
PC games market.

"Great next generation games will be defined by how far they push the
envelope in terms of graphical prowess, evolved artificial intelligence and
revolutionary online functionality beyond what gamers are currently
experiencing," said David F. Zucker, president and chief executive officer of
Midway. "Our obtaining the use of Unreal Engine 3 empowers us to begin today
to produce great next generation content. Our internal studios are already in
the process of creating incredible products with the Unreal Engine 3
technology in multiple genres."

Mark Rein, vice president of Epic Games agrees, "We are especially gratified
that Midway, a major publisher committed to developing high quality games for
both next generation console and PC platforms, in numerous styles and genres,
came to us seeking the right to use Unreal Engine 3 as a basis technology for
its enterprise."

"This relationship with Epic is key in our continued efforts to build Midway
into a world class development organization," said Matt Booty, senior vice
president of product development, Midway. "We want all of our studios to
focus on creating great content and not on creating multiple technologies
from scratch. The Unreal Engine 3 technology is a critical step towards this
goal and combined with our own internal systems and additions, will allow
Midway to maintain its leadership in quality development as we head into the
next generation."

Please click here to download Artwork.

About Unreal Engine 3

The award-winning Unreal Engine is known for cutting-edge graphics and a
best-of-breed toolset. Unreal Engine 3 is expected to maintain those features
while adding massive world support, multi-processor support, next-generation
console optimizations, and one of the most mature tool pipelines in the
industry. Unreal Engine 3's new toolset is designed specifically to
accelerate developers' productivity for ultra-complex, next-generation
content. Additional information on Unreal Engine can be obtained at
www.unrealteachnology.com.

About Epic Games

Epic Games Inc., based in Raleigh, NC and established in 1991, is a developer
of cutting-edge computer and video games. The company is best known as the
creator of hit PC 3D action games Unreal and Unreal Tournament, both
award-winning blockbuster hits having each sold more than one million copies.
Epic is also responsible for the Unreal Engine, which is the underlying
technology for a wide range of games including, 2002 Console Game of the Year
winner, Tom Clancy's Splinter Cell(TM) from Ubi Soft; PC Gamer's 2000 Game of
the Year, Deus Ex from Ion Storm/Eidos; America's Army: Operations, from the
United States Army, and Harry Potter and the Sorcerer's Stone (PC) from
Electronic Arts. Additional information can be obtained through Epic's Web
site at www.epicgames.com.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, and London, UK, Midway Games Inc. (NYSE: MWY)
is a leading developer and publisher of interactive entertainment software
for all major video game systems. More information about Midway can be
obtained at www.midway.com.

Unreal is a registered trademark of Epic Games, Inc. All other trademarks are
the property of their respective companies. Midway has provided the
www.epicgames.com and MailScanner has detected a possible fraud attempt from
"http%:" claiming to be www.unrealtechnology.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse or accept the
responsibility for the content on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company%")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission
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MORTAL KOMBAT(R): DECEPTION(TM) AWARDED "FIGHTING GAME OF THE YEAR" BY THE
ACADEMY OF INTERACTIVE ARTS & SCIENCE

Midway Recognized for Gaming Excellence by Industry Experts

CHICAGO - February 3, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, announced today
that Mortal Kombat: Deception received the "Fighting Game of the Year" award
at the 8th Annual Interactive Achievements Awards held February 1st, 2005, at
the Green Valley Ranch Resort in Las Vegas, Nevada. Developed by Midway's
Chicago studio, Mortal Kombat: Deception beat out such notable nominees as
Def Jam: Fight for New York (Electronic Arts) and Dragonball Z: Budokai 2
(Atari).

The winners were selected by a panel of creative and technical Academy of
Interactive Arts & Science (AIAS) members who represent major video game
companies in such varied fields as art and graphics, animation, acting,
interactive design, production, software engineering, sound design and music,
testing and quality assurance, video and special effects, editorial and
storyline writing, as well as the business segment of the industry.

"Midway is honored to receive this particular award because of the incredible
pedigree represented by the Academy's voting board," said Steve Allison,
chief marketing officer, Midway. "The voting members are the same men and
women who work diligently to create these best-selling games and we are
thrilled to receive such accolades from our peers."

Released in October 2004, Mortal Kombat: Deception has shipped more than one
million units and remains on track to become the fastest selling game in
Midway company history. Mortal Kombat: Deception is available for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft, and is expected to release for the Nintendo
GameCube(TM) on February 28, 2005.

About Midway Games Inc.

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION and MIDWAY are trademarks of Midway
Amusement Games, LLC. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries.
Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. (C)2001
Nintendo. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY EXPANDS INTERNATIONAL OPERATIONS INTO GERMANY

Industry Veteran Uwe Fuerstenberg to Head New Office

CHICAGO - February 1, 2005 - Midway Games Inc. (NYSE: MWY), a leading
developer and publisher of interactive entertainment software, today
announced that it has expanded its international operations with the
formation of a new subsidiary, Midway Games GmbH, and the opening of a new
office in Munich, Germany. Midway Games GmbH is responsible for all of
Midway's sales, marketing and distribution in Germany. Midway's new office
will be headed up by industry veteran, Uwe Fuerstenberg.

"Growth in the European territories is a major initiative for Midway," said
David F. Zucker, president and chief executive officer of Midway. "This
expansion into Germany will allow Midway to continue its strategy of becoming
one of the industry's top publishers."

"Germany is a key European territory for Midway, and one we're keen to
improve our market share within," said Tony Adams, managing director for
Midway Games Ltd. in London, UK. "We consider ourselves very fortunate to
have a seasoned industry veteran like Uwe Fuerstenberg running this new
operation, and look forward to his future contribution."

"This is a very exciting time for the new team here in Germany," said Uwe
Fuerstenberg, general manager, Midway Games GmbH. "We look forward to Midway
Games GmbH being a huge success in 2005 and beyond. The strength of Midway's
current line-up, coupled with the addition of PC self-publishing makes this
the optimum time to expand into the German marketplace."

The first new product release from Midway Games GmbH in its territory will be
the award-winning Shadow Hearts: Covenant, scheduled to launch March 11
exclusively for the PlayStation(R)2 computer entertainment system. Other new
releases for Midway Games GmbH in the first of half of 2005 include Unreal
Championship 2: The Liandri Conflict for the Xbox(R) videogame system from
Microsoft, NARC (PS2, Xbox), and the highly anticipated Area 51 (PS2, Xbox).

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, and London, UK, Midway Games Inc. (NYSE: MWY)
is a leading developer and publisher of interactive entertainment software
for all major video game systems. More information about Midway can be
obtained at www.midway.com.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission

For More Information Contact:
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MIDWAY ANNOUNCES AREA 51(R) PRE-SELL PROGRAM OFFER

Pre-order a Copy of AREA 51 and Receive Midway Arcade Treasures 2 For Free

Midway Games announced today the pre-sell program for AREA 51
(www.area51-game.com). Gamers can pre-order their copy of AREA 51 and receive
a copy of Midway Arcade Treasures 2, for free. Comprised of twenty arcade
classics such as Mortal Kombat II and 3, NARC, Gauntlet II, and Pit Fighter,
Midway Arcade Treasures 2 allows gamers to rediscover the retro fun of single
and multiplayer arcade favorites.

**Offer available at select retailers, while supplies last. Consumer's will
receive Midway Arcade Treasures 2 when they pickup their copy of AREA 51.**

AREA 51 Game Description:

The U.S. Army has received a distress signal from Area 51 where a viral
outbreak has just shut down the research facility and the automated
quarantine procedures have locked all scientific and military personnel
inside. A small Special Forces unit led by Specialist Ethan Cole of the
HAZMAT (hazardous materials) Division is sent to investigate. As Cole,
players will delve into five massive levels within the confines of Area 51,
discovering a deadly mutagenic side effect of the virus that controls the
minds of those infected, as well as an ancient alien colony buried beneath
the facility. With a multitude of human and alien weapons, players must
explore chilling conspiracies such as the extraterrestrial crash at Roswell
and the faked lunar landing, in order to solve the enigma of Area 51 before
the viral mutagen is released and irrevocably mutates all life on Earth.
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Midway's Seattle-Based Studio Hires Former SOCOM: U.S. Navy Seals Creative
Director/Lead Designer

CHICAGO - February 14, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, announced today
that it has named David Sears a creative director at Midway's internal studio
Surreal, based in Seattle, WA. An industry veteran with more than 10 years of
experience in game design and development, Sears will report directly to Alan
Patmore, head of Surreal Software. Mr. Sears joins Midway from Zipper
Interactive, where he served as both creative director and lead designer on
the multi-million unit selling SOCOM series. At Surreal, Mr. Sears will be
the creative director for one of Midway's next generation development
projects.

"David brings unequalled industry experience and design knowledge to the
studio and we are very excited to have him on board," said Patmore. "David's
experience at developing games that appeal to a very large audience make him
a key hire for Surreal and Midway as we gear up for next generation
development."

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.
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MIDWAY AND CARTOON NETWORK SIGN THREE MULTI-TERRITORY PUBLISHING AGREEMENTS
FOR GAMES BASED ON THREE TOP-RATED KIDS' PROPERTIES

Company to Launch Children's Line with Cartoon Network's Ed, Edd n Eddy, The
Grim Adventures of Billy & Mandy and Dexter's Laboratory

CHICAGO - February 15, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
that it has signed three publishing agreements with Cartoon Network, licensed
by Warner Bros. Interactive Entertainment, for video games based on three of
the network's top-rated kids programs: Ed, Edd n Eddy, The Grim Adventures of
Billy and Mandy and Dexter's Laboratory. Under the terms of the agreements,
Midway secures multi-territory rights to develop and publish games for the
console, handheld and PC platforms.

"Cartoon Network continues to be a leading creator of premier animated
content and its programming has consistently ranked atop the charts for kids
and tweens during day and prime time hours," said David F. Zucker, Midway
president and chief executive officer. "We are delighted to be working with
them and eager to launch our new children's lineup around such popular
shows."

"Kids love Cartoon Network's programming as much as video games and our
agreements with Midway are a perfect fit for both companies," said John
Friend, senior vice president, Cartoon Network Enterprises. "We are excited
to be working with Midway and eager to help make the launch of their
children's line a success."

Ratings continue to rise for Cartoon Network making it a favorite choice for
animated TV entertainment for kids 2-11, kids 6-11 and tweens 9-14, as the
network achieved both ratings and delivery gains among every key demographic
in 2004.

The agreements cover three of Cartoon Network's top original series,
including:

* " Ed, Edd n Eddy -- A mainstay in the network's key weekly franchise,
FRIDAYS, Ed, Edd n Eddy is Cartoon Network's number one series among boys
2-11. Cartoon Network is adding 26 new episodes, the first of which is
scheduled to air alongside the game's expected debut in Fall 2005.
* " The Grim Adventures of Billy & Mandy - Since its introduction, The Grim
Adventures of Billy & Mandy has been one of the network's most popular
series, particularly with boys. Happy-go-lucky Billy and cynical Mandy are
best friends with the Grim Reaper in this crude supernatural comedy.
* " Dexter's Laboratory - Dexter's Laboratory is an award-winning program
about a boy genius with a secret science lab and was Cartoon Network's first
original series and features 72 episodes, making it one of the largest series
in rotation on the network.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.

About Cartoon Network

Cartoon Network, currently seen in 87.3 million U.S. homes and 160 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network showcases unique original
ventures such as Foster's Home for Imaginary Friends, Codename: Kids Next
Door, Ed Edd n Eddy, Teen Titans, The Grim Adventures of Billy And Mandy, The
Powerpuff Girls, Samurai Jack, and other Cartoon Cartoons. Cartoon Network
also features Adult Swim, its signature late night block of animation for
grownups. Since its launch in 1992, Cartoon Network has remained one of
ad-supported cable's highest-rated networks. Cartoon Network's web site is
located at www.CartoonNetwork.com.

Turner Broadcasting System, Inc., a Time Warner company, is a major producer
of news and entertainment products around the world and the leading provider
of programming for the basic cable industry.

About Warner Bros. Interactive Entertainment

Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a developer of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

Midway has provided the www.cartoonnetwork.com link solely as a convenience
for you. The information on these sites has been prepared by third parties,
and Midway does not monitor, endorse or accept the responsibility for the
content on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission
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MIDWAY DIVES INTO PUBLISHING AGREEMENT WITH CARTOON NETWORK FOR
MULTI-TERRITORY INTERACTIVE RIGHTS TO FIVE ADULT SWIM ORIGINAL ANIMATED
SERIES

CHICAGO - February 15, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
that it has signed a multi-territory agreement with Cartoon Network, licensed
by Warner Bros. Interactive Entertainment, to publish video games based on
five of the network's ADULT SWIM programs: Aqua Teen Hunger Force, The Brak
Show, Harvey Birdman, Attorney At Law, Sealab 2021, and Space Ghost Coast to
Coast. Under the terms of the agreement, Midway has the rights to develop and
publish games for the console, handheld and PC platforms. The first ADULT
SWIM product is scheduled to ship in late 2006.

Adult Swim is Cartoon Network's late-night programming block of cartoons that
appeal to a grown-up sense of humor and adult sensibilities such as superhero
lawyers, talking food items and cranky talk show hosts.

"Cartoon Network is known for creating programming that is cutting-edge in
its presentation and content, and thus perfectly suited for video games,"
said David F. Zucker, Midway president and chief executive officer. "The
built-in fan base and popularity of ADULT SWIM affords us a critical stepping
stone towards success."

"ADULT SWIM is a phenomenon with young adult viewers who identify with the
edgy, irreverent tone of the shows and the block," said John Friend, senior
vice president, Cartoon Network Enterprises. "Clearly, lots of ADULT SWIM
fans are avid gamers, and we look forward to working with Midway to make
games the fans will love."

Young adults are flocking to Cartoon Network in record numbers, thanks
primarily to ADULT SWIM, which in 2004 set new network records for total
delivery of adults (18-34 and adults 18-49). Research indicates that Cartoon
Network is watched by more adults (18-34) than E Entertainment, USA,
Discovery, TV Land, CNBC, A&E and VH1, among others.

The ADULT SWIM properties include:
* Aqua Teen Hunger Force -- Aqua Teen Hunger Force is an animated comedy
about human-sized food products that live together in a rental house in New
Jersey. Master Shake, the self-appointed leader is a miserable crank.
Frylock, the most reasonable member of the group, happens to be a box of
french-fried potatoes. Meatwad rounds out the squad, with his - you guessed
it - round mound of meat. Together they are Aqua Teen Hunger Force. Sometimes
they solve the mysteries of New Jersey. More often, they hang out in their
neighbor Carl's above-ground swimming pool.
* The Brak Show -- The Brak Show is set somewhere in outer space, but it
looks an awful lot like any American suburb, circa 1965. The show follows the
formative years of Brak and his best pal Zorak, both of whom attend Learnmore
High. Brak's Dad, a small human man with a vaguely Latin accent, loves
reading the paper and giving nonsensical advice. Brak's mother is supportive
and quite a dish, in a June Cleaver as a space monster kind of way. Zorak
leads Brak into all kinds of trouble like stealing the mascot of Learnmore
High's rival just before the big game, overfeeding a neighbor's fish or
stealing a magic candy bar. In the end, everything always turns out just fine
and there's even usually time for a song.
* Harvey Birdman, Attorney At Law -- once a third-rate superhero, Harvey
Birdman is now a third-rate lawyer trying like hell to get by in a fancy law
firm. It's not clear whether Harvey actually went to law school, but he
definitely knows the things to say to sound like a lawyer. And he has a suit
now, that's for sure.
* Sealab 2021 -- The year is 2021, and deep below the ocean's surface lies a
vast, high-tech compound: Sealab. This multinational effort has been designed
to explore the viability of underwater colonization and uncover the mysteries
of the sea. Unfortunately, it's run by a bunch of idiots.
* Space Ghost Coast to Coast -- Space Ghost Coast to Coast is the planet's
only late-night talk show hosted by a cartoon superhero. Days when mere men
in coats and ties ruled the late-night universe have gone the way of The
Chevy Chase Theater, but Space Ghost is fully costumed and on the scene with
an array of superpowers. Space Ghost Coast to Coast combines celebrity
interviews and assorted nonsense for the weirdest talk show in the universe.
Space Ghost is joined by archenemies Moltar and Zorak, whom he has enslaved
as unwilling members of his late-night crew. Guests on Space Ghost Coast to
Coast have been an eclectic mix, including Tenacious D, Bjork, Donny Osmond,
Charlton Heston, The Ramones, Lassie and Fran Drescher. But not Don Rickles.

Please click here to download Image.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.

About Cartoon Network

Cartoon Network, currently seen in 87.3 million U.S. homes and 160 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network showcases unique original
ventures such as Foster's Home for Imaginary Friends, Codename: Kids Next
Door, Ed Edd n Eddy, Teen Titans, The Grim Adventures of Billy And Mandy, The
Powerpuff Girls, Samurai Jack, and other Cartoon Cartoons. Cartoon Network
also features Adult Swim, its signature late night block of animation for
grownups. Since its launch in 1992, Cartoon Network has remained one of
ad-supported cable's highest-rated networks. Cartoon Network's web site is
located at www.CartoonNetwork.com.

Turner Broadcasting System, Inc., a Time Warner company, is a major producer
of news and entertainment products around the world and the leading provider
of programming for the basic cable industry.

About Warner Bros. Interactive Entertainment

Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a developer of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission.

# # #

 ------------
Category 8,  Topic 16
Message 65         Wed Feb 16, 2005
KGAGNE [Ken]                 at 07:15 PDT

MIDWAY ANNOUNCES MIDWAY ARCADE TREASURES(TM) 3; COMPILATION TO DELIVER
CLASSIC RACING FAVORITES

Prepare to Test the Limits of Speed and Catch Some Serious Air while Racing
to the Finish Line in Eight of Midway's Greatest Racing Games Ever

CHICAGO - February 16, 2005 - Midway Games Inc. (NYSE: MWY), ), a leading
interactive entertainment industry publisher and developer, today announced
the newest addition to the company's Midway Arcade Treasures franchise,
Midway Arcade Treasures 3. The third installment in the successful Midway
Arcade Treasures series, Midway Arcade Treasures 3 follows in the wake of
million unit seller, Midway Arcade Treasures(TM) (2003) and the 2004 holiday
hit, Midway Arcade Treasures(TM) 2. Scheduled to ship Fall 2005, Midway
Arcade Treasures 3 is in currently in development for the PlayStation 2
computer entertainment system, the Xbox video game system from Microsoft, and
the Nintendo GameCube with a suggested retail price of $19.99.

"The Midway Arcade Treasures brand continues to be one of Midway's
strongest-selling and most popular franchises," said Steve Allison, chief
marketing officer, Midway. "Midway Arcade Treasures 3 provides the same,
classic feel as the previous two Midway Arcade Treasures installments while
bringing back several of the most popular racing games in the industry's
history to today's next generation consoles."

With the latest addition to Midway's classic gaming vault, consumers will be
given the option to either hone their racing skills in single player mode in
games such as S.T.U.N. Runner, or fulfill their head-to-head appetite and
leave friends in the dust with titles such as Hydro Thunder and Super Off
Road. Midway Arcade Treasures 3 will also feature player rankings via Xbox
Live(TM) to allow gamers to post and track personal scores against the best
in the world.

Midway Arcade Treasures 3 Includes:

Eight classic arcade racing games including:

* Badlands(TM)
* Hydro Thunder(R)
* Off Road Thunder: Mud, Sweat 'N Gears(TM)
* Race Drivin'(R)
* San Francisco Rush The Rock: Alcatraz Edition(TM)
* San Francisco Rush 2049(TM)
* S.T.U.N. Runner(TM)
* Super Off Road(TM) & Bonus Tracks Pack

Nonstop Action - Hours of power, speed, jumps and thrills

Multiple Courses - Dozens of tracks to chose from throughout the various
games

Xbox Live - Post high scores to decide the best of the best

Multiplayer Gameplay - One-to-four player modes (*different for various
titles)

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, and London, UK, Midway Games Inc. (NYSE: MWY) is
a leading developer and publisher of interactive entertainment software for
all major video game systems.

For more information about Midway Games visit www.midway.com.

# # #

Midway and Midway Arcade Treasures are trademarks of Midway Amusement Games,
LLC. Hydro Thunder, Off Road Thunder: Mud, Sweat N' Gears, and Super Off Road
are trademarks of Midway Home Entertainment Inc. Badlands, Race Drivin', San
Francisco Rush The Rock: Alcatraz Edition, San Francisco Rush 2049 and
S.T.U.N. Runner are trademarks of Midway Games West Inc. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. Nintendo GameCube and Game Boy Advance are
trademarks of Nintendo. (C)2001 Nintendo. All other trademarks are the
property of their respective companies. Midway has provided the xbox.com link
soley as a convenience to you. The information on this site has been prepared
by third parties, and Midway does not monitor, endorse or accept
responsibility for the content on non-Midway sites
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those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission
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Midway Announces The Suffering(R): Ties That Bind(TM); Next Installment in
the Award-Winning Action/Horror Franchise

Get Ready To Suffer Again In Surreal Software's New Nightmare

CHICAGO - February 17, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
The Suffering(R): Ties That Bind(TM), sequel to the genre-defining and award
winning action/horror game, The Suffering(R). Developed by Midway's internal
studio, Surreal Software, The Suffering: Ties That Bind is scheduled to ship
for the PlayStation(R)2 computer entertainment system, the Xbox(R) videogame
system from Microsoft and PC in Fall 2005.

"The Suffering: Ties That Bind is a sequel that will surpass the original in
every way, with more action, a darker storyline and plenty of disturbing and
twisted creatures," said Alan Patmore, president, Surreal Software. "The
terror expands outside of the prison walls as players' actions and moral
choices are now tied to the new multi-leveled insanity mode, directly
affecting the game's plot with each path providing an entirely different
experience."

The Suffering: Ties That Bind is a revolutionary action-horror game that
emphasizes the disturbing terror of its predecessor, with new twisted
creatures and a few familiar faces. Set in the unforgiving streets and
prisons of Baltimore, the player once again controls Torque as he seeks
revenge against the mysterious grand manipulator Blackmore, a man somehow
tied to the death of Torque's family. Players will explore the tough
inner-city, with poverty and urban injustices trapping people just as
effectively as a physical prison. The unique morality system returns, as
players delve into the perverse world of Torque's sanity to discover his past
and struggle to control his future.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.
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those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
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The Suffering: Ties That Bind(C) 2005 Surreal Software, Inc. MIDWAY and the
Midway logos are trademarks of Midway Amusement Games, LLC. THE SUFFERING:
TIES THAT BIND is a trademark of Midway Home Entertainment Inc. All rights
reserved. Distributed under license by Midway Home Entertainment Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies. Midway has provided the
www.xbox.com link solely as a convenience for you. The information on this
site has been prepared by third parties, and Midway does not monitor, endorse
or accept responsibility for the content on non-Midway sites.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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CLASSIC MIDWAY FRANCHISE IS REBORN WITH ANNOUNCEMENT OF GAUNTLET(R): SEVEN
SORROWS(TM)

Industry Veterans John Romero and Josh Sawyer Spearhead Development Team

CHICAGO - February 17, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, announced today
the rebirth of the legendary Gauntlet(R) franchise with Gauntlet: Seven
Sorrows. Lead by industry veterans John Romero (Doom, Quake) and Josh Sawyer
(Icewind Dale), developed by Midway's San Diego studio, Seven Sorrows is
scheduled for release on the PlayStation(R)2 computer entertainment system,
the Xbox(R) videogame system from Microsoft and PC this winter.

"Gauntlet: Seven Sorrows captures the nostalgia of the legendary franchise,
and also delivers the darkest, most intense Gauntlet saga ever," said Matt
Booty, senior vice president of product development, Midway. "Blending an
intuitive combat system, accessible RPG elements, and new junction skills,
Seven Sorrows features the dynamic co-op it's known for, and, for the first
time ever, it is online supporting up to four players."

Centuries ago, four immortal heroes set out to kill the most powerful emperor
their age had ever known. They failed, and for their crimes, three were
crucified on a great tree at the bottom of the world. Mysteriously set free,
the heroes set out to finish what they had started, only to find that they
must now save their tormentor from his own dreams and madness. Driven to
grief by seven acts of deep cruelty and selfishness, the emperor seeks to
undo the one that pains him the most: the murder of his lover, Cusirimay. If
the ancient heroes cannot undo the emperor's deeds on their own, his mad
plans may tear apart the world.

Seven Sorrows is the fusion of fantasy fighting action with the strategy of
user-friendly RPG elements , providing gamers a deep, engaging gameplay
experience complete with solo play, co-op and an online community.

The new fighting system allows for easy pick-up-and-play while simultaneously
offering deeper choices for more advanced players. Additionally, online RPG
and collection elements add significant replay value to the game.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for all major video game systems. More information
about Midway can be obtained at www.midway.com.
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business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission

MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC.
GAUNTLET and GAUNTLET SEVEN SORROWS are trademarks of Midway Games West Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies. Midway has provided the
www.xbox.com link solely as a convenience for you. The information on this
site has been prepared by third parties, and Midway does not monitor, endorse
or accept responsibility for the content on non-Midway sites.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

 ------------
Category 8,  Topic 16
Message 68         Thu Feb 17, 2005
KGAGNE [Ken]                 at 13:58 PDT

I'm psyched to see Gauntlet coming back (again), and I hope it takes a
different tack than the last two installments... but a four-player game that
ISN'T being released for the Nintendo GameCube?  Ouch!  Guess that leaves me
with the Xbox edition... :\

-Ken

 ------------
Category 8,  Topic 16
Message 69         Tue Mar 22, 2005
KGAGNE [Ken]                 at 13:37 PDT

MIDWAY'S STYLIZED ACTION/SHOOTER, NARC(R) SHIPS AT A MSRP OF $19.95 TO RETAIL
OUTLETS NATIONWIDE

Backed By a Major Marketing Campaign, NARC Promises a Big Hit at Friend
Prices

CHICAGO - March 21, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, announced today that
NARC(R) has shipped to retail outlets nationwide for the PlayStation(R)2
computer entertainment system and the Xbox(R) videogame system from
Microsoft. A mission-based 3rd-person action game, NARC is set against a
stylized, modern-day backdrop of the War on Drugs. NARC, the game that Maxim
gave 4 out of 5 stars stating, "Play dirty and you may lose your badge,
proving the long arm of the law isn't above reaching into anybody's trousers
and squeezing hard," pits players as two elite NARC squad members Marcus
Hill, a DEA Agent with a squeaky clean image and Jack Forzenski, a cop on
probation and fresh out of rehab.

"With the maturation of the video game market, the need for games that appeal
to an older audience is quickly growing and the content of those games have
to reflect this trend," said Steve Allison, chief marketing officer, Midway.
"Our goal with NARC is to give players the chance to play through an
interactive crime saga where the player will face the temptations and choices
of an undercover police officer without holding anything back."

NARC'S Major Marketing Campaign includes:
        o       National television advertising campaign on multiple
mainstream broadcast and cable networks including MTV2, E!, Fuse TV, WWE and
G4TechTV



        o       Aggressive online campaign to top-tier enthusiast and
mainstream consumer sites including Gamespot.com, IGN.com, UGO.com, and WWE
amongst others



        o       Dedicated web presence at www.narcgame.com



        o       Extensive online sweepstakes campaigns on WWE and UGO, where
winners attend a WWE event and win high end audio/visual package and crime
DVDs, respectively.



        o       Print advertising campaign across multiple major video game
and consumer publications



        o       National pre-sell programs at select game retailers, where
gamers can pre-order a copy of NARC and receive a 2-Disc soundtrack featuring
select songs from the game, for free.




About NARC

NARC is an in-depth, third person action/shooter video game set against a
stylized modern-day backdrop of the War on Drugs. A gritty crime drama,
gamers assume the role of dual characters, Marcus Hill and Jack Forzenski,
members of an elite NARC squad whose mission is to rid the world of a
powerful international drug cartel. Players must track and eliminate these
cartels. In NARC, players possess an arsenal of weapons as well as skills in
hand-to-hand fighting. Throughout the game, players will test their own
character and judgment in this classic battle of Good vs. Evil where every
action has a consequence.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com.



# # #



Midway has provided the www.xbox.com, gamepot.com, ign.com ugo.com and WWE
links solely as a convenience for you. The information on these sites has
been prepared by third parties, and Midway does not monitor, endorse or
accept responsibility for the content on non-Midway sites.

NARC and MIDWAY are registered trademarks of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission..

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

 ------------
Category 8,  Topic 16
Message 70         Mon Apr 11, 2005
KGAGNE [Ken]                 at 14:33 PDT

WARNER BROS. INTERACTIVE ENTERTAINMENT AND MIDWAY ANNOUNCE MULTI-TERRITORY
PUBLISHING DEAL FOR HAPPY FEET

Video Game Based on Upcoming Warner Bros. Pictures and Village Roadshow
Pictures Film Scheduled to Launch in 2006

CHICAGO - March 30, 2005 - Warner Bros. Interactive Entertainment and Midway
Games Inc., a leading interactive entertainment software publisher and
developer, announced today the signing of a multi-territory publishing
agreement to develop video games based on Happy Feet, a comedy adventure
written and directed by George Miller (the Babe movies, Lorenzo's Oil, the
Mad Max trilogy), scheduled for release in November 2006. The multi-platform
deal includes games for console, handheld and PC platforms.

"We're very excited to bring consumers top quality interactive games to
accompany the release of Happy Feet," said David F. Zucker, Midway president
and chief executive officer. "This phenomenal license will attract younger
gamers and serve as one of the anchors in our new line of family friendly
games."

"Creating a quality game for Happy Feet will allow fans to extend their
cinematic experience into the interactive space," said Jason Hall, Senior
Vice President of Warner Bros. Interactive Entertainment. "Expanding the
film's creative story within the game will bring Happy Feet to life in a
whole new way and create a great connection with young players."

Under the agreement, Midway's development teams will work in close
conjunction with the Warner Bros. Interactive Entertainment production staff
to create compelling, fun and visually appealing interactive games that
embody the spirit and humor of the upcoming feature film.

Happy Feet is a comedy adventure set in the land of the Emperor Penguins in
the heart of Antarctica. These penguins sing, and each needs their own
special song to attract a soul mate. Our hero Mumble (ELIJAH WOOD), son of
Elvis (HUGH JACKMAN) and Norma Jean (NICOLE KIDMAN) is the worst singer in
the world... but he can tap-dance something fierce!

The all-star ensemble cast also includes the voices of (in alphabetical
order) Brittany Murphy, Hugo Weaving, Robin Williams and features the dancing
of legendary tapper Savion Glover (Bring in Da Noise, Bring in Da Funk).

Warner Bros. Pictures presents, in association with Village Roadshow
Pictures, a Kennedy-Miller Film, HAPPY FEET, directed by George Miller.
Written by George Miller, John Collee (Master & Commander), Judy Morris and
Warren Coleman. Produced by Doug Mitchell, Bill Miller and George Miller.
Executive Produced by Graham Burke and Bruce Berman. Music composed by John
Powell (Shrek, Chicken Run, The Bourne Identity).

HAPPY FEET is scheduled to be released in November 2006 by Warner Bros.
Pictures, a Warner Bros. Entertainment Company, and in select territories by
Village Roadshow Pictures.

About Warner Bros. Interactive Entertainment

Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a developer of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com.

HAPPY FEET(TM) & (C) Warner Bros. Entertainment. All rights reserved. All
other trademarks are the property of their respective companies

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #

 ------------
Category 8,  Topic 16
Message 71         Sat Apr 23, 2005
KGAGNE [Ken]                 at 09:09 PDT

NARC is making the news for its glorification of drug use:

http://www.cnn.com/2005/TECH/fun.games/04/22/narc/index.html

 ------------
Category 8,  Topic 16
Message 72         Mon Apr 25, 2005
KGAGNE [Ken]                 at 14:35 PDT

MIDWAY'S HIGHLY ANTICIPATED SCI-FI THRILLER
AREA 51(R) INVADES RETAIL OUTLETS NATIONWIDE

Backed By a Blockbuster Marketing Campaign, Midway Delivers Ultimate
First-Person Action Experience

CHICAGO - April 25, 2005 - Midway Games Inc. (NYSE: MWY), a leading developer
and publisher of interactive entertainment software, announced today that
AREA 51(R) the story-driven, first-person action thriller has shipped to
retail outlets nationwide for the PlayStation(R)2 computer entertainment
system and the Xbox(R) video game system from Microsoft. AREA 51 will also be
available for PC and is scheduled to ship on May 23, 2005. Midway has created
an action-thriller that features an intense storyline packed with scripted
events, an arsenal of both human and alien weapons, and powerful multiplayer
modes that allow up to 16 players to battle it out online.

"Midway is a company with a deep vault of classic gaming franchises and
reinventing some of those, such as AREA 51, is a core part of Midway's
strategy for 2005 and beyond," said Steve Allison, chief marketing officer,
Midway.  "Delivering riveting and suspenseful gameplay that no console or PC
owner should pass by, AREA 51 is the only first-person action thriller to be
set within the confines of the U.S.'s most secret military base."

Rounding out the complete entertainment experience, AREA 51 features a
blockbuster line-up of Hollywood voice talent. Cast in the lead role is David
Duchovny, star of the ultimate conspiracy-theory television show, The
X-Files, will bring his instantly recognizable voice to AREA 51's lead
character Specialist Ethan Cole, a special forces soldier specializing in
hazardous materials investigations.  Powers Boothe, who currently appears in
the HBO mini-series Deadwood, will provide the voice of Major Bridges, while
shock-rocker Marilyn Manson will deliver an unforgettable performance as
Edgar, the gray alien.

AREA 51 Reviews:

 * "This one [AREA 51] could just be your second  HALO."   Electronic Gaming
Monthly

 *  "...an  extremely fast-paced shooter that also manages to look nothing
short of gorgeous." 4/5; Official U.S. PlayStation Magazine  Cover Story

 * "With  guns firing at full tilt, and mindless carnage taking center stage,
Midway has a surefire hit on its hands." 8.5/10  Game Informer

 * "The  action is intense and immediate..." 5/5 Top Play!; Maxim

 * "Gorgeous  graphics, an excellent physics model, tons of action, and
atmospheric  environments all contribute to the formula." IGN.com

 * "...a  visual powerhouse." GameSpot.com

 * "...exceptional first-person  shooter." 8.7/10; PSE!

 * "...PS2's  surest, sharpest shooter..." Fun  Factor 4.5/5; GamePro

AREA 51's Major Marketing Highlights Include:

 * National television advertising campaign on multiple mainstream broadcast
and cable networks including MTV, E!, Comedy Central, WWE and Fox, Fox Sports
Network, Sci-Fi, FX and more

 * Aggressive online campaign to top-tier enthusiast and mainstream consumer
sites including Gamespot.com, IGN.com, UGO.com, amongst others

 * Dedicated web presence at www.area51-game.com

 * Participating in several nationwide game tours including GameRiot and GAME
LIVE

 * Print advertising campaign across multiple major video game and consumer
publications

 * National pre-sell programs at select game retailers, where gamers can
pre-order a copy of AREA 51 and receive a copy of Midway Arcade Treasures 2,
for free

About AREA 51
The U.S. Army has received a distress signal from Area 51 where a viral
outbreak has just shut down the research facility and the automated
quarantine procedures have locked all scientific and military personnel
inside. A small Special Forces unit led by Specialist Ethan Cole of the
HAZMAT (hazardous materials) Division is sent to investigate. As Cole,
players will delve into five massive levels within the confines of Area 51,
discovering a deadly mutagenic side effect of the virus that controls the
minds of those infected, as well as an ancient alien colony buried beneath
the facility. With a multitude of human and alien weapons, players must
explore chilling conspiracies such as the extraterrestrial crash at Roswell
and the faked lunar landing, in order to solve the enigma of Area 51 before
the viral mutagen is released and irrevocably mutates all life on Earth.

About Midway
Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com.

AREA 51 is a registered trademark of Midway Games West Inc.  MIDWAY is a
registered trademark of Midway Amusement Games, LLC.  "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox is a registered trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks are the property of their
respective companies. Midway has provided the www.xbox.com, IGN.com,
GameSpot.com and UGO.com links solely as a convenience for you.  The
information on these sites has been prepared by third parties, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences.  Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service.  The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle.  Xbox is now available in North
America, Asia, Europe and Australia.  Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties.  The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1.  Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #
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Message 73         Wed May 18, 2005
KGAGNE [Ken]                 at 16:50 PDT

MIDWAY ENTERS THE NEXT GENERATION WITH BOTH GUNS BLAZING AS STRANGLEHOLD(TM)
IS UNVEILED Collaboration with World Renowned Action Film Director John Woo
and International Action Star Chow Yun-Fat Scheduled for Next Generation
Consoles in 2006 CHICAGO - May 18, 2005 - Midway Games Inc. (NYSE: MWY), a
leading interactive entertainment publisher and developer, today announced
Stranglehold, an
intense action game currently in development for next generation consoles.
Stranglehold is a collaboration with world renowned action film director,
John Woo's (Face/Off, Hard Boiled, The Killer) Tiger Hill Entertainment and
is scheduled to release in 2006. The project is currently in development at
Midway's Chicago studio by the critically acclaimed Psi-Ops: The Mindgate
Conspiracy(R) team, led by industry veteran Brian Eddy. Stranglehold, will
bring John Woo's famous use of hyperkinetic, choreographed action and freeze
framed sequences to the video game arena and will also feature the likeness
and voice talent of international action film star, Chow Yun-Fat, (Crouching
Tiger, Hidden Dragon, Hard Boiled, Bulletproof Monk) in his video game debut.
Having worked together for several feature films, the dynamic duo, Yun-Fat
and Woo, are teaming up once again, but this time bringing their expertise to
the world of interactive entertainment.

"The video game industry continues to push the envelope, bridging the worlds
of games and movies to produce revolutionary entertainment for consumers,"
said Steve Allison, Midway chief marketing officer. "To have John Woo
creatively involved in Stranglehold and Chow Yun-Fat reprising his role as
Inspector Tequila is truly a dream come true for fans of Hong Kong action
movies. This game is the first pure example of the convergence of
entertainment. Stranglehold is an example of what is possible in the next
generation of video games as a viable approach to building a new IP as a
gaming franchise that speaks to a fan base through its star and director, in
the same way a film does."

"Creating, developing and producing original content for various facets of
the entertainment industry is the mantra of Tiger Hill Entertainment and
Stranglehold is one of our most ambitious projects yet," said John Woo,
co-chief executive officer and co-founder of Tiger Hill Entertainment. "We
are excited to work with Midway to create an interactive entertainment
experience that filmgoers and gamers alike will appreciate and enjoy."

"After so many years of working with John Woo as a movie director, I'm
thrilled to venture into the world of video games with Woo and Midway at the
creative helm," said Chow Yun-Fat. "Being able to bring move-like action
where people can watch and enjoy, to the world of video games where they can
experience the adrenaline-filled action first hand is a great experience to
be a part of."

About Stranglehold
Stranglehold, a third person, action/adventure game set in Hong Kong and
Chicago, is being developed in collaboration with world renowned film
director, John Woo. Featuring international action film star Chow Yun-Fat as
Inspector Tequila, Stranglehold will feature much of the hyperkinetic,
choreographed action and freeze framed sequences that Woo is known for.

About Midway
Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com

PSI-OPS: THE MINDGATE CONSPIRACY and MIDWAY are registered trademarks of
Midway Amusement Games, LLC. All other trademarks are the property of their
respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Copany's Annual Report on Form 10-K for the year ended December 31, 2004, and
in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #
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Message 74         Mon Jun 27, 2005
KGAGNE [Ken]                 at 06:07 PDT

MTV GETS IN THE GAME WITH MIDWAY

GROUNDBREAKING ALLIANCE TO LAUNCH THREE ORIGINAL GAMES

New York, NY - June 27, 2005 - MTV, a division of Viacom Inc. (NYSE: VIA,
VIAB), today announced a strategic relationship with Midway Games Inc. (NYSE:
MWY), a leading interactive entertainment publisher and developer, to market,
jointly sell in-game advertising and collaborate on soundtrack development
for three upcoming games. Under the deal, MTV is able to participate in a
royalty sharing structure.

The first title shipping under this deal is expected to debut this holiday
season with Midway's upcoming high-octane arcade racing video game, L.A.
RUSH(TM). In addition to the innovative marketing alliance to launch the
game, LA RUSH(TM) will feature MTV branding throughout the game world with
the crew from the hit MTV show, "Pimp My Ride," West Coast Customs. The
soundtrack contains over 75 songs from over 20 artists including Twista, Lil'
Kim, Big Boi and DJ Rap. The other two games under this deal will be
announced at a later date.

"Gaming is an essential part of the every day lives of our audience and MTV
is where game publishers turn to launch their biggest titles," stated Jeff
Yapp, EVP, MTV Networks Music and LOGO Enterprise Group. "This unique
alliance with Midway allows us to move beyond a traditional advertising
relationship and become true partners in the success of these titles. We will
integrate our expertise in music, television, and online media to help one of
the video game industry's top publishers deliver exciting, new, culturally
resonant games."

"MTV is a key partner in terms of overall marketing reach; their programming
truly defines pop culture worldwide. Together, we will work on finding
innovative ways to integrate interactive entertainment, media and
programming," said David Zucker, president and CEO, Midway. "By combining
forces with MTV, we ensure that great titles like L.A. RUSH, which are
targeted to passionate gamers, get the maximum amount of exposure."

Sumner M. Redstone, who owns a majority of the voting shares of both MTV and
Midway, said: "I am delighted that Midway is the first to enter into this
exciting new business model, which harnesses the power of MTV's brands,
intellectual property and promotional engine to Midway's top-rated games
development and publishing abilities. And I am also delighted to report that
the independent special committee of Viacom's board which oversees
relationships between Viacom and Midway recommended board approval, and that
this recommendation was accepted by the full Viacom board."

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com

About MTV

MTV Networks owns and operates the cable television programming services MTV:
Music Television, MTV2, mtvU, Nickelodeon/Nick at Nite, TV Land, VH1, CMT:
Country Music Television, Comedy Central, and Spike TV, as well as The
Digital Suite from MTV Networks, a package of thirteen digital services, all
of which are trademarks of MTV Networks. MTV Networks also operates and
offers joint ventures, licensing agreements and syndication deals whereby its
programming can be seen worldwide.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #
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MIDWAY REVEALS LAWRENCE TAYLOR AS COVER ATHLETE FOR BLITZ(R): THE LEAGUE(TM)

Former Playmakers Writer, Peter Egan, and FHM Contribute to Blitz: The League

CHICAGO, July 20, 2005 - Midway Games Inc. (NYSE: MWY), a leading interactive
entertainment software publisher and developer, announced today that former
professional football standout and Hall of Fame inductee, Lawrence Taylor,
will serve as the official cover athlete for Midway's new, unlicensed
football videogame, Blitz: The League. Along with contributing his image for
the game's cover, Lawrence Taylor will also be featured as the voice and
personality of Blitz: The League's main character/athlete, Quentin Sands.
Quentin is the star player and quarterback-hungry linebacker for the New York
Nightmare and he plays a large role in evolving storylines that occur both on
and off-the-field throughout Blitz: The League. Scheduled for release in
October 2005, Blitz: The League will be available for the PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft.

"Lawrence Taylor (known by many as 'L.T.') was in the professional football
spotlight throughout his illustrious NFL career, and we're extremely excited
to have someone of his stature and popularity working with us on the next
generation of Blitz," said Steve Allison, chief marketing officer, Midway.
"Mr. Taylor succeeded in establishing a new standard by which all future
linebackers would be critiqued in his sport and we feel strongly that Blitz:
The League will accomplish a similar goal in the sports gaming genre. No
longer bound by league censorship, we intend to bring fans the most intense
and hard-hitting football experience yet and we're confident that fans will
be tremendously pleased with the football alternative that we're providing."

Along with the announcement of Lawrence Taylor, Midway also today revealed
that former Playmakers' writer, Peter Egan, has been working alongside
Midway's development team since the game's early conceptual stages more than
one year ago to help script the in-depth and realistic storyline for Blitz:
The League. A former ESPN original television series, Playmakers rapidly shot
to the top of the popularity charts and established itself as a program that
successfully wove intriguing, constantly-evolving storylines together as
players struggled to find harmony between the life of a superstar athlete on
the field and the life found in the real world off-the-field.

Additionally, Midway has arranged with men's lifestyle magazine, FHM (For Him
Magazine), the featured appearance of eleven FHM female models in Blitz: The
League as cheerleaders and in various major character roles throughout the
game's storyline.

For more information on Blitz: The League, please visit www.blitzleague.com

About Blitz: The League

Blitz: The League will feature a powerful story mode that, for the first time
ever in a football videogame, explores the lifestyle and drama in
professional football. Players will take the helm of a downtrodden football
franchise and retool the players and coaching staff in a quest to guide them
to the league championship. Additional features include intense multiplayer
action with head-to head online play and complete customization of players,
teams, stadiums and more.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com

About FHM

FHM is a publication of Emap Metro LLC, an Emap plc company. FHM was launched
in the U.S. in April 2000 and today is considered one of the country's
leading young men's magazines with 5 million readers. In addition to the
U.S., FHM is published in the following countries: the United States,
Australia, China, Denmark, Estonia, France, Germany, Hungary, Indonesia,
Latvia, Lithuania, Malaysia, Mexico, the Netherlands, Norway, Philippines,
Portugal, Romania, Russia, Singapore, Spain, Slovenia, South Africa, Sweden,
Taiwan, Thailand, Turkey, United Kingdom and Ukraine.

# # #

MIDWAY, BLITZ and BLITZ: THE LEAGUE are trademarks of Midway Amusement Games,
LLC. All other trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.
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MIDWAY AND WARNER BROS. INTERACTIVE ENTERTAINMENT ANNOUNCE MULTI-PLATFORM
PUBLISHING AGREEMENT FOR THE ANT BULLY

Console, Handheld and PC Games to Ship with Upcoming Computer Animated Film
from Warner Bros. Pictures

CHICAGO, Illinois, August 4, 2005 - Midway Games Inc. and Warner Bros.
Interactive Entertainment today announced a multi-territory publishing
agreement that grants Midway the rights to publish interactive games for
console, handheld and PC platforms based on the upcoming computer animated
motion picture The Ant Bully.

"We are very pleased to be partnering with Warner Bros. Interactive
Entertainment to bring The Ant Bully into the interactive space," said Midway
president and chief executive officer David F. Zucker. "Midway is looking
forward to publishing great games based on this exciting film property for a
younger audience of players."

"Being a computer animated film, The Ant Bully will be an exciting property
to develop as a game," said Jason Hall, senior vice president of Warner Bros.
Interactive Entertainment. "The Ant Bully is a highly anticipated film and we
look forward to working with Midway to create dynamic games based on a movie
with mass appeal for young gamers."

From director John A. Davis, of the Academy Award-nominated Jimmy Neutron:
Boy Genius, produced by Tom Hanks, Gary Goetzman, John A. Davis and executive
produced by Keith Alcorn, The Ant Bully is an animated family adventure
combining state-of-the-art 3D digital animation with a witty and heartwarming
story for children of all ages. The Ant Bully, a Playtone Production, in
association with DNA Productions, Inc., features the voice talents of Nicolas
Cage, Alan Cumming, Zach Tyler Eisen, Paul Giamatti, Myles Jeffrey, Regina
King, Cheri Oteri, Julia Roberts, Meryl Streep, Jake Szymanski, and Lily
Tomlin. The Ant Bully is scheduled for a 2006 release from Warner Bros.
Pictures.

About Warner Bros. Interactive Entertainment

Warner Bros. Interactive Entertainment Inc., a Warner Bros. Entertainment
Company, is a premier licensor and a developer of entertainment content for
the interactive space across all current and future platforms, including
consoles, PC-based gaming and wireless applications.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at www.midway.com

THE ANT BULLY and all related characters and elements are trademarks of and
(C) Warner Bros. Entertainment Inc. (s05)

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #
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MIDWAY ACQUIRES AUSTRALIAN DEVELOPER RATBAG

- Developer of Upcoming Midway Title Brings Technology and Talent, and
Establishes Midway Presence in Australia -

CHICAGO, Illinois, August 4, 2005 - Midway Games Inc. (NYSE:MWY), a leading
interactive entertainment publisher and developer, announced today that it
has acquired Ratbag Holdings Pty Ltd., a game development studio based in
Adelaide, South Australia. Midway acquired the privately-held developer in a
primarily stock transaction for 418,570 Midway shares. The studio is
currently working on several unannounced Midway products for both current-
and next-generation systems. The studio will be renamed Midway Studios -
Australia.

Midway's President and Chief Executive Officer David F. Zucker commented,
"This transaction is consistent with our strategy of adding depth to our
internal product development organization and strengthening our ability to
deliver high-quality, compelling and commercially successful content for
current and future systems. Ratbag brings to Midway a rare combination of
development expertise in driving and on-foot combat that they are
incorporating into our games now in development."

Midway's Senior Vice President of Worldwide Studios Matt Booty said, "We are
excited to add this proven studio with solid management and a strong
development team to Midway, and establish a firm foothold in Australia, a
great location for top entertainment industry talent. We plan to leverage
their talent and technology across our internal development studios, which
will support our goal of maintaining our leadership in high quality
development."

Based in Adelaide, South Australia, Ratbag is an innovative developer of
high-quality interactive entertainment products. Established in 1994,
Ratbag's first title, Powerslide, was released in 1998 to critical and
commercial success. The studio has grown into one of the world's premier
racing game developers.

In addition to shares issued as consideration for the acquisition of Ratbag,
rights to acquire a total of 38,050 shares of Midway common stock were issued
to key Ratbag employees as retention incentives. The rights to acquire the
stock will vest in stages over a period of three years, provided the employee
remains at the Company. Ratbag employees who received the rights were: Tony
Albrecht, Karl Burdack, Cam Dunn, Kim Forrest, Franta Fulin, Adam
Mackay-Smith, Robin Maddock, Andrew Medlin, Sadhana Pereira, and David Todd.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide, AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher of
interactive entertainment software for major video game systems. More
information about Midway can be obtained at www.midway.com

This press release contains "forward-looking statements" within the meaning
of the federal securities laws concerning future business conditions and the
outlook for Midway Games Inc. (the "Company") based on currently available
information that involve risks and uncertainties. The Company's actual
results could differ materially from those anticipated in the forward-looking
statements as a result of these risks and uncertainties, including, without
limitation, the financial strength of the interactive entertainment industry,
dependence on new product introductions and the ability to maintain the
scheduling of such introductions, the upcoming console platform transition
and other technological changes, dependence on major platform manufacturers,
adequacy of capital resources and other risks more fully described under
"Item 1. Business - Risk Factors" in the Company's Annual Report on Form 10-K
for the year ended December 31, 2004, and in the more recent filings made by
the Company with the Securities and Exchange Commission.

# # #
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MIDWAY BRINGS BACK THE CHAOS WITH RAMPAGE(R): TOTAL DESTRUCTION(TM)

Popular Arcade Series is Reinvented with New Levels of Destruction and
Interactive Environments

CHICAGO August 11, 2005 Midway Games Inc. (NYSE: MWY), a leading interactive
entertainment industry publisher and developer, today announced the newest
addition to the Rampage(R) series with the development of Rampage(R): Total
Destruction. This latest installment reinvents the classic arcade series and
offers up a wide array of playable monsters that have the ability to perform
unique combo attacks and individual super moves. Rampage: Total Destruction
is scheduled for release in spring 2006 for the PlayStation(R)2 computer
entertainment system and Nintendo GameCube. The game is expected to be
available for a suggested retail price of $19.95.

Fans of the Rampage series are in for a whole new level of mayhem in Rampage:
Total Destruction said Steven Allison, chief marketing officer, Midway. While
the game retains the core elements that made the Rampage series so popular,
new mechanics and play modes make Rampage: Total Destruction a unique game
experience for a great price.

About Rampage: Total Destruction:

Rampage: Total Destruction offers a fresh take on an arcade classic complete
with everyone's favorite monsters: George, Lizzie, and Ralph, along with a
variety of new monsters to collect and play. Virtually everything in the
environment can be damaged, broken, and utterly destroyed with plenty of
hilarious results. Aided by power-ups, the Rampage: Total Destruction
monsters are capable of acquiring a number of upgrades throughout the course
of a single campaign. Players can annihilate cities all over the world in
either one or two player mode in this reinvention of the Midway classic.

About Midway Games:

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide,
Australia, Midway Games Inc. (NYSE:MWY) is a leading developer and publisher
of interactive entertainment software for major video game systems and
personal computers. More information about Midway can be obtained at
www.midway.com.

MIDWAY, RAMPAGE and RAMPAGE: TOTAL DESTRUCTION are trademarks of Midway
Amusement Games, LLC. PlayStation and the PS Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. (C)2001 Nintendo. All other trademarks
are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #

 ------------
Category 8,  Topic 16
Message 79         Thu Aug 11, 2005
KGAGNE [Ken]                 at 12:09 PDT

MIDWAY LAUNCHES REDESIGN OF WWW.MIDWAY.COM

New Corporate Web Site Features the Latest in Design and Technology

CHICAGO, Illinois, August 11, 2005 - Midway Games Inc. (NYSE: MWY), a leading
developer and publisher of interactive entertainment software, today
announced that it has launched a complete redesign of its corporate web site
at www.midway.com. The site has been redesigned to better reflect the
company's revised product strategy and renewed vision. New features include a
customer service knowledge base, a job search engine and forums where fans
can post about the latest Midway games.

"Midway.com provides consumers and partners with integral information
concerning the Company's activities and products," said Mona Hamilton, vice
president of marketing, Midway Amusement Games. "Therefore, it is imperative
that our web site mirror the same level of innovation, sophistication and
creativity that goes into developing our products, particularly as we enter a
new era. We have made a number of new site enhancements that we believe will
ultimately ensure a more positive user experience."

The new www.midway.com offers easy navigation so visitors can obtain the
latest information on Midway's upcoming games, as well as learn more about
the company. In addition to viewing individual game web pages and online
assets, visitors can also access a variety of fan forums and play classic
Midway titles. The site also boasts improvements to its search, preview and
downloading capabilities making it even easier to download video clips, game
trailers and information on Midway's latest promotions.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide,
Australia, Midway Games Inc. (NYSE:MWY) is a leading developer and publisher
of interactive entertainment software for major video game systems and
personal computers. More information about Midway can be obtained at
www.midway.com

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.

# # #
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MIDWAY SHIPS MORTAL KOMBAT(R): SHAOLIN MONKS(TM) FOR PLAYSTATION(R)2 AND
XBOX(R)

Single- and Multi-Player Action/Adventure Game Delivers New Look to One of
the Industry's Best-Selling Franchises; Midway Plans Multi-Million Dollar
Marketing Campaign in Support

CHICAGO - September 19, 2005 - Building on the success of its best-selling
Mortal Kombat franchise, Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, today announced that it has shipped Mortal
Kombat(R): Shaolin Monks(TM) for the PlayStation(R)2 computer entertainment
system and the Xbox(R) video game system from Microsoft.

"Mortal Kombat: Shaolin Monks delivers on our plan to produce quality Mortal
Kombat titles on an annual basis," said Steve Allison, chief marketing
officer, Midway. "In expanding the Mortal Kombat universe in the
action/adventure genre, players can expect a challenging and innovative
gameplay experience that adds a fresh new look and feel to our best-selling
franchise."

Mortal Kombat: Shaolin Monks' Multi-Million Dollar Marketing Campaign
includes:

- National television advertising campaign on multiple mainstream broadcast
and cable networks including MTV, MTV2, SpikeTV, Comedy Central, FX and
G4TechTV.


- WWE sponsored online sweepstakes; Winners receive a free copy of game
signed by a WWE celebrity and 4 tickets to the grand prize winning area at a
WWE live event. (No purchase necessary. For official rules see
www.wwe.com/play/sweepstakes/ultimate/rules)


- " Participation in consumer targeted events & tours such as:
        ?       Game Live's 2005 College Tour (25 colleges nationwide)

        ?       IGN Live (Oct. 22 & 23 - Anaheim Convention Center)

        ?       GameSpot's G.A.M.E. Tour 2006 (5 city coast-to-coast tour)


- Aggressive online campaign to top-tier enthusiast and mainstream consumer
sites including Gamespot.com, IGN.com, and aol.com amongst others


- Print advertising campaign across multiple major video game and consumer
publications


- National pre-sell programs at select game retailers, where gamers can
pre-order a copy of Mortal Kombat: Shaolin Monks and receive a Limited
Edition 2-character action figure set featuring Kung Lao and Liu Kang for
free


- Dedicated web presence at www.mkmonks.com

About Mortal Kombat: Shaolin Monks

Mortal Kombat: Shaolin Monks is an Action/Adventure title driven by intense
single- and multi-player gameplay action that is set in the period between
the franchise's original title, Mortal Kombat, and Mortal Kombat II. As in
the recently released Mortal Kombat(R): Deception(R), background interactions
(e.g., acid pits, living trees, spiked ceilings, etc.), multiple new
fatalities, and action-based puzzles will play an important role in the
player's quest for an "outstanding" victory as they maneuver through
remodeled, classic Mortal Kombat environments. In franchise tradition, Mortal
Kombat: Shaolin Monks will also feature an impressive line-up of well-known
characters that make frequent appearances as enemies, in boss battles and
during several additional in-game interactions.

Click to view Boxshot

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide,
Australia, Midway Games Inc. (NYSE:MWY) is a leading developer and publisher
of interactive entertainment software for major video game systems and
personal computers. More information about Midway can be obtained at
www.midway.com

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, MORTAL KOMBAT: SHAOLIN MONKS, MIDWAY
and all character names are trademarks of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies. Midway has provided the
Gamespot.com, IGN.com, AOL.com and WWE.com links solely as a convenience for
you. The information on these sites has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.
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MIDWAY ARCADE TREASURES(TM) 3
RACES TO STORE SHELVES

Collection of Classic Arcade Racers Ships Today for PlayStation(R)2 and Xbox(R)

Chicago - September 26, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
the release of Midway Arcade Treasures(TM) 3, a compilation of eight classic
Midway arcade racing games, shipping to retailers nationwide. Midway Arcade
Treasures 3 is now available for the PlayStation(R)2 computer entertainment
system and the Xbox(R) video game system from Microsoft. Both platforms will
be available with a suggested retail price of $19.99.

In October 2005, Midway Arcade Treasures 3 for the Nintendo GameCube(TM) and
Midway Arcade Treasures: Deluxe Edition for PC, which includes 28 classic
arcade games, are scheduled to ship to retailers nationwide with a suggested
retail price of $19.99. Midway Arcade Treasures: Deluxe Edition features
games found in both Midway Arcade Treasures 2 & Midway Arcade Treasures 3.

"Continuing the Midway Arcade Treasures tradition of delivering Midway's
great gaming classics into the home, Midway Arcade Treasures 3 focuses on the
company's rich history of ground-breaking and innovative arcade racing titles
- all for less than what most people pay for a full tank of gas," said Steve
Allison, chief marketing officer, Midway. "Launching in October, Midway
Arcade Treasures: Deluxe Edition for PC brings 28 arcade classics to the home
computer at a value price, and in November Midway Arcade Treasures: Extended
Play is scheduled to be Midway's first PSP(TM) (PlayStation(R)Portable)
system title."

Midway Arcade Treasures: Extended Play includes 21 classic arcade games from
the "best of" Midway Arcade Treasures and Midway Arcade Treasures 2. This PSP
system collection is scheduled to be released in November 2005 to retailers
nationwide with a suggested retail price of $29.99.

About Midway Arcade Treasures 3

Midway Arcade Treasures 3 gives gamers a chance to challenge the streets
where drivers race, stunt or battle in San Francisco Rush 2049(TM), or beat
the clock while finishing in one piece with S.T.U.N. Runner(TM). If hitting
the pavement isn't their style, Hydro Thunder(R) with its wicked watercourses
and Off Road Thunder: Mud, Sweat 'N Gears(TM), are available for those who
steer clear of a smooth ride.

Midway Arcade Treasures 3 has more than 70 tracks that take drivers from
coast to coast and around the world. Gravity defying jumps, bonus track packs
and one-on-one or split screen competitive modes are guaranteed to give
"joyride" a whole new meaning. The entire  Midway Arcade Treasures 3
collection is available on Xbox Live(TM) for players to post their scores and
determine who gets the bragging rights.

Eight classic arcade racing games including:
 * Badlands(TM)
 * Hydro Thunder(R)
 * Off Road Thunder: Mud, Sweat 'N Gears(TM)
 * Race Drivin(R)
 * San Francisco Rush The Rock: Alcatraz Edition (TM)
 * San Francisco Rush 2049(TM)
 * S.T.U.N. Runner(TM)
 * Super Off Road(TM) & Bonus Tracks Pack
About Midway Arcade Treasures: Deluxe Edition

Midway Arcade Treasures: Deluxe Edition lives up to it's title with a set of
games that range from fighting greats such as Mortal Kombat II and Mortal
Kombat 3 to the fast -paced action of racing favorites Championship Sprint
and Super Off Road all for the PC. Go head-to-head with friends or enemies in
two-player hits such as Arch Rivals and Total Carnage. If gamers crave more
multi-player action, Midway Arcade Treasures: Deluxe Edition provides
nourishment with three player games Rampage World Tour and Xenophobe.
Four-player Gauntlet II brings back feelings of nostalgia while playing as
one of the original Gauntlet characters: Elf, Warrior, Wizard, and Valkyrie.
28 classic arcade games including:
 * Mortal Kombat(R) II
 %
 * Mortal Kombat(R) 3
 * Gauntlet(R) II
 * Spy Hunter(R) II
 * Xybots(TM)
 * NARC(R)
 * APB(TM)
 * Cyberball 2072(TM)
 * Timber(TM)
 * Total Carnage(TM)
 * Pit Fighter(TM)
 * Wizard of Wor(TM)
 * Xenophobe(R)
 * Primal Rage(R)
 * Arch Rivals(TM)

 * Rampage World Tour(R)
 * Kozmik Krooz'r(TM)
 * Championship Sprint(TM)
 * Hard Drivin'(TM)
 * Wacko(TM)
 * Badlands(TM)
 * Hydro Thunder(R)
 * Off Road Thunder: Mud, Sweat 'N Gears(TM)
 * Race Drivin'(R)
 * San Francisco Rush the Rock: Alcatraz Edition(TM)
 * San Francisco Rush 2049(TM)
 * S.T.U.N. Runner(TM)
 * Super Off Road(TM) with bonus Track-Pak!

About Midway Arcade Treasures: Extended Play

Midway's first PSP system title, Midway Arcade Treasures: Extended Play will
feature select games from both Midway Arcade Treasures and Midway Arcade
Treasures 2. Midway Arcade Treasures: Extended Play is currently in
development for PSP system, with multi-player wireless support available for
16 of the 21 games. Players can now go on the move with the original games
that kick-started several franchises with Mortal Kombat, Rampage, Gauntlet,
and Spy Hunter.
21 classic arcade games including:

 * Klax(R)
 * Joust(R)
 * Marble Madness(R)
 * Toobin'(R)
 * Rampage(R)
 * Gauntlet(R)
 * Rampart(R)
 * Wizard of Wor(TM)
 * Championship Sprint(TM)
 * Arch Rivals(TM)
 * Zybots
 * Cyberball 2072(TM)
 * enophobe(R)
 * Mortal Kombat(R)
 * Mortal Kombat(R) II
 * Mortal Kombat(R) 3
 * Spy Hunter(R)
 * Sinistar(R)
 * Defender(R)
 * Paperboy(R)
 * 720o(R)

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide, AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher of
interactive entertainment software for major video game systems and personal
computers. More information about Midway can be obtained at www.midway.com.
Midway, Midway Arcade Treasures, Joust, Mortal Kombat, Spy Hunter, Rampage,
Rampage World Tour, Sinistar, Total Carnage, Defender, NARC, Arch Rivals,
Timber, Wizards of War, Kozmik Krooz'r, Wacko and Xenophobe are trademarks of
Midway Amusement Games, LLC. Gauntlet, Pit Fighter, Xybots, A.P.B.,
Championship Sprint, Hard Drivin', Cyberball 2072, Primal Rage, Paperboy,
Klax, Marble Madness, 720o, Rampart, Toobin', Badlands, Race Drivin', San
Francisco Rush The Rock: Alcatraz Edition, San Francisco Rush 2049 and
S.T.U.N. Runner are trademarks of Midway Games West Inc. Hydro Thunder, Off
Road Thunder: Mud, Sweat N' Gears, and Super Off Road are trademarks of
Midway Home Entertainment Inc. "PSP" is a trademark and "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Memory Stick Duo(TM) may be required (sold separately). Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. Nintendo GameCube and Game Boy Advance are trademarks of
Nintendo. (C)2001 Nintendo. All other trademarks are the property of their
respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.
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MIDWAY SHIPS THE SUFFERING(R): TIES THAT BIND(TM)

Set in Baltimore, Sequel Features American-Style Action-Horror Experience

CHICAGO - Sept. 26, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced that The
Suffering(R): Ties That Bind(TM) has shipped to retailers nationwide. The
follow-up to 2004's critically-acclaimed The Suffering(R) is available now
for the PlayStation(R)2 computer entertainment system, the Xbox(R) video game
system from Microsoft and for PC.

The Suffering: Ties That Bind begins shortly after the first game ended, as
protagonist Torque arrives in Baltimore Harbor after leaving the unspeakable
carnage of Carnate Island behind. As Torque makes his way through the gritty
streets, the disturbing demons seem to have followed him to the mainland and
are now wreaking havoc across the city.

"The Suffering franchise is the definitive action-horror experience," said
Steve Allison, chief marketing officer, Midway. "The Suffering: Ties That
Bind brings an American sensibility to the genre with Torque, the main
character, taking the fight to the horrors stalking him as opposed to running
for his life. The team at Surreal puts as much focus on providing a great
experience that draws you in as they do in delivering top notch gameplay and
the results speak for themselves."

Ties That Bind features Michael Clarke Duncan (The Green Mile, Armageddon,
The Scorpion King and Sin City) in the role of Torque's nemesis Blackmore,
and Rachel Griffiths (Six Feet Under, Blow) portrays Jordan, the woman in
charge of a strange paramilitary research outfit that has been conducting
cleanup. Torque's dead wife Carmen returns from the first game to help guide
players, as does the demented Dr. Killjoy.

The unique morality system also returns in The Suffering: Ties That Bind. As
players choose between good and evil throughout Ties That Bind, they will
determine which of three possible endings will conclude the game. Players
with a save game from the first game will also be able to see one of three
different beginnings depending on their morality choices made in The
Suffering.

Additional information about The Suffering: Ties That Bind can be found
online at www.midway.com and www.sufferingtiesthatbind.com.

Press Highlights

"Creepy, bloody, edge-of-insanity gameplay and atmosphere." - PSM, October
2005

"Ties That Bind is a sloppy feast for horror fans and one of the most intense
action games of the year." - Game Informer, October 2005

"The Suffering: Ties That Bind is a gory good time." - Electronic Gaming
Monthly, November 2005

"Surreal Software has a very clear and detailed vision of the location and
the people and tortured souls that populate it, an intuitive and smooth
control scheme, and a dripping, engaging atmosphere of unpredictable
nightmare." - IGN.com, Sept. 20, 2005

About The Suffering: Ties That Bind

The Suffering: Ties That Bind is a revolutionary action-horror game that
emphasizes the disturbing terror of its predecessor, with new twisted
creatures and a few familiar faces. Set in the unforgiving streets and
prisons of Baltimore, the player once again controls Torque as he seeks
revenge against the mysterious grand manipulator Blackmore, a man somehow
tied to the death of Torque's family. Players will explore the tough
inner-city, with poverty and urban injustices trapping people just as
effectively as a physical prison. The unique morality system returns, as
players delve into the perverse world of Torque's sanity to discover his past
and struggle to control his future.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide, AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher of
interactive entertainment software for major video game systems and personal
computers. More information about Midway can be obtained at www.midway.com.

MIDWAY is a registered trademark of Midway Amusement Games, LLC. THE
SUFFERING, THE SUFFERING: TIES THAT BIND and the character names are
trademarks of Surreal Software Inc. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission .

# # #

 ------------
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Message 83         Tue Oct 04, 2005
KGAGNE [Ken]                 at 14:16 PDT

MIDWAY ACQUIRES U.K. DEVELOPER PITBULL SYNDICATE

- Developer of Highly-Anticipated L.A. RUSH Extends Midway's U.K. Presence -

Chicago - October 4, 2005 - Midway Games Inc. (NYSE:MWY), a leading
interactive entertainment publisher and developer, announced today that it
has acquired The Pitbull Syndicate Limited, an accomplished game development
studio based in Newcastle, UK. Midway acquired the privately-held developer
in a primarily stock transaction for 199,385 Midway shares, subject to
potential customary post-closing adjustments. The studio is currently
developing Midway's highly-anticipated L.A. RUSHTM along with additional next
generation projects. The studio will be renamed Midway Studios - Newcastle.

Midway's President and Chief Executive Officer, David F. Zucker, commented,
"We have been collaborating with Pitbull on the upcoming reinvention of our
RUSH franchise, L.A. RUSH, which we anticipate will be launching in October.
This close-knit team of highly talented developers brings to Midway a
successful track record, specifically the Test Drive series, of which three
titles have sold over one million units. L.A. RUSH will be the first title in
our co-marketing relationship with MTV, and we are excited to add the
creative force behind this title to our expanding internal development
staff."

Midway's Senior Vice President - Worldwide Studios, Matt Booty, said,
"Pitbull has mastered the art and science of arcade-style racers, with
sophisticated technology that allows huge free-roaming environments, hundreds
of destructible objects, and an advanced artificial intelligence system
capable of handling more than 100 vehicles at once. Pitbull will form the
foundation of Midway's future racing games, and we are excited to expand our
international presence in one of the strongest regions for game development
talent in the UK."

Based in Newcastle, UK, The Pitbull Syndicate Limited was established in
December 1996 by a small group of programmers and artists who specialize in
racing games, producing four games in the Test Drive series, which has sold
over 5.5 million units throughout the life of the franchise.

In addition to shares issued as consideration for the acquisition of Pitbull,
25,146 restricted shares of Midway common stock were issued to key Pitbull
employees as retention incentives. The restrictions on the shares will lapse
over a period of three years, provided the employee remains at the Company.
Pitbull employees who received the rights were: Pete Brace, Ian Copeland,
Gavin Freyberg, Jonathan Kay, Daren Kelly, Mark Leadbeater, Ben Marsh, Chris
McClure, Stewart Neal, Mark Wilkinson, and Chris Wood.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

This press release contains "forward-looking statements" within the meaning
of the federal securities laws concerning future business conditions and the
outlook for Midway Games Inc. (the "Company") based on currently available
information that involve risks and uncertainties. The Company's actual
results could differ materially from those anticipated in the forward-looking
statements as a result of these risks and uncertainties, including, without
limitation, the financial strength of the interactive entertainment industry,
dependence on new product introductions and the ability to maintain the
scheduling of such introductions, the upcoming console platform transition
and other technological changes, dependence on major platform manufacturers
and other risks more fully described under "Item 1. Business - Risk Factors"
in the Company's Annual Report on Form 10-K for the year ended December 31,
2004, and in the more recent filings made by the Company with the Securities
and Exchange Commission.

# # #
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L.A. RUSH(TM) RACES TO RETAIL FOR PLAYSTATION(R)2 AND XBOX(R)

Backed By a Multi-Million Dollar Marketing Campaign, Exclusive Arrangements
with MTV, West Coast Customs and RIDES Magazine, L.A. RUSH Speeds into Stores

CHICAGO - OCTOBER 10, 2005 - Midway Games Inc. (NYSE: MWY), a leading
software industry publisher and developer, today announced that it has
shipped the over-the-top, arcade-style racing thriller, L.A. RUSH(TM) for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft. A PC version of L.A. RUSH is scheduled to be available
at retail outlets nationwide on December 12th.

"L.A. RUSH is the ultimate arcade driving experience delivering gamers an
amazing sense of speed, rock-solid controls, big jumps, huge crashes and
insane shortcuts," said Steve Allison, chief marketing officer, Midway. "The
game's groundbreaking story mode features more than 50 licensed and concept
cars, an intense soundtrack, and celebrity and hip-hop talent starring as in
game characters, all the while still encapsulating the heart of the RUSH
franchise."

Backed by a multi-million dollar marketing campaign, L.A. RUSH is the first
of three titles to ship under the recently announced strategic relationship
between MTV and Midway to jointly market videogames.

L.A. RUSH's Multi-Million Dollar Marketing Campaign includes:
* " National television advertising campaign on multiple mainstream broadcast
and cable networks including MTV, MTV2, BET, Comedy Central, Fox Sports Net,
Speed, Fuse TV, FX, Cartoon Network, ESPN/2, SPIKE TV, WGN, UPN, Discovery
Channel and G4TechTV.


* MTV and MTV2 sponsored sweepstakes; Two Winners to receive a 2006 Subaru
WRX Impreza STI fully pimped out and juiced up by West Coast Customs (No
purchase necessary. For sweepstakes entry and official rules see
larush.mtv.com and www.win.mtv2.com when the sweepstakes begin)


* Exclusive relationship with Harris Publications including advertorials,
print campaign, sponsorships and other promotions in RIDES, King and XXL
Magazines


* L.A. RUSH Sweepstakes; Prizes to include a vintage 1969 Chevrolet
Camaro(R), 42" flat screen TV, Auto Accessories and Xbox(R) video game
system. (No purchase necessary. For sweepstakes entry see www.LARushgame.com
and official rules see
http://www.midway.com/assets/legal/LARUSHsweepstakesrules.pdf)


* Participation in consumer oriented events & tours such as:


        ?       Game Live's 2005 College Tour (25 colleges nationwide)
        ?       IGN Live (Oct. 22 & 23 - Anaheim Convention Center)
        ?       GameSpot's G.A.M.E., The Game's and Music Experience
(December 2005)
        ?       West Coast Customs Big Rig Tour
        ?       Toy Test '05
        ?       RIDES Magnum Tour (September - December 2005)


* Aggressive online campaign to top-tier enthusiast and mainstream consumer
sites including Gamespot.com, IGN.com, aol.com, RealNetworks, and UGO amongst
others


* Print advertising campaign across multiple major video game and consumer
publications


* National pre-sell programs at select game retailers, where gamers can
pre-order a copy of L.A. RUSH and receive Midway Arcade Treasures 3, for
free.


* Dedicated web presence at www.LARushgame.com

About L.A. RUSH

In L.A. RUSH, join the crew at West Coast Customs to pimp your ride and live
the fabulous lifestyle of an L.A. street racer. Feel the rush as you race
over 36 licensed rides including muscle, tuner and exotic vehicles as well as
exclusive tricked-out racers designed by West Coast Customs and RIDES
Magazine. An exciting and unique story-driven experience will allow you to
race through 5 fully-open Los Angeles city re-creations while finding
treacherous shortcuts and surviving death-defying jumps. L.A. RUSH is the
next evolution in the highly addictive Rush franchise.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide,
Australia, Midway Games Inc. (NYSE:MWY) is a leading developer and publisher
of interactive entertainment software for major video game systems and
personal computers. More information about Midway can be obtained at
www.midway.com.
L.A. RUSH is a trademark of Midway Home Entertainment Inc. MIDWAY and the
Midway logos are trademarks or registered trademarks of Midway Amusement
Games, LLC. Used by permission. "MTV: MUSIC TELEVISION", "MTV GAMES" and
"MTV's Pimp My Ride" and all related titles and logos are trademarks of MTV
Networks%, a division of Viacom International Inc. All rights reserved. RIDES
is a trademark of Harris Publications, Inc. WEST COAST CUSTOMS(TM) is a
trademark of West Coast Customs, Inc. All rights reserved. General Motor
trademarks used under license to Midway. Subaru trademarks are properties of
Fuji Heavy Industries, LTD. and used under license to Midway Home
Entertainment Inc. Midway has provided the LARUSH.mtv.com. win.mtv2.com,
gamespot.com, ign.com, aol.com RealNetworks, and UGO links solely as a
convenience for you. The information on these sites has been prepared by
third parties. Midway Home Entertainment Inc. and its affiliates do not
monitor, endorse or accept responsibility for the content of any non-Midway
website. "PlayStation" and the "PS" Family logo are registered trademarks of
Sony Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission

 ------------
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KGAGNE [Ken]                 at 06:37 PDT

BLITZ(R): THE LEAGUE(TM) TACKLES STORES NATIONWIDE

Backed by a Major Marketing Campaign and No Longer Bound by NFL Restrictions,
Blitz: The League Conveys Darker Side of Professional Football

Chicago - October 17, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced that it
has shipped the first-ever story driven football videogame, Blitz(R): The
League(TM), for the PlayStation(R)2 computer entertainment system and the
Xbox(R) video game system from Microsoft.

Blitz: The League is the football videogame that Midway has always wanted to
develop given the creative freedom from NFL restrictions," said Steve
Allison, chief marketing officer, Midway. "As a result,we've been able to
focus our efforts on developing an entertaining sports game that also
leverages the controversy of what happens both between the lines and beyond
in professional sports today.

Blitz: The League's Multi-Million Dollar Marketing Campaign includes:
 * Published under license from FHM Magazine with advertorials, print
campaign, sponsorships and other promotions centered around cover athlete,
NFL legend, Lawrence Taylor
 * National television advertising campaign on multiple mainstream broadcast
and cable networks ESPN, ESPN2, ESPNEWS, FOX, MTV, MTV2, Comedy Central, Fox
Sports Net, Fuse TV, FX, and SpikeTV
 * Relationship with SpikeTV program The Ultimate Fighter including mat
advertising, in-program placement, and giveaways
 * Participation in consumer oriented events & tours such as:
        ?       Game Live's 2005 College Tour (25 colleges nationwide)
        ?       Vibe Game Club featuring Yardfest (20 colleges nationwide)
        ?       FHM Tailgates in New York City and San Francisco
        ?       IGN Live (Oct. 22 & 23 - Anaheim Convention Center)
        ?       GameSpot's G.A.M.E., The Game's and Music Experience
(December 2005)
 * Aggressive online campaign to top-tier enthusiast and mainstream consumer
sites including Yahoo.com, ESPN.com, Gamespot.com, IGN.com, and WWE.com,
among others
 * Print advertising campaign across multiple major video game and consumer
publications including ESPN The Magazine, Game Informer, and  Official
PlayStation Magazine
 * National pre-sell programs at select game retailers, where gamers can
pre-order a copy of Blitz: The League and receive The Blitz Cheerleaders 2006
Calendar featuring the Models of FHM for free (Limited time offer, while
supplies last)
 * Dedicated web presence at www.blitzleague.com, the official website of
Blitz: The League

Top-Tier Media Feedback:
 * "Blitz delivers action as dirty as the mud in the end zone with a story
that charges gamers to turn a down-and-out football franchise into a dynasty.
Stuff Magazine
 * "It's football like you've never seen and the NFL hopes you never will." -
Spin
 * "Midway Games Inc. has created a video game the National Football League
would never allow." - Chicago Tribune
 * "Promises to take the [football videogame] genre in very new, very
interesting directions." - Official Xbox Magazine
 * "The League will depict a side of the sport fans don't often see." -
GamePro
 * "Blitz: The League will include all the things the NFL doesn't want you to
think about." - San Jose Mercury News
 * "Bone-breaking, skull-smashing football that's what Blitz is all about." -
PlayStation Magazine

About Blitz: The League

Blitz: The League will feature a powerful story mode that, for the first time
ever in a football videogame, explores the lifestyle and drama found in
professional football. Players will take the helm of a downtrodden football
franchise and retool the players and coaching staff in a quest to guide them
to the league championship. Additional features include intense multiplayer
action with head-to-head online play and complete customization options of
players, teams, stadiums and more.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle,  WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide,  AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher  of
interactive entertainment software for major video game systems and  personal
computers. More information about Midway can be obtained at www.midway.com.

MIDWAY, BLITZ and BLITZ: THE LEAGUE are trademarks of Midway Amusement Games,
LLC. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective companies. Midway has provided the
Yahoo.com, ESPN.com, Gamespot.com, IGN.com and WWE.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse, or accept responsibility
for the content on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.
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MIDWAY ANNOUNCES DEVELOPMENT OF SPY HUNTER(R): NOWHERE TO RUN(TM) STARRING
DWAYNE 'THE ROCK' JOHNSON

Next Installment to Deliver On Foot Action for the First Time in Franchise
History

Chicago - November 7, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
the development of Spy Hunter(R): Nowhere to Run(TM), the next installment in
the top-selling Spy Hunter franchise that dates back to the original arcade
game. Stepping out of the Interceptor for the first time and into action will
be Dwayne 'The Rock' Johnson in the role of the ultimate secret agent, Alex
Decker. Spy Hunter: Nowhere to Run is scheduled to ship in summer 2006 for
the PlayStation(R)2 computer entertainment system and the Xbox(R) videogame
system from Microsoft.

"Midway is taking the classic Spy Hunter franchise in a powerful, new
direction that will be led by the casting of Dwayne 'The Rock' Johnson as the
game's main character," said Steve Allison, chief marketing officer, Midway.
"For the first time in the Spy Hunter franchise we are allowing the player to
step out from behind the wheel of the Interceptor and straight into the
action."
Midway's Spy Hunter is also set to be the subject of a major motion picture
from Universal Pictures. More information on Spy Hunter: Nowhere to Run can
be found at www.midway.com.

About Spy Hunter: Nowhere to Run
SpyHunter(R): Nowhere to Run(TM) takes the Spy Hunter franchise where it's
never gone before on foot. Featuring action superstar Dwayne 'The Rock'
Johnson as government super-spy extraordinaire Alex Decker, players for the
first time ever can step out of the Interceptor and straight into
third-person action, utilizing The Rock's physical prowess by taking down
enemies with intense melee combat moves. In Nowhere to Run, the evil NOSTRA
corporation returns, this time with a plan to steal the latest government
technology including the world's most sophisticated spy vehicle, the
Interceptor, and it's up to Alex to stop them.

About Midway
Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.
SPY HUNTER, SPY HUNTER: NOWHERE TO RUN and MIDWAY are trademarks of Midway
Amusement Games, LLC. PlayStation and the PS Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. All
other trademarks are the property of their respective companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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MIDWAY ACQUIRES EXCLUSIVE WORLDWIDE VIDEOGAME RIGHTS TO TNA WRESTLING

Chicago - November 7, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
that it has signed an exclusive worldwide, multi-year agreement with TNA
Entertainment to publish videogames based on Total Nonstop Action
Wrestling(TM). Under the terms of the agreement, Midway has the rights to
develop and publish games for the console, handheld and PC platforms. The
first TNA Wrestling(TM) product is scheduled to ship in 2007 for current
generation game systems.

Total Nonstop Action Wrestling is the future of sports entertainment. TNA
iMPACT!(TM) airs exclusively on SpikeTV on Saturdays from 11 PM - midnight
ET/PT with an encore on Mondays at midnight ET/PT. In addition to the weekly
show, TNA Wrestling also produces a monthly pay-per-view special where its
top stars such as Jeff Jarrett, AJ Styles, Jeff Hardy, Kevin Nash and Rhino
compete in, above and beyond the signature six-sided ring.

"TNA Wrestling is one of the fastest growing and most exciting forms of
sports entertainment available today," said David F. Zucker, president and
CEO, Midway. "It's fast, powerful and cutting-edge in both presentation and
style. We are very pleased to be working with TNA and look forward to
leveraging our expertise in the fighting game genre to create the most
compelling wrestling experience yet."

"Our brand of wrestling is perfectly suited to videogames and Midway is the
perfect company to create them," said Dixie Carter, president, TNA
Entertainment. "We are very excited about this collaboration and the
opportunity to expand TNA Wrestling to a new medium."

About TNA iMPACT! (working title)
TNA iMPACT! is set to be the most complete wrestling videogame to date.
Featuring top talent such as Raven, Jeff Jarrett, Monty Brown, Rhino,
Christopher Daniels, Jeff Hardy, AJ Styles and more, TNA iMPACT! will deliver
all of the excitement and action of the top-rated weekly television show.

About TNA Wrestling
TNA Entertainment, LLC is a privately held company headquartered in
Nashville,TN. TNA iMPACT! airs Saturday nights at 11 PM ET/PT on Spike TV.
TNA programming is currently available in 118 countries and is also available
on monthly pay-per-view on iN DEMAND, DIRECTV, Dish Network and TVN as well
as Viewer's Choice, Bell ExpressVu and Shaw PPV in Canada. The names of all
Total Nonstop Action Wrestling televised programming, talent names, images,
likenesses, slogans and all TNA Wrestling logos and trademarks are exclusive
property of TNA Entertainment, LLC. All other trademarks are the property of
their respective owners. For more information, visit www.tnawrestling.com.

About Midway
Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

TNA, TOTAL NONSTOP ACTION, and other TNA indicia used on or in this product
are trademarks, copyrighted designs and other forms of intellectual property
of TNA Entertainment, LLC and may not be used in whole or in part, without
the prior written consent of TNA Entertainment, LLC. (C) 2005 TNA
Entertainment, LLC. All rights reserved. Distributed under license by Midway
Home Entertainment Inc. MIDWAY is a registered trademark of Midway Amusement
Games, LLC. All other trademarks are the property of their respective
companies. Midway has provided the www.tnawrestling.com link solely as a
convenience for you. The information on this site has been prepared by third
parties, and Midway does not monitor, endorse or accept responsibility for
the content on non-Midway sites.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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GAUNTLET(R): SEVEN SORROWS(TM) SLASHES ITS WAY INTO STORES

Backed by a Major Marketing Campaign, Gauntlet: Seven Sorrows Brings the
Hack-n-Slash Action Online for the First Time

CHICAGO, DECEMBER 12, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced that it
has shipped the latest installment in the legendary franchise, Gauntlet(R):
Seven Sorrows(TM) for the PlayStation(R)2 computer entertainment system and
the Xbox(R) video game system from Microsoft.

"The Gauntlet franchise has been making gamers' thumbs blister and ache for
years with its 4 player co-op and intense hack-n-slash combat, and Seven
Sorrows absolutely takes the addictive core gameplay to the next level," said
Steve Allison, chief marketing officer, Midway. " While staying true to the
franchise's roots, Gauntlet: Seven Sorrows also features a deeper gameplay
mechanic that allows player progression, all-new combos and attacks, and for
the first time ever, takes it all online."

Gauntlet: Seven Sorrows' Major Marketing Campaign includes:

        o       Aggressive online campaign to top-tier enthusiast and
mainstream consumer sites including Gamespot.com, Gamepro.com, IGN.com,
Shockwave.com, RPGamer.com, GameRevolution.com and WWE.com, among others.

        o       Print advertising campaign across multiple major video game
and consumer publications including, Official Xbox Magazine, Game Informer,
PlayStation Magazine, Official PlayStation Magazine, Electronic Gaming
Monthly, Dragon, Realms of Fantasy, DC Comics Adult, Marvel and WWE
SmackDown.

        o       National pre-sell programs at select game retailers, where
gamers can pre-order a copy of Gauntlet: Seven Sorrows and receive a limited
edition animation cell featuring the four heroes of Gauntlet: Seven Sorrows.

        o       Dedicated web presence at www.gauntletsevensorrows.com, the
official website of Gauntlet: Seven Sorrows.

        o       Participation in consumer oriented events & tours such as:

        o       Game Live's 2005 College Tour (25 colleges nationwide)

        o       IGN Live (Oct. 22 & 23 - Anaheim Convention Center)

        o       GameSpot's G.A.M.E., The Game's and Music Experience
(December 2005)

        o       National television advertising campaign

Top-Tier Media Feedback

        o       "We did this over and over until our thumbs bled, just like
in the original arcade classic." - IGN.com

        o       "The thrill in Seven Sorrows is hack'n'slash gameplay at its
best with buxom ladies, hardened warriors, powerful wizards and unrelentingly
satisfying combat." - Game Informer

        o       "... the game looks to breath new life into one of gaming's
most well-known series. - TeamXbox.com

        o       "It's what you would think of if someone told you a new
Gauntlet was coming...level after level of hack 'n slash gameplay with all
kinds of crazy environments, enemy generators, leveling-up and big bosses." -
1up.com

About Gauntlet: Seven Sorrows

The legendary arcade classic, Gauntlet, returns bringing back the all-time
fan favorites; addictive cooperative game play and the intuitive
hack-and-slash style, and for the first time ever, takes it all online.
Breathing new life into four classic heroes, the Elf, Warrior, Wizard and
Valkyrie, Gauntlet(R): Seven Sorrows(TM) is packed with fantasy fighting
action, with each of the main characters featuring multiple weapons skills
that are unique to their class.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC.
GAUNTLET and GAUNTLET: SEVEN SORROWS are trademarks of Midway Games West Inc.
Used by permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. All
other trademarks are the property of their respective companies. Midway has
provided the Gamespot.com, Gamepro.com, IGN.com, Shockwave.com, RPGamer.com,
GameRevolution.com, WWE.com, TeamXbox.com, and 1up.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse, or accept responsibility
for the content on non-Midway sites.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties.The Company's actual results could differ materially from those
anticipated in the forward-looking statements as a result of these risks and
uncertainties, including, without limitation, the financial strength of the
interactive entertainment industry, dependence on new product introductions
and the ability to maintain the scheduling of such introductions, the console
platform transition and other technological changes, dependence on major
platform manufacturers and other risks more fully described under "Item 1.
Business - Risk Factors" in the Company's Annual Report on Form 10-K for the
year ended December 31, 2004, and in the more recent filings made by the
Company with the Securities and Exchange Commission. Each forward-looking
statement, including, without limitation, financial guidance, speaks only as
of the date on which it is made, and Midway undertakes no obligation to
update any forward-looking statement to reflect events or circumstances after
the date on which it is made or to reflect the occurrence of anticipated or
unanticipated events or circumstances.
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KGAGNE [Ken]                 at 13:49 PDT

MIDWAY ANNOUNCES NBA BALLERS(R): PHENOM(TM)

Lace Up for All-New 2-on-2 Hoops Action and an Expanded Cast of NBA
Superstars

CHICAGO - December 13, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
NBA Ballers(R): Phenom(TM) is scheduled to ship for the PlayStation(R)2
computer entertainment system and the Xbox(R) videogame system from Microsoft
in Spring 2006. NBA Ballers: Phenom is the sequel to NBA Ballers(R), the
best-selling basketball videogame released in 2004.

"With the huge success of NBA Ballers and the fact that it was truly the
first basketball videogame to successfully incorporate the fantasy lifestyle
element, we can't help but to be excited with the announcement of NBA
Ballers: Phenom," said Steve Allison, chief marketing officer, Midway. "In
addition to the new 2-on-2 basketball action (along with classic 1-on-1) and
a detailed story mode, we're really looking forward to showcasing the game's
new, unique gameplay modes and enhanced features over the next several
months."

NBA Ballers: Phenom is a revolutionary sports video game that introduces an
entirely new open world and interactive environment, featuring an exciting
story mode and even more player customization opportunities than its
predecessor. Set in the neighborhoods of Los Angeles, the player controls his
own destiny, embarking on a personal quest to become tomorrow's NBA
phenomenon. For the first time ever in the NBA Ballers franchise, the NBA
Ballers: Phenom story mode allows the unique opportunity to develop both on
and off-the-court adventures. Players can follow the Baller's dream by
getting noticed on the court and drafted into the NBA, as well as become an
entrepreneur off-the-court complete with clothing line, record label and
movie deal.

Midway also revealed today NBA Ballers(R): Rebound(TM) for the PSP(TM)
(PlayStation(R) Portable) system from Sony. NBA Ballers: Rebound is the only
one-on-one basketball videogame highlighting the rags-to-riches path from an
unknown Baller to today's NBA superstar and is based on the original Midway
title, NBA Ballers.

For more information about NBA Ballers: Phenom visit www.midway.com or
nba.com.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago,Illinois, with offices
throughout the world, is a leading developer and publisher of interactive
entertainment software for major videogame systems and personal computers.
More information about Midway and its products can be found at
www.midway.com.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2005 NBA Properties, Inc. All rights reserved.
Distributed under license by Midway Home Entertainment Inc. MIDWAY, BALLERS,
and BALLERS: PHENOM are trademarks of Midway Amusement Games, LLC. "PSP" is a
trademark and "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. Memory
Stick Duo(TM) may be required (sold separately).All other trademarks are the
property of their respective companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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MIDWAY STEPS TO THE PLATE WITH MLB(R) SLUGFEST(R) 2006 FOR PLAYSTATION(R)2
AND XBOX

Adrenaline-Style Baseball Franchise Returns This Spring;
To Be Available For a Steal at U.S. MSRP of $19.99

CHICAGO - February 22, 2006 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced MLB(R)
SlugFest(R) 2006 is in development and scheduled to ship in Spring 2006 for
the PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft, expected at a U.S. suggested retail price of $19.99.

"MLB SlugFest 2006 is the only adrenaline-style, officially MLB licensed
baseball game on the market and we're very excited to be able to offer gamers
the latest in the SlugFest franchise at a great value," said Steve Allison,
chief marketing officer, Midway. "At a competitive price point and in a year
in which fewer than usual MLB licensed games exist, we're certain that fans
will embrace having a choice at retail, especially with the enhancements that
we've been able to incorporate into MLB SlugFest 2006."

About MLB SlugFest 2006

Midway's newest offering of its over-the-top baseball game, MLB SlugFest 2006
will feature a new create-a-player mode, updated team rosters and stadiums,
along with a new library of signature animations and extreme collisions that
have distinguished the franchise since its debut in 2002.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

SlugFest is a registered trademark of Midway Amusement Games, LLC. Major
League Baseball trademarks and copyrights are used with permission of Major
League Baseball Properties, Inc. You can reach Major League Baseball on the
web at MLB.com. (C) MLBPA-Official Licensee, Major League Baseball Players
Association. Visit www.MLBPLAYERS.com, the Players Choice on the web. The
MLBPA logo is a trademark of the Major League Baseball Players Association.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries. All other trademarks
are the property of their respective owners. Midway has provided the
www.bigleaguers.com and MLB.com links solely as a convenience for you. The
information on these sites has been prepared by third parties, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

This press release contains "forward-looking statements"within the meaning of
the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year % ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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MIDWAY ANNOUNCES THIS GENERATION'S FINAL CHAPTER IN CLASSIC FRANCHISE, MORTAL
KOMBAT(R): ARMAGEDDON(TM)

Every Character in the Fighting Game's History is Now Playable,
Create-A-Fighter Mode, User-Created Fatalities and So Much More

Mortal Kombat(R): Unchained(TM) Announced for Sony PlayStation(R) Portable
(PSP(TM))

CHICAGO - February 28, 2006 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, announced today
that Mortal Kombat(R): Armageddon(TM), the final franchise installment on
current generation systems featuring the most extensive cast of playable
characters in the series to-date and an all-new create-a-fighter mode, is
currently in development for the PlayStation(R)2 computer entertainment
system and the Xbox(R) video game system from Microsoft. Mortal Kombat:
Armageddon is expected to ship Fall 2006.

"As the final chapter of Mortal Kombat on current generation gaming
platforms, we're eager to raise the bar for the fighting genre yet again with
Mortal Kombat: Armageddon," said Steve Allison, chief marketing officer,
Midway. "Building off of the tremendous successes of Mortal Kombat: Deception
in October 2004 and Mortal Kombat: Shaolin Monks in September 2005, Mortal
Kombat: Armageddon introduces the most comprehensive cast of playable
characters from every Mortal Kombat title, both past and present, in addition
to the first create-a-fighter mode in franchise history."

About Mortal Kombat: Armageddon

Introducing Mortal Kombat: Armageddon - the latest chapter in the
award-winning, best-selling video game fighting franchise. With the most
complete Mortal Kombat roster ever, including every character from the Mortal
Kombat fighting universe, revolutionary Create-A-Fighter and
Create-A-Fatality modes, plus a brand new Konquest mode, Mortal Kombat:
Armageddon promises to be the most complete, intensely lethal, fighting
experience ever!

Midway also revealed today Mortal Kombat(R): Unchained(TM) for the PSP(TM)
(PlayStation(R) Portable) system from Sony. Mortal Kombat: Unchained delivers
the deepest fighting game ever on the PSP with the lethal intensity that
helped establish the franchise as the ultimate fighting game of all time!
With multiple fatalities per character, multi-tiered interactive backgrounds,
extensive game modes including head-to-head Wi-Fi capabilities, six new
fighters, and a new endurance mode Mortal Kombat: Unchained revolutionizes
the fighting game genre once again and is expected to ship Fall 2006.

For more information about Mortal Kombat: Armageddon or Mortal Kombat:
Unchained, please visit www.midway.com.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

###

MORTAL KOMBAT: ARMAGEDDON, MORTAL KOMBAT: DECEPTION, MORTAL KOMBAT:
UNCHAINED, MORTAL KOMBAT: SHAOLIN MONKS and MIDWAY are trademarks of Midway
Amusement Games, LLC. "PSP" is a trademark and "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries. All other trademarks are the property of their
respective companies.

This press release contains "forward-looking statements"within the meaning of
the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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MIDWAY SHOOTS AND SCORES AS NBA BALLERS: PHENOM HITS STORE SHELVES

NBA Superstar or Entertainment Entrepreneur... You Choose!

CHICAGO - March 31, 2006 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
NBA Ballers: Phenom, follow up to the million unit-plus selling NBA Ballers,
has shipped for the PlayStation(R)2 computer entertainment system and the
Xbox(R) videogame system from Microsoft. Midway also announced that NBA
Ballers: Rebound for the PSP(TM) (PlayStation(R) Portable) system is
scheduled for release on May 2, 2006.

Backed by a multi-million dollar marketing and promotional campaign, NBA
Ballers: Phenom sets a new standard for basketball videogames. The highly
anticipated sequel in the NBA Ballers franchise takes flight with even more
player customization options and all-new game modes that make NBA Ballers:
Phenom the most in-depth and innovative basketball game in Midway's rich
basketball history.

"NBA Ballers: Phenom is a unique combination of the franchise's highly
praised, fast-paced basketball gameplay and the culture of today's
professional athlete celebrity, " said Steve Allison, chief marketing
officer, Midway. "Midway is continuously looking for ways to improve the
player's ability to fully customize and interact with the game environment
and to ultimately make decisions throughout the gameplay experience that
affect the end result. NBA Ballers: Phenom retains the over the top
basketball gameplay that Midway is known for while also offering the player
so much more, both on and off the court."

NBA Ballers: Phenom Multi-Million Dollar Marketing Campaign includes:

* National television advertising campaign on multiple mainstream broadcast
and cable networks ESPN, ESPN2, ESPNEWS, TNT, MTV, MTV2, Comedy Central, BET,
and Spike TV

* SpikeTV's NBA Ballers Week commenced in April with two (2) NBA Ballers:
Phenom-focused episodes of "GameHead" and will continue through launch with
integrations across the network's popular programming.

* Large presence during 2006 NBA All-Star Weekend included sponsorship of
Club NBA music events, product sampling, and giveaways

* Aggressive online campaign to top-tier enthusiast and mainstream consumer
sites including NBA.com, Gamespot.com, IGN.com, and UGO.com, among others

* Print advertising campaign across multiple major video game and consumer
publications including FHM, VIBE, Game Informer, and Official PlayStation
Magazine

* National launch program across all game retailers, where gamers receive a
16 song NBA Ballers: Phenom Soundtrack featuring video game exclusive tracks
by artists like Jin, Basement Beats, and Phife from a Tribe Called Quest.
(Limited time offer, while supplies last)

* Dedicated web presence at www.nbaballers.com, the official website of NBA
Ballers: Phenom.

About NBA Ballers: Phenom

NBA Ballers: Phenom is a revolutionary sports video game that introduces an
entirely new open world and interactive environment, featuring an exciting
story mode and even more player customization opportunities than its
predecessor. Set in the neighborhoods of Los Angeles, the player controls his
own destiny, embarking on a personal quest to become tomorrow's NBA
phenomenon. For the first time ever in the NBA Ballers franchise, the NBA
Ballers: Phenom story mode allows the unique opportunity to develop both on
and off-the-court adventures. Players can follow the Baller's dream by
getting noticed on the court and drafted into the NBA, as well as become an
entrepreneur off-the-court complete with clothing line, record label and
movie deal.

About NBA Ballers: Rebound

NBA Ballers: Rebound is the only one-on-one basketball videogame available
for the PSP highlighting the rags-to-riches path from an unknown Baller to
today's biggest NBA superstar and is based on the original Midway title, NBA
Ballers.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2005 NBA Properties, Inc. All rights reserved.
Distributed under license by Midway Home Entertainment Inc. MIDWAY, BALLERS,
and BALLERS: PHENOM are trademarks of Midway Amusement Games, LLC. "PSP" is a
trademark and "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. Memory
Stick Duo(TM) may be required (sold separately). All other trademarks are the
property of their respective companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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SPY HUNTER(R): NOWHERE TO RUN(TM) STARRING DWAYNE "THE ROCK" JOHNSON RACES TO
RETAIL

From Intense Mission-Based Driving to On-Foot Action, the Latest Installment
of the World Famous Spy Hunter Franchise has it All

Chicago - September 5, 2006 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
that Spy Hunter(R): Nowhere to Run(TM) has shipped to retail outlets
nationwide, for the PlayStation(R)2 computer entertainment system and the
Xbox(R) videogame system from Microsoft. For the first time in this popular
franchise, players will be able to step out from behind the wheel of the
Interceptor and straight into 3rd person action, as ex-fighter pilot Alex
Decker, played by Hollywood heavyweight Dwayne "The Rock" Johnson. In Nowhere
to Run, players will experience high octane Hollywood action moments, intense
melee combat and new, mission-based, high-speed chases in the infamous
Interceptor, which takes form as a car, boat and even a motorcycle!

"Spy Hunter: Nowhere to Run represents the natural evolution of the Spy
Hunter franchise by incorporating on foot shooting and melee combat to the
driving combat experience," said Steve Allison, chief marketing officer,
Midway. "Not only will the game feature the classic driving levels the time
tested-franchise is known for, but we've added several new gameplay elements
including 3rd person action, melee combat and high-powered cinematic action
moments, taking the franchise to the next level."

"It's been a great privilege working with Midway to bring a persona to Spy
Hunter's main character, Alex Decker," said Dwayne "The Rock" Johnson. "From
the voice-over sessions to the motion capture work, Midway allowed me to
infuse the character with my own personality in every way possible."

About Spy Hunter: Nowhere to Run

SpyHunter(R): Nowhere to Run(TM) takes the Spy Hunter franchise where it's
never gone before-on foot. Featuring Hollywood heavyweight Dwayne "The Rock"
Johnson as government super-spy extraordinaire Alex Decker, players for the
first time ever can step out of the Interceptor and straight into
third-person action, utilizing The Rock's physical prowess to take down
enemies with intense melee combat moves. In Nowhere to Run, the evil NOSTRA
corporation returns, this time with a plan to steal the latest government
technology including the world's most sophisticated spy vehicle, the
Interceptor, and it's up to Alex to stop them.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

SPY HUNTER, SPY HUNTER: NOWHERE TO RUN and MIDWAY are trademarks or
registered trademarks of Midway Amusement Games, LLC. Xbox is a registered
trademark of Microsoft Corporation in the United States and/or other
countries. All other trademarks are the property of their respective
companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2005, and in more
recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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The new Mortal Kombat game includes a create - er, kreate - a fighter mode.
Here's how you can use it to create some famous personas: Bruce Campbell, Hulk
Hogan, Jason Voorhees, Silent Bob, and Jack Thompson:

http://www.gamingtarget.com/article.php?artid=6154
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Key Personnel Additions Bolster 3DO Executive Staff

REDWOOD CITY, CA (June 6, 2001) - The 3DO Company (Nasdaq: THDO) today
announced several key additions to the executive staff, hiring David Maynard
as Vice-President, Technology; Jeff Cretcher as Vice-President, Production;
and Terry Fowler as Director, Software Engineering.

A former Director of Software for Studio 3DO, David Maynard has more than 25
years' experience in developing network software. Maynard was one of the first
employees hired by Trip Hawkins when he founded Electronic Arts in 1982. He
was also a software developer at Stanford Research Institute during the early
development of the Internet (ARPANET). He also worked at Xerox PARC and at
Xerox System Development Division on the first network-based office automation
software, the Xerox 8010 Star.

Jeff Cretcher brings more than two decades of video production experience to
the product development department of 3DO. Cretcher comes to 3DO from Simulis
LLC, a leading provider of simulation-based e-learning content, where he
served as Vice-President of Operations and was responsible for the creation of
all customer training content for such clients as US Air, Schlumberger, and
Honda of America. Cretcher is the former president of SOME Interactive,
publisher of several award-winning CD-ROM games including Wrath of the Gods
and The Crystal Skull. He is also former President and CEO of SFPG, one of
Northern California's premiere post production, computer animation and special
effects facilities and creators of Anheuser-Busch's Bud Bowl spots.

Terry Fowler joins The 3DO Company after 10 years at Electronic Arts where he
served both as an Art and Tool Department Manager, as well as a Director of
Tools Development. While at EA, Fowler staffed and managed a group of 30
hardware and software engineers to accelerate the company's software
development process.

"These additions make the 3DO team stronger, deeper, and more experienced in
several critical areas," said Trip Hawkins, Chairman and CEO of The 3DO
Company.

More information about The 3DO Company and 3DO's products can be found on the
Internet at www.3do.com.

3DO is a trademark of The 3DO Company in the U.S. and other countries.

###

 ------------
Category 8,  Topic 17
Message 2          Tue Jun 12, 2001
KGAGNE [Ken]                 at 10:56 PDT

3DO Signs Interactive Publishing Deal for "Cubix : Robots For Everyone" With
4Kids Entertainment

REDWOOD CITY, CA (June 12, 2001) * The 3DO Company (Nasdaq: THDO) has signed an
agreement to license interactive publishing rights for 4Kids Entertainment,
Inc.'s (NYSE: KDE) hot new property, "Cubix: Robots For Everyone," a new CGI
animated series launching this August on Kids' WB!, the #1 broadcast network
for kids. The series airs immediately following Pokemon, the top rated kids TV
show also from 4Kids Entertainment.

Under the terms of the deal, 3DO has acquired the worldwide rights, excluding
Asia and the Middle East, to develop, publish and distribute interactive games
based on "Cubix: Robots for Everyone." 3DO has the rights to create Cubix games
on numerous gaming platforms including the PlayStation(R) game console, the
PlayStation(R)2 computer entertainment system, Nintendo's handheld video game
systems, Game Boy(R) Color and Game Boy(R) Advance as well as Nintendo's next
generation video game system NINTENDO GAMECUBE(tm), and the Xbox(tm) video game
console from Microsoft(R). The first Cubix games are expected to ship Christmas
2001. "We are pleased to be working with one of the top producers of video
games in the industry. We look forward to seeing the unique CGI animated
graphics of Cubix translated into videogames," stated Al Kahn, Chairman and CEO
of 4Kids Entertainment Inc.

Cubix was one of the top new properties at this past February's Toy Fair in New
York City and already has secured multiple licensing deals in a number of
categories including kid's apparel, publishing, toys and a QSR promotion. A
national marketing campaign to support Cubix will begin in July 2001 with a VHS
tape mailing to 1.2 million kids in the United States, a Cubix road tour to the
top 10 markets slated for late fall/winter, and the launch of a Cubix website
(www.cubixrobotsforeveryone.com <http://www.cubixrobotsforeveryone.com>) this
summer.

"4Kids Entertainment has a stellar track record of licensing the properties
that kids want," stated Trip Hawkins, President and CEO of The 3DO Company.
"We're excited to be in at the ground level for what should be the hottest new
kid's brand this Christmas."

About The 3DO Company:
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes,
and distributes interactive entertainment software for personal computers, the
Internet, and advanced entertainment systems such as the PlayStation(R) game
console, the PlayStation(R)2 computer entertainment system, the Game Boy(R)
Color, Game Boy(R) Advance, and the Nintendo(R) 64. 3DO markets and publishes
its products worldwide under multiple brand names including Army Men, Heroes,
High Heat Baseball, Might and Magic, and World Destruction League. More
information about The 3DO Company and its products can be found on the Internet
at www.3do.com.

About 4Kids:
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing and
product development, television, film, music and home video production and
distribution, media buying and planning and website development. For further
information, please visit the company's Web site at www.4kidsEnt.com.

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced products as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and Exchange
Commission, including the Company's Annual Report on Form 10-K for the Fiscal
year ended March 31, 2000 and the Company's Reports on Form 10-Q for the Fiscal
quarters ended June 30, 2000, September 30, 2000 and December 31, 2000. The
Company expressly disclaims the obligation to update any forward-looking
statements to reflect events or circumstances after the date hereof.

3DO, Army Men, Heroes, High Heat, , Might and Magic, World Destruction League,
and their respective logos, are trademarks or registered trademarks of The 3DO
Company in the U.S. and other countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Nintendo and Nintendo 64 are registered trademarks of Nintendo of America Inc.
and (C) 1996 Nintendo of America Inc. Game Boy Game Boy Color and Game Boy
Advance are registered trademarks of Nintendo of America Inc. * 1989, 1998
Nintendo of America Inc.

All other trademarks and trade names belong to their respective owners.

# # #
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It's the Diamondbacks(tm) in 6 According to 3DO's High Heat(tm)Major League
Baseball Simulation of the World Series .

Dominating Pitching Leads Arizona to Their First Championship

(Redwood City, CA) October 26, 2001- In The 3DO Company's annual High Heat
Major League Baseball simulation of this year's World Series, the Arizona
Diamondbacks emerged victorious 4 games to 2. Led by the dominating pitching
and unlikely hitting star Craig Counsell, the Diamondbacks won 7 out of 10
simulations. Randy Johnson was the series MVP, logging 1 win, an ERA of 2.12,
and striking out 21 hitters in 17 innings pitched. Other series stars
included the aforementioned Counsell, who hit .345 in the series, smashing1
homerun and driving in 9. David Justice led the Yankees with 3 homeruns and 8
RBIs.

The High Heat Major League Baseball game features excellent fast-paced, true
to life gameplay and was recently called "the best baseball game for the
PlayStation 2 computer entertainment system" by Official PlayStation
Magazine. The High Heat franchise is known for realistic batter-pitcher
match-ups, authentic recreations of all 30 MLB(tm) stadiums, superior
artificial intelligence, and multiple difficulty settings that are tuned for
the novice and hard core gamer alike. The High Heat Major League Baseball
series is available for the PC, PlayStation game console, PlayStation 2
computer entertainment system, and the Game Boy Advance.

For more information on the High Heat Major League Baseball game, or the
results of this simulation, contact Michael Meyers at (650) 385-2830 or email
at mike.meyers@3do.com <mailto:mike.meyers@3do.com>

NOTE: 3DO, High Heat, and their respective logos, are trademarks or
registered trademarks of The 3DO Company in the U.S. and other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo, Game Boy, and Game Boy Advance are trademarks of Nintendo. Major
League Baseball trademarks and copyrights are used with permission of Major
League Baseball Properties, Inc. You can reach MLB on the web at MLB.com.
(c)MLBPA Officially licensed by Major League Baseball Players Association.
All other trademarks and trade names belong to their respective owners.
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Arizona Diamondbacks(tm) Ace Schilling Teams Up with 3DO for High Heat(tm)
Major League Baseball(R) 2003

Portion of Proceeds from Sales of Games to Be Donated to "Curt's Pitch for
ALS"

REDWOOD CITY, CA - (December 3, 2001) - The 3DO Company (Nasdaq: THDO) today
announced that it has signed Arizona Diamondbacks ace pitcher and World
Series(tm) co-mvp Curt Schilling to an endorsement deal to promote the latest
edition in their award-winning baseball game series, High Heat(tm) Major
League Baseball(R) 2003. The game will ship for the PlayStation(R)2 computer
entertainment system, the Game Boy(R) Advance handheld video game system and
the PC in Spring 2002.

Schilling led the World Champion Diamondbacks with 22 wins and was named
co-MVP of the 2001 World Series. Curt Schilling became a champion of the ALS
cause in 1992 when he created "Curt's Pitch for ALS." Through the "Curt's
Pitch" program, Schilling donates $1,000 for each win and $100 for every
strikeout. Since the program's inception, Schilling has personally
contributed $177,400 and Curt's Pitch has raised $660,000 for ALS research
and patient care. Schilling was awarded this year's Roberto Clemente Award
given annually to the player who combines outstanding skills on the baseball
field with dedicated work in the community. A portion of the proceeds from
sales of each High Heat Major League Baseball 2003 game will be donated to
"Curt's Pitch for ALS."

The High Heat Baseball(R) game series has received critical acclaim from the
press and consumers and has been hailed by many as "one of the greatest
sports games ever made." Last year's edition of High Heat continued its
tradition of being a gaming industry favorite, receiving "Best Baseball Game"
praise from numerous publications including Official PlayStation Magazine,
PSE2, PSM, Computer Gaming World, PC Gamer, Silicon Magazine and GamePro.
According to GamePro Magazine, "High Heat beats reigning champ Triple Play
for the total baseball game that's worth playing all season long." PC Gamer
recently named High Heat "one of the top 50 gaming franchises of all time."

The features of "High Heat Major League Baseball 2003" for the PlayStation 2
system include:

* New Graphics Engine: Ultra-realistic, smoother animations, lifelike
lighting, dynamic camerawork, exceptional special effects, player model
differentials, and ultra-realistic stadiums.
* New Game Modes: Create-A-Player, Player Editor, Home Run Derby(R), Fantasy
Draft, Play-offs, Batting Practice, and the 3DO original creation "TWO ON TWO
SHOWDOWN(tm)."
* Realistic Ballpark Sound: Intelligent crowd sounds featuring 3DO's
Interactive Crowd Excitement System (crowds react to great plays by the home
team, boo stall tactics by the visitors, etc.), dynamic two man booth
featuring Dave O'Brien of the Florida Marlins(tm) and color man Chuck
Valenches of the Pittsburgh Pirates(tm) minor league organization, and
stadium announcer Roy Steele of the Oakland Athletics(tm).
* Analog Control: Full 360-degree range of motion for fielding, pitching, and
batting.
* Tuning Menu: Users can customize many game settings to their personal
liking. Elements such as base runner speed, pitch speed, computer-hitting
skill, etc. can all be adjusted.
* Loadable Custom Rosters: Users can save modified rosters from a season and
use them later in exhibition play, trade them with friends, or start a new
season with them.
* Extra 'Free Agent' Players: Extra player pool composed of unsigned players
allow for roster flexibility and injured player replacement.
* Injuries: High Heat features everything from little nagging injuries to the
season-ending kind. Injuries are a part of baseball, so they're a part of
High Heat.
* Unsurpassed Pitcher and Batter Artificial Intelligence: Batters work the
count and take you deep in you make a mistake, pitchers nibble at the
corners, and keep your hitters off-balance with a mixture of speeds and
locations.


More information about The 3DO Company and 3DO's products can be found on the
Internet at www.3do.com.

###

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2001, December 31, 2000, and September
30, 2000. The Company expressly disclaims the obligation to update any
forward-looking statements to reflect events or circumstances after the date
hereof.
3DO, High Heat, High Heat Baseball, and their respective logos, are
trademarks or registered trademarks of The 3DO Company in the U.S. and other
countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Game Boy and Game Boy Advance are trademarks of Nintendo. All other
trademarks and trade names belong to their respective owners.
Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach MLB on the web at
MLB.com.
(C)MLBPA Official Licensee - Major League Baseball Players Association. Visit
the Players Choice on the Web at www.bigleaguers.com.
All other trademarks and trade names belong to their respective owners.
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KGAGNE [Ken]                 at 12:06 PDT

Gaming Industry Veteran Dick Lehrberg
Joins Board of Directors of The 3DO Company

REDWOOD CITY, Calif. - December 5, 2001 - The 3DO Company (Nasdaq: THDO)
announced today that Dick Lehrberg has joined the Company's board of
directors. Lehrberg has worked in the videogame and toy industries since
1979, when he was the National Catalog Marketing Manager for the Toy and
Videogame category at Sears Roebuck and Company.

Over his career, Lehrberg has held key roles with several major video game
publishers, including Vice-President and General Manager of the
entertainment division at Activision, Inc., and Executive Vice-President of
Interplay Entertainment, as well as serving on Interplay's Board of
Directors up until September 2001.

"Dick Lehrberg is a 20-year veteran of the industry who has seen it all,
and then some+ said Trip Hawkins.+ "He brings important experience, skills,
and relationships to 3DO's Board of Directors."

More information about The 3DO Company and 3DO's products can be found on
the Internet at www.3do.com.

3DO and their respective logos are trademarks or registered trademarks of
The 3DO Company in the U.S. and other countries.
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3DO To Become Nintendo GameCube(TM) Publisher

Popular Brands Are Joined by New, Original Franchises

REDWOOD CITY, Calif., May 9 /PRNewswire-FirstCall/ -- The 3DO Company
(Nasdaq: THDO today announced that it is developing its most popular
franchises for the Nintendo GameCube(TM), including Army Men(R), Cubix(TM)
Robots for Everyone, High Heat(TM) Major League Baseball(R), and Jonny
Moseley Mad Trix(TM), as well as some all-new, ambitious projects. "3DO has a
great history of creating games that Nintendo gamers want to play," said
Juana Tingdale, vice president of licensing for Nintendo of America. "We are
excited to see 3DO bringing games to the Nintendo GameCube that fit so well
with our customers."

3DO's Army Men brand has already sold over six million copies worldwide
across six different platforms, including the Nintendo(R) 64 video game
system, and the Game Boy Advance and the Game Boy(R) Color video game
handheld systems. The Army Men handheld games have been consistent top 10
sellers, having sold several hundred thousand units on the Game Boy Color
alone. For the Nintendo GameCube, 3DO is developing the Sarge's War(TM) game;
a Nintendo GameCube exclusive based on the hit Sarge's Heroes(R) series.

Cubix(TM) Robots for Everyone, from 4Kids Entertainment (NYSE: KDE) premiered
Saturday, August 11, 2001 and has earned top ratings with Kids 2-11, Kids
6-11,Boys 2-11 and Boys 6-11 in its time period against broadcast
competition. Set in the future, Cubix(TM) takes place in Bubble Town where
robots are a part of everyday life. The animated series follows the
adventures of a boy named Connor and his robot pal, Cubix(TM), along with a
cast of both human and robot friends. They embark on numerous adventures as
they attempt to repair damaged robots and ward off their evil nemesis, Dr. K.

The High Heat Baseball(R) game series has received critical acclaim from the
press and consumers and has been hailed by many as "one of the greatest
sports games ever made." Last year's edition of High Heat continued its
tradition of being a gaming industry favorite, receiving "Best Baseball Game"
praise from numerous publications including Official PlayStation Magazine,
PSE2, PSM, Computer Gaming World, PC Gamer, Silicon Magazine and GamePro.
According to GamePro Magazine, "High Heat beats reigning champ Triple Play
for the total baseball game that's worth playing all season long." PC Gamer
recently named High Heat "one of the top 50 gaming franchises of all time."
The High Heat Major League Baseball 2003 game is currently available for the
PC, PlayStation(R)2 computer entertainment system, Game Boy Advance.

The Jonny Moseley Mad Trix game, currently available for the PlayStation(R)2
computer entertainment system and for Game Boy Advance, is the first
trick-based freeskiing game ever made. In the Slopestyle mode, players race
through fantastical environments such as snowed-in San Francisco, Las Vegas,
Rome, Machu Picchu and many other cities, pulling off sick tricks and
competing for medals, sponsors and fame. Big Mountain mode is every player's
chance to star in his or her own ski movie. Race at high speeds, hucking
yourself off cliffs, launching from the roofs of snowed-in cottages, jumping
over trains, and rail sliding on fallen trees. In this mode, out of bounds is
fair play! About The 3DO Company

The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(R)2
computer entertainment system, the Nintendo GameCube(TM) and the Nintendo
Game Boy(R) Advance. More information about The 3DO Company and 3DO products
can be found on the Internet at www.3do.com. About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. is a global provider of children's entertainment and
merchandise licensing. 4Kids, through its wholly owned subsidiaries, provides
domestic and international merchandise licensing and product development,
television, film, music and home video production and distribution, media
buying and planning and Web site development. For further information, please
visit the Company's Web site at www.4kidsentertainment.com.

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2001, September 30, 2001, and December
31, 2001. The Company expressly disclaims the obligation to update any
forward- looking statements to reflect events or circumstances after the date
hereof.

NOTE: 3DO, Army Men, High Heat, High Heat Baseball, Mad Trix, Sarge's Heroes,
Sarge's War and their respective logos, are trademarks or registered
trademarks of The 3DO Company in the U.S. and other countries.

Cubix(TM) is a registered trademark of CINEPIX, Daiwon and 4Kids
Entertainment.(C) 2000 by CINEPIX, Daiwon and 4Kids Entertainment. (TM), (R),
Nintendo 64, Game Boy Color, Game Boy Advance and the Nintendo GameCube logo
are trademarks of Nintendo.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach MLB on the web at
MLB.com.

(C)MLBPA Official Licensee - Major League Baseball Players Association. Visit
the Players Choice on the Web at www.bigleaguers.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks belong to their respective owners.
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3DO Partners With Racing Game Experts, Eutechnyx, for Next Generation Street
Racing Title

REDWOOD CITY, CA (May 30, 2002) - The 3DO Company (Nasdaq: THDO) today
announced it has signed an agreement with expert racing game developer,
Eutechnyx, to produce an immersive street racing title for next generation
gaming consoles. The titles are expected to be available in Summer 2003.

Eutechnyx is the world's leading driving game development specialist, having
produced racing titles for such multinational publishers as Eidos
Interactive, Electronic Arts and Infogrames and having worked with such
popular brands as "Formula One", "James Bond 007" and "Le Mans 24 Hours." The
company has also won several prestigious awards including the Sunday Times
Tech Track 100, Deloitte and Touche Fast 50 Award and PC Format Gold Award.

"Eutechnyx really has racing games down - it's all they do. It's what really
attracted us to working with them," said Jeff Cretcher, vice-president,
product development. "Their highly specialized expertise allows us to
concentrate on what's really important - making a great game."

"We are really excited about working with 3DO on this development project,"
said Brian Jobling, managing director of Eutechnyx. "With 'Street Racing'
(working title), what we'll give gamers will go beyond driving superfast cars
- we'll be giving them the opportunity to experience the whole street racing
culture."

About The 3DO Company
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(R)2
computer entertainment system, the Nintendo GameCube(TM) and the Game Boy(R)
Advance system. More information about The 3DO Company and 3DO products can
be found on the Internet at www.3do.com.

About Eutechnyx
Eutechnyx is an award-winning driving game developer based in the North East
of England. The company was established in 1987 and since then has produced
over 300 titles.

3DO and its respective logos, are trademarks or registered trademarks of The
3DO Company in the U.S. and other countries.

(TM), (R), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks belong to their respective owners.
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THE 3DO COMPANY RETURNS TO PROFITABILITY

REDWOOD CITY, CA (June 26, 2002) - The 3DO Company (NASDAQ: THDO) today
announced that it will return to profitability in the quarter ending June 30,
2002, and expects to beat street estimates for net revenue, net income, and
earnings per share. In addition, the company expects to announce final
details of a planned credit facility of up to $15 million within a few days.
The company also announced that the 120-day period during which preferred
stockholders could convert to common stock on favorable terms ended on June
14, 2002.

Separately, the company disclosed that because its common stock price has
remained below $1.00 per share, it is not currently in compliance with
Nasdaq's minimum bid price requirement (Nasdaq Marketplace Rule 4450(a)(5)).
The Company received a Nasdaq staff determination indicating non-compliance
on June 21, 2002. As a result, its securities are subject to delisting from
the Nasdaq National Market. The Company, however, intends to request a
hearing regarding the Nasdaq staff determination and will present its plan of
action, which may include a reverse stock split, to maintain compliance with
the Nasdaq National Market continued listing standards. The request for a
hearing will suspend the delisting action until the Nasdaq Listing
Qualifications Panel reaches a final decision on the Company's appeal, but
there can be no assurance that the Panel will decide in the Company's favor.

All planned new product releases will make the June 2002 quarter, including
the European releases of the Sven Goran Eriksson soccer games that were
successfully timed around England's strong performance in the FIFA World Cup.
Back catalog licensing revenue have both been strong during the June quarter.
Heroes of Might and Magic(R) IV reached # 1 on the PC charts in France, # 2
in England, and # 2 in the USA during the quarter. Other games including
Might and Magic(R) IX, Army Men(R) RTS, and High Heat(TM) Major League
Baseball(R) also had good sell-through during the quarter.

A rising star for 3DO, High Heat Major League Baseball has tripled its sales
from last year to-date and has doubled its market share on the
PlayStation(R)2 computer entertainment system from one year ago. The major
gaming press unanimously picked High Heat to be the best PC and PlayStation 2
baseball game of 2002, including The Official PlayStation Magazine,
Electronic Gaming Monthly, PSE2, PlayStation Magazine, GamePro, Silicon,
Gamers.com, Operation Sports, Baseball Sim Central, Game Industry News,
Reuters, USA Today Online and the San Francisco Chronicle.

"We've right-sized the business and improved our operations," said Trip
Hawkins, CEO. "And we have successful games in the channel that have enabled
us to be on a consistent reorder basis with our major accounts. As a result
we have been able to operate the entire first half of the calendar year
without needing new capital infusions, or even the use of a credit line. This
Company-wide spending discipline, combined with market growth and the new
credit line that we expect to be able to describe in detail shortly, gives us
confidence that we will continue to make good financial progress and achieve
high growth in revenues and profits next year."

The company's preferred stock financing in December, 2001, allowed investors
to convert to common at a discount to market for a 120 day period ending June
14, 2002. This feature may have contributed to selling pressure on the stock,
including the nearly twenty-fold increase in the cumulative short position on
3DO stock since the financing was closed. With the ending of the favorable
conversion period, the conversion price for preferred stock into common stock
is now fixed at approximately 78 cents per share, a significant premium to
market. As a result, the company believes that holders of preferred stock no
longer have any incentive to short 3DO common stock. Conversion at the 78
cent price is permitted at any time until the end of the 3-year conversion
period in December, 2004. During the favorable conversion period, through
June 14, 2002, approximately 31% of preferred stock was converted to common
stock, resulting in the issuance of approximately 7.6 million new shares of
common stock. While holders of preferred stock are not obligated to convert
their shares, approximately 14.2 million shares of additional common stock
would be issued if all shares of preferred stock were converted. Prior to the
December financing, the company had approximately 53 million shares of common
stock outstanding.

"Naturally, we believe that it is not a coincidence that 3DO shares traded
under $1.00 per share beginning in February when the registration statement
regarding the December 2001 financing became effective," said Hawkins. "Now
that it is over, we hope to see buying interest returning to the stock,
particularly as we improve our operating performance. We also hope that
between our business improvements and a higher stock price, potentially
enabled by a reverse stock split, we will attract new interest from small cap
investors and remain fully in compliance with the continued listing
requirements of the Nasdaq National Market. We've turned an important corner.
False rumors and speculation about our prospects have been hurting us but
this news should clear the air. We believe our position and prospects now are
better than at any time in the last two years."

One such example of false speculation is a recent story claiming that the
company had ceased operations in England, which is not true. The company did
change its address to 9Z Upper Aughton Road, Southport, Merseyside, UK
PR99UZ.

About The 3DO Company
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(R)2
computer entertainment system, the Nintendo GameCube(TM) and the Game Boy(R)
Advance systems.

The statements contained in this release that are not historical facts are
"forward-looking statements" that are subject to risks and uncertainties.
Factors which could cause the company's results to differ materially include,
without limitation, the timely shipment of the company's products and
recognition of revenues, unanticipated expenses, unexpected conversion of
preferred stock or exercise of warrants and options, successful negotiation
and execution of a loan and security agreement for a new credit facility, the
timely development and release of the company's products, popularity of the
company's brands, and the consequences of competitive factors in the
marketplace. Further information on potential factors which could affect such
forward-looking statements and the Company's financial results are described
in the Company's filings with the Securities and Exchange Commission,
including the Company's Annual Report on Form 10-K for the fiscal year ended
March 31, 2001 and the Company's Reports on Form 10-Q for the fiscal quarters
ended June 30, 2001, September 30, 2001 and December 31,2001. The company
disclaims any obligation to update any forward-looking statement to reflect
events or circumstances occurring after the date hereof.

3DO, Army Men, High Heat, Heroes of Might and Magic, Might and Magic, and
their respective logos, are trademarks or registered trademarks of The 3DO
Company in the U.S. and other countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

(TM), (R), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo.

(C)MLBPA Official Licensee - Major League Baseball Players Association. Major
League Baseball trademarks and copyrights are used with permission of Major
League Baseball Properties, Inc.

All other trademarks and trade names belong to their respective owners.
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3DO has declared bankruptcy.  GamerFeed.com reports that Namco bought the
rights to Street Racing Syndicate; UbiSoft bought Might & Magic, and Heroes of
Might & Magic; and Microsoft bought High Heat Baseball.
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Acclaim is offering a $10,000 prize to the parents of the first baby born on
September 1 and named "Turok."  Visit
http://www.cnn.com/2002/TECH/ptech/08/27/turok.baby.reut/index.html for the
story.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
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Acclaim is idiotic.  Awhile back, their U.K. division tried advertising on
tombstones.  Recently, a customer tried to break the record for longest wait
for a game, by camping out 50 days in advance for Turok Evolution - a game
which will be readily available upon release, or which he could've reserved
with a simple $5 deposit.

Anything for some publicity...

-Ken

 ------------
Category 8,  Topic 18
Message 3          Wed Aug 28, 2002
SYNDICOMM [Sheppy]           at 10:37 PDT

>>>Anything for some publicity...

Well, it's a competetive field.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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AKA ACCLAIM GETS 'NET AND WILD' WITH LAUNCH OF BMX XXX.COM

Official Site for Eagerly Anticipated, Controversial Action Sports Video
Game Goes Live,

Featuring Downloadable Movies and Collectable Banned Print Advertisements

GLEN COVE, NY, October 1, 2002 - Gearing up for what's sure to be the
wildest BMX ride ever created for the next-generation video game systems,
AKA Acclaim, a division of Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM),
today announced it has launched the official web site for its November
release, BMX XXX. The first action sports video game designed specifically
for today's mature gaming audience, BMX XXX is one of the most talked about
titles for this holiday season. Combining outrageous Hollywood humor and
characters, beautiful women from New York's famous Scores club and
incredible arcade action, BMX XXX will deliver an unparalleled interactive
entertainment experience.

Designed for audiences over the age of 17, www.bmxxxx.com
<http://www.bmxxxx.com/> features product information, downloadable movies
and collectible copies of the Company's controversial print advertisements,
which were banned by the leading video game and mass-market publications due
to their irreverent humor which highlighted elements from the game. In the
coming weeks, the site will be updated with behind-the-scenes "making of"
footage, biographies of the women from Scores, message boards and online
registration for special pre-orders and contests.

"BMX XXX is the talk of the industry, sparking heated debates over how video
games have gotten older and bolder," said Ben Fischbach, Senior Brand
Manager. "Our site reflects the game's over-the-top humor and offers a
sneak-peak at the ground-breaking direction that we are taking interactive
entertainment. The fact that certain media outlets would not run our print
advertisements from our 'Keep it Dirty' marketing campaign, reinforces our
belief that we are creating something truly unique that will change the way
people play and think about video games."

From pedals to pimps, to stunts to strippers, BMX XXX has consumers abuzz
with its envelope-pushing humor and jaw-dropping scenes. Featured on the
August cover of Game Informer magazine, the game will feature thousands of
scripted jokes and events created by some of Hollywood's top comedic
writers. BMX XXX has been a very hot topic among the media, who had the
following to say about the game:

"Putting the X back in BMX. Acclaim is poised to do the unthinkable. Their
inspiration is in the long tradition of classic comedies like Animal House
and Porky's to more recent hits American Pie and Scary Movie." - Game
Informer

"Every now and then a game comes along that makes your jaw drop to the floor
in disbelief. Bigger, badder, this could be the beginning of a bold new era
in video games."- IGN.com

BMX XXX will be available in November across all of the next-generation
platforms at suggested retail prices to be determined. For more information
on BMX XXX, please visit www.bmxxxx.com <http://www.bmxxxx.com/> .

About AKA Acclaim
Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, Dave Mirra
Freestyle BMX 3, ATV Quad Power Racing 2 and Jeremy McGrath Supercross.

About Acclaim Entertainment
Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading
worldwide developer, publisher and mass marketer of software for use with
interactive entertainment game consoles including those manufactured by
Nintendo, Sony Computer Entertainment and Microsoft Corporation as well as
personal computer hardware systems. Acclaim owns and operates six studios
located in the United States and the United Kingdom which includes a motion
capture and recording studio in the U.S., and publishes and distributes its
software through its subsidiaries in North America, the United Kingdom,
Germany, France and Spain. The Company uses regional distributors
worldwide. Acclaim also distributes entertainment software for other
publishers worldwide, publishes software gaming strategy guides and issues
"special edition" comic magazines from time to time to support its time
valued brands, Turok and Shadow Man. Acclaim's corporate headquarters are in
Glen Cove, New York and Acclaim's common stock is publicly traded on
NASDAQ.SC under the symbol AKLM. For more information please visit our
website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission.
Readers of this press release are referred to such filings.


# # #

 ------------
Category 8,  Topic 18
Message 5          Tue Oct 15, 2002
KGAGNE [Ken]                 at 10:53 PDT

Acclaim's "BMX XXX" game, featuring nudity and the like, may have indecent
exposure, but it won't have full exposure at retail: several large chains are
refusing to carry the game.

http://www.cnn.com/2002/TECH/fun.games/10/15/game.xxx.reut/index.html

 ------------
Category 8,  Topic 18
Message 6          Wed Oct 16, 2002
SYNDICOMM [Sheppy]           at 07:24 PDT

>>>Acclaim's "BMX XXX" game, featuring nudity and the like, may have indecent
exposure, but it won't have full exposure at retail: several large chains are
refusing to carry the game.

I heard about this.  Seems like a kind of dumb thing to do, until you see how
much exposure the game (and the company) are getting for putting out this
game.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 18
Message 7          Thu Oct 17, 2002
KGAGNE [Ken]                 at 09:37 PDT

There was a brief story in the Wall Street Journal on Monday about this game,
talking about how various retailers won't be carrying it, and that Sony hasn't
okayed the uncensored version yet.

-Ken

 ------------
Category 8,  Topic 18
Message 8          Thu Oct 17, 2002
KGAGNE [Ken]                 at 09:38 PDT

ACCLAIM ENTERTAINMENT, INC. RESPONDS TO CONTROVERSY
SURROUNDING LAUNCH OF 'BMX XXX' FOR NEXT-GENERATION PLATFORMS

Company Believes Product is Being Held to Different Standard Than
Similar Content in Other Entertainment Media, Including Movies and
Television

GLEN COVE, NY, October 17, 2002 - Acclaim Entertainment, Inc. (NASDAQ.SC:
AKLM) today responded to the widespread controversy surrounding the launch of
its forthcoming mature rated release, BMX XXX.

"We believe that there is a general, unfair characterization of the
interactive entertainment industry and as a result, our product is being held
to an entirely different standard than other entertainment media with
comparable content, including movies, television and radio," said Greg
Fischbach, Co-Chairman and CEO of Acclaim. "According to NPD's August report,
more than 60 percent of all next-generation hardware owners are men over the
age of 18, and this combined with the fact that last year's number one
selling game was mature rated, fully supports our belief in the demand for
this type of content."

"While we acknowledge that we are setting new benchmarks with BMX XXX, we are
disappointed that there are groups who fail to see how this humorous product
is truly on par with such widely accepted mainstream entertainment
experiences, including movies like American Pie, and TV shows like The
Sopranos and Sex and the City," added Fischbach. "As a leading publisher, we
fully believe that consumers should have a right to choose their
entertainment, and with that right comes the importance of responsible
consumerism."

"This product was not designed for, nor is it being marketed to consumers
under the age of 17, and we fully support the Electronic Software Rating
Board and encourage consumers to utilize their rating systems to make
educated purchases," concluded Fischbach.

The first action sports video game designed specifically for today's mature
gaming audience, BMX XXX features scripted jokes and events created by some
of Hollywood's top comedic writers, more than 2,000 BMX tricks and an
incredible in-game soundtrack featuring today's top artists. The product's
official web site, www.bmxxxx.com <http://www.bmxxxx.com/> , debuted a
trailer, which has been downloaded more than 500,000 times since the
beginning of the month.

BMX XXX will be available in November across all of the next-generation
platforms at suggested retail prices to be determined. For more information
on BMX XXX, please visit www.bmxxxx.com <http://www.bmxxxx.com/> . In
addition, consumers can pre-order the game at <http://www.ebgames.com/>
www.ebgames.com or <http://www.gamestop.com/> www.gamestop.com.

About AKA Acclaim

Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, Dave Mirra
Freestyle BMX 3, ATV Quad Power Racing 2 and Supercross.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

# # #

 ------------
Category 8,  Topic 18
Message 9          Fri Oct 18, 2002
KGAGNE [Ken]                 at 11:30 PDT

Penny Arcade offers a BMX XXX comic that provides no social commentary, but is
pretty darn funny nonetheless. :)

http://www.penny-arcade.com/view.php3?date=2002-10-18

 ------------
Category 8,  Topic 18
Message 10         Sun Oct 20, 2002
SYNDICOMM [Sheppy]           at 22:28 PDT

>>>Penny Arcade offers a BMX XXX comic that provides no social commentary, but
is pretty darn funny nonetheless. :)

Hey... if they got rid of the bike riding, that'd be a great game. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 8,  Topic 18
Message 11         Mon Oct 21, 2002
KGAGNE [Ken]                 at 08:09 PDT

> Hey... if they got rid of the bike riding, that'd be a great game. :)

Oh, grow up.

Or buy one of my celebrity CDs.

Either way... :)

 ------------
Category 8,  Topic 18
Message 12         Mon Oct 21, 2002
SYNDICOMM [Sheppy]           at 21:20 PDT

>>>Oh, grow up.

I thought I was. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 18
Message 13         Tue Oct 22, 2002
KGAGNE [Ken]                 at 17:52 PDT

As with Grand Theft Auto III, BMX XXX has been banned in Australia.

 ------------
Category 8,  Topic 18
Message 14         Wed Oct 23, 2002
SYNDICOMM [Sheppy]           at 09:27 PDT

>>>As with Grand Theft Auto III, BMX XXX has been banned in Australia.

That surprises me; Australians are so easy-going. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 18
Message 15         Thu Oct 31, 2002
KGAGNE [Ken]                 at 12:35 PDT

AKA ACCLAIM DEBUTS SECOND 'BMX XXX' ONLINE TRAILER

Builds on Success of Predecessor that was Downloaded More than One Million
Times; 2002's Most Talked About Game Across All Next-Generation Systems

GLEN COVE, NY, October 31, 2002 - With the launch of this year's most talked
about video game only weeks away, AKA Acclaim, a division of Acclaim
Entertainment, Inc. (NASDAQ.SC: AKLM), today announced it has released a
second trailer for BMX XXX on
<http://www.bmxxxx.com/thisisbmx/movies/index.html>
http://www.bmxxxx.com/thisisbmx/movies/index.html. The Company's first
trailer was met by incredible demand from consumers, who downloaded the film
more than one million times from the game's official site.

"Millions of consumers flocked to our site to see for themselves why this
game was being talked about on national television and in the pages of The
New York Times, The Wall Street Journal and CNN.com," said Ben Fischbach,
Senior Brand Manager. "Due to their overwhelming response and support of our
product, we've created a second trailer that will be even more irreverent and
reflective of the game's over-the-top satirical humor."

The first action sports video game designed specifically for audiences over
the age of 17, BMX XXX is one of the most talked about titles for this
holiday season. Combining outrageous Hollywood humor and characters,
beautiful women from New York's famous Scores club, incredible arcade action
and a dynamic soundtrack from today's top recording artists, BMX XXX will
deliver an unparalleled interactive entertainment experience.

BMX XXX will be available on November 15 for the PlayStation(R)2 computer
entertainment system at a suggested retail price of $49.99. The game will be
available in mid-November for the Xbox video game system from Microsoft and
Nintendo GameCube at suggested retail prices of $49.99. In order to ensure
that consumers have their copy the day the game ships, the Company encourages
consumers to pre-order BMX XXX from Electronics Boutique or GameStop. For
more information on BMX XXX, please visit www.bmxxxx.com
<http://www.bmxxxx.com> .

About AKA Acclaim
Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, ATV Quad
Power Racing 2 and Supercross.

About Acclaim Entertainment
Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at <http://www.acclaim.com/> www.acclaim.com.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

###

 ------------
Category 8,  Topic 18
Message 16         Thu Nov 07, 2002
KGAGNE [Ken]                 at 10:17 PDT

AKA ACCLAIM LAUNCHES ONLINE CONTEST TO CROWN 'MS. BMX XXX'

Winner and Guest Flown to New York City to Visit 'Scores'
Escorted By 'Gary' and 'K.C.' of 'The Howard Stern Show'

GLEN COVE, NY, November 7, 2002 - The nationwide search is on for the woman
worthy of the title Ms. BMX XXX, as AKA Acclaim, a division of Acclaim
Entertainment, Inc. (NASDAQ.SC: AKLM), today announced an online contest in
support of its eagerly anticipated November release BMX XXX. To enter the
contest, entrants must visit the game's official web site www.bmxxxx.com
<http://www.bmxxxx.com/> and submit a digital picture of themselves, which
will be voted on by the site's visitors. One lucky winner will be officially
crowned Ms. BMX XXX and flown to New York City with a guest and escorted to
the world famous Scores club by "Gary" and "K.C." of "The Howard Stern Show."
For more details on the contest, consumers can tune into "The Howard Stern
Show" beginning on Monday, November 11.

"BMX XXX is the most talked about video game of the holiday season and we're
looking for that one special person who embodies its outrageous over-the-top
entertainment experience," said Ben Fischbach, Senior Brand Manager for AKA
Acclaim. "We're confident that consumers will have fun exercising their right
to vote by helping us crown Ms. BMX XXX."

Acclaim's contest is open to legal residents of the United States, who must
be 18 years of age or older. Entries deemed obscene, defamatory, offensive or
otherwise inappropriate will be disqualified, in the sole discretion of the
Company. Official contest rules and requirements can be found at
www.bmxxxx.com <http://www.bmxxxx.com/> .

The first action sports video game designed specifically for audiences over
the age of 17, BMX XXX is one of the most talked about titles for this
holiday season. Combining outrageous Hollywood humor and characters,
beautiful women from New York's famous Scores club, incredible arcade action
and a dynamic soundtrack from today's top recording artists, BMX XXX will
deliver an unparalleled interactive entertainment experience. The version for
the PlayStation(R)2 computer entertainment system has been edited to
eliminate the topless nudity, while versions for Xbox and Nintendo GameCube
will contain topless nudity.

BMX XXX will be available on November 15 for Xbox and the PlayStation(R)2
computer entertainment system at suggested retail prices of $49.99. The game
will be available in mid-November for the Nintendo GameCube at a suggested
retail price of $49.99. In order to ensure that consumers have their copy the
day the game ships, the Company encourages consumers to pre-order BMX XXX or
visit any of the 15,000 authorized nationwide retail outlets carrying the
product. For more information on BMX XXX, please visit www.bmxxxx.com
<http://www.bmxxxx.com> .

About AKA Acclaim
Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, ATV Quad
Power Racing 2 and Supercross.

About Acclaim Entertainment
Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #

 ------------
Category 8,  Topic 18
Message 17         Tue Nov 26, 2002
KGAGNE [Ken]                 at 09:46 PDT

ACCLAIM ENTERTAINMENT, INC. APPOINTS MARC METIS AS SENIOR VICE PRESIDENT OF
BRAND

Former Vice President of Global Brand Management for Activision Brings Vast
Industry Expertise and Proven Success to Company's Senior Management Team

GLEN COVE, NY, November 26, 2002 - Continuing to strengthen its senior
management team with proven expertise and leadership, Acclaim Entertainment,
Inc. (NASDAQ.SC: AKLM), a leading global video entertainment software
developer and publisher, today announced that it has appointed Marc Metis to
the position of Senior Vice President of Brand. Reporting directly to Edmond
Sanctis, President and Chief Operating Officer of Acclaim North America,
Metis will be responsible for managing the company's existing product
franchises, as well the ongoing creation of new brands.

"We are very excited to have Marc join our organization, and are confident
that his creativity, leadership and wealth of experience will help our
organization build and manage an industry-leading product portfolio," said
Edmond Sanctis. "Having managed leading brands such as Tony Hawk, Quake and
Spider-Man during his tenure at Activision, we know that he possesses the
vision and passion to o make great games."

Metis joins Acclaim from Cablevision, where he focused on the company's
Digital Market Strategy, including growth opportunities in digital cable,
broadband Internet access, and new services. Prior to Cablevision, he was
Senior Vice President of Business Development at the investment firm Fusient
Media Ventures.

In 1996 Metis joined Activision, where he held a number of product
management, marketing and brand management positions, including Vice
President of Global Brand Management. In these roles, he helped the company
develop its console market strategy, identify new intellectual properties and
build such world-renowned brands as Tony Hawk's Pro Skater and Spider-Man.
During his time at Activision, Metis helped the company grow nearly tenfold,
from $60 million in revenue to almost $600 million.

Earlier in his career, Metis was part of the media and communications
practice at McKinsey & Company, a leading management consulting firm, where
he worked with the senior management teams of Fortune 500 companies in areas
such as games, cable TV, Internet content, magazines, packaged goods, direct
marketing, retail and telecommunications.

Metis holds an MBA from the Harvard Business School, and graduated Phi Beta
Kappa from Dartmouth College with a Bachelor of Arts in Economics.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at <http://www.acclaim.com/> www.acclaim.com.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

# # #

 ------------
Category 8,  Topic 18
Message 18         Tue Nov 26, 2002
KGAGNE [Ken]                 at 09:48 PDT

ACCLAIM ENTERTAINMENT SHIPS 'LEGENDS OF WRESTLING II' FOR NEXT-GENERATION
GAMING SYSTEMS

Successful Wrestling Franchise Returns with All-New Matches and More Than 65
Superstars - Hulk Hogan, Andre The Giant, Rowdy Roddy Piper and Bruno
Sammartino

GLEN COVE, NY, November 26, 2002 - Stepping back into the ring with the
greatest collection of wrestling icons to ever be assembled in one video
game, Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM), today announced it has
begun shipping Legends of Wrestling II for the Xbox video game system from
Microsoft, PlayStation(R)2 computer entertainment system, Nintendo GameCube
and Game Boy(R) Advance. Legends of Wrestling II features all new match types
and more than 65 superstars, including Hulk Hogan, Andre The Giant, Rowdy
Roddy Piper, Bruno Sammartino, Bret "Hitman" Hart, "Big Poppa Pump" Scott
Steiner, Sid Vicious and Jerry "The King" Lawler. In addition, the game also
features the late comedian Andy Kaufman, who will defend his Inter-Gender
Heavyweight Championship.

"Legends of Wrestling II builds upon the success of its predecessor in every
possible way, and we are thrilled to return this holiday season with a
'must-have' title for fans of professional wrestling," said Evan Stein, Vice
President of Brand. "Featuring the biggest names in the business, incredible
next-generation graphics and game play, as well as countless hours of
body-slamming action, Legends of Wrestling II is the game that wrestling fans
have been waiting for."

Legends of Wrestling II offers many exciting new features, including:

* More than 65 of the greatest wrestlers of all time;

* Cranium-crushing match types, such as 6- and 8-man Elimination Bouts, Cage,
Battle Royal, Ladder, and 3- and 4-way dances;

* Never-before-seen $15,000 Body Slam Challenge with Big John Studd;

* All-new career mode, allowing players to battle throughout the United
States and the world for the respect of promoters and fans while fighting for
the heavyweight championship of the world;

* All-new DVD bonus footage, including interviews with many of the legends
talking about their famed careers, favorite opponents and more (not available
in Nintendo GameCube or Game Boy Advance);

* Signature entrances and taunts for each legendary wrestler, including all
new licensed music composed by "Mouth of the South" Jimmy Hart;

* Fierce tag-team tournaments with great teams such as The Road Warriors,
Steiner Brothers, British Bulldogs, Nasty Boys, Rock-n-Roll Express and more;

* Advanced ISP system delivering even more bone-breaking one-button combos
and reversals for outstanding game play;

* Create-A-Legend returns bigger and better, allowing players to make their
ultimate grappler;

* All-new dynamic cloth and hair technology enhancing the realism of the
wrestlers' movements.

Legends of Wrestling II is currently available for the Xbox video game system
from Microsoft, PlayStation(R)2 computer entertainment system and Nintendo
GameCube at suggested retail prices of $49.99. In addition, the game is
available for Game Boy(R) Advance at a suggested retail price of $29.99. For
more information on Legends of Wrestling II, please visit
<http://www.acclaim.com/> www.acclaim.com.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at <http://www.acclaim.com/> www.acclaim.com.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #

 ------------
Category 8,  Topic 18
Message 19         Tue Nov 26, 2002
KGAGNE [Ken]                 at 09:51 PDT

DUALSTAR INTERACTIVE AND CLUB ACCLAIM SHIP
'MARY-KATE AND ASHLEY SWEET 16' FOR NINTENDO GAMECUBE
AND PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

#1 Selling Girls' Video Game Brand Celebrates Milestone Birthdays
With Great Party Game Fun

BEVERLY HILLS, CA/GLEN COVE, NY, November 26, 2002 - Building on its #1
selling girls' video game brand, Dualstar Interactive, the video game
division of Mary-Kate and Ashley's Dualstar Entertainment Group, and Club
Acclaim, a division of Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM), today
announced that they have shipped Mary-Kate and Ashley Sweet 16 for the
Nintendo GameCube and PlayStation(R)2 computer entertainment system. Club
Acclaim is supporting the title with an integrated marketing campaign,
including targeted TV and print advertising, and cross-promotions with the
Mary-Kate and Ashley brand's best selling books, videos and fashion dolls.

"Mary-Kate and Ashley Sweet 16 marks the next-generation debut of the most
popular video game brand for girls," said Christina Recchio, Senior Brand
Manager for Club Acclaim. "We're thrilled that Mary-Kate and Ashley's fans
will get the chance to get have an incredibly fun gaming experience that
celebrates this exciting time in their lives."

"Mary-Kate and Ashley Sweet 16 illustrates how the Mary-Kate and Ashley brand
continues to mature and innovate, and take advantage of the latest video game
technologies," said Dualstar CEO Robert Thorne. "This product reflects the
changing lifestyles of Mary-Kate and Ashley and allows their audience to take
this exciting journey with them."

Developed by N-Space, Mary-Kate and Ashley Sweet 16 tasks players with
helping earn Mary-Kate and Ashley the sweetest birthday bash ever. Players
drive through town completing jobs for their friends and family to save up
for a hot party, including a Hollywood movie premiere.

Features Include:

- Earning a driver's license to go cruising and enjoy classic, party-style
gameplay;

- Over 30 mini-games to play, including Birthday Blowout, Caught Up in
Fashion and Freeway Frenzy;

- Head-to-head play with up to three friends, or together in teams;

- Customize cars, unlock clothes, cool tunes and gain control of the car
stereo;

- In-game music from Mary-Kate and Ashley's latest movie, Getting There.

Mary-Kate and Ashley Sweet 16 is currently available for the Nintendo
GameCube and PlayStation(R)2 computer entertainment system at suggested
retail prices of $49.99. In addition, it is also available for the Game Boy
Advance at a suggested retail price of $29.99. For more information about
Club Acclaim's entire lineup of Mary-Kate and Ashley video games, please
visit www.clubacclaim.com <http://www.clubacclaim.com/> .

About Dualstar Entertainment Group

Named "The Most Powerful Young Women" in Hollywood by The Hollywood Reporter,
Mary-Kate and Ashley are the centerpiece of the most successful girls brand
in America, with 2002 retail sales approaching U.S. $1 billion, with the #1
girls video franchise in America through Warner Home Video (Dualstar Video is
the #1 family entertainment supplier to industry leader Warner Home Video),
the #1 girls videogame franchise in America through Acclaim Entertainment,
the #1 celebrity fashion doll line in America through Mattel and the #1 girls
book franchise in America through Harper Entertainment/Parachute Press.

The expansion of the Mary-Kate and Ashley brand follows the huge sales
success of the Mary-Kate and Ashley brand lifestyle line of apparel,
accessories, domestics and now cosmetics and hair products at Wal-Mart in
America, as well as the unprecedented very recent launch success of the
Mary-Kate and Ashley brand lifestyle line of apparel and accessories at
Wal-Mart Canada and the upcoming launch in the U.K. of the Mary-Kate and
Ashley brand lifestyle line of apparel and accessories at George at ASDA
(Wal-Mart's U.K. division). The Mary-Kate and Ashley brand at Wal-Mart is the
fastest-growing 'tween and teen line of apparel, accessories and domestics in
America, featured at over 2,700 Wal-Mart stores, with sportswear, swimwear,
footwear, hats, socks, sunglasses, optical frames, daywear, bodywear,
sleepwear, hair accessories, purses, umbrellas, book bags, backpacks,
jewelry, watches, stationery, posters, calendars, domestics, home
furnishings, and soon health and beauty products. Dualstar is expanding the
line at Wal-Mart later this year with the launch of home decor and
social-expression products.
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About Club Acclaim

Established in 1999, Club Acclaim, a division of Acclaim Entertainment,
focuses on licensed youth and family oriented product. Club Acclaim
establishes a presence for Acclaim in the emerging youth software market and
complements Acclaim's corporate portfolio. Additional titles published under
the Club Acclaim brand include Bust-A-Move 4, Mary-Kate and Ashley Magical
Mystery Mall, The New Adventures of Mary-Kate and Ashley, Get A Clue, Pocket
Planner, Winners Circle, Crush Course and Girls Night Out.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

TM, (R) and Game Boy Advance are trademarks of Nintendo

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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ACCLAIM ENTERTAINMENT, INC. SIGNS LICENSING AGREEMENT
WITH DISNEY INTERACTIVE FOR 'ALIAS', ABC TELEVISION'S HIT DRAMA SERIES

Acclaim's Internal Product Development Studio
Creating Video Game to be Released in Fall of 2003

GLEN COVE, NY, January 27, 2003 -Acclaim Entertainment, Inc. (NASDAQ.SC:
AKLM), today announced that it has signed an agreement with Disney
Interactive for the rights to publish video games based on ABC Television's
hit drama series, "Alias." Currently in its second season, "Alias" is one of
television's most critically acclaimed series. The "Alias" video game is
currently being developed by Acclaim's Cheltenham studio and is scheduled to
be released in the fall of 2003 across all of the next-generation gaming
platforms.

"Alias" will be a third-person action adventure video game that allows
players to step into the role of the series' lead character, Sydney Bristow,
an agent for the CIA. Bristow must use her cunning, extensive knowledge of
martial arts and array of high-tech gadgetry to accomplish dangerous
missions. "Alias" will encompass all of the key elements behind the series'
success, including high-action combat, stealth missions and time-based
objectives, espionage, intriguing plot twists, high-tech weaponry and
stunning gameplay locations that span the globe.

"Alias is one of the strongest new TV entertainment properties and is filled
with great characters, rich storylines and incredible action that lends
itself perfectly to interactive entertainment," said Evan Stein, Vice
President of Marketing for Acclaim. "We are thrilled to have "Alias" join our
portfolio of world-renowned licenses. "

"With the strength of the storylines in Alias, we couldn't imagine a better
venue of expression then through the world of video games," says Bruce Gersh,
Vice President of Business Development at ABC. "We are excited about the
prospect of a great game that will bring all the elements of the show to a
new fan base in the gaming world."

"Alias" was created by J.J. Abrams, who executive-produces the series along
with John Eisendrath, Ken Olin, Alex Kurtzman-Counter, and Roberto Orci. The
series, which is filmed in Los Angeles and premiered on September 30, 2001,
is from Touchstone Television.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

About Disney Interactive

Disney Interactive, Inc., a worldwide leader in the creation of innovative
interactive entertainment, develops, markets and globally distributes a wide
variety of interactive family-oriented entertainment, educational and sports
CD-ROMs and video games. Disney Interactive is the multimedia arm of The Walt
Disney Company's Consumer Products business unit. For more information on
Disney Interactive's products, visit http://www.disneyinteractive.com
<http://www.disneyinteractive.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2002, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.
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ACCLAIM ENTERTAINMENT, INC. BRINGS ARCADE RACING ACTION TO
XBOX AND NINTENDO GAMECUBE WITH 'BURNOUT 2: POINT OF IMPACT'

Award-Winning Title Available On All Next-Gen Systems in Spring 2003

GLEN COVE, NY, January 29, 2003 - Driving into retail outlets nationwide this
spring with the hottest racing game of the year, Acclaim Entertainment, Inc.
(NASDAQ.SC: AKLM), today announced that its award-winning title, Burnout 2:
Point of Impact, will be available for both the Xbox video game system from
Microsoft and Nintendo GameCube. Developed by Criterion Games Limited,
Burnout 2: Point of Impact was released in the fall of 2002 to critical
acclaim on the PlayStation(R)2 computer entertainment system, and was voted
the year's #1 racing video game by both IGN.com and GameSpot.com.

"Burnout 2 set the new standard for next-generation racing games in the video
game industry and raised the bar of excellence in every way," said Evan
Stein, Vice President of Marketing for Acclaim. "With exciting new features,
incredible crashes and award-winning game play, Burnout 2 will be a
'must-have' racing experience for owners of Xbox and Nintendo GameCube."

"When we began development for Burnout 2, we focused on bringing the fastest
and most exciting racing experience for the PlayStation 2, and we had no
plans to develop the game for any other consoles," added Alex Ward, Creative
Manager, Criterion Games. "We are a small but extremely talented team, who
dedicated their time and energy on getting the absolute best out of the
PlayStation 2. Since the release of the game, we were bowled over by the
number of awards and fantastic reviews that Burnout 2 had received across the
world. In addition, we were absolutely deluged with requests from the media
and consumers alike to develop versions for Xbox and Nintendo Gamecube.

Given this overwhelming response, we're really excited to bring this gaming
experience to owners of Xbox and Nintendo GameCube. We'll be putting all the
resources and dedication of the Burnout team into making these the best
driving games available for these systems and leverage the capabilities of
each platform to deliver a gaming experience that is worthy of the Burnout
name."

The sequel to Burnout, which was originally launched in November 2001 to
universal acclaim from both media and consumers alike, Burnout 2: Point of
Impact builds upon this strong speed-driven franchise with vastly improved
game play, new game options and bigger, better and more insane crashes.
Burnout 2: Point of Impact is infused with a wealth of new features and
improvements, including bigger tracks, fully tuned-up custom motors, secret
challenges, all-new modes of play, and an improved Burnout meter. Players can
test their nerves and skills by taking to the air, sliding through corners,
and swerving to avoid head-on collisions, while filling their meter to
unleash a burst of speed previously exclusive to airplanes.

Burnout 2: Point of Impact will be available for Xbox(tm) and Nintendo
Gamecube(tm) in the spring at suggested retail prices to be determined. The
game is currently available for the PlayStation(R)2 computer entertainment
system at a suggested retail price of $39.99. For more information on Burnout
2: Point of Impact, please visit www.acclaim.com <http://www.acclaim.com/> .

Criterion Software and Criterion Games Background Information

Founded in 1993, Criterion Software is a rapidly expanding organization,
which currently employs over 180 people in its software technology and game
development divisions. The company is headquartered in Guildford UK, and has
offices in Tokyo, Austin, Paris and Derby. Criterion Games is an established
studio that develops hit video games for a worldwide audience. In 2001
Criterion developed 2 major titles for PlayStation 2, Burnout(TM) published
by Acclaim Entertainment and Airblade(TM) published by Sony Computer
Entertainment Europe and Namco Hometek. The company is currently working on a
number of as yet undisclosed new games for 2003 and beyond. Further
information on Criterion Games can be found at www.criteriongames.com

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates five studios located in the
United States and the United Kingdom, which includes a motion capture and
recording studio in the U.S., and publishes and distributes its software
through its subsidiaries in North America, the United Kingdom, Germany,
France and Spain. The Company uses regional distributors worldwide. Acclaim
also distributes entertainment software for other publishers worldwide,
publishes software gaming strategy guides and issues "special edition" comic
magazines periodically. Acclaim's corporate headquarters are in Glen Cove,
New York and Acclaim's common stock is publicly traded on NASDAQ.SC under the
symbol AKLM. For more information please visit our website at
<http://www.acclaim.com/> www.acclaim.com.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2002, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

# # #

 ------------
Category 8,  Topic 18
Message 22         Tue Feb 11, 2003
KGAGNE [Ken]                 at 12:12 PDT

ACCLAIM ENTERTAINMENT, INC. UNLEASHES NEW VIDEO GAME
ACTION HERO ON NEXT-GENERATION SYSTEMS WITH 'VEXX'

Eagerly Anticipated Platform Action Title Combines Fierce Combat,
Vast Interactive Environments and Hours of Immersive Puzzles and Game Play

GLEN COVE, NY, February 11, 2003 - Unleashing an exciting new action hero
within the popular platform gaming genre, Acclaim Entertainment, Inc.
(NASDAQ.SC: AKLM), today announced that it has shipped its eagerly
anticipated title, VEXX, for the PlayStation(R)2 computer entertainment
system, Xbox video game system from Microsoft and Nintendo GameCube.
Developed by Acclaim's internal development studio in Austin, Texas, VEXX is
an original game that allows players to assume the role of the title
character as he embarks on a heroic, combat-laden quest to seek vengeance on
those that enslaved his people.

"VEXX illustrates our ongoing commitment to creating new intellectual
properties that set industry benchmarks and deliver captivating game play
experiences for consumers," said Evan Stein, Vice President of Marketing.
"With incredible graphics, non-stop combat action and immense levels with
puzzles and exploration, VEXX is the premier platform game of 2003."

VEXX has been receiving high praise among the dedicated video game media, who
had the following to say about the game:

"...it's a dream come true for hardcore platforming fans." - Game Informer

"Vexx blew me away. Its grand, majestic worlds look like they were born in
some fantasy-writer's dreams." - Electronic Gaming Monthly

"I love the music, the gameplay, universe, and level design and that's an
awful lot to love." - Play Magazine

"...the game is very meaty, boasting a ton of exploration..." - PSE2

"The controls are spot on and the levels offer a lot of variety...a solid
overall title." - Official Xbox Magazine

"A meticulously crafted and pretty 3D platformer." - GMR

"One of the best PS2 platformers we've seen. Packed full of challenges and
well-designed levels, Vexx definitely delivers. Claws and all, Vexx grabs
onto you and just doesn't ever let go" - PSM

On the forsaken remains of what was once the proud planet called Astara, the
villagers of Rockhaven lead difficult but peaceful lives, until the day the
Shadowraith, "Dark Yabu," and his minions swept down from the sky. With
terrible ferocity and ruthless efficiency they descended upon the townsfolk,
enslaving them to work deep in the caves that surrounded their village. Dark
Yabu murdered the grandfather of the young VEXX, who managed to quietly
escape aboard the enemy's windship. There, locked deep within Yabu's sanctum,
was the last pair of War Talons, which leapt from their chest onto VEXX's
outstretched hands, and bonded to his arms and giving him special powers.
Prepared to meet his destiny, VEXX embarks upon a heroic quest through
volcanic islands, desert temples, frozen citadels, and giant's castles, to
confront Dark Yabu high atop the Landspire, save his people, and avenge the
death of his grandfather.

VEXX offers an array of exciting features, including:

* 9 extraordinary worlds, spanning tree canopy villages, mysterious caves,
desert temples, underwater cities, frozen citadels and more;

* Over 70 player objectives throughout 30-hours of game play;

* Central hub system allows players to travel between worlds at their
leisure;

* Free climbing mode allows players to climb uneven surfaces and dangle
beneath overhangs;

* Day and night cycles with real-time lighting. Darkness changes the
landscape and characters: enemies become more aggressive and the environments
become more hostile;

* Ultra-responsive player controls that reacts instantly to player inputs:
players can cancel a move midway through and fire off extensive combo
attacks;

* Hidden sundials allowing players to change the time of day;

* Advanced environment mapping produce reflections, glows, and highlights on
Vexx's metal gloves and knee guards;

* Highly flexible cinematic camera system;

* Epic soundtrack and stunning 3D surround sound effects.

VEXX is currently available for the PlayStation(R)2 computer entertainment
system, Xbox video game system from Microsoft and Nintendo GameCube, each at
suggested retail prices of $49.99. For more information about VEXX, please
visit www.VEXXthegame.com.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates five studios located in the
United States and the United Kingdom, which includes a motion capture and
recording studio in the U.S., and publishes and distributes its software
through its subsidiaries in North America, the United Kingdom, Germany,
France and Spain. The Company uses regional distributors worldwide. Acclaim
also distributes entertainment software for other publishers worldwide,
publishes software gaming strategy guides and issues "special edition" comic
magazines periodically. Acclaim's corporate headquarters are in Glen Cove,
New York and Acclaim's common stock is publicly traded on NASDAQ.SC under the
symbol AKLM. For more information please visit our website at
<http://www.acclaim.com/> www.acclaim.com.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2002, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.
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#1 BASEBALL VIDEO GAME FRANCHISE* RETURNS AS
ACCLAIM SPORTS LAUNCHES 'ALL-STAR BASEBALL 2004'

Successful Hardball Brand Back for 2003 Season with Over 80 New Features,
Including Online Downloadable Rosters, Official Negro Leagues License and
Spanish Play-By-Play

GLEN COVE, NY, February 28, 2003- Stepping up to the plate with the power of
2002's #1 selling baseball video game franchise, Acclaim Sports a division of
Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM), today announced that its
eagerly anticipated All-Star Baseball 2004 Featuring Derek Jeter will be
available in stores nationwide this weekend. Developed by Acclaim's
award-winning Austin studio, All-Star Baseball 2004 combines the best of
simulation and arcade-style game play to deliver the deepest and most
realistic interactive baseball experience. All-Star Baseball 2004 offers more
than 80 new features, including for the-first-time-ever, online downloadable
rosters, the official Negro Leagues license and selectable Spanish
play-by-play in-game announcing.

"All-Star Baseball 2004 builds upon our #1 position in the market with
another high-quality gaming experience that sets a new benchmark, and it is
sure to appeal to hardcore and casual baseball fans alike," said David Knies,
Director of Acclaim Sports. "With more than 80 new features, All-Star
Baseball 2004 is truly the deepest game with all the tools."

"All-Star Baseball 2004 raises the bar on realism and is the closest thing to
actually playing in the big leagues," added Acclaim spokesperson and
four-time World Series Champion, Derek Jeter. "Acclaim has done an incredible
job with All-Star Baseball 2004, from the attention to detail to the rich
history of the Negro Leagues, and I'm sure it will be a home run with gamers
this season."

"Acclaim's All-Star Baseball 2004 is a wonderful tribute to the talented
players of the Negro Leagues who truly loved the game of baseball," concluded
Buck O'Neil former player for the Kansas City Monarchs and Chairman of the
Negro Leagues Baseball Museum. "I'm excited that All-Star Baseball 2004 will
help make players like Josh Gibson, Satchel Paige and Pop Lloyd come to life
for an entire new generation of baseball fans."

Developed by Acclaim Studios Austin under license from Major League Baseball
Properties and the Major League Baseball Players Association, Acclaim Sports'
All-Star Baseball franchise has been praised by industry press over the past
three years for its breakthrough graphics and gameplay. All-Star Baseball is
highly regarded in the video game industry as the premier baseball series,
and according to The NPD Group was the #1 selling baseball brand of 2002
across of the next-generation gaming platforms.* One of the most critically
acclaimed franchises in the video game industry today, the media had the
following to say about All-Star Baseball 2004:

"All-Star is this year's title to beat. One can't help but fall
head-over-heels in love with this game. The amount of new material in
All-Star Baseball 2004 not only dwarfs every other baseball game on the
market; it outperforms all sports games as a whole.

Acclaim has forged the ultimate baseball game." - Game Informer

"It looks great. The presentation is excellent, with authentic player faces,
batting stances, and pitcher windups. The franchise mode is deep with a
wealth of options and a solid interface." - Official Xbox Magazine

"All-Star Baseball is a perennial fan favorite, and the home crowd will not
be disappointed by this year's entry either. It's fair to say that All-Star
Baseball 2004 is the best ASB yet, and fans of the series won't go wrong with
any version." - GamePro

"...easily the deepest feature set to ever grace a baseball game." - IGN.com

"...fans of previous All-Star Baseball games should be excited to see the new
game in action." - Gamespot

"Always deep on gameplay, ASB 2004 delivers the visuals as well. Batter Up!
Proven baseball engine + online supplements = good." - PSM

"Acclaim's venerable series will return this spring with another season of
simulated Major League action and spectacular camera work. Let's play ball!"
- Nintendo Power

"The sequels to 'this reviewers' pick for Baseball Game of the Year shows no
signs of slowing down or rehashing the same old product. No sir, All Star
Baseball 2004 shows all the signs, improvements, and additional features to
possibly reclaim that title." - Gaming Age

"The All Star Baseball series has also proven year after year that is the
best of the best, and the game to beat. From it's very stunning graphics,
beautifully detailed ballparks and detailed player models and faces, to its
unimaginable depth of detail in and around the stadiums and in the games and
game modes themselves.

All-Star Baseball 2004 has it all baby!" -NLGaming.com

All-Star Baseball 2004 returns this season with an array of exciting new
features, including:

* All-new front end and broadcast quality game presentations;

* Over 50 playable teams, including all 30 Major League Baseball(R) teams and
20 unlockable teams;

* 75 stadiums, each with active dugouts and bullpens, real time scoreboards
and jumbotrons;

* More than 1,000 players to choose from, including over 110 retired Legends
of MLB and Negro Leagues, such as Babe Ruth, Ty Cobb, Satchel Page, Josh
Gibson and Buck O'Neil;

* 9 new gameplay modes, including Scenario mode, which allows players to
relive and change classic moments from the 2002 MLB season;

* Deeper, more customizable Franchise mode;

* All-new online downloadable rosters (PlayStation(R)2 computer entertainment
system and the Xbox video game system from Microsoft only);

* In-game save capability;

* Multimedia section, featuring interviews with Derek Jeter, Cal Ripken and
Buck O'Neil;

* First-time-ever in a video game - selectable Spanish play-by-play
commentary;

All-Star Baseball 2004 is currently available for Xbox, Nintendo GameCube and
Game Boy(R) Advance. The game will be available for the PlayStation(R)2
computer entertainment system on Tuesday, March 4, 2003. For a complete list
of features and to order All-Star Baseball 2004, please visit
http://www.allstarbaseball04.com <http://www.allstarbaseball04.com/> .

About The Negro Leagues Baseball Museum

The Negro Leagues Baseball Museum opened in Kansas City, Missouri in January
1991, located in the Historic Lincoln Building (18th and Vine Historic
District). It is now housed in the Museums at 18th and Vine Complex. The
museum has been the subject of several television, radio, and print media
feature stories. Visit the museum's web site at www.nlbm.com
<http://www.nlbm.com/> .

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates five studios located in the
United States and the United Kingdom, which includes a motion capture and
recording studio in the U.S., and publishes and distributes its software
through its subsidiaries in North America, the United Kingdom, Germany,
France and Spain. The Company uses regional distributors worldwide. Acclaim
also distributes entertainment software for other publishers worldwide,
publishes software gaming strategy guides and issues "special edition" comic
magazines periodically. Acclaim's corporate headquarters are in Glen Cove,
New York and Acclaim's common stock is publicly traded on NASDAQ.SC under the
symbol AKLM. For more information please visit our website at
<http://www.acclaim.com/> www.acclaim.com.

Major League Baseball and Hall of Fame trademarks and copyrights are used
with permission of Major League Baseball Properties, Inc. and the National
Baseball Hall of Fame respectively. Visit the official website at MLB.com.
(C) MLBPA-Official licensee, Major League Baseball Players Association. Visit
the Players Choice on the web at www.bigleaguers.com
<http://www.bigleaguers.com/> .

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2002, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.
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Last year's bicycling game BMX XXX was originally to be associated with Dave
Mirra, who also has his own line of bicycling games from Acclaim.  He had his
name removed from BMX XXX prior to its release, but still sued Acclaim over
the matter.

CNN.com reports that the suit has been settled; "Acclaim said that no monetary
damages were paid under the settlement and said that Mirra would remain under
contract to the game publisher until 2011."

http://www.cnn.com/2003/TECH/fun.games/10/28/media.acclaim.reut/index.html
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Message 25         Mon Sep 06, 2004
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Acclaim has filed for bankruptcy.

Looking at all their games in the last few years, I can't say this is a
surprise; I haven't liked much they've done.  It's a shame, though, because
they used to do such good stuff: Double Dragon, Smash TV, Bust-a-Move, Turok,
WWF Warzone...

These guys have been around for decades.

-Ken

 ------------
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An MMOG publisher is using the Acclaim name he purchased when the original
company went under last year:

http://biz.gamedaily.com/industry/feature/?id=11969
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CODEMASTERS APPOINTS MICHAEL LAWTHER
AS GROUP FINANCIAL DIRECTOR

New York, N.Y., September 27, 2001 - Codemasters announced today the
appointment of Michael Lawther as Group Financial Director Codemasters UK.
Lawther, 44, joins privately owned Codemasters from Scotia Holdings where he
was Finance director for the pharmaceutical development company. During his
eight years with Scotia Holdings, he took the VC-backed company to market as
well as handling acquisitions and disposals, mezzanine finance, rights issue
and private placings.

"I am delighted to be joining Codemasters, an organization that has an
established and excellent reputation both in terms of commercial success and
critically acclaimed product. Codemasters continues to increase its share in
an industry that is set to go through its fastest ever growth period" said
Michael Lawther "As new interactive entertainment platforms and delivery
methods are brought to market, it is a great time to be joining this leading
developer and publisher."

"Michael brings Codemasters valuable experience in the field of public
finance. He was instrumental in taking Scotia Holdings to flotation, and has
had numerous dealings with various financial institutions. Added Nick
Wheelwright, Managing Director, Codemasters, UK. Michael is a valuable
addition to the company and his wealth of experience will be a major
contribution to our success in the future."

About Codemasters
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999 and since then they have
continued to provide energetic, compelling and innovative entertainment to
gaming fans of all genres. The company's 2001 offerings included Blade of
Darkness and Operation Flashpoint, both of which met with critical acclaim
and enormous consumer praise. In keeping with the company's mission to remain
on the cusp of the gaming wave, Codemasters is developing games for online
and next generation platforms. Codemasters can be found at
www.codemasters.com
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CODEMASTERS U.S. WELCOMES NEW EXECUTIVE

Sebastien Soulier Brings Years of Experience and Talent
To Interactive Entertainment Giant Codemasters

New York, N.Y., October 2, 2001 - Codemasters proudly announces the
appointment of Sebastien Soulier as President, Codemasters North America.
Soulier, a well-known and respected industry veteran, brings with him over
fifteen years of experience in the entertainment and software industry.
Previously, he held a position as General Manager of Codemasters, France,
where for the past five years he was also in charge of distribution. Prior to
coming on board with Codemasters, Soulier worked with European company
Infogrames and Ecudis, a French distributor for five years.

"Our goal is to bring the North American branch of Codemasters to account for
a minimum of 40% of Codemaster's global sales within the next two years" said
Soulier." We've grown in Europe by making the best games of their genres; we
are anxious to deliver the same to our growing audience in the U.S."

Soulier is interested in working with top U.S. developers on U.S. or American
generated product. The North American, New York based office will be staffing
up in the immediate future with fifteen sales and marketing professionals.

" Sebastien Soulier has proven great success to our operations in France and
we are delighted to have him leading us in our efforts in the U.S. " said
David Darling, Codemasters Chief Executive.


ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999. The company's 2001 slate of
titles, including Insane, Blade of Darkness and Operation Flashpoint furthers
its goal of providing energetic, compelling and innovative entertainment to
gaming fans of all genres. In keeping with the company's mission to remain on
the cusp of the gaming wave, Codemasters is developing games for online and
next generation platforms. Codemasters can be found at www.codemasters.com
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GO FACE-TO-FACE WITH MIGHTY MIKE TYSON
IN CODEMASTERS' NEXT-GEN BOXING GAME

New York, NY - October 11, 2001 - Codemasters is set to land another knockout
punch as former Undisputed Heavyweight Champion "Iron" Mike Tyson returns to
the video game arena in Mike Tyson Heavyweight Boxing. Set to hit
next-generation platforms in April 2002, this action-filled boxing game
extends Codemasters' license with Tyson and throws a few additional big-name
heavyweights into the mix as well.

Enabling gamers to get in the ring and go face-to-face with Tyson in third or
frightening first person views, Mike Tyson Heavyweight Boxing is being
designed as a complete sports action game that will appeal to both boxing
enthusiasts and video game fans alike. Players will be able to create up to
four custom boxers, selecting their own themes, taunts, speeches and knockout
moves. Players can then develop their boxer through several championship
bouts in order to win belts and purse money. Success in the ring will enable
gamers to unlock additional moves and tougher challengers. The more victories
earned, the more of the game is unlocked, all in preparation for the ultimate
challenge - to enter the ring with the mighty "Iron" Mike Tyson himself.
Additionally, players can challenge Tyson for an "exhibition" match at any
time, to see just how far their skills and techniques have progressed.

Mike Tyson Heavyweight Boxing will have a heavyweight development team behind
the title. Codemasters is co-developing the game with Atomic Planet, a new
company formed by Jason and Darren Falcus, formerly with Iguana and Acclaim
Teeside. Atomic Planet will collaborate with Lead Designer Jon Hare and
Codemasters studio head John Roberts, who will serve as producer. Codemasters
is determined that the game will capture Tyson's spirit and likeness as
effectively and dramatically as possible to bring his console-counterpart to
intimidating life.

"My kids talked me into doing last year's PlayStation game, and now that
they've got their new consoles, they want to see me on those too. So it's
cool Codemasters wants to continue with the Tyson games." says Mike Tyson on
his continuing involvement with Codemasters. "The ideas for the new game
sound awesome and it'll be good to see me going face-to-face in a heavyweight
only game."

"Tyson's a remarkable global presence and this game is full-on total
heavyweight championship boxing. We've got the right elements to create the
definitive, most playable boxing game to date." says Jon Hare, the project's
Lead Designer. "We learned a lot from the production of the original Tyson
game and with that experience, and the fresh approach Atomic Planet will
bring, I'm confident we're onto a real hard-hitting winner."

About Codemasters
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platform and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters products
first appeared on US retail shelves in 1999 and since then they have
continued to provide energetic, compelling and innovative entertainment to
gaming fans of all genres. The company's 2001 offerings included Blade of
Darkness and Operation Flashpoint, both of which met with critical acclaim
and enormous consumer praise. In keeping with the company's mission to remain
on the cusp of the gaming wave, Codemasters is developing games for online
and next generation platforms. Codemasters can be found at
www.codemasters.com

# # #
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BE FIRST TO DOWNLOAD NEW GAME DEMOS WITH CODE M - EXCLUSIVELY FROM
CODEMASTERS' ALL-NEW WEB SITE

New York, NY - December 12, 2001 - The central hub of Codemasters' web
presence has received a major overhaul with an advanced and enhanced site at
www.codemasters.com.

Built for use of speed, the site was devised and created by Codemasters'
internal web team over a period of six months. It has a unique content
management system designed to deliver information and images remarkably fast,
even to a 56K modem user.

An innovative attraction of the site is "Code M," Codemasters' new privileged
subscriber community - and membership is free. Visitors that sign up for Code
M will be given access to exclusive site areas that provide priority access
to playable demos, downloads and information ahead of general release.

Code M members also gain access to competitions, forums, chat rooms and
advance notification on beta test sign up programs. The site is now accepting
sign ups for Code M, the direct link to the subscribe page is:
http://www.codemasters.com/codemprogram/joinup.php

Codemasters' site is truly international with dedicated versions for each of
its 8 major global territories: UK, France, Germany, Spain, Benelux, Italy,
North America, and Australia. From the central hub, users have access to over
85 Codemasters micro sites.

"We're very proud of the new codemasters.com," said Nick Pili, Codemasters'
Internet Marketing Manager. "It was an ambitious project yet the result is an
incredibly content-rich and deep site. It was important to create something
that was attractive but also very functional and instantaneous for every user
across our global territories."

"The site is packed with tools - including excellent search facilities,
real-time popularity charts for downloads, and user scrapbooks - making it
immersive for everyone," Pili continued. "We will continue to expand on the
site, adding features such as video streaming, making it an essential
bookmark for gamers."

Click this link to access the new site:
www.codemasters.com

Click this link to join Code M:
http://www.codemasters.com/codemprogram/joinup.php

# # #

Codemasters Code M
It's free to subscribe to Code M, Codemasters' new privileged subscriber
community. Sign up and receive priority access to playable demos, downloads
and information ahead of general release.
To subscribe, simply click this link:
http://www.codemasters.com/codemprogram/joinup.php

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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Four press releases have been moved here from Topic 1.  They will be restored
shortly.

 ------------
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This isn't video game news, but Codemasters has announced that their PC game,
Operation Flashpoint, will be used as a training application by the U.S.
Marine Corps.

Interesting that they should issue a press release to announce this; I thought
the gaming industry wanted to move away from the idea of "teaching kids to
kill".

-Ken
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CODEMASTERS CRASHES THROUGH
SPEED BARRIER WITH PRO RACE DRIVER'S DYNAMIC DAMAGE ENGINE

New York, NY - February 22, 2002 - The racing game masters from Codemasters
are taking spectacular car-collision action to new metal-crunching heights
with an unmatched dynamic damage engine to be featured in the upcoming Pro
Race Driver.

The damage engine devised for Pro Race Driver is based on real-life data.
Researching and prototyping the engine for the game involved creating a
computer simulation of a crash test facility. By using this, the 58-person
development team at Codemasters is ensuring its car models will react
authentically on impact with the correct movement and crumpling of car body
parts.

The result is Pro Race Driver's Finite Element Modelling (FEM) damage engine.
The FEM damage model accurately simulates the deformation of a car's
structure over the duration of an impact, calculating how both the internal
structure and outer bodywork of the cars react. This physics based approach
gives unparalleled realism with different impact results every time depending
on the exact conditions of the collision.

Pro Race Driver will make its debut in June 2002 on the PC and
next-generation console systems.

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #
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[note: by "football" they mean "soccer".  -Ken]

CODEMASTERS SIGNS EUROPE'S GREATEST FOOTBALL CLUBS AND PROMISES AN
INDIVIDUAL CLUB FOOTBALL ACTION GAME FOR EVERYONE.

London, March 7th, 2002 - Codemasters has executed a massive coup by signing
computer and video game rights deals with 15 of the most successful football
clubs across Europe. The licenses will be used to make a major impact in the
valuable football action games market with what is set to be the biggest
development and publishing project in Codemasters' 16-year history.

The acclaimed UK based game developer and publisher will produce and
simultaneously launch an individually branded and badged game for each club
initially across two gaming platforms - PlayStation 2 and Xbox.

In the UK, the project will result in a Club Football game for every
PlayStation 2, and Xbox gamer including: Arsenal Club Football, Aston Villa
Club Football, Chelsea Club Football, Leeds United Club Football, Liverpool
Club Football, Manchester United Club Football, and Rangers Club Football.
Another eight European editions of the game will also be published [see below
for full list].

Delivering a club specific game for every fan, this unique way of bringing a
football action game to market taps into the very soul of football - the
tribal fanaticism of club supporters. Each game will carry the headline brand
of an individual football club and the overall series will be sub-branded as
Club Football.

Club Football is being designed to be the most realistic, playable football
action title brought to market. Uniquely, each club edition of the game will
be tailored specifically to each featured club and will include accurately
modeled stadiums to recreate the genuine match day experience.

The game enables players to create themselves as a digital footballer and
join the club's first team alongside their heroes. All the official players
in the game are photo-realistic having been modeled in 3D using a new
photographic technique, exclusive to Club Football. On pitch gameplay puts
the gamer as a key player in the squad in matches against their club's rivals
in a series of championships.

Simon Prytherch, head of the Codemasters' Football Studio, has been charged
with designing and developing the game and it is his most ambitious project
to date. Simon's experience includes making LMA Manager the best-selling
football management console game franchise.

"It's every fan's dream to train and play for their club," says Simon. "To
come out of the tunnel and onto the hallowed turf; to see all the familiar
players beside you with the roar of your club's supporters; that's just a
taste of the atmosphere we're going to deliver in Club Football."

Codemasters' series of Club Football titles is currently under development
and scheduled to launch in autumn 2002. The premier line up of international
football clubs confirmed to date, which will each have an
individually-branded game produced, is:

* Arsenal (England)
* Aston Villa (England)
* Chelsea (England)
* Leeds United (England)
* Liverpool (England)
* Manchester United (England)
* Rangers (Scotland)
* Borussia Dortmund (Germany)
* Hamburg SV (Germany)
* FC Bayern Munich (Germany)
* Ajax (Netherlands)
* FC Barcelona (Spain)
* AC Milan (Italy)
* Inter Milan (Italy)
* Juventus (Italy)

# # #
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CODEMASTERS TO BLOW AWAY FPS MARKET WITH
SHOOT TO KILL: COLUMBIAN CRACKDOWN

New York, NY - April 2, 2002 - Codemasters is set to shake up the
first-person shooter action genre with its upcoming Shoot to Kill: Columbian
Crackdown. The game is being designed for the PC and next-generation console
systems with development being spearheaded by Gavin Raeburn, Head of Juice
Studio at Codemasters. Additional revolutionary features will be announced in
a future release.

Shoot to Kill: Colombian Crackdown has a deep and gripping plot of deception,
betrayal and revenge, coupled with intense and refined gameplay. With a
modern-day setting, the game plunges players deep into Colombia's drug
underworld as Drug Enforcement Administration Officers. The experience
charges players with uncovering and bringing to justice, individuals and
gangs involved in the trade and trafficking of cocaine.

"The first-person shooter market really needs an arse kicking, as game
developers seem complacent with first-person shooter games, relying on better
graphics and broadband gameplay to spice up aging dinosaurs" said Raeburn.
"Message boards are full of criticism for over-hyped FPSs that simply don't
take the genre any further. We intend to totally reinvent the cliched
first-person shooter and move it forward to deliver a fresh gameplay
experience that shows gamers what they've been missing for years."

The development studio is currently winning acclaim for its evolution of the
racing game market with Pro Race Driver, a "carPG" which brings a gripping
narrative and plot to a realistic, license-based racing title. For this new
project, Raeburn has assembled an additional team in his studio, located at
Codemasters' Warwickshire HQ, with a mix of experienced developers and fresh
talent.

"We're looking to bring a new aspect to the genre through the use of
revolutionary AI and physics systems," continued Raeburn. "Essentially, we
aim to do for the action/shooter market what the new Pro Race Driver and
Colin McRae Rally 3 games are very successfully doing for the racing genre."

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #
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"GREATEST SPECTACLE IN RACING"
COMES TO VIDEO GAMING

INDY RACING LEAGUE AND INDY 500 GAME TO BE PUBLISHED BY CODEMASTERS IN 2003

New York, NY - May 16, 2002 - The fastest races on earth are making the leap
onto videogame consoles now that Codemasters has won the rights to the Indy
Racing League (IRL) in a deal with Indianapolis Motor Speedway Properties,
Inc. Known as the "Greatest Spectacle in Racing," the IRL, which culminates
in the world-famous Indianapolis 500, features cars that travel from 0-100
mph in less than three seconds.

Codemasters has commissioned Brain in a Jar, the UK games developer known for
its previous work on the Ferrari 360 Challenge project, to produce the
official IRL game, which will debut in 2003 on the PlayStation(R)2 computer
entertainment system, the Xbox(TM) video game system from Microsoft and PC.

"Codemasters has published some of the most respected and successful console
racing games ever," said Nick Wheelwright, managing director at Codemasters.
"Together with Brain in a Jar we are going to deliver a game based on the
exciting IRL series that strives to capture the phenomenal speed and
excitement that sets IRL at the top of the racing world."

The worldwide exclusive four-year deal provides Codemasters with rights to
utilize all current, future and historical images of the Indianapolis 500,
Indianapolis Motor Speedway and Indy Racing League that are owned by
Brickyard Trademarks, Inc. This includes the rights to use the real IRL teams
and drivers from the 2002 Season onwards.

"We are delighted to be working with Codemasters on this project," said
Matthew Gabriel, Managing Director at Brain in a Jar. "As fans of all types
of motorsport we are looking forward to the challenge of working on such a
high profile license. Brain in a Jar will develop a game worthy of this great
racing series."

The Indy Racing League is a 15 race Single Seat Championship that competes on
Speedways throughout the USA, including California and Texas with the
historic and world famous Indy 500, at Indianapolis, the highlight of its
racing calendar.

The cars are similar to F1, with General Motors and Nissan manufacturing 3.5
liter V8 engines used by all teams. Fast and furious, the 650 bhp cars reach
0-100 mph in less than three seconds and can race at speeds over 225 mph on
the larger oval circuits.

The Indy 500 offers the world's largest racing purse, with more than $9
million in prizes, and is a global spectacle, televised in 66 countries, with
a reach of more than 313 million homes.

"The Indy Racing League and its jewel, the Indy 500, is a hugely prestigious
win for Codemasters and one that sits perfectly with our portfolio of
motorsport licenses for video games," said Anthony Price, group commercial
director at Codemasters. "The demographic fit between the IRL's international
audience and the profile of gamer we target is spot on and we're confident of
successful incorporation of the IRL into future products."

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

ABOUT BRAIN IN A JAR
Brain in a Jar Ltd is a developer of computer games, specialising in general
racing and real world motorsport genres across multiple gaming platforms.
Formed in 1998 by Matthew Gabriel, Oliver Wright and Carl Dalton, Brain in a
Jar Ltd spent much of its time negotiating a contract to develop computer
games based on the Ferrari licence. Employees of Brain in a Jar have also
recently worked on Rally Championship Xtreme, published by Actualize and
developed by Warthog. The company is located next to Oulton Park Race Circuit
in Cheshire UK. More information about the company is available online at
http://www.braininajar.co.uk.

XBOX
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers never before seen gameplay experiences. With more than
three times the graphics performance of the latest generation of game
consoles, Xbox empowers game designers with the technology to realise their
vision of great games that are challenging, exhilarating and fun. Xbox is now
available in Europe. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries.

# # #
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CODEMASTERS' CLUB FOOTBALL PROJECT INCORPORATES THE MOST REALISTIC,
RECOGNIZABLE SOCCER PLAYERS IN GAMING

New York - May 30, 2002 - Codemasters will digitally recreate Europe's finest
soccer players in striking photo-realistic visual detail for its series of
Club Football games, coming to America next year to the PlayStation(R)2
computer entertainment system and The Xbox(TM) video games system from
Microsoft.

Set to revolutionize the soccer games market with its innovative approach -
the company will be developing individual games for each of seven UK clubs -
the game is also revolutionary in its technology. Twenty-two players from
each of the 15 headline clubs* - including Sami Hyypia, Ruud van Nistelrooy,
Dennis Bergkamp, Emanuel Petit, Darius Vassell, Lorenzo Amoruso and Rio
Ferdinand - are being individually photographed using a new high-resolution
graphical capturing techniques designed, especially for the game. This means
that fans will be able to control the most realistic soccer players ever seen
in a video game - striking right at the heart of soccer fans.

"The 15-game Club Football series is absolutely for the fans - and they're
expecting to play alongside their heroes looking like the real thing, as
they'd see them from the terraces or on television," explains Rachel Wood,
Club Football's Lead Artist. "The level of facial detail we're working to is
very high and will provide an immersive and thoroughly believable gaming
experience."

A total of 330 players from the featured headline clubs will have their faces
scanned in meticulous detail. The scans will be used in a bespoke facial
modeling system created by the Club Football team. It is a massive effort in
the Club Football project, itself Codemasters' most ambitious game
development and publishing exercise to date. The process involves a team of
artists visiting each of the clubs to meet with the players. A digital
photography rig is used to capture images of each player's head. These images
are then taken by the team's artists and through a highly developed
technique, used to construct an accurate 3D model of the player's head.

"It's a great system that gives myself and the other artists an incredible
level of detail to work with. All the headline clubs' player models are
portrayed at a level of detail that is closer to photo-realism than we have
ever been able to achieve," Wood continues. "No other soccer game has
previously gone to such lengths to ensure that its real-name players are
portrayed as accurately as they are in Club Football."

Codemasters' series of Club Football titles is currently under development
and scheduled to launch in America next year for PlayStation(R)2 and
Xbox(TM).

ABOUT THE CLUB FOOTBALL SERIES

A unique concept in game development and publishing, Codemasters' Club
Football project will result in 15 individual soccer club branded titles
being launched simultaneously for PlayStation(R) 2 and Xbox(TM). It
represents the biggest multiple headline licensing deal seem in the games
business and will deliver a club specific game for every fan. This unique way
of bringing a soccer action game to market taps into the very soul of soccer
- the tribal fanaticism of club supporters. Each game will carry the headline
brand of an individual soccer club and the overall series will be sub-branded
as Club Football. Club Football is being designed to be the most realistic,
playable soccer action title brought to market. Uniquely, each club edition
of the game will be tailored specifically to each featured club and will
include accurately modeled stadia to recreate the genuine match day
experience. The premier line up of international soccer clubs confirmed to
date, which will each have an individually-branded game produced, is:

LICENSED CLUB    GAME TITLE

Arsenal (England)    Arsenal Club Football
Aston Villa (England)    Aston Villa Club Football
Chelsea (England)    Chelsea Club Football
Leeds United (England)    Leeds United Club Football
Liverpool (England)    Liverpool FC Club Football
Manchester United (England)    Manchester United Club Football
Rangers (Scotland)    Rangers Club Football
Borussia Dortmund (Germany)    Borussia Dortmund Club Football
Hamburger SV (Germany)    Hamburger SV Club Football
FC Bayern MUnchen (Germany)    FC Bayern MUnchen Club Football
Ajax (Netherlands)     Ajax Club Football
FC Barcelona (Spain)    FC Barcelona Club Football
AC Milan (Italy)    AC Milan Club Football
Inter Milan (Italy)    Inter Milan Club Football
Juventus (Italy)    Juventus - Club Football

# # #
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CODEMASTERS' INDYCAR SERIES AI DRIVER DEVELOPMENT

NEW YORK - MARCH 18, 2003 - Codemasters, a UK-based videogame publishing
giant, today announced that the IndyCar Series videogame, will be enhanced
with an AI system that consists of computer generated racing drivers.
Developers have created a game with an AI system that controls player's
racing opponents.

This complex AI system allows opposing drivers to handle the IndyCar Series
event as efficiently as real-life Indy drivers. AI drivers featured in the
game exhibit the same racing tactics as drivers in the Indy Racing League.

The game's AI system also gages the ability of the player and dynamically
adjusts the level of the opposing drivers' skills accordingly. This creates a
unique racing opportunity because AI drivers make strategic decisions, rather
than following a scripted path.

With its incredible high speeds, dangerous close pack racing, skillful on
track maneuvers and challenging drivers, the sport of IndyCar Series racing
makes for a perfect open-wheel racing game. Capturing the championships overt
sense of spectacle IndyCar Series will debut in spring, 2003 for the
PlayStation(R)2 computer entertainment system, Xbox' video game system and
PC.

ABOUT THE INDY RACING LEAGUE
The Indy Racing League is the premier open-wheel, oval-track racing series in
the world. The 16-race championship will take place on speedways around the
USA, including Indianapolis, California and Texas, and will compete for the
first time internationally in 2003 at Twin Ring Motegi in Japan. The sleek,
aerodynamic open-wheel, single-seat cars are powered by General Motors, Honda
and Toyota engines that produce more than 650 bhp. The cars travel from 0-100
mph in less than three seconds and race inches apart at more than 220 mph on
the larger circuits. The historic and world-famous Indianapolis 500 is the
most prestigious event on the series' racing calendar, with a purse of more
than $10 million, the largest in the world. The race is truly "The Greatest
Spectacle in Racing," with the largest single-day spectator crowd of any
sporting event in the world and telecasts to 66 countries with a reach of 313
million homes.

ABOUT INDYCAR SERIES
Codemasters' IndyCar Series is the first and only videogame to feature the
full season and all of the circuits raced at. Exclusively licensed, and with
the full backing and support of the sports governing body, IndyCar Series
will capture the authentic driving experience with TV-style presentation and
commentary. The game will feature interactive crowd reactions, challenging
and realistic AI opponents, exhilarating tension-packed races, true-to-life
physics and realistic damage models. The title is due out in spring 2003.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #
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CODEMASTERS GIVES AMERICAN IDOL VIDEO GAME FANS SOMETHING TO SING ABOUT
Official American Idol Video Game Web Site Goes Live @
www.codemasters.com/americanidol

New York - September 23, 2003 - As "American Idol" fans prepare for the
scheduled November 2003 release of the official American Idol video game for
the PlayStation(R)2 computer entertainment system, Game Boy(R) Advance and
PC-CD ROM, Codemasters has launched the game's dedicated Web site. The new
Web site (http://www.codemasters.com/americanidol) is packed full of
surprises, including audio messages from Simon Cowell, Randy Jackson and
Paula Abdul; new gameplay images; and a complete virtual backstage tour that
is certain to fulfill every Idol fans' craving until the game's release.

After being welcomed by Simon Cowell, the coldest man in reality television,
online visitors will be swept away on a virtual behind-the-scenes tour of the
American Idol video game world as never before seen. Visit the Audition Room
for the latest news from the game and be sure to checkout the Wardrobe
section for a collection of free screensavers, wallpapers and images.

The "American Idol" reality entertainment TV show garnered a cult-like
following that amassed a staggering 38 million viewers in the final episode
of Season 2, and averaged 21 million viewers per episode throughout the
season. The show is co-produced by FremantleMedia North America and 19TV, and
"American Idol" hopefuls are currently auditioning for season three, which
premieres in January 2004 on FOX.

The official American Idol video game is scheduled to hit store shelves this
November for the PlayStation(R)2 computer entertainment system, Game Boy(R)
Advance and PC. The game's Web site is now online at
http://www.codemasters.com/americanidol.

AMERICAN IDOL - GAME INFORMATION: American Idol: The Official Video Game now
lets players virtually compete in the famous competition without leaving
their couch. With a track list of 40 top hits to choose from, players can
train and compete as an aspiring "American Idol" from the auditions all the
way to the finals!

Features:
* Features more than 60,000 words of gratifying encouragement (and dreadful
insults) from America's favorite judges- Randy Jackson, Paula Abdul and
Simon Cowell
* Players can choose from 40 top hits to perform as they compete for the
title
* Create an "Idol" feature allows players to build their own characters from
scratch, choosing hairstyle, skin color and even wardrobe and makeup
* Friends can sing along to the tunes in Karaoke and JukeBox modes
* Dance Mat Compatibility allows players to keep the rhythm with their feet

###

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Based on the
television phenomenon, the American Idol game will feature celebrity judges
Simon Cowell, Paula Abdul and Randy Jackson, and will be available this fall
for the PlayStation(R)2 computer entertainment system, Game Boy(R) Advance
and PC. Additional information about Codemasters and its products can be
found at www.codemasters.com.

ABOUT FREMANTLEMEDIA
FremantleMedia, formerly known as Pearson Television, is one of the largest
international producers of entertainment programs in the world, producing
more than 260 programs in over 40 territories a year. The company's
international distribution division distributes over 19,000 hours of programs
to 150 countries worldwide. FremantleMedia is the content business production
arm of the RTL Group, Europe's largest television and radio broadcast
company, with interests in 23 television channels and 22 radio stations in
nine European countries. RTL Group is part of Bertelsmann AG, an integrated
media and entertainment company that commands leading positions in the
world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com.
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SIMON SAYS YOU CAN BE THE NEXT AMERICAN IDOL IN THE OFFICIAL
AMERICAN IDOL VIDEO GAME

New Images of Simon Cowell, Paula Abdul and Randy Jackson As You've Never Seen
Them Before

Interactive entertainment publisher, Codemasters, has today released the first
images of Simon Cowell, Randy Jackson and Paula Abdul as they are seen in the
official American Idol video game. Due to hit retail stores nationwide this
November on the Playstation(R)2 computer entertainment system and PC-CD ROM,
just in time for the holiday rush, the American Idol video game gives everyone
a chance to be the next singing sensation! Players can create, train and
compete as an aspiring "American Idol," choosing from a track list of 40
"top-ten" hits and receive feedback on their performances from the Idol
judges, just like on the hit reality TV show. Each judge is computer generated
and is specially equipped to provide commentary, making players feel as if
they are real-life contestants awaiting America's final vote. And for those
singer-savvy players, there is a karaoke mode, perfect for practicing those
shower tunes or preparing for a big karaoke blow -out party!

Features:
... Players create their own characters from scratch, choosing hair color,
skin color and even wardrobe and makeup
... Features more than 60,000 words of gratifying encouragement (and dreadful
insults) from America's favorite judges-Randy, Paula and Simon.
... Players compete for the title as they perform over 40 top hits including
"Oops I Again", "Bye, Bye, Bye", "A Moment Like This" and more! .
... The better they rock, the more they unlock. Players unlock cool clothes,
songs and special features as they advance through the game.
... Singers can sing along to their favorite song with the games' Karaoke
feature
...Players share the fun with their friends in Party Mode, where they can be
the judge and secretly vote on their friends' performance
... With the "jukebox option" players can sit back and relax and listen to
their favorite tunes

# # #
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AMERICAN IDOL JUDGE SIMON COWELL GETS HIS JUST REWARDS

Codemasters' TV Commercial for new American Idol Video Game starring Cowell
debuts this week

New York - November 17, 2003 - What happens when the world's most notorious
talent critic, Simon Cowell, gets the tables turned on him? Fans will be able
to witness the unlikely scenario in Codemasters' new television commercial
for their just launched American Idol video game, based on the hit series
co-produced by FremantleMedia North America and 19TV. The spot, in support of
the company's game for the PlayStation"2 computer entertainment system, Game
Boy" Advance and PC, will begin airing this week. The commercial will run on
FOX, ABC, MTV, Nickelodeon, The WB and other major broadcast outlets
throughout the holiday season.

Created by New York-based RDA International, the commercial opens with a
close-up of the infamous Simon Cowell spouting off a procession of
"judgments" including...."you are the worst singer in the world" and
"absolutely pathetic" ...something fans of the "American Idol" television
series have grown to either love or loathe over the past two seasons. But
wait, who is on the receiving end of the harsh criticism? Stay tuned; the
ending is sure to raise a few eyebrows.

"Our TV commercial with Simon is the lynchpin of our multimillion dollar
media campaign" says Steven Lux, Senior Vice President of U.S. Marketing for
Codemasters. "We're especially excited to air this spot on the upcoming 'An
American Idol Christmas' TV special."

The official American Idol video game featuring Simon, Randy Jackson, and
Paula Abdul, lets players virtually compete in the famous competition without
leaving their couch. With a track list of 40 top hits to choose from, players
can compete as an aspiring "American Idol" from the auditions all the way to
the finals! The game is dance mat compatible and also includes a special
karaoke mode.

For a behind the scenes look of the "Making Of" the TV spot visit the game's
official website at http://www.codemasters.com/americanidol.

# # #

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Based on the
television phenomenon, the American Idol game will feature celebrity judges
Simon Cowell, Paula Abdul and Randy Jackson, and will be available this fall
for the PlayStation(R)2 computer entertainment system, Game Boy(R) Advance
and PC. Additional information about Codemasters and its products can be
found at www.codemasters.com.

ABOUT FREMANTLEMEDIA
FremantleMedia, formerly known as Pearson Television, is one of the largest
international producers of entertainment programs in the world, producing
more than 260 programs in over 40 territories a year. The company's
international distribution division distributes over 19,000 hours of programs
to 150 countries worldwide. FremantleMedia is the content business production
arm of the RTL Group, Europe's largest television and radio broadcast
company, with interests in 23 television channels and 22 radio stations in
nine European countries. RTL Group is part of Bertelsmann AG, an integrated
media and entertainment company that commands leading positions in the
world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com.
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Codemasters and MTV Return To the Studio With MTV Music Generator 3: This Is
The Remix For Next Generation Video Game Consoles

MTV Music Generator 3 Features Tracks from Popular Artists OutKast, Snoop
Dogg, Sean Paul and Fabolous and Allows Users to Mix Samples from Their Own
Music Collections

New York, N.Y. - (February 19, 2004) - Codemasters, a leading global
publisher of interactive entertainment, and MTV: Music Television announced
today the development of MTV Music Generator 3: This Is The Remix, the latest
generation in the popular music creation and remixing game series. Giving
console owners the chance to make the music track of their dreams with ease,
the title is scheduled for release in June 2004 on the PlayStation(R)2
computer entertainment system and for the first time ever on the Xbox(R)
videogame system from Microsoft.

MTV Music Generator 3: This Is The Remix allows players to create and sample
original music tracks as well as remix some of the hottest songs from today's
biggest hip-hop and electronica artists. Players can get in the mix with:
"The Way U Move" from three-time 2004 Grammy(R) award-winner OutKast; rap
icon Snoop Dogg's "From Tha Chuuuch To Da Palace;" "Get Busy" from dance hall
reggae star Sean Paul; "This Is My Party" from popular New York-based rapper
Fabolous; and famed electronica mainstay Carl Cox's "Katja." In addition to
these artists, for the first time players have infinite capabilities to bring
their favorite artists together by combining samples from their own music
collection in a unique remixed track. With technology of this magnitude,
everyone's favorite feuding rappers, squabbling pop icons and artists of
multiple genres have an opportunity to unite in a whole new entertainment
medium.

"The MTV Music Generator 3 is the easiest and simplest music remixing product
available and for the first time will provide players with the opportunity to
create and mix samples from their very own CD collection, as well as popular
artists already included," said Tony Calandra, Director, Interactive
Products, MTV. "This series has been a huge success and we look forward to
continuing our partnership with Codemasters."

MTV Music Generator 3: This Is The Remix is the latest addition to the MTV
Music Generator series of games, a brand having sold close to 1 million units
worldwide. The game makes original music compilation and detailed remixing
simple with an intuitive system capable of delivering a finished track with
quality sound results. With creation functionality in a fully-featured Studio
Mode, including an editing bay of riffs, beats, bass lines and vocals,
aspiring DJs, producers and music aficionados alike can easily assemble
professional material in a matter of minutes.

Players can also achieve instant effects in songs with simple game controller
combinations, including manipulation during track play. In a short amount of
time, a standard Hip-Hop, House, Trance, Garage, Dance Hall or Drum 'n' Bass
track can achieve personalized flair with immediate ambient, radio, vocal or
instrumental additions.

MTV and Codemasters launched The MTV Music Generator series in October 1999
for the PlayStation(R). The product was the first music creation program that
allowed users to manipulate over 4,000 pre-recorded riffs and instrument
sound effects, write songs, create 3-D videos and participate in a jam
session with up to four other musicians.

For more information about MTV Music Generator 3: This Is The Remix, visit
www.codemasters.com.

About Codemasters

Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About MTV

MTV Networks owns and operates the cable television programming services MTV:
Music Television, MTV2, Nickelodeon/Nick at Nite, TV Land, VH1, CMT: Country
Music Television, and Spike TV, as well as The Digital Suite from MTV
Networks, a package of thirteen digital services, all of which are trademarks
of MTV Networks. MTV Networks also operates and offers joint ventures,
licensing agreements and syndication deals whereby its programming can be
seen worldwide.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

 ------------
Category 8,  Topic 19
Message 20         Fri May 07, 2004
KGAGNE [Ken]                 at 11:15 PDT

CODEMASTERS SIGNS SECOND SIGHT --
FREE RADICAL DESIGN'S PSYCHIC STEALTH ACTION EPIC

New York (May 7, 2004) - Codemasters has secured the global publishing rights
to Second Sight, the new project from respected developers Free Radical
Design, the creative force behind the acclaimed TimeSplitters series.

Due later this year for the PlayStation(R)2 computer entertainment system,
the Xbox videogame system from Microsoft and the Nintendo GameCube
entertainment system, Second Sight is an original property that redefines the
standards for stealth action gameplay. The game will be revealed at next
week's E3 Expo (May 12-14, Los Angeles) at Codemasters' booth, 646 in the
South Hall.

Combining an atmospheric, psychological thriller narrative with stealthy
exploration and intense shooter action, Second Sight gives players control of
a character endowed with incredible psychic abilities. The game offers
multiple approaches to completing levels either via stealth, dramatic
gunplay, psychic powers or a combination of all three. The ability to
psychically influence characters and remotely manipulate objects and
individuals provides for a totally fresh gameplay dynamic.

Second Sight opens with John Vattic, the player-controlled lead character, as
he awakens from a coma in a U.S. medical facility where he has been subjected
to traumatic surgery and experimentation. He doesn't know his name, he can't
remember his past, all he knows is that his only hope for survival is to
escape and unravel the mystery that has led to his imprisonment.

Haunted by flashbacks, which are experienced as fully playable episodes
within the game, and shocked by the discovery of his own psychic powers, the
player takes Vattic on a search for his past and uncovers a fatal chain of
events leading to a sinister conspiracy.

As Vattic explores his present and past, the game weaves between these two
different time periods, which run through the game as a dual-narrative. The
player-controlled actions of the past Vattic have consequences in the present
- allowing a unique interaction between the player and the narrative of the
game as Vattic's destiny is changed.

Vattic's telekinetic powers enable players to shift objects and terrify
on-looking guards. As the game progresses and his self-awareness increases,
additional abilities develop and existing powers are refined. Basic
telekinesis is upgraded beyond simply moving objects, enabling Vattic to lift
enemies and smash them against the scenery as they scream for mercy. This
revelation of psychic powers makes for a highly compelling journey, and
invites experimentation with the newly acquired abilities.

Further psychic powers are revealed through play: Healing (using psychic
power to replenish health), Projection (send your spirit out of your body,
with the ability to possess another character), Charm (alter the mind of
individuals, fooling them you're not there) and Psi-blast to send a
destructive shockwave toward your enemies.

Vattic's psychic powers can be mixed with an exciting arsenal of weapons -
there are 13 weapons in use through the game including pistols and a sniper
rifle.

As a new landmark in stealth action and an exceptional new project from Free
Radical Design, Codemasters will publish Second Sight later this year for
PlayStation 2, Xbox and Nintendo GameCube. See what the future holds on the
game's website at www.codemasters.com/secondsight
<http://www.codemasters.com/secondsight>

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

ABOUT FREE RADICAL DESIGN

Founded in 1999, Free Radical Design Ltd is a wholly independent videogames
developer based in Nottingham, UK. Recently, Free Radical Design was the
winner of Develop magazines 'Best Independent Developer' Award, and
TimeSplitters 2 received 5 nominations for the 2004 BAFTA Games Awards.
Second Sight, TimeSplitters and Free Radical Design are trademarks or
registered trademarks of Free Radical Design Ltd.

# # #
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THE FATE OF JOHN VATTIC LOOMS NEAR - SECOND SIGHT GOES GOLD!

Highly Anticipated Title From Developers Free Radical
Set to Ship September 21

New York (August 31, 2004) - The secret past of John Vattic will soon be
revealed, as Codemasters announced today that the original stealth action
property from Free Radical Design, Second Sight, has gone gold. Available for
the PlayStation(R)2 computer entertainment system, the Xbox videogame system
from Microsoft and the Nintendo GameCube, Second Sight (NTSC) will be
shipping to retail outlets nationwide on September 21.

Combining an atmospheric, psychological thriller narrative with stealth
exploration and intense shooter action, Second Sight is an original property
that redefines the standards for action gameplay. The game begins as the
player takes main character John Vattic on a confidential spec ops mission
and uncovers a fatal chain of events leading to a sinister military
conspiracy. Second Sight offers gamers the opportunity to replay events in
the past through interactive flashbacks, which affects events in the present
through an intense dual-time narrative.

"Free Radical has once again pushed the boundaries of innovation with their
riveting new video game, Second Sight," said Marc Bennett, President,
Codemasters Inc. "From the intense, action-packed game play to the rich
storyline and character development, Second Sight delivers on all fronts. In
the midst of a sequel-driven video game market, gamers will be extremely
satisfied with this refreshing new title."

Codemasters has partnered with premiere video game specialty retailers to
offer an exclusive Second Sight DVD free to all consumers who pre-order the
game. The DVD features an all-access, behind-the-scenes look into the making
of Second Sight at Free Radical Design, interviews with the development team
and insights to their techniques. For more information on how to pre-order
Second Sight visit http://www.codemasters.com/secondsight.


"Second Sight has been a secret project at Free Radical since the company was
formed," said David Doak, Free Radical Design. "This story-driven thriller is
an exciting new genre for the company, and we couldn't be happier or more
excited with the end result that years of planning and development went
into."

Second Sight is rated T for Teen by the Entertainment Software Ratings Board
and carries a suggested retail price of $39.99. The game ships to stores
nationwide on September 21. For more information visit the Second Sight web
site at http://www.codemasters.com/secondsight.

ABOUT CODEMASTERS

Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

ABOUT FREE RADICAL DESIGN

Founded in 1999, Free Radical Design Ltd is a wholly independent videogames
developer based in Nottingham, UK. Recently, Free Radical Design was the
winner of Develop magazines 'Best Independent Developer' Award, and
TimeSplitters 2 received 5 nominations for the 2004 BAFTA Games Awards.
Second Sight, TimeSplitters and Free Radical Design are trademarks or
registered trademarks of Free Radical Design Ltd.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Codemasters Names Marc Bennett President, North America

Bennett charged with all Game Publishing and Business Development
Functions for North America

New York, NY (August 31, 2004) - UK-based interactive entertainment company,
Codemasters, promotes Marc Bennett to the position of President, North
America. The announcement was made today by Codemasters' Chief Executive
Officer, Nick Wheelwright, to whom Bennett will report. In his new capacity,
Bennett will be responsible for all sales, marketing and business development
activities for North America.

"We are thrilled to have Marc as an integral member of our senior management
team" said Wheelwright. "He is a proven industry veteran and has added
tremendous value to our North American operations. We look forward to
continuing our strong momentum in the US and feel Marc has the perfect
background to take Codemasters to the next level."

Under Bennett's leadership, Codemasters will expand its U.S. publishing
capabilities through the extension of the company's core franchises,
development of original properties and the acquisition of new content from
entertainment licenses.

Bennett joined Codemasters in 2003 with extensive experience in the
interactive entertainment industry, and was most recently the General Manager
of North America for Codemasters, Inc. Prior to that, Bennett spent seven
years at video game publisher Activision (NASDAQ: ATVI) serving in a variety
of business development and product development positions, most recently as
Senior Director of Corporate Development. In these roles Bennett helped grow
the company's revenue tenfold by participating in numerous corporate
acquisitions, launching its European and Japanese studio operations and
initiating its North American affiliate label business.

Prior to Activision, Bennett worked for Morgan Stanley & Co. in London and
New York and served as a management consultant for Ernst & Young.
Bennett holds an MBA from Yale's School of Management and an MS and BS from
the State University of New York at Albany.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com .
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SECOND SIGHT SHIPS TO STORES NATIONWIDE

Free Radical Design's Multi-platform Stealth Action Thriller Now Shipping

New York - Sept. 21, 2004 - John Vattic's quest to solve the military
conspiracy behind his imprisonment has begun. Codemasters announced today the
anticipated stealth action title Second Sight has shipped to retail outlets
nationwide for the PlayStation(R)2 computer entertainment system, the Xbox
videogame system from Microsoft and the Nintendo GameCube.

John Vattic awakens to find himself held captive in a medical facility and
the subject of bizarre experimentation. He doesn't know his name, he can't
remember his past, all he knows is that his only hope for survival is to
escape and unravel the mystery that has led to his imprisonment. Second Sight
introduces a unique dual-time narrative where flashbacks are experienced as
fully playable episodes. Actions that take place in these flashbacks can
alter events when Vattic returns to the present, creating an original and
dynamic storyline structure.

"True to Free Radical form, Second Sight delivers a refreshing gaming
experience with action-packed game play, a rich storyline and engaging
characters," said Codemasters North American President Marc Bennett. "Whether
relying on stealth, paranormal abilities, a high-powered arsenal or a
combination of all three, Second Sight gives action buffs and thrill seekers
freedom to choose how they want to experience the game."

Second Sight combines an atmospheric, psychological thriller narrative with
stealth exploration and intense shooter action. Developed by Free Radical
Design, the creators of TimeSplitters, the game features 13 different weapons
including pistols, SMGs, tranquilizer guns and a sniper rifle, all
supplemented by paranormal powers. Locations in Second Sight span the globe
from the Siberian tundra to the streets of New York City and an Asylum in
Vermont.

Second Sight is rated T for Teen by the Entertainment Software Ratings Board
and carries a suggested retail price of $39.99. For more information visit
the Second Sight web site at http://www.codemasters.com/secondsight.

ABOUT CODEMASTERS

Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

ABOUT FREE RADICAL DESIGN

Founded in 1999, Free Radical Design Ltd is a wholly independent videogames
developer based in Nottingham, UK. Recently, Free Radical Design was the
winner of Develop magazines 'Best Independent Developer' Award, and
TimeSplitters 2 received 5 nominations for the 2004 BAFTA Games Awards.
Second Sight, TimeSplitters and Free Radical Design are trademarks or
registered trademarks of Free Radical Design Ltd.
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Codemasters Names Nick Wheelwright Chief Executive

New York - Oct. 21, 2004 - Codemasters, a leading developer and international
publisher of computer and video games, today announced that Nick Wheelwright
has been appointed Chief Executive of Codemasters Group Ltd.

Wheelwright joined Codemasters more than 11 years ago as finance director. He
became managing director in 1996 and led the company's international
expansion and growth through the to the $100 million developer and publisher
of today.

David Darling, Codemasters' Chairman, announced the appointment today:
"Nick plays an integral part in Codemasters' success and I'm delighted to
have him as Chief Executive. His management and market understanding are
valuable assets as we work towards some of our most successful years in the
global market place."

In his new capacity as Chief Executive, Wheelwright will be responsible for
implementing the strategic goals and objectives of the company, while
providing direction and leadership toward the achievement of the
organization's mission and objectives.

The new role also sees Wheelwright chairing Codemasters' Product Planning
Group, which, in consultation with development and publishing, is the channel
for green-lighting new product creation and franchise extension.

"I am delighted to take the position of Chief Executive and feel very excited
about the company's prospects in the global market place. We have superb
development and international publishing teams, supported by strong, focused
management and a proven track record in producing definitive gaming brands
across a wide range of genres," said Wheelwright. "As the market grows,
Codemasters will continue its growth utilizing both our established game
brands and the original properties that we will bring to market on current
and future generation gaming formats."

Codemasters is one of the strongest privately owned companies in the computer
and video game industry with key gaming brands including Colin McRae Rally,
ToCA Race Driver, Operation Flashpoint, LMA Manager, and the Club Football
range of official team-specific games.

Employing more than 400 people globally, the company was recently ranked in
the top 20 global game publishers in a report by Game Developer Magazine.

ABOUT CODEMASTERS

Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

# # #
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Ultimate Racing Simulation Continues with TOCA Race Driver 2006

Next Iteration in Series Coming to PlayStation 2, Xbox and PC this Winter

New York - March 17, 2005 - Codemasters, a leading global publisher of
interactive entertainment, announced today that the acclaimed TOCA series
will return with every element of motorsport for real in TOCA Race Driver
2006.

Coming this winter for PlayStation(R)2 computer entertainment system, the
Xbox(R) videogame system from Microsoft and PC, race drivers will be
competing in a massive variety of the world's most aggressive motorsports,
complete with explosive damage effects, head-to-head online multiplayer
racing and a game engine rebuilt for a greater degree of simulation.

With an 8-year heritage, the TOCA series has captivated a wide breadth of
racing gamers. To appeal across the board, TOCA Race Driver 2006 will deliver
individual game modes that are specifically designed to satisfy the
speed-freak and the motorsport simulation fanbase, using all the juice from
the enhanced engine.
For those who know their friction circles from their piston rings, there's
the new Pro Career mode where you follow a career in a specialist racing
discipline - including GT, Off Road, Touring Cars, Historic, Open Wheel,
Rally and Oval.
With each discipline representing a different genre of motorsport, you'll
progress through championships that cover the breadth of that discipline. If
you want to make it as an Open Wheel race driver, you'll start off in Go-Kart
events before progressing to Formula 1000, then further championships
including Formula BMW, Formula 3, and all the way up to join the BMW
WilliamsF1 Team!

More than ever before, TOCA Race Driver 2006's stunning physics and damage
engine will take real-life racing to the next level. You may have seen
realistic speed and acceleration before, but TOCA Race Driver 2006 accurately
simulates full tire wear, tire and engine temperatures, fuel consumption
affecting weight distribution, and real world engine inertia. This incredible
detail is simulated on every vehicle, across the entire range of motorsports
featured.

Alternatively, if you want to jump straight into some of the world's most
powerful cars and see those tires screech under full power, take the World
Tour - an immediate and accessible racing mode. With race-driven cinematic
cut-scenes, continuing the series' innovative plot driven narrative, and more
championship choices than ever before, the World Tour is the ultimate fast
fix of race gaming.

However you decide to race, no TOCA game would be complete without full-on
car damage. For TOCA Race Driver 2006, the next generation of the series'
Terminal Damage Engine is being intensely worked on to create motorsport
gaming's most spectacular real-car collisions on world famous circuits.

Says Gavin Raeburn, Head of Studio and responsible for the TOCA series at
Codemasters:

"TOCA Race Driver 2006 is a huge project and one we've had in the works for
almost a year already. The team are doing an incredible job and taking
motorsport gaming to a level that no one else is even touching upon and
they're doing it to a hugely advanced point. The refined engine will enable
players to really thrash the cars and see the real world results of doing so:
radiators will overheat, tires will burnout, engines will blow - the works. "

"This detail means the actual races become far more exciting and tactical.
You may be a good enough driver to get to the front of the pack, but can you
stay there when your engine is threatening to rip itself out and there's
hardly any rubber left on your rims?"

Featuring an incredible 35 different motorsport disciplines, you'll be
competing in British GT (BGTC), Muscle Cars, V8 Supercars, DTM, Monster
Trucks, Baja Motocross, Formula Palmer Audi, Historic Grand Prix, Touring
Sports Cars, Formula 3, BMW WilliamsF1 Team and many more specialized
championships, complete with race rules including flags, warm up laps and
full car set up.

Get ready to experience all the power, the aggression, the glory of real-life
motor racing in TOCA Race Driver 2006, coming in winter 2005 for PlayStation
2, Xbox and PC. Sign up for all the latest reports through the game's
development, register online now at www.codemasters.com/tocaracedriver2006.


About CodemastersCodemasters is a global interactive entertainment company
with offices in New York City, England, France, Spain, Holland and Germany.
Founded in the UK in 1986, Codemasters publishes award-winning software for
the PC, next generation video game consoles and online gaming. Codemasters
develops original titles such as Operation Flashpoint (PC Game-of-the-year)
and ToCA Race Driver, as well as games based on top licensed properties
including American Idol, MTV Music Generator and IndyCar Series. Additional
information about Codemasters and its products can be found at
www.codemasters.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is either a trademark or registered
trademark of Microsoft Corporation in the U.S. and/or other countries used
under license from Microsoft. All other trademarks are the property of their
respective owners.
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MICRO MACHINES returns to video gaming as Codemasters confirms plans for
MICRO MACHINES v4

Revival of classic racing series confirmed for PlayStation(R)2, PSP, PC and
Nintendo DS - first game details and screenshots revealed

New York (March 10, 2006) - It's been called "the most playable game in the
world" and was the party game of choice for a gaming generation - now a MICRO
MACHINES video game is set to return to game screens as Codemasters today
announces the revival of its classic series.

A smash-hit series through the 1990s, Codemasters has once again secured the
rights to the miniature vehicles for an all-new video game that promises a
real return to the MICRO MACHINES game's much loved, all-out fun, racing
gameplay. The property is under license from the Hasbro Properties Group, the
intellectual property development arm of Hasbro, Inc. (NYSE: HAS).

MICRO MACHINES v4 game, titled as a sequel to the last MICRO MACHINES game
from Codemasters, is now in development for PlayStation(R)2 computer
entertainment system, Windows PC, PSP (PlayStation(R) Portable) system and
Nintendo DS. Scheduled for a summer 2006 release, development is back with
the team at Supersonic Software, creators of some of the most acclaimed MICRO
MACHINES games and more recently Mashed and Mashed: Fully Loaded.

Mixing miniature mayhem with maximum multiplayer racing, the MICRO MACHINES
v4 game will arrive packed with knockabout, breakneck racing in the fastest
scale miniatures, complete with explosive weapon power-ups. Letting players
loose with hundreds of vehicles, each with distinctive performance abilities,
they will be racing their inch-long miniature motors on the wildest tracks
where everyday household objects appear immense in size and can become lethal
hazards.

Sport cars, street racers, stock cars, 4x4s, beach buggies, lowriders and
muscle cars are just some of the MICRO MACHINES models gamers will be taking
out on the improvised tracks around the MICRO MACHINES house, garden and -
for the first time - beyond!

Fans of classic MICRO MACHINES games will rejoice in the return of some of
the series' most popular racing arenas. Spin out around the breakfast table
littered with cereal spills, tear through the kitchen, turbo boost around the
pool table (while avoiding the treacherous pockets), or hit the gas during
the drive around the rim of the bath, carefully negotiating the ferocious
waters pouring over the edge of the bath.

As well as the familiar feel-good environments, MICRO MACHINES v4 game sees
the racing world expand further than any previous MICRO MACHINES game. Go
beyond the house and garden tracks and discover what it's like to race across
house roofs, in the sewers, through supermarkets, museums and even down to
the farm, with its danger-packed chicken coop!

Of course, it wouldn't be MICRO MACHINES without an arsenal of power-ups and
weapons to collect and use on the opponents while racing. The MICRO MACHINES
v4 game brings all the favorites back, including -the car-mounted giant
hammer!

With much more unique game content yet to be revealed, the MICRO MACHINES v4
game is set to capture the dynamic, fast, fun gameplay of its classic
predecessors when it launches in summer 2006 for PlayStation(R)2, PSP, PC and
Nintendo DS.

###

ABOUT CODEMASTERS
Codemasters is a leading developer and publisher of best-selling interactive
entertainment products for a global audience on current and future gaming
platforms and channels. Established in 1986, the company's dominant brands
include Colin McRae Rally, TOCA Race Driver, LMA Manager, Brian Lara Cricket
and Operation Flashpoint. The company is headquartered in Southam,
Warwickshire UK and maintains European operations in Germany, France, Spain,
and Benelux. The company has its U.S. headquarters in New York. More
information about the company and its products is available online at
http://www.codemasters.com.

ABOUT HASBRO PROPERTIES GROUP
The Hasbro Properties Group (HPG), the intellectual property development arm
of Hasbro, Inc., (NYSE:HAS), translates one of the industry's richest
portfolios of brands into a world of fun and excitement for children and
adults globally. Through a host of publishing, digital media, lifestyle and
entertainment platforms, HPG is able to surround fans worldwide with consumer
products that expand Hasbro's core brands, such as TRANSFORMERS, LITTLEST PET
SHOP, MY LITTLE PONY, MONOPOLY, G.I. JOE, TONKA and PLAYSKOOL.

ABOUT HASBRO
Hasbro (NYSE: HAS) is a worldwide leader in children's and family leisure
time entertainment products and services, including the design, manufacture
and marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.
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Adaptations of Don Bluth's laser disc games, such as Dragon's Lair and Space
Ace.
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Digital Leisure Releases Arcade Authentic Dragon's Lair for CD-ROM

The First and Only Fully Authentic Arcade Version Available for Home
Computers

GORMLEY, Ontario, Canada - September 26, 2001 - Save the princess, become the
valiant knight and keep your quarters for the washing machine! Bring home the
one and only original laserdisc arcade game, Dragon's Lair, in its now fully
authentic release for CD-ROM available October 3, 2001 from Digital Leisure.

Having been enjoyed by more than a quarter of a billion people worldwide for
almost two decades, Dragon's Lair is the game known by many to have
revolutionized the video game industry for all time. Dragon's Lair is a must
have for all video game enthusiasts and collectors, a loved classic for
millions and a new adventure for those experiencing the interactive adventure
for the first time. This is the premier of a true arcade version with
accurate and original arcade features, never before included, as well as the
spectacular video quality achieved through the use of MPEG 1 video, these are
available now on CD-ROM. These features include: the original scoring scheme,
arcade circuitry control through software dip switches, multiple levels of
difficulty and total scene authentication. Also included are numerous extras
such as the "watch" feature, which enables owners to relax and enjoy the
vibrant animation. Owners can also gain unique insight and perspective on the
game's history th

"Digital Leisure is doing a spectacular job in allowing everyone to play the
Dragon's Lair as they loved it in the arcades," said Dragon's Lair co-creator
Don Bluth. "Its so nice to see that it has such a special place in people's
hearts around the world!"

Part of worldwide acclaim of Dragon's Lair is the spectacular animation
created by Don Bluth, a former Disney animator who is also known for his
animation on An American Tail, The Land Before Time, Anastasia and most
recently Titian A.E.
The young video game players who were entranced by Dragon's Lair in the
arcades almost twenty years ago now have children of their own who will love
the game just as much as their parents! Dragon's Lair is one of three video
games on display in the prestigious Smithsonian Institution, along with Pong
and Pac Man. It is known as one of the most influential games in video game
history. Remember and enjoy it in its original arcade playable version on
CD-ROM available in your favorite gaming store on October 3, 2001. Digital
Leisure is also fully authenticating the other games in this loved series,
Space Ace and Dragon's Lair II: Time Warp... watch for these titles from
Digital Leisure this fall.

Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.
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Digital Leisure Releases Mad Dog McCree on CD-ROM, DVD-Video and PlayStation
2

The Old West Can Now be Won, if You're Quick on the Draw, from the Comfort of
Your Home!

GORMLEY, Ontario, Canada - October 10, 2001 - Digital Leisure has just let
that low down, dirty sidewinder Mad Dog McCree and his gang of bandits into
your sleepy western town! The Mayor and his daughter have been kidnapped and
taken to Mad Dog's hideout. The town ain't big enough for the both of youO so
who's it going to be? You or Mad Dog McCree?!

With Digital Leisure's recent acquisition of the entire collection of
American Laser Games titles, the first in this series - Mad Dog McCree- is
ready to play. With all live action video and sound, as well as true western
scenery, you'll feel like you are a part of the Old West! But you'll have to
be quick on the draw to survive Mad Dog's gang of bandits to ultimately face
Mad Dog himself in the final showdown. Find Mad Dog's hideout and save the
sleepy town, but choose your shots carefully partner or you'll be the one in
the coffin!

American Laser Games produced laserdisc based shooting arcade games in the
early 1990s, which are being remastered by Digital Leisure for various
formats. CD-ROM versions will be compatible with light guns to act as your
six-shooter to conquer the Old West. The DVD-Video and PlayStation 2
compatible versions will use the DVD remote controls to aim and fire. "So few
games have the exciting and realistic action video and sound found in the
American Laser Games titles," said Elizabeth Foster, president of Digital
Leisure. "Mad Dog McCree is a welcome and exciting addition to the Digital
Leisure lineup!"

Mad Dog McCree is the first of the series of games acquired from American
Laser Games; Who Shot Johnny Rock? will also be available on the same formats
from Digital Leisure this fall. Video game fans can get out to their favorite
local video game store and get ready to spray a little lead in harm's way to
save the town from Mad Dog and his bandits!

Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.

*Digital Leisure Inc. is not associated with Sony Computer Entertainment Inc.
Sony Computer Entertainment Inc. has not endorsed these products. Sony and
PlayStation 2 are trademarks or registered trademarks of Sony Computer
Entertainment, Inc./Sony Computer Entertainment Europe/Sony Computer
Entertainment of America and/or other Sony subsidiaries.
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You are the newly hired Private Investigator as Digital Leisure Releases
Who Shot Johnny Rock? for Home Gaming Systems

Solve the Classic Gangster Who Did It? on CD-ROM, DVD Video and PlayStation 2

GORMLEY, Ontario, Canada - October 17, 2001- Her name is "Red" and you knew
she was trouble the moment she walked in your office, but now you are the new
Private Investigator on the prowl for Johnny Rock's killer. Make your way
through the streets of Chicago in the 1920's as you try to solve one of your
toughest cases ever in the latest addition to Digital Leisure's classic game
lineup!

"Mumps", "Measles", "Pots", and "Lockjaw Lil" are your prime suspects as you
navigate your way through gaming halls, funeral parlors, and the deep dirty
alleys of the city. Are you good enough to find all the clues to Johnny
Rock's safe combination and nail the murderer? Time to practice up on your
shooting! But careful as first you'll have to get by the gangsters who stand
in your way! Having debuted as a popular arcade game in history, Who Shot
Johnny Rock? is finally available for home entertainment systems. The action
and excitement surrounding a player is heightened by realistic video action
and sound, the true crime scene compliments this excitement. You'll have to
be quick on the draw to survive but don't get trigger-happy or you'll join
Johnny Rock six feet under!

"It's a classic Who Done It Mystery," said Elizabeth Foster, president of
Digital Leisure. "The live action adds to the excitement making it a great
gaming experience for all types of video gamers!"

As the original creators of Who Shot Johnny Rock?, American Laser Games
produced laserdisc shooting arcade games in the early 1990s. These classics
are being remastered by Digital Leisure for various formats, and Who Shot
Johnny Rock? will be available at your local gaming store mid-November.
CD-ROM versions will be compatible with light guns in the players' quest to
solve the mystery. The DVD-Video version, as well as the PlayStation 2
compatible and new Xbox compatible versions, uses their respective remote
controls to take aim and fire.

Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.

*Digital Leisure Inc. is not associated with Sony Computer Entertainment Inc.
Sony Computer Entertainment Inc. has not endorsed these products. Sony and
PlayStation 2 are trademarks or registered trademarks of Sony Computer
Entertainment, Inc./Sony Computer Entertainment Europe/Sony Computer
Entertainment of America and/or other Sony subsidiaries. Digital Leisure Inc.
is not associated with Microsoft Corporation Inc. Microsoft Corporation Inc.
has not endorsed these products. Microsoft Corporation and Xbox are
trademarks or registered trademarks of Microsoft Corporation Inc.
subsidiaries.
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AnJon Inc. Inks Licensing and Distribution Deal with
Dragon's Lair LLC and Digital Leisure for
Dragons' Lair 3D Action Figures

Historic Dragon's Lair Arcade Game Played by more than Quarter Billion People
Worldwide

Rockford, IL - October 24, 2001 - AnJon, Inc., manufacturer and marketer of
action figure toys, announced today the signing of a licensing agreement with
Dragon's Lair LLC, Santa Isabel, CA, and a distribution agreement with
Digital Leisure of Ontario, Canada. The agreements enable AnJon, Inc. to
produce action figures of some of the game's most recognizable figures
including Dirk the Daring, Mordroc the Evil Wizard, Princess Daphne and Singe
the Dragon as well as the new characters that players will experience in the
Dragon's Lair 3D video game.

The original Dragon's Lair arcade game has been one of the top selling arcade
and video games over the past 18 years, and has been played by more than a
quarter of a billion people worldwide since its release in the early 1980s.
Dragon's Lair was the world's first animated video game, is one of only three
games on display at the prestigious Smithsonian Institution and is one of the
most influential video games in history, responsible for inspiring many of
today's top video game designers. Dragon's Lair LLC will be releasing a new
Dragon's Lair 3D version of the game in 2002.

Anjon, Inc. anticipates releasing the first wave of action figures at the
beginning of the second quarter of 2002.

Additionally, AnJon, Inc. announced that it would be working with Digital
Leisure for the distribution of the action figure line. Daniel Dern, vice
president of operations for AnJon, Inc., said Digital Leisure was a perfect
partner for the company because of its extensive background with Dragon's
Lair property including publishing of the CD-ROM and DVD-Video versions, in
addition to their international distribution contacts. Also, Digital
Leisure's extensive experience and knowledge in the highly competitive
consumer products markets was a plus.
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DRAGON'S LAIR 3D, A COMPLETELY NEW VERSION OF THE LEGENDARY DRAGON'S LAIR
COIN-OP GAME, TO RELEASE FOR THE PLAYSTATION2 AND THE NINTENDO GAMECUBE

The classic 1980s coin-op phenomenon to be rebuilt as a completely new
three-dimensional experience via a publishing agreement between Encore, Inc.
and Dragon's Lair LLC

Los Angeles, CA - January 7, 2002 - A quarter billion Dragon's Lair fans will
soon join Dirk the Daring in a stunning 3D, high-fantasy adventure as he
battles a myriad of creatures throughout the Dark Castle to rescue Princess
Daphne - on their next-generation video game systems.

Encore, Inc. today announced that it has signed a 3 -year, worldwide
agreement with Dragon's Lair LLC to publish this entirely new, 3D game based
on the enormously successful Dragon's Lair franchise. Slated for release in
third quarter 2002 for the PlayStationAE2 computer entertainment system and
the Nintendo GameCube(tm), Dragon's Lair 3D will dramatically expand upon the
gameplay that fans have enjoyed since 1983 by offering a true, 3D experience;
new characters; more than 200 new rooms to explore; special visual and sound
effects; an original music score; and much more.

"Dragon's Lair is a legendary franchise, and we believe that this new version
will appeal to both classic gaming fans worldwide and a brand new generation
of gamers," said Michael Bell, chairman and CEO of Encore, Inc. "Dragon's
Lair 3D will set the standard for 3D gameplay by offering state-of-the-art
animation and character movement, while staying true to the design and
storyline of the original arcade game."

"We are delighted to partner with Encore, because they're as passionate about
Dragon's Lair 3D as we are," added Rick Dyer, president and CEO of Dragon's
Lair LLC, Dragonstone Software and the game's original designer. "It is truly
exciting to reinvent this arcade game - which fans have loved for so many
years - as a revolutionary, three-dimensional world that people can play in
their living rooms."

New 3D Version Honors Game's Legendary History

Since its introduction in 1983 as the world's first full-animation laser disc
video game, Dragon's Lair has become one of the most successful coin-op games
of all time. The legendary adventure, one of only three games on display at
the Smithsonian Institution (the other two are Pac Man and Pong), has been
played by over 320 million people worldwide.

Over the ensuing years, 2D versions of the game - on a wide range of
platforms including Amiga, Apple, Atari, PC, Sega, Game BoyAE Color and DVD -
have been released, building a dedicated fan base estimated at a quarter
billion worldwide. With the introduction of Dragon's Lair 3D, these fans will
be transported to an entirely new three-dimensional world, taking their
Dragon's Lair experience to a whole new level.

A World-Famous Cast Creating the 3D Game

A team of world-famous animators, designers, software programmers and
composers are already in the Dragonstone Software studios working on Dragon's
Lair 3D. Among its members:

- Original Dragon's Lair co-creator Rick Dyer, a leading developer in the
interactive game industry for more than 20 years. His credits include Space
Ace, Time Traveler and Shadoan. An inventor and entrepreneur even in his
early teens, Dyer invented the world's first holographic video game,
developed more than half of the hand-held video games manufactured in the
early 1980s (including portable versions of Space Invaders, Pac Man and
Defender), and created a line of talking robotic fitness machines.

- Animation producers Don Bluth and Gary Goldman. They were part of the
original team that produced Dragon's Lair in 1983, and have since animated
such popular films as Anastasia, The Secret of NIMH, All Dogs Go To Heaven,
An American Tail, The Land Before Time, Thumbelina and Titan AE. While
working together at Walt Disney Studios during the 1970s, Bluth and Goldman
also animated on such well-known Disney animated films as Robin Hood, Winnie
the Pooh and Tigger Too, The Rescuers, and Pete's Dragon.

- Composer Christopher Stone, created the musical scores for over twenty
feature films and worked on numerous Emmy winning productions. He is the
winner of six ASCAP Awards for television. Stone's film credits include John
Landis' The Stupids, Phantasm II, III and IV, The Secret of My Success,
Password is Courage, and Terminal Force. His television credits include
Walker Texas Ranger, Honey I Shrunk The Kids, and The Revolutionary War.

About Encore, Inc.

Encore, Inc. is a leading interactive publisher in the videogame and CD-ROM
markets. In 2002, the company will release such highly anticipated next-gen
console games as Jackie Chan Adventures(tm) and Circus Maximus(tm): Chariot
Wars. As the nation's largest privately held PC entertainment and education
publisher, Encore also offers a broad range of titles under internationally
recognized properties, such as Sesame Street(tm), Dragon Tales(tm), National
GeographicAE and Kaplan.

Encore products are sold in over 35,000 stores nationwide, and in major
international markets. The company has been recognized in the past two years
by Inc magazine as one of America's 500 fastest growing private companies.
For more information, visit www.encoresoftware.com

About Dragon's Lair LLC

Based in San Diego, California, Dragon's Lair LLC is a joint venture between
Digital Leisure and the original creators of the 1983 arcade smash hit
Dragon's Lair. Dragon's Lair LLC is comprised of legendary animation
professionals Don Bluth, Gary Goldman and John Pomeroy, as well as veteran
video game creator Rick Dyer. Rounding out the partnership is multimedia
industry veteran David Foster, president of Digital Leisure Inc. and the
publisher of the Dragon's Lair 2D versions. Dragon's Lair LLC is committed to
creating state-of-the-art interactive titles that are supported by motion
picture, broadcast and toy ventures.

# # #
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AnJon Inc./Digital Leisure to Release Dragon's Lair Action Figures In
Conjunction with New 3D Videogame Launch

Action figures to extend the excitement of the legendary Dragon's Lair
franchise

Rockford, IL - April 8, 2002 - AnJon, Inc., manufacturer and marketer of
action figure toys, announced today that it will release its new Dragon's
Lair action figures this August in conjunction with the new Dragon's Lair 3D
videogame launch. This new release date will better leverage the visibility
and excitement generated by the videogame's release. Dirk the Daring, the
wizard Mordroc, the princess Daphne, and Singe the Dragon - all key
characters in the new Dragon's Lair 3D game - will be among the first action
figures released.

"We received terrific feedback on these new action figures from the press and
retail community at Toy Fair earlier this year," said Daniel Dern, vice
president of operations for AnJon Inc. "Everyone who saw the figures at the
show commented on the quality and the playability of the figures, which look
like they jumped right out of the game. We believe that moving the release
date to coincide with the videogames launch will extend visibility for the
entire Dragon's Lair franchise and increase the potential for these action
figures."

The original Dragon's Lair arcade game has remained one of the top selling
arcade and video games over the past 19 years, and has been played by more
than a quarter of a billion people worldwide since its release in 1983.
Dragon's Lair was the world's first animated laser disc video game, and is
one of only three games on display at the Smithsonian Institution.

Canadian-based Digital Leisure, which has been selling the 2D version of the
game, will work with AnJon, Inc. to distribute the action figure line in the
United States and abroad. For more information, contact AnJon, Inc. Daniel
Dern, vice president of operations, at 815-877-4986 or James Jolly, vice
president of sales for Digital Leisure, at 705-735-2931.

Encore is publishing Dragon's Lair 3D for the Sony PlayStation2 and Nintendo
GameCube platforms, while UbiSoft will release the PC, Macintosh and
Microsoft XBox versions.

# # #

All gaming systems referenced herein are trademarks of their respective
companies.
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Dragon's Lair 3D Action Figures Now Available

Digital Leisure and AnJon, Inc. Unite to Release Dragon's Lair 3D Action
Figures

GORMLEY, Ontario, Canada - August 19, 2002 - The wait has finally come to an
end -- Digital Leisure in conjunction with AnJon, Inc. is proud to announce
Dragon's Lair 3D Series One Action Figures are now available to own! Adults
can relive their childhood and children of all ages can share in the magic of
Dragon's Lair by collecting all four Series 1 Action Figures.

Some of the most memorable characters of video gaming history, Dirk the
Daring, Princess Daphne, the dark wizard Mordroc and the evil dragon Singe
are available for purchase individually. All four characters are created to
stand boldly upright for display, have several articulation points for posing
or playing and a soft, touchable toy quality that will appeal to all ages.

With the spectacular characters and animation originally created by Don Bluth
along with the upcoming all new release of Dragon's Lair 3D, the Dragon's
Lair 3D action figures bring Dirk, Daphne, Mordroc and Singe to life for the
first time. Whether posed on your desk, standing on your shelf or in the
hands of kids, these action figures are sure to bring a smile to anyone's
face.

To purchase a set of Dragon's Lair 3D Action Figures, you can order from the
Digital Leisure website at www.digitalleisure.com/placeanorder.html or visit
the many retailers offering this great collection, including Electronics
Boutique, Babbages, Gamestop, Media Play and Sam Goody's.

Digital Leisure is a leading publisher of Interactive DVD titles and the
distributor of Dragon's Lair 3D Action Figures. AnJon, Inc. is the
manufacturer and licensee of Dragon's Lair 3D Action Figures.
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Digital Leisure Releases Dragon's Lair 20th Anniversary Box Set - An
Interactive Adventure for PlayStation 2, Xbox and DVD Movie Players

Play Dirk the Daring and Space Ace in this All-New Special Edition of the
Classic Laser Disc Arcade Games

GORMLEY, Ontario, Canada - To commemorate the 20th anniversary of the
original arcade release of the smash hit Dragon's Lair, Digital Leisure has
produced a special edition DVD box set of the three arcade classics that
defined laser disc arcade games: Dragon's Lair, Space Ace and Dragon's Lair
II: Time Warp. While Dragon's Lair revolutionized the arcade gaming market,
Space Ace built on its popularity by introducing another arcade superhero -
Ace - and a new adventure for Dragon's Lair fans. Now, with the spectacular
video quality and audio capabilities of DVD players, the millions of people
who enjoyed Dragon's Lair and Space Ace when they were younger can relive the
action and excitement while sharing these classic games with their children.

The games are fully interactive using the remote control of a standard DVD
player, which acts just like a joystick. All the scenes from the original
arcade releases are included and optionally the player may now select new
scenes that were animated in 1983 but not included in any previous Dragon's
Lair release. The games have also been updated to include higher quality
video, authentic scene order and a new difficulty selection to make it more
challenging for the Dragon's Lair pros.

The release of this 20th Anniversary Edition not only includes these three
fully interactive games, but also chronicles the achievements of their
creators: the animation trio Don Bluth, Gary Goldman and John Pomeroy; and
the technical wizard Rick Dyer. Extras include newspaper clippings,
biographies, historical and current interviews, as well as a documentary of
the 20 years of Dragon's Lair and a complete episode of the television show
"Starcade" (1983) featuring gamers vying for a Dragon's Lair arcade machine.
In addition, high resolution scans of box art from virtually all the Dragon's
Lair releases over the past 20 years have been cataloged for the first time
ever on this DVD, along with selected pictures of licensed merchandise that
came out around the time of the arcade release plus the recently released
Dragon's Lair action figures.

Looking forward, the disc includes preview scenes from the upcoming Dragon's
Lair 3D release and discussion with the creators and developers. Packed with
all these features, this special edition release of Dragon's Lair promises to
be a milestone in the illustrious history of the game. Look for the Dragon's
Lair 20th Anniversary Edition Box Set in stores in early October.

Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.

# # #

*Digital Leisure Inc. is not associated with Sony Computer Entertainment Inc.
Sony Computer Entertainment Inc. has not endorsed these products. Sony and
PlayStation2 are trademarks or registered trademarks of Sony Computer
Entertainment Inc./Sony Computer Entertainment Europe/Sony Computer
Entertainment of America and /or other Sony subsidiaries. Digital Leisure
Inc. is not associated with Microsoft Corporation Inc. Microsoft Corporation
Inc. has not endorsed these products. Microsoft Corporation and Xbox are
trademarks or registered trademarks of Microsoft Corporation Inc.
subsidiaries.
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Digital Leisure to Release Mad Dog 2: The Lost Gold for DVD Video,
PlayStation 2 and Xbox

Mad Dog's Back and He's Going for the Gold!

GORMLEY, Ontario, Canada - October 22, 2002 - Digital Leisure announced today
the upcoming release of a remastered version of the American Laser Games'
smash arcade hit Mad Dog 2: The Lost Gold. Digital Leisure, the leading
publisher of interactive DVD adventures, has re-mastered Mad Dog 2 into a
fully interactive adventure for DVD movie players that is also compatible
with PlayStation 2 and Xbox platforms. Players use their DVD remote controls
to aim and fire, as they race against the notorious outlaw and his gang of
henchmen to the lost Spanish treasure.

While battling renegade Indians, banditos, and Mad Dog's men, you'll have to
make tough decisions about which guide to trust, and which trails to follow.
Choose the wrong path and you could end up in a shootout where you don't
stand a chance. But play your cards right and you'll make it to the final
showdown where you'll let Mad Dog know who rules the territory!

Originally produced by American Laser Games as a laserdisc arcade shooting
game, Mad Dog 2: The Lost Gold is available from Digital Leisure remastered
for DVD and will be available soon for CD-ROM. The DVD version utilizes the
remote control to position the gun sight and fire. The CD-ROM version
supports light guns from Act-Labs as well as mouse control.

Mad Dog 2: The Lost Gold is one of the many American Laser Games classics
that have been fully remastered by Digital Leisure. Other recent releases
from Digital Leisure include Crime Patrol 2: Drug Wars and Dragon's Lair 20th
Anniversary Edition.

Digital Leisure is a leading publisher of Interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior quality of DVD.

# # #

*Digital Leisure Inc. is not associated with Sony Computer Entertainment Inc.
Sony Computer Entertainment Inc. has not endorsed these products. Sony and
PlayStation2 are trademarks or registered trademarks of Sony Computer
Entertainment Inc./Sony Computer Entertainment Europe/Sony Computer
Entertainment of America and /or other Sony subsidiaries. Digital Leisure
Inc. is not associated with Microsoft Corporation Inc. Microsoft Corporation
Inc. has not endorsed these products. Microsoft Corporation and Xbox are
trademarks or registered trademarks of Microsoft Corporation Inc.
subsidiaries.
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"Lair Wear" from Dragon's Lair
Now Available For Last Minute Holiday Shopping

For the Video Gamer in the House:
Dragon's Lair Clothing, Action Figures and More

RAMONA, Calif., Dec. 12, 2002 - Last minute shoppers don't panic! Dragon's
Lair clothing, mousepads, hats, bags, mugs and more are perfect for any gamer
from 13 to 35. Whether buying for one of the millions of fans from the
original 1983 Dragon's Lair arcade phenomenon, or for the teen-gamer new to
the game, lair wear provides everything to create fun Dragon's Lair themed
gifts.

Dragon's Lair LLC, developer of the new Dragon's Lair 3D video game, is
offering signature lair wear via www.donbluth.com, the web site of legendary
animator Don Bluth who created the beloved Dragon's Lair characters. Dirk the
Daring, Princess Daphne and Singe don a wide selection of merchandise that
can be purchased online and shipped in time for the holidays.

When the video game is turned off, turn to the new Dragon's Lair action
figures and continue the adventure. Dirk, Daphne, Singe and the evil wizard
Mordroc come to life for the first time in the high quality Premier Series of
Dragon's Lair 3D action figures. Produced by Anjon Inc. and distributed by
Digital Leisure, the action figures may be purchased at Electronics Boutique,
Gamestop, MusicLand, Sam Goody, Suncoast Video, Media Play, On Cue or
purchased online at www.digitalleisure.com.

About the Dragon's Lair 3D Video Game
Dragon's Lair 3D, the completely new version of the classic Dragon's Lair
arcade game was developed by Dragonstone Software and is currently available
for Xbox and PC. Dragon's Lair 3D will soon be available for Nintendo
GameCube and PlayStation 2. The revamped classic contains 18 levels, with
more than 40 environments and over 250 rooms to explore.

About Dragon's Lair LLC
Based in San Diego, California, Dragon's Lair LLC is a joint venture between
the original creators of the 1983 arcade smash hit Dragon's Lair. The venture
includes legendary animation professionals Don Bluth, Gary Goldman and John
Pomeroy, as well as veteran video game creator Rick Dyer. Rounding out the
partnership is multimedia industry veteran David Foster, president of Digital
Leisure Inc. and the publisher of the Dragon's Lair 2D versions. Dragon's
Lair LLC is committed to creating state-of-the-art interactive titles that
are supported by motion picture, broadcast and toy ventures.

About Digital Leisure
Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.

The Dragon's Lair name, logo, characters and indicia are either registered
trademarks, trademarks, or copyrights of Dragon's Lair LLC and Don Bluth, and
are used under license with permission.

The Dragon's Lair 3D game 2002 Dragon's Lair LLC and Don Bluth. All rights
reserved. The original Dragon's Lair game 1983 Bluth Group Ltd. All rights
reserved. All other trademarks are the property of their respective owners.

# # #
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Dragon's Lair Comic Book Series Slated for 2003

MV Creations and Dragon's Lair LLC Agreement
Plan to Continue Dirk's Daring for Quarter Billion Fans

RAMONA, Calif., Dec. 18, 2002 - - Dragon's Lair LLC and MV Creations today
signed a four year unlimited title license agreement for the creation of a
new Dragon's Lair comic book series and related merchandise. The Dragon's
Lair comic books will feature the adventures of Dirk the Daring, Princess
Daphne and other classic characters of the lair created by Don Bluth.

The agreement comes during a growing resurgence of interest in retro games
and gamers' enthusiasm for the November launch of Dragon's Lair 3D for Xbox
and PC. Dragon's Lair 3D is a completely new version of the 1980's arcade
phenomenon developed by Rick Dyer and Don Bluth and will be available for
Nintendo GameCube on December 30. PlayStation 2 and Mac versions will launch
in March 2003.

Introduced in 1983, Dragon's Lair was the world's first full-animation laser
disc video game and proved to be one of the most successful coin-op games of
all time, grossing more than $43 million in the first six months of its
launch. With nearly 30 versions of Dragon's Lair created on various platforms
since 1983, the brand has grossed more than $107 million in sales since 1983
and has been played by more than a quarter of a billion people worldwide. The
original Dragon's Lair is one of only three arcade games on display at the
Smithsonian Institution - the other two are Pac Man and Pong.

"We're thrilled to work with MV Creations in creating another medium so our
Dragon's Lair fans can continue their adventures with Dirk the Daring even
when they're not play the game," says Rick Dyer, president and CEO of
Dragon's Lair LLC, Dragonstone Software and the game's original designer.

MV Creation is a leader in the nearly $140 billion worldwide comic book
industry. With a global network of talent, MV Creations offers manufacturers,
advertisers and promotional partners services in strategic sales and
marketing, creative art, advertising and public relation within the realm of
comic related merchandise.

About Dragon's Lair LLC
Based in San Diego, California, Dragon's Lair LLC is a joint venture between
the original creators of the 1983 arcade smash hit Dragon's Lair. The venture
includes legendary animation professionals Don Bluth, Gary Goldman and John
Pomeroy, as well as veteran video game creator Rick Dyer. Rounding out the
partnership is multimedia industry veteran David Foster, president of Digital
Leisure Inc. and the publisher of the Dragon's Lair 2D versions. Dragon's
Lair LLC is committed to creating state-of-the-art interactive titles that
are supported by motion picture, broadcast and toy ventures.

# # #

The Dragon's Lair name, logo, characters and indicia are either registered
trademarks, trademarks, or copyrights of Dragon's Lair LLC and Don Bluth, and
are used under license with permission.

The Dragon's Lair 3D game 2002 Dragon's Lair LLC and Don Bluth. All rights
reserved. The original Dragon's Lair game 1983 Bluth Group Ltd. All rights
reserved. All other trademarks are the property of their respective owners.

 ------------
Category 8,  Topic 20
Message 12         Thu Apr 24, 2003
KGAGNE [Ken]                 at 11:53 PDT

Empire Interactive signs distribution agreement for its eJay range in North
America with Digital Leisure Inc.

Empire Interactive plc ("Empire"), a leading AIM listed computer games
developer and publisher, is pleased to announce a key distribution deal with
Canadian company Digital Leisure Inc. ("Digital Leisure") to launch the eJay
music software range for PC in North America. The deal, which covers the USA
and Canada, consists of 24 SKUs scheduled to debut from mid May 2003.

Under the terms of the contract, Digital Leisure has acquired the exclusive
rights to distribute back catalogue eJay software together with the current
European range and upcoming PC titles. The range spans programs from the
award-winning Dance, HipHop and Techno series including current European
bestsellers Dance 5, HipHop 4 and Techno 4.

Since 1994, the software programs under the eJay brand have sold more than
three million copies in over 50 countries worldwide. The software is
available in 18 languages.

Ian Higgins, CEO of Empire commented: "This deal is a very important step for
the eJay brand as we look to grow our presence in the North American market.

"After recent successes in Europe and major brand activity such as a
12-territory promotion with Nestle cereals, we are confident that this deal
will ensure similar successes across the Atlantic."

David Foster, General Manager of Digital Leisure added: "eJay is a bestseller
across Europe and we are delighted that Empire has chosen us as its
distributor in the USA and Canada. We are confident that the software will
rapidly establish itself in the North American market ultimately prove a
success."

About Empire Interactive
Empire is a leading publisher of interactive entertainment software that has
been established for 14 years. The company floated on the Alternative
Investment Market (AIM) of the London Stock Exchange in July 2000.
Headquartered in the UK, Empire also has offices in the US, Germany, Italy
and Spain. The company develops and publishes a varied range of titles for
current and next-generation platforms in the US, Europe and Asia. Further
information about Empire and its products can be found at:
http://www..empireinteractive.com

About eJay Entertainment GmbH
eJay specializes in the development and marketing of its consumer music
software products which are available in 18 languages. With the multi
award-winning eJay products, users can easily create, mix and manage music on
a PC or Playstation2. The music creation software is targeted at a younger
audience interested in trend music styles such as house, techno, hip hop or
alternative music. Since 1994, the software programs under the eJay brand
have sold more than three million copies in over 50 countries worldwide. eJay
Entertainment GmbH is based in Stuttgart, Germany. Further information can be
found under www.eJay.com. eJay is part of the Empire Interactive PLC network,
London.

About Digital Leisure
Digital Leisure is a leading publisher of interactive DVD and CD games
including the classic Dragon's Lair line and the American Laser Games series
of shooting game. Based outside Toronto, Canada, Digital Leisure acquires
licenses to classic video-based titles and provides distribution services for
both its own products and third party publishers. For more information,
please visit www.digitalleisure.com
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The Epic of Dirk the Daring Continues in the All New-Adventure Release
"Dragon's Lair 3"

Digital Leisure Ships DL3 for DVD & CD-ROM With Improved Technology, New
Characters and Challenging Levels.

GORMLEY, Ontario, Canada-- Nov. 10, 2004-- Digital Leisure will ship
"Dragon's Lair 3," the epic all-new adventure of Dirk the Daring, this month
in DVD and CD-ROM formats.   The game includes improved graphics, utilizing
Toon Shading technology, as well as new characters, challenging levels and
three never-before-played bonus scenes.

Dirk the Daring, the brave yet bumbling knight, is ready to venture back into
the Lair in this adventure!  The Evil Wizard Mordroc has again kidnapped the
fair Princess Daphne and Dirk is her only hope.  Save the princess, defeat
Mordroc, and watch out for the treachery that lies at every step!

"For fans of the Dragon's Lair series this is a must-have for their video
game library," said Elizabeth Foster, president of Digital Leisure.
"Dragon's Lair 3 includes all the excitement of the original versions, but
with the inclusion of more intense fighting levels, new characters and
dramatic Boss Battle scenes."

Players control the actions of Dirk the Daring as he fights his way through
the castle of Mordroc who has enchanted it with treacherous monsters and
obstacles.
Owners of Dragon's Lair 3 will enjoy:

* New, State-of-the-Art graphics with Toon Shading technology.
* All the excitement of the original, with new levels and characters.
* Three new Bonus Scenes, playable after defeating the Evil Wizard.
* Forty-three Levels and Nine exciting Boss Battles await you!

Visit www.digitalleisure.com to download a free demo version of Dragon's Lair
3 and start the new Lair adventure today!

Developed by Dragon's Lair LLC and Digital Leisure Inc., "Dragon's Lair 3" is
now available for an estimated retail price of $29.95 at your favorite video
game retailer in both DVD and CD-Rom format.

About Digital Leisure

Digital Leisure is a leading publisher of interactive DVD and CD games
including the classic Dragon's Lair line and the American Laser Games series
of shooting games.  Based outside Toronto, Canada, Digital Leisure acquires
licenses to classic video-based titles and provides distribution services for
both its own products and third party publishers. For more information,
please visit www.digitalleisure.com
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Digital Leisure to release Dragon's Lair in HD!
See the stunning video on your PC

First Ever High Definition Film Transfer

GORMLEY, Ontario, Canada (June 13, 2006) -- For the first time ever you can
experience the stunning classical animation of Dragon's Lair in true High
Definition video. Digital Leisure went back to the drawing board with this
latest Dragon's Lair release to bring the most striking video ever seen from
this classic laser disc video game. Using today's most sophisticated film
transfer equipment the original Dragon's Lair film master was pulled from the
vaults at Technicolor and carefully cleaned, reprinted and captured for this
HD experience.

This all new Dragon's Lair release for your PC DVD ROM, also comes with a
completely new five channel surround sound audio mix. The original audio was
remastered and cleaned to remove all non-natural background audio, and each
scene was then analyzed to determine the best placement for each sound. With
the stunning visuals and remarkable 5.1 surround sound audio, Dragon's Lair
HD offers you an experience beyond the arcade.

"Dragon's Lair HD is an achievement no classic gamer will want to be without.
This version is truly a treat to all your senses!" says Elizabeth Foster,
President of Digital Leisure. "With the power of today's computers, gamers
can now enjoy Dragon's Lair the way it was meant to be seen. The quality of
the animation is absolutely stunning and the surround sound mix will have you
looking over your shoulder!"

With Dragon's Lair HD you control the actions of Dirk the Daring, a valiant
knight on a quest to rescue the fair princess Daphne from the clutches of an
evil dragon. You must fight your way through the castle of a dark wizard who
has enchanted it with treacherous monsters and obstacles.

Digital Leisure plans to follow-up Dragon's Lair HD with the release of Space
Ace HD and Dragon's Lair II: Time Warp HD over the coming months.

Digital Leisure is a leading publisher of interactive DVD-ROM and DVD-Video
titles. The company acquires and re-masters existing video-intensive titles
that would benefit from the superior video and audio quality of DVD and HD.

Dragon's Lair HD will be available this fall at many fine game retailers as
well as at www.digitalleisure.com .

 ------------
 ************
Topic 21        Tue Jan 22, 2002
KGAGNE                       at 11:48 PST
Sub: LucasArts

The gaming company responsible for the Star Wars, Indiana Jones and other
George Lucas franchises.

 30 messages
 ************
 ------------
Category 8,  Topic 21
Message 1          Tue Jan 22, 2002
KGAGNE [Ken]                 at 11:48 PDT

LUCASARTS CHOOSES THE COLLECTIVE TO DEVELOP NEW
INDIANA JONES GAME FOR NEXT GENERATION CONSOLES AND PC

The Collective to Leverage Innovative Technology in Return of
Renowned Indiana Jones Action-Adventure Series

SAN RAFAEL, Calif. -- January 22, 2002 -- LucasArts Entertainment Company LLC
today announced a development relationship with The Collective, Inc. to
create the next Indiana Jones game, marking the return of film's most
compelling and celebrated action hero to interactive entertainment. The game,
expected to release fall 2002, will be available on a variety of next
generation console platforms and PC.

The upcoming title follows in the epic tradition of LucasArts' rich Indiana
Jones action-adventure legacy. It will feature an all-new intriguing and
historically relevant story set amidst the world's most exotic locales. The
game will utilize The Collective's proprietary engine technology, bringing to
the series a dynamic new level of fighting action and challenging puzzle
elements.

"Similar to LucasArts' collaborations with other premier game studios, The
Collective bring considerable technological and development expertise that,
in this case, will greatly benefit one of our most important brands, Indiana
Jones," says LucasArts' President, Simon Jeffery. "The Collective's efforts
on the highly anticipated game Buffy The Vampire Slayer were a key component
in determining this relationship. The two companies together will bring new
and compelling elements to Indiana Jones that will ensure a deeply engaging
and fun game play experience.

"My partners and I have admired LucasArts and their commitment to quality and
innovation since the early 8-bit days and we are thrilled at this opportunity
to bring Indiana Jones to life on next generation consoles and PC," says Doug
Hare, vice president of production for The Collective.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery. About The Collective

Founded in 1997 by industry veterans, The Collective, Inc. is a leading
developer of interactive entertainment software and technology for all major
console and computer platforms. In recent years, the Collective has created
groundbreaking 3rd person action adventure games, including the critically
acclaimed Star Trek: Deep Space Nine - The Fallen, and the highly anticipated
Xbox title Buffy the Vampire Slayer. In the process, the studio has developed
world-class content creation tools and technology. The Collective is based in
Newport Beach, California, and can be found on the Internet at
www.collectivestudios.com.

# # #
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LUCASARTS SELECTS PLANET MOON STUDIOS TO DEVELOP UNIQUE
HUMOROUS ACTION GAME FOR NEXT GENERATION CONSOLES

Witty Creators of Award-Winning Giants: Citizen Kabuto Will Develop
Game to Complement LucasArts' Celebrated Legacy of Humor

SAN RAFAEL, Calif. -- January 30, 2002 -- With a sly wink and a nod to its
legacy of unique humor, LucasArts Entertainment Company LLC has chosen Planet
Moon Studios to create an original humorous action title for next generation
game consoles. Best known for its clever and off beat genre-bending Giants:
Citizen Kabuto, Planet Moon's game for LucasArts will follow in the rich
tradition of wry humor and intelligently crafted play style of the company's
classic titles. The game is expected to release in 2003.

"With Planet Moon's development of a unique humorous action game for
LucasArts now madly underway, I suspect the pubs around its Sausalito,
Calif., headquarters may be in for some tough economic times," says Simon
Jeffery, president of LucasArts. "In seriousness, a relationship with Planet
Moon is an obvious choice for LucasArts. It's one that will complement the
brand of humor for which we're well known and bring to our fans the kind of
game they've always loved."

"Our past games have focused on two things: being late and over budget," says
Nick Bruty, Planet Moon's president and co-founder. "Joking aside, this is
the most exciting thing we've ever created, with the best fit between
developer and publisher we could imagine. There is no one with a more
consistent record in action titles and genuinely funny games than LucasArts."

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

About Planet Moon Studios
Founded in 1997, Planet Moon Studios is a privately owned developer of
high-end videogames based in Sausalito, California, and run by partners Nick
Bruty and Bob Stevenson. They have both been active in the video game
Industry for over 17 years and between them they have worked on over 70
titles. After the release of their most recent game, the award winning
Giants: Citizen Kabuto (now available on PC, Mac and PS2), Planet Moon
Studios has quickly become a respected force in the development community the
world over. The 9-person studio has nearly 90 man-years of game-making
experience, with key members of the team responsible for a string of
successful hits including MDK (PC) and Earthworm Jim 1 & 2 (Sega Genesis and
Super Nintendo) to name a few.
# # #
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LUCASARTS' STAR WARS BOUNTY HUNTER FEATURES
STAR WARS: EPISODE II's JANGO FETT, THE MOST FEARED
MERCENARY IN THE STAR WARS GALAXY

Father of Legendary Bounty Hunter Boba Fett Highlights Action Game for
PlayStation 2 and Nintendo GameCube

SAN RAFAEL, Calif. -- March 21, 2002 -- The hunt begins! Jango Fett, the most
ruthless and feared mercenary in the Star Wars galaxy, will make his
spectacular interactive debut later this year in the action-packed Star Wars
Bounty Hunter from LucasArts Entertainment Company LLC. Through Jango --
father of Boba Fett, one of the most intriguing and enduring characters in
the Star Wars universe -- players will plunge into the dark, deadly world of
a bounty hunter, a role Star Wars game fans have long awaited to play. Star
Wars Bounty Hunter is expected to release fall 2002 on PlayStation 2 and
GameCube.

Inspired by events between Star Wars: Episode I and II, Star Wars Bounty
Hunter presents an original, compelling third-person action game experience
which establishes Jango Fett's place in the Star Wars galaxy, and his
connection to the notorious clone army.

Star Wars Bounty Hunter draws players into Jango Fett's sinister and seedy
world, where thieves, assassins - and worse - thrive. Using his cunning and a
host of deadly skills, Jango Fett ventures into the rarely explored dark side
of the Star Wars universe to track down the elusive leader of a mysterious
and deadly cult. All the while, he'll compete against a brutal rival from his
past in a quest to capture the ultimate bounty, dead or alive.

"Because of Boba Fett's amazing legacy Star Wars fans have been requesting a
bounty hunter game from LucasArts for years," says Tom Byron, director of
product marketing for LucasArts. "Star Wars Bounty Hunter will make their
wait well worth it, delivering the intense, suspense-filled experience
players want and expect. Like his legendary son, Jango Fett is mysterious and
powerful. He's the ultimate anti-hero who defines much of what's cool about
Star Wars."

Gameplay emphasizes intense combat and physical action in the relentless
pursuit of prey across six fantastic worlds and 18 levels. Jango Fett faces
off against an onslaught of the worst scum in the universe, including crime
lords, corrupt politicians, enemies of various species, and a ruthless
competitor from his own mysterious past. He is equipped with an arsenal of
powerful weapons such as dual blaster pistols, a flame thrower, missiles, and
a distinctive jet pack soon to be familiar to Star Wars fans.

The development of Star Wars Bounty Hunter utilizes the unique,
world-renowned talents of LucasArts' sister companies Industrial Light &
Magic (ILM) and Skywalker Sound. This marks the first time other companies in
the Lucas group have combined their expertise in the production of a
LucasArts game. ILM is generating cinematics for Star Wars Bounty Hunter, and
Skywalker Sound is creating sound effects for the game.

A preview trailer of Star Wars Bounty Hunter can be found as a bonus on the
recently released Star Wars Jedi Starfighter game disc, now available at all
major video game retailers.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.
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LUCASARTS UNVEILS "FORCE POWERED" TV AD CAMPAIGN FOR NEW STAR WARS: EPISODE
II GAME, STAR WARS JEDI STARFIGHTER

Foote, Cone & Belding, Industrial Light & Magic, Skywalker Sound Contribute
to Production of Broadcast Spot Set to Debut Nationally Week of April 1

SAN RAFAEL, Calif. -- April 4, 2002 -- LucasArts Entertainment Company LLC, a
leading developer and publisher of interactive entertainment software, will
premiere a new television advertising campaign nationally the week of April 1
for its new Star Wars: Episode II-related PlayStation 2 game Star Wars Jedi
Starfighter. The campaign was conceived by Foote, Cone & Belding Worldwide
(FCB) San Francisco, and produced in association with LucasArts' sister
companies, Industrial Light & Magic (ILM) and Skywalker Sound.

The 30-second "Force Powered" commercial features the sleek new Jedi
starfighter from the upcoming motion picture Star Wars: Episode II Attack of
the Clones, which also is the main ship available for players to pilot in the
LucasArts game. The spot, through ingenious lighting and other special
effects techniques, cleverly leads viewers to believe they're watching a
commercial for an upscale luxury automobile. The actual full-scale Jedi
starfighter from the movie was used in the production of the ad. "The
production of the Star Wars Jedi Starfighter commercial presented a wonderful
opportunity to work with our sister companies, Industrial Light & Magic and
Skywalker Sound, whose talents are world renowned," says Mary Bihr, vice
president, worldwide sales and marketing for LucasArts. "With the combined
expertise of the two Lucas companies, together with the tremendous creative
talents of Foote, Cone & Belding, who developed the concept for the spot,
game players will see in a very dynamic way just how fun and amazing Star
Wars Jedi Starfighter is."

The spot opens with a slow close-up pan of what appears to be the gleaming
exterior and the high-tech interior instrumentation of an automobile. Over
the strains of elegant chorale music a distinguished, British-accented male
voice quietly intones, "It's finally here... with a sleek aerodynamic
design... state-of-the-art navigation system... and the most powerful engines
in its class." A darkly cloaked Jedi Knight unexpectedly appears, turns off
his lightsaber and waves a hand toward the vehicle, summoning the Force. The
voice-over continues, "The most anticipated vehicle of the year... now comes
with optional Force powers." A droid unit suddenly beeps to life, and the
image dramatically widens to reveal the Jedi starfighter. The ship's powerful
engines ignite, and the spot segues to dynamic footage from the videogame of
the speedy craft engaged in furious space battle. The spot climaxes with the
Jedi starfighter scoring a direct hit on an enemy ship, filling the screen
with a spectacular explosion. Over this imagery the voice-over resumes with,
"Fly the ship from Star Wars: Episode II. And unlock the power of the
Force... with Star Wars Jedi Starfighter." The game's logo then momentarily
appears, and wipes to a front view of the Jedi starfighter, as lightning
dances over its surface. The spot ends with the voice-over concluding, "Force
powers optional."

The Star Wars Jedi Starfighter broadcast campaign will begin April
1, with a focused cable television buy on MTV, Comedy Central, ESPN, ESPN 2,
FOX Sports, USA Network, TBS, Sci-Fi Channel, TNN, and Cartoon Network.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

About Foote, Cone & Belding
Foote, Cone & Belding Worldwide (www.fcb.com) is one of the largest agency
brands in the U.S. and the world, with 2000 billings of $9.5 billion. With
more than 190 offices servicing clients in 100 countries, FCB Worldwide's
client roster includes Avaya, Boeing, SC Johnson, Kraft-Nabisco, Samsung,
Beirsdorf, Coors, Clairol, JP Morgan Chase and Compaq. FCB is a division of
The Interpublic Group, (NYSE: IPG), the world's largest marketing
communications holding company, with pro forma revenues in 2000 of
approximately $7.2 billion.
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LUCASARTS NABS PUBLISHING RIGHTS TO WRATH(, THE HIGHLY COVETED
ACTION/STRATEGY GAME BY THE COLLECTIVE

Wrath Slated to Release for Next Generation Console Systems in 2003

SAN RAFAEL, Calif. -- April 15, 2002 -- LucasArts Entertainment Company LLC
today announced it has, following intense competition, acquired the rights
from The Collective, Inc. to publish Wrath, one of interactive
entertainment's most highly sought after games. Wrath, expected to release
for next generation console platforms in 2003, is a dynamic arcade-style game
with a turn-based element that uniquely blends strategy and action.

"Wrath's gameplay garnered an immense amount of well-deserved buzz when The
Collective revealed the game to the press last year," says Simon Jeffery,
president of LucasArts. "LucasArts feels it is the ideal publisher; Wrath
complements our original game legacy incredibly well and supports our
continuing strategy of working with the world's premiere game developers."
"Wrath is our first original title, and with it we aim to establish a new
genre and standard in head-to-head console gaming," says Richard Hare,
creative director for The Collective. "Considering LucasArts' rich heritage
of developing exceptional, innovative games, they are without doubt the best
publishing partner for Wrath and we are delighted to be furthering our
relationship with them."

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

About The Collective
Founded in 1997 by industry veterans, The Collective, Inc. is a leading
developer of interactive entertainment software and technology for all major
console and computer platforms. In recent years, the Collective has created
groundbreaking 3rd person action adventure games, including the critically
acclaimed Star Trek(: Deep Space Nine( - The Fallen(, and the highly
anticipated Xbox title Buffy the Vampire Slayer(. In the process, the studio
has developed world-class content creation tools and technology. The
Collective is based in Newport Beach, California, and can be found on the
Internet at www.collectivestudios.com.
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LUCASARTS RENEWS RELATIONSHIP WITH LAWRENCE HOLLAND AND TOTALLY GAMES FOR
NEW WORLD WAR II FLIGHT COMBAT GAME

Secret Weapons of the Luftwaffe(-Inspired Game Expected Fall 2003 for
Next Generation Console and PC Platforms

SAN RAFAEL, Calif. -- April 17, 2002 -- LucasArts Entertainment  Company LLC
today announced the resumption of its relationship with Lawrence Holland and
his company Totally Games to develop a World War II flight combat game for
next generation consoles and PC.  Previous associations between LucasArts and
Totally Games produced the critically acclaimed and best selling X-wing and
TIE fighter series of Star Wars( games, as well as Secret Weapons of the
Luftwaffe and Their Finest Hour: The Battle of Britain(.  The latter two
games will serve as inspiration for the upcoming World War II flight combat
title.

The new game, expected to release in 2003, will immerse would-be fighter
pilot aces into dynamic, edge-of-the-seat air-to-air and air-to-ground battle
scenarios in a variety of combat theaters over Europe and other territories.
The story-driven game will drop players into a secret, elite squad of pilots
who undertake the most dangerous missions of World War II.

"Lawrence Holland single-handedly defined the fun, accessible flight action
genre with his groundbreaking trilogy of World War II air combat games," says
Simon Jeffery, president of LucasArts.  "Adding the sophisticated
storytelling style Holland developed for the award-winning X-wing series,
this new game promises exhilarating gameplay with a rip-roaring story of
adventure and intrigue.  The legions of fans who have been clamoring for a
new game in the vein of Secret Weapons of the Luftwaffe should be very happy
with this announcement."

"I'm thrilled to be back working with LucasArts, for whom Totally Games has
developed so many successful titles over the years," says Lawrence Holland,
chief executive officer and creative director of Totally Games. "My team and
I will have a great time building a brand new World War II air combat game
for this next generation of hardware.  I believe our team has some exciting
ideas that will capture the imaginations of players everywhere.  Get ready to
watch your six!"

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms.  Based in San Rafael, Calif., as well as on the Internet
at www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd.  Lucasfilm is one of the leading film and
entertainment companies in the world.  Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group.  Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry.  Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties.  Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

About Totally Games
Lawrence Holland and Totally Games previously developed the award winning
X-wing series of games and three groundbreaking World War II air combat
simulations, including Secret Weapons of the Luftwaffe, TIE Fighter( and Star
Wars X-Wing Alliance(, in conjunction with LucasArts Entertainment Company.
In March 2002, Totally Games completed the acclaimed Star Trek( Bridge
Commander, published by Activision, Inc.  Based in San Rafael, Calif.,
Totally Games continues to create totally involving games in an expanding set
of genres and platforms.  More information about Totally Games and its
development projects can be found on the company's World Wide Web site,
located at www.totallygames.com
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LUCASARTS' ACTION-ADVENTURE RTX RED ROCK PRESENTS
E.Z. WHEELER, A TRUE HERO FOR THE NEXT GENERATION

Gripping Character-Driven Original Game for PlayStation 2 and
GameCube Introduces a Unique New Hero to Defend
Humanity from an Overwhelming Alien Threat

SAN RAFAEL, Calif. -- May 7, 2002 -- 100 years in the future Red Rock,
mankind's first colony on Mars, is besieged by a brutal alien force and
military leaders on faraway Earth are stymied - so they call on Radical
Tactics Expert (RTX) Eugene Zeno "E.Z." Wheeler as their best hope in RTX Red
Rock from LucasArts Entertainment Company LLC. RTX Red Rock is an epic
third-person action-adventure expected to release spring 2003 on PlayStation
2 and Nintendo GameCube.

Radical Tactics Experts, who evolved out of the military's special forces,
are the smartest and toughest members of the armed services, uniquely known
for their strategic thinking, adaptability, and pure military muscle.
Individuals from this elite unit are trained for insertion into undefined
combat situations where even a small team is too large and unwieldy. In RTX
Red Rock players immerse themselves into the role of Wheeler, who engages in
fierce tactical combat, investigates mysterious, foreboding environments, and
solves challenging puzzles to reclaim the Red Rock colony on Mars. The game
begins when Wheeler embarks on a reconnaissance mission to Mars' inner moon,
Phobos, to monitor the movements of the L.E.D.s, a ruthlessly hostile alien
species who have ransacked the colony. The expectation is that everyone is
dead. Upon arrival, Wheeler picks up a distress call from Cimmeria Rajan, Red
Rock's young and beautiful Chief Colony Officer. Contrary to the military's
worst fears, she and a handful of others survived the alien invasion. Wheeler
quickly descends to the planet's surface for a sustained rescue operation
that challenges him to swim through underground waterways, cross Mars' frozen
deserts, penetrate the colony ruins, and sneak into alien ships, battling
L.E.D.s at every turn.

"RTX Red Rock follows in the tradition of classic award-winning original
games from LucasArts such as Grim Fandango, The Dig, and Full Throttle," says
Tom Byron, director of product marketing for LucasArts. "We know players will
quickly welcome E.Z. Wheeler into the LucasArts family of heroes, as this
game perfectly blends them with a rich, compelling story and gripping game
play."

Action in RTX Red Rock is distinguished by Wheeler's unique mechanized
abilities, granted to him through a series of medical operations to mend
previous combat injuries. Wheeler's synthetic right arm is both tool and
weapon, upgradeable to grappling hook, taser, grenade launcher, and more.
Likewise, his synthetic left eye is sensitive to special wavelengths and can
be used to locate and target hidden aliens, identify traps, and uncover
power-ups throughout the game's 10 levels. State-of-the-art computer
techniques allow LucasArts to blend realism and fantasy, bringing players to
the planet Mars in a way never before possible.

Joining Wheeler in this treacherous adventure is his faithful digital
sidekick IRIS (Independent Removable Information System). IRIS is a portable
computer module with an impudent female personality. When inserted into
standard ports on various robots and control panels she comes to chattering
life and, guided by the player, helps Wheeler solve his problems. Utilizing
control of IRIS for portions of the game, players directly command robots,
Martian rovers, and other highly maneuverable alien craft. RTX Red Rock also
will feature a two-player split-screen multiplayer mode for head-to-head
battles, capture the flag tournaments, and exhilarating races in some of the
game's many vehicles.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.
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INDY'S BACK! FAMED ACTION HERO FOR ALL GENERATIONS RETURNS IN LUCASARTS'
INDIANA JONES AND THE EMPEROR'S TOMB

Indy is Tougher Than Ever in this Heart-Stopping, Globe-Spanning
Action Adventure for Xbox, PlayStation 2, and PC

SAN RAFAEL, Calif. -- May 8, 2002 -- Indiana Jones is back and better than
ever! From the crocodile-infested waters in Ceylon to the bustling streets of
Hong Kong, perennial action hero Indiana Jones' wits, agility, whip lashing
and hand-to-hand combat skills will be put to the test as never before in
Indiana Jones and the Emperor's Tomb from LucasArts Entertainment Company
LLC. The exhilarating third person action-adventure is expected to release
fall 2002 for Xbox, PlayStation 2, and PC. The game is being developed in
collaboration with The Collective, Inc.

Indy's latest adventure plays out in dramatic fashion thanks to new gameplay
features such as brawling combat. This time, in addition to using his
trademark whip and pistol, Indy can engage in fierce hand-to-hand combat
against foes, many of whom are well-versed in martial arts. Improvised
weapons such as shovels, chairs and table legs also can be used to fend off
adversaries. The result is a more immersive and more Indy-like gameplay
experience, set amidst spine-tingling movie-like action sequences, such as a
rickshaw chase in Hong Kong and a spectacular battle atop moving gondolas in
the South China Sea area.

Indiana Jones and the Emperor's Tomb features The Collective's proprietary
3D engine that supports completely immersive, highly interactive
environments. The game will offer 10 levels, all set in unique locales such
as a 15th century castle that looms over Prague, an underwater palace in
Istanbul, and a mountaintop fortress in China. A sophisticated camera
tracking system makes sure that the player always has an optimal view of the
third-person action.

"Indiana Jones is back in a bold new way that players have never seen him,"
says Tom Byron, director of product marketing for LucasArts. "Indiana Jones
and the Emperor's Tomb faithfully recreates all the heroism, action and
edge-of-the-seat adventure of the blockbuster film series thanks to a
state-of-the-art game engine, a rich story, and compelling gameplay."

Indy's whirlwind adventure, set in the Far East in 1935, plunges him into an
international crisis of terrifying magnitude. As the game begins, a powerful
underground Asian society, the Black Dragon Triad, and a German mercenary,
Albrecht Von Beck, have formed an unholy alliance in the hopes of acquiring
the Heart of the Dragon, a black pearl that gives its possessor the power to
mold minds. Rumored to be buried in the crypt of China's first emperor, it
has been safely hidden for more than two thousand years. Now, with this
unwelcome coalition in desperate pursuit of one of the most powerful
artifacts known to man, it's up to Indy to prevent the Heart of the Dragon
from falling into the wrong hands.

Indy enters the race for the Heart at the behest of Marshal K'ai, an Asian
businessman who asks him to retrieve the pearl and return it to the
government of China. But in order to retrieve the Heart, Indy must first
traverse the world to find and assemble the three scattered pieces of the
Dragon Seal, the key to unlocking the crypt. Jones is aided in his search by
K'ai's stunningly beautiful assistant, Mei Ying, who helps him throughout
this epic conflict.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and
television properties.

About The Collective
Founded in 1997 by industry veterans, The Collective, Inc. is a leading
developer of interactive entertainment software and technology for all major
console and computer platforms. In recent years, the Collective has created
groundbreaking 3rd person action adventure games, including the critically
acclaimed Star Trek: Deep Space Nine - The Fallen, and the highly anticipated
Xbox title Buffy the Vampire Slayer. In the process, the studio has developed
world-class content creation tools and technology. The Collective is based in
Newport Beach, California, and can be found on the Internet at
www.collectivestudios.com.
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DARE TO ENTER THE ARENA. LUCASARTS BRINGS BRUTAL GLADIATOR-STYLE FIGHTING
ALIVE IN GLADIUS

Epic Combat Role-Playing Game Expected in Spring 2003 for
PlayStation 2, Xbox, and Nintendo GameCube

SAN RAFAEL, Calif. -- May 9, 2002 -- The brutal and spectacular gladiator
battles of the ancient world serve as inspiration for Gladius, a turn-based
action role-playing (RPG) game from LucasArts Entertainment Company LLC.
Gladius follows the grand saga of two young heroes, Ursula and Valens, as
they recruit and train a team of warriors to contend in the fiercely
competitive gladiator games. The game supports both single and multiplayer
modes and is expected to release spring 2003 on PlayStation 2, Xbox and
GameCube.

At the heart of Gladius is a unique mix of dynamic game play that requires
players to develop and manage a school of gladiators who, over time, gain
experience, learn new skills, improve their abilities and finally test their
might in epic battles. Players fight with deadly weapons and powerful magic,
learn vital combat tactics, and enhance and customize characters. "Gladius
takes action RPG to a whole new level," says Tom Byron, director of product
marketing for LucasArts. "Besides signaling LucasArts' return to original
game development, Gladius features a distinct style of play that is wrapped
in an epic storyline. Players will experience a game that has incredible
depth in terms of character development, but also has a unique layer of
strategy related to how players manage and balance their team."

The overall scope of Gladius is huge, offering an estimated 36 hours of play
in each of the game's two story lines which take players on a challenging
journey across four diverse geographical regions. Each land contains a
variety of warriors that players must recruit and train. Battles occur
throughout the game's 20 arenas and 12 other locations. During fights players
have a high level of interaction by way of an arcade style swing meter which
enhances the power of attacks. A successful fight will earn victorious
players highly coveted certificates and the approval of the Emperor. With
each certificate collected, players move one step closer to unlocking the
next region.

Players control a school of gladiators that can come from 16 unique classes,
including the powerful Imperial Legionary; the witches of the Galdr class,
who can sing magical songs and chants; and the javelin throwing Peltast
class. In all, the game offers more than 100 customizable character types,
hundreds of skills, and over 400 unique weapons, helmets, shields, and other
accessories with which to equip warriors.

In Gladius, players may choose to take on the role of Ursula or Valens.
Ursula, from the northern land of Nordagh, is the daughter of a great
barbarian king. Valens is the son of one of Imperia's greatest gladiators. A
bloody conflict between their two homelands gave rise to a vengeful dark god,
which nearly destroyed all of mankind. Only with the help of the revered
Valkyrie was the dark god defeated, but it came at a great cost of many
lives. This gave rise to an uneasy peace that has existed for decades between
the two lands. Now the two young heroes must fulfill their destinies to keep
the world from heading into another disastrous war.

Ursula and Valens join forces and travel across many lands, competing in
gladiator tournaments where they recruit a variety of warriors. They also
become immersed in the evil plot to revive the dark god. Once this wicked
plan is put into action, the gladiator games cease and the small band of
fighters go on a challenging quest to solve the mystery of the dark god and
defeat those who would bring him back to the land of the living. Gladius
features a story mode as well as exhibition battles against
computer-controlled opponents or up to four players in cooperative mode. Upon
finishing the game, the tournament system remains open so players can
continue to build up their characters and explore the game's four unique
territories.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.
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LUCASARTS ESTABLISHES DEVELOPMENT RELATIONSHIP WITH PANDEMIC STUDIOS TO
UNLEASH STAR WARS: THE CLONE WARS

Combat Action Game for Nintendo GameCube and PlayStation 2 Inspired by
Climactic Battle from Star Wars: Episode II Attack of the Clones

SAN RAFAEL, Calif. -- May 16, 2002 -- "Begun, the Clone War has." -- Jedi
Master Yoda.

LucasArts Entertainment Company LLC, in conjunction with Pandemic Studios
LLC, will bring Star Wars: The Clone Wars, a ground and air-based combat
action game inspired by and expanding upon one of the Star Wars galaxy's most
dramatic and intensely fought conflicts, to Nintendo GameCube and PlayStation
2. Star Wars: The Clone Wars, to be published and distributed by LucasArts
and developed by Pandemic Studios, is expected to release on both platforms
in fall 2002.

Star Wars: The Clone Wars immerses players into the role of Jedi hero to lead
a clone army from the Republic against the menacing offensive threat of the
Confederacy of Independent Systems. Under the leadership of the insidious
Count Dooku, countless armies of Confederacy droids have swarmed every star
system, sowing chaos and destruction across Republic worlds. To combat this
threat the Republic has deployed a massive army of clones, led by one of
three player-controlled Jedi: Anakin Skywalker, Obi-Wan Kenobi or Mace Windu.
Their goal is to thwart the Confederacy from reassembling an ancient Sith
weapon of mass destruction. That mandate places the fate of the Republic in
the hands of players, who must command their forces through 16 dramatic
campaigns spanning six immense Star Wars worlds, from the desolate,
ice-covered ruins of Rhen Var and war-torn plains of Geonosis, to the
towering treetop cities of the Wookiee home planet of Kashyyyk.

Star Wars: The Clone Wars features innovative and well-detailed single and
multiplayer campaigns coupled with a unique blend of non-stop action. The
game will incorporate popular characters and various familiar vehicles and
settings from Star Wars: Episode II. While the game's primary focus is on
high-intensity engagement, defined combat roles for each vehicle will add a
distinctive dimension. Upon meeting certain objectives, players can change
vehicles during battle and pilot an array of units from the arsenal of the
Republic, including a speeder bike, AT-SX assault walker, fighter tank, and
Republic gunship. In all, players engage more than 30 unique combat units.

"LucasArts has been keen to work with Pandemic ever since the first version
of Battlezone, which perfectly combined action and strategy with a tremendous
graphics engine," says Simon Jeffery, president of LucasArts. "The high level
of quality and sophistication they've brought to previous projects, combined
with the Clone War, one of the most epic events in Star Wars, will
undoubtedly result in an exhilarating game that will meet, if not exceed, the
expectations of players and fans alike."

"The Clone Wars was first mentioned in the film Star Wars: A New Hope, and
though few details were revealed the conflict has continued to intrigue fans
over the years," says Josh Resnick, president of Pandemic Studios. "On the
eve of the premiere of Star Wars: Episode II, we now know that the Clone War
was one of the largest and most pivotal events in the history of Star Wars.
Pandemic's vast experience in developing large-scale military combat action
games is ideally suited to recreating that legendary war for an interactive
medium, and will enable players to experience all its intensity first-hand."

Star Wars: The Clone Wars features several unique multiplayer games,
including Duel, King of the Hill, Conquest, and others. Duel presents a
standard deathmatch scenario with various units from the game. In King of the
Hill players attempt to earn points by staying in the "control zone" for as
long as possible. Conquest is a unique blend of action and strategy that
challenges two teams try to destroy each other's home base. In between the
teams' home bases are outposts either player can capture. When an outpost is
taken, it will automatically produce defensive laser turrets and offensive AI
units for that team. Multiplayer support allows for between two and four
players on GameCube and two-player split-screen mode on PlayStation 2.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.

About Pandemic Studios
Pandemic Studios, LLC is a premier developer of interactive entertainment
software for Playstation 2, Xbox, GameCube, and the PC. This year Pandemic
has completed Triple Play Baseball for the PlayStation 2 and Xbox, and Army
Men RTS for PlayStation 2 and PC. These add to a growing list of releases
that include sequels to the best-selling, award winning action-strategy
titles Battlezone and Dark Reign. Pandemic is in the midst of production on
several high profile games for leading publishers, including Electronic Arts,
the US Army and LucasArts. Pandemic is a privately held company with
development studios in Santa Monica, California, and Brisbane, Australia. To
learn more about the company and its products, please visit
www.pandemicstudios.com
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LUCASARTS TO DEVELOP VERSIONS OF STAR WARS GALAXIES
FOR XBOX LIVE AND PLAYSTATION 2

SAN RAFAEL, Calif. -- May 20, 2002 -- LucasArts Entertainment Company LLC
today announced its intent to develop versions of the company's highly
anticipated first game of its Star Wars Galaxies online series for Xbox Live
and PlayStation 2. Specific release dates for the Star Wars Galaxies-branded
massively multiplayer games for the two next generation console platforms
will be announced at a later time. This December LucasArts will release a
Windows PC version of the game, developed by Sony Online Entertainment,
titled Star Wars Galaxies: An Empire Divided. The Star Wars Galaxies online
game series is designed to immerse literally thousands of players into the
rich Star Wars universe. The series will feature dynamic role-playing
adventures across multiple planets during the classic Star Wars timeframe.
Game play will offer a unique combination of combat, exploration, social
interaction, specialized missions, and daring quests.

"The ultimate goal with these versions of Star Wars Galaxies is to solidify
LucasArts' position at the forefront of the emerging online console game
genre, and we're confident this strategy will do just that," says Randy
Breen, vice president of development for LucasArts. "By offering the Star
Wars Galaxies series on video game consoles such as Xbox and PlayStation 2,
LucasArts will be able to bring this eagerly awaited game to an entirely new
audience of players who previously may not have had an opportunity to
experience it."

"We're thrilled that Star Wars Galaxies -- the most anticipated massively
multiplayer game ever -- is coming to Xbox Live," says J Allard, general
manager of the Xbox platform. "We designed Xbox from day one to support great
online games like Star Wars Galaxies. This announcement validates our vision
that the best games of the future will take advantage of the Xbox system's
built-in broadband support."

"We're delighted to partner with LucasArts in bringing the Star Wars universe
to the PlayStation 2, the world's best-selling next-generation game system,"
says Andrew House, senior vice president, Sony Computer Entertainment
America. "Our goal with bringing PlayStation 2 online is to be able to
showcase dynamic content that fosters multi-player opportunities and
community building. The mass appeal of Star Wars combined with the tens of
millions of PlayStation users represents a huge step forward in computer
entertainment and the future of online gaming."

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.

# # #
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A CLASSIC RETURNS - LUCASARTS REVS UP FULL THROTTLE
FOR LONG AWAITED SEQUEL

Acclaimed Classic Adventure Roars Back to Action on
Next Generation Consoles and PC in 2003

SAN RAFAEL, Calif. -- May 21, 2002 -- Full Throttle, one of the most loved
classic adventures from LucasArts Entertainment Company LLC, returns in a
long awaited action packed sequel for next generation consoles and PC in
2003. The follow up to the award winning game from 1995 will once again
feature one of LucasArts' most popular and enduring characters, the
swaggering outlaw biker Ben, leader of a renegade motorcycle gang called the
Polecats. The free wheeling action-adventure will offer a humorous original
story, furious bare knuckle fighting, and the thrill of high speed biking.

"Full Throttle is one of LucasArts' greatest and most beloved original
games," says Simon Jeffery, president of LucasArts. "We can't think of a
better brand or character to lead LucasArts' charge into a new era of
original game development. Ben so perfectly symbolizes our legacy and yet has
just the right mix of attitude and edge to appeal to a new generation of game
players."

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.

# # #

 ------------
Category 8,  Topic 21
Message 13         Tue May 21, 2002
KGAGNE [Ken]                 at 14:42 PDT

LUCASARTS TO BRING BEST SELLING STAR WARS JEDI KNIGHT II: JEDI OUTCAST TO
GAMECUBE AND XBOX

Latest in Critically Acclaimed Action Game Series to be Available
This Winter for Two Next Generation Console Systems

SAN RAFAEL, Calif. -- May 21, 2002 -- Star Wars Jedi Knight II: Jedi Outcast,
the popular action game predicted by many in the media as a favorite to win
best PC title of 2002, will make its debut on Nintendo GameCube and Xbox this
winter. Star Wars Jedi Outcast from LucasArts Entertainment Company LLC,
presents the first opportunity for console game players to experience the
latest chapter in one of the most enduring and popular interactive game
series.

Star Wars Jedi Outcast is a dynamic action experience that continues the saga
of the once-powerful Jedi Knight, Kyle Katarn, as he struggles with the power
- and dangers - of the Force. Through a multitude of complex and richly
detailed Star Wars environments, players face a variety of powerful enemies
and once again fight for the Rebel cause. Armed with the power of the Force
and an arsenal of weapons, including a Jedi Knight's signature lightsaber,
players hold the fate of the Star Wars galaxy and the destiny of Kyle Katarn
in their hands.

Star Wars Jedi Outcast for PC was developed by Activision, Inc.'s (Nasdaq:
ATVI) Raven Software. LucasArts and Activision will partner again on the
GameCube and Xbox versions, which are being developed by Vicarious Visions.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, and the Netherlands. More information about Activision and its
products can be found on the company's World Wide Web site, which is located
at www.activision.com.

 ------------
Category 8,  Topic 21
Message 14         Tue Aug 13, 2002
KGAGNE [Ken]                 at 20:44 PDT

This year represents LucasArts 20th year in the interactive entertainment
industry, and we are rolling out a number of celebratory activities.

SWEEPSTAKES - 4 GRAND PRIZES

As part of this celebration - and as our way of thanking our customers for 20
great years - weive set up a special sweepstakes, where four lucky people
will get a chance to win one of four great prize packages!

* One Nvidia GeForce4 Ti4600 video card, plus three LucasArts PC Windows
video games or

* One Sony PlayStation 2 computer entertainment system, plus three LucasArts
PlayStation 2 video games or

* One Microsoft Xbox video game console, plus three LucasArts Xbox video
games or

* One Nintendo GameCube video game console, plus three LucasArts GameCube
video games

No purchase necessary to win, but you must be at least 13 years old to enter
and win and registered to receive the LucasArts Insider electronic newsletter
as of the date of submission of your entry form. Sweepstakes started on July
19, 2002 and ends at 5:00pm (PT) on December 31, 2002.

To enter and see a list of full rules and details, simply click on the URL
below:

http://www.lucasarts.com/sweepstakes/EntriesForm.jsp

ADDITIONAL CELEBRATIONS

Between now and the end of the year, LucasArts will roll out numerous special
features on its web site - including:

* Special movies

* Retrospectives, profiles and art galleries showcasing highlights from the
first 20 years

* Previews of numerous upcoming games - including some with connections to
great LucasArts classics

* And a few surprises!

The best way to stay informed is to sign up for the LucasArts Insider e-mail
newsletter and enter the sweepstakes!

http://www.lucasarts.com/sweepstakes/EntriesForm.jsp

As LucasArts begins its third decade, we will stay true to our legacy and
continue to take you places yet to be imagined. Join us on our web site to
learn more about what LucasArts is up to -- and find out about exciting new
titles that are coming soon!

~ LucasArts Entertainment Company
http://www.lucasarts.com

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
ETC...
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
Feel free to forward this to a friend.

(C) 2002 LucasArts Entertainment Company LLC
(C) 2002 Lucasfilm Ltd.

Terms of Use
   http://www.lucasarts.com/legal/terms Privacy Policy
   http://www.lucasarts.com/legal/privacy
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LUCASARTS CELEBRATES 20 YEARS OF GAMING
WITH DYNAMIC ANNIVERSARY WEB SITE

Site Features Interactive Milestone Timeline, Classic Game Cutscene Theatre,
Sweepstakes for Next Generation Video Game Consoles and More

SAN RAFAEL, Calif. -- September 4, 2002 -- In celebration of two decades as a
leader in interactive entertainment, LucasArts Entertainment Company LLC has
launched a special twentieth anniversary section on its web site. The
twentieth anniversary site can be found at www.lucasarts.com/20th/. Among its
many features are a twenty-year retrospective of LucasArts games, a
flash-based interactive product timeline, and a special anniversary
sweepstakes offering a chance to win a Sony PlayStation 2, Microsoft Xbox,
Nintendo GameCube, or an Nvidia graphics card for Windows PC.

The site, which will be updated frequently throughout the remainder of this
year, will feature an art gallery, trivia challenges, memorable moments and
profiles of key LucasArts employees and a theatre of classic game cutscenes
and trailers. The theatre will highlight videos clips from a variety of
LucasArts titles including Sam & Max Hit the Road, Outlaws and Full Throttle.

LucasArts Entertainment Company LLC is a leading developer and publisher of
interactive entertainment software worldwide. Based in San Rafael, Calif., as
well as on the Internet at www.lucasarts.com, LucasArts is one of five
companies in the Lucas group which include Lucasfilm Ltd., Lucas Digital Ltd.
LLC, Lucas Licensing Ltd., and Lucas Online. Lucasfilm is one of the leading
film and entertainment companies in the world. Lucasfilm's businesses include
George Lucas' film and television production and distribution activities.
Lucas Digital, which consists of Industrial Light & Magic (ILM) and Skywalker
Sound, provides visual effects and audio post-production services to the
entertainment industry. Lucas Licensing is responsible for the merchandising
of all Lucasfilm's film and television properties. Lucas Online is a digital
destination for entertainment, education, reference and e-commerce for
Lucasfilm's intellectual properties and business units.

# # #
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BANDITS AT 12 O'CLOCK HIGH! LUCASARTS BRINGS AUTHENTIC WORLD WAR II FLIGHT
ACTION TO CONSOLES AND PC WITH SECRET WEAPONS OVER NORMANDY

Latest Addition to LucasArts' Acclaimed World War II Flight Combat Game
Series Developed by Lawrence Holland and Totally Games

SAN RAFAEL, Calif. - April 18, 2003 - Inspired by its celebrated Secret
Weapons series of classic World War II flight combat games, LucasArts
announces Secret Weapons Over Normandy, which brings the historic air battles
of that era to PlayStation 2, the Xbox video game system from Microsoft, and
PC this fall. Secret Weapons Over Normandy presents a dynamic, deeply
engaging story-driven flight action experience that puts players in control
of authentic World War II aircraft and challenges them to undertake the war's
most dangerous missions.

Secret Weapons Over Normandy features gameplay accessible to all audiences.
Through more than 30 exhilarating air-to-air and air-to-ground World War II
missions, players engage in dogfights over the turbulent skies of 15 unique
combat theaters including Europe, the Eastern Front, North Africa,
China-Burma-India, and the Pacific. As a member of a secret squadron of elite
pilots, players can take to the skies in more than 20 realistically modeled
fighters and bombers as they progress through the course of the game.

"LucasArts' first generation of World War II flight action games, like Secret
Weapons of the Luftwaffe, served to define the genre back in the late 1980s
and early 1990s," says Simon Jeffery, president of LucasArts. "Given the
current resurgence in popularity of World War II-genre games, we're confident
Secret Weapons Over Normandy will have strong appeal not only to fans of
those acclaimed original games but also to a whole new generation of players
who are seeking a fun and accessible flight action experience."

"Totally Games' development of Secret Weapons Over Normandy draws on many of
the techniques we used so effectively in the X-wing series - epic missions
tied to a dramatic plot, immersive combat, distinctive characters, and cool
aircraft and weaponry - all of which will add up to a compelling World War II
air combat game," says Lawrence Holland, chief executive officer and creative
director of Totally Games.

Spanning a period of four years when world domination by the Third Reich
seemed a near certainty, Secret Weapons Over Normandy allows players to
relive the most infamous air battles of that era to help swing the balance of
power back to the Allied Forces. The game follows a historically accurate
timeline of key conflicts, beginning with the dramatic Evacuation of Dunkirk;
the fierce Battle of Britain; Germany's daring planned invasion of England,
known as Operation Sea Lion; the pivotal Battle of Midway; and culminating in
the war's most brutal battle, the D-Day invasion.

Among a multitude of legendary Allied, German, and Japanese aircraft in
Secret Weapons Over Normandy, players can pilot the twin-engine P-38
Lightning; the P-51 Mustang, one of the fastest piston-driven fighters of the
era; the dangerously unstable Me 163 Komet rocket plane; Me 262 turbo jet
fighter, the first-ever jet fighter in combat; and even be a gunner in the
B-17 Flying Fortress heavy bomber.

Secret Weapons Over Normandy features the voice of Will Lyman, best known for
his narration of the PBS series Frontline. Famed Japanese actor Mako, star of
the motion picture Tora! Tora! Tora! delivers authentic World War II Japanese
Imperial dialect. Adding to the overall experience, the game's sound has been
derived directly from field recordings of actual World War II-era aircraft.
The PlayStation 2 and Xbox versions of Secret Weapons Over Normandy offer
single and multiplayer cooperative modes. The PC version includes a mission
builder that will allow players to create their own World War II experience.

Secret Weapons Over Normandy is being developed by Lawrence Holland and his
company, Totally Games. Holland and his team created LucasArts' acclaimed
Secret Weapons World War II flight action trilogy including Secret Weapons of
the Luftwaffe, as well as the award winning X-wing and TIE fighter series of
Star Wars games.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.

About Totally Games
Lawrence Holland and Totally Games previously developed the award winning
X-wing series of games and three groundbreaking World War II air combat
simulations, including Secret Weapons of the Luftwaffe, TIE Fighter and Star
Wars X-Wing Alliance, in conjunction with LucasArts Entertainment Company.
Based in San Rafael, Calif., Totally Games continues to create totally
involving games in an expanding set of genres and platforms. More information
about Totally Games and its development projects can be found on the
company's World Wide Web site, located at www.totallygames.com

# # #
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LUCASARTS REVS UP HIGH SPEED MOTORCYCLE THRILLS
WITH FULL THROTTLE: HELL ON WHEELS

Original Adventure-Action Blends Humorous Narrative With
Hard-Driving Motorcycle Combat for Consoles and PC This Winter

SAN RAFAEL, Calif. - April 23, 2003 - One of LucasArts' most loved original
titles roars back with a vengeance this winter in the fuel-injected Full
Throttle: Hell On Wheels. Featuring the sarcastic, bad-ass outlaw biker named
Ben, this all-new adventure-action careens through a unique 3D landscape of
seedy bars, greasy truck stops and desert highways on a quest for cold beer,
cheap motorcycle parts and the honest truth. Full Throttle: Hell On Wheels
will release this winter for Sony PlayStation 2 computer entertainment
system, the Xbox video game system from Microsoft and PC.

In Full Throttle: Hell On Wheels, players climb on a Corley motorcycle to
become the biker they've always dreamed of in this humorous adventure that
blends bare-knuckle brawling and hard-driving action. As Ben, leader of a
renegade motorcycle gang called the Polecats, players engage rough and tumble
rivals in brutal high speed motorcycle combat as well as tough bar room
brawls.

"Full Throttle is one of LucasArts' greatest and most memorable original
brands perfectly symbolizing the company's legacy of creating games with rich
characters and compelling stories," says Liz Allen, director of marketing for
LucasArts. "Full Throttle: Hell On Wheels turns up the action allowing
players to 'stick it to the man' and leave it all behind for the freedom of
life on the road as a charismatic outlaw biker."

Full Throttle: Hell On Wheels takes place in a surreal and desolate future
where justice is relative and traditional law and order has been replaced by
the "code of the road." The game's highly stylized environments are
innovative and high-tech yet embody a primitive and run-down quality that
brings meaning to the story and life to the characters.

Ben discovers his way of life threatened when the highways and byways of his
stomping ground, El Nada, are mysteriously torn up and destroyed - and he's
not gonna take it! On his tricked-out Corley, Ben sets out with his gang on
an action-packed adventure to set things straight. Using their own brand of
double-fisted diplomacy, they pursue a rival gang, the Hound Dogs, believing
they are to blame for the wrecked roads. However, a murderous plot motivated
by money and greed is soon revealed. Ben joins forces with old friends Father
Torque, his mentor, and Maureen Corley, heiress to the Corley Motorcycle
Company, to bring down a nefarious villain and his evil henchman and
ultimately, to preserve the freedom of the open road.

In Full Throttle: Hell On Wheels, players use fists, wits, weapons and
wheelie-popping motorcycle action to guide Ben through a series of
adventures, puzzles and melee style combat. In addition to steel-toed biker
boots, Ben fights his foes with more than 40 different strategically placed
weapons including: chairs, bottles, pool cues, chains, crowbars and even a
guitar. To regain his health after an exceptionally harsh scrap, Ben throws
back a beer or two and has a good laugh with his gang.

The game offers more than 35 different levels in 20 unique environments such
as: a truck stop, an oil refinery, a junkyard, an airplane graveyard and the
Polecat's regular hangout, the Kickstand biker bar.

In addition to Ben's super-fast, custom Corley, players can ride and control
Mo's motorcycle, an old cargo blimp and more. A sophisticated camera tracking
system makes certain that the player always has an optimal view of the third
person action.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.
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MYTHIC CHARACTERS FIGHT TOOTH AND CLAW IN WRATH UNLEASHED, AN ORIGINAL ACTION
GAME FROM LUCASARTS

Intense Action Mixed With Intriguing Gameplay Brings
Thrilling New Experience To Consoles This Winter

SAN RAFAEL, Calif. - May 9, 2003 - LucasArts unleashes the wrath of the gods
in the highly anticipated original title Wrath Unleashed, a brutal action
game where mythological creatures roar to life in a spectacular and deadly
fantasy world. Players engage each other in mighty battles in a struggle to
gain dominion over vast magical islands, awesome beasts and enchanted
temples. Wrath Unleashed is being developed in collaboration with The
Collective, Inc., and is expected to release in winter 2003 for the Sony
PlayStation 2 computer entertainment system and the Xbox video game system
from Microsoft.

Part intense combat action, part thought-provoking strategy and pure
head-to-head mayhem, Wrath Unleashed pits players against a stunning array of
all-powerful fantasy creatures. In both single and head-to-head multiplayer
mode, players strategically command an army of spectacular magical creatures
as well as engage in fierce one-on-one battles with mythic monsters, demons
and characters.

"Wrath Unleashed combines the accessibility and fun of an action game with a
challenging twist resulting in an all-new type of gameplay for console
players," says Sam Saliba, product marketing manager for LucasArts. "The game
offers players a truly 'fantasmical' experience by introducing some of the
most magnificent creatures ever seen in a fantasy universe. Wrath Unleashed
turns traditional mythology on its head!"

In Wrath Unleashed, powerful beings called overlords fight for supremacy in a
striking and imaginative ethereal void as they struggle to become gods and
maintain dominance and magic. Overlords and their minion creatures battle for
control of magical floating islands represented by a beautiful world map
comprised of terrain tiles. Each tile on the map is imbued with an elemental
affinity of fire, earth, water or wind.

Players can control four potent and deadly overlords and more than 25 wild
and fearsome creatures such as fiery dragons, fierce centaurs, enchanted
unicorns, massive juggernauts and all manner of ferocious demons. Creatures
and overlords are influenced by popular mythology and have unique
manifestations, design twists and magical abilities. All characters have
elemental affinities and belong to one of the game's four realms - Dark
Chaos, Light Chaos, Dark Order and Light Order.

Players of Wrath Unleashed command an army of creatures and wage war across
the vast battlefield of the world map. Armies battle to control islands and
capture temples capable of providing players with magical ethereal energy, or
mana. Players can use mana to cast spells and provide a competitive advantage
over an opponent.

When two opponents clash for domination of the same tile, the game
transitions to an arena view where one-on-one battles occur. The real action
begins as players are thrust into arena-style combat and full 3D control of
characters is enabled. In arena combat, creatures wield magic, weapons and
use teeth and claws to defeat enemies in vicious close and long-range
attacks. Players must be wary for the land itself can strike out with
powerful storms, fatal floods, erupting volcanoes or deadly earthquakes.

Unleash your wrath this winter. And, may the best beast win!

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.

About The Collective
Founded in 1997 by game industry veterans, The Collective, Inc. is a premier
developer of interactive entertainment software and technology for all major
console and computer platforms. In recent years, the Collective has created
groundbreaking 3rd person action adventure games, including the critically
acclaimed Indiana Jones and the Emperor's Tomb, Buffy the Vampire Slayer,
Star Trek(r): Deep Space Nine - The Fallen, and the highly anticipated,
original title, Wrath Unleashed. In the process, the studio has developed
world-class content creation tools and cross-platform engine technologies.
Now employing over 70 people at its Newport Beach, California facility, The
Collective is one of the largest independent game developers in the United
States. More information about the company can be found on the Internet at
www.collectivestudios.com.
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Attention all future Jedi!

LucasArts has launched a new website for Star Wars Jedi Knight: Jedi Academy!
The site contains a variety of new content including:

-Brand new game trailer
-Character and lightsaber customization movies
-Over 50 acrobatic and combat moves videos
-7 music tracks from the game soundtrack
-Character and weapon descriptions
-Multiplayer level descriptions
-Game FAQ
-Downloadable content such as wallpapers and animated icons

Enter the Academy today: http://www.swjediacademy.com/
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The official Secret Weapons Over Normandy web site has launched!

This dynamic new site features:

-New Game Trailer!
A new Secret Weapons Over Normandy game trailer now available in the gallery!

-Exciting Game Play Information
Check out the first wave of aircraft from the game, along with a look at the
weapons and locations.

-Cool Downloadable Content
Stop by and grab Wallpapers, Screensavers and MP3s!

-Top Secret Game Features Revealed
Discover exciting game features in the Game Info area, such as types of
aircrafts, weapons and combat theaters!

Infiltrate the site today!  www.overnormandy.com
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LucasArts announces the Star Wars: Knights of the Old Republic "Choose Your
Destiny" sweepstakes.

Enter for a chance to win an array of great prizes such as:
A Trip to LucasArts
We'll give you a private tour and capture your likeness for use in an upcoming
LucasArts video game!

The "Ultimate" Gaming System
Alienware Area 51 Extreme Computer with some of the finest gaming components
in the galaxy.  Includes the amazing Creative Gigaworks S750 7.1 Speaker
System!

More Great Prizes!
* Master Replicas Lightsabers
* PC Version of Star Wars(r): Knights of the Old Republic(tm)

Enter Today!

http://www.lucasarts.com/sweepstakes/kotor/
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X-WING AND TIE FIGHTER REVEALED IN NEW
SECRET WEAPONS OVER NORMANDY GAME FROM LUCASARTS

Use the Force in World War II. LucasArts has unveiled the "top secret" news
that players of Secret Weapons Over Normandy will have the ability to unlock
and pilot the Incom T-65 X-wing and Sienar Fleet Systems TIE Fighter vehicles
from the classic Star Wars universe.

Upon completing the Secret Weapons Over Normandy 15-mission campaign and all
21 "Challenge" missions, skilled pilots will be rewarded with these two
memorable starships that are available for use in the game's "Instant Action"
mode. Console players will also be able to fly a squadron of X-wings
head-to-head against their friend's TIE Fighters in split-screen multiplayer
mode. In addition to the realistic look and authentic Star Wars sound effects
direct from the Skywalker Sound library, players will also enjoy details such
as watching the head of the X-wing's astromech droid track nearby targets.

Can you be trusted with the most dangerous secrets from a galaxy far, far
away? This is your finest hour!

Secret Weapons Over Normandy, which was developed by Totally Games, is rated
"T" for Teen by the ESRB and retails for $49.95 on the PS2, Xbox and PC.
Pilots can learn more about Secret Weapons Over Normandy at the official
product website: www.overnormandy.com

 ------------
Category 8,  Topic 21
Message 24         Tue Jan 13, 2004
KGAGNE [Ken]                 at 16:53 PDT

LUCASARTS ANNOUNCES DETAILS ON
STAR WARS BATTLEFRONT(tm)

SAN RAFAEL, Calif. - January 13, 2004 - LucasArts officially announced today
the exciting details regarding Star Wars Battlefront, an intense open-ended
multiplayer action game set in the Star Wars(r) universe due out this fall for
the PlayStation 2 computer entertainment system, Xbox video game system from
Microsoft, and the PC. Star Wars Battlefront will put fans and gamers in the
heat of the action as they re-live all of the epic battles from the classic
and prequel eras of the Star Wars universe.

Both console and PC players will be able to participate in the most memorable
Star Wars battles set in over 15 environments across 10 diverse planets
including Hoth, Geonosis, Yavin, Tatooine and Naboo. Players will be able to
select one of over 20 different soldier types from four factions: Rebel
Alliance, Imperial Army, Clone Army and Droid Army. Each soldier will have
specialized abilities and the freedom to use ground-based turrets found on
the battlefront as well as over 15 diverse ground and air vehicles including
the AT-ST, X-wing and speeder bike.

Star Wars Battlefront will be optimized for PS2 online, Xbox Live and PC
online. Console gamers will be able to battle against 16 players over the
Internet or 32 players connected via LAN. PC gamers will be able to battle
against 32 players over the Internet or 64 via a LAN. The game will also
support voice chat through compatible headsets for the PS2 and Xbox console
systems as well as PC.

In addition to the single-player and various multiplayer modes offered in Star
Wars Battlefront, a unique "Conquest" mode adds an innovative and strategic
gameplay element to the action. After each battle is completed and the planet
is conquered, the winning team will be rewarded with a special "bonus" ability
that can be deployed in future battles in an attempt to take over the Star
Wars galaxy planet-by-planet.

Star Wars Battlefront is published by LucasArts and developed by Pandemic
Studios. For more information, please visit the official product website at
www.starwarsbattlefront.com

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide an
interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment companies.
Founded by George Lucas in 1971, it is a privately held, fully integrated
entertainment company. In addition to its motion-picture and television
production operations, the company's global activities include Industrial
Light & Magic and Skywalker Sound, serving the digital needs of the
entertainment industry for visual-effects and audio post-production, and Lucas
Licensing, which manages the global merchandising activities for Lucasfilm's
entertainment properties. Additionally, Lucas Online creates Internet-based
content for Lucasfilm's entertainment properties and businesses. Lucasfilm's
motion-picture productions include five of the 20 biggest box-office hits of
all time and have received 19 Oscars and 53 Academy Award nominations.
Lucasfilm's television projects have won 12 Emmy Awards. Lucasfilm Ltd. is
headquartered in San Rafael, Calif.

About Pandemic
Pandemic Studios, LLC is a premier developer of entertainment software for
PlayStation(r)2, Xbox, GameCube(tm), and the PC. Over the last 6 years,
industry veterans Josh Resnick and Andrew Goldman have built Pandemic into a
company of more than 150 highly skilled programmers, designers, and artists
working on high-profile titles. Pandemic is a privately held company with
development studios in Los Angeles, California and Brisbane, Australia.

###

 ------------
Category 8,  Topic 21
Message 25         Tue Mar 16, 2004
KGAGNE [Ken]                 at 13:19 PDT

LUCASARTS TO DEPLOY MERCENARIES

LONDON, U.K. - March 15, 2004 - LucasArts officially announced today that it
will deploy Mercenaries, an open-ended third person combat-action game this
fall for the PlayStation 2 computer entertainment system and the Xbox video
game system from Microsoft. Set in North Korea where a coup has plunged the
troubled nation into chaos, an elite private military company has dispatched
a lone mercenary to track down 52 fugitive members of the old hardliner
regime --- before they can launch a nuclear attack.

Mercenaries will give gamers the opportunity to live out their action movie
fantasies with its explosive combat and non-linear gameplay set in massive
interactive environments. If you can see it -- you can steal it, use it or
blow it up. Players can demonstrate their creativity in the hunt for enemy
combatants using more than 30 real-world military weapons. Gamers will be
able to assume the role of one of three different mercenaries and will have
the opportunity to call in air strikes and pilot more than 20 authentic
ground and air vehicles including helicopters, trucks and tanks. Players can
attract attention from embedded journalists in the game as they work with
(and against) sparring international factions to secure all 52 targets,
represented by a deck of playing cards. Mercenaries will be able to purchase
additional weapons and vehicles with the money earned from each capture.

All of the nonstop action within Mercenaries will be highlighted with
authentic sound effects recorded and mastered at Academy Award-winning
Skywalker Sound. Mercenaries is published by LucasArts and developed by
critically acclaimed Pandemic Studios. For more information, please visit the
official product website at www.mercenariesthegame.com.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in Marin County, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in Marin County, Calif.

About Pandemic
Pandemic Studios, LLC is a premier developer of entertainment software for
PlayStation(r)2, Xbox, GameCube(tm), and the PC. Over the last 6 years,
industry veterans Josh Resnick and Andrew Goldman have built Pandemic
(www.pandemicstudios.com) into a company of more than 150 highly skilled
programmers, designers, and artists working on high-profile titles. Pandemic
is a privately held company with development studios in Los Angeles,
California and Brisbane, Australia.

###

 ------------
Category 8,  Topic 21
Message 26         Wed Jun 30, 2004
KGAGNE [Ken]                 at 11:10 PDT

"Ben's Game" (for Windows) was designed by LucasArts employees to give cancer
patients something positive to do.

http://www.cnn.com/2004/TECH/fun.games/06/30/bens.game.ap/index.html
http://www.makewish.org/ben

 ------------
Category 8,  Topic 21
Message 27         Thu Sep 02, 2004
KGAGNE [Ken]                 at 14:16 PDT

STAR WARS BATTLEFRONT GOES GOLD

Prepare for battle. LucasArts is excited to announce that the highly
anticipated action/shooter, Star Wars Battlefront has officially GONE GOLD on
PS2, Xbox and PC and is scheduled to blast its way onto store shelves on
Tuesday, September 21, 2004 --- day and date with the Star Wars Trilogy, which
marks the first time all three classic films will be available on DVD.

Star Wars Battlefront is an intense open-ended single player and multiplayer
action game set in the Star Wars universe that puts fans and gamers in the
heat of the action as they re-live all of the epic battles from the classic
and prequel eras. In the game, console and PC players can choose intense
free-form multiplayer combat or a variety of robust single player modes
including "Historical Campaigns" and "Galactic Conquest."

Star Wars Battlefront is published by LucasArts and developed by Pandemic
Studios. For more information, please visit the official product website at:
www.starwarsbattlefront.com

To download the box shot, logo, screenshots and hi-res key art, please visit
the press website at: vip.lucasarts.com

 ------------
Category 8,  Topic 21
Message 28         Sun Feb 12, 2006
KGAGNE [Ken]                 at 07:37 PDT

LEGO has renewed its contract with Lucas through 2011:

http://biz.yahoo.com/bw/060211/20060211005012.html?.v=1

 ------------
Category 8,  Topic 21
Message 29         Mon Apr 17, 2006
KGAGNE [Ken]                 at 13:45 PDT

There's a good article in today's New York Times about LucasArts, its
president Jim Ward, and his vision for the company in these post-prequel days:

http://www.nytimes.com/2006/04/17/technology/17lucas.html

 ------------
Category 8,  Topic 21
Message 30         Sun Jul 23, 2006
KGAGNE [Ken]                 at 18:52 PDT

LucasArts has developed a new engine called Digital Molecular Matter which
will be used in its next Indiana Jones game.  But here is a demonstration of
its application in a (hypothetical?) Star Wars game:

http://tinyurl.com/fws46

 ------------
 ************
Topic 22        Mon Sep 23, 2002
KGAGNE                       at 09:26 PST
Sub: TDK Mediactive

Publisher of Robotech.

 15 messages
 ************
 ------------
Category 8,  Topic 22  [MOVED]
Message 1          Thu Apr 11, 2002
KGAGNE [Ken]                 at 09:41 PDT

The Saga begins... TDK Mediactive and Mattel
take the wraps off the long awaited Robotech(TM) video games
Coming this Fall for PlayStation(R)2, Xbox(TM), Nintendo GameCube(TM) , and
Game Boy(R) Advance

CALABASAS, CA - April 11 , 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of entertainment software, and Mattel, Inc. (NYSE: MAT), the
worldwide leader in the design, manufacture and marketing of toy products are
pleased to announce that "Robotech: Battlecry " for the PlayStation(R)2
computer entertainment system, Xbox(TM) video game system from Microsoft, and
the Nintendo GameCube(TM) video game system as well as "Robotech: The Macross
Saga" for Game Boy(R) Advance will be released this fall. Based on one of the
most successful animated series in the United States, "Robotech: Battlecry"
is visually spectacular, featuring the fast-paced action and sweeping drama
of the popular television show.

"We are extremely pleased about our partnership with Mattel and Harmony Gold
along with developer Vicious Cycle" said Vincent Bitetti, chief executive
officer of TDK Mediactive. "Our upcoming games have captured the dramatic
storyline, art direction and amazing battle sequences that characterize the
Robotech universe."

" 'Robotech' is a phenomenal brand with great potential - the games will
appeal to many audiences - everyone from fans of the original TV series to
core gamers to the casual consumer" said Amy Boylan, senior vice president of
New Media at Mattel, Inc. "With the popularity of anime and giant mechs on
the rise, 'Robotech' is poised to become one of the standout games this
year."

About "Robotech: Battlecry":
A mission-driven action title, "Robotech" embodies the classic mecha-filled
mayhem of the animated series. Featuring all-encompassing destruction on a
giant scale, "Robotech" is a high-octane arcade shooter that captures the
television show's spectacular visuals and epic storyline.

As an intrepid fighter pilot, the player must protect cities of Earth from
roving bands of a giant alien race, the Zentraedi. The player pilots the
versatile Veritech Fighter, a giant transformable mechanized robot that can
convert into a high-flying jet fighter, a 40-foot tall humanoid robot, and a
combination of both. Each transformation mode offers new movement options,
special abilities or weapons. To succeed in battle, the player must use more
than one mode to complete their assigned objectives. In keeping with the
"Robotech" identity, the environments, mecha, characters, and overall
appearance are modeled directly from the stylized look of the highly-regarded
animated series.

Features for "Robotech: Battlecry" include:
- Myriad of environments, including deep space and crowded cities
- Three transformation modes, including Fighter (fighter plane), Battloid
(humanoid robot), and Guardian (combination of both), each with individual
strengths and weaknesses
- Intense arcade action and awesome Cel Shaded graphics
- Eight different arcade shooter gameplay elements, including search and
destroy, guard, attrition, and escort

About the Robotech Brand
Produced by Harmony Gold in 1985, Robotech fueled the transforming robot
craze and drew legions of loyal fans with its richly detailed Japanese
animation featuring dazzling science-fiction drama. Robotech continues to be
one of the most recognized animated television series to this day. Its
ground-breaking production design also launched a worldwide licensing
phenomenon that has spawned several toy lines, musical soundtracks, dozens of
novels, role-playing games, collectibles, and apparel and over 300 comic
books. More information about Robotech is available at www.robotech.com.

About Harmony Gold
Formed in 1983, Harmony Gold is a leading production, acquisition and
distribution company of quality international television programming,
producing some of the most classic and history-making programs in the
industry. Harmony Gold is a division of The Harmony Gold Companies, whose
interests range from theater management, real estate and finance to film and
television production.

About Mattel Boys/Entertainment
Mattel's Boys/Entertainment division's portfolio of global brands includes
some of the most popular products in the toy industry today. The division is
comprised of three segments: Wheels, Entertainment and Games. The Wheels
segment includes Hot Wheels, the No.1 selling toy across all categories in
the toy industry, Matchbox(R) and Tyco(R) R/C. Mattel Wheels appeals to guys
ages two-to-92 with toys, consumer products and collectibles. Mattel's
exciting entertainment-inspired licensed toy lines include: Harry
Potter(TM)-; Nickelodeon's Rugrats(TM), Jimmy Neutron, Boy Genius(TM), Rocket
Power(TM), The Wild Thornberry-s(TM), and SpongeBob SquarePants(TM)-; as well
as Mattel Action brands-: Rock 'em Sock 'em(TM) Robots, Masters of the
Universe(R) and Max Steel(TM). Mattel's Games include favorite classics such
as UNO(R), Magic 8 Ball-(R), Skip Bo-(R), -Ker Plunk!(R), Toss Across-(R),
Fisher-Price(R), Disney Games and the international rights to Scrabble-(R).
Mattel has offices and facilities in 36 countries and sells its products in
more that 150 nations throughout the world.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality entertainment software for current and next generation videogame
systems. The Company's games are based on original and licensed content
derived from major motion pictures, video franchises, popular literature and
popular culture. TDK Mediactive has exclusive technology and content licenses
with Sony Computer Entertainment America Inc., Microsoft Corporation,
Nintendo of America Inc., DreamWorks SKG, Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution, BDSP and others.

TDK Mediactive is part of TDK Corporation's global effort to expand its
offerings to consumers of entertainment-oriented products. More information
about TDK Mediactive and its products is available at www.tdk-mediactive.com.

(C) 1985, 2002, Harmony Gold USA, Inc. All Rights Reserved. ROBOTECH and
associated trademarks and characters are owned by Harmony Gold USA, Inc.

Mattel and associated trademarks are owned by Mattel, Inc. PlayStation is a
registered trademark of Sony Computer Entertainment Inc. Nintendo, GameCube
and Game Boy are trademarks of Nintendo of America Inc. Microsoft and Xbox
are either registered trademarks or trademarks of Microsoft Corporation in
the U.S. and/or other countries.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstances. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission. All anticipated products, platforms,
release dates and ratings are anticipated and reflect management's view only
as of the date hereof. Additional platforms for the above titles may be
announced.


# # #

 ------------
Category 8,  Topic 22  [MOVED]
Message 2          Thu Apr 18, 2002
KGAGNE [Ken]                 at 09:40 PDT

FOR IMMEDIATE RELEASE

TDK MEDIACTIVE SECURES MUPPETS LICENSE
Classic Muppet Characters to Hit Gaming Platforms in 2002

CALABASAS, CA -April 18, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a global
publisher of entertainment software, announced today an exclusive three-year,
renewable worldwide licensing agreement with Jim Henson Interactive, a
division of The Jim Henson Company, for the Muppets, one of the most prolific
brands in the entertainment industry. The agreement ensures TDK Mediactive
exclusive rights to develop and publish games based on many of the Classic
Muppet characters, including Kermit the Frog, Miss Piggy, Fozzie Bear, The
Great Gonzo and more. Platforms covered by the license agreement include the
PSOne and PlayStation(R)2 computer entertainment system, Xbox' video game
system from Microsoft, the Nintendo GameCube(TM) video game system, the Game
Boy(R) Advance and PC platforms.

"The colorful Muppet characters and their hilarious antics are tailor-made
for videogames," said Vincent Bitetti, chief executive officer of TDK
Mediactive. "The Muppet license is a continuation of our efforts to diversify
our business across all viable platforms, categories and age demographics and
fits well into the "E" rated segment of our business."

"In celebration of the 25th anniversary of The Muppet Show, we've been
expanding the reach of Muppet characters by leaps and bounds this year," said
Craig Allen, General Manager and Senior Vice President, Jim Henson
Interactive. "The licensing agreement with TDK Mediactive will ensure that
high quality, entertaining Muppet games will be produced for a variety of
platforms, giving our fans the world-over a true gaming experience that only
the Muppets can deliver."

More about the Muppets license will be revealed at E3, South Hall, booth
number 1446.

About the Muppets
The zany cast of The Muppet Show has brought joy to generations since their
television introduction a quarter of a century ago. The show first debuted in
syndication on September 26, 1976 and continued for five seasons with 120
shows. Since then, the Muppets, known for their clowning, conjuring,
quirkiness and kindness, have become international superstars shaping "pop
culture" with over 50 Emmy Awards and a high celebrity profile.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality entertainment software for current and next generation video game
systems. The company's games are based on original and licensed content
derived from major motion pictures, video franchises, popular literature and
popular culture. TDK Mediactive has exclusive technology and content licenses
with Sony Computer Entertainment America Inc., Microsoft Corporation,
Nintendo of America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark, BDSP,
The Jim Henson Company and others.

TDK Mediactive is part of TDK Corporation's global effort to expand its
offerings to consumers of entertainment-oriented products. More information
about TDK Mediactive and its products is available at www.tdk-mediactive.com

About Jim Henson Interactive
Established in 1998, Jim Henson Interactive (JHI) is responsible for the
worldwide digital expression, development and creative production of the
Company's intellectual properties including such well-known brands as the
Muppets, Farscape, Jim Henson's Bear in the Big Blue House, Jim Henson's The
Hoobs, Mopatop's Shop, Jim Henson's Construction Site and The Dark Crystal.
The division works with a variety of partners including Sony, Microsoft,
Intel, Vivendi Universal, Simon & Schuster Interactive, Midway and Ubi Soft.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

 ------------
Category 8,  Topic 22  [MOVED]
Message 3          Wed May 01, 2002
KGAGNE [Ken]                 at 19:02 PDT

TDK MEDIACTIVE AND DREAMWORKS EXTEND EXCLUSIVE SHREK(R) LICENSE AGREEMENT FOR
ALL CURRENT GAMING PLATFORMS

Long-Term Interactive Deal to Include Sequel

CALABASAS, Calif. - May 1, 2002 - TDK Mediactive, Inc. (OTC BB: TDKM), a
global publisher of interactive entertainment software, and DreamWorks SKG,
announced today the extension of their exclusive video game license agreement
for the Shrek franchise, including the Shrek sequel. The agreement is
worldwide for all current game platforms and exclusive to TDK Mediactive.

Worldwide sales of TDK's Shrek interactive titles have been highly
successful, exceeding one million units across four platforms (Xbox(TM), Game
Boy(R) Advance, Game Boy(R) Color and PC CD ROM). Additionally, most of the
titles are available in six languages and are currently available in North
and South America, Europe and Australia. Plans are also underway to develop
and sell titles in Asia and other territories, as well.

One of the highest grossing movies of 2001, DreamWorks Picture's Shrek has
grossed over $481 million at the box office worldwide. On video, Shrek is the
best selling DVD of all time and was the number one video release of 2001.

"Shrek is not only a great movie franchise, but a powerful video game
franchise, as well," said Vincent Bitetti, chief executive officer of TDK
Mediactive. "It has developed into two synergetic entities, which can stand
alone, as well as provide mutual support: Shrek the DreamWorks movie
character and Shrek the video game icon. Recognizing this unique strength,
our development efforts have shifted from a license perspective to a video
game franchise perspective, and we will begin this fall to release additional
Shrek titles for various platforms," added Bitetti. "The Shrek titles will
offer the captivating characters in a diverse base of immersive environments,
game settings and categories."

"TDK is a great licensee for Shrek, and we are pleased to announce our
continued business relationship," said Brad Globe, head of DreamWorks
Consumer Products. "TDK has the experience and enthusiasm to build upon the
momentum of the current video game titles and the success of the movie
franchise."

About DreamWorks SKG
DreamWorks SKG was formed in October, 1994, by its three principal
partners--Steven Spielberg, Jeffrey Katzenberg and David Geffen--to produce
live-action motion pictures; animated feature films; network and cable
television programming; home video entertainment; records; books; toys; and
consumer products.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PSone, Xbox' video game system from Microsoft, the
Nintendo GameCube(TM) video game system, the Game Boy(R) Advance and the Game
Boy(R) Color. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

 ------------
Category 8,  Topic 22  [MOVED]
Message 4          Thu May 09, 2002
SYNDICOMM [Sheppy]           at 08:51 PDT

Good deal for TDK, to get to do the sequel games.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 8,  Topic 22  [MOVED]
Message 5          Wed May 15, 2002
KGAGNE [Ken]                 at 14:02 PDT

TDK MEDIACTIVE SECURES CHEVROLET(R) LICENSE

First-Ever Corvette(R) Titles to Hit Next Generation Gaming Consoles in 2003

CALABASAS, Calif. - May 15, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
a five-year worldwide licensing agreement has been forged with the Chevrolet
division of General Motors Corporation (NYSE: GM). Under the agreement, TDK
Mediactive now has publishing and distribution rights for interactive video
games based on the Chevrolet license, specifically dedicated to the Corvette
50th Anniversary.

"The acquisition of this significant automotive license will considerably
bolster the 2003 TDK Mediactive line-up," said Vincent Bitetti, chief
executive officer of TDK Mediactive. "The Corvette is a widely known and
respected brand of sports automobile and we intend to develop a strong
franchise of games that will provide automobile enthusiasts and gamers alike
the chance to experience its incredible power, heart-stopping speed and
extensive history."

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Chevrolet, Corvette, CORVETTE 50th ANNIVERSARY LIMITED EDITION Trademark(s),
Emblem(s), and vehicle model body design(s) are General Motors Trademarks
used under license to TDK Mediactive.

Official GM licensee authorization number: 99-7502-40611.

###

 ------------
Category 8,  Topic 22  [MOVED]
Message 6          Tue Jul 09, 2002
KGAGNE [Ken]                 at 21:06 PDT

TDK MEDIACTIVE AND DISNEY INTERACTIVE
ANNOUNCE WORLDWIDE LICENSING AGREEMENT

Mischievous Ghosts and Swashbuckling Pirates to Make
Motion Picture and Video Game Debut

Westlake Village, Calif. - July 9, 2002 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of interactive entertainment software, and
Disney Interactive today announced a worldwide licensing agreement for two
popular Disney properties coming to movie theaters. A Disney theme park icon,
Haunted Mansion, will make its way to the big screen in 2003. The theatrical
release of Haunted Mansion will be supported by TDK Mediactive on most major
video game platforms in time for Halloween and the all-important holiday
selling season. Pirates of the Caribbean, the namesake of one of the most
popular theme park attractions, will hit theaters as a major motion picture
and will debut on major video game platforms, as well. Specific release dates
for the movie and the games will be confirmed at a later date.

"We are pleased to be bringing these incredible Disney theme park attractions
to life in the world of interactive games," said Vincent Bitetti, chief
executive officer, TDK Mediactive. "As we look to 2003 and beyond to be the
"sweet spot" for our industry Haunted Mansion and Pirates of the Caribbean
theatrical releases will be incredible events with which to launch the game
titles on a worldwide basis."

About Disney Interactive
Disney Interactive, Inc., a worldwide leader in the creation of innovative
interactive entertainment, develops, markets and globally distributes a wide
variety of interactive family-oriented entertainment, educational and sports
CD-ROMs and video games. Disney Interactive is the multimedia arm of The Walt
Disney Company's Consumer Products business unit. For more information on
Disney Interactive's products, visit www.disneyinteractive.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and the Game
Boy(R) Color systems. The Company also publishes titles for personal
computers via a co-publishing agreement with Activision Value, a subsidiary
of Activision, Inc. The company's games are based on licensed and original
content derived from major motion pictures, video franchises, popular
literature and popular culture. TDK Mediactive has exclusive technology and
content licenses with Sony Computer Entertainment America Inc., Microsoft
Corporation, Nintendo of America Inc., DreamWorks SKG, Vivendi Universal
Studios, Mattel, Inc., Classic Media, R & S Trading, BKN International, DC
Comics, Hallmark Entertainment Distribution LLC, BDSP Inc., The Jim Henson
Company, General Motors Corporation, Disney Interactive and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #
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Six messages have been moved here from Category 8, Topic 1.  They will be
restored shortly.
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TDK MEDIACTIVE SHIPS ROBOTECH(R): BATTLECRY(TM)
FOR PLAYSTATION 2 AND XBOX

Highly Anticipated Title Based on Popular Animated TV Series Hits Store
Shelves

WESTLAKE VILLAGE, Calif. - Sept. 23, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced that
Robotech(R): Battlecry(TM) has shipped for the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft.

"We set out to create a title which would deliver amazing gameplay, stellar
visuals and live up to the expectations of the loyal Robotech fan base," said
Stefan Serwe, vice president of marketing, TDK Mediactive. "We are confident
that core gamers, fans of the original animated series and anyone who enjoys
exciting action titles will love this game."

Developed for TDK Mediactive by Vicious Cycle, Robotech: Battlecry is a fast
paced, third-person action shooter based on the extremely popular animated TV
series. Players assume the role of a new character Jack Archer, a fighter
pilot in the Robotech Defense Force. As the intense storyline unfolds, Jack
battles it out with the invading Zentraedi(TM) alien armada utilizing his
versatile Veritech(TM) Fighter, a giant transformable mechanized robot that
can convert into a high-flying jet fighter, a 40-foot tall humanoid robot, or
a hybrid unit that combines elements of both. With a plot set parallel to the
original TV show, Jack encounters classic Robotech characters including, Rick
Hunter, Lynn Minmei, Lisa Hayes and even old foes such as Khyron. The
stylized, cel shaded animation spans more than 45 missions set in city ruins,
canyons, the skies above Macross City, space, foreign planets and the rings
of Saturn.

The game is full of unlockable features, including interviews with many of
the voice actors from the original Robotech series, who also lend their
talents to the video game. In addition, multiple Veritech models and dozens
of designs can be unlocked, such as the cult-classic "Skull One(TM)." The
game also features a split screen versus mode. Two players can go
head-to-head in a number of great battle environments while piloting Veritech
fighters or even Zentraedi female power armor.

A special Collector's Edition of Robotech: Battlecry is available exclusively
through Electronics Boutique and GameStop. The limited edition box set is
packed with bonuses, including the game's soundtrack, an exclusive t-shirt,
art and more. Robotech: Battlecry is also scheduled to release on the
Nintendo GameCube(R) along with Robotech(R): The Macross Saga(TM) for Game
Boy(R) Advance in October.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # # #
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TDK MEDIACTIVE IS MAD ABOUT SPY vs. SPY

MAD Magazine's Popular Feature to Hit Next Generation Gaming Consoles

WESTLAKE VILLAGE, Calif. - October 1, 2002 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of interactive entertainment software, announced
today a worldwide licensing agreement with E.C. Publications, Inc., the
publishers of MAD Magazine, to bring the mischievous and iconic Spy vs. Spy
cartoon strip to next generation gaming console systems.

"With over three-quarters of a billion MAD Magazines sold since its
inception, we are very pleased to be adding this classic license of madcap
espionage at its finest," said Dan Kletzky, executive vice president of
business development, TDK Mediactive. "Spy vs. Spy is an entrenched part of
our pop culture that we are proud to be bringing to the gaming community."

"We are excited to have TDK bringing one of MAD Magazine's best known
features into the rapidly growing video game arena," stated Paul Levitz,
President and Publisher, E.C. Publications, Inc. "With their proven track
record, Spy vs. Spy fans will have plenty of hilarious hi-jinx to look
forward to." The Black Spy and White Spy were not immediately available for
comment.

About Spy vs. Spy
Spy vs. Spy is one of MAD Magazine's longest-running and best-known features.
For nearly four decades, the Black Spy and White Spy have been building their
bizarre, elaborate contraptions in an endless parry of "Joke and Dagger."
Award-winning cartoonist Antonio Prohias fled Cuba one step ahead of Castro's
authorities at the height of the Cold War. He ended up in New York, where he
began working for MAD. Since 1961, his Spies have been silently turning
tables on each other in crazier and ever-more bizarre schemes of
one-upmanship.

About MAD Magazine
MAD Magazine is America's longest running humor publication. Founded by Bill
Gaines in 1952, MAD has inspired generations of irreverent fans with its
ridiculing of politicians, movies, television, and modern life, and with
popular characters such as Alfred E. Neuman and "Spy vs. Spy." Whether in
print, on television, film, or on the web, MAD remains one of America's
favorite icons. MAD Magazine is owned by E.C. Publications, Inc. and can be
found online at www.madmag.com. E.C. Publications, Inc. is a division of
Warner Bros., an AOL Time Warner company.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

MAD, "Spy vs. Spy," and all related indicia (R) and (C) 2002 E.C.
Publications, Inc.

# # #
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TDK MEDIACTIVE LAUNCHES NEW VIDEO GAME PUBLISHING IMPRINT

TDK Impulse Debuts with SHREK(R) TREASURE HUNT for the PlayStation(R)
computer entertainment system

WESTLAKE VILLAGE, Calif. - October 18, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced a new video
game publishing imprint dubbed TDK Impulse. The division officially launches
today with the shipping of its first game, Shrek(R) Treasure Hunt for the
PlayStation(R) computer entertainment system. Available at major retail
outlets nationwide, the title will carry a suggested retail price of $9.99
(U.S.).

"With video games reaching mass market proportions like never before," said
Stefan Serwe, vice president global marketing at TDK Mediactive, "we felt the
time was right to launch the TDK Impulse label. These titles, in particular,
will be identified by their broad consumer appeal and will be marketed with a
mass market price point, making them essentially impulse purchases. We are
very proud to launch TDK Impulse with Shrek(R) on PlayStation(R), combining
the strength of one of the biggest consumer brands in entertainment with the
mass market reach of the video game platform with the largest installed user
base. "

Shrek(R) Treasure Hunt is an action game loaded with fun. The title features
10 different activity-based levels and is set against the backdrop of Shrek's
swamp. Shrek and Princess Fiona(TM) are planning a picnic, but the Three
Blind Mice have borrowed Shrek's picnic materials and misplaced them. It is
now up to Shrek to find the missing items and save the day. Mini-game
activities include fishing, to tug-of-war and crossing the dreaded rope
bridge.

Worldwide sales of TDK's Shrek interactive titles have been highly
successful, exceeding 1.2 million units across four platforms to date
(Xbox(TM), Game Boy(R) Advance, Game Boy(R) Color and PC CD ROM).

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.
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TDK MEDIACTIVE SHIPS SHREK(R) SUPER PARTY
FOR PLAYSTATION(R)2 AND XBOX(TM)

Advertising Support Includes Times Square Video Board

WESTLAKE VILLAGE, Calif. - Nov. 14, 2002 - TDK Mediactive, Inc. (OTC BB:
TDKM), a global publisher of entertainment software, announced today that
Shrek(R) Super Party has shipped for the Xbox(TM) video game system from
Microsoft and the PlayStation(R)2 computer entertainment system. The party
genre title will be available at major retail outlets throughout North
America, including Wal-Mart, Toys R Us and Target.

As the fun-filled title reaches store shelves, a multi-tiered marketing
campaign will launch in support of the new game, highlighted by a feature
segment on the TDK Times Square video board. The video piece will debut on
November 14 and run continuously throughout the holiday season, concluding on
December 31.

"Party games have always been must-haves for console gamers and Shrek(R)
Super Party is one of the best," said Stefan Serwe, vice president of
marketing, TDK Mediactive. "The numerous mini-games are easy to learn and a
lot of fun to play. The mini-games deliver something for everyone with their
many different types of gameplay and all are full of the comedy and charm of
the original Shrek(R) movie."

Fast-paced fun and multi-player action come to the living room in Shrek(R)
Super Party, an ogre-iffic party game for the entire family. Up to four
players can take part simultaneously, all competing to win the most bug juice
and have their ultimate wish granted. Players can choose from their favorite
characters, including Shrek(R), Princess Fiona(TM), Lord Farquaad(TM),
Donkey, Monsieur Hood and Thelonious.

As the player(s) progress through the game, they must compete against each
other or computer opponents in mini-games along the way. The 30+ mini-games
include challenges ranging from outrunning the dangerous "Dragon's Breath,"
to sinking one another in the "Lilly Pad Leap," to working in tandem to stop
the "Castle Crumble," to catapulting vegetables for points in the "Food
Fling."

Shrek(R) Super Party features two game play modes:
* Tournament - The full virtual board game with integrated mini-games for up
to four players.
* Free-for-All - Players can jump right in and play the mini-games only.

Worldwide sales of TDK's Shrek(R) interactive titles have been highly
successful, exceeding 1.2 million units across four platforms to date
(Xbox(TM), Game Boy(R) Advance, Game Boy(R) Color and PC CD ROM).

About TDK Mediactive, Inc. Southern California based TDK Mediactive, Inc. is
a global publisher of high quality interactive entertainment software for the
PlayStation(R)2 computer entertainment system, PS one(TM) game console, Xbox'
video game system from Microsoft, and the Nintendo GameCube(TM), Game Boy(R)
Advance and Game Boy(R) Color systems. The company also publishes titles for
personal computers via a co-publishing agreement with Activision Value, a
subsidiary of Activision, Inc. The company's games are based on licensed and
original content derived from major motion pictures, video franchises,
popular literature and popular culture. TDK Mediactive has exclusive
technology and content licenses with Sony Computer Entertainment America
Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks SKG, Disney
Interactive, Vivendi Universal Studios, Mattel, Inc., Classic Media, BKN
International, DC Comics, Hallmark Entertainment Distribution LLC, BDSP Inc.,
The Jim Henson Company, General Motors Corporation, Infogrames Interactive,
Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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TDK MEDIACTIVE TO THE RESCUE OF WEARY HOLIDAY SHOPPERS

WESTLAKE VILLAGE, Calif. - Dec. 12, 2002 - TDK Mediactive, Inc. (OTC BB:
TDKM) announced today that it has launched a special "buy one, get one free"
offer for holiday shoppers. For a limited time, anyone who purchases the
Robotech(R): Battlecry(TM), Shrek(R): Super Party or Shrek(R): Extra Large
video game
can redeem a mail-in offer to receive a second TDK Mediactive title free.

Qualifying customers only pay $4.95 (shipping and handling) and can select
to receive one of the following games at no extra charge:

* Robotech: Battlecry (PlayStation(R)2, Xbox(TM), GameCube(TM))
* Shrek: Super Party (PlayStation 2, Xbox)
* Shrek: Extra Large (GameCube)
* Shrek (Xbox)
* PRYZM(TM) Chapter One: The Dark Unicorn(TM) (PlayStation 2)
* Casper(R): Spirit Dimensions(TM) (GameCube)

The promotion is effective immediately and will run through Dec. 31, 2002.
For additional details please visit:
http://www.tdk-mediactive-us.com/promo/.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox(TM) video game system
from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive
and its products is available at www.tdk-mediactive.com.
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KEMCO TO HOLD GAMERS CAPTIVE WITH ROGUE OPS(TM)

Action adventure title promises irresistible, intense and gritty gameplay

Bellevue, Wash. - April 29, 2003 - Kemco U.S.A. announced today its premier
interactive venture - Rogue Ops(TM), an intense, action adventure game that
is sure to catapult Kemco to the upper echelon of game publishers in 2003.
Set for distribution on Nintendo GameCube(TM), the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft, Rogue
Ops(TM) is in development by Bits Studio Ltd. Slated for a Q4 2003 release,
Rogue Ops(TM) is planned to have Xbox(TM) Live functionality, complete with
downloadable content, as well as other exclusive platform specific extras for
the next-generation consoles.

"We are extremely excited about the promise of Rogue Ops(TM)," said Glenn
Halseth, Vice President of Sales and Marketing for Kemco. "Early feedback on
the title is that we have something very special and we are eager to place it
in the hands of gamers later this year."

In Rogue Ops(TM), Kemco exposes the underground world of anti-terrorist
operatives. Rocked from normality by an explosion that claimed her daughter
and husband, ex-Green Beret Nikki Connors exploits her new role as leading
lady to further her personal quest for vengeance. After receiving two years
of intense training for the most covert of assignments, she is unleashed upon
her nemesis, Omega 19, the most sinister terrorist organization on the globe
and a cancerous threat to the free world.

Eight challenging missions will put players to the test, each containing new
objectives, characters and obstacles. As Nikki interacts with fellow team
members and foes, Rogue Ops(TM) provides an engaging and often sharp-tongued
dialogue, giving additional life to the storyline and advancing the plot as
players delve deeper into gameplay. The game's soundtrack and outstanding
audio effects set an additional tone for Rogue Ops(TM), immersing players
deep into the world of government operations as they move from mission to
mission.

Trained for survival in any situation, Rogue Ops(TM) leading lady uses her
training, skills and determination to survive and succeed in her undercover
world. Innovative stealth elements provide players with precise mission
execution, as Nikki can blend in shadows, pick the pockets of unsuspecting
guards, and use a novel stealth combo combat system. Additionally, the game's
design allows Nikki to carry and conceal the bodies of enemies, leaving no
trace of her presence behind for the Omega 19 regime to discover.

An expert with stealth weapons, firearms and explosives, Nikki has a
multitude of special tools at her disposal. Ten weapons are featured in the
game, including a variety of pistols, dart gun, sniper rifle, grenades and
mines. Devices such as a special vision mode that combines infrared, low
light and x-ray vision are also present to reveal hidden dangers throughout
gameplay.

Rogue Ops(TM) is slated for a Q4 2003 release, and has a suggested retail
price of $49.99.

About Kemco
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo
GameCube(TM) and Game Boy(R) Advance as well as Sony PlayStation(R)2 and
Microsoft's Xbox(TM).

# # #
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TDK MEDIACTIVE SHIPS AQUAMAN:BATTLE FOR ATLANTIS
FOR THE NINTENDO GAMECUBE and XBOX

Straight From the Pages of DC Comics, the King of the Seven Seas Fights to
Save Atlantis

WESTLAKE VILLAGE, Calif. - July 30, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Aquaman:Battle for Atlantis has shipped for the Nintendo GameCube video game
system and the Xbox video game system from Microsoft to retail outlets
throughout North America. The game marks the first solo appearance by one of
the founding members of the Justice League of America, and follows Aquaman's
long anticipated return as a monthly comic series.

"We're proud to be bringing Aquaman, one of DC Comics' greatest super heroes,
to next generation gaming platforms," said Michael Devine, executive vice
president, sales and marketing, TDK Mediactive. "With the recent resurgence
in popularity for classic super heroes, it's the perfect time to introduce a
game that focuses on one of the greatest champions from the ocean's depths."

Aquaman: Battle for Atlantis is a single player action/adventure set in a
vast ocean world that has been invaded by an army of Aquaman's greatest foes
from the pages of his comic book past. The game features 21 undersea levels,
as Aquaman defends the deep-sea city of Atlantis against his most infamous
arch-enemies Ocean Master, Black Manta and the Lava Lord of the Fire Trolls.

Other game features include:

* Fight 13 enemy types in bruising three-dimensional underwater battles.
* 5 submarine attack levels let you bombard your enemies in from an attack
sub's first person viewpoint.
* Control Aquaman's cybernetic morphing hook-hand and telepathic powers.
* Hunt scores of enemies through the legendary city of Atlantis
* Unlock and play as Classic Aquaman, Tempest, or as the arch villain, Black
Manta.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one game console, Xbox , and the Nintendo GameCube,
Game Boy(R) Advance and Game Boy(R) Color systems. The company also publishes
titles for personal computers via a co-publishing agreement with Activision
Value, a subsidiary of Activision, Inc. The company's games are based on
licensed and original content derived from major motion pictures, video
franchises, popular literature and popular culture. TDK Mediactive has
exclusive technology and content licenses with Sony Computer Entertainment
America Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks
SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic
Media, BKN International, DC Comics, Hallmark Entertainment Distribution LLC,
BDSP Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdk-mediactive.com.

About DC Comics
DC Comics, a Warner Bros. Entertainment, is the largest English-language
publisher of comics in the worlds and home to such iconic characters as
Superman, Batman, Wonder Woman, and the Sandman. These DC super heroes and
others have starred in comic books, movies, television series (both animated
and live-action) and cyberspace, thrilling audiences of all ages for
generations. DC Comics' Web site is located at www.dccomics.com

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statement s.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Aquaman: Battle for Atlantis (C)2003 DC Comics. Software (C) 2003 TDK
Mediactive. All other elements (C)2003 DC Comics. Aquaman and all related
elements are trademarks of DC Comics. All rights reserved.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
, (R), and the Nintendo GameCube logo are trademarks of Nintendo. (C) 2001
Nintendo.

# # #

 ------------
Category 8,  Topic 22
Message 15         Thu Jul 31, 2003
KGAGNE [Ken]                 at 11:38 PDT

DEFEND THE ISLAND OF DINOTOPIA AS YOU EXPLORE FLY, AND BATTLE IN A WORLD
LIKE NO OTHER

Dinotopia(R): The Sunstone Odyssey ships for the Xbox and Nintendo
GameCube(tm)

WESTLAKE VILLAGE, Calif. - July 31, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Dinotopia: The Sunstone Odyssey has shipped for the Xbox(tm) video game
system from Microsoft and the Nintendo* GameCube(tm) video game system. The
unique action/adventure game was developed by Vicious Cycle Software, Inc.,
and is available at retail outlets throughout North America.

"The lush tropical world of Dinotopia provides a great environment for this
robust adventure game, " said Michael Devine, executive vice president sales
and marketing, TDK Mediactive. "With its rich graphic content, challenging
strategies and deep storyline, Dinotopia: The Sunstone Odyssey offers an
beautiful and enthralling gameplay experience for all ages."

Players will defend the island of Dinotopia with a challenging mix of
adventure, puzzle-solving and combat.Players control Drake Gemini through 24
spectacular levels in his quest to rescue his family, held prisoner by the
unlikeliest of enemies. Navigate through swamps, villages, ancient jungle
ruins, and far above the ground in a forest canopy. When travel is
prohibitive on foot, take to the air through desert canyons on a flying
dinosaur called a Skybax, or along tropical trails atop a robotic dinosaur
called a Strutter. Thwart 16 types of enemies with three modes of combat:
melee, ranged and indirect. The challenge awaits; do you have what it takes
to make Drake the Guardian of Dinotopia?

About Dinotopia
Dinotopia is the epic story by author and artist James Gurney, of a lost
continent where dinosaurs and humans live together in an almost-utopian
world. Over 2.5 million books in the Dinotopia series have been sold in 30
countries and translated into 18 languages, achieving over $60 million in
retail publishing sales.

About Vicious Cycle Software Inc.
Vicious Cycle Software, Inc. is a developer of interactive games for next
generation consoles. Their development studio is located in Chapel Hill,
North Carolina. The company's website can be found at
www.viciouscycleinc.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation*2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy* Advance and Game Boy* Color systems. The company also
publishes titles for personal computers via a co-publishing agreement with
Activision Value, a subsidiary of Activision, Inc. The company's games are
based on licensed and original content derived from major motion pictures,
video franchises, popular literature and popular culture. TDK Mediactive has
exclusive technology and content licenses with Sony Computer Entertainment
America Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks
SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic
Media, BKN International, DC Comics, Hallmark Entertainment Distribution LLC,
BDSP Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdk-mediactive.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #
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Message 1          Thu Oct 11, 2001
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KEMCO APPOINTS GLENN HALSETH AS
U.S. VICE PRESIDENT OF SALES AND MARKETING

Bellevue, WA October 11, 2001 - Kemco, a multi-platform video game publisher,
announced the appointment of Glenn Halseth as U.S. Vice President of Sales
and Marketing. Halseth will spearhead marketing and sales strategies for
Kemco's upcoming handheld and console titles slated for the coming year.

"I am thrilled to be joining Kemco to launch a very impressive line up of
games," said Halseth. "In 2002 and beyond Kemco will leverage its key
entertainment and game industry relationships to achieve new levels of
success for the company."

Halseth previously worked as Vice President of Sales and Marketing for
Interactive Imagination, an entertainment development company, where he was
involved in development of their video game franchise. Prior to his work with
Interactive Imagination, Halseth was Senior Director of Games for Hollywood
Video. His responsibilities included: the creation of Hollywood Video's
marketing and sales strategy for games, vendor relations and management, and
generating quarterly and annual budgets for stores nationwide. In his first
year with Hollywood Video, Halseth increased same store sales 60% by creating
excitement for games where video is more prominent. He also negotiated the
exclusive early release rights for Sega Dreamcast and then successfully
launched a national media campaign.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony Playstation 2 and Microsoft's X-Box.

###

 ------------
Category 8,  Topic 23  [MOVED]
Message 2          Fri Sep 20, 2002
KGAGNE [Ken]                 at 14:33 PDT

EGGSTRA! EGGSTRA!
RETAILERS NATIONWIDE EGGSTATIC OVER THE ARRIVAL OF KEMCOS' EGG MANIA(TM)
SERIES

Addictive Action-Puzzle Gameplay Hits PS2, Xbox,
Nintendo GameCube and Game Boy Advance

Seattle - Sept. 20, 2002 - Japanese publisher and developer Kemco has shipped
Egg Mania(TM) and Egg Mania(TM): Eggstreme Madness. The addictive
pick-up-and-play action-puzzle game was developed by HotGen Studios Limited
for PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM)
video game system and Xbox(TM) video game system from Microsoft and will hit
retail outlets nationwide with an SRP of $39.99. Egg Mania hits stores on the
Game Boy(R) Advance with an SRP of $29.99.

In the Egg Mania series, players strive to be the quickest to build a tower
out of falling blocks. While facing challenges such as rising moat water,
wobbling towers and harmful enemies, players must keep building to prevent
from drowning. Players must also maintain stability on the towers to avoid
falling while using quickness and efficiency to advance towards the top of
the board.

"We made the Egg Mania series to be quick, pick-up-and-play fun. We never
anticipated people picking it up and not being able to put it down!" said
Glenn Halseth, vice president of sales and marketing for Kemco. "Egg Mania
has the fun, addictive gameplay of a sure-to-be classic game."

The original animation action spans more than five different backdrops,
including a haunted house, jungle, fairground, prehistoric volcanoes and
beneath the skies of Arabian nights.

Egg Mania: Eggstreme Madness can be played as a single player game and
support up to eight players via tournament mode, while handheld version can
be played with two players via a GBA cable link.

ABOUT THE EGG MANIA SERIES
Egg Mania(TM): Eggstreme Madness is a game that evolves around the concept of
racing to build towers from randomly falling blocks while avoiding nasty foes
and rising moat water. The game delivers an amazing array of customisable
options for balanced gameplay and optimum challenge and includes dozens of
new characters and modes that offer puzzle game depth and replay value. Egg
Mania(TM): Eggstreme Madness will ship in September 2002 for the
PlayStation(R)2, Xbox(TM) and GameCube(TM) video game systems. Egg Mania(TM)
ships in September 2002 for Game Boy(R) Advance.

ABOUT KEMCO
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

# # #
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Message 3          Tue Oct 15, 2002
KGAGNE [Ken]                 at 12:04 PDT

KEMCO ANNOUNCES NEW RELEASE DATES FOR BATMAN: DARK TOMORROW

Bellevue, WA - October 15, 2002 - Japan-based videogame publisher Kemco has
announced new U.S. release dates for Batman: Dark Tomorrow, the first Batman
video game based on the DC Comics epic comic book series. Dark Tomorrow,
slated for the Nintendo GameCube(TM), PlayStation(R)2 computer entertainment
system and the Xbox(TM) video game system from Microsoft, will ship in Q1,
2003.

"We made the decision to push the game back until Q1 in order to ensure that
we are publishing the best Batman video game to date," said Glenn Halseth,
vice president of sales and marketing of Kemco.

Dark Tomorrow takes a different twist on the franchise from previous Batman
video games. Focusing on the detective elements, the world of the Dark Knight
is darker, grittier and offers gamers a more stealth-based Batman game,
rather than a button-mashing marathon. Players encounter more than 90 enemies
in Batman: Dark Tomorrow, some of which have yet to be included in any Batman
game to date.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.

###
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Message 4          Tue Oct 22, 2002
KGAGNE [Ken]                 at 09:54 PDT

KEMCO AND DC COMICS TO CREATE
LIMITED EDITION COMIC BOOK FOR
BATMAN: DARK TOMORROW

Bellevue, WA - October 21, 2002 - Japan-based videogame publishing powerhouse
Kemco and comic book giant DC Comics announced together that they will create
a limited edition, two-part comic book that will serve as a prequel to the
storyline of Kemco's upcoming action/adventure title, Batman: Dark Tomorrow.
The first of two collectible comic books will be included as a pack-in within
top-tier platform-specific enthusiast publications, distributing over 1.4
million comic books nationwide. The comic pack-in for each of the
publications will have a cover created exclusively for that magazine. The
second, digest-size comic book will be included in the retail game package
and limited to the first production run of the game, and will feature a
custom cover for each of the three platforms.

Batman: Dark Tomorrow is the first modern Batman video game to date based not
on the movie or animation series, but on the original DC Comics comic book.

"We are incredibly excited to be working on a project of this magnitude with
DC Comics" said Glenn Halseth, vice president of sales and marketing of
Kemco. "Creating this custom, limited-edition collectible comic book assures
core gamers and Batman fans alike that we are developing and publishing a
game that will represent Batman as intended by his original creators."

DC Comics assembled an all-star creative team to design the custom two-part
comic book, including Batman and Batman: Dark Tomorrow writer Scott Peterson,
industry veteran Rick Burchett, known for his work on Batman, Superman,
Wonder Woman, The Flash, Green Lantern and the Justice League of America,
Colorist David Baron, Group Editor of Creative Services Martin Pasko, and
Associate Producer Multimedia Publishing Michael Siglain.

In Dark Tomorrow Batman must use all of his skills, both mental and physical,
as well as a variety of gadgets, to defeat some of his most infamous
adversaries, including Poison Ivy, Killer Croc and many others. In addition,
he must infiltrate Arkham Asylum and rescue Police Commissioner James Gordon.
During this time, Batman has to piece together clues to discover the
mastermind behind these seemingly unrelated events and stop an evil plan that
threatens the fate of the entire world!

David McKillips, vice president of advertising for DC Comics stated: "It was
important for DC Comics to bring together a superlative creative team to work
on these original comics, a team that would parallel the strength of our
strategic partnership with Kemco."

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.

###
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Four messages have been moved here from Topic 1 and temporarily hidden.
They will be restored shortly.

-Ken
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KGAGNE [Ken]                 at 13:04 PDT

KEMCO LAUNCHES U.S. WEBSITE

Bellevue, WA - November 7, 2002 - Japan-based videogame publisher Kemco,
announced the launch of its U.S. website www.kemcogames.com. Publishing and
developing games since 1984, Kemco teams are currently creating games for
Nintendo GameBoy Advance, Nintendo GameCube, the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft.

Kemco's current projects include Batman: Dark Tomorrow and Woody Woodpecker
In Crazy Castle 5, both due out in Q1 2003. Batman: Dark Tomorrow, the
first-ever Batman next gen console videogame to be based on the DC Comics
license, is promising to feature the Dark Knight Detective he's never been
seen before. Additional game information can be found at www.kemcogames.com.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.
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KEMCO LAUNCHES DEDICATED
BATMAN: DARK TOMORROW WEB SITE

Bellevue, WA - January 31, 2003 - Kemco U.S.A., INC., a wholly owned
subsidiary of Kemco of Japan has launched a dedicated web site
(http://batman.kemcogames.com) for the action/adventure thriller, Batman:
Dark Tomorrow. The first modern Batman videogame based on the original DC
Comics comic book, Dark Tomorrow offers both gamers and core Batman fans a
darker, grittier Batman game that stays true to the American icon's original
roots.

The web site is packed full of downloadable screenshots, movie trailers and
Batman-themed wallpaper. Fans are also able to download the first installment
of a two part limited-edition comic book, designed by DC Comics, which serves
as a prequel to the original storyline that was created specifically for the
game.

The dedicated web site will allow gamers to have full access to loads of
information on Batman: Dark Tomorrow. For fans that can't wait for the game
to ship they can jump on the site to find out all about the handy gadgets
that Batman's stashes in his utility belt, or even read up on the classic
archenemies Batman must face in his quest to rescue Commissioner Gordon and
save Gotham City.

As an added bonus for web site visitors, Kemco has included a weekly poll
where visitors can vote on who would win a series of hypothetical fights
between the villains in Batman: Dark Tomorrow! Dark Tomorrow will ship on
March 18, 2003 on the Nintendo GameCube(TM) and Xbox(TM) video game system
from Microsoft. For more information visit Kemco's Batman: Dark Tomorrow web
site at: http://batman.kemcogames.com.

About Batman: Dark Tomorrow
In Kemco's Batman: Dark Tomorrow, you must guide Batman through the mean
streets of Gotham City as he battles crime and injustice. His adventure will
take you from one side of the brooding metropolis to the other, across the
lofty rooftops of skyscrapers, deep into the putrid sewers beneath the city
and into the heart of insanity itself - Arkham Asylum! The Dark Knight must
use all his knowledge, skills and resources as he takes on the forces of
evil. He must battle common street thugs, rival gang members and a host of
his traditional archenemies. A sinister force is afoot, and Batman will need
to utilize his finely honed detective skills to solve the mysterious crimes
that are occurring in Gotham City.

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top
Gear racing games and Bugs Bunny Crazy Castle series for a wide variety of
video game platforms. An original Nintendo licensee, Kemco works closely with
DC Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.
Additional information can be found at www.kemcogames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.

###
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THE DARK KNIGHT HAS ARRIVED
Kemco Ships Batman: Dark Tomorrow To Retail Outlets Nationwide

Seattle - March 18, 2003 - Kemco U.S.A. INC. has shipped the highly
anticipated Batman: Dark Tomorrow for the Xbox(TM) videogame system from
Microsoft and Nintendo GameCube(TM) to retail outlets nationwide. Developed
internally by Kemco, Batman: Dark Tomorrow is rated T (Teen) and has an SRP
of $49.99.

Batman: Dark Tomorrow is the first modern Batman videogame to date that is
based on the DC Comics comic book license, and not on the feature films or
animated television series. Batman comic book writer, Scott Peterson, and
writer Kenji Terada, known for his work on the Final Fantasy videogame
franchise, created the original storyline for the game. Kemco has stayed
loyal to the world famous comic book character's roots by exploring a darker,
grittier Batman.

Batman: Dark Tomorrow will feature an all-star cast including some of
Batman's most infamous foes: Black Mask; Killer Croc; Scarface and the
Ventriloquist; Poison Ivy and Mr. Freeze; as well as fellow super heroes such
as Batgirl, Robin, Oracle and others. With music performed by the Royal
Philharmonic Orchestra, over 25 hours of gameplay and 60 minutes of FMV and
soundtrack music, Batman: Dark Tomorrow is the ultimate videogame for Batman
fans.

Kemco and DC Comics have also created a limited edition, two-part comic book
that will serve as a prequel to the storyline in the game. The first of two
collectible comic books will be included as a pack-in within top-tier
platform-specific gaming enthusiast publications, distributing over 1.4
million comic books nationwide. The second, digest-size comic book will be
included in the retail game package and limited to the first production run
of the game.

About Batman: Dark Tomorrow
Explosions echo throughout the mean streets of Gotham as rival gangs battle
for control of the city. Anarchy reigns supreme with the sudden disappearance
of Police Commissioner James Gordon and the lockdown of Arkham Asylum, home
for the criminally insane. By using all of his skills, both mental and
physical, as well as a variety of gadgets, Batman must stop the gang war,
infiltrate Arkham Asylum and rescue the Commissioner. During this time,
Batman must also piece together clues to discover the mastermind behind these
seemingly unrelated events and stop an evil plan that threatens the fate of
the entire world!

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.

###

 ------------
Category 8,  Topic 23
Message 9          Thu May 01, 2003
KGAGNE [Ken]                 at 15:32 PDT

ONLY THE STRONGEST WILL SURVIVE AS
KEMCO UNLEASHES LOBO

DC Comics' Lobo comic sets the stage for an edgy third-person shooter with
attitude

Bellevue, Wash. - May 01, 2003 - Bringing the dark and sinister Lobo comic
book universe to the video game world, Kemco U.S.A. announced today its plans
for a third-person adventure-shooter based on the popular franchise from DC
Comics. Slated for the PlayStation(R)2 computer entertainment system and the
Xbox(TM) video game system from Microsoft, Lobo pushes entertainment to the
edge in this outrageous combat game.

"From the attitude and environment to the sheer adrenaline rush of combat,
Lobo delivers the most intense of gameplay experiences," said Glenn Halseth,
Vice President of Sales and Marketing for Kemco. "Lobo is truly avant-garde
in nature and content, and we are sure he's going to make his presence known
to hardcore console gamers."

"There are clean-cut super heroes...and then there's Lobo -- an over-the-top
and outrageous iconoclast," states John Nee, Vice President-Business
Development for DC Comics. "Lobo's long been breaking the rules of
traditional comic books, now he can break the rules of the video game world."

The inter-gallactic bounty hunter Lobo is flat broke and angry! So, he sets
out to boost his morale and earn money by eliminating the ten biggest
bounties on the world's most wanted list. Starting from the bottom and
working toward the top, Lobo wages attacks on middlemen and deviants,
bartering for weapons and learning the locations of his most sought after
targets. The game features ten unique and progressively challenging
environments for each target and respective henchmen, with surprise bounties
unlocked throughout play.

With an intricate design, Lobo's over-the-top combat provides a host of
extreme action thrills and in-game options. Players can utilize a number of
weapons, including knives, chains, guns, grenades, rockets or Lobo's
favorite, the hook and chain. He is capable of morphing into several
characters to elude enemies, such as a ghost, skeleton, bizarre animals and
other mutant creatures. Lobo also travels well, be it on foot, aboard his
signature space hog motorcycle or alongside Space Dolphins.

Lobo's detailed environments adapt throughout each level of play, adding to
the close engagement adventure and hand-to-hand battles. Evidence of combat
is everywhere as fires blacken walls and destroy objects, explosives leave
craters and bullets and shells pockmark walls. The game's soundtrack of
explosive guitar riffs and heavy metal thrash add to the game's emphasis of
dark, sarcastic and take-no-prisoners humor.

Lobo is slated for a 2004 release and suggested retail price of $49.99.

About Kemco
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear(R) racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo
GameCube(TM) and Game Boy(R) Advance, as well as Sony PlayStation(R)2 and
Microsoft's Xbox(TM).

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.
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KEMCO UNVEILS OFFCIAL ROGUE OPS WEB SITE, FEATURING NIKKI CONNORS

All-new missions, explosive screenshots, weapons and more are revealed at
www.rogueops.com

Bellevue, WA - September 9, 2003 - Kemco has unleashed the official Web site
for Rogue Ops (www.rogueops.com) today. The game's new Web site is not only
loaded with extensive detail on missions, gear and in-depth background
information on femme fatal Nikki Connors, but promises to unmask special
gameplay features every two weeks leading up to the game's release. The
stealth-based, action-adventure phenomenon will be available this November on
the PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM) and
the Xbox(R) video game system from Microsoft.

Players are now able to get "up close and personal" with Nikki Connors, as
the site provides the most intimate information on the protagonist, her
fellow government agents and the Omega-19 terrorist group she's committed to
defeating. Also included are explosive new screenshots highlighting both the
stealth and action-oriented elements of gameplay. For those tech-savvy
gamers, a complete breakdown of all weapons and high-tech gadgets that Nikki
uses to sneak, crouch, crawl, scan, shoot and blast her way through a
plethora of missions is listed, as well as movies and downloadable wallpapers
that feature her in action.

The "Missions" area of the site briefs players on upcoming assignments,
leading Nikki Connors around the world, from California to Spain to
Uzbekistan, as she researches and eliminates each member of Omega-19, one by
one. Missions range from returning historical artifacts to their rightful
owners to retrieving enemy files that will lead Nikki to other terrorists.

Kemco will continue to release updated screenshots, missions, gear and
additional information about Rogue Ops to prepare gamers for the game's
release in November. The game's Web site is now live at www.rogueops.com

###

ABOUT KEMCO
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo
GameCube(TM) and Game Boy(R) Advance as well as Sony PlayStation(R)2 and the
Xbox(R) video game system from Microsoft.
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KEMCO SELECTS CAPCOM TO
DISTRIBUTE ROGUE OPS VIDEO GAME OVERSEAS

Capcom to Bring Kemco's Rogue Ops to Market in Europe and Australia

Bellevue, Wash. - October 2, 2003 - Kemco U.S.A. announced today that it has
entered into an agreement with Capcom to serve as the distributor for the
company's highly anticipated action adventure title, Rogue Ops, in the United
Kingdom, Germany and Australia. Set for release on Nintendo GameCube, the
PlayStation2 computer entertainment system and the Xbox video game system
from Microsoft this November, Rogue Ops exposes the story of ex-Green Beret
Nikki Connors as she sets her vengeful sights on those responsible for
murdering her family.

"Capcom has firmly established itself as a leading video games publisher
worldwide," said Mr. Futami, President of Kemco USA, Inc. "We are extremely
pleased that they will be assisting us in bringing what we believe is our
best title yet to Europe and Australia."

In Rogue Ops, players will be challenged to successfully lead Nikki Connors
against the malevolent forces of the terrorist group, Omega 19. A highly
trained and experienced counter-terrorist operative, Nikki is versed in a
variety of weapons, self-defense and stealth maneuvers. Players will take
advantage of Nikki's various experiences and capabilities by using her
surrounding environment to hide in shadows, suspend from ceilings, seek
refuge in lockers, hide bodies in empty crates to avoid detection from
sentries and guards and so much more.

"Rogue Ops is a very strong title so it is great that Kemco has entrusted it
to us," said David Miller, Marketing Director CE Europe. "We at CE Europe
hope that this is just the beginning of a long term relationship between our
two companies."

Rogue Ops is slated for a Q4 2003 release, and has a suggested retail price
of $49.99 and 59.99 pounds.

About Kemco
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo GameCube
and Game Boy Advance as well as Sony PlayStation2 and the Xbox video game
system from Microsoft.

About CE Europe Ltd.
CE Europe Ltd, headquartered in London, England, is a wholly owned subsidiary
of Capcom, Co., Ltd. of Japan. A leading force in the multi-billion dollar
interactive entertainment industry, Capcom's legacy spans more than 22 years
of entertaining video gamers. Capcom develops, markets, and distributes home
video games for the PlayStation game console, PlayStation2 computer
entertainment system, Nintendo GameCube and the Xbox game consoles, Game Boy
Advance and Game Boy Color Systems, personal computers, and coin-operated
games. Worldwide recognizable product lines include the Resident Evil, Street
Fighter, Mega Man, Breath of Fire, and Onimusha series. World headquarters in
Osaka, Japan, the company also has offices in Tokyo, Hong Kong, London and
Sunnyvale, California. The company is publicly traded on the Tokyo Stock
Exchange code number 9697.

About Capcom
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

# # #
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KEMCO'S ROGUE OPS(TM) GOES GOLD

Stealth/Action Adventure Game Prepares
For Its October 28th U.S. Ship Date

Bellevue, Wash. - October 15, 2003 - Kemco U.S.A announced today that the
stealth-based action adventure title, Rogue Ops(TM) has gone gold. Rogue
Ops(TM) will make its debut on the Xbox(R) video game system from Microsoft,
the PlayStation(R)2 computer entertainment system and Nintendo GameCube(TM)
on October 28, 2003. Developed by Bits Studios Ltd., the intense stealth
thriller featuring the vivacious vixen Nikki Connors, thrusts players into an
underground world of terrorist organizations and black ops missions.

Rogue Ops(TM), a 3rd person action adventure title, unfolds with the
hair-raising life story of ex-Green Beret, Nikki Connors, and the ghastly
murders of both her husband and daughter. Vowing to avenge her family's
death, Nikki sets out on a personal mission to bring down the members of
Omega 19, the terrorist organization she believes is responsible. As Nikki
begins her quest for vengeance, Project Phoenix, the most covert
anti-terrorist organization on the planet, approaches, and successfully
signs, Ms. Connors as their newest team member. With her new Phoenix
associates alongside, it is now time for Nikki to use whatever means
necessary to infiltrate and destroy the enemy forces that killed her family.
.

With a host of engaging missions and locations ranging from Uzbekistan to
Budapest, Rogue Ops' compelling storyline unfolds across eight chapters each
with distinctive obstacles, characters and environments. In order to work her
way through each of these perilous missions, Nikki must utilize innovative
stealth combat capabilities, as well as a slew of weapons and special tools
that are available to her.

For additional information about Kemco's Rogue Ops(TM) check out the game's
dedicated Web site at

###

ABOUT KEMCO
Since 1984, Kemco has produced over 100 titles, including the popular Top
Gear racing games and the Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently, Kemco's development teams are creating games for Nintendo
GameCube(TM) and Game Boy(R) Advance as well as Sony PlayStation(R)2 and the
Xbox(R) video game system from Microsoft.
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NAMCO SIGNS LEGENDARY ANIMATORS DON BLUTH AND GARY GOLDMAN
TO WORK ON I-NINJA(TM)

Directors/Producers to bring feature filmmaking expertise to Namco's new
character adventure game

San Jose, Calif., July 3, 2003 - Leading video games publisher Namco Hometek
Inc. announced today the company has signed renowned animated filmmakers Don
Bluth and Gary Goldman to create and direct the in-game cinematics for the
upcoming title, I-Ninja(TM). Famous for bringing memorable characters to life
in the animated film world, Bluth, Goldman and their team will create the
in-game movies for I-Ninja. The game, scheduled for release on the
PlayStation(R)2 computer entertainment system and Nintendo GameCube(TM) in Q4
2003, stars an ultra-cool ninja who combines his major attitude with extreme
sports game play mechanics.

"It is a privilege for Namco to work with such prestigious animators as Don
Bluth and Gary Goldman," said Jon Kromrey, Producer at Namco Hometek, Inc.
"Their filmmaking legacy has spanned decades and they are making their mark
in the video game world again. We are confident they will help Namco make
I-Ninja the next new character game sensation."

Bluth and Goldman will create and direct the in-game cinematics as well as
the opening and closing movies for I-Ninja. The team plans to combine
high-end CGI graphics with meticulous hand-painted environments for the
ultimate animated effect. In addition, they will utilize their years of
experience to provide direction for the development of the I-Ninja character
and game storyline.

"Gary and I truly enjoy the video games industry and would like to help bring
the cinematic quality of video games to an exciting new level," said Don
Bluth, co-founder of Don Bluth Films, Inc. "I-Ninja provides us a palette of
dynamic characters and enchanting environments that will be a pleasure to
work with."

I-Ninja is the consummate warrior, spending years mastering his weapons and
honing his skills. I-Ninja's quest includes a variety of comical missions
traversing five expansive environments, each uniquely designed to incite
I-Ninja's special abilities. In true gravity defying game play, I-Ninja can
scale buildings, "shred" on extreme rails, hover great distances with a
"sword copter," ride drifting roller spheres and utilize specialized
manga-style ninja moves. A multiple weapon control system allows players to
throw lethal shurikens and use deadly chain-whips, blowguns, rocket launchers
and more. The game features challenging enemies and ruthless bosses, ranging
from foot soldiers of the evil Ranx Army to a menacing 150-foot giant robot.
I-Ninja is graceful in honor but deadly in combat.

Don Bluth began his animated film career in 1955 at The Walt Disney Company
with his work on the classic motion picture "Sleeping Beauty." After a brief
hiatus, Bluth returned to Disney in 1971 and saw his career skyrocket to the
top of the animation field. While at Disney, Bluth's credits included
classics such as "Robin Hood," "The Rescuers," "Pete's Dragon" and "Winnie
the Pooh and Tigger, Too!" In 1975, Bluth began a creative partnership with
fellow Disney animator, Gary Goldman. Together the duo created the
award-winning "The Secret of N.I.M.H.;" "An American Tail," a collaboration
with Steven Spielberg; Universal Pictures' "A Land Before Time;" "All Dogs Go
to Heaven" and the hit animated musical "Anastasia." In early 1999, Bluth and
Goldman began production on a 3D version of their original 1983 arcade game,
"Dragon's Lair" for distribution on multiple next generation console
platforms. Currently, Bluth and Goldman are in development on a slate of
animated films. Don Bluth Films, Inc., is based in Phoenix, Arizona.

###

Nintendo GameCube(TM) is a trademark of Nintendo. " 2001 Nintendo.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek
Inc.
(C) NAMCO LTD.
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JOHN CARPENTER'S "SNAKE PLISSKEN" GOES INTERACTIVE

NAMCO HOMETEK INC. TO LAUNCH VIDEO GAME FRANCHISE FEATURING
KURT RUSSELL'S LEGENDARY CHARACTER

SAN JOSE, Ca, (July 30, 2003) - Global video games leader, Namco Hometek
Inc., announced today that the company has secured the rights to develop and
publish video games based on action hero character, Snake Plissken, from the
feature films Escape from New York and Escape from LA. Legendary director
John Carpenter, producer Debra Hill and actor Kurt Russell own the Snake
Plissken character rights and will be working with Namco on the development
of the video games. The first of multiple titles featuring Plissken will
launch in time for Christmas 2005.

"Working with both the original team from Escape and the developers at Namco
allows Kurt, Debra and me to reach a whole new generation of Snake fans and
still be true to the original movie," said John Carpenter.

"Bringing Snake into the video game world should be a blast," said actor Kurt
Russell.

The popular Escape movies were introduced in the early 1980s, and have
created a huge cult following. The property has already expanded into other
forms of entertainment including a bi-monthly comic book titled "John
Carpenter's Snake Plissken Chronicles," as well as action figures,
novelizations and Japanese anime.

The Snake Plissken character raised the bar for cinematic action heroes and
Namco's video game intends to be just as revolutionary in the interactive
arena. The action-epic game will feature Snake battling his way through a
post-apocalyptic universe using a combination of fists, firearms, stealth and
brains. Just as in the films, Snake will face intense and challenging
situations, which will require the player to make quick decisions and take
decisive actions. With a rich storyline and Kurt Russell providing the
authentic Snake Plissken voice and attitude, this game will be a tribute to
Snake fans and gamers worldwide.

"Snake Plissken is a pop-culture icon and Kurt Russell's portrayal of Snake
set the standard by which many action heroes followed," said Andre Emerson,
Senior Producer for Namco Hometek Inc.

"The opportunity to now extend the Snake Plissken character through a video
game franchise is a dream come true for us. We will be partnering directly
with series creators John Carpenter, Debra Hill, and Kurt Russell to create a
dangerous universe where players can live Snake's past, present and future
adventures first hand."

"I am thrilled "Snake Plissken Chronicles" will soon be an exciting new
action game from Namco," said producer Debra Hill. "This reinvention of Snake
in a multi-media world that did not exist 20 years ago only reinforces our
belief that the character is universal in his appeal and ageless in the
marketplace."

Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken, Soul Calibur, Dead to
Rights, Pac Man, Ridge Racer, Time Crisis and Ace Combat. For more
information about Namco and its products log onto www.namco.com

# # #
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NAMCO COUNTS DOWN TO THEIR BIGGEST U.S. LAUNCH SOULCALIBUR(R)II TO SHIP ON
AUGUST 26

THE YEAR'S MOST ANTICIPATED FIGHTING GAME
IS GETTING THE FULL COURT SALES AND MARKETING PRESS

San Jose, Calif., Aug. 13, 2003 - Less than two weeks to go before the launch
of the highly anticipated SOULCALIBUR(R)II video game, and the sales and
marketing heat is on! Namco Hometek Inc. announced today that the company's
multi-million dollar marketing campaign is in full swing and the retail
community is throwing huge support behind the title's launch.
SOULCALIBUR(R)II will be available nationwide on August 26, for all major
next generation console platforms.

"The launch of SOULCALIBUR(R)II is truly becoming an industry event," said
Robert Ennis, chief financial officer for Namco Hometek Inc. "The excitement
being generated at retail for the title's release has been tremendous.
Consumers can't wait to get their hands on the game."

In the U.S., Namco Hometek Inc. is supporting SOULCALIBUR(R)II with an
aggressive marketing campaign that includes broadcast, cable and syndicated
television advertising; print and online advertising in enthusiast and
general interest publications and websites; highly innovative pre-sell and
launch promotions at retail; public relations; an entertainment industry
seeding program; and heavy console-specific promotional activities, such as
in-store kiosks, demo disks, event marketing and online promotions. Some of
the top retailers around the country are launching "midnight madness" events
that will offer consumers the opportunity to be among the first to play and
own the game, as well as receive free food and drinks, and the chance to win
prizes and gear.

"The retail and gamer communities are backing SOULCALIBUR(R)II in a major
way," said Garry Cole, senior vice president of sales for Namco Hometek Inc.
"The incredible retail promotional support and consumer pre-sell commitments
we've already received have been a true testament to the power of the brand."

A continuation of the popular SOULCALIBUR(R) series, SOULCALIBUR(R)II
received the "Best Fighting Game" award at the 2003 Electronic Entertainment
Expo in Los Angeles. Along with additional game content unique to the U.S.
version, SOULCALIBUR(R)II features 10 game modes, console-exclusive
characters, a host of unlockable characters and arenas, and over 200
collectible weapons and items. The game is well positioned to exceed consumer
expectations and take home even more awards by the year's end.
SOULCALIBUR(R)II delivers the intense fighting action that fans have come to
expect of the series.

SOULCALIBUR(R)II is rated T for Teen and will be available in stores
nationwide on August 26.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken, SOULCALIBUR, Dead to
Rights, Pac Man, Ridge Racer, Time Crisis and Ace Combat. For more
information about Namco and its products log onto www.namco.com
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NAMCO TAKES CONTROL OF THE WHEEL WITH STREET RACING SYNDICATE

Namco Hometek Inc. Purchases Racing Title From 3DO

San Jose, Ca., (Aug. 25, 2003) - Further strengthening its racing games
legacy, Namco Hometek Inc. announced today that it has purchased Street
Racing Syndicate (SRS) out of video game publisher 3DO's bankruptcy court
proceedings. Currently in development at UK-based studio, Eutechnyx Ltd.,
Street Racing Syndicate puts players behind the wheel in the fast-paced world
of underground motorsports. Under Namco's new charge, the title will release
in Q3 2004 on the next generation game consoles.

"Purchasing Street Racing Syndicate is a huge win for Namco as we continue to
enhance our position in the video games industry," said Nobuhiro Kasahara,
president and COO of Namco Hometek Inc. "Together with the talented
development team at Eutechnyx, we are confident that SRS will become a triple
'A' racing title."

Street Racing Syndicate realistically captures the competition, lifestyle,
and action of real street racing. With money and respect always on the line,
nights in this underground world are filled with high-risk at every turn.
Players can customize their cars with authentic parts, cool paint and
anything else bought or won from their competitors. Hot cars, including real
licensed vehicles and parts are represented with lifelike physics and
authentic damage that affect both the looks and performance of the vehicles.
Drivers race for money, pink slips and even the girlfriends of rival street
racers.

Eutechnyx has developed many of the world's most popular driving games such
as Test Drive Le Mans, 007 Racing and Big Mutha Truckers. For Street Racing
Syndicate, the developer recently received the prestigious Best Racing Game
of the Show award at E3 (Electronic Entertainment Expo 2003) from Maximum
Play magazine.

"Eutechnyx is exceptionally pleased that we will be working with Namco in the
realization of Street Racing Syndicate," said Brian Jobling, managing
director of Eutechnyx Limited. "With Namco's attention to detail and
un-paralleled history in the car racing genre, this partnership will deliver
a gameplay experience that exceeds the highest expectations of an SRS-hungry
audience."

About Namco Hometek Inc. Namco Hometek Inc. is the U.S. consumer division of
Namco Limited, a Tokyo-based world leader in the high-tech entertainment
industry. Based in San Jose, CA, Namco Hometek Inc. is an award-winning video
games publisher for the next generation game consoles. Namco has created some
of the industry's greatest video game franchises: Tekken, SOULCALIBUR, Dead
to Rights, Pac-Man World, Ridge Racer, Time Crisis and Ace Combat. For more
information about Namco and its products log onto www.namco.com.

# # #

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries.
Dead to Rights(TM) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries. (C) NAMCO LTD.

 ------------
Category 8,  Topic 24
Message 5          Tue Aug 26, 2003
KGAGNE [Ken]                 at 10:45 PDT

EN GARDE: NAMCO SHIPS SOULCALIBUR(R)II
THE YEAR'S MOST ANTICIPATED FIGHTING GAME
NOW AVAILABLE FOR ALL MAJOR PLATFORMS

San Jose, Ca., (Aug. 26, 2003) - Namco Ltd. announced today that its
franchise title, SOULCALIBUR(R)II, has shipped to stores nationwide. The
highly anticipated sequel to one of the most revered 3D weapons-based
fighting games of all time, SOULCALIBUR(R)II is now available on the
PlayStation(R)2 computer entertainment system, the Nintendo GameCube(TM) and
the Xbox(R) video game system from Microsoft.

"Consumer anticipation for SOULCALIBUR(R)II has been monumental," said Dan
DeMatteo, President and Chief Operating Officer of GameStop. "Our pre-sell
programs have been strong since early on and we fully expect SOULCALIBUR(R)II
to be one of the best-selling titles of 2003."

Featuring more than 15 characters from the original game, SOULCALIBUR(R)II
introduces Necrid, a Todd McFarlane Productions character created exclusively
for the series. Each video game system also boasts its own unique guest
fighter: Nintendo's Link brings his chivalry to the Nintendo GameCube, Todd
McFarlane's comic book hero Spawn brings his powers to Xbox, and Namco's own
Heihachi of Tekken fame brings his melee skills to the PlayStation(R)2.

Exclusive to the U.S. and European versions of SOULCALIBUR(R)II are the
playable characters Assassin, Berserker and Lizardman. Originally included as
non-playable characters in the Japanese version, Assassin, Berserker and
Lizardman are now playable in the following modes; VS Battle, Extra VS
Battle, Team Battle, Extra Team Battle, VS Team Battle, Extra VS Team Battle,
Practice and Extra Practice.

"We have finely tuned every aspect of game play to make the release of
SOULCALIBUR(R)II an event well worth waiting for," said Jim Atkiss, Product
Marketing Manager at Namco Hometek Inc. "The game has already taken top
honors as 'Best Fighting Game' at this year's Electronic Entertainment Expo,
and it's poised to exceed expectations and take home even more awards by
year's end."

A continuation of the popular SOULCALIBUR(R) series, SOULCALIBUR(R)II
received the "Best Fighting Game" award at the 2003 Electronic Entertainment
Expo in Los Angeles. With 10 game modes, a host of unlockable costumes and
arenas, and over 200 collectible weapons and items, SOULCALIBUR(R)II delivers
the intense fighting action that fans have come to expect of the series.

SOULCALIBUR(R)II is rated T for Teen and is now available in stores
nationwide. # # #

ABOUT NAMCO
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken, Soulcalibur, Dead to
Rights, Pac-Man World, Ridge Racer, Time Crisis and AceCombat. For more
information about Namco and its products log onto www.namco.com.

SOULCALIBUR(R) II & (C) 1995 1998 2002 2003 NAMCO LTD., ALL RIGHTS RESERVED
The Legend of Zelda : (C)1986-2003 Nintendo Spawn(R),and its logo are
registered trademarks of Todd McFarlane Productions,Inc. The Spawn character
is (C)1992 Todd McFarlane Productions,Inc. All rights reserved. The Character
namedAgNecrid" is created and designed by NAMCO as the derivative work of the
Illustration drawn by Todd McFarlane Productions, Inc. The Character: (C)2003
by Namco Limited. All right reserved. Illustration: (C)2003 by Todd McFarlane
Productions, Inc. All rights reserved.

Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries. Dead to Rights(TM) is the
trademark or registered trademark of Namco Hometek Inc. in the United States
and/or other countries. (C) NAMCO LTD.
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GAMERS BEWARE: NAMCO TO SPREAD GAMING FEVER NEXT SUMMER WITH PLAGUE OF
DARKNESS

Title To Infect Action Adventure Genre on PlayStation(R)2 and Xbox(R)

San Jose, Ca., (August 27, 2003) - Leading video games publisher Namco
Hometek Inc. promises intense, nonstop action in its newest thriller, Plague
of Darkness (tentative title), announced today. Scheduled for release on the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft, Plague of Darkness will ship in the summer of 2004.
Developed by Widescreen Games in Lyon, France, Plague of Darkness will
feature Xbox(TM)Live functionality, complete with downloadable content, as
well as PlayStation(R)2 online support with exclusive extras.

"Plague of Darkness will raise the bar in the action adventure genre through
its haunting original storyline, close combat elements, stunning graphics and
intense action," said Jon Kromrey, Producer at Namco Hometek Inc. "We think
gamers will be infected with its immersive and addictive game play."

In Plague of Darkness, Namco transports players to ravaged Medieval Europe
during the time of the Black Death. Eight brooding environments with 58
sub-locations will put players to the test, each containing new objectives,
enemies and obstacles. A linear storyline with deadly puzzles, fascinating
characters and chilling discoveries allow players to experience unique game
play mechanics and participate in over-the-top fantasy combat. In a time
where advanced weaponry doesn't yet exist, players have a multitude of basic
weapons, special tools and magic at their disposal. Over five weapons are
featured in the game, including a variety of swords, crossbows, daggers and
the ability to cast magic spells. The game's outstanding cinematic effects
set an additional ambient tone for Plague of Darkness, immersing players deep
into the dark world environments.

The game's story features a Knight of the Order, Douran, who sets out on a
mission to bring down a terrible demon. The demon has been haunting the land
of the living by feasting on the black souls of the dead, in order to bring
about its own resurrection. During the course of his adventure, Douran
encounters other characters that may hold answers to the mystery behind the
demonic plague, but can he trust them? In the course of the story, the hero
fights the omnipresent evil demon by using the game's sacred relic in a quest
to spread peace throughout Europe.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken, SOULCALIBUR, Dead to
Rights, Pac Man World, Ridge Racer, Time Crisis and Ace Combat. For more
information about Namco and its products log onto www.namco.com

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries. Dead to Rights(TM) is the
trademark or registered trademark of Namco Hometek Inc. in the United States
and/or other countries. (C) NAMCO LTD.
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SOULCALIBUR(R)II EXPERIENCES MOST SUCCESSFUL
U.S. GAME LAUNCH IN NAMCO HISTORY
More Than 1.6 Million Units Distributed Nationwide On Day One

San Jose, Ca., (September 9, 2003) - Leading video games publisher, Namco
Hometek Inc. announced today that SOULCALIBUR(R)II, the sequel to one of the
most revered weapons-based fighter video games of all-time, shipped over 1.6
million units on its first day, the largest day one release in the history of
Namco's U.S. division.

"The release of SOULCALIBUR(R)II marks a monumental moment in Namco's already
rich video game history," said Namco's Chief Financial Officer, Robert Ennis.
"Never before has a Namco title sold as well in its U.S. debut and we hope
that this is just a glimpse at what is to come for the 'Soul' franchise."

"SOULCALIBUR(R)II is one of Namco's most valuable video game franchises,"
said Garry Cole, Senior Vice President of Sales, Namco Hometek Inc. "I think
that the value of the property is exemplified in that we were able to sell
through nearly 10 percent of our initial launch quantity on day-one alone."

SOULCALIBUR(R)II is now available on the PlayStation(R)2 computer
entertainment system, the Nintendo GameCube(TM) and the Xbox(R) video game
system from Microsoft. The game features improved game play, upgraded
graphics and a variety of game modes. SOULCALIBUR(R)II also received the
"Best Fighting Game" award at the 2003 Electronic Entertainment Expo in Los
Angeles. Along with additional game content unique to the U.S. version,
SOULCALIBUR(R)II features 10 game modes, console-exclusive characters, a host
of unlockable characters and arenas, and over 200 collectible weapons and
items.

# # #

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

SOULCALIBUR(R) II & (C) 1995 1998 2002 2003 NAMCO LTD., ALL RIGHTS RESERVED
The Legend of Zelda : (C)1986-2003 Nintendo
Spawn(R),and its logo are registered trademarks of Todd McFarlane
Productions,Inc.
The Spawn character is (C)1992 Todd McFarlane Productions,Inc. All rights
reserved.
The Character namedAgNecrid" is created and designed by NAMCO as the
derivative work of the Illustration drawn by Todd McFarlane Productions, Inc.
The Character: (C)2003 by Namco Limited. All right reserved.
Illustration: (C)2003 by Todd McFarlane Productions,Inc. All rights reserved.

Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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SPAWN(R): ARMAGEDDON
Namco Spawns New Name For Video Game Based On
Todd McFarlane's Anti-Hero

San Jose, Ca., September 25, 2003 - Namco Hometek Inc. announced today the
full name of their Todd McFarlane inspired epic, Spawn: Armageddon. Due to
hit retail stores nationwide this November on the next-generation consoles,
Spawn: Armageddon is a thrilling, mission-based action/adventure game that
thrusts players into the role of the infamous anti-hero Spawn.

Spawn: Armageddon is set against the backdrop of a darker, near-future New
York City environment, where Spawn is caught between the factions in the
battle of Good vs. Evil. The intuitive controls allow players to maneuver
their way through various interactive and destructible environments which
include 25 missions with more than 60 sublevels, as Spawn struggles to break
free of the controlling forces of Heaven and Hell. Based on the first 99
comic books in the Spawn series, Spawn: Armageddon features all of Spawns
signature abilities including his vast arsenal of weapons, Hell powers,
superhuman strength and his living, symbiotic costume.

For additional information on Spawn: Armageddon, visit www.namco.com.

About Todd McFarlane and Spawn
Spawn is a comic book created and published by Todd McFarlane, the Emmy and
Grammy winning producer and director, and Image Comics, the No.3 comic book
publisher in America. With an appeal to adults, Spawn broke the mold in
American comics, selling 1.7 million copies in its first issue. Published on
a monthly basis and currently at issue 128, Spawn has continuously gained new
fans, and is now read by people in more than 30 countries around the world,
translated into dozens of languages. It has sold more than 150 million copies
worldwide.

Aspiring to bring this character to perfection as a toy, McFarlane started
McFarlane Toys in 1994 and began selling Spawn figures. Featuring
award-winning detail and accuracy not found on any other toy line, Spawn toys
became a huge hit, igniting a global boom in figures and allowing the company
to expand into music, movies, horror, sports and electronic gaming. McFarlane
Toys has sold more than 50 million figures around the globe since 1994. The
company will release more than 30 action figure lines in 2003, including
three new Spawn series. To date, McFarlane Toys has released 24 Spawn series,
plus several additional specialty releases. Spawn also developed into an
Emmy-Award winning animated cable television series, broadcast between 1997
and 2000, and also was made into a Hollywood film in 1997. McFarlane is
currently developing a live-action sequel to the Spawn movie and is scheduled
to begin development of a new animated Spawn project within the next year.

For more information, visit www.spawn.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com

###

Spawn(R), and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols.
Comic Spawn (C)2003 Todd McFarlane Productions, Inc. All Rights Reserved.
Video Game Spawn is developed by Namco Limited under license from Todd
McFarlane Productions, Inc.
Video Game Spawn (C)2003 NAMCO LTD., All Rights Reserved.
SOULCALIBUR(R)II&(C) NAMCO LTD., ALL RIGHTS RESERVED.
"Necrid":Character (C)2003 NAMCO LTD. /Illustration (C)2003 TMP,Inc.

Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.
(C) NAMCO LTD.
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SOULCALIBUR(R)II CONTINUES
ITS RIDE INTO THE NAMCO HISTORY BOOKS

Over 50 Percent of the SOULCALIBUR(R)II Units Distributed In the U.S.
Have Sold Through Since August 26 Launch Date

San Jose, Ca., (September 30, 2003) - Leading video games publisher, Namco
Hometek Inc. announced previously that SOULCALIBUR(R)II, the sequel to one of
the most revered weapons-based fighter video games of all-time, had shipped
over 1.6 million units on its first day, the largest day one release in the
history of Namco's U.S. division. Just four weeks after the historical launch
date of August 26, Namco has sold through over 50% of its initial shipment of
SOULCALIBUR(R)II units.

"We are extremely pleased with SOULCALIBUR(R)II's sales performance after
just one month on the retail shelves," said Namco's Senior Vice President of
Sales, Garry Cole. "By far this is Namco's best U.S. product launch to date,
and we're confident this positive momentum will continue through the holiday
season."

SOULCALIBUR(R)II is available on the PlayStation(R)2 computer entertainment
system, the Nintendo GameCube(TM) and the Xbox(R) video game system from
Microsoft. The game features improved game play, upgraded graphics and a
variety of game modes. SOULCALIBUR(R)II also received the "Best Fighting
Game" award at the 2003 Electronic Entertainment Expo in Los Angeles. Along
with additional game content unique to the U.S. version, SOULCALIBUR(R)II
features 10 game modes, console-exclusive characters, a host of unlockable
characters and arenas, and over 200 collectible weapons and items.

# # #
About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

SOULCALIBUR(R) II & (C) 1995 1998 2002 2003 NAMCO LTD., ALL RIGHTS RESERVED
The Legend of Zelda : (C)1986-2003 Nintendo
Spawn(R),and its logo are registered trademarks of Todd McFarlane
Productions,Inc.
The Spawn character is (C)1992 Todd McFarlane Productions,Inc. All rights
reserved.
The Character namedAgNecrid" is created and designed by NAMCO as the
derivative work of the Illustration drawn by Todd McFarlane Productions,
Inc.
The Character: (C)2003 by Namco Limited. All right reserved.
Illustration: (C)2003 by Todd McFarlane Productions,Inc. All rights reserved.

TM, (R) and Nintendo GameCube are trademarks of Nintendo. (C) 2001 Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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NAMCO AND TODD MCFARLANE PRODUCTIONS UNVEIL A NAMELESS FACE
FROM THE PAST IN SPAWN(R): ARMAGEDDON

Introducing: Mammon, Spawn's Newest Acquaintance,
Character is Revealed in Spawn: Armageddon

SAN JOSE, CALIF. and TEMPE, ARIZ., October 6, 2003 - Namco Hometek Inc. and
Todd McFarlane Productions announced today the official name of Mammon, a
character known by many Spawn enthusiasts for his mysterious appearances in
numerous past comic book episodes. Until today, Mammon has been portrayed as
a background character that appeared in dark, hidden shadows. Mammon is now
slated to take on a much more proactive, even major, role in both the
upcoming video game as well as in future episodes of the Spawn comic book
series, with appearances beginning in issue 133. The video game, Spawn(R):
Armageddon, is scheduled to release in November 2003 on the PlayStation(R)2
computer entertainment system, the Nintendo GameCube(TM) and the Xbox(R)
video game system from Microsoft.

Ever enigmatic in his past actions and future intentions, Mammon has been
described by "insiders" as Spawn's personal guide and mentor whose wisdom is
often sought during Spawn's ongoing conflicts between the forces of Heaven
and Hell. Though his motives remain unclear to Spawn, Mammon is extremely
knowledgeable and Spawn has little choice but to use Mammon's wisdom to his
advantage.

"Bringing Mammon, his personality and the intense history between Mammon and
Spawn to the forefront of the franchise's storyline is something that I've
been thinking about since I originally wrote the character into the script,"
said Creator, Todd McFarlane. "When the opportunity arose to introduce Mammon
through the Spawn video game, it was obvious that this was the way to roll
out the red carpet for the character. Good, Neutral or Evil, it's safe to say
that Spawn fans will have the opportunity to get to know Mammon in much
greater detail over the next several comic book episodes and, of course, the
new Spawn game.

The true nature of the relationship between Spawn and Mammon remains
ambiguous. Mammon keeps a low profile when he isn't talking with Spawn,
preferring to let Spawn act for him. He wears many faces, but usually prefers
to exhibit the air of a well-mannered and intelligent gentleman.

"We are proud that Todd McFarlane has chosen Namco's game as a place to
reveal more about this intriguing character," said Glen Cureton, Producer at
Namco Hometek Inc. "Fans of Spawn can finally put a name to this mysterious
character, who has played, and will continue to play, such an important role
in the dark hero's story."

Additional information about Spawn: Armageddon can be found at www.namco.com.

About Spawn
Spawn is comic book first published by McFarlane and friends who spun off
from the mainstream comic publishing industry in 1992.

Spawn is a dark hero, troubled with the dual aspects of good and evil found
in all people. With an appeal to adults, Spawn broke the mold in American
comics, selling 1.7 million in its first issue. Published on a monthly basis,
Spawn has continuously gained new fans, and is now read by people in 80
countries around the world, translated into 30 languages. It has established
the surprising record of a total of 24 million sales in the US.

Aspiring to bring this character to perfection as a toy, Todd McFarlane
started up a toy manufacturer in 1994 and began selling Spawn figures.
Featuring details not found on any other toy, Spawn toys became a huge hit,
igniting a global boom in figures. A total of 2.8 million figures have been
sold around the globe, with new products coming out one after the other.

Spawn also developed into a television animated series, broadcast on American
cable networks, and was made into a Hollywood film in 1997. Announcements
have been made for a theatrical movie at the end of 2004.

About McFarlane Toys
The international award winning McFarlane Toys Company is one of America's
top action figure manufacturers with several successful movie-licensing
tie-ins, including Warner Brother's The Matrix trilogy, Terminator 3: Rise of
the Machines Shrek; X-Files; Tim Burton's Sleepy Hollow; the first two Austin
Powers films; the Beatle's Yellow Submarine; Akira and the company's seminal
Movie Maniacs series featuring horror icons from such films as Terminator and
Terminator 2, Alien, Predator, Texas Chainsaw Massacre; Friday the 13th; The
Thing; Army of Darkness; The Fly; Blair Witch; Scream; A Nightmare on Elm
Street; Halloween and more. The company also makes official league-licensed
figures for football, basketball and baseball, as well as rock music icons,
electronic gaming and McFarlane's signature creation, Spawn (www.spawn.com).

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

# # #


Spawn(R), and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols. Comic Spawn
(C)2003 Todd McFarlane Productions, Inc. All Rights Reserved. Video Game
Spawn is developed by Namco Limited under license from Todd McFarlane
Productions, Inc. Video Game Spawn (C)2003 NAMCO LTD., All Rights Reserved.
SOULCALIBUR(R)II&(C) NAMCO LTD., ALL RIGHTS RESERVED. Necrid":Character
(C)2003 NAMCO LTD. /Illustration (C)2003 TMP,Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries. Dead to Rights(R) is the
registered trademark of Namco Hometek Inc. in the United States and/or other
countries. (C) NAMCO LTD.

TM, (R) and Nintendo GameCube are trademarks of Nintendo. (C) 2001 Nintendo.
Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.
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JACK SLATE RETURNS TO GRANT CITY - THE HARDEST PLACE ON EARTH
Namco Hometek Inc. Announces Dead to Rights(R)II: Hell to Pay

SAN JOSE, Ca. (October 21, 2003) - Leading video games publisher Namco
Hometek Inc. today announced Dead to Rights(R) II: Hell to Pay, the highly
anticipated sequel to the 2002 award-winning smash-hit Dead to Rights.
Developed internally at Namco Hometek Inc., Dead to Rights II: Hell to Pay is
slated for release on the PlayStation(R)2 computer entertainment system and
the Xbox(R) video game system from Microsoft in Fall 2004.

In Dead to Rights II: Hell to Pay, Jack Slate and his K9 partner Shadow are
thrown head first into the crossfire between criminal organizations battling
for control over Grant City's underworld. The story-driven action in Dead to
Rights II: Hell to Pay promises intense new gameplay mechanics including a
lightning-paced 360-degree brawling system, vicious melee weapon battles and
an innovative new spherical slow motion diving system.

"We are extremely excited to announce the sequel to our highly successful
Dead to Rights title," said Andre Emerson, Senior Producer at Namco Hometek
Inc. "With even more groundbreaking gameplay features, a gripping new
hardboiled story and high cinematic production values, Dead to Rights II:
Hell to Pay redefines the highly successful Action-Noir genre established by
the original."

Dead to Rights II: Hell to Pay is a third-person, story-driven Action-Noir
title that delivers diverse gameplay mechanics, cinematic style and Hong
Kong-inspired action.

Stay tuned for the first images of Dead to Rights II: Hell to Pay...

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.
(C) NAMCO LTD.
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WHO CAN IT BE NOW? I-NINJA(TM) TO THE RESCUE!

Take the Shuriken Challenge, Download the Official Trailer and Go Gold with
Fall's Hottest Action-Adventure Character Game

San Jose, Ca., (November 17, 2003) - Leading video games developer and
publisher Namco Hometek Inc. announced today the Shuriken Challenge for
I-Ninja, its popular third person action adventure character-based game.
Available at http://www.ininjagame.com/challenge, the Shuriken Challenge
invites players to get a first taste of I-Ninja in a fun, competitive format,
with the winner taking home a $500 shopping spree from GameStop(TM). In the
challenge, players use a computer mouse to move Ninja around his surrounding
environment and click the mouse to throw shurikens at evil Ranx army members.
Successful elimination of the Ranx earns points for Ninja, leading toward new
Ninja belts. Also available at http://www.ininjagame.com, readers can preview
the recently released official trailer for the game.

Additionally today, Namco Hometek Inc. announced I-Ninja has been approved
for manufacturing for Nintendo GameCube(TM) and the Xbox(R) videogame system
from Microsoft. The game is scheduled to arrive on store shelves in December.
I-Ninja will also ship for the PlayStation(R)2 computer entertainment system
later this month.

I-Ninja delivers an adrenaline-charged action-adventure experience in
beautifully detailed environments; each uniquely designed to challenge the
rookie protagonist Ninja and his special abilities. With a small, earthlike
planet called "The World" as his stage, Ninja travels from beaches to
mountains and beyond earning new Ninja belts, recovering lost relics and
facing his ultimate nemesis. Along the way, he fights a cast of challenging
enemies and overcomes obstacles as he attempts to outwit guardians, masters,
mini bosses and evil army henchmen. Challenging the powers of gravity, Ninja
grinds rails, hovers long distances with a sword-copter, utilizes powerful
chains and grapple hooks, runs on walls and performs other smart-aleck ninja
moves to navigate through any situation. Ready to get your Ninja on? Visit
http://www.ininjagame.com for more information.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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R: RACING EVOLUTION(TM) NEARS THE FINISH LINE
Video Game For All Next-Generation Consoles Goes Gold--
Racing Into Stores In Early December!

San Jose, Ca., (November 18, 2003) - Leading video games publisher Namco
Hometek Inc. announced today that its highly anticipated racing game, R:
Racing Evolution, has been approved for manufacturing. Coming to the Nintendo
GameCube(TM), the PlayStation(R)2 computer entertainment system and the
Xbox(R) videogame system from Microsoft, R: Racing Evolution is scheduled to
race into stores on December 9th.

"Racing game fans expect a great deal out of their games and R: Racing
Evolution will not disappoint," said Yasuhiro Noguchi, Senior Director of
Research and Development at Namco Hometek Inc. "R: Racing Evolution's
excellent graphics, hot licensed cars, challenging tracks, fantastic driving
control physics, and a variety of racing styles will satisfy anyone looking
for an awesome racing game experience."

Developed by the makers of the legendary Ridge Racer(R) and MotoGP(TM) series
of racing games at Namco Ltd., R: Racing Evolution offers the unique Racing
Life mode, a story-driven racing game that chronicles the intense competition
and deep rivalries found within the heart of the professional racing circuit
through beautifully rendered CG sequences and adrenaline-pumping in-game race
challenges. With four additional game modes at the player's fingertips, R:
Racing Evolution captures the essence of intense competition and immerses
players deep within the racing circuit rivalries.

Combining several unique racing styles, including GT, Rally, and Drag, and
spectacular licensed vehicles that can be upgraded and tuned for optimal
performance, R: Racing Evolution raises the bar for the racing game genre.
With features such as the Arcade mode for straight-up arcade style thrills,
the Event Challenge mode where players can test their driving skills under
different race conditions, and the Interactive AI System, which enables
players to dynamically affect CPU drivers' competitive driving behavior
during a race, R: Racing Evolution brings players closer to the heat of
racing action than ever before.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
TM, (R) and Nintendo GameCube are trademarks of Nintendo.

MotoGP(C) NAMCO LTD., ALL RIGHTS RESERVED. Licensed by Dorna. MotoGP and
related logos, characters, names, and distinctive likenesses thereof are the
exclusive property of DORNA and used under license. All Rights Reserved

Ridge Racer(R) & (C) NAMCO LTD., All Rights Reserved.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.

R: Racing Evolution(TM) & (C) 2003 Namco Ltd. All rights reserved.
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NAMCO SHIPS HEAVEN AND HELL NATIONWIDE WITH NEWEST TITLE: SPAWN(R):
ARMAGEDDON

Todd McFarlane-Inspired Video Game Is Now Available For All Three Gaming
Platforms

San Jose, Ca., (November 24, 2003) - Leading video games publisher Namco
Hometek Inc. announced that its highly-anticipated, 3rd person
action-adventure, Spawn(R): Armageddon, has begun shipping to retail stores
nationwide. Now available for the PlayStation(R)2 computer entertainment
system, the Xbox(R) videogame system from Microsoft and the Nintendo
GameCube(TM), Spawn(R): Armageddon is rated M for Mature and has an MSRP of
$49.99.

"Spawn(R): Armageddon is poised to surprise a lot of people," said Glen
Cureton, Producer at Namco Hometek Inc. "This game's unique evolution of what
continues to be an excellent comic book storyline into one of today's
high-tech video games has been an amazing process. We have no doubt that the
close working relationship between Namco Hometek Inc. and Todd McFarlane
Productions has resulted in an excellent interactive representation of the
Spawn(R): Armageddon franchise."

Developed by Southern California-based Point of View, Spawn(R): Armageddon is
a 3-D action/adventure game positioning the main character, Spawn, in a
personal conflict between factions in the battle of Heaven and Hell. Players
will encounter a variety of enemies through 23 challenging missions,
including Cy-Gor(TM), Violator(R) and Redeemer(TM). The game will also
feature Spawn's many distinctive abilities including superhuman strength,
hand-to-hand combat, an arsenal of weaponry, Hell Powers, and his living
symbiotic costume.

About Spawn
Spawn is comic book first published by McFarlane and friends who spun off
from the mainstream comic publishing industry in 1992.

Spawn is a dark hero, troubled with the dual aspects of good and evil found
in all people. With an appeal to adults, Spawn broke the mold in American
comics, selling 1.7 million in its first issue. Published on a monthly basis,
Spawn has continuously gained new fans, and is now read by people in 80
countries around the world, translated into 30 languages. It has established
the surprising record of a total of 24 million sales in the US.

Aspiring to bring this character to perfection as an action figure, Todd
McFarlane created a toy company in 1994 and began selling Spawn figures.
Featuring details not found on any other toy, Spawn toys became a huge hit,
igniting a global boom in figures. Millions of figures have been sold around
the globe, with new products coming out one after the other.

Spawn also developed into a television animated series, broadcast on American
cable networks, and was made into a Hollywood film in 1997. Announcements
have been made for a theatrical movie at the end of 2004. For more
information visit www.spawn.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com.

###

Spawn(R), and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols. Comic Spawn
(C)2003 Todd McFarlane Productions, Inc. All Rights Reserved. Video Game
Spawn is developed by Namco Limited under license from Todd McFarlane
Productions, Inc.
Video Game Spawn (C)2003 NAMCO LTD., All Rights Reserved.
SOULCALIBUR(R)II&(C)
NAMCO LTD., ALL RIGHTS RESERVED. "Necrid":Character (C)2003 NAMCO LTD.
/Illustration (C)2003 TMP,Inc.

TM, (R) and Nintendo GameCube are trademarks of Nintendo. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries. Dead to Rights(R) is the registered
trademark of Namco Hometek Inc. in the United States and/or other countries.
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NAMCO SPREADS HOLIDAY CHEER THIS SEASON WITH A SLATE OF BLOCKBUSTER VIDEO
GAMES

Lineup Features Original Content and Best-selling Franchises

San Jose, Ca., (November 24, 2003) - Naughty or nice, Namco has something for
everyone on your holiday list this year! This holiday season, leading video
games publisher and developer, Namco Hometek Inc., offers a blockbuster
lineup of new video game releases, from the number one fighting game
available to romping platformer adventures to classic arcade favorites. With
titles offered for every major gaming platform, Namco's lineup includes
SOULCALIBUR(R)II, R: Racing Evolution(TM), Spawn(R): Armageddon,
kill.switch(TM), Time Crisis(R) 3, I-Ninja(TM) and Pac-Man(R) vs.

Named one of the top ten games of 2003 by TIME magazine (Nov. 2003) and
winner of multiple awards and accolades, SOULCALIBUR II is the ultimate
sequel to one of the most revered weapons-based fighters of all time.
Available on the PlayStation(R)2 computer entertainment system, the Nintendo
GameCube(TM) and the Xbox(R) video game system from Microsoft, the game
includes more than 15 warriors, both familiar and new -- including a
character named Necrid, created by Todd McFarlane exclusively for the home
console versions. Battling each other in search of Soul Edge, each console
has special guest characters exclusive to that specific platform, including
Tekken's Heihachi for PlayStation 2, The Legend of Zelda's Link for the
Nintendo GameCube, and Todd McFarlane's Spawn for Xbox. The game features
over ten exciting game modes, including the all-new Weapon Master Mode, Time
Attack Mode, Survival Mode, VS. Mode and Team Battle Mode. In the Weapon
Master Mode players can collect and utilize over 200 different weapons, thus
adding a deeper level of strategy to every new battle.

New to the racing genre is the eagerly anticipated R: Racing Evolution.
Created by the same team that developed the critically acclaimed Ridge
Racer(R) and MotoGP(TM) franchises, R: Racing Evolution combines awesome
graphical quality and high performance driving physics. The game chronicles
the intense competition and deep rivalries found within the professional
racing circuit. Shipping for all three home-console platforms on December
9th, the game features licensed real-world vehicles, 14 real-world and
fantasy tracks, 8 different racing styles and 5 game modes. Also featured in
R: Racing Evolution is the "New Interactive Driver AI System" that enhances
realistic racing situations and a reward point system, which allows for
power-ups and unlocking new cars. Official PlayStation magazine says of R:
Racing Evolution "Namco proves GT4 isn't the only racer in town."

Spawn: Armageddon, based on Todd McFarlane's best-selling comic book
character is scheduled for release on all three consoles later this month.
Spawn: Armageddon is a 3D action/adventure game that gives players access to
all of his distinctive abilities - his superhuman strength, hand-to-hand
combat techniques, his arsenal of weaponry, his Hell Powers and, of course,
his living symbiotic costume.

According to Gamepro.com, "The twisted settings and macabre creature design
add tremendously to Spawn's atmosphere." With over 23 levels of game play and
stunning graphics, players are caught between the battle of Good vs. Evil, as
Spawn struggles to break free from the controlling influences of Heaven and
Hell.

kill.switch, Namco Hometek Inc.'s new internal development project available
for the PlayStation 2 and Xbox, is an intense and innovative tactical
military shooter. Heralded by IGN.com as "one hell of a fun ride,"
kill.switch allows for the ultimate experience in combat game play by
combining realistic cover tactics with highly explosive firepower. Featuring
a unique Offensive Cover System, the game allows the player to engage the
enemy from various cover positions. The game also utilizes lethal Blindfire
gunplay, enabling the player to launch a frontal assault technique against
the enemy without being exposed to counter-fire. This feature encourages the
use of warfare tactics, forcing players to strategically plan their moves and
quickly adjust on the fly through each intense and challenging mission.
Enemies work together in teams and not only seek out and engage the player,
but also thrive in team-based tactics and attacks. Six war-themed missions
are spread out across 18 different levels and feature environments from
Middle Eastern-inspired deserts to an underground submarine base.

Time Crisis 3, available on the PlayStation 2, marks the return of Namco's
premier light gun shooting franchise. Compatible with the GUNCON(R)2 light
gun, this fast-paced first-person shooter delivers superior shooting action
and supreme excitement. A new weapon select system enables players to chose
from 4 weapons (machine gun, hand gun, shotgun and grenade) to optimize their
game play strategy. Time Crisis 3 includes the original arcade game as well
as console-exclusive game modes. Sniper combat provides intense and immersive
sharp-shooting action, sure to be a winning combination for this popular
franchise. Gamepro magazine says of Time Crisis 3, "This is one crisis that
all pistol enthusiasts should make time for."

I-Ninja, currently available for the PlayStation 2 and coming to the Nintendo
GameCube(TM) and Xbox in early December, is an adrenaline-charged adventure
game featuring this year's biggest little ninja. With a small, earthlike
planet called "The World" as his stage, Ninja travels from beaches to
mountains and beyond earning new ninja belts, recovering lost relics and
facing his ultimate nemesis. Challenging the powers of gravity, Ninja grinds
rails, hovers long distances with a sword-copter, utilizes powerful chains
and tiger claws, runs on walls and performs other smart-aleck ninja moves to
navigate through any situation. A multiple weapon control system allows the
player to use his deadly sword, throw lethal shuriken, fire hi-explosive
darts, use blowguns, rocket launchers and more. The game features challenging
enemies and ruthless bosses that must be defeated, ranging from foot soldiers
of the Ranx Army to a menacing 150-foot giant robot. Play magazine says of
I-Ninja "Quite possibly the purest, most polished and innovative platformer
of the year (or any other for that matter)..." Ninja is graceful in honor,
but deadly in combat.

Namco celebrates a classic with Pac-Man vs. Shipping in early December for
the Nintendo GameCube, Pac-Man vs. uses the special Game Boy connectivity
feature to link the two systems. For the first time in a Pac-Man game,
players take on the role of either the Ghosts or Pac-Man, competing against
each other for high points. As Pac-Man, players will view the full screen via
the Game Boy(R) Advance, while as the Ghost players will view a partial maze
via the Nintendo GameCube(TM). Called "The epitome of connectivity" by
IGN.com, Pac-Man vs. will be packaged with other Nintendo GameCube titles
including R: Racing Evolution, Pac-Man World(TM)2 (as a "Player's Choice
Bundle") and as a free gift with purchase with I-Ninja for Nintendo GameCube.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(tm), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For
more information about Namco and its products log onto www.namco.com.

###

The Legend of Zelda: (C) 1986-2003 Nintendo. (TM), (R), Game Boy Advance and
Nintendo GameCube are trademarks of Nintendo. " 2001 Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
GUNCON(TM)2 & (C) 2000 Namco Ltd., All Rights Reserved.
Spawn(R), and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols.
Comic Spawn (C)2003 Todd McFarlane Productions, Inc. All Rights Reserved.
Video Game Spawn (C) 2003 Namco Limited. All Rights Reserved.
The Character named "Necrid" is created and designed by NAMCO as the
derivative work of the Illustration drawn by Todd McFarlane Productions,
Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(tm), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.

Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.
(C) NAMCO LTD.Video Game Spawn is developed by Namco Limited under license
from Todd McFarlane Productions, Inc.
The Character: (C) 2003 by Namco Limited. All rights reserved. Illustration:
(C) 2003 by Todd McFarlane Productions, Inc. All rights reserved.
MotoGP(C) NAMCO LTD., ALL RIGHTS RESERVED. Licensed by Dorna. MotoGP and
related logos, characters, names, and distinctive likenesses thereof are the
exclusive property of DORNA and used under license. All Rights Reserved

SOULCALIBUR(R)II & (C) 1995 1998 2002 2003 Namco Ltd., All Rights Reserved.

R: RACING EVOLUTION(TM) & (C)2003 NAMCO LTD., ALL RIGHTS RESERVED. All
trademarks
and copyrights associated with the manufacturers, cars, models, trade names,
brands and visual images depicted in this game are the property of their
respective owners. All rights reserved.

TIMECRISIS(R) 3 & (C) 1995 1997 2001 2002 2003 NAMCO LTD., ALL RIGHTS
RESERVED.

I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek
Inc.

kill.switch(TM) & (C) 2003 Namco Hometek Inc., All rights reserved.
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NAMCO HOMETEK INC. SHIPS I-NINJA(TM)
TO RETAIL OUTLETS NATIONWIDE

Action-Adventure Character Game Now Available For the Nintendo GameCube(TM)
and Microsoft Xbox(R)

San Jose, Ca., (December 4, 2003) - Leading video games developer and
publisher Namco Hometek Inc. announced today that I-Ninja, the company's
action adventure character-based game, has begun shipping to retail outlets
nationwide for the Nintendo GameCube(TM) and the Xbox(R) video game system
from Microsoft. The game, also currently available for the PlayStation(R)2
computer entertainment system, is rated T for Teen and carries an MSRP of
$49.99. Consumers purchasing Nintendo GameCube(TM) versions of I-Ninja may
also receive a free copy of Pac-Man vs., the new multiplayer game exclusively
for Nintendo GameCube(TM) with connectivity to Game Boy(R) Advance.

"With gravity-defying game play at every turn, no enemy is safe from the wit
and attitude of young Ninja," says Jon Kromrey, Senior Producer at Namco
Hometek Inc. "This ultimate warrior will have you shredding, swinging and
kick jumping well beyond the holiday season."

I-Ninja offers a high intensity action adventure experience in five
exquisitely detailed environments, each strategically designed to test rookie
protagonist Ninja and his unique skills. Challenged by the evil villain
Master O-Dor and his army of evil Ranx, Ninja travels from beaches to
mountains and beyond, taking on a cast of fearsome enemies with an assortment
of weapons, rage-based power-ups and a host of gravity-defying moves. Armed
with years of training and a giant ego to boot, he earns new Ninja belts,
recovers lost relics and comes to face his nemesis in an ultimate showdown.
While graceful in honor, Ninja proves deadly in combat.

With the destiny of the world resting on his big head, Ninja challenges the
powers of gravity to traverse and succeed in any situation. Utilizing
specialized manga-style ninja moves, Ninja runs on walls, swings from chains,
grinds rails, kick jumps and turns his sword into a helicopter. Along with
his abilities, Ninja has many weapons at his disposal, including shurikens,
swords, blowguns, rocket launchers and guided missiles. Combined with
high-end CGI graphics, hand-painted environments and six cinematic movies
from renowned animated filmmakers Don Bluth and Gary Goldman of Don Bluth
Films, Inc., no stone is left unturned in I-Ninja.

For more information on I-Ninja, including downloads, art assets and games,
visit www.ininjagame.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries.

I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek
Inc. TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time
Crisis(R) and
Ace Combat(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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NAMCO HOMETEK INC. SHIPS R: RACING EVOLUTION(TM) TO RETAIL OUTLETS NATIONWIDE

Action-Packed Racer Now Available For the PlayStation(R)2, Xbox(R), And The
Nintendo GameCube(TM)

San Jose, Ca., (December 9, 2003) - Leading video games publisher and
developer Namco Hometek Inc. announced today that its highly anticipated,
intricately detailed, action racing experience, R: Racing Evolution, has
begun shipping to retail outlets nationwide. Developed for the
PlayStation(R)2 computer entertainment system, the Xbox(R) videogame system
from Microsoft, and the Nintendo GameCube(TM), R: Racing Evolution is rated T
for Teen and carries an MSRP of $49.95.

"This isn't your typical racing game," said Yasuhiro Noguchi, Senior Director
of Research and Development at Namco Hometek Inc. "Incorporating awesome
graphical quality and high performance driving physics with a spectacular
storyline, R: Racing Evolution is a fantastic balance of simulation and
arcade racing."

R: Racing Evolution incorporates licensed real-world vehicles that allow for
upgrades and modifications, 14 tracks from real-world and fantasy locations,
8 different racing styles, including GT, Rally, and Drag, New "Interactive
Driver AI System" enhances realistic racing situations, and In-game radio
communications - incoming transmissions from crewmembers and rival drivers!
How did they get all that into one awesome, adventure packed title you ask?
Evolution baby!

Developed by the makers of the legendary Ridge Racer(R) and MotoGP(TM) series
of racing games at Namco Ltd., R: Racing Evolution offers the unique Racing
Life mode, a story-driven racing game that chronicles the intense competition
and deep rivalries found within the heart of the professional racing circuit
through beautifully rendered CG sequences and adrenaline-pumping in-game race
challenges. With five additional game modes at the player's fingertips, R:
Racing Evolution captures the essence of intense competition and immerses
players deep within the racing circuit rivalries.

But the fun doesn't stop there. Starting Dec. 9, included in every Nintendo
GameCube(TM) version of R: Racing Evolution, lucky patrons will find a copy
of the always lovable Pac-Man(R) in the new game Pac-Man Vs. This unique new
multiplayer version of the all-time classic arcade video game brings a new
style of game play to the consumer by allowing players to compete
head-to-head using a Game Boy Advance and a Nintendo GameCube, connected by a
Nintendo GameCube Game Boy Advance cable.

For more information on R: Racing Evolution visit
http://www.racing-evolution.com/.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.

MotoGP(C) NAMCO LTD., ALL RIGHTS RESERVED. Licensed by Dorna. MotoGP and
related logos, characters, names, and distinctive likenesses thereof are the
exclusive property of DORNA and used under license. All Rights Reserved

Ridge Racer(R) & (C) NAMCO LTD., All Rights Reserved.

R: Racing Evolution(TM) & (C) 2003 Namco Ltd. All rights reserved.
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GET READY TO TURN IT LOOSE -
STREET RACING SYNDICATE GOES GOLD!

Backed By Strong Pre-Sale Campaign, Namco's Authentic Street Racing Title
Drives Towards Store Shelves August 31

San Jose, Calif., (Aug. 18, 2004) - The streets may never be the same
again...Leading video games developer and publisher Namco Hometek Inc.
announced today that Street Racing Syndicate (SRS), one of the most
realistic, high-speed multiplayer street racing games to date, has been
approved for manufacturing. One step closer to being on the store shelves,
SRS will be available for the PlayStation(R)2 computer entertainment system,
the Xbox videogame system from Microsoft and the Nintendo GameCube.

"Gamers are about to get an insider's look at the underground world of street
racing," said Rod Nakamoto, Executive Vice President of Research and
Development for Namco Hometek Inc. "We've pulled out all the stops to make
sure SRS is the most authentic street racing game ever."

SRS comes tricked out with 50 officially licensed damageable vehicles,
hundreds of after market parts, roaming police cruisers, an in-game dyno that
measures actual peak torque and horsepower in real-time and 18 of the import
scene's hottest female models. Racers can battle head to head via
split-screen, System Link, or even take it online and risk the pink slip to
their car for the chance to win their rivals' cars permanently! Day or night,
gamers can tear through live traffic against rival racers in actual locations
based on LA, Miami and Philly, or explore miles of open city streets between
tuning and racing! SRS' driving and tuning realism has even been embraced by
the automotive scene, with Import Tuner magazine recently saying, "...this
game has become absolutely amazing. Simply put, it will trounce its
competition."

For players who just can't wait until August 31, Namco has partnered with top
retailers to offer strong pre-order incentives to consumers. Gamers who
reserve a copy of SRS from Electronics Boutique, GameStop, GameCrazy and
other select retailers will receive exclusive SRS trading cards. The packs of
limited edition trading cards feature the girls of SRS and one of various
Bonus Cards containing unlockable items exclusive to each retailer. Players
can unlock new cars, special graphics, and much more! Also, for the gamer who
is a collector, a limited edition poster is available when a copy of SRS is
reserved. For more information on how to pre-order SRS visit www.srsgame.com
and click on "Pre-Order" in the speedometer navigation bar.

SRS is rated T for Teen by the Entertainment Software Ratings Board and
carries a suggested retail price of $49.99. The game will be available in
stores nationwide beginning the week of August 31, 2004. For more information
about the game check out the SRS web site at www.srsgame.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

SRS and Street Racing Syndicate are trademarks of Namco Hometek Inc. (C) 2004
Namco Hometek Inc., (C)2004 Eutechnyx Limited. Licensed exclusively to Namco
Hometek Inc. All rights reserved.

The Nintendo GameCube logo is a trademark of Nintendo. (C) 2001 Nintendo. All
rights reserved.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries. Dead to Rights is a trademark or
registered trademark of Namco Hometek Inc. in the United States and/or other
countries.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
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NAMCO'S HOT IMPORT RACER CROSSES
THE FINISH LINE...STREET RACING SYNDICATE

NOW AVAILABLE!

Authentic Street Racing Title Begins Shipping To Retail Outlets Nationwide
Today

San Jose, Ca., (Aug. 31, 2004) - Get ready to trick out your ride and lay it
all on the line... Leading video games developer and publisher Namco Hometek
Inc. announced today that Street Racing Syndicate (SRS), one of the most
realistic, high-speed multiplayer street racing games to date, has shipped to
retail outlets nationwide for the PlayStation(R)2 computer entertainment
system, the Xbox videogame system from Microsoft and the Nintendo GameCube.

Fast cars. Hot cities. Hotter women. With 50 officially licensed damageable
vehicles, hundreds of after market parts, roaming police cruisers, an in-game
dyno that measures actual peak torque and horsepower in real-time and 18 of
the import scene's hottest female models SRS pushes the street racing scene
to the limit.

"We're in this because we love driving, tuning, and gaming. Simple as that,"
said Robert Zalot, the producer of SRS. "We know the authentic street racing
scene and we wanted to really deliver a game that lived it--the cars, the
girls, the music, the flavor--the life...SRS."

SRS offers some of today's hottest import rides including the Mitsubishi
Evolution VIII, MAZDASPEED RX8, Mazda RX-7 Spirit R, Subaru Impreza S202,
Toyota Supra, VW Golf VR6, Nissan 350Z, Nissan Skyline GT-R, and many more!

Racers can battle head to head via split-screen, System Link, or even take it
online with Xbox Live and risk the pink slip to their car for the chance to
win their rivals' cars permanently! Day or night, gamers can tear through
live traffic against rival racers in actual locations based on L.A., Miami
and Philly, or explore miles of open city streets between tuning and racing!

Eighteen of the hottest models in the import scene grace the levels of SRS
including Sasha Singleton, Francine Dee, Tila Nguyen, Courtney Day, Angelica
Bridges, Flo Jalin and more. Accept Angelica's challenge and you'll find
yourself trying to keep up with the one of the fastest Celica's on the
planet, or take on Sasha's challenge and gain some respect points by blowing
the competition away and getting to the finish line first. Win a challenge
and the girls will not only see you in a whole new light, but you'll unlock
their special videos and they may even ride with you to the race.

SRS' driving and tuning realism has even been embraced by the automotive
scene, with Import Tuner magazine recently saying, "...this game has become
absolutely amazing. Simply put, it will trounce its competition."

SRS is rated T for Teen by the Entertainment Software Ratings Board and
carries a suggested retail price of $49.99. For more information about the
game check out the SRS web site at www.srsgame.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

###

SRS and Street Racing Syndicate are trademarks of Namco Hometek Inc. (C) 2004
Namco Hometek Inc., (C)2004
Eutechnyx Limited. Licensed exclusively to Namco Hometek Inc. All rights
reserved.

, a, and the Nintendo GameCube logo are trademarks of Nintendo. (C) 2001
Nintendo. All rights reserved.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries. Dead to Rights is a trademark or
registered trademark of Namco Hometek Inc. in the United States and/or other
countries.
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"Human Pacman" (shouldn't it be Pac-Man?) turns the real world into a virtual
world:

http://www.cnn.com/2004/TECH/11/16/explorers.pacman/index.html
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GUMBY AND FRIENDS TO MAKE VIDEO GAME DEBUT

Namco Hometek Inc. Awarded Exclusive Video Game Publishing Rights To The
Beloved Gumby Property

Santa Clara, Calif., (January 27, 2005) - Global video games publisher, Namco
Hometek Inc. announced today that Prema Toy Co., Inc. has awarded Namco the
exclusive interactive entertainment publishing rights to the classic
children's entertainment property, Gumby. The deal allows Namco to create
video games for all game systems, featuring Gumby and all related characters,
such as Pokey, Prickle, Goo and the infamous Blockheads. Namco also has the
unique opportunity for Gumby to make cameo appearances in other upcoming
Namco games.

"Gumby and his friends have delighted generations of kids and adults on the
small screen and through traditional toys," said Jeff Lujan, Business
Director, Namco Hometek Inc. "It's time these beloved characters make their
debut in the interactive entertainment world, and we are very pleased that
the creators of this wonderful property have entrusted Namco with this
opportunity."

Film producer and director, Art Clokey, created the Gumby characters 50 years
ago when his adventurous clay boy and his friends began starring in their own
television show and went on to become a top-selling poseable doll line.
Entertaining families for decades, the clay-animated adventures of Gumby have
been released on home video and DVD, and the Gumby toy line is still a
perennial favorite among kids and parents. Gumby celebrates his 50th
anniversary this year.

"Our family is very excited to see Gumby make his debut in the interactive
world," said Gumby creator, Art Clokey. "With Pac-Man and its other hugely
successful video game franchises, Namco has proven that they are a leader in
this medium and we are thrilled to be working with them on bringing Gumby to
life for the video game generation."

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
Santa Clara, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

 ------------
Category 8,  Topic 24
Message 22         Wed Feb 16, 2005
KGAGNE [Ken]                 at 12:32 PDT

Namco Hometek Inc. To Bring The Beloved Berenstain Bears To Life Via New
Video Game License Deal

Namco Enters 'Berenstain Bear Country'--And Is Awarded The Exclusive
Worldwide Video Game Publishing Rights To Renowned Property

Santa Clara, Ca., (February 16, 2005) - Global video games publisher, Namco
Hometek Inc. announced today that Stan and Jan Berenstain have awarded Namco
the exclusive worldwide interactive entertainment publishing rights to the
classic children's entertainment property, Berenstain Bears. The agreement
allows Namco to create video games based on the adored Berenstain Bears
characters for all game systems.

"We are honored to work with a cherished property such as the Berenstain
Bears," said Jeff Lujan, Business Director, Namco Hometek Inc. "The
combination of Namco's game development expertise and the appeal of the
Berenstain characters is a winning proposition."

The Berenstain Bears have appeared regularly on television in more than 50
overseas markets including Hong Kong, U.K., Mexico, France and Spain. Books
have also been published in nearly 20 territories and current and previously
licensed Berenstain Bears merchandise includes children's apparel, footwear,
backpacks, bedding and bath accessories, toys, DVDs and home videos.

Responsible for all video game product development, marketing and publishing,
Namco will join the impressive list of Berenstain Bears licensing partners
such as Fisher-Price, Columbia Tri-Star and Kelly Toys.

"Knowing Namco's high quality reputation in the video games space, we
couldn't have chosen a better partner to make the Berenstain Bears video
games a reality," said Stan Berenstain, creator of the Berenstain Bears. "The
Berenstain Bears family has been a part of the lives of so many people for
more than four decades--we are proud to work with Namco to bring them to the
interactive entertainment world."

For more information about the Berenstain Bears please visit
http://www.berenstainbears.com/.

For more information about Namco and its games visit www.namco.com.
About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
Santa Clara, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT.
For more information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

 ------------
Category 8,  Topic 24
Message 23         Thu Jun 30, 2005
KGAGNE [Ken]                 at 19:58 PDT

Looks like Bandai bought Namco and is planning a merge.

http://www.gamespot.com/news/2005/05/02/news_6123385.html

 ------------
Category 11 Nintendo Entertainment System
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:09 PST
Sub: General Hardware Discussion

General discussion of the Nintendo hardware.

 18 messages
 ************
 ------------
Category 11,  Topic 1
Message 1          Fri Jun 08, 2001
KGAGNE [Ken]                 at 21:05 PDT

With so many moving parts, and being an old system in general, many
front-loading NES consoles don't work very well today.  If you put a game in
and get nothing but a blinking screen and power light, or just a single-color
screen, then your system is either on the way out, or has already gone that
way.

The frequent loading and unloading of games, but especially leaving games in
the system, can cause the connectors in the system that access the game to
become bent out of shape.  Replacing the connectors can solve this situation.

I bought a new connector off eBay last summer, and opened my NES to replace
the old one.  Now my 10-year-old system works as if it was brand-new.
Sometimes the connection is so tight, I almost can't get a game out!

Toward the end of the NES's life, Nintendo released a newer model NES.  It was
top-loading like the Super NES, but unlike the original model NES, it had no
A/V outputs.  The top-loading NES is rare and can be quite expensive ($75+) on
eBay.

-Ken

 ------------
Category 11,  Topic 1
Message 2          Sat Jun 09, 2001
A2.RYAN                      at 09:45 PDT

 > The top-loading NES is rare and can be quite expensive ($75+) on
 > eBay.

Is that rare or RARE! ?
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 11,  Topic 1
Message 3          Sat Jun 09, 2001
KGAGNE [Ken]                 at 10:57 PDT

Ryan,

> Is that rare or RARE! ?

Either way, not to be confused with Rare, the U.K. second-party developer of
fine Nintendo games, including R.C. Pro-Am, Killer Instinct, and
Banjo-Kazooie. :)

http://www.rareware.com

-Ken

 ------------
Category 11,  Topic 1
Message 4          Sat Jun 09, 2001
A2.DAIN [Dain]               at 17:10 PDT

Replying to 'Ken' in Category 11 Topic 1:

> fine Nintendo games, including R.C. Pro-Am, Killer Instinct, and
> Banjo-Kazooie. :)

R.C. Pro AM....now there was a game:)

Dain


 ------------
Category 11,  Topic 1
Message 6          Fri Sep 06, 2002
A2.DAIN [Dain]               at 22:19 PDT


I was having the old, blinking power light problem with my old NES.  I could
get it to work after really messing with the cartridge in the slot and then
pushing it down.  So, on Gamebits very own, Ken Gagne's advice, I bought a new
NES Connector.  I purchased it on eBay for $8.00 or so.  It took about 10
minutes and the machine was back running.   The new connector works good and I
never get a blinking red power light.  I do however notice that the connector
is very tight and once you get a cart in, it is hard to get them out.  I can
only imagine that this will loosen up with time.  It's already a bit easier to
take out than it was at first.


Thanks for the advice Ken,
Dain
 ------------
Category 11,  Topic 1
Message 7          Sat Sep 07, 2002
KGAGNE [Ken]                 at 11:35 PDT

Dain,

I'm glad you met with the same success I did!  I, too, found the connection
extremely tight with the new part, with some decent tugging and pulling
necessary to remove the game.  But, hey, I take that as a good sign that the
new connector will last awhile.  It's a better problem to have than a blinking
red light. :)

-Ken

 ------------
Category 11,  Topic 1
Message 8          Fri May 30, 2003
A2.DAIN [Dain]               at 15:33 PDT


Nintendo announced today that they will cease production of the Famicom (NES in
the U.S. ) and the Super Famicom (SNES) this September after almost 20 years.
Amazing:)

Dain
 ------------
Category 11,  Topic 1
Message 9          Sat May 31, 2003
SYNDICOMM [Sheppy]           at 12:45 PDT

>>>Nintendo announced today that they will cease production of the Famicom
(NES in the U.S. ) and the Super Famicom (SNES) this September after almost 20
years.  Amazing:)

I can't believe they were still making them.  That's boggled my mind for
years. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 11,  Topic 1
Message 10         Sat May 31, 2003
KGAGNE [Ken]                 at 15:06 PDT

I didn't know they were still making them.

Why were they still making them? :)

 ------------
Category 11,  Topic 1
Message 11         Sat May 31, 2003
A2.DAIN [Dain]               at 20:46 PDT

I seem to recall a while back that China was a place they still sold some of
those old systems and even sold some in Japan.

Dain
 ------------
Category 11,  Topic 1
Message 12         Sun Jul 13, 2003
KGAGNE [Ken]                 at 19:33 PDT

This web site offers links to a variety of commercials that aired 15 years ago
for various NES hardware and software:

http://www.fortunecity.com/skyscraper/babbage/317/comvault.html

 ------------
Category 11,  Topic 1
Message 13         Sun Jul 13, 2003
KGAGNE [Ken]                 at 19:44 PDT

So does this one:

http://www.eightbitonline.com/movies/

 ------------
Category 11,  Topic 1
Message 14         Sat Jul 19, 2003
A2.DAIN [Dain]               at 06:51 PDT

You haven't seen a bad commercial until you have seen both the rapping Legend
of Zelda commercial and the "Crazy Paranoid Dude" chanting "Zelda!!!!!" over
and over.  Amazingly, Nintendo recently fired their ad agency for their
horrible line of commercials over the last few years.  Too little too late
possibly.

Dain
 ------------
Category 11,  Topic 1
Message 15         Sun Dec 12, 2004
KGAGNE [Ken]                 at 19:43 PDT

Messiah Entertainment has produced a wireless NES controller.  A single joypad
is $29.99; or get a two-pack with collectible metal lunch box for $49.99:

http://www.playmessiah.com/products/nes-single.htm

A wireless Advantage joystick is also in the works:

http://www.playmessiah.com/products/thecoming.htm

 ------------
Category 11,  Topic 1
Message 16         Sat Nov 12, 2005
KGAGNE [Ken]                 at 09:03 PDT

Some people, observing that certain NES patents will be expiring soon, believe
it is possible to create an original NES clone:

http://en.wikipedia.org/wiki/NES_hardware_clone

An IP lawyer says "Not so fast":

http://www.gamasutra.com/features/20051111/boyd_01.shtml

 ------------
Category 11,  Topic 1
Message 17         Thu Jul 06, 2006
KGAGNE [Ken]                 at 13:59 PDT

Believe it or not, someone turned their 8-bit NES into a DVD player:

http://www.kotaku.com/gaming/hack/nes-turned-dvd-player-158818.php

This hack sold on eBay for $282:

http://cgi.ebay.com/ws/eBayISAPI.dll?ViewItem&item=170001754779

See a video of the player in action and read how it was hacked here:

http://www.vintagecomputing.com/index.php/archives/83

 ------------
Category 11,  Topic 1
Message 18         Tue Jul 25, 2006
KGAGNE [Ken]                 at 11:56 PDT

Check out this modern NES clone:

http://www.playmessiah.com/onlinestore/index.htm
http://gear.ign.com/articles/677/677770p1.html

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:10 PST
Sub: General Software Discussion

General discussion of Nintendo games.

 16 messages
 ************
 ------------
Category 11,  Topic 2
Message 1          Fri May 18, 2001
KGAGNE                       at 00:00 PDT

Audio Overload is a Mac program to play NSF, or Nintendo Sound Format, files.
NSF files are the original soundtracks ripped from 8-bit NES cartridges.

http://www.versiontracker.com/moreinfo.fcgi?id=9254

-Ken

 ------------
Category 11,  Topic 2
Message 2          Thu Jun 14, 2001
KGAGNE [Ken]                 at 22:15 PDT

The ultimate NES resource is probably tsr's archive:

http://www.atarihq.com/tsr/

It hasn't been updated since 20-Jan-00, but the wealth of information there
leaves little left to be added.  Game lists, descriptions, screen shots, box
art, scans... truly amazing.

-Ken

 ------------
Category 11,  Topic 2
Message 3          Sat Nov 03, 2001
KGAGNE [Ken]                 at 08:31 PDT

Audio Overload has been updated to v1.4.  More details and download link at

http://www.versiontracker.com/moreinfo.fcgi?id=9254&db=mac

 ------------
Category 11,  Topic 2
Message 4          Thu Nov 08, 2001
KGAGNE [Ken]                 at 10:00 PDT

Certain classic CinemaWare titles, such as Defender of the Crown, can now be
downloaded in NES ROM format for use with Nintendo emulators.

Game listing at <http://www.cinemaware.com/vault.asp?vault=games>

Thanks to A2Central.com for this news report.

 ------------
Category 11,  Topic 2
Message 5          Thu Jan 31, 2002
KGAGNE [Ken]                 at 22:05 PDT

I'm told that the lithium batteries used to save gameplay data in NES
cartridges can be replaced with standard batteries like those in cameras and
watches, but Nintendo purposely designed their carts to make it difficult to
open unless you have a special screwdriver.  You can purchase these tools
from MCM Electronics:

http://www.mcmelectronics.com/

Here are the part numbers

Console     4.5mm Security Bit (MCM #22-1150)
Game Cartridges   3.8mm Security Bit (MCM #22-1145)

They cost about $7 each, and there is a $20 minimum purchase.

 ------------
Category 11,  Topic 2
Message 6          Fri Feb 01, 2002
A2.DAIN [Dain]               at 20:56 PDT

I am not sure what kind of batteries they are, but the last time I opened up
Zelda it had a CR2032 in it which is commonly found in Pocket Calculators and
various other devices.

Dain
 ------------
Category 11,  Topic 2
Message 7          Fri Feb 01, 2002
KGAGNE [Ken]                 at 21:57 PDT

Thanks Dain.  The Dreamcast memory units use CR2032 batteries as well.

 ------------
Category 11,  Topic 2
Message 8          Fri Feb 01, 2002
KGAGNE [Ken]                 at 21:58 PDT

BTW, how did you open up your Zelda cart?  Did you use generic screwdrivers,
or did you need a special tool?

-Ken

 ------------
Category 11,  Topic 2
Message 9          Sat Feb 02, 2002
A2.DAIN [Dain]               at 21:23 PDT



How did I open up my Cart?  Actually, I don't remember.  I don't remember
using a special tool, just a couple of tiny screw drivers.


I'll let you know when I find the cart again;)

Dain

 ------------
Category 11,  Topic 2
Message 10         Sun Feb 03, 2002
KGAGNE [Ken]                 at 08:18 PDT

Dain,

More important: were you able to put it back together again? :)

-Ken

 ------------
Category 11,  Topic 2  [MOVED]
Message 11         Tue Feb 05, 2002
KGAGNE [Ken]                 at 12:34 PDT

I'm told the screwdrivers can also be ordered from ncsx.com, no minimum
purchase required.  Their phone number is (718) 523-5774.

-Ken

 ------------
Category 11,  Topic 2
Message 12         Thu Jul 08, 2004
KGAGNE [Ken]                 at 11:07 PDT

There's a NES Music Archive at this URL:

http://www.2a03.org/

 ------------
Category 11,  Topic 2
Message 13         Thu Jul 08, 2004
KGAGNE [Ken]                 at 11:09 PDT

NES clothing galore!

http://www.80stees.com/pages/t-shirts/totally-80s-t-shirts/Nintendo_t-shirts.as
p

 ------------
Category 11,  Topic 2
Message 14         Sat Oct 23, 2004
KGAGNE [Ken]                 at 08:01 PDT

Mac users will be interested to know that a new version of Audio Overload is
available, allowing you to play Nintendo, Super Nintendo, Sega Genesis, and
other sound files on your computer:

http://www.bannister.org/software/ao.htm

 ------------
Category 11,  Topic 2
Message 15         Thu Sep 28, 2006
KGAGNE [Ken]                 at 19:26 PDT

I've been seeing someone who had never owned or even played a video game
(console or arcade) before.  So after taking her to a classic arcade, as
detailed on Gamebits.net, I bought her an 8-bit Nintendo along with some core
games: Super Mario Bros., The Legend of Zelda, Final Fantasy, Tetris.

I came home Tuesday night to this email:

"I am seriously close to conquering the first dungeon in Zelda. If I weren't
so tired from a long day! Grr. You have created a monster!"

Wednesday:

"Ok, I got to the dragon in level one of Zelda...how do I kill that thing?
Boomerang? Sword? Superior wit? I can get there with full strength! I'm so
close!!! (I didn't do any homework yet again tonight. Damn Zelda!)"

Thursday:

"I know I declared a moratorium on Zelda tonight. I don't know if that's
going to hold. It's been a long day and I'm exhausted. Not sure how reading
will go...Or I could amuse myself with Mario. Or break out Tetris...I haven't
played that yet. Options are endless to avoid my homework."

I've corrupted the innocent.  This is awesome. :)

-Ken

 ------------
Category 11,  Topic 2
Message 16         Mon Nov 20, 2006
KGAGNE [Ken]                 at 18:42 PDT

The following classic documentations are available for purchase from Nintendo
at http://tinyurl.com/y4u5bl :

Donkey Kong Jr. Math Manual
Donkey Kong Manual
Dr. Mario Manual
Dragon Warrior 2 Manual
Dragon Warrior 3 Manual
Dragon Warrior 4 Manual
Dragon Warrior Manual Assy
Duck Hunt Manual
Excitebike Manual
Faxanadu Manual
Final Fantasy Dungeon Map
Final Fantasy Manual
Final Fantasy World Map
Golf Manual
Gyromite Manual
Hogan's Alley Manual
Ice Climber Manual
Kid Icarus Manual
Kirby's Adventure Manual
Legend of Zelda Manual
Mario Brothers Manual
Metroid Manual
Short Order/Eggsplode Manual
Super Mario Bros 2 Manual
Super Mario Bros 3 Manual
Super Mario Bros Manual
Tetris Manual
Yoshi Manual
Zelda II: The Adventure of Link Manual

 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:43 PST
Sub: Super Mario Bros.

Super Mario Bros. 1, 2, and 3, released by Nintendo in 1985, 1988, and 1990.

 14 messages
 ************
 ------------
Category 11,  Topic 5
Message 1          Sun Dec 07, 2003
KGAGNE [Ken]                 at 20:56 PDT

Here's a Windows Media movie file of someone playing Super Mario Bros. 3 from
beginning to end - in under 11 minutes:

http://mywebpages.comcast.net/80mike/mario3.wmv

I can't tell if it's faked or not...

-Ken

 ------------
Category 11,  Topic 5
Message 2          Wed Dec 10, 2003
SYNDICOMM [Sheppy]           at 16:15 PDT

Woof.  That's speedy. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 11,  Topic 5
Message 3          Tue Feb 03, 2004
KGAGNE [Ken]                 at 17:14 PDT

The latest issue of Game Informer reports that this "miraculous feat of gaming
was aided greatly by the use of emulators, hacks, and computer programs over a
period of two years."

 ------------
Category 11,  Topic 5
Message 4          Tue Mar 02, 2004
KGAGNE [Ken]                 at 20:01 PDT

Someone has used sprites from the original Super Mario Bros. game to create a
dark and dramatic tale of war and loss in the Mushroom Kingdom:

http://www.deviantart.com/view/5142652/
http://www.deviantart.com/view/5143991/
http://www.flashplayer.com/animation/mariosbrothers3.html

or:

http://files.deviantart.com/f/2004/06/6/8/Mario.swf
http://files.deviantart.com/f/2004/06/9/e/Mario_2.swf
http://69.56.241.42/1716_mario3.swf

 ------------
Category 11,  Topic 5
Message 6          Sat Sep 04, 2004
KGAGNE [Ken]                 at 08:55 PDT

Dain forwarded me this video recording of a pianist playing tunes from the
Mario series:

http://gprime.net/video/blindfoldedmariopianist2.php

To open the WMV file directly in Windows media player, use this URL:

http://qlink.queensu.ca/~3jj1/(www.gprime.net)____mariopianist2.wmv

 ------------
Category 11,  Topic 5
Message 7          Sat Oct 23, 2004
KGAGNE [Ken]                 at 12:27 PDT

Part IV to the saga detailed in Message 4 of this topic is available at this
URL:

http://www.deviantart.com/deviation/6843431/

 ------------
Category 11,  Topic 5
Message 8          Sat Oct 23, 2004
KGAGNE [Ken]                 at 12:41 PDT

Ah - here's the official web page for all five parts:

http://www.alxlen.com/flashlevel%20ads/banner1%20468x60/mariocentral.html

 ------------
Category 11,  Topic 5
Message 9          Wed Nov 03, 2004
KGAGNE [Ken]                 at 05:36 PDT

Anyone ever seen "The Ring"?

http://sixsixfive.com/624.html

 ------------
Category 11,  Topic 5
Message 10         Thu Dec 22, 2005
KGAGNE [Ken]                 at 07:14 PDT

An MIT building was recently turned into a level from Super Mario Bros.!

http://laura.mitblogs.com/archives/2005/12/yay_a_hack.html

 ------------
Category 11,  Topic 5
Message 11         Tue May 16, 2006
KGAGNE [Ken]                 at 21:41 PDT

Watch a live recreation of the original "Super Mario Bros.":

http://video.google.com/videoplay?docid=-2139555376132383479

 ------------
Category 11,  Topic 5
Message 12         Thu Jul 20, 2006
KGAGNE [Ken]                 at 07:49 PDT

How was Doki Doki Panic changed to become Super Mario Bros. 2... and how did
these changes influence all Mario games that followed?

http://nintendo.about.com/library/mariochanges/blmariodifferences1.htm

 ------------
Category 11,  Topic 5
Message 13         Fri Aug 04, 2006
KGAGNE [Ken]                 at 20:47 PDT

Pickup lines used by Mario:

http://www.mcsweeneys.net/links/lists/20ChristopherDoody.html

 ------------
Category 11,  Topic 5
Message 14         Sun Aug 20, 2006
KGAGNE [Ken]                 at 15:20 PDT

The fifth part of the SMB saga, mentioned in Message 8, uptopic, has now been
released.

 ------------
 ************
Topic 6         Fri May 11, 2001
KGAGNE                       at 10:43 PST
Sub: Legend of Zelda

Zelda & Zelda II: The Adventure of Link, Nintendo's original adventure games.

 11 messages
 ************
 ------------
Category 11,  Topic 6
Message 1          Sun Jun 10, 2001
KGAGNE [Ken]                 at 08:26 PDT

I've been thinking of replaying this game, but it's been so many years.  I
doubt I have any recollection where any of the advanced levels in the Second
Quest are.

For those who don't know, the Second Quest has the same Overworld structure as
the First Quest, but all the dungeons are new, and the levels and items are in
different places from before.  You can access the Second Quest either by
finishing the First Quest, or by registering your name as "ZELDA".

-Ken

 ------------
Category 11,  Topic 6
Message 2          Sun Jun 10, 2001
A2.DAIN [Dain]               at 12:44 PDT

Replying to 'Ken' in Category 11 Topic 6:

> I've been thinking of replaying this game, but it's been so many
> years.  I
> doubt I have any recollection where any of the advanced levels in the
> Second
> Quest are.

I remember where they are(at least some of them).  I really wouldn't
want to spoil it for you;)  I remember in Jr. High(I think) everybody
reporting at the lunch table on their Zelda progress.  There were about
four of us who had it.  The second quest seemed much harder.  The Solid
red and blue bubbles created a severe problems.  It took a while to find
all those dungeons.

I would expect the original Legend of Zelda to appear as a directors cut
on either Gameboy Advance or the Gamecube.  I would guess it would be on
GBA, but the inexpensive media of the Gamecube makes you think that it
might end up there.

Dain Neater



 ------------
Category 11,  Topic 6
Message 3          Sun Jun 10, 2001
KGAGNE [Ken]                 at 20:03 PDT

Dain,

The sizes of today's media are so ridiculously huge by yesterday's standards,
I find it infuriating that there aren't more "collectors' editions" or other
compilations of home games. (Namco, Midway, and others have done many volumes
of arcade classics, but I want to see console classics: Castlevania, Contra,
etc.).  Heck, every Pitfall sequel in the last eight years has included the
original as a bonus. :)

They could re-release Zelda for Gamecube in some fashion, but I'd be happier
seeing it on a handheld.  That way we'd have both portable and console
versions.

-Ken

 ------------
Category 11,  Topic 6
Message 4          Thu Mar 14, 2002
KGAGNE [Ken]                 at 20:32 PDT

At http://www.zeldaclassic.com you can download Zelda for Windows, programmed
from the ground-up by a hobbyist.  Custom quests are also available, as well
as editors to make your own.

 ------------
Category 11,  Topic 6
Message 5          Thu Aug 21, 2003
KGAGNE [Ken]                 at 19:42 PDT

All Zelda cartridges and discs have been gold-colored, as opposed to the usual
gray.  But a friend of mine reports that sometime after the first two Zeldas
were published for the NES, they were re-released in a special "platinum"
edition (and he doesn't mean "gray").  I've never heard of or seen this;
has anyone else?

-Ken

 ------------
Category 11,  Topic 6
Message 6          Sat Aug 23, 2003
A2.DAIN [Dain]               at 14:27 PDT

Replying to 'Ken' in Category 11 Topic 6:

> All Zelda cartridges and discs have been gold-colored, as opposed to
the
> usual gray.  But a friend of mine reports that sometime after the
first
> two Zeldas were published for the NES, they were re-released in a
special
> "platinum" edition (and he doesn't mean "gray").  I've never heard of
or
> seen this;
> has anyone else?

My SNES Zelda was grey and I didn't preorder The Legend of Zelda: The
Ocarina of Time and so My cartridge was not gold, but grey.  I've also
seen grey versions of Zelda I and II, although mine was Shiny Gold.  I
can't say that I've heard of a platinum Zelda or Zelda II.  I think
perhaps someone just maybe confused.


Dain


 ------------
Category 11,  Topic 6
Message 7          Wed Mar 17, 2004
KGAGNE [Ken]                 at 13:56 PDT

Ever wonder what the words to the "Zelda" theme song are? :)

http://www.ocremix.org/detailmix.php?mixid=OCR00022

 ------------
Category 11,  Topic 6
Message 8          Thu Jul 08, 2004
KGAGNE [Ken]                 at 17:11 PDT

Seems the Triforce predates the original Legend of Zelda:

http://www.nokonoko.net/mt/archives/2003_08.html#000092

 ------------
Category 11,  Topic 6
Message 9          Sun Sep 26, 2004
KGAGNE [Ken]                 at 17:31 PDT

Interesting - apparently some sort of remix of the original Zelda was released
in Japan many years ago, for an add-on system called the BS-X.  The graphics
almost look SNES-like:

http://www.ganonstower.com/bszscr.shtml

 ------------
Category 11,  Topic 6
Message 10         Thu Sep 30, 2004
A2.DAIN [Dain]               at 20:36 PDT


The BS-X was nintendo's first attempt at online gaming so to speak.  The BS-X
Zelda allowed you to download content.  Cool concept for way back when.


Dain
 ------------
Category 11,  Topic 6
Message 11         Tue Feb 21, 2006
KGAGNE [Ken]                 at 09:52 PDT

Twenty years ago today, the original "Legend of Zelda" game shipped to
Japanese retailers:

http://www.1up.com/do/feature?pager.offset=0&cId=3148112

See a digital evolution of the Link sprite:

http://www.4colorrebellion.net/media/pics/06/02/link_evo.jpg

 ------------
 ************
Topic 7         Fri May 11, 2001
KGAGNE                       at 10:43 PST
Sub: Contra

Contra and Super C, games released by Konami in 1988 and 1990.

 1 message
 ************
 ------------
Category 11,  Topic 7
Message 1          Wed Dec 11, 2002
KGAGNE [Ken]                 at 15:23 PDT

A new Konami Collectors' Series computer disc includes Contra, Super C, and
Castlevania I, II (Simon's Quest), and III: Dracula's Curse.  $19,99, for
Windows.

-Ken

 ------------
 ************
Topic 9         Fri May 11, 2001
KGAGNE                       at 10:43 PST
Sub: R.C. Pro-Am Racing

One of Rare's first games for Nintendo.

 3 messages
 ************
 ------------
Category 11,  Topic 9
Message 1          Tue Sep 02, 2003
KGAGNE [Ken]                 at 16:00 PDT

I was stuck at my folks' yesterday and ended up playing R.C. Pro-Am for awhile
as I waited for the computer to finish burning some CDs.  I remembered the
course layouts pretty well - including Level 15 having nothing but ammo
pick-ups - but had forgotten some of the game's mechanics, such as picking up
tiles to spell the word "NINTENDO" and getting an upgraded car when it's
completed.

That darn yellow car has the tendency to increase its top speed suddenly.
When its acceleration starts to whine, shoot him with a missile or bomb or
else he'll pull off and will never be caught, relegating you to second place
at best.  Hardly fair...

Good game, though.  Classic tunes.  Here's a remix of the main theme:

http://remix.overclocked.org/songs/RCProAm_IntroInsomnic_OC_ReMix.mp3

-Ken

 ------------
Category 11,  Topic 9
Message 2          Wed Sep 03, 2003
A2.DAIN [Dain]               at 15:28 PDT

Replying to 'Ken' in Category 11 Topic 9:

> That darn yellow car has the tendency to increase its top speed
suddenly.
>  When its acceleration starts to whine, shoot him with a missile or
bomb
> or else he'll pull off and will never be caught, relegating you to
second
> place at best.  Hardly fair...

I loved RC Pro AM.  It's one of my favorite RARE games.  Of course that
yellow card towards the end was completely cheap.  I just remember the
later levels not being not nearly as fun as the early levels.  In the
same vein, I also enjoyed the SNES game (and I think GBA) Rock n Roll
Racing which was by Interplay.  It was quite similar to RC Pro Am.

Dain


 ------------
Category 11,  Topic 9
Message 3          Wed Sep 03, 2003
KGAGNE [Ken]                 at 19:23 PDT

Dain,

Funny you should mention Rock'n'Roll Racing - it was the first console game by
Blizzard, now of Diablo fame, I believe, and was recently rereleased for
Game Boy Advance.

-Ken

 ------------
 ************
Topic 11  CLOSED Fri May 11, 2001
KGAGNE                       at 10:44 PST
Sub: Megaman

See Category 43: Megaman for discussion of Capcom's robotic action games.

 2 messages
 ************
 ------------
Category 11,  Topic 11
Message 2          Fri May 11, 2001
KGAGNE                       at 14:33 PDT

Please post Megaman-related messages in the appropriate topic of
Category 43: Megaman.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 12  CLOSED Fri May 11, 2001
KGAGNE                       at 10:44 PST
Sub: Castlevania

See Category 44: Castlevania for discussion of Konami's whip-wielding,
vampire-hunting action games.

 2 messages
 ************
 ------------
Category 11,  Topic 12
Message 2          Fri May 11, 2001
KGAGNE                       at 14:32 PDT

Please post Castlevania-related messages in the appropriate topic of
Category 44: Castlevania.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 13  CLOSED Fri May 11, 2001
KGAGNE                       at 10:44 PST
Sub: Final Fantasy

See Category 40: Final Fantasy for discussion of Square's role-playing games.

 2 messages
 ************
 ------------
Category 11,  Topic 13
Message 2          Fri May 11, 2001
KGAGNE                       at 14:33 PDT

Please post Final Fantasy-related messages in the appropriate topic of
Category 40: Final Fantasy.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 14        Fri May 11, 2001
KGAGNE                       at 10:44 PST
Sub: Dragon Warrior

The first four Dragon Warrior games, known in Japan as Dragon Quest, were
released by Nintendo and Enix.

 3 messages
 ************
 ------------
Category 11,  Topic 14
Message 1          Thu May 17, 2001
KGAGNE                       at 23:49 PDT

See Category 37, Topic 3, Message 1, for information about Dragon Warrior on
Game Boy Color.

-Ken

 ------------
Category 11,  Topic 14
Message 2          Sun Jun 10, 2001
KGAGNE [Ken]                 at 21:37 PDT

Regarding the Game Boy Color versions of Dragon Warrior I & II:

"Fans of the series will be excited to learn that the GBC versions of I & II
offer new translations from the original Japanese to better reflect the spirit
of Dragon Quest. For example, the legendary warrior Erdrick was changed to
Loto, which is closer to the Japanese name."

source: http://www.nintendo.com/games/gamepage/gamepage_main.jsp?gameId=574

I don't see how changing Erdrick to Loto is an improvement, regardless of how
close it is to its Japanese origin.  I grew up on the Dragon Warrior games,
and to me, Erdrick is the origin, and Loto is too similar to The Adventures of
Lolo, the first puzzle game I ever played, featuring a blue powder puff of a
hero.

Grr.

-Ken

 ------------
Category 11,  Topic 14
Message 3          Tue Aug 21, 2001
KGAGNE [Ken]                 at 12:51 PDT

Dragon Warrior IV, originally released about ten years ago for the NES, will
be updated to 3D and 32-bit and released for the Sony PlayStation early next
year in Japan.  An American release has not yet been announced.

DWIV was previously the only one of the four 8-bit Dragon Warrior games to not
receive a 16-bit (Super Famicom) upgrade.

Thanks to Dain and the-magicbox.com.

-Ken

 ------------
 ************
Topic 17        Fri May 11, 2001
KGAGNE                       at 10:45 PST
Sub: Gauntlet

Gauntlet and Gauntlet II, four-player overhead fantasy quests from
Atari/Tengen.

 1 message
 ************
 ------------
Category 11,  Topic 17
Message 1          Mon Jun 11, 2001
KGAGNE [Ken]                 at 20:10 PDT

Gauntlet I & II were arcade games and were ported to the 8-bit Nintendo
system.  Gauntlet III I think was for Atari Lynx; Gauntlet IV was a Sega
Genesis game.

See Category 27, Topic 2, Message 17 for my review of Gauntlet Dark Legacy,
the latest in the Gauntlet series.

-Ken

 ------------
 ************
Topic 19        Fri May 11, 2001
KGAGNE                       at 10:45 PST
Sub: Crytalis

Crystalis, an action-RPG released by SNK in 1990.

 1 message
 ************
 ------------
Category 11,  Topic 19
Message 1          Mon May 21, 2001
KGAGNE [Ken]                 at 14:54 PDT

This game was originally released for the NES by SNK, who went on to produce
games such as Baseball Stars, as well as the hardware systems Neo*Geo and,
more recently, the Neo*Geo Pocket Color.  The NGPC was a good handheld, but
they couldn't crack Nintendo's domination on the market.  Last summer, SNK
pulled out of the American market.

A week later, Crystalis was released for Game Boy Color. :)

-Ken

 ------------
 ************
Topic 22        Fri May 11, 2001
KGAGNE                       at 10:46 PST
Sub: Bubble Bobble

Bubble Bobble, a two-player action game released by Taito in 1988, starring
the twin dinosaurs Bub & Bob.

 2 messages
 ************
 ------------
Category 11,  Topic 22
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 08:59 PDT

This game was cruel in that you could not get the "real" ending unless you
played in two-player mode.

-Ken

 ------------
Category 11,  Topic 22
Message 2          Sun Aug 25, 2002
KGAGNE [Ken]                 at 21:52 PDT

Find the Bubble Bobble theme song sung a cappella at this URL:

http://virt.vgmix.com/music/bubbob.mp3

 ------------
 ************
Topic 27        Fri May 11, 2001
KGAGNE                       at 10:47 PST
Sub: Punch-Out!

Originally released by Nintendo in 1987 as Mike Tyson's Punch-Out!

 1 message
 ************
 ------------
Category 11,  Topic 27
Message 1          Fri Feb 10, 2006
KGAGNE [Ken]                 at 14:48 PDT

What happens when you cross LARP with Punch-Out!?

http://www.transbuddha.com/mediaHolder.php?id=1304

 ------------
 ************
Topic 28        Fri May 11, 2001
KGAGNE                       at 10:47 PST
Sub: Ninja Gaiden

Ninja Gaiden I, II, and III: Ancient Ship of Doom, released by Tecmo in 1988,
1990, and 1992, featuring the ninja Ryu Hayabusa.

 1 message
 ************
 ------------
Category 11,  Topic 28
Message 1          Sat Jun 30, 2001
KGAGNE [Ken]                 at 20:00 PDT

Vote for on what system you want to see a new Ninja Gaiden!

http://www.tecmoinc.com/main.htm#ninjagaiden

 ------------
 ************
Topic 29        Fri May 11, 2001
KGAGNE                       at 10:47 PST
Sub: River City Ransom

River City Ransom, released by Tecmo in 1990.  A side-scrolling beat-em-up for
two players.

 4 messages
 ************
 ------------
Category 11,  Topic 29
Message 1          Sun Aug 19, 2001
KGAGNE [Ken]                 at 07:22 PDT

My favorite River City Ransom web page is http://www.seanbaby.com/nes/rcr.htm

Pretty funny stuff.  Some language is used.

-Ken

 ------------
Category 11,  Topic 29
Message 2          Tue Jun 24, 2003
KGAGNE [Ken]                 at 13:37 PDT

A Game Boy Advance version of this game ships on 11/03.

 ------------
Category 11,  Topic 29
Message 3          Tue Nov 25, 2003
KGAGNE [Ken]                 at 15:25 PDT

The Game Boy advance version of this game has been delayed until April 5th.

 ------------
Category 11,  Topic 29
Message 4          Sat Oct 21, 2006
KGAGNE [Ken]                 at 07:26 PDT

See this game re-enacted in real life:

http://www.mega64.com/rcr.htm

 ------------
 ************
Topic 33        Fri May 11, 2001
KGAGNE                       at 10:48 PST
Sub: Ultima

FCI's NES ports of the computer role-playing series.  Ultima III: Exodus,
Ultima: Quest of the Avatar, and Ultima: Warriors of Destiny.

 1 message
 ************
 ------------
Category 11,  Topic 33
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 08:49 PDT

Ultima Exodus was the first third-party NES game to have a lithium battery
for saving game progress.

The first first-party game to do so was The Legend of Zelda.

-Ken

 ------------
 ************
Topic 34        Fri Aug 17, 2001
KGAGNE [Ken]                 at 08:59 PST
Sub: Kid Icarus

The angel Pit must ascend to Heaven and defeat the evil Medusa!

 1 message
 ************
 ------------
Category 11,  Topic 34
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 09:00 PDT

Here's a password:

ICARUS FIGHTS
MEDUSA ANGELS

 ------------
 ************
Topic 35        Fri Aug 17, 2001
KGAGNE [Ken]                 at 09:00 PST
Sub: Metroid

The original visit to Planet Zebes, with its Metroids and Mother Brain.

 4 messages
 ************
 ------------
Category 11,  Topic 35
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 09:00 PDT

Here's a password:

JUSTIN BAILEY
------ ------

 ------------
Category 11,  Topic 35
Message 2          Mon Apr 18, 2005
KGAGNE [Ken]                 at 15:37 PDT

There's a really cool disco mix of the "Metroid" end theme at this page:

http://virt.vgmix.com/index.php?page=arrange

 ------------
Category 11,  Topic 35
Message 3          Fri Jul 21, 2006
KGAGNE [Ken]                 at 12:50 PDT

Check out some neat remixes of the original Metroid soundtrack:

http://www.stemage.com/
http://www.metroidmetal.com/

 ------------
Category 11,  Topic 35
Message 4          Sat Oct 21, 2006
KGAGNE [Ken]                 at 07:25 PDT

Here is an exhaustive look at how the map structure of the original Metroid
game is coded:

http://mdb.classicgaming.gamespy.com/m1/lvldata.htm

 ------------
Category 12 Super Nintendo
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:09 PST
Sub: General Hardware Discussion

General discussion of the Super Nintendo hardware.

 6 messages
 ************
 ------------
Category 12,  Topic 1
Message 1          Thu Jan 10, 2002
KGAGNE [Ken]                 at 21:20 PDT

If you look in the back of the manual for the Super Nintendo version of
Wolfenstein 3D, you'll read that the development machine for that version was
an Apple IIgs. :)

-Ken

 ------------
Category 12,  Topic 1
Message 2          Sat Feb 09, 2002
A2.RYAN                      at 23:24 PDT

> If you look in the back of the manual for the Super Nintendo version of
> Wolfenstein 3D, you'll read that the development machine for that version
> was an Apple IIgs. :)

And in a related note, the development machine for the Apple IIgs version
of Wolfenstein 3D was mostly a Macintosh :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 12,  Topic 1
Message 4          Sun Dec 12, 2004
KGAGNE [Ken]                 at 19:43 PDT

Messiah Entertainment has produced a wireless SNES controller.  A single joypad
is $29.99; or get a two-pack with collectible metal lunch box for $49.99:

http://www.playmessiah.com/products/snes-single.htm

 ------------
Category 12,  Topic 1
Message 5          Thu Jan 13, 2005
A2.DAIN [Dain]               at 04:38 PDT


I'm seriously considering getting either a wireless NES or SNES controller.
That's really cool  Especially since I've been riding a stationary bike at
night.  Being able to play the SNES or NES would be lots of fun:)

Thanks for the link,
Dain
 ------------
Category 12,  Topic 1
Message 6          Mon May 01, 2006
KGAGNE [Ken]                 at 06:22 PDT

Now let's get out there and overclock those SNES CPUs!

http://www.99-gtp.com/ucm/snesoc.htm

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:09 PST
Sub: General Software Discussion

General discussion of Super Nintendo games.

 1 message
 ************
 ------------
Category 12,  Topic 2
Message 1          Sun Sep 01, 2002
A2.DAIN [Dain]               at 21:59 PDT


Ken,
  I have been feeling quite nostalgic lately.  I just scrolled through the game
list in the SNES section and realized how many great games were out there.  I
remember playing a lot of Shadowrun, a cyber punk RPG that I really enjoyed,
but never finished.  There were a ton of games that played from 1991 to 1996,
that I played but never quite finished.  Secret of Mana was another...Chrono
Trigger.  I am still working on Yoshi's Island:)  Yoshi's Island was one of the
coolest, yet most annoying games in Video Game history.  Everytime you got hit,
the baby Mario would fall of Yoshi's back and proceed to scream until you got
him back on.:)

Dain
 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:59 PST
Sub: Super Mario World

Super Mario World brought everyone's favorite plumber to the 16-bit arena as a
pack-in game for the Super Nintendo.

 2 messages
 ************
 ------------
Category 12,  Topic 5
Message 1          Thu May 02, 2002
KGAGNE [Ken]                 at 21:36 PDT

This game was recently released for Nintendo's 32-bit handheld, the
Game Boy Advance, under the name "Super Mario Advance 2: Super Mario World".

 ------------
Category 12,  Topic 5
Message 2          Sun Sep 01, 2002
A2.DAIN [Dain]               at 20:03 PDT


I haven't played the SNES in a long time, so tonight for the heck of it, I
plugged in Super Mario World and started playing from the beginning.  Before I
knew it, I was half-way through the World 2.  It's amazing how well designed
this game is.  1991, 4 Megabits and the old 65c816 chugging along at 3.77mhz,
sure can pack a fun time.  It almost makes me want to go out and buy the hand
held version.  Almost.

Dain.
 ------------
 ************
Topic 7         Fri May 11, 2001
KGAGNE                       at 10:59 PST
Sub: Super Mario Kart

SMK, released by Nintendo in 1992, featured many popular Nintendo characters
and had one of the finest two-player battle modes of any game.

 7 messages
 ************
 ------------
Category 12,  Topic 7  [MOVED]
Message 1          Thu Jun 14, 2001
KGAGNE [Ken]                 at 19:51 PDT

After playing Mario Kart 64 with an analog stick for a year or two, I found I
had lost my expertise at Super Mario Kart's digital pad.  Too bad - SMK's the
better game.

-Ken

 ------------
Category 12,  Topic 7  [MOVED]
Message 2          Thu Jun 14, 2001
SYNDICOMM [Sheppy]           at 20:22 PDT

In what way is SMK better than MK64?  Just the feeling faster thing?  I like
the speed of MK64; I think if it were faster I wouldn't be able to control it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 7
Message 3          Thu Jun 14, 2001
KGAGNE [Ken]                 at 21:04 PDT

> In what way is SMK better than MK64?

The battle arena, most importantly.  The levels were more cleverly designed in
SMK, and the weapons and controls allowed for some strategic and absolutely
devilish matches.  The Red Shell especially, in SMK, was a powerful and fun
item for people who knew geometry. :)

-Ken

 ------------
Category 12,  Topic 7
Message 4          Thu Jun 14, 2001
SYNDICOMM [Sheppy]           at 22:31 PDT

I thought the same thing about MK64, so I'm still unclear on how SMK was
better. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 7
Message 5          Thu Jun 14, 2001
KGAGNE [Ken]                 at 22:49 PDT

Shep,

> I thought the same thing about MK64, so I'm still unclear on how SMK was
> better. :)

The levels were *more* cleverly designed in SMK, and the weapons and controls
allowed for *more* strategic and absolutely *more* devilish matches.

:)

One summer, my brother and I competed in 500 battle matches of Super Mario
Kart.  We were never that enthusiastic about Mario Kart 64.

-Ken

 ------------
Category 12,  Topic 7
Message 6          Fri Jun 15, 2001
SYNDICOMM [Sheppy]           at 09:53 PDT

Hm.  Sounds like you get to think more.  I'll have to see SMK someday and see
if that's a good thing or not. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 12,  Topic 7
Message 7          Fri Jun 15, 2001
A2.DAIN [Dain]               at 12:07 PDT

Replying to 'Sheppy' in Category 12 Topic 7:

> I thought the same thing about MK64, so I'm still unclear on how SMK
> was
> better. :)

Well, most likely it's just a matter of preference.  The control on
Super Mario Kart for me were sharper.  MK64 (in the little time I played
it, so maybe I shouldn't compare:) always left me feeling out of control
and swerving around.  Technically, you can look at MK64 and say it is
the superior, as it had non flat surfaces and analog control.  One could
argue I guess that SMK is nothing more than Night Driver from the 2600
with weapons....of course I won't:)

The battle mode was indeed one of the highlights of SMK, it was the
first multiplayer game for me that was stellar.

One of these days I need to pick up a copy and give it a fair shake.

Dain Neater


 ------------
 ************
Topic 8         Fri May 11, 2001
KGAGNE                       at 11:00 PST
Sub: Contra III: The Alien Wars

One of the best games in Konami's action series, Contra.

 3 messages
 ************
 ------------
Category 12,  Topic 8
Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 20:52 PDT

Contra has appeared on Nintendo, Super Nintendo, Sega Genesis, and Sony
PlayStation.  All the pre-32-bit versions are excellent; the two PlayStation
Contras are more overhead than side-scrolling, and one even tried 3D graphics.

The SNES Contra is by far my favorite.  It has fantastic graphics, fast
action, tough bosses, great control, and assorted weaponry.  There are two
overhead stages, but with a unique twist: the player remains stationary and
the stage turns around him, rather than vice versa.

I'd like to try the two-player mode, but none of my friends are as familiar
with this game as I am.  They'll have almost oriented themselves in the
overhead stages by the time I've blasted the final enemy base.

Unlike the earlier Contra games, there is no code in this game for extra
lives. In the Japanese release, doing a Dragon Punch motion (toward, down,
down-toward) on the main screen supposedly upped the number of lives from 3 to
10, but this code definitely does not work on the American version.

-Ken

 ------------
Category 12,  Topic 8
Message 2          Mon Jun 04, 2001
A2.DAIN [Dain]               at 16:17 PDT

Replying to 'Ken' in Category 12 Topic 8:

> Unlike the earlier Contra games, there is no code in this game for
> extra
> lives. In the Japanese release, doing a Dragon Punch motion (toward,
> down,
> down-toward) on the main screen supposedly upped the number of lives
> from 3 to
> 10, but this code definitely does not work on the American version.

Ken,
  I seem to recall Contral III(I think that is the SNES version) using
the same cheat code that all Konami Contra games (NES era) used...Thing
is I can't remember the code:(  it was (Something Something Left Right
Left Right B A start) of course that could have just been another game:)

Memories fade....

Dain


 ------------
Category 12,  Topic 8
Message 3          Tue Jun 05, 2001
KGAGNE [Ken]                 at 12:16 PDT

Dain,

Contra III was one of the first games to not use "The Konami Code" (Up Up Down
Down Left Right Left Right B A Start), unfortunately.

-Ken

 ------------
 ************
Topic 9   CLOSED Fri May 11, 2001
KGAGNE                       at 11:00 PST
Sub: Super Castlevania IV

See Category 44: Castlevania for discussion of Konami's whip-wielding,
vampire-hunting action games.

 1 message
 ************
 ------------
Category 12,  Topic 9
Message 1          Fri May 11, 2001
KGAGNE                       at 14:34 PDT

Please post Castlevania-related messages in the appropriate topic of
Category 44: Castlevania.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 11        Fri May 11, 2001
KGAGNE                       at 11:00 PST
Sub: Actraiser

Actraiser, released by Enix in 1991, combined action with simulation.  The
sequel, released in 1993, was action-only.

 3 messages
 ************
 ------------
Category 12,  Topic 11
Message 1          Sat Dec 22, 2001
KGAGNE [Ken]                 at 15:49 PDT

Actraiser was one of the first Super Nintendo games out - I remember seeing it
at the Mom & Pop video rental store a few weeks before the Christmas I got my
SNES.  I think I even rented it Christmas Eve, so I'd have something to play
once I got the console. :)

The world of Actraiser was divided into geographical areas.  You, as God,
would take avatar form to enter an area and clear it of monsters.  After this
action sequence, the game would take on simulation properties, where you would
guide your people from an overhead perspective, building roads and discovering
new technologies - and nearby monster lairs.  Ultimately, a new threat would
arise to the potential community, and God would enter another action sequence
to vanquish the threat once and for all, before moving to a new part of the
world.  Once the game was beaten, a new difficulty mode opened in which
players could challenge all the action levels straight through, no saves or
simulation modes, and no magic spells either.  Tough!

Actraiser had great graphics and a cool soundtrack.  Being a first-generation
SNES game, it easily impressed people, but it stood the test of time and is
still an impressive title.  The Mode 7 graphics the SNES was capable of
(scaling, rotation, multiple backgrounds, etc.) were put to good effect, from
the beginning of each level.

Actraiser 2 was produced in smaller quantities, and lacked the alternating
simulation sequences.

-Ken

 ------------
Category 12,  Topic 11
Message 2          Tue Dec 25, 2001
A2.DAIN [Dain]               at 18:28 PDT


Actraiser 2 was insanely difficult.  I don't think I ever got passed the first
level.  It was pretty close to the most difficult game I ever played:)  Now the
first title is still one of my favorites.    I was hoping that Actraiser 2
would have a more in depth Sim system with better control in the action
sequences, but it was never to be.


Dain
 ------------
Category 12,  Topic 11
Message 3          Fri Jan 04, 2002
KGAGNE [Ken]                 at 14:32 PDT

Dain,

I wouldn't mind getting my hands on Actraiser 2 again someday - just to see if
it's really as hard, or if I suck as badly, as I remember. :)

-Ken

 ------------
 ************
Topic 15  CLOSED Fri May 11, 2001
KGAGNE                       at 11:01 PST
Sub: Final Fantasy

See Category 40: Final Fantasy for discussion of Square's role-playing games.

 2 messages
 ************
 ------------
Category 12,  Topic 15
Message 2          Fri May 11, 2001
KGAGNE                       at 14:34 PDT

Please post Final Fantasy-related messages in the appropriate topic of
Category 40: Final Fantasy.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 18        Fri May 11, 2001
KGAGNE                       at 11:01 PST
Sub: Earthbound

Earthbound was originally an 8-bit NES RPG entitled "Mother 2," and was
released by Nintendo for the SNES in 1994.

 5 messages
 ************
 ------------
Category 12,  Topic 18
Message 1          Mon Apr 08, 2002
KGAGNE [Ken]                 at 09:51 PDT

Someone took an old government-issued "Duck and Cover" safety video, circa
WWII, and replaced the graphics with images from the Super Nintendo game
"Earthbound".

http://members.aol.com/TheBrainHazard/dac2.swf

It's a bit violent, and in that sense, not very funny, but it's an interesting
video to watch anyway.

-Ken

 ------------
Category 12,  Topic 18
Message 2          Sun Sep 01, 2002
A2.DAIN [Dain]               at 21:51 PDT


Earthbound if I recall was an RPG type game that was supposedly really good.
Anyone ever play this title.  I think it is from a series in Japan called
"Mother".

Dain

 ------------
Category 12,  Topic 18
Message 3          Mon Sep 02, 2002
KGAGNE [Ken]                 at 08:00 PDT

Dain,

Our Super Nintendo game "Earthbound" was called "Mother 2" in Japan, and was a
Famicom, not a Super Famicom, game.  Hence the low-level graphics in this
supposedly 16-bit title.

The original "Mother" was translated to English and was intended for an
American release on the 8-bit Nintendo, but was canned at the last minute.
The ROM has escaped NOA HQ and is available on the 'net.

"Mother 3" was planned for, I think, the 64DD expansion drive for the Nintendo
64, but was ultimately cancelled.

-Ken

 ------------
Category 12,  Topic 18
Message 4          Sat Sep 28, 2002
EVANWADE                     at 11:50 PDT

I loved Earthbound. I remember renting it from Blockbuster when I was a kid and
not taking it back for like a month- excellent game, other than the battle
system.

Was I dreaming or did I hear rumors of a GCN sequel a couple of months ago?

 ------------
Category 12,  Topic 18
Message 5          Sat Sep 28, 2002
A2.DAIN [Dain]               at 23:25 PDT


I heard the same, but then I also heard rumors of a GBA sequel.  Who knows:)
At some point I need to pick up the SNES version and see how I like it.

Dain
 ------------
 ************
Topic 21        Fri May 11, 2001
KGAGNE                       at 11:02 PST
Sub: Legend of Zelda: A Link to the Past

Link explores two sides of Hyrule in his quest to save Princess Zelda.

 1 message
 ************
 ------------
Category 12,  Topic 21
Message 1          Sun Aug 25, 2002
KGAGNE [Ken]                 at 21:57 PDT

Look for this game to ship for Game Boy Advance on December 9th.  A new
four-player mode, entitled "Four Swords" will be included.

-Ken

 ------------
 ************
Topic 22        Fri May 11, 2001
KGAGNE                       at 11:02 PST
Sub: Chrono Trigger

Square's time-travelling epic RPG.

 4 messages
 ************
 ------------
Category 12,  Topic 22
Message 2          Mon Jun 11, 2001
KGAGNE [Ken]                 at 12:31 PDT

Chrono Trigger will be part of the "Final Fantasy Chronicles" disc released
for the Sony PlayStation, released on July 11th or so.

-Ken

 ------------
Category 12,  Topic 22
Message 3          Fri Nov 19, 2004
KGAGNE [Ken]                 at 09:36 PDT

A team was recently sent a Cease & Desist order for their attempts to recreate
Chrono Trigger:

http://www.opcoder.com/projects/chrono/

The pictures and movie file are pretty amazing.

-Ken

 ------------
Category 12,  Topic 22
Message 4          Fri Nov 19, 2004
KGAGNE [Ken]                 at 09:39 PDT

Here's a similar site:

http://www.chrono-trigger.com/index.php

 ------------
 ************
Topic 25        Fri May 11, 2001
KGAGNE                       at 11:02 PST
Sub: Mario Paint

Nintendo's attempt at bringing creativity software to the home console.  Mario
Paint came with a mouse.

 1 message
 ************
 ------------
Category 12,  Topic 25
Message 1          Sun Jul 15, 2001
KGAGNE [Ken]                 at 15:29 PDT

Mario Paint came with a Super NES mouse, but I think it was the only "game" to
use that peripheral.

I put "game" in quotes because a paint program is more of a utility or
application than an actual game.  With a built-in music editor, Mario Paint was
pretty fun, though. :)

Some similar programs were designed for the Nintendo 64DD (disk drive)
enhancement device, which was never released in America.

-Ken

 ------------
 ************
Topic 27        Fri May 11, 2001
KGAGNE                       at 11:03 PST
Sub: Tetris Attack

Not much to do with Tetris, but a heckuva lotta fun.

 1 message
 ************
 ------------
Category 12,  Topic 27
Message 1          Tue May 22, 2001
KGAGNE [Ken]                 at 19:59 PDT

I bought this game for my father in August of 1997.  He's played it every day
since.  I ended up buying him a dedicated SNES console with the game
practically welded in, so he doesn't have to switch carts and so that I don't
cry everytime I see him forget to game the game out. :)

-Ken

 ------------
Category 13 Nintendo 64
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:08 PST
Sub: General Hardware Discussion

General discussion of the Nintendo 64 Hardware.

 6 messages
 ************
 ------------
Category 13,  Topic 1
Message 2          Fri Oct 26, 2001
SYNDICOMM [Sheppy]           at 06:39 PDT

I know the N64 is designed to have expansion by setting it on top of expansion
chassis -- did any ever ship in the US?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 1
Message 3          Fri Oct 26, 2001
A2.DAIN [Dain]               at 14:59 PDT

>>I know the N64 is designed to have expansion by setting it on top of
expansion
chassis -- did any ever ship in the US?

Sheppy,
  No expansion was released for the N64, at least that utilized the bottom
"EXT" slot.  In Japan they released teh 64DD or the Bulky Drive(I am not sure
what the name is) that was a device that had optical disks that had about 64MB
of storage with about half of that(I think) writable.

http://cgi.ebay.com/aw-cgi/eBayISAPI.dll?ViewItem&item=1288729452


There was a memory expansion (4MB) that was released in the states, that I
believe was originally designed with the 64DD in mind.

Dain

 ------------
Category 13,  Topic 1
Message 4          Fri Oct 26, 2001
KGAGNE [Ken]                 at 20:11 PDT

Dain,

> There was a memory expansion (4MB) that was released in the states, that I
> believe was originally designed with the 64DD in mind.

I think the 64DD had additional memory inbuilt; when the Expansion Pak was
released separately, that was the final sign that the 64DD would never cross
the Pacific.

The extended RAM was used for games such as Turok 2 & 3, Perfect Dark, and a
few others for better graphics, more enemy characters, etc.  The only game
that absolutely required it was Donkey Kong 64, and it came with the Pak.

The only real use I heard of the 64DD being was for the F-Zero expansion cart.
It had more tracks and a track editor.

-Ken

 ------------
Category 13,  Topic 1
Message 5          Tue Jan 04, 2005
KGAGNE [Ken]                 at 03:18 PDT

The Super Nintendo Game Bits listed at

http://www.consolepassion.co.uk/super-nintendo-hardware.htm

can be used to open Super Nintendo and Nintendo 64 consoles, as well as PC
Engines and Sega (Genesis?) cartridges.

-Ken

 ------------
Category 13,  Topic 1
Message 6          Fri Sep 29, 2006
KGAGNE [Ken]                 at 07:22 PDT

The Nintendo 64 turns ten years old today.  1Up.com provides this
retrospective:

http://www.1up.com/do/feature?pager.offset=0&cId=3153750

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:08 PST
Sub: General Software Discussion

General discussion of Nintendo 64 games.

 23 messages
 ************
 ------------
Category 13,  Topic 2
Message 1          Mon May 14, 2001
SYNDICOMM                    at 09:36 PDT

We have an N64 and my wife is a big puzzle game fan.  We're talking games like
Columns and things like that.  We haven't had much luck finding games like
this for her to play on the N64, so if anyone has suggestions, I'd appreciate
them.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 2          Mon May 14, 2001
KGAGNE                       at 10:03 PDT

Sheppy,

There are several Tetris games for the Nintendo 64.  Disney's Magical Tetris
from Capcom is terrible.  I played The Next Tetris (TNT) at E3 a few years ago
and it seemed very cool - better than the lousy Dreamcast and PlayStation
versions.

Tetrisphere is unique.  It's not guaranteed that if you like Tetris, you'll
enjoy Tetrisphere, but it does have a fantastic soundtrack. :)

There's also Pokemon Puzzle League, with is a Nintendo 64 version of the Super
NES game Tetris Attack, which is nothing like Tetris but still a lot of fun.

And just released this month at the low, low price of $29.99, is a Nintendo 64
version of the classic Dr. Mario.

-Ken

 ------------
Category 13,  Topic 2
Message 3          Mon May 14, 2001
SYNDICOMM                    at 11:15 PDT

>>>And just released this month at the low, low price of $29.99, is a Nintendo
64 version of the classic Dr. Mario.

What's that?  (Can you tell I'm out of touch? :)

Sarah doesn't like Tetris much, she always preferred Columns.  I don't know
why.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 4          Mon May 14, 2001
KGAGNE                       at 14:04 PDT

>> Dr. Mario.
>
> What's that?  (Can you tell I'm out of touch? :)

Dr. Mario is a puzzler Nintendo released in 1990.  It's similar to Columns in
the sense that you have to match colors to make them disappear.  Each level
starts with colored virii which you must destroy by matching with colored
medicine pills, which come in two colors.

Dr. Mario is available for NES, SNES, N64, and Gameboy.  I believe there's an
Apple IIgs version as well.

-Ken

 ------------
Category 13,  Topic 2
Message 5          Mon May 14, 2001
SYNDICOMM                    at 14:51 PDT

I'll have to try picking that up for Sarah sometime.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 6          Tue May 15, 2001
KGAGNE                       at 05:51 PDT

Sheppy, if you have a PlayStation, I can highly recommend the game Intelligent
Qube (I.Q.).  It's unlike most puzzlers but is highly addictive, two-player,
and an even better soundtrack than Tetrisphere. :)

-Ken

 ------------
Category 13,  Topic 2
Message 7          Tue May 15, 2001
A2.RYAN                      at 09:59 PDT

Yes, there's a free version of Dr. Mario for the IIgs floating around
somewhere.
-
Ryan
Chief Sysop Pro Tem, Palm OS

 ------------
Category 13,  Topic 2  [MOVED]
Message 8          Tue Jun 26, 2001
A2.DAIN [Dain]               at 16:05 PDT

Replying to 'Sheppy' in Category 38 Topic 2:

> there were a handful of good games for it (and you have to realize I
> like a
> pretty limited class of games), but the N64 tends to have mostly
> cartoonish
> battle or RPG type games, and I prefer a more realistic look and feel.
Well, The N64 just doesn't have RPG games at all.  Maybe one or two that
I know of:)  There were quite a few good games for it, but I think that
people just need to see that the Power just wasn't there to create good
realistic models in a 3d world.  Partly because the computing power
wasn't there and partly because Cartridges just don't hold enough data
to store enough mean textures to wrap around those models.  I for one
liked the games of the N64, but I was never really bothered by the look
because 9 times out of 10 I go off of the gameplay and not the fluff.

Right now I think that finally the Power to do it all is there.  Finally
the storage and finally the power to put together some cool looking
games that can do it all..killer soundtrack, great graphics, menacing
AI, interesting storylines, and killer control.  There were some gems in
the previous generation of games, but not nearly as many as were in the
16 bit generation IMHO.   The 16-bit generation had the advantage that
it basically was an extension of everything that was done in the 8 bit
generation.  I believe that this latest generation will be an
evolutionary step, from the previous in much the same way.  The
programmers will refine their skills and work more on putting together
the games, than with figuring out how to do things in a 3d world.

One thing that I really hope is that we will see more 2d games as well
as 3d and isometric viewpoint games.

Dain Neater


 ------------
Category 13,  Topic 2
Message 9          Thu Jun 28, 2001
A2.DAIN [Dain]               at 19:02 PDT

I was quite surprised today.  I picked up Star Wars Rogue Squadron for
the Nintendo 64 for $9.00 used.  I wasn't expecting all that much.  I
had played Shadows of the Empire, but after the great Snow Speeder
level, it really died out.  After the first couple of Levels, Rogue
Squadron has kept things interesting....with Classic Star Wars Graphics
and some of the Best Sounding Music that I have heard from a Cartridge.


This really leads me to think that if Factor 5 can do this on the N64,
then the Gamecube version should be a classic.  Especially with it
having classic movie battles as well as new battle sequences.  Should be
a trip.

If you have the time and the bandwidth...
http://cube.ign.com/previews/15337.html  The video links are all at the
bottom of the web page.  They are in Quicktime Format.


Dain Neater

 If at first you don't succeed, then skydiving isn't for you.


 ------------
Category 13,  Topic 2
Message 10         Thu Jun 28, 2001
KGAGNE [Ken]                 at 19:37 PDT

Dain,

Have you heard that there's a Naboo ship from Episode I hidden in the game you
bought?  Just use the code !YNGWIE!

There are plenty of other codes, including one to let you fly a 1969 Buick.
Scope out http://codes.ign.com/codes/8/3964.html

-Ken

 ------------
Category 13,  Topic 2
Message 11         Fri Jun 29, 2001
SYNDICOMM [Sheppy]           at 00:22 PDT

>>>I was quite surprised today.  I picked up Star Wars Rogue Squadron for
the Nintendo 64 for $9.00 used.  I wasn't expecting all that much.  I
had played Shadows of the Empire, but after the great Snow Speeder
level, it really died out.

Yeah, that was pretty much the only part of it worth playing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 12         Fri Jun 29, 2001
KGAGNE [Ken]                 at 07:20 PDT

I enjoyed playing Shadows of the Empire.  Of course, last time I did was when
it was new.  As a first generation Nintendo 64 title, it may not have stood
the test of time. :)

-Ken

 ------------
Category 13,  Topic 2
Message 13         Fri Jun 29, 2001
A2.DAIN [Dain]               at 14:59 PDT

Replying to 'Ken' in Category 13 Topic 2:

> Have you heard that there's a Naboo ship from Episode I hidden in the
> game you
> bought?  Just use the code !YNGWIE!

Heh, I was wondering how that Naboo fighter got in there.  The previous
owner must have activated it.

The Buick thing sounds funny:)

Dain


 ------------
Category 13,  Topic 2
Message 14         Wed Aug 22, 2001
KGAGNE [Ken]                 at 19:26 PDT

Tony Hawk's Pro Skater 2 for Nintendo 64 hit store shelves today.

Madden NFL 2002 ships Sep 11.

Powerpuff Girls is in October.

As far as I know, there's nothing on the Nintendo 64 release schedule beyond
these three games.

-Ken

 ------------
Category 13,  Topic 2
Message 15         Wed Aug 22, 2001
SYNDICOMM [Sheppy]           at 22:18 PDT

>>>As far as I know, there's nothing on the Nintendo 64 release schedule
beyond these three games.

Sigh.  The end of an era in console gaming. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 16         Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:22 PDT

                       Nintendo 64
                     Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Powerpuff Girls:Chemical X-Traction      October

 ------------
Category 13,  Topic 2
Message 17         Sun Oct 21, 2001
A2.DAIN [Dain]               at 00:11 PDT


Rogue Squadron for the Nintendo 64 has been my game of choice lately.  After I
finally mastered the fine are of bringing down AT-ATs with my Speeder's tow
cables I got to move on to different levels.    It makes me can't wait all the
more for the Gamecube Version.


It's pretty incredible what Factor 5 did with the N64 on this title, I just
can't wait to see what they can do with some serious 3d horsepower and a
PowerPC;)

Dain Neater


 ------------
Category 13,  Topic 2
Message 18         Sun Oct 21, 2001
SYNDICOMM [Sheppy]           at 09:53 PDT

The GameCube version looks freaking impressive.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 19         Sun Oct 21, 2001
A2.DAIN [Dain]               at 21:13 PDT


I had one of those gaming moments today.  I was flying down a canyon in Rogue
Squadron.  I was in a Speeder and Did a tight turn to follow the canyon when I
hear that dreadful sound...
Just as I finished my turn I was met with the maker of Said Sound.  The AT-AT
was not only right there, but he proceeded to pick me off in mid air with
those funky head mounted cannons.

Of course I should have known one would be around since I was attacking a
plant that manufactured them:)

Dain

 ------------
Category 13,  Topic 2
Message 20         Sun Oct 21, 2001
SYNDICOMM [Sheppy]           at 23:31 PDT

>>>Of course I should have known one would be around since I was attacking a
plant that manufactured them:)

Goober. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 2
Message 22         Thu Nov 08, 2001
KGAGNE [Ken]                 at 14:25 PDT

Just as many Super Nintendo games were called "Super" something or other,
with the Nintendo 64, "64" became a popular suffix (Mario Kart 64, Pilotwings
64, etc.).

Clayfighter, a series that spoofs the fighting genre, released an N64 version
called "Clayfighter 63 1/3".  I was working at Blockbuster when I heard a
father refuse to rent the game at his daughter's request, because he thought
it was not a full 64-bit game.

-Ken

 ------------
Category 13,  Topic 2
Message 23         Wed Jul 10, 2002
KGAGNE [Ken]                 at 13:33 PDT

                      Nintendo 64
                    Release Schedule
                [Current as of 07/05/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Tony Hawk's Pro Skater 3                 08/20/02

 ------------
 ************
Topic 3   CLOSED Thu May 10, 2001
KGAGNE                       at 20:55 PST
Sub: News Posts

News items on the Nintendo 64.  Staff posts only.

 1 message
 ************
 ------------
Category 13,  Topic 3
Message 1          Wed Aug 29, 2001
KGAGNE [Ken]                 at 20:57 PDT

TOP-SELLING SPORTS FRANCHISE TONY HAWK'S PRO SKATER(tm) 2
RIDES ONTO NINTENDO(R) 64 PLATFORM

Santa Monica, CA. -- August 29, 2001 -- Tony Hawk's winning run continues
with the release of Activision Inc.'s (Nasdaq: ATVI) highly anticipated Tony
Hawk's Pro Skater(tm) 2 for Nintendo(R) 64. The game, which is currently
available on North American retail shelves, allows players to skate as the
legendary pro skater, Tony Hawk, performing hundreds of real-world tricks
through authentic locations. Tony Hawk's Pro Skater 2 has been rated "E"
("Everyone" - content suitable for persons ages 6 and older - Comic Mischief,
Mild Lyrics, Mild Violence) by the ESRB, and carries a suggested retail price
of $49.99.

"Tony Hawk's Pro Skater 2 for the Nintendo 64 takes skateboarding to the next
level for N64 gamers with updated graphics, player modes and unique
customization features," said Dave Stohl, vice president, North American
Studios. "The game features enhanced skating physics that lets players pull
off new moves and trick combos."

Developed by Edge of Reality, Tony Hawk's Pro Skater 2 features the
franchise's signature control scheme as they link an increased number of
tricks and combinations, including new grabs, grinds, inverts, manuals, lip
and nollie tricks. In addition to Tony Hawk, players can ride like one of 12
other skaters including Bob Burnquist, Steve Caballero, Kareem Campbell, Rune
Glifberg, Eric Koston, Bucky Lasek, Rodney Mullen, Chad Muska, Andrew
Reynolds, Geoff Rowley, Elissa Steamer and Jamie Thomas in the ultimate
skating adventure ever to come to the N64.

Players can show off their skills in international skate parks including
Marseilles, New York, Philadelphia and Skate Street in Ventura. Each park is
packed with ramps, rails, fun boxes and other objects that allow the player
to trick off of just about everything in sight.

Adding to the game's replayability, the 3D skate park editor allows players
to build their own dream parks from scratch, with a variety of ramps, rails,
pipes and fun boxes to choose from. Players can see, in real-time, exactly
how the park will look, and can even test ride the park in various stages of
development. Gamers can also canvas their own personality onto the virtual
landscape with the new create-a-skater feature. This tool allows them to
choose such characteristics as weight, height, dress, board type, tricks and
skating skills.

Tony Hawk's Pro Skater 2 allows players to compete against each other in the
original modes of Trick Attack, Graffiti, and Horse plus the newly added Tag
Mode. In addition, the new multiplayer contest disciplines of Regular and
Best Trick allow 1-8 players to take turns skating heats in the competition
levels of the game.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at <http://www.activision.com/>.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
 ************
Topic 7         Fri May 11, 2001
KGAGNE                       at 10:38 PST
Sub: Wave Race

This aquatic racing game was released by Nintendo in 1996.

 1 message
 ************
 ------------
Category 13,  Topic 7
Message 1          Thu Sep 06, 2001
KGAGNE [Ken]                 at 18:06 PDT

Wave Race was originally supposed to feature boats, not jet skis, since it was
based on a Game Boy boatracing game.

I don't think I've seen a game with better or more realistic water in a video
game than in Wave Race, even though it came out five years ago. :)

-Ken

 ------------
 ************
Topic 10        Fri May 11, 2001
KGAGNE                       at 10:38 PST
Sub: Goldeneye

Rare's first-person shooter, released summer of 1997, utilized the James Bond
license and multiplayer action to remain a best seller for years.

 2 messages
 ************
 ------------
Category 13,  Topic 10
Message 1          Mon May 01, 2006
KGAGNE [Ken]                 at 07:49 PDT

Keep finding new ways to play and manipulate this quintessential FPS:

http://www.goldeneyeforever.com/

 ------------
Category 13,  Topic 10
Message 2          Wed Nov 29, 2006
KGAGNE [Ken]                 at 15:22 PDT

Nintendo's Reggie Fils-Aime has said that American gamers can expect Super
Mario Galaxy any time between the end of March and next Christmas.

Speaking to MTV News, Fils-Aime said that Metroid Prime: Corruption is going
to be next in the batch of big Nintendo releases, following WarioWare: Smooth
Moves, Wii Play (both January) and Mario Party 8 (March).

He also offered some idea of what consumers can expect from Virtual Console.
"On every Monday, you can expect between one and five titles... essentially on
an ongoing basis," he explained.

And they're working on the rights issues that are keeping games like GoldenEye
away, too. "Suffice it to say we would love to see it, so we're exploring all
the rights issues," the Nintendo of America boss told MTV.

Excerpted from <http://www.eurogamer.net/article.php?article_id=70496>

 ------------
 ************
Topic 11        Fri May 11, 2001
KGAGNE                       at 10:39 PST
Sub: StarFox

Starfox, released in the summer of 1997, was the first N64 game to utilize the
Rumble Pak, with which it came bundled.

 3 messages
 ************
 ------------
Category 13,  Topic 11
Message 1          Wed May 29, 2002
KGAGNE [Ken]                 at 19:44 PDT

Starfox 64 was released five years ago next month, and with the packed-in
Rumble Pak, was the first console game to introduce force feedback.

-Ken

 ------------
Category 13,  Topic 11
Message 2          Fri May 31, 2002
A2.DAIN [Dain]               at 20:02 PDT


"force feedback", For me the jury is still out on force feedback.  I like it
for certain things, but others it is just a repetitive stress injury waiting to
happen.  In Zelda 64, where the controller would vibrate just a little when you
were near a hole in the ground..that was kind of neat, but everytime you get
hit having your hand buzzed just gets annoying to me.  Now real force feed back
say in a flight stick or wheel control that would be nice to have.


I do like Star Fox, although I never had a chance to playe the 64 version much,
just the SFX chip one that was on the Super Nintendo.

Dain

 ------------
Category 13,  Topic 11
Message 3          Sun Jun 02, 2002
SYNDICOMM [Sheppy]           at 11:19 PDT

Force feedback tends to just make it hard to control the game, for me.  In
some games, that makes sense, like in a flight simulator; if you get shot, it
should jerk the stick around some.  But most of the time it's just fluff.  And
irritating fluff, at that. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
 ************
Topic 14        Fri May 11, 2001
KGAGNE                       at 10:39 PST
Sub: F-Zero X

This futuristic racing game, released by Nintendo in 1998, is a sequel to a
Super Nintendo launch title.

 3 messages
 ************
 ------------
Category 13,  Topic 14
Message 1          Tue Aug 21, 2001
KGAGNE [Ken]                 at 12:55 PDT

After the standard racing cups in F-Zero X are won, an X-Cup opens, which
features randomly-generated tracks each and every time you play.  They lack
the design flair of the built-in courses, but it's refreshing to see what the
game can throw at you anew each time.

Since the random courses are easier than the others, I usually race them with
the primary goal of seeing how many other racers I can destroy. (bumping into
other cars and slamming them into the rails depletes their energy; if it
reaches 0% - Boom!)  I think the best I've ever done and still come in 1st
was prolly 20 kills or so. :)

Regardless of your goal, each kill increases your car's energy, and every five
kills earns you an extra life.

-Ken

 ------------
Category 13,  Topic 14
Message 2          Mon Aug 27, 2001
A2.DAIN [Dain]               at 22:22 PDT

Recently I have been playing some F-Zero X again.  I haven't really
played this game a whole lot, but I am really starting to get into it.
I was just wondering what kind of things you have to do to unlock the
cars.  Is it something as simple as get a first place ranking?

This game is extremely fast.  Because the game is so fast, though I am
not sure if it would be that fun of a two player game(or four).  It
seems like you would spend more time just trying to take the corners.


Dain Neater


 ------------
Category 13,  Topic 14
Message 3          Tue Aug 28, 2001
KGAGNE [Ken]                 at 07:20 PDT

Dain,

Just keep winning and you'll unlock all the cars.  Or you can use a code. :)

-Ken

 ------------
 ************
Topic 16        Fri May 11, 2001
KGAGNE                       at 10:40 PST
Sub: Legend of Zelda: Ocarina of Time

The first Zelda game for N64, in which players travel between two time
periods.

 3 messages
 ************
 ------------
Category 13,  Topic 16
Message 1          Thu Nov 14, 2002
KGAGNE [Ken]                 at 09:41 PDT

Ocarina of Time is the only video game I've ever rated as high as 9.9.  I
played through it only once, though, compared to countless times of all the
other Zeldas.  Don't know what that says.

-Ken

 ------------
Category 13,  Topic 16
Message 2          Sat Nov 16, 2002
A2.DAIN [Dain]               at 08:25 PDT


I only played through Ocarina once as well.  I still find it the best of the
series, even though I'd played through the others several times.  The old ones
were much shorter, and were out at a time when I had a lot less money and
unlimited time:)

If you haven't played it..I highly suggest it.

Dain
 ------------
Category 13,  Topic 16
Message 3          Sun Nov 05, 2006
KGAGNE [Ken]                 at 16:34 PDT

Wow!  Someone took the world of Zelda: Ocarina of Time for Nintendo 64 and
remade it using an engine and display based on Zelda: A Link to the Past for
Super Nintendo.  From 3D to 2D!

http://www.lunaticgaming.net/games/?n=36&a=file&f=39

This URL seems to not be working right now, but I hope it will some day...

 ------------
 ************
Topic 19        Fri May 11, 2001
KGAGNE                       at 10:42 PST
Sub: Super Smash Bros.

Nintendo's most popular characters in a four-player fighting game!

 2 messages
 ************
 ------------
Category 13,  Topic 19  [MOVED]
Message 1          Sun Jun 17, 2001
A2.DAIN [Dain]               at 22:26 PDT

Replying to 'Ken' in Category 14 Topic 6:

> For those who don't know, SSB is a one- to four-player, 2D fighting
> game
> featuring Nintendo's icons: Mario, Luigi, Samus, Link, Kirby, Pikachu,
> Donkey
> Kong, and others.

Ken,
  I never did play Super Smash Brother on the Nintendo 64.  Is this game
fun as both a single player game and as a party game with 2-4 players?
Would it be worthy to add to my collection if I should run across it in
my worldly travels?


Dain


 ------------
Category 13,  Topic 19
Message 2          Mon Jun 18, 2001
KGAGNE [Ken]                 at 08:27 PDT

Dain,

I found the original SSB to be enjoyable for both individuals and larger
numbers (often moreso by myself, since some people consider anything with
Mario on it too immature to indulge in).  There are plenty of hidden
characters, items, and stages which can be unlocked in only the one-player
mode.

-Ken

 ------------
 ************
Topic 20        Fri May 11, 2001
KGAGNE                       at 10:42 PST
Sub: Perfect Dark

A first-person shooter; the unofficial sequel to Goldeneye 007, starring
Agent Joanna Dark.

 1 message
 ************
 ------------
Category 13,  Topic 20
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 08:54 PDT

Next to Zelda: Ocarina of Time, this is probably the Nintendo 64 game on which
I've logged the most hours.  It has so many play modes, difficulty settings,
and options that you've never left with nothing to do. :)

One downside to living alone is lack of playmates.  Perfect Dark is an amazing
multiplayer game.  There was a stretch last year during which my flatmate and
I would play for at least a half-hour every day.

Death to Simulants! :)

-Ken

 ------------
 ************
Topic 21        Fri May 11, 2001
KGAGNE                       at 10:42 PST
Sub: Paper Mario

Paper Mario, the sequel to Super Mario RPG, was released by Nintendo in 2001
and featured flat ("paper") graphics.

 2 messages
 ************
 ------------
Category 13,  Topic 21
Message 1          Mon Aug 25, 2003
KGAGNE [Ken]                 at 10:15 PDT

A sequel to this RPG is due in 2004 for GameCube.

 ------------
Category 13,  Topic 21
Message 2          Mon Aug 25, 2003
A2.DAIN [Dain]               at 19:16 PDT

Replying to 'Ken' in Category 13 Topic 21:

> A sequel to this RPG is due in 2004 for GameCube.

I never did get the chance to play the Nintendo 64 version.  Not sure if
I'll have the time thing time around either.

This would be put on my "maybe" list.

Dain


 ------------
 ************
Topic 25        Wed Jun 20, 2001
SYNDICOMM [Sheppy]           at 06:59 PST
Sub: LEGO Racers

The LEGO Racer racing game.

 7 messages
 ************
 ------------
Category 13,  Topic 25
Message 1          Wed Jun 20, 2001
SYNDICOMM [Sheppy]           at 07:00 PDT

Has anybody out there played this?  Sarah and I get a kick out of it.  I've
tried to use the cheat codes, for the heck of it, but they never seem to work.
Anyone know if there's some kind of trick we're not aware of to putting them
in?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 25
Message 2          Wed Jun 20, 2001
KGAGNE [Ken]                 at 07:42 PDT

Sheppy,

Where are you getting your cheats from?  I found two listings of LEGO Racers
codes:

http://www.gamewinners.com/n64/LegoRacers.htm
http://sages.ign.com/codes/8/1997.html

They're both pretty much the same, so I'd think one of them would work.

-Ken

 ------------
Category 13,  Topic 25
Message 3          Wed Jun 20, 2001
A2.RYAN                      at 09:06 PDT

What is LEGO racer?  Never heard of it.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 13,  Topic 25
Message 4          Wed Jun 20, 2001
SYNDICOMM [Sheppy]           at 15:57 PDT

Ken: I tried the cheats I found on several sites (all the same stuff) but they
didn't appear to work.

>>>What is LEGO racer?  Never heard of it.

You get to build cars out of LEGO bricks then race them.  Very similar to
Mario Kart 64 but feels a little higher speed and has some unique powerups
like a grappling hook that will clamp onto the car ahead of you and kind of
slingshot you, while slowing down the car ahead of you.  Pretty cool.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 25
Message 5          Wed Jun 20, 2001
KGAGNE [Ken]                 at 19:58 PDT

LEGO Racers is also available for Sony PlayStation.

-Ken

 ------------
Category 13,  Topic 25
Message 6          Wed Jun 20, 2001
SYNDICOMM [Sheppy]           at 22:37 PDT

There's also a Windows version, but who cares? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 13,  Topic 25
Message 7          Thu Jun 21, 2001
KGAGNE [Ken]                 at 07:01 PDT

> There's also a Windows version, but who cares? :)

Nobody in this forum. :)

-Ken

 ------------
Category 14 Nintendo GameCube
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:08 PST
Sub: General Hardware Discussion

General discussion of the Nintendo GameCube hardware.

 156 messages
 ************
 ------------
Category 14,  Topic 1  [MOVED]
Message 1          Thu May 17, 2001
A2.DAIN [Dain]               at 10:11 PDT

Replying to 'A2.RYAN' in Category 7 Topic 5:

> Are there actual pics of the game consoles somewhere?

Ryan,

  Just an interesting note, since I know you use Macs.  The Nintendo
machine has a 485mhz IBM gecko processor in it(a modified G3 PPC) and
some ATI graphics hardware in it.  Well, in reality ATI bought the
company that made the graphics chip.




 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm



 ------------
Category 14,  Topic 1  [MOVED]
Message 2          Thu May 17, 2001
SYNDICOMM                    at 10:35 PDT

I'm pretty intrigued by the GameCube.  We'll see where it gets priced though.
Of course, I never buy a game machine unless I can get it for $99 or less. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1  [MOVED]
Message 3          Thu May 17, 2001
A2.RYAN                      at 22:39 PDT

 >   Just an interesting note, since I know you use Macs.  The Nintendo
 > machine has a 485mhz IBM gecko processor in it(a modified G3 PPC) and
 > some ATI graphics hardware in it.  Well, in reality ATI bought the
 > company that made the graphics chip.

Wow.  Didn't know that.
-
Ryan
Chief Sysop Pro Tem, Palm OS, Page 590

 ------------
Category 14,  Topic 1  [MOVED]
Message 4          Thu May 17, 2001
SYNDICOMM                    at 23:34 PDT

The Macintosh is now the primary development platform for both Nintendo
GameCube and Sony PlayStation (don't know for sure about PS/2) games.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 13         Mon May 21, 2001
A2.DAIN [Dain]               at 15:39 PDT

Not sure officially, how official this is, but checking my daily run of
sites revealed today that news has been leaked that the Nintendo
Gamecube will indeed be priced at $199.99 and that games would retail
for $49.90.  I am not sure how reliable this information is as it came
from the always unpredictable "anonymous source".

Also from the report was that Nintendo plans to ship 2.5 million systems
in the U.S. and Japan by year end 2001.  With the Gameboy Advances
selling much faster than they can make them.  I think it would be a good
year to be a Nintendo Stockholder.

One other note I read today is that the Japanese Launch will most likely
only have 3 titles available at launch.  The other note is that by the
U.S. launch expect 6 titles.  Not an incredible amount, but as far as I
can tell this is a First and Second Party number.  No word yet on what
Third Party launch support there will be.



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm



 ------------
Category 14,  Topic 1
Message 14         Tue Jun 26, 2001
KGAGNE [Ken]                 at 20:58 PDT

One of my favorite examples of GameCube audio is this demo:

http://cubemedia.ign.com/media/news/audio/cube/gcn_audio4.mp3

Nice instrumental piece, 2:04 in length.

-Ken

 ------------
Category 14,  Topic 1
Message 15         Sat Jul 14, 2001
A2.DAIN [Dain]               at 14:49 PDT

I just read a bit of new information on the Nintendo Gamecube front...
Controllers are to cost 2500Yen in Japan which equates to about $20.00
U.S. dollars.  Just FYI, The Sony PS2 controller costs $34.99, which to
me is insane for a gamepad, no matter what it does.

There are two types of Save Game cards....
Memory Card, which will cost 1400 yen or approximately $11 U.S.  This I
think is closer to the PS1 memory cards.  The Memory card for the PS2 is
a $34.99 Memory Card that holds 8MB.

The second card, is actually an SD Memory Card Adapter.  It's an adapter
that will be able to take 8MB cards all the way up to a 4GB card(by 2004
so they say) They don't list a cost for the adapter or the card.
Currently SD cards are limited to 256MB, but can be used in various
devices including Palms.  Fortunately the prices on these cards recently
dropped, as they were incredibly expensive, now they are only moderately
expensive;)  The new current prices that I could find on the Panasonic
SD cards are approx. $35.99 for a 16MB card.  I couldn't find listing
for smaller cards.  Panasonic likes to tout their high transfer rate,
but they of course don't list how fast they are.





.


 ------------
Category 14,  Topic 1
Message 16         Sun Aug 05, 2001
KGAGNE [Ken]                 at 15:54 PDT

A customer today told me he thinks the GameCube will fail because "Nintendo is
more concerned with making games that are fun and not mature."

Games that are fun?  Heaven forbid! :)

-Ken

 ------------
Category 14,  Topic 1
Message 17         Sun Aug 05, 2001
SYNDICOMM [Sheppy]           at 18:50 PDT

>>>Games that are fun?  Heaven forbid! :)

LOL... man, that sucks. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 18         Sun Aug 05, 2001
A2.DAIN [Dain]               at 20:36 PDT

Replying to 'Ken' in Category 14 Topic 1:

> A customer today told me he thinks the GameCube will fail because
> "Nintendo is
> more concerned with making games that are fun and not mature."
>
> Games that are fun?  Heaven forbid! :)

Ken,
  In case you didn't get the memo, people want realism.  They don't want
fun.  At this rate there is going to be a "going to work on Monday" game
where you fight back a nap with a huge Espresso.  All the while
explaining to your boss why the project from June still isn't done yet.


This is what I never understood.  Sony makes very few of their own
games.   Most games come from Third parties.  If Nintendo made all
cartoony games, why won't the third parties fill in with the "mature"
games?

Anyway, I don't believe in the this whole Mature thing anyway.  Killing
people isn't mature, neither is killing Zombies.

Mario is about as mature as you can get, running around eating strange
mushrooms and turning into "Super Mario" and hopping on turtles....come
on, if that isn't "mature".  The sad fact is that, the Sony Playstation
got the Mature label because of Lara Croft and that is about it.  Show a
girl in a skimpy outfit and it is "mature".  Make that adolescent.


Dain Neater


 ------------
Category 14,  Topic 1
Message 19         Thu Aug 16, 2001
KGAGNE [Ken]                 at 23:54 PDT

Some people feel that the GameCube's inability to play DVD movies is a major
point against the system.  Both the Sony PlayStation 2 and Microsoft Xbox have
or will have this feature.

What do you think?  Does it matter that much?

-Ken

 ------------
Category 14,  Topic 1
Message 20         Fri Aug 17, 2001
A2.RYAN                      at 09:34 PDT

> What do you think?  Does it matter that much?

Being someone who currently doesn't have a DVD player, if I could get a
game console that played DVDs for just a few bucks more than a standalone
DVD player, I'd be pretty interested.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 14,  Topic 1
Message 21         Fri Aug 17, 2001
SYNDICOMM [Sheppy]           at 09:36 PDT

I personally think that having DVD playback in a game machine is a waste of
time and money unless the machine is actually using a DVD drive, in which case
you might as well go for it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 22         Fri Aug 17, 2001
KGAGNE [Ken]                 at 10:58 PDT

As someone who bought a DVD player a few years ago, it frustrates me to spend
extra money for a video game console with that feature.  I'm buying it for
the video games, not the movie playback.

From what I've heard, game consoles do not play DVDs as well as dedicated
machines do, anyway.  Also, developers seem to feel that it detracts from the
optimization of the console as a game machine.

I like the fact that in Japan, there will be a machine by Matsushita which
will play both DVDs and GameCube games; it'll cost $100 more than Nintendo's
GameCube console.

-Ken

 ------------
Category 14,  Topic 1
Message 23         Fri Aug 17, 2001
A2.DAIN [Dain]               at 21:25 PDT

Replying to 'Ken' in Category 14 Topic 1:

> Some people feel that the GameCube's inability to play DVD movies is a
> major
> point against the system.  Both the Sony PlayStation 2 and Microsoft
> Xbox have
> or will have this feature.
>
> What do you think?  Does it matter that much?

It really depends on your point of view.  I already have a DVD player,
and the Sony DVD player in the PS2 is a software DVD player and is known
to be equivalent to a low end DVD player (in terms of picture quality).
I am not quite sure about the sound.  That being said.  I did own a PS2
for a few days and the fan in the unit took most of the enjoyment out of
watching a movie especially during quieter scenes.  It was that loud.
Not to mention the interface on the PS2 DVD player was far from
intuitive.  I had problems with the system insisting that I had parental
lock on and it wouldn't play any movies unless I entered a code.  Not to
mention, to get a Remote you have spring for a $19.99 one, because the
PS2 doesn't include one.


To top it all off.  It raises the price of the game system because some
$20 (not sure how accurate that is) goes directly to the the powers that
be in DVD land.

If you were going to buy one anyway, I guess it is a bonus that it plays
DVDs.

The real strength might be in the fact that "it can do it".  It doesn't
really matter if the consumer actually uses it that way.  Potential does
sell.


If you want a Gamecube that can play DVDs, just buy the one that
Panasonic is putting out for around $300 or so. (I guess it will be more
like $325).

Just a thought or ten.

Dain


 ------------
Category 14,  Topic 1
Message 24         Sat Aug 18, 2001
KGAGNE [Ken]                 at 06:59 PDT

> If you want a Gamecube that can play DVDs, just buy the one that Panasonic is
> putting out for around $300 or so. (I guess it will be more like $325).

I wonder if that combination will be released in the USA?

-Ken

 ------------
Category 14,  Topic 1
Message 25         Thu Aug 23, 2001
KGAGNE [Ken]                 at 09:33 PDT

The GameCube will be available in Indigo (purple), Spice Orange, and Jet
Black.

I hope this does not bode ill for the GameCube, if you consider that every
black-colored video game system in history has lost its generation's console
wars. :)

-Ken

 ------------
Category 14,  Topic 1
Message 26         Thu Aug 23, 2001
KGAGNE [Ken]                 at 09:35 PDT

The GameCube's American launch has been delayed, from Nov 5th to Nov 18 -
placing it a full ten days after the Microsoft Xbox launch. :(

 ------------
Category 14,  Topic 1
Message 27         Fri Aug 24, 2001
SYNDICOMM [Sheppy]           at 10:11 PDT

>>>I hope this does not bode ill for the GameCube, if you consider that every
black-colored video game system in history has lost its generation's console
wars. :)

Isn't the PS2 black?

>>>The GameCube's American launch has been delayed, from Nov 5th to Nov 18 -
placing it a full ten days after the Microsoft Xbox launch. :(

Ack.  That sucks.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 28         Fri Aug 24, 2001
KGAGNE [Ken]                 at 10:57 PDT

Sheppy,

> Isn't the PS2 black?

Yup, but this generation of console wars ain't over yet. :)

Of course, if the supremacy of white/gray systems was true, then I can't
explain the fate of the Dreamcast. :(

-Ken

 ------------
Category 14,  Topic 1
Message 29         Sat Aug 25, 2001
A2.DAIN [Dain]               at 18:17 PDT

Replying to 'Ken' in Category 14 Topic 1:

>
> Of course, if the supremacy of white/gray systems was true, then I
> can't
> explain the fate of the Dreamcast. :(

The Sega Dreamcast Sports edition came in black.

fyi;)


Dain


 ------------
Category 14,  Topic 1
Message 30         Wed Aug 29, 2001
KGAGNE [Ken]                 at 21:07 PDT

I hear that some school bookstores are receiving GameCube book covers to sell
kids. :)

Thus begins the indoctrination/ad campaign...

-Ken

 ------------
Category 14,  Topic 1  [MOVED]
Message 31         Tue Sep 04, 2001
A2.DAIN [Dain]               at 16:29 PDT


If anyone is itching to try the Gamecube out.  Reportedly it will start
showing up in Toys R (where is that backwards R key) US's in late September
much in the same way the Nintendo 64 did in 1996.  My guess is that there will
be two different games.   Luigi's Mansion and WaveRace.  I wonder if there is
a law against knocking away little kids so that I can try out the new
WaveRace.


Dain

 ------------
Category 14,  Topic 1  [MOVED]
Message 32         Tue Sep 04, 2001
KGAGNE [Ken]                 at 18:57 PDT

Heh.  When the Super Nintendo came out, I didn't want to wait until Christmas
for mine - I went to K-Mart every day after school to play their demo unit...
until I was kicked out. :)

 ------------
Category 14,  Topic 1
Message 33         Tue Sep 04, 2001
SYNDICOMM [Sheppy]           at 22:37 PDT

When I was working at Logicware, Burger went out and bought a Japanese N64
grey market for like $800. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 34         Thu Sep 13, 2001
KGAGNE [Ken]                 at 11:54 PDT

Nintendo will be temporarily using retail and loft areas to present the
"Nintendo Cube Club" tour.  Three simultaneous tours will be in the following
areas for ten days each:

September 28 - October 6: Atlanta, Chicago, Los Angeles
October 11 - October 20: Philadelphia, Detroit, Phoenix
October 25 - November 3: Boston, Minneapolis, San Francisco
November 8 - November 17: New York, Dallas, Seattle

Playable demos of almost all first-party launch titles will be available.

-Ken

 ------------
Category 14,  Topic 1
Message 35         Thu Sep 13, 2001
KGAGNE [Ken]                 at 14:01 PDT

GameCube is now appearing on Kraft Macaroni & Cheese boxes in Canada:

http://cubemedia.ign.com/media/news/image/import/kraftmania.jpg

You'll notice in the image my role in this marketing scheme. :)

-Ken

 ------------
Category 14,  Topic 1
Message 36         Fri Sep 14, 2001
KGAGNE [Ken]                 at 19:49 PDT

The GameCube came out today in Japan.

 ------------
Category 14,  Topic 1
Message 37         Thu Sep 20, 2001
KGAGNE [Ken]                 at 19:50 PDT

IGN.com reports that, if the GameCube disc lid os opened while a game is in
progress, the system asks that the lid be closed before resuming the game
exactly where it left off.

Cool. :)

-Ken

 ------------
Category 14,  Topic 1
Message 38         Thu Sep 20, 2001
SYNDICOMM [Sheppy]           at 22:56 PDT

>>>IGN.com reports that, if the GameCube disc lid os opened while a game is in
progress, the system asks that the lid be closed before resuming the game
exactly where it left off.

That's pretty snazzy. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 39         Thu Oct 04, 2001
KGAGNE [Ken]                 at 19:36 PDT

The following is an excerpt from an email I received from amazon.com.  -Ken

GAMECUBE PRESALE: OCTOBER 8
***************************
You've patiently waited for news of when Amazon.com would hold its GameCube
presale. We're letting the whole world know that the first pre-order
opportunity for Nintendo's next-generation video game console will be October
8, but we're only telling our Amazon.com Delivers Nintendo subscribers in
advance that the sale starts between 2 and 4 p.m. (Pacific time).

Note: Because quantities of the GameCube value packs are limited, this
pre-order opportunity will last for a limited time. And, based on last year's
supersonic sales of the PlayStation2, we expect the limited time to be very
brief. Keep an eye on the GameCube Store for details.
http://www.amazon.com/exec/obidos/tg/browse/-/541022/ref=mk_del_216625


A LOOK AT OUR GAMECUBE VALUE PACKS
**********************************
* The GameCube Luigi Pack includes the GameCube console (with manuals, cables
for connecting to your TV, and one controller); the games "Luigi's Mansion,"
"Madden NFL 2002," and "Star Wars Rogue Squadron II: Rogue Leader"; an
additional GameCube controller; a memory card on which you can store teams
and game files; and a six-month trial subscription to "Electronic Gaming
Monthly" magazine. The Luigi Pack is offered in two colors: indigo and jet
black. http://www.amazon.com/exec/obidos/ASIN/B00005QIR8/ref=mk_del_216625

* The GameCube Wave Pack includes the GameCube console (with manuals, cables
for connecting to your TV, and one controller); the games "Luigi's Mansion,"
"Wave Race," and "Star Wars Rogue Squadron II: Rogue Leader"; an additional
GameCube controller; a memory card on which you can store teams and game
files; and a six-month trial subscription to "Electronic Gaming Monthly"
magazine. The Wave Pack is offered in two colors: indigo and jet black.
http://www.amazon.com/exec/obidos/ASIN/B00005QIRB/ref=mk_del_216625


PRESALE PRO TIPS
****************
1. Be prepared. Visit the GameCube Store before the day of the sale and
decide which value pack you want. You won't be able to add it to your
Shopping Cart until the start of the sale.
http://www.amazon.com/exec/obidos/tg/browse/-/541022/ref=mk_del_216625

2. Go to the Your Account page before the event and make sure your personal
information and payment settings are all correct. You might not have time to
enter them into the system during the sale. There will be no 1-Click;
ordering for this product.
http://www.amazon.com/exec/obidos/account-access-login/ref=mk_del_216625

3. Proceed directly to checkout as soon as a GameCube value pack is in your
Shopping Cart. If you keep shopping without doing so and we run through our
presale quantity, you won't be able to complete your transaction.

4. Don't panic. We're planning more presale events after this one, so be sure
to visit our GameCube Store often.
http://www.amazon.com/exec/obidos/tg/browse/-/541022/ref=mk_del_216625

 ------------
Category 14,  Topic 1
Message 40         Tue Oct 09, 2001
KGAGNE [Ken]                 at 21:14 PDT

Amazon.com, which began GameCube preorders on Monday, Oct 8th, sold out after
five minutes.

 ------------
Category 14,  Topic 1
Message 41         Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 23:18 PDT

>>>Amazon.com, which began GameCube preorders on Monday, Oct 8th, sold out
after five minutes.

Acording to Sarah: "That's pathetic." :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 42         Wed Oct 10, 2001
KGAGNE [Ken]                 at 08:40 PDT

>> Amazon.com, which began GameCube preorders on Monday, Oct 8th, sold out
>> after five minutes.
>
> Acording to Sarah: "That's pathetic." :)

Yeah, really.  I could've bought out their entire stock in two minutes, had I
been trying.

-Ken

 ------------
Category 14,  Topic 1
Message 44         Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 17:59 PDT

How many GameCubes did you order, then, Ken? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 45         Wed Oct 10, 2001
KGAGNE [Ken]                 at 20:13 PDT

> How many GameCubes did you order, then, Ken? :)

A few weeks ago my manager was surprised to find in the backroom a receipt for
the purchase of 99 GameCubes, with payment in the form of $20,789 cash.

I assured him I had voided that transaction. :)

-Ken

 ------------
Category 14,  Topic 1
Message 46         Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 23:00 PDT

>>>A few weeks ago my manager was surprised to find in the backroom a receipt
for the purchase of 99 GameCubes, with payment in the form of $20,789 cash.

LOL

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 47         Thu Oct 18, 2001
KGAGNE [Ken]                 at 10:05 PDT

GameCube is released a month from today.

Amazon.com also had their second wave of pre-orders this morning.

-Ken

 ------------
Category 14,  Topic 1
Message 48         Sun Oct 21, 2001
KGAGNE [Ken]                 at 12:02 PDT

A GameCube commercial currently airing in American markets can be found at
this URL:

http://www.gaming-age.com/media/2001/october/gcad/gc.mov

60 seconds long, 8.62 megs.

-Ken

 ------------
Category 14,  Topic 1
Message 49         Mon Oct 22, 2001
KGAGNE [Ken]                 at 08:17 PDT

Sega is giving away a Nintendo GameCube with their game, "Super Monkey Ball".
Just sign up at their web site (sega.com).  There is also an online demo of
Monkey Ball, but you don't need to play it to enter the drawing.

-Ken

 ------------
Category 14,  Topic 1
Message 50         Fri Nov 02, 2001
KGAGNE [Ken]                 at 18:59 PDT

The gaming store I worked at has had a half-dozen GameCube cancellations in
the past two or three months.  I don't see why.  How can interest WANE as a
system launch approaches?  These people reserved their units when they knew a
lot less than they do now.  What have they learned that made them lose their
desire for this awesome console?

-Ken

 ------------
Category 14,  Topic 1
Message 51         Fri Nov 02, 2001
SYNDICOMM [Sheppy]           at 20:18 PDT

Economy isn't as good; people may be feeling the pinch a bit.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 52         Mon Nov 05, 2001
KGAGNE [Ken]                 at 20:46 PDT

It's possible you'll find the GameCube for sale at Wal-Mart on November 15th,
three days before the official launch.  Source of this rumor:

http://www.nintendojo.com/infocus/index.php#1004972543

Thanks, Dain.

-Ken

 ------------
Category 14,  Topic 1
Message 53         Fri Nov 09, 2001
KGAGNE [Ken]                 at 06:25 PDT

Amazon.com will have another round of GameCube preorders on Nov 12 between 4
and 6 pm PST.

 ------------
Category 14,  Topic 1
Message 54         Mon Nov 12, 2001
KGAGNE [Ken]                 at 13:06 PDT

I reserved my GameCube at Software Etc.  They will not break the street date
of Sunday the 18th, but if another retail chain does first, Software Etc. will
follow suit.

However, they grant only 24 hours from when they call you to pick up the
GameCube; after that it's no longer reserved.  I paid off my 'cubes in full,
guaranteeing my reservations, since I will be out of town Wed -> Fri (if the
system comes out early).

-Ken

 ------------
Category 14,  Topic 1
Message 55         Tue Nov 13, 2001
SYNDICOMM [Sheppy]           at 06:58 PDT

>>>I paid off my 'cubes in full

"Cubes?"  How many did you order? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 56         Tue Nov 13, 2001
KGAGNE [Ken]                 at 07:32 PDT

> "Cubes?" How many did you order? :)

Remember that receipt for 99 Cubes? :)

-Ken

 ------------
Category 14,  Topic 1
Message 57         Tue Nov 13, 2001
SYNDICOMM [Sheppy]           at 13:26 PDT

>>>Remember that receipt for 99 Cubes? :)

One of those is for me right? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 58         Wed Nov 14, 2001
SYNDICOMM [Sheppy]           at 15:20 PDT

The Nintendo Gamecube has made it onto my list of things I'd like to have.
It's down a ways (laser eye surgery and a new recliner are higher on my list,
among other things ;) but it's on the list.

If y'all are looking for the perfect gift idea for me... now you know. :)

Sheppy
 ------------
Category 14,  Topic 1
Message 59         Wed Nov 14, 2001
A2.DAIN [Dain]               at 16:49 PDT


Sheppy,
  I understand your priorities, except I am puzzled by the lack of a Dual
1.6Gigahertz G5 Mac on there;)


My list just got smaller, as did my wallet.  Our Siding contruction project
has begun.  I still get my Gamecube due to fabulous budgeting:)


Dain

 ------------
Category 14,  Topic 1
Message 60         Wed Nov 14, 2001
SYNDICOMM [Sheppy]           at 17:52 PDT

>>> I understand your priorities, except I am puzzled by the lack of a Dual
1.6Gigahertz G5 Mac on there;)

No such beast yet though. :)

And I'll be sticking with notebooks anyway. :)

Sheppy
 ------------
Category 14,  Topic 1
Message 61         Sat Nov 17, 2001
KGAGNE [Ken]                 at 07:57 PDT

Sheppy,

>> Remember that receipt for 99 Cubes?
>
> One of those is for me right?

Depends... What's in it for me? :)

-Ken

 ------------
Category 14,  Topic 1
Message 62         Sat Nov 17, 2001
SYNDICOMM [Sheppy]           at 23:59 PDT

>>>Depends... What's in it for me? :)

Undying gratitude. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 63         Sun Nov 18, 2001
KGAGNE [Ken]                 at 06:41 PDT

>> Depends... What's in it for me?
>
> Undying gratitude.

Hmm... I'm trying to determine which Rule of Acquisition would allow for such
an exchange... none that I've found yet. :)

-Ken

 ------------
Category 14,  Topic 1
Message 64         Sun Nov 18, 2001
KGAGNE [Ken]                 at 08:05 PDT

There's a very handy "GameCube budget calculator" at IGN.com:

http://cube.ign.com/news/35616.html

$464.59.  Unfortunately, that's before taxes, and doesn't include Metal Gear
Solid 2 (PS2) and Golden Sun (GBA) that I'm also picking up today.

Aich, how I long for an employee discount!

-Ken

 ------------
Category 14,  Topic 1
Message 65         Sun Nov 18, 2001
KGAGNE [Ken]                 at 11:34 PDT

GameCube report:

Local Software Etc. had 16 systems, all reserved.  They sold out of memory
cards before they did systems.

Toys R Us had 160 systems, and they had allowed 100 to be preordered.  They
had 40 available, and just as many memory cards.

Games and additional controllers (several brands) were in ready supply
everywhere, as were RFU adaptors.  Component video cables are nowhere to be
found.

I picked up one black GameCube and one purple GameCube.

-Ken

 ------------
Category 14,  Topic 1
Message 66         Sun Nov 18, 2001
SYNDICOMM [Sheppy]           at 13:13 PDT

>>>I picked up one black GameCube and one purple GameCube.

I'll take the black one. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 67         Sun Nov 18, 2001
KGAGNE [Ken]                 at 13:15 PDT

Sheppy,

I'm really not a guy you want to be owing favors to. <g>

-Ken

 ------------
Category 14,  Topic 1
Message 68         Sun Nov 18, 2001
KGAGNE [Ken]                 at 15:38 PDT

The GameCube itself:

My first observations when I held it:

1) It's small.
2) It's light.
3) It's... cute.

Installing the GameCube:

Easy.  The included video cable is A/V, not S-VHS or component.  My Nintendo
64 hasn't been played in awhile, so I grabbed its S-VHS cable and used it for
the GameCube. (interchangeable video cables - gotta love 'em!)

I had to raise the shelf above the GCN's bay a notch to allow for the wide
opening of the GCN CD lid.

First time the system is booted, with or without a game, the date and time
must be set.  This is the first Nintendo system to have a built-in clock.

Controller:

I remember an early report describing the controller as "a Playskool toy
molded out of Play-Doh" (or was it crap?).  Despite that, it's very
comfortable.  The D-pad is a bit hard to reach, as is the second right
shoulder button, the Z-button (there is only one left shoulder button).  The
A button is the primary input, with the X and Y buttons placed so that a
thumb can hold any two (or three) of A, X, and Y quite easily.

-Ken

 ------------
Category 14,  Topic 1
Message 69         Sun Nov 18, 2001
A2.DAIN [Dain]               at 18:17 PDT

Well, I picked up my Gamecube today.   So Far so good.  The only game that I
have played is Star Wars Rogue Squadron II.  I am happy to report that taking
out Imperial Walkers is much more fun than it was in the first game.

Dain
 ------------
Category 14,  Topic 1
Message 70         Sun Nov 18, 2001
KGAGNE [Ken]                 at 19:48 PDT

Eek!  My Memory Card 59 holds only 59 blocks, and the three games I've played
so far (Luigi's Mansion, Wave Race, and Star Wars) use 18 blocks.  At this
rate, my card will hold data for only nine games. :(

There are supposed to be much bigger, more expensive cards available, but
nothing yet it seems...

-Ken

 ------------
Category 14,  Topic 1
Message 71         Mon Nov 19, 2001
A2.DAIN [Dain]               at 05:07 PDT

Luigi and Rogue use 3 blocks each, but Wave Race uses 12 I believe.  Yeah, I
think that they really should have gone with larger cards right away.   Use
those SD card adapters right out of the gate.

Oh well,
Dain

 ------------
Category 14,  Topic 1
Message 72         Mon Nov 19, 2001
KGAGNE [Ken]                 at 10:45 PDT

Two Software Etc.'s, two KB Toys, and a Best Buy were completely sold out of
the Memory Card 59, and often the controllers, too.

Two Toys R Us stores each had a gazillion of every accessory.

-Ken

 ------------
Category 14,  Topic 1
Message 73         Wed Nov 21, 2001
KGAGNE [Ken]                 at 10:02 PDT

I just noticed two oddities in the manual for the GameCube console itself.

1) "When not using your Nintendo GameCube, disconnect the AC Adapter from the
wall outlet."  This is probably to prevent against damage from electrical
storms, but I'm not going to start unplugging the system after every gaming
session.

2) On pages 18-19 which detail the memory card management utilities, a memory
card with saved data from Super Mario 64 is shown.

-Ken

 ------------
Category 14,  Topic 1
Message 74         Fri Dec 07, 2001
A2.DAIN [Dain]               at 17:29 PDT


For a interesting and unbiased Hardware report on the Nintendo Gamecube.

http://www.anandtech.com/showdoc.html?i=1566&p=1

Please note...this article is very technical(well for me it is), but
interesting anyway.

-Dain Neater

 ------------
Category 14,  Topic 1
Message 75         Fri Jan 18, 2002
KGAGNE [Ken]                 at 10:30 PDT

I went to see "Harry Potter" yesterday, which was preceded by a GameCube
commercial.  I don't think I'd ever seen a video game commercial before a
movie before.  It showed a ton of games, starting with several sports titles
(Tony Hawk, SSX Tricky, etc.) before showing some "coming soon" titles,
including Mario, Zelda, Metroid, Starfox, and more.  Some nice, big names in
there. :)

-Ken

 ------------
Category 14,  Topic 1
Message 76         Thu Jan 31, 2002
KGAGNE [Ken]                 at 20:37 PDT

I recently read a newspaper comparison of the different game consoles, and
one interviewed kid made a crack about the GameCube, "It should be called the
Nintendo 65," because the graphics aren't much better.

I think this is a misconception, stemming from two sources:

1) The Nintendo GameCube launched more than two years after the first 128-bit
game console.  By the time the GCN hit store shelves, 128-bit graphics were
standard and expected.  Many gamers may've mistakenly expected the GameCube
to improve not on its Nintendo predecessor, but on any console that was
previously released, such as the PlayStation 2.

2) Though the Nintendo 64 was limited by its cartridge medium, it was the
only 64-bit console of the previous generation - twice the power of the PSOne
and Sega Saturn.  The graphics were actually pretty good.  Medium limitations
aside, the GameCube is not as much an improvement over the N64 as, say, the
PS2 is over the PSOne.

Well, I'm glad I addressed that. :)

-Ken

 ------------
Category 14,  Topic 1
Message 77         Fri Feb 01, 2002
SYNDICOMM [Sheppy]           at 06:49 PDT

I was never incredibly impressed with the graphics on the N64.  With the
exception of the first time I saw Mario 64.  That was pretty cool.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 79         Sat Mar 30, 2002
LUMITECH [Jeff]              at 15:01 PDT

Marker post...

I'm having trouble with Cat/Top that don't have a post associated. They always
show up as "unread." So, I'm posting this in each Cat/Top where I'm having that
problem.

Sorry for the bandwidth, but it's driving me crazy! ;-)
 ------------
Category 14,  Topic 1
Message 80         Thu Apr 25, 2002
KGAGNE [Ken]                 at 08:34 PDT

The GameCube isn't even out yet in the U.K., and already Nintendo has
announced a price drop from 199 pounds to 129.

 ------------
Category 14,  Topic 1
Message 81         Sun Apr 28, 2002
A2.DAIN [Dain]               at 19:34 PDT


It was announced that the Nintendo Gamecube sound development tools MusyX will
now include support for Dolby Pro-Logic II.  Very few receivers have support
for this, but the number is growing.  Star Wars Rogue Squadron II: Rogue Leader
was the first Gamecube game to support this.  Eternal Darkness is the second
announced game to support this.

We are looking around for a tuner and some speakers for the DVD player.  I
guess I'll have to make sure there is some Dolby Prologic II support as well:)

Dain
 ------------
Category 14,  Topic 1
Message 82         Mon Apr 29, 2002
KGAGNE [Ken]                 at 08:20 PDT

Dain,

I believe the sound encoding you described is used to give the experience of
surround sound using only two speakers, or something to that effect.  You'd be
better off buying actual surround sound.  A good receiver and set of 5.1
speakers costs about $400 from Cambridge Soundworks.

-Ken

 ------------
Category 14,  Topic 1
Message 83         Mon Apr 29, 2002
A2.DAIN [Dain]               at 10:11 PDT


Ken,
  Actually, Pro Logic II, does work really well with only two speakers, but it
also will play in 5 discrete channels much like 5.1 Stereo.  I have read up on
this recently and there is a lot of misinformation about this.  Most people
think that it is just a pseudo surround for two speaker systems, but it isn't
the case.  It's a way to make 5 channel surround sound that sounds great on
both setups with little or no changes to the audio source.  From the various
things I have read all the programmers have to do with it is flip a switch and
it works.

Dain

 ------------
Category 14,  Topic 1
Message 84         Tue Apr 30, 2002
KGAGNE [Ken]                 at 09:03 PDT

Dain,

Regardless, you should still invest in a 5.1 surround sound system, if you
haven't already. :)

-Ken

 ------------
Category 14,  Topic 1
Message 85         Mon May 20, 2002
KGAGNE [Ken]                 at 21:47 PDT

Nintendo GameCube now $149.

 ------------
Category 14,  Topic 1
Message 86         Tue May 21, 2002
SYNDICOMM [Sheppy]           at 14:17 PDT

>>>Nintendo GameCube now $149.

Only $50 more and I'll think about getting one.

I'm still frustrated by the general shortage of games that are my style on
current consoles.  I'm really a 2D kind of guy living in a 3D world. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 87         Tue May 21, 2002
A2.DAIN [Dain]               at 20:21 PDT

I too like 2d games, but I also like some 3d games as well.   It just seems
that 3d games are getting to the point that some 2d ones have had a lot longer
time getting to that point.

I think they should keep making both.

Dain
 ------------
Category 14,  Topic 1
Message 88         Mon May 27, 2002
SYNDICOMM [Sheppy]           at 18:08 PDT

>>>I too like 2d games, but I also like some 3d games as well.

My favorite games are still classics like Space Invaders and Pac-Man.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 89         Mon May 27, 2002
A2.DAIN [Dain]               at 19:57 PDT


I like those types of games, but it just always seemed to me that they got too
difficult too soon..."The Quarter Munching Syndrome".

Dain
 ------------
Category 14,  Topic 1
Message 90         Tue May 28, 2002
SYNDICOMM [Sheppy]           at 23:29 PDT

>>>I like those types of games, but it just always seemed to me that they got
too difficult too soon..."The Quarter Munching Syndrome".

That's how I feel about most platform games today.  Level 1 is deceptively
easy, level 2 is usually okay, level 3 is so hard you can't stand it anymore
and quit, thereby wasting $49.95 on a game you'll never play again.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 91         Wed May 29, 2002
A2.DAIN [Dain]               at 10:31 PDT


Well, I hear you there, although I usually get far beyond level 3, but later on
some of those levels are tough:)  What I like to see are levels that are
challenging in more of a creative way than a "you have to be so pin point
accurate or you die" way.

I guess the one plus is that while at Best Buy the other day I noticed not a
single PS2 or Gamecube game over $39.99, so I guess you will be only wasting
$39.99;)

Dain
 ------------
Category 14,  Topic 1
Message 92         Thu May 30, 2002
KGAGNE [Ken]                 at 08:49 PDT

Nintendo's WaveBird wireless controller ships June 10th for $34.95 - the
previous price of the corded controllers.

The Memory Card 251, which has 192 more blocks than the currently-available
Memory Card 59, ships on June 24th for $24.95.

 ------------
Category 14,  Topic 1
Message 93         Thu May 30, 2002
SYNDICOMM [Sheppy]           at 21:15 PDT

Hmmm.  Well, yeah... games where hard levels are hard in a nonfatal way is
okay.

But games where you get frustrated to the point of total exasperation within
the first few minutes of gameplay just don't fly with me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 94         Wed Jun 05, 2002
KGAGNE [Ken]                 at 23:32 PDT

I just discovered the WaveBird does not have an inbuilt rumble feature. :(
That makes me almost not want one.  I was going to use it as my main
controller, just because being wireless is "cool", but my couch is near the
television anyway; I wouldn't really benefit from the technology, especially
if the lack of force feedback makes it inferior to a standard controller.

-Ken

 ------------
Category 14,  Topic 1
Message 95         Wed Jun 05, 2002
KGAGNE [Ken]                 at 23:32 PDT

The GameCube modem is released on Sep 16th; the broadband adaptor will follow
two weeks later, on Sep 30th.  Each will cost $34.95.

 ------------
Category 14,  Topic 1
Message 96         Thu Jun 13, 2002
A2.DAIN [Dain]               at 20:51 PDT


Ken,
  I guess I have just never been fond of the rumble feature.  It was kind of
neat in Zelda how it could be used to find secrets, but a carpal tunnel (is
that spelled even close) inducing controller (this is proven by the way) is not
something I actually want to play games with.  By the way I got the Wavebird
controller and it is beyond neat.

Perfect controll from about 30 feet away from the TV.  I haven't tried
farther;)

Dain
 ------------
Category 14,  Topic 1
Message 97         Fri Jun 14, 2002
KGAGNE [Ken]                 at 09:24 PDT

Dain,

> By the way I got the Wavebird controller and it is beyond neat. Perfect
> control from about 30 feet away from the TV. I haven't tried farther;)

My living room is not large enough to warrant the need for wireless
connectivity, and I think I'd miss the rumble.  Essentially, I'd be paying $10
more for less.  I think I've changed my mind about the WaveBird.

-Ken

 ------------
Category 14,  Topic 1
Message 98         Wed Aug 14, 2002
KGAGNE [Ken]                 at 11:16 PDT

The platinum Nintendo GameCube will be released on November 4th for
$149.

Before that, the existing GameCube colors will come bundled with
Super Mario Sunshine and a Memory Card 59 for $189.  Look for this
package on October 14th.

-Ken

 ------------
Category 14,  Topic 1
Message 99         Mon Sep 02, 2002
KGAGNE [Ken]                 at 19:38 PDT

The modem and broadband adaptors for GameCube have been delayed from September
to October.

 ------------
Category 14,  Topic 1
Message 100        Thu Oct 31, 2002
KGAGNE [Ken]                 at 04:44 PDT

I called four local game stores, and all had the same story: they received
enough GameCube broadband adaptors (released last week) to fulfill preorders,
and no additional quantities.  Their computers list the product as
discontinued and they will receive no further shipments.

This does not suggest a very aggressive approach for Nintendo's online plans.
:\

Phantasy Star Online Ep. I & II, the first (and, this Christmas, only) online
GameCube game, became available yesterday.  See Topic 3, Msg 50 for more
details.

-Ken

 ------------
Category 14,  Topic 1
Message 101        Thu Oct 31, 2002
SYNDICOMM [Sheppy]           at 18:51 PDT

>>>I called four local game stores, and all had the same story: they received
enough GameCube broadband adaptors (released last week) to fulfill preorders,
and no additional quantities.  Their computers list the product as
discontinued and they will receive no further shipments.

Huh?  They shipped it and immediately discontinued it?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 102        Fri Nov 01, 2002
KGAGNE [Ken]                 at 09:52 PDT

Sheppy,

> Huh? They shipped it and immediately discontinued it?

Inexplicably, that's how it seems: a single-run product.  I don't know if
they'll be making more, or combining them into a single narrow-/broad-band
device (similar to the PlayStation 2's), or what.  But for now, get 'em while
you can.

BTW, the modem adaptor is listed as discontinued, too.

-Ken

 ------------
Category 14,  Topic 1
Message 103        Fri Nov 01, 2002
A2.DAIN [Dain]               at 15:21 PDT


Heh.  I am glad I didn't rush out and buy one. Which is almost funny, because I
don't think I even knew they were out:)

Kind of baffles me.  Why even release it at all?

Dain
 ------------
Category 14,  Topic 1
Message 104        Fri Nov 01, 2002
KGAGNE [Ken]                 at 19:17 PDT

Dain,

> Heh. I am glad I didn't rush out and buy one.

Huh?  Makes me regret I didn't rush out and buy one, because now I can't! :\

Maybe that's Nintendo's nefarious plot to drive up demand...  by making people
want something they can't have.

-Ken

 ------------
Category 14,  Topic 1
Message 105        Sun Nov 03, 2002
A2.DAIN [Dain]               at 19:57 PDT


Ken,
  I noticed that the broadband adapter is available from the nintendo.com
online store.  I think the modem is also available.

do you have Phantasy Star Online to play on it?

Dain
 ------------
Category 14,  Topic 1
Message 106        Mon Nov 04, 2002
KGAGNE [Ken]                 at 08:25 PDT

Dain,

> do you have Phantasy Star Online to play on it?

Yessir.  Dunno if I feel like paying $9/month, though.  I played it once on
the Dreamcast and was really impressed with meeting people online - I'd never
played an online RPG before, other than Diablo - but was frustrated by the
discrepancies in the character levels, and the inundation of powerful
artifacts from other players onto my low-level character.

-Ken

 ------------
Category 14,  Topic 1
Message 107        Mon Nov 04, 2002
A2.DAIN [Dain]               at 21:29 PDT


Part of the big problem with PSO right now, is that there is currently no
keyboard...no keyboard means some really slow communication.  Using a keyboard
instead of voice is already too slow.  I'd like to try it, but the investment
right now, plus paying a monthly fell just pushes it over the edge for me.
I'll stick with the PC or Mac playing online:)

Dain
 ------------
Category 14,  Topic 1
Message 108        Tue Nov 19, 2002
A2.DAIN [Dain]               at 18:59 PDT


It looks like there will be at least one Mario Kart playable on the Nintendo
Gamecube.  Nintendo of Japan announced an attachment that connects to the
bottom of the Gamecube that allows you to plug in any Gameboy or Gameboy color,
or Gameboy Advance game and play them on the big screen.

Always nice to have options....
Dain
 ------------
Category 14,  Topic 1
Message 109        Tue Nov 19, 2002
SYNDICOMM [Sheppy]           at 19:52 PDT

That's kind of a neat gadget.  I'd rather be able to play N64 games, but
that's a bigger piece of work. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 110        Tue Nov 19, 2002
A2.DAIN [Dain]               at 21:24 PDT


Yeah, the ability to play N64 games would be a real treat I think.  I guess
that they might feel that since there are still GBA games coming out that
having new titles that can use the thing might be best.  Still my ideal dream
would be a little cart port that came along side it that you plug NES, SNES and
N64 games into.  Shove a few emulators on a disk and you could play every
single Nintendo game ever made:)  I know that a N64 emulator is possible, since
they are giving away the N64 Zelda with the pre order of the Gamecube Zelda in
Japan.


In a perfect world things would work out like this:)

Dain
 ------------
Category 14,  Topic 1
Message 111        Tue Dec 10, 2002
KGAGNE [Ken]                 at 15:29 PDT

This week only: buy a Nintendo GameCube and get $25 off immediately.

 ------------
Category 14,  Topic 1
Message 112        Wed Jan 22, 2003
KGAGNE [Ken]                 at 17:43 PDT

F-Zero finally showed up with an exact release date in late June.
The GameCube GameBoy Player is also shipping in late May.
I preordered both yesterday. :)

-Ken

 ------------
Category 14,  Topic 1
Message 113        Thu Jan 23, 2003
SYNDICOMM [Sheppy]           at 12:21 PDT

The Gameboy player sounds like fun. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 114        Fri Jan 24, 2003
KGAGNE [Ken]                 at 06:07 PDT

Sheppy, but to use the GBP ($50) you need to buy a GameCube ($150).  That'll
never fall within your criteria for console selection...

$200 will get you the ability to play both GCN & GBA games, though, which is a
good deal.  I found it a more affordable option than trading in my current GBA
for the new GBA-SP (see Category 38, Topic 3).

-Ken

 ------------
Category 14,  Topic 1
Message 115        Sat Jan 25, 2003
A2.DAIN [Dain]               at 20:41 PDT


I don't need a GBA-SP because I already have an internal light installed.  I
might get stupid at some point and buy one, but I doubt it:)  The player for
the TV might get purchased though.  It would be nice to be able to tackle some
of these on a 31" TV;)

Dain
 ------------
Category 14,  Topic 1
Message 116        Sun Jan 26, 2003
KGAGNE [Ken]                 at 06:45 PDT

IGNcube.com reports that anyone who buys a GameCube from Feb 9 to May will
receive a free game: their choice of Metroid Prime, Resident Evil 0, Star Fox
Adventures, or Mario Party 4.

 ------------
Category 14,  Topic 1
Message 117        Sat Feb 08, 2003
KGAGNE [Ken]                 at 18:49 PDT

In addition to the free game offer which begins tomorrow (see previous
message), the Super Mario Sunshine bundle will drop to $159, only $10 more
than the console without SMS.

-Ken

 ------------
Category 14,  Topic 1
Message 119        Sun Feb 23, 2003
KGAGNE [Ken]                 at 12:32 PDT

An interview with GameStop executives revealed an anticipation of the GameCube
dropping to a pricetag of $99 in May, a year after it dropped from $199 to
$149 the week of E3.

 ------------
Category 14,  Topic 1
Message 120        Mon Feb 24, 2003
A2.DAIN [Dain]               at 20:03 PDT


$99 pricetag is a pretty good price.  Especially since their handheld is going
to be that soon..:)

Dain
 ------------
Category 14,  Topic 1
Message 121        Sun Mar 30, 2003
KGAGNE [Ken]                 at 14:30 PDT

ComputerAndVideoGames.com is reporting that Nintendo will demonstrate no
online first-party games at this year's E3.

What do you all think of their decision to not pursue online gaming?
Realistic, or foolhardy?

-Ken

 ------------
Category 14,  Topic 1
Message 122        Mon Mar 31, 2003
SYNDICOMM [Sheppy]           at 11:58 PDT

>>>What do you all think of their decision to not pursue online gaming?
Realistic, or foolhardy?

Seems pretty foolish given that the competition has online gaming.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 123        Fri Apr 04, 2003
KGAGNE [Ken]                 at 14:13 PDT

Sheppy,

The GameCube currently comes with one of four free games.  This promotion ends
the first week of May, marking a convenient time to begin a new promotion to
compensate for the lack of free game.

It's possible that the GameCube, or all three, consoles will each drop in
price another $50 next month, prior to or at E3.

How likely are you to buy a GameCube if it's priced at $99?

-Ken

 ------------
Category 14,  Topic 1
Message 124        Fri Apr 04, 2003
SYNDICOMM [Sheppy]           at 16:15 PDT

More likely than I am now. :)

The trick is I'm still not sure there are enough games I'd enjoy to make it
worth my while.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 125        Sat Apr 05, 2003
A2.DAIN [Dain]               at 23:49 PDT


Sheppy,
  I'd wait for a Mario Kart.  I can't imagine them not showing something at E3
of it.  I've been waiting a long time:)

Dain
 ------------
Category 14,  Topic 1
Message 126        Sun Apr 06, 2003
SYNDICOMM [Sheppy]           at 14:46 PDT

>>> I'd wait for a Mario Kart.  I can't imagine them not showing something at
E3 of it.  I've been waiting a long time:)

That might do it.  We bought our N64 pretty much solely for Mario Kart. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 127        Wed Apr 09, 2003
KGAGNE [Ken]                 at 16:16 PDT

The GameCube GameBoy player has been delayed until June 24th (the same day as
Wario Land for GCN).

-Ken

 ------------
Category 14,  Topic 1
Message 128        Mon May 19, 2003
KGAGNE [Ken]                 at 14:34 PDT

Starting June 23rd, when the Game Boy Player hits store shelves, the Nintendo
GameCube will come bundled with this peripheral.

 ------------
Category 14,  Topic 1
Message 129        Tue May 20, 2003
SYNDICOMM [Sheppy]           at 17:21 PDT

Does the Game Boy Player just do classic Game Boy games, or does it also do
GBA?

Either way, that's a pretty cool thing to bundle with the Gamecube.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 130        Tue May 20, 2003
KGAGNE [Ken]                 at 19:02 PDT

Sheppy,

The GB Player, like the GB Advance, plays every Game Boy game ever made.
It also works with GBA peripherals, like the e-Reader.

-Ken

 ------------
Category 14,  Topic 1
Message 131        Wed May 21, 2003
A2.DAIN [Dain]               at 09:54 PDT


There are a few games that won't work with the Gameboy Player.  Most notably
the ones that the cartridges have some other function like one game that has a
tilt sensor in the cartridge, that, I guess you could life up the Gamecube and
tilt it..but that isn't exactly feasible in the long term:)

Dain
 ------------
Category 14,  Topic 1
Message 132        Tue Jun 24, 2003
KGAGNE [Ken]                 at 16:54 PDT

he Game Boy Player is in, and I'm happy to report it's easy to install.  The
GameCube has three access ports on its bottom, and the GB Player and the
broadband/modem adaptors use different ones, meaning both peripherals can be
connected simultaneously.  Phew.  (But... can they be used simultaneously?)

Of course, the Player made my GameCube's so tall that I can barely fit a game
in without bumping into the shelf above.  I've shuffled all the consoles
around and lowered a shelf; everything looks and fits great now (and has been
dusted!), with the front-loading PS2 & Xbox next to each other on the lowest
shelf.  But that doesn't make it easier to remove a GBA cart without picking
up the Cube itself to get a grip on the game and slide it out.

 ------------
Category 14,  Topic 1
Message 133        Sat Jun 28, 2003
KGAGNE [Ken]                 at 16:52 PDT

Like me, the good folk at Penny Arcade have their Game Boy Player, along with
a few dozen models of Game Boy as well:

http://www.penny-arcade.com/view.php3?date=2003-06-27

 ------------
Category 14,  Topic 1
Message 134        Thu Aug 07, 2003
KGAGNE [Ken]                 at 12:15 PDT

Financial reports indicate that only 80,000 GameCubes were sold worldwide in
the last three months. :(

 ------------
Category 14,  Topic 1
Message 135        Sat Aug 09, 2003
SYNDICOMM [Sheppy]           at 10:31 PDT

>>>Financial reports indicate that only 80,000 GameCubes were sold worldwide
in the last three months. :(

I've gotten the feeling from the lack of hubbub that the GameCube has
basically been a flop, relatively speaking.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 136        Sat Aug 09, 2003
A2.DAIN [Dain]               at 21:14 PDT

Replying to 'Sheppy' in Category 14 Topic 1:

> I've gotten the feeling from the lack of hubbub that the GameCube has
> basically been a flop, relatively speaking.

It actaully isn't that much of a flop.  It sold almost identical numbers
to the Xbox world wide and Nintendo isn't losing the money per console
that Microsoft is.  Microsoft has sold more consoles in the U.S. I
think.  The big difference is in software.  Nintendo buyers tend to be
very loyal towards Nintendo products and buy very few third party games.
 Not to mention that the average Nintendo buyer has quite a bit less
income than the Xbox buyer. When I see people checking out with Xboxes I
see them buying 3-4 games with all but one of them being a horrible
game.

It's always amazing when you can sell 8-9 million of something and be
considered a flop by the press and media.  Of course with the Sony PS2
selling 10 times that number it's difficult to not agree with them.  I
just find it amazing that the Xbox is not considered a flop, but the
Gamecube is....go figure.  The power of perception.


Dain


 ------------
Category 14,  Topic 1
Message 137        Sun Aug 10, 2003
KGAGNE [Ken]                 at 19:02 PDT

Dain,

Perhaps it is among developers, not consumers, that the GameCube is a flop.
If consumers are not purchasing third-party products, then there is little
incentive for anyone but Nintendo to be publishing games for the platform.

-Ken

 ------------
Category 14,  Topic 1
Message 138        Mon Aug 11, 2003
SYNDICOMM [Sheppy]           at 14:57 PDT

>>>Perhaps it is among developers, not consumers, that the GameCube is a flop.
If consumers are not purchasing third-party products, then there is little

This is exactly what I mean.  Since Nintendo pretty much locks down
development, there's not a lot of incentive for interesting new stuff to be
developed.  It hurts them.

 --
Sheppy

 ------------
Category 14,  Topic 1
Message 139        Mon Aug 11, 2003
A2.DAIN [Dain]               at 15:38 PDT

In product recognition, the Nintendo Gamecube is definitely a flop.  I
am pretty sure that Nintendo limits the third parties willing to develop
for the machine, by charging higher royalties and requiring more
expensive development systems to produce games.  They are stuck between
themselves and a hard place.

For developers, the Gamecube, while easy in some aspects to developer,
is definitely a turn off to developers because of its lack of RAM
comparitively.  Great games can be produced, it just takes more effort
to get great looking games done.

You can definitely tell that things are changing internally at Nintendo
with the retirement of the "Old Guard" execs, but its taking a long
time, time they really don't have.

With games like Eternal Darkness they were starting to push things, but
then because of poor sales, they have released nothing like it since.
What did they expect..that their younger market was going to eat up that
title?  They need many more titles to convince older gamers that the
deck is worth the investment.  The Two Adultish titles a year is not
doing them any good if there are not any adult gamers to buy them.
(other than me of course)

If they have one AAA title for the younger gamer each month, then they
need two for the Adult gamer, because Adults spend more money than kids.

I want them to succeed and press their magic into all gaming
areas....expand..expand...expand:)

Dain

Replying to 'Sheppy' in Category 14 Topic 1:

>|>>Perhaps it is among developers, not consumers, that the GameCube is
a
> flop.
> If consumers are not purchasing third-party products, then there is
> little
>
> This is exactly what I mean.  Since Nintendo pretty much locks down
> development, there's not a lot of incentive for interesting new stuff
to
> be developed.  It hurts them.



 ------------
Category 14,  Topic 1
Message 140        Sun Sep 28, 2003
KGAGNE [Ken]                 at 08:55 PDT

The Nintendo GameCube is now selling for $99.99.  It does not come with a free
game or a Game Boy Player.

 ------------
Category 14,  Topic 1
Message 141        Sat Oct 04, 2003
KGAGNE [Ken]                 at 15:08 PDT

Sheppy,

You once said you'd get a GameCube if it hit $99, especially after you'd
gotten laser eye surgery and a new recliner.

Well, I don't know about the recliner, but what's keeping you from getting a
Cube now? :)

Mario Kart comes out next month...

-Ken

 ------------
Category 14,  Topic 1
Message 142        Sat Oct 04, 2003
SYNDICOMM [Sheppy]           at 17:48 PDT

>>>You once said you'd get a GameCube if it hit $99, especially after you'd
gotten laser eye surgery and a new recliner.

Unfortunately, since then I've found that there are plenty of good games
coming out on the Mac now, so I don't need a console machine. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 145        Wed Nov 19, 2003
KGAGNE [Ken]                 at 04:48 PDT

The GameCube was released two years ago this week. (I can't remember if it was
November 17th or 19th...)

-Ken

 ------------
Category 14,  Topic 1
Message 146        Sun Nov 23, 2003
A2.DAIN [Dain]               at 19:55 PDT


>>The GameCube was released two years ago this week. (I can't remember if it
was
November 17th or 19th...)

I don't remember either.  I also don't regret the purchase although I've not
had nearly as much time to play that I'd like.  I sure wish that more people
would have made use of online features.

I have more games for my Gamecube than I did for the N64 now.

Dain
 ------------
Category 14,  Topic 1
Message 147        Sat Jan 24, 2004
KGAGNE [Ken]                 at 16:42 PDT

Some hackers are trying to get the GameCube to run Linux:

http://www.GC-Linux.org

 ------------
Category 14,  Topic 1
Message 148        Sat Jan 24, 2004
SYNDICOMM [Sheppy]           at 20:51 PDT

Oof.  Getting GameCube to run Linux seems a little weird to me.  Is there a
keyboard available?

Still, it's a neat geek project. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 149        Sun Jan 25, 2004
KGAGNE [Ken]                 at 10:49 PDT

I think some hackers devised a USB keyboard adaptor for the GameCube, which is
historically only been needed when playing Phantasy Star Online.

Just this month, Mad Catz Interactive released the SharkBoard, a USB keyboard
compatible with GameCube, PS2, and PC:

http://www.gameshark.com/gamecube/articles/474608p1.html

-Ken

 ------------
Category 14,  Topic 1
Message 150        Mon Jan 26, 2004
KGAGNE [Ken]                 at 15:44 PDT

There apparently is an alternative to Nintendo's Game Boy Player.  Datel makes
a "GameCube Game Port" which is advertised to allow playing of Game Boy
Advance games on the GameCube.  I don't know if it works with previous Game
Boy Games.  It connects through the memory card slot, unlike Nintendo's
player, which is a full-sized unit that connects to the bottom of the console.

I could find no official web page detailing the product, but it is listed for
same at retailer GameStop's online site:

http://www.gamestop.com/product.asp?cookie%5Ftest=1&product_id=801762&affid=860
0

-Ken

 ------------
Category 14,  Topic 1
Message 151        Tue Jan 27, 2004
SYNDICOMM [Sheppy]           at 15:28 PDT

That sounds interesting.  It seems like a more elegant solution to me than a
whole deck.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 1
Message 152        Tue Mar 09, 2004
KGAGNE [Ken]                 at 17:03 PDT

As discussed in Topic 16, WarpPipe <http://www.warppipe.com> is a piece of
software (for Windows, OS X, Linux, and BSD) that allows a GameCube with a
broadband adaptor to play LAN-enabled games (such as 1080, Kirby's Air Ride,
and Mario Kart) across the Internet.

v0.3.5 beta of WarpPipe was released yesterday (March 8th).  I'd love to try
this program.  If anyone has all the appropriate hardware and software pieces,
please reply or drop me a line.

-Ken

 ------------
Category 14,  Topic 1
Message 153        Tue Mar 09, 2004
A2.DAIN [Dain]               at 20:10 PDT


Ken,
  What LAN enabled games do you have?  The ones I know of are Mario Kart, Kirby
and I think 1080.

Dain

 ------------
Category 14,  Topic 1
Message 154        Wed Mar 10, 2004
KGAGNE [Ken]                 at 05:04 PDT

Dain,

I believe those are the only three LAN-enabled games for GameCube.  I've only
played (and own) Mario Kart.  Support for Kirby on WarpPipe isn't great, due
mostly to it being the least demanded game for suppot.

-Ken

 ------------
Category 14,  Topic 1
Message 155        Sat May 07, 2005
KGAGNE [Ken]                 at 19:50 PDT

The GameCube tunneling software known as "Warp Pipe", allowing GameCube gamers
to use the Internet as a LAN for certain games, has been discontinued:

http://cubeonline.warppipe.com/archives/000045.html

 ------------
Category 14,  Topic 1
Message 156        Thu Nov 16, 2006
KGAGNE [Ken]                 at 12:33 PDT

CNN seems to like the Wii:

http://money.cnn.com/2006/11/15/commentary/wii_games/index.htm

http://money.cnn.com/2006/11/15/commentary/wii_review/index.htm

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:08 PST
Sub: General Software Discussion

General discussion of Nintendo GameCube games.

 151 messages
 ************
 ------------
Category 14,  Topic 2
Message 1          Wed May 16, 2001
A2.DAIN [Dain]               at 20:02 PDT

I caught the Netcast of the Nintendo Press Conference today.  I must
say, there is some impressive things going on there.   Some of the
things that caught my eye.

WaveRave: The original on the Nintendo 64 is one of the best racing
games ever.  From reports they basically took the same physics engine
ported it over and spruced up the grahpics and added some features.  Why
break something that works flawlessly.

MarioKart: I personally loved the SNES version of Mario Kart, but never
owned the N64 version.  What little I saw in that preview video looks to
put the speed back into the Kart racing.

Luigi's Mansion:  This game is quite cool looking, and looks to be a
cross between Ghost Busters and Mario Brothers.  Cool Concept...looks
hilarious too.

PIKMIN: At first I was like What the heck ...this is really
wierd...Well, I still think it is wierd, but looks to be wierd in a
great way after seeing it played.

Ravenblade: Looks to be impressive.  An RPG esque Action adventure
title.


Metroid Prime: Looks cool.  Let's hope it lives up to the Metroid Name.

Ken, I envy you for getting to lay your hands on some of these titles.

There are more of course.....check them out at


http://e3.nintendo.com  videos and images galore.





 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3



 Common sense, unfortunately, isn't!


 ------------
Category 14,  Topic 2
Message 2          Mon May 21, 2001
KGAGNE [Ken]                 at 14:51 PDT

At Nintendo's press conference, when Shigeru Miyamoto-san presented Luigi's
Mansion on mini-DVD, more than a few people in the audience whispered to each
other and themselves, "That can't be a Nintendo game!... It's not on
cartridge!"

-Ken :)

 ------------
Category 14,  Topic 2
Message 3          Mon May 21, 2001
SYNDICOMM                    at 18:06 PDT

>>>"That can't be a Nintendo game!... It's not on cartridge!"

About time Nintendo got away from carts.  So limiting.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 4          Mon May 21, 2001
KGAGNE [Ken]                 at 20:39 PDT

> About time Nintendo got away from carts. So limiting.

And expensive.

Do you think publishers will still find Nintendo's new format, a 1.5 GB
proprietary mini-DVD, limiting?  Other than the Dreamcast, it's probably the
smallest medium on the market.

-Ken

 ------------
Category 14,  Topic 2
Message 5          Mon May 21, 2001
SYNDICOMM                    at 22:03 PDT

>>>And expensive.

Well, if the GC games are $49, that's not selling much if any cheaper than N64
carts.

>>>Do you think publishers will still find Nintendo's new format, a 1.5 GB
proprietary mini-DVD, limiting?  Other than the Dreamcast, it's probably the
smallest medium on the market.

Limiting in what way?  1.5 MB is two CDs worth of storage space; few games
come on more discs than that.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 6          Tue May 22, 2001
A2.DAIN [Dain]               at 10:06 PDT

Replying to 'SYNDICOMM' in Category 14 Topic 2:

> About time Nintendo got away from carts.  So limiting.

I for one really didn't think carts were that limiting.  I mean sure you
aren't exactly watching a movie...but isn't that what the VCR/DVD player
is for?  For a plus, Carts have almost no access time compared to CDs.
I mean you turn a N64 on and you can be playing the game in seconds.
You turn on a playstation and you are sitting there twiddling your
thumbs and it usually takes a minute or so before you are actually
playing.  Another thing that is nice, esp if you have kids, is that the
carts were practically indestructible.  CDs, DVDs...andy optical disc
format are fragile and you have to treat them with care.

btw.  Anyone know what company policies are usually if you have a
scratched disc...can you get a new one?



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3


 ------------
Category 14,  Topic 2
Message 7          Tue May 22, 2001
A2.DAIN [Dain]               at 10:06 PDT

Replying to 'Ken' in Category 14 Topic 2:

> Do you think publishers will still find Nintendo's new format, a 1.5
> GB
> proprietary mini-DVD, limiting?  Other than the Dreamcast, it's
> probably the
> smallest medium on the market.

I personally, don't see this limiting.   Except for the rare game that
uses a ton of movie footage(Wing Commander IV), and a boat load of music
and art (Baldur's gate) I don't see companies having that much of a
problem.  Besides, I have a sneaking suspicion that limitations
sometimes have a profound and useful impact on games.


 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm


 ------------
Category 14,  Topic 2
Message 8          Tue May 22, 2001
KGAGNE [Ken]                 at 10:39 PDT

Dain,

> Another thing that is nice, esp if you have kids, is that the carts were
> practically indestructible. CDs, DVDs...and optical disc format are fragile
> and you have to treat them with care.

True.  And a lot of retailers appreciated that.  Here's an excerpt from an
interview I conducted with Sherry Clark, manager of the local Blockbuster
Video:

Many experts conjectured that Nintendo had erred when making their Nintendo 64
console a cartridge-based system. CD-ROMs, as employed by the Sony Playstation,
generally store more data, making for bigger and more impressive adventures,
but are more easily damaged. Playing on that fact, the more durable Nintendo
cartridges are parent-pleasers when it comes to entertaining their kids. "They
last longer, we get more rents out of them, so why wouldn't we want something
that is going to stay in our library?" Clark said, regarding the popularity of
Nintendo's system. "The trouble we have is, there aren't enough Nintendo 64
games out there!"

<http://www.gamebits.netother/xmas97.html>

 ------------
Category 14,  Topic 2
Message 9          Tue May 22, 2001
SYNDICOMM                    at 11:58 PDT

>>>I for one really didn't think carts were that limiting.  I mean sure you
aren't exactly watching a movie...but isn't that what the VCR/DVD player
is for?

But there's nowhere near enough storage space for large games (especially with
the even higher-end graphics of the GameCube).  The small storage capacity of
the N64 cart is why there are so few good games for it.  You don't see a game
like Tomb Raider on the N64 because there's no way to pack all the levels,
sound, music, models, textures, and code onto a cart.  You'd have to cut so
much out of it, you'd wind up with something that looks more like Zelda.

IMHO that's a good bit of the reason why most N64 games are cartoonish in
nature, while PSX has a wider variety of game styles and looks.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 10         Tue May 22, 2001
KGAGNE [Ken]                 at 12:29 PDT

Sheppy,

> You don't see a game like Tomb Raider on the N64 because there's no way to
> pack all the levels, sound, music, models, textures, and code onto a cart.

Capcom and Angel Studios did a pretty good job of Resident Evil 2 for Nintendo
64.  It's supposedly the only N64 game with FMV.

> You'd have to cut so much out of it, you'd wind up with something that looks
> more like Zelda.

Not that there's anything wrong with that - as long as it plays like Zelda,
too. :)

-Ken

 ------------
Category 14,  Topic 2
Message 11         Tue May 22, 2001
A2.DAIN [Dain]               at 14:34 PDT

Replying to 'SYNDICOMM' in Category 14 Topic 2:

> like Tomb Raider on the N64 because there's no way to pack all the
> levels,
> sound, music, models, textures, and code onto a cart.  You'd have to
> cut so
> much out of it, you'd wind up with something that looks more like
> Zelda.
>
> IMHO that's a good bit of the reason why most N64 games are cartoonish
> in
> nature, while PSX has a wider variety of game styles and looks.

Interesting argument.  If you take a look at Zelda on the N64 and
compare it to Tomb Raider on the PSX, Zelda 64 blows it away
visually(IMHO).  Personally, I hate the look of most all PSX
games....how do they make them look that grainy?  The only ones that
aren't grainy seem to be the prerendered movies.  Regardless, I
personlly list graphics last on the list of things required to make a
good game.  Heck, I even think sound is more important.   If a game can
keep a good framerate, that is generally all I really care about if the
gameplay is rock solid.

As someone who doesn't play "everygame" out there, I tried to like the
PSX. I just couldn't.  I didn't mind Wipeout, but nothing I tried had
what it took for me.   Gameplay seemed to be absent form most of the
titles.  Now I pick up Wave Race, Zelda: The Ocarina of Time or FZero
and I have fun.

The truth is most likely that neither system really had enough power to
do 3d games justice.  I am actually pretty excited about this New
Generation of consoles.  The programmers have had a good 5-6 years to
really learn how to do 3d games, so maybe the majority won't suck so bad
and leave me longing for all the 2D games.  (regardless I will long for
them, I like em:)





 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3


 ------------
Category 14,  Topic 2
Message 12         Tue May 22, 2001
SYNDICOMM                    at 14:59 PDT

>>>Interesting argument.  If you take a look at Zelda on the N64 and
compare it to Tomb Raider on the PSX, Zelda 64 blows it away
visually(IMHO).

I disagree.  Zelda, while attractive, is clearly intended to be a
cartoony-looking game -- it's pretty but looks like a Don Bluth-Anime hybrid.
Although this requires a lot of data, the textures tend to be simpler and the
objects can be rendered with fewer polygons without significantly sacrificing
the look and feel of the game.

Tomb Raider, while also clearly having its cartoonish qualities, is intended
to be a more realistic-looking game than Zelda, with realistic stone and wood
textures, more complex environments, and so forth.  This requires a vast
amount of data.

The less realistic a game's environment is supposed to look, the easier it is
to hide flaws caused by a decreasing amount of data capacity in which to store
it.  Conversely, if you want to take a game like Tomb Raider and smash it onto
a 128 MB cartridge (I don't recall what sizes are possible, just using that as
an example), you have to reduce the sizes of your textures, perhaps reduce
color depth in the texture data (upsampling to 24-bit when you render), reduce
polygon counts, perhaps reuse textures -- where you apply the same texture to
several objects that originally had their own unique textures.

Drop from high-quality Red Book music down to MIDI-style sequences.  Cut sound
effect quality down, and perhaps get rid of some.  Increase graphics and sound
compression ratios -- decreasing quality brings decreased storage
requirements.

In the extreme case, you alter level designs, remove features, and so forth.

These are tough decisions to have to make, and no game developer wants to have
to make them.  But I think you'll find that a good portion of games wind up
having to go through this kind of trimming -- especially if they're a port to
a console from a PC, but even new games first being created.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 13         Tue May 22, 2001
KGAGNE [Ken]                 at 16:37 PDT

Dain,

> neither system really had enough power to do 3d games justice. I am actually
> pretty excited about this New Generation of consoles. The programmers have
> had a good 5-6 years to really learn how to do 3d games, so maybe the
> majority won't suck so bad and leave me longing for all the 2D games.

That's how Nintendo described the GameCube.  The Super Nintendo was an upgrade
for the Nintendo; the Nintendo 64 was something entirely new, with a new genre
of games.  The GameCube is an upgrade to the N64.  The developer interviews
Nintendo presented showed some people really excited about the possibilities
for the machine.  It'll be interesting to see what they do with it.

-Ken

 ------------
Category 14,  Topic 2
Message 14         Tue May 29, 2001
A2.DAIN [Dain]               at 22:53 PDT

Just thought I would post the first of my weekly WaveRave: Blue Storm
Posts.

When the Nintendo 64 came out there was one game that I played more than
any out there.  It was a racing game called Wave Race 64.  It was a game
with licensed Kawasaki Jetskis and for it's day incredible water
effects.  It was a game with perfect control and and that same "Easy to
play, difficult to master" gameplay that is a trademark of all games
produced bye EAD(Nintendo's internal development house).  This time
around, Wave Race for the Gamecube will be handled by Nintendo's North
American development house NST-Nintendo Software Technology, consisting
of both American and Canadian Developers) These guys were behind the
port of Ridge Racer 64.  Although, it scared me at first that EAD
wouldn't handle the Gamecube version, I have read several times that
Shigeru Miyamoto has his hands on this title, so don't expect it to come
out until it is ready and rocking:)

For now, I am content with the Nintendo 64 version.


 Dain Neater


 ------------
Category 14,  Topic 2
Message 15         Tue May 29, 2001
A2.DAIN [Dain]               at 22:53 PDT

In looking at the game trailers that came out of E3, one Nintendo
offering that intrigues me is the game PIKMIN.  It's hard to tell, but
it seems to be some kind of a realtime strategy/gardening game;)  It's
quite different from anything I have seen on a console.  Usually, these
strategy games seem awkward on a console.  It doesn't look to be a huge
seller, but I won't underestimate it.

Ken, did you get a chance to play this game or see it upclose at all?

I would appreciate your insight:)


 Dain Neater
 Bulletin Board Manager A2 Community
 Syndicomm



 ------------
Category 14,  Topic 2
Message 16         Wed May 30, 2001
KGAGNE [Ken]                 at 07:40 PDT

One of the cool things about the original Wave Race was that you could play it
one-handed.  The thumb controls the analog stick, with index finger on the
Z-button for gas.  Simplicity! :)

I hope Wave Race: Blue Storm allows players to pull tricks and stunts while
riding.  It's always nice to show off for the crowd.

-Ken

 ------------
Category 14,  Topic 2
Message 17         Wed May 30, 2001
KGAGNE [Ken]                 at 07:44 PDT

Dain,

In Pikmin, you control a space explorer who has crash-landed on a planet and
needs the help of little pikmins to help reassemble his space craft.  Pikmin
begin as small weeds which can be pulled out to reveal the buggers.  They come
in different colors, though I haven't seen that this matters yet.

I watched Shigeru Miyamoto play Pikmin, and basically, whatever object the
pikmin are thrown at, they tackle.  There was a coin marked "10" which
required
ten pikmin to pick up and carry back to the mother ship.  A wall of stone
required many more pikmin to tear down so the player could progress.  There
was
also a giant ladybug which would eat any pikmin thrown at it, so Miyamoto-san
circled to the back and tossed a horde of pikmin onto its back, making short
work of it.

The game is probably more complicated than I saw, and becomes so as it
progresses past the first five or ten minutes. :)  I'll try anything with
Miyamoto-san's name on it.

-Ken

 ------------
Category 14,  Topic 2
Message 18         Wed May 30, 2001
SYNDICOMM                    at 13:37 PDT

>>>I hope Wave Race: Blue Storm allows players to pull tricks and stunts while
riding.  It's always nice to show off for the crowd.

If it lives up to its promise, it's likely to go on the list of games I'll get
if/when we ever buy a GameCube.  Which won't happen until they're bargain-bin,
probably. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 19         Wed May 30, 2001
A2.DAIN [Dain]               at 17:06 PDT

Replying to 'Ken' in Category 14 Topic 2:

> One of the cool things about the original Wave Race was that you could
> play it
> one-handed.  The thumb controls the analog stick, with index finger on
> the
> Z-button for gas.  Simplicity! :)
>
> I hope Wave Race: Blue Storm allows players to pull tricks and stunts
> while
> riding.  It's always nice to show off for the crowd.

Ken, You can do this and more:)  Tricks and stunts.  One change made to
the gameplay is that tricks and stunts seem to have an effect on your
turbo meter.  Which in the previous game was only affected by passing
the buoys.  There is also use of the analog buttons, and the special
turbo click button.  It should be interesting.

I have three or four waverace movies that I have downloaded and am
cutting out the audio, if you are interested I will let you know where
they can be viewed.  One shows the stunts in action.



 Dain Neater



 ------------
Category 14,  Topic 2
Message 20         Wed May 30, 2001
A2.DAIN [Dain]               at 17:06 PDT

Replying to 'Ken' in Category 14 Topic 2:

> Pikmin
> begin as small weeds which can be pulled out to reveal the buggers.
> They come
> in different colors, though I haven't seen that this matters yet.

From what I read the colors had to do with the personality of the
creatures, and what they were good at doing.  This game has almost a
lemmings-ish nature to it.

Should be interesting to see.


 Dain Neater




 ------------
Category 14,  Topic 2
Message 21         Fri Jun 08, 2001
KGAGNE [Ken]                 at 20:44 PDT

http://cube.ign.com reports that the following titles will launch alongside
the GameCube console on November 5th:

Super Smash Bros. Melee
Luigi's Mansion
Pikmin
Star Fox Adventures: Dinosaur Planet
Wave Race: Blue Storm
Eternal Darkness
NBA Courtside 2002
Star Wars Rogue Leader: Rogue Squadron 2
Super Monkey Ball
Madden NFL 2002
Dave Mirra Freestyle BMX 2
Extreme-G 3
All-Star Baseball 2002
NFL Quarterback Club 2002
NFL Blitz 2002
NHL Hitz 2002
Batman Dark Tomorrow

The following titles will launch after November 5th but before Christmas:

SSX Tricky
Crazy Taxi
Phantasy Star Online Version 2
Resident Evil 0

For more details, launch dates, and prices, see
http://cube.ign.com/news/35616.html


-Ken

 ------------
Category 14,  Topic 2
Message 22         Fri Jun 08, 2001
A2.DAIN [Dain]               at 21:28 PDT

Replying to 'Ken' in Category 14 Topic 2:

> Super Smash Bros. Melee
> Luigi's Mansion
> Pikmin
> Star Fox Adventures: Dinosaur Planet
> Wave Race: Blue Storm
> Eternal Darkness
> Star Wars Rogue Leader: Rogue Squadron 2
> Super Monkey Ball
> Phantasy Star Online Version 2


I am looking forward to these titles:)  I figure I will get to buy
1-2....how the heck do I choose.

Dain Neater


 ------------
Category 14,  Topic 2
Message 23         Sat Jun 09, 2001
SYNDICOMM [Sheppy]           at 00:06 PDT

>>>I am looking forward to these titles:)  I figure I will get to buy
1-2....how the heck do I choose.

Ken will tell you what to buy! :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 24         Tue Jun 26, 2001
A2.DAIN [Dain]               at 16:28 PDT

It looks like from various sources that Sega will be bringing all of its
Sega Sports Titles to the Nintendo Gamecube.  I am not a huge sports
gamer, but this will definitely fill one of the voids that the N64
suffered from.


dain


 ------------
Category 14,  Topic 2
Message 25         Sat Aug 11, 2001
A2.DAIN [Dain]               at 13:13 PDT

Less than Three Months to Launch of Nintendo's Next Console
What can we expect for software at launch.

Nintendo's First Party Lineup.

Luigi's Mansion :  A Ghostbusting adventure starring Mario's brother
who appears to be missing this time around.

Pikmin : Originally not scheduled to be around for Launch, now listed as
a launch title.  A rather unusual Real Time Strategy game inspired (no
lie here) by Shigeru Miyamoto's new hobby gardening.  This title looks
incredibly bizzare to me, but the guy usually pulls out some incredible
gameply. We'll see.

WaveRace-Blue Storm:  Nintendo is back with the Jetski challenge.  This
Sequel to 1996's WaveRace 64(an incredible game by the way, if you don't
have it, you can get it used cheap, and it is worth every penny new)

The new game promises the same gameplay elements that made the original
great with an enhanced physics engine, gameplay in storms with rougher
water, incredible graphics and 4 player splitscreen no slowdown action.
Can you tell that I really want this game?

NBA Courtside 2002:  A basketball game.  I don't have much interest
in basketball games and I have never played the previous two games in
this series.  It's always good to have sports games though.

StarFox Adventures-Dinosaur Planet : This Nintedo game comes from their
Development house in Europe RARE. The guys who brought Donkey Kong
Country, Golden Eye, Perfect Dark, Diddy Kong's Racing, and Killer
Instinct are bringing an action adventure game to the table.
I have seen the videos and the graphics look stunning.  Rare hasn't
always been known to get their games done on time however, so it
is possible that this game won't make the launch.

Two Nintendo Games seemed to have slipped off the release list.  This
hasn't been confirmed, but Eternal Darkness and Super Smash Brothers
Melee have both been left off lists that have been given to TRU and a
Canadian Newspaper.
This might just be a shuffling on Nintendo's part,
as they have quite a few third party games this time around and
having 7 titles on the shelf from Nintendo will cannibalize their own
sales.  I
find it odd though since these two title are among the top 4 most wanted
games.


It should be a much better launch than the N64 launch.  The two games we
got, just weren't enough.

Dain


 ------------
Category 14,  Topic 2
Message 26         Sat Aug 11, 2001
A2.DAIN [Dain]               at 13:16 PDT

Since I gave Nintendo a Game report, I figured that I ought to do the
same for the Third Parties....here goes....

Third Party Titles at Launch.

Madden NFL 2002: EA sports is bringing a port of their PS2 game, that is
said to have slightly better graphics and better AI.  Madden really
shines on the PS2, so this is a really welcome launch title(if you like
football of course).

All Star Baseball 2002: Acclaim is bring their baseball series to the
Gamecube and are seemingly promising this to be out at launch.

MonkeyBall: This is a Sega Arcade port that I really don't know much
about.  It's seemingly some kind of take on Marble Madness.  It's
supposedly quite fun, and as of today the only game due out before
launch:)  October 30th.:)

Dave Mirra's Freestyle BMX 2:  This game is popular(I think) on the PS
and PS2.  It's a BMX trick game.  I am not a huge fan of the genre, so
I'll have to see on this one.

Crazy Taxi:  Acclaim has handled the port from the Sega Dreamcast, and
it is now scheduled to be a launch title.   It also received a pretty
good review score on http://www.gamebits.net.  Check it out.  It should
be a fun game on the Gamecube.

NFL Quarterback Club 2002:  Another football game this time from
Acclaim.

XG3-Extreme Racing:  A futuristic racer with plenty of speed.
Supposedly has a four player mode.

Rogue Squadron 2: Rogue Leader:  This game looks to be incredible.  I
have seen lots of videos and stills of this game and the visuals are
incredible.  If they match this with even mediocre gameplay it should
fly off the shelves.  The game follows The original Star Wars Trilogy
and lets you battle through all the major battles and many new ones.
What I look forward to most.  Flying  into the Super Structure of new
Death Star orbiting Endor. I have seen the first Death Star Battle and
some stills of the battle on the surface of Hoth.  It completely
obliterates anything seen on the N64.

Universal Studios:  This game from Kemco, I know nothing about.  Your
guess is as good as mine.

NFL Blitz 2002: A football game with way over the top action.  Based on
the arcade game of the same name.

NHL Hitz 2002:  A hockey game with way over the top action.  Basically
the same concept as Blitz.

Batman: Dark Tomorrow: A game from Kemco, that hopefully won't follow
the trend of really bad Batman games.  I haven't seen a good one since
the original Batman on the NES from Sunsoft.


Dain Neater


 ------------
Category 14,  Topic 2
Message 28         Thu Aug 23, 2001
KGAGNE [Ken]                 at 09:31 PDT

The following GameCube titles will be released by Nintendo in America in
2001:

Luigi's Mansion
Wave Race: Blue Storm
Animal Forest
Pikmin
Eternal Darkness
and Super Smash Brothers Melee

 ------------
Category 14,  Topic 2
Message 29         Sat Aug 25, 2001
A2.DAIN [Dain]               at 18:01 PDT

Replying to 'Ken' in Category 14 Topic 2:

> The following GameCube titles will be released by Nintendo in America
> in
> 2001:
>
> Luigi's Mansion
> Wave Race: Blue Storm
> Animal Forest
> Pikmin
> Eternal Darkness
> and Super Smash Brothers Melee

Just an aside.  These are the games that Nintendo themselves is bringing
to the Cube.  There will also be some from Third Parties as well.

Dain


 ------------
Category 14,  Topic 2
Message 33         Thu Sep 13, 2001
KGAGNE [Ken]                 at 21:06 PDT

Capcom has said it will rework and re-release all its Resident Evil for the
Nintendo GameCube, beginning with the original RE, due in Japan on March 22nd.
These remastered editions will be exclusive to the GameCube, and will climax
with the release of Resident Evil 4 as a GameCube exclusive, in addition to
the Resident Evil Zero game they've been working on forever - which is also a
GameCube exclusive.

Don't tell me this system isn't going to rock. :)

-Ken

 ------------
Category 14,  Topic 2
Message 34         Mon Sep 17, 2001
A2.DAIN [Dain]               at 20:03 PDT


Nintendo Gamecube Rumormill.....

Capcom vs. SNK 2.  A new fighting game has supposedly shown up in the computer
system of at least one retailer for a December Release.  I am not hooked up so
I can't confirm this.

Final Fantasy Rumors have been all over the web, stating that one game at
least will be heading towards the Cube.  I put this rumor up with all the
Deforest Kelly is dead rumors that used spread across the internet like
wildfire.

Namco has 5 games known slated for the PowerPC driven machine.  Ridge Racer
Next, Soul Calibur 2, Klonaoa 2: Lunatea's Veil, Smashing Drive (futuristic
racer) and Dead to Rights.



Later

 ------------
Category 14,  Topic 2
Message 40         Tue Oct 23, 2001
A2.DAIN [Dain]               at 19:43 PDT


Electronic Arts has announced that it will release Cel Damage, its cel-shaded
car combat game, on the Nintendo GameCube. The game, which will debut on the
Microsoft Xbox on November 15, is being designed to take advantage of the
GameCube hardware.


Dain

 ------------
Category 14,  Topic 2
Message 41         Wed Oct 24, 2001
A2.DAIN [Dain]               at 19:06 PDT


Midway Announces some of it's 2001-2002 lineup.

2001 Quarter 4
  NHL Hitz 2002
2002 Quarter 1
  NFL Blitz 2002
  Spy Hunter : You can find a review of the PS2 version at www.gamebits.net
2002 Quarter 2
  Gauntlet: Dark Legacy : also reviewed on www.gamebits.net for the PS2
  Gravity Games BMX
  MLB Slugfest
  Red Card Soccer
2002 Quarter 3
  Mortal Kombat 5
  NFL Blitz 2003
  NHL Hitz 2003
2002 Quarter 4
  Defender
  Dr. Muto
  Freaky Fliers
  NBA Basketball



Dain

 ------------
Category 14,  Topic 2
Message 42         Wed Oct 24, 2001
A2.DAIN [Dain]               at 19:09 PDT


Acclaim has announced their Gamecube Lineup for the Next two quarters.

October-December
  All Star Baseball 2002
  Crazy Taxi
  Dave Mirra Freestyle BMX 2

January-March 2002
  All Star Baseball 2003(two baseball games in 5 months..sounds nuts to me)
  Jeremy McGrath Supercross World
  NFL QB Club 2002
  XG3 Extreme G Racing


Dain

 ------------
Category 14,  Topic 2
Message 43         Thu Oct 25, 2001
KGAGNE [Ken]                 at 08:19 PDT

>  Spy Hunter : You can find a review of the PS2 version at www.gamebits.net
>  Gauntlet: Dark Legacy : also reviewed on www.gamebits.net for the PS2

See also Cat 27, Top 2, Msg 17 for Gauntlet, and Msg 47 for Spy Hunter. :)

Thanks Dain!

-Ken

 ------------
Category 14,  Topic 2
Message 46         Mon Nov 05, 2001
KGAGNE [Ken]                 at 20:06 PDT

What are everyone's most anticipated GameCube games?  I'm in the odd position
of having to recommend the best GCN games to this year's shoppers - before the
system comes out.  Maybe you can give me some ideas. :)

-Ken

 ------------
Category 14,  Topic 2
Message 47         Thu Nov 29, 2001
A2.DAIN [Dain]               at 20:45 PDT

Here is a heads up.  Tonight I rented the game Super Monkey Ball by Sega for
the Nintendo Gamecube and I was surprised to find that this is a very simple to
play and yet very addictive game.  I haven't had the chance to play multiplayer
but it has lots of options for mini games and battle modes.  It reminds me
quite a bit of Marble Madness, but with much better control.

You are a Monkey in a Ball...now doesn't that just scream fun?

Dain

 ------------
Category 14,  Topic 2
Message 48         Thu Nov 29, 2001
KGAGNE [Ken]                 at 21:58 PDT

Dain,

I find Monkey Ball painfully frustrating.  The levels are much too insidious
to be any fun.  Even the mini-games and multiplayer games are pretty whacked.

IMHO. :)

-Ken

 ------------
Category 14,  Topic 2
Message 49         Fri Nov 30, 2001
A2.DAIN [Dain]               at 09:48 PDT


I see Ken, it seems you prefer those really easy kiddie games like Metal Gear
Solid 2.;)

Dain


 ------------
Category 14,  Topic 2
Message 50         Sat Dec 01, 2001
KGAGNE [Ken]                 at 20:05 PDT

> I see Ken, it seems you prefer those really easy kiddie games like Metal
Gear
> Solid 2.;)

If I can't snap the gosh dang monkey's little neck, then what's the point?

-Ken

 ------------
Category 14,  Topic 2
Message 51         Wed Dec 05, 2001
KGAGNE [Ken]                 at 16:48 PDT

Now this is just weird.

I've been playing Wave Race, trying to win the Expert Circuit... but there's
one rocky course where there's little room between the buoys and the
obstacles.  My experiences so far have been very frustrating.

After one particularly dismal failure, I tried again, but switched my stereo
receiver from GameCube to FM radio - the classical station was playing
Beethoven.

Right off the starting gate, I took the lead and never let it slip for even a
moment.  I beat my best record by 21 seconds.

I guess you could say I left the competition far Bach. :)

-Ken

 ------------
Category 14,  Topic 2
Message 52         Wed Dec 05, 2001
A2.DAIN [Dain]               at 21:11 PDT


Ken said....
>>I guess you could say I left the competition far Bach. :)


That was quite bad:)

Just curious, are you going to actuallly review any Nintendo Games?;)

Dain

 ------------
Category 14,  Topic 2
Message 53         Thu Dec 06, 2001
KGAGNE [Ken]                 at 06:53 PDT

Dain,

I don't know if I'll be reviewing any GameCube games.  I haven't played any
other than those that came out on the launch date, and I'm not sure it's too
late to review one now. (timing, timing!)  I'm a bit torn between reviewing
Rogue Leader (GCN) or Harvest Moon 3 (GBC) tonight.  I'm not a huge Star Wars
fan, which may make me a good candidate to review Rogue Leader.

I also hate to review first-party Nintendo games (Luigi's Mansion, WaveRace)
for reasons you and I discussed the other night regarding game selection and
availability. :)

What do you think?  Rogue Leader or Harvest Moon? :)

-Ken

 ------------
Category 14,  Topic 2
Message 54         Thu Dec 06, 2001
A2.DAIN [Dain]               at 21:11 PDT


Well, I already know that I like Rogue Squadron II, so I don't need a review:)
I would say review Pikmin or Super Smash Brothers Melee, but those are first
party titles.  I would however like to see a review of the Action RPG Baldur's
Gate: DA, for PS2.  I don't have a PS2, but I would like an opinion of the
game.

Dain

 ------------
Category 14,  Topic 2
Message 55         Mon Dec 10, 2001
KGAGNE [Ken]                 at 14:19 PDT

On Wave Race's options screen, press X + Z + Start simultaneously, and you'll
be asked for a password.  "DLPHNMOD" allows you to race in Dolphin Park on a
dolphin instead of a jetski.

Unfortunately, you can't save this feature, nor can you race with the dolphin
or do any non-jump stunts.  It's a neat secret but I don't see the porpoise.

-Ken

 ------------
Category 14,  Topic 2
Message 56         Fri Dec 21, 2001
KGAGNE [Ken]                 at 08:16 PDT

                   Nintendo GameCube
                   Release Schedule
               [Current as of 12/13/01]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Simpson's Road Rage                      12/18/01
   Universal Studios                        12/18/01
   NFL Quarterback Club                     12/18/01
   Cel Damage                               01/08/02
   18 Wheeler                               01/09/02
   NBA Courtside 2002                       01/14/02
   NFL Blitz 2002                           01/29/02
   Dark Summit                              February
   Eternal Darkness:Sanity's Requiem        02/11/02
   Sonic Adventure 2: Battle                02/12/02
   Phantasy Star Online Ver.s               02/15/02
   All Star Baseball 2003                   02/28/02
   Batman: Dark Tomorrow                    03/15/02
   Virtua Striker                           03/19/02
   STARFOX Adventures: Dinosaur Planet      03/25/02
   Bloody Roar 3                            03/26/02
   Tetris Worlds                            03/29/02
   Jimmy Neutron Boy Genius                 April
   Black Pedal                              April
   WWF Wrestlemania                         April

 ------------
Category 14,  Topic 2
Message 57         Thu Jan 10, 2002
KGAGNE [Ken]                 at 08:47 PDT

In a recent teleconference, Nintendo reaffirmed that first-party titles Mario
Sunshine, Star Fox Adventures: Dinosaur Planet, Eternal Darkness, Zelda, and
Metroid will all ship for the GameCube in 2002.

 ------------
Category 14,  Topic 2
Message 58         Fri Jan 11, 2002
KGAGNE [Ken]                 at 21:02 PDT

IGN.com reports that the GameCube sequel to Perfect Dark, the Nintendo 64
first-person shooter and unofficial sequel to Goldeneye, will appear in 2003
or 2004 - but definitely not this year.

-Ken

 ------------
Category 14,  Topic 2
Message 59         Sat Jan 12, 2002
A2.DAIN [Dain]               at 09:43 PDT

Ken wrote...
In a recent teleconference, Nintendo reaffirmed that first-party titles Mario
Sunshine, Star Fox Adventures: Dinosaur Planet, Eternal Darkness, Zelda, and
Metroid will all ship for the GameCube in 2002.

Dain responds...
Well, I have no doubt we will see Mario, but Zelda is scheduled for a late
2002 release for Japan.  If things go the way they did in the past, we might
not see a new Zelda til May 2003.  Then again...what do I know?;)



Dain

 ------------
Category 14,  Topic 2
Message 60         Sat Jan 12, 2002
KGAGNE [Ken]                 at 14:31 PDT

Dain,

> Well, I have no doubt we will see Mario, but Zelda is scheduled for a late
> 2002 release for Japan. If things go the way they did in the past...

Zelda: Ocarina of Time for Nintendo 64 had a simultaneous release in Japan and
the USA. :)

-Ken

 ------------
Category 14,  Topic 2
Message 61         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:15 PDT

                   Nintendo GameCube
                   Release Schedule
               [Current as of 01/28/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Dark Summit                              02/05/02
   Sonic Adventure 2: Battle                02/12/02
   Smashing Drive                           02/19/02
   18 Wheeler                               02/19/02
   All Star Baseball 2003                   02/26/02
   Jeremy McGrath's Supercross World        02/26/02
   Driven 2                                 March
   NBA Street                               03/05/02
   Gauntlet Legends                         03/05/02
   Spy Hunter                               03/12/02
   Pac Man World 2                          03/12/02
   Batman: Dark Tomorrow                    03/15/02
   Eternal Darkness:Sanity's Requiem        03/15/02
   Disney's Donald Duck: Goin Quackers      03/19/02
   Bond 007: Agent Under Fire               03/19/02
   STARFOX Adventures: Dinosaur Planet      03/25/02
   Bloody Roar 3                            03/26/02
   NFL Blitz 2002                           03/26/02
   Home Run King                            03/26/02
   Soccer Slam                              03/26/02
   Burnout                                  04/09/02
   Spiderman: The Movie                     04/16/02
   Gravity Games BMX                        May
   MLB Slugfest                             May
   Red Card Soccer                          May
   Legends of Wrestling                     05/14/02
   Zoo Cube                                 05/14/02
   Virtua Striker                           05/21/02
   Toxic Grind                              06/03/02
   World Series Baseball 2K3                06/11/02
   Phantasy Star Online Ver.2               06/17/02
   Jimmy Neutron Boy Genius                 06/26/02
   WWF Wrestlemania X8                      06/26/02
   Tetris Worlds                            July
   Turok Evolution                          08/20/02
   Chris Edwards Aggressive Inline Skating  08/20/02
   Armada 2: Star Command                   09/02/02

 ------------
Category 14,  Topic 2
Message 62         Thu Feb 21, 2002
KGAGNE [Ken]                 at 22:05 PDT

I played my GameCube today for the first time in months.  Sigh.  This system
desperately needs more games...

-Ken

 ------------
Category 14,  Topic 2
Message 63         Fri Feb 22, 2002
SYNDICOMM [Sheppy]           at 16:20 PDT

>>>I played my GameCube today for the first time in months.  Sigh.  This
system desperately needs more games...

Doesn't sound promising for Nintendo.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 64         Fri Feb 22, 2002
A2.DAIN [Dain]               at 18:18 PDT

>>>>>I played my GameCube today for the first time in months.  Sigh.  This
system desperately needs more games...

>>Doesn't sound promising for Nintendo.

I was just at Best buy and there were 3 new games on the Shelf for the
Gamecube.
18 Wheeler (or something like that)
Smashing Drive (Driving and Crashing I guess)
NBA Street.  (An NBA Jam type over the top basketball game)

Not exactly my cup of tea on any of those.

There are more than enough games for the casual gamer, but those die hard (and
obvously rich) gamers that buy everything are hurting for games.  Can't say
that I feel sorry for them..there are other things in the world to do:)

Dain

My advice as always....Diversify.
Dain
 ------------
Category 14,  Topic 2
Message 65         Sat Feb 23, 2002
SYNDICOMM [Sheppy]           at 11:29 PDT

>>>My advice as always....Diversify.

Heh... sounds like advice for the independently wealthy to me. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 66         Sat Feb 23, 2002
A2.DAIN [Dain]               at 20:57 PDT

>>Heh... sounds like advice for the independently wealthy to me. :)


Well, I didn't necessarily mean buy every system.  There are always things
like...reading books:)

Dain
 ------------
Category 14,  Topic 2
Message 67         Fri Mar 08, 2002
A2.DAIN [Dain]               at 18:43 PDT

Nintendo of America confirmed today that Squaresoft has officially signed on to
develop for both Gamecube and Gameboy Advance.  This has to be one of the more
surprising developments considering that Sony owns 19% of Square.  No titles
have been officially announced.  Square hasn't released an official comment
yet.

Good news for Gamecube players that like RPGs.

Dain
 ------------
Category 14,  Topic 2
Message 68         Fri Mar 08, 2002
A2.DAIN [Dain]               at 18:46 PDT

Camelot Software Planning of Japan has announced and released screenshots of
both Mario Tennis and Mario Golf for the Nintendo Gamecube.  They are really
branching out as they were responsible for the same two titles on the Nintendo
64 and the Gameboy Color.  Mario Tennis on the Gameboy Color was a lot of fun.
I never had the chance to play the N64 games.  It's always great to see more
titles, lets just hope we also get a chance to play Sega's Virtua Tennis series
on the Gamecube.

Dain
 ------------
Category 14,  Topic 2
Message 69         Sat Mar 09, 2002
KGAGNE [Ken]                 at 08:04 PDT

Dain,

I hadn't heard the Square news.  That's simply amazing.  There has been bad
blood between Hiroshi Yamauchi, president of NCL, and Square ever since they
"abandoned" Nintendo for the Sony PlayStation.  Square has repeatedly stated
their desire to develop for Nintendo since then, especially since Nintendo
owns the handheld market, but Yamauchi has spurned them.

Thanks for the scoop.

-Ken

 ------------
Category 14,  Topic 2
Message 70         Sat Mar 09, 2002
A2.DAIN [Dain]               at 09:01 PDT

The most interesting part about his whole scenario is that Square is setting up
a development house that is funded partially by the Q Fund, which is a fund set
up by the NCL President himself with his own money to spur development from new
companies.

Many people always assuumed that the president of Nintendo was at fault for
this rift, and that pride was a huge part of it.  It later interviews with the
president of Square it was revealed that Square had a huge impact in convince
other companies including Enix to develop games for the Playstation instead of
the Nintendo 64.

Dain



 ------------
Category 14,  Topic 2
Message 71         Tue Mar 12, 2002
KGAGNE [Ken]                 at 23:36 PDT

Title       : DARK SUMMIT
Platform    : Sony PlayStation 2, Microsoft Xbox, Nintendo GameCube
Publisher   : THQ
ESRB Rating : Teen
Game Rating : 8.8
Review by   : Ken Gagne

Snowboarding seems to be a disproportionately popular genre of video game,
with titles like Cool Boarders and SSX earning sequel after best-selling
sequel.

Pardon me if I've been underwhelmed by the sport.

Snowboarding is too plain a setting for straight-out racing, leaving it to
instead focus too much on tricks, stunts, half pipes, and the like. It's a
video game; just who exactly am I showing off for?

Dark Summit, while featuring both racing and tricks, is about neither. THQ's
snowboarding title is a goal-based adventure game for all new next-generation
game consoles (GameCube version reviewed here).

Mt. Garrick has been secured by the government for unexplained reasons. No
self-righteous snowboarder will let a simple matter like national security
keep him from carving the mountain, so strap on your boots and hit the slopes
- you're going to uncover the conspiracy!

Dark Summit sends players to accomplish various mission objectives as they
make their way down the mountain. Challenges include performing sequences of
specific tricks, knocking down snowmen, acquiring bombs, and evading the Ski
Patrol. Each success earns Lift Points, which makes accessible new runs.

The difficulty of these tasks varies wildly, in part due to the variety of
skills they test. Completing one trial can make more available, requiring
multiple runs to try them all. Mt. Garrick is huge, with a single run taking
ten minutes at most. With so many branching paths, hidden areas, and changing
missions, it's a pleasure to be sent back down the slopes again and again.
It's strangely addictive; there's always another challenge to surmount, a few
more points to earn, or a shortcut to explore that warrants "just one more
run."

If you're normally a trickophobe, like me, fear not: Summit's controls are
extremely conducive to all manner of maneuvers, aerial and otherwise. Once
airborne, it's as simple as pressing a key combination, such as A-B-A, with
each combination executes a unique trick. Collecting trick icons scattered
across the slopes will expand one's repertoire. Equipment Points earned from
trick completion will allow outfits and boards to be upgraded. Summit is paced
such that new snowboards are earned roughly when more difficult courses are
unlocked.

Other characters interact with players primarily through the game's excellent
audio. The archetypal German villain announces over the loudspeakers that
"Everything is normal! Rules are for your protection! Obey!", while skiers
whine over the disturbance snowboarders cause. The music is completely
instrumental, and not the stereotypical hard rock or grunge one might
mistakenly expect from a snowboard title.

Though the blue, green, and red snow is unexpected - as are the land mines and
toxic waste pits - the graphics depict them finely anyway. There's a good
sense of speed, and a floaty feeling when airborne. Some surprising details
sneak in during gameplay. For example, don't think the wanton destruction of
signs and snowmen is without consequences; the resulting debris will continue
rolling down the slopes, smashing into other athletes and obstacles.

If you're a skier who's ever invoked the patrol's wrath by going off the
beaten path, you'll love this game. THQ has finally made snowboarding
interesting by playing up the elements of subversion and subterfuge. Neither a
racer nor a trick-based title, Dark Summit is a high point in gaming
innovation.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 04-Mar-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 2
Message 72         Thu Mar 14, 2002
KGAGNE [Ken]                 at 11:26 PDT

Kemco's Batman: Dark Tomorrow game, originally due for GameCube launch, then
due March 16th, has been pushed to July, according to retailers - and to
November 2002, according to Kemco's public relations firm. :-(

-Ken

 ------------
Category 14,  Topic 2
Message 73         Thu Mar 14, 2002
A2.DAIN [Dain]               at 21:23 PDT

I suspect that Kemco wants the Christmas sales.  Especially since it will get
eaten alive by Resident Evil, Eternal Darkness and Star Fox. This spring and
summer.

Dain
 ------------
Category 14,  Topic 2
Message 74         Fri Mar 15, 2002
KGAGNE [Ken]                 at 08:27 PDT

I dunno, Dain - if the March 16th release was viable, I don't think that
would've conflicted much with the later June releases of Nintendo's
blockbuster.

Ah well.  My main point is that I want more Games for my "Game"-Cube.

-Ken

 ------------
Category 14,  Topic 2
Message 75         Sat Mar 16, 2002
KGAGNE [Ken]                 at 02:12 PDT

                   Nintendo GameCube
                   Release Schedule
               [Current as of 03/13/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Bloody Roar: Primal Fury                 03/19/02
   Home Run King                            03/19/02
   NBA 2K2                                  03/19/02
   NFL Blitz 2002                           03/19/02
   Soccer Slam                              03/19/02
   Disney's Donald Duck: Goin Quackers      03/26/02
   Driven 2                                 03/26/02
   Spider-Man: The Movie                    04/16/02
   Burnout                                  04/30/02
   Resident Evil                            04/30/02
   Legends of Wrestling                     05/14/02
   Rayman Arena                             05/14/02
   Zoo Cube                                 05/14/02
   Lost Kingdoms                            05/15/02
   Red Card 2003                            05/21/02
   Virtua Striker 2002                      05/21/02
   Ultimate Fighting Championship           06/03/02
   STARFOX Adventures: Dinosaur Planet      06/10/02
   Top Gun: Combat Zones                    06/11/02
   WWF Wrestlemania X8                      06/17/02
   Gravity Games BMX                        06/18/02
   Eternal Darkness:Sanity's Requiem        06/24/02
   MLB Slugfest                             06/25/02
   Jimmy Neutron Boy Genius                 06/26/02
   Smuggler's Run 2: Hostile Territory      07/23/02
   Batman: Dark Tomorrow                    July
   FreekStyle                               July
   Tetris Worlds                            July
   Toxic Grind                              July
   Kelly Slater's Pro Surfer                August
   Disney Football                          08/06/02
   Aggressive Inline                        08/20/02
   Turok Evolution                          08/20/02
   BUM                                      09/27/02
   Armada 2: Star Command                   09/02/02
   Rally Race of Champions                  09/02/02
   X-Men Next Dimension                     09/02/02
   Phantasy Star Online Ver.2               10/15/02
   Whirl Tour                               November
   Mace Griffin Bounty Hunter               12/02/02

 ------------
Category 14,  Topic 2
Message 76         Mon Mar 25, 2002
A2.DAIN [Dain]               at 15:26 PDT

What this tells us....
Mario should be here by summer's end.
A wireless controller will be here in June
Eternal Darkness hasn't been delayed any further...
Star Fox Adventures has been delayed further...
A new Nintendo memory card is on the way with 4 times the amount of memory as
the card now released(that should have shipped with the machine) It's still too
small in my opinion:)

Dain Neater



NINTENDO GAMECUBE Product Update


What do MTV, Britney Spears and Mario(TM) have in common? They were all born in
1981 and will be celebrating their 21st birthdays this year. Not only will
Mario turn 21, but he will also make his NINTENDO GAMECUBE(TM) debut later this
year. Other personalities will also be making appearances on NINTENDO GAMECUBE
as the library is expected to grow to more than 100 titles by the end of
September. Nintendo fans better be ready to get the party started.

*       On August 26, the latest title in the blockbuster Mario franchise,
Super Mario(R) Sunshine, a 3-D action-adventure game, will debut exclusively
for NINTENDO GAMECUBE.

*       NINTENDO GAMECUBE endorsement is considerable, with more than 20
publishers, including such heavyweights as: Activision, Acclaim, Capcom,
Electronic Arts, Konami, Midway, Namco, Sega, THQ, and Ubi Soft providing
support.
*       From its inception, NINTENDO GAMECUBE was built to be the easiest of
all video game platforms to develop games for. More than ever before,
programmers, artists and designers are joining Nintendo's noteworthy
development roster and, to date, nearly 400 teams are currently developing
games for NINTENDO GAMECUBE.
*       Star Fox(R) Adventures, a joint development effort by the
world-renowned game designers at RARE, Ltd. and Nintendo, will be available
this fall only for NINTENDO GAMECUBE, retailing for $49.95.
*       The eerily intriguing Eternal Darkness: Sanity's Requiem(TM) will take
players on an action-filled, psychological adventure on June 24. Rated "M" for
mature, this game will offer spine-tingling thrills for $49.95.
*       Beginning June 24, Memory Card 251 will offer consumers more storage
capacity for saving NINTENDO GAMECUBE games at a price of $19.95.

*       Nintendo will offer a revolutionary wireless controller using RF
technology: the innovative Wave Bird(TM) Controller. The Wave Bird Controller
will allow people to play NINTENDO GAMECUBE from anywhere in the room, without
wires and without having to be directly in front of an infrared receiver. The
Wave Bird Controller, priced at $39.95, arrives June 24.
 ------------
Category 14,  Topic 2
Message 77         Thu Mar 28, 2002
A2.DAIN [Dain]               at 21:57 PDT

Nintendo News....from around the web...
Nintendo Claims that 2002 will be their biggest year ever...we'll see...
first up...

Nintendo and Sega (Amusement Vision )are together developing not one, but two
games.  F-Zero AC for the Nintendo Arcade Board called the Triforce, and F-Zero
GC for the Nintendo Gamecube.  Both games are going to share data somehow.
Strange...it appears Nintendo will handle the Art and look and gameplay (EAD)
and Sega will do the majority of the Programming....seems like only yesterday
that these guys were ancient enemies.:)

Eternal Darkness Sanity's Requiem will debut this June

StarFox Adventures will debut this fall.

Super Mario Sunshine Will be realeased this August (U.S.) July (Japan).

Metroid Prime and Koro Koro Kirby are still on tap for a fall release as well.

They also claim that The Legend of Zelda will be relased this year as well,
however I think this is quite doubtful..

Nintendo of Japan Announced that Mario Party 4 would be available for the
Nintendo Gamecube in Japan at the End of the year.
 ------------
Category 14,  Topic 2
Message 78         Mon Apr 01, 2002
KGAGNE [Ken]                 at 09:36 PDT

The following titles were announced on March 30 by SEGA Corporation at the
company's Game Jam 2 event in Tokyo:

"Virtua Fighter Quest" (working title)
Platform: Nintendo GameCube
Release date: 2003
Territory: Japan
Currently in development by SEGA-AM2, an affiliated development company of
SEGA Corporation, "Virtua Fighter Quest" takes the best-selling "Virtua
Fighter" series in a whole new direction.  A departure from the 3D fighting
game genre, "Virtua Fighter Quest" will focus on story elements from the
series, featuring role-playing game (RPG) and adventure game play elements.
The game's 2003 release will commemorate the tenth anniversary of the
renowned "Virtua Fighter" series.

"Phantasy Star Online Episode I & II"
Platform: Nintendo GameCube
Release date: Summer 2002
Territory: Japan
Price in Japan: 6,800 yen
Network fee: 600 yen / 30 days, 1500 yen / 90 days
Phantasy Star Online Episode I & II modem set (including trial version of SW,
and analog modem): 9800 yen
Phantasy Star Online Episode I & II full set (including trial version of SW,
analog modem and keyboard controller): 16600 yen
Order: Through Sega.co,jp start late May

 ------------
Category 14,  Topic 2
Message 79         Wed Apr 17, 2002
KGAGNE [Ken]                 at 08:52 PDT

VIRTUA STRIKER(TM) 2002

Platform: Nintendo GameCube(TM)
Category: Sports
Ship: May 2002
ESRB: E for everyone

Get your cleats on because this soccer game is so realistic you'll have grass
stains on your socks when you're done playing. Virtua Striker(TM) 2002, the
latest installment in the popular Virtua Striker arcade series, makes its
console debut on the Nintendo GameCube(TM) this spring with some of the best
moves around. Licensed by the National Soccer Team of Japan, this game takes
the action of one of the most embraced arcade games of the century and brings
it straight to your home. With 64 teams from different countries to choose
from, this fast and furious-paced game recreates the sport of soccer like
never before. In a mode exclusive to Nintendo GameCube, teams battle for the
International Cup where only the best two teams from each league can make the
final tournament. With full control over your team's roster, you can make
substitutions from any of your 22 players on each team. So adjust your shin
guards and pull up your socks because this is the best game for getting your
kicks.

Key Features:
* Choose teams from one of 64 countries
* Nine modes of play designed to knock your cleats off, including , Edit,
Training, International Cup, Tournament, League, Penalty Kick, Ranking, Goal
Replay, and VS. Match.
* Create strategic players with key skills using the Edit mode. This allows
your team to put its best foot forward on the field, including deciding which
team player takes the best free kicks.
* Battle it out in the exciting Tournament mode among 4, 8, 16 or 32
participating countries playing in tournament style games.
* In the International Cup mode, 8 leagues made up of 4 countries compete,
with the strongest teams battling to be a worldwide soccer power.
* In the league mode every goal counts! Games won, lost and tied have
different points assigned to them, as between 4 and 40 countries battle it
out for the top spot.
* Well-placed shots determine the match in Penalty Kick mode - beating your
opponent's goalie one-on-one is key to who wins and who loses.
* Training mode allows you to sharpen your skills and show your dexterity, as
you dribble, shoot and pass your way to victory.

The ESRB rating of this game is E

 ------------
Category 14,  Topic 2
Message 80         Thu Apr 25, 2002
KGAGNE [Ken]                 at 08:30 PDT

Nintendo will be releasing a three-disc, enhanced version of The Legend of
Zelda: Ocarina of Time, originally a Nintendo 64 game, for the GameCube.

Woo-hoo!

 ------------
Category 14,  Topic 2
Message 81         Fri Apr 26, 2002
A2.DAIN [Dain]               at 16:57 PDT


Ken,
  Where did you hear that?  I haven't seen that, but I have seen rumors of a
Zelda compilation for Gamecube......

Just Curious,
Dain
 ------------
Category 14,  Topic 2
Message 85         Tue Apr 30, 2002
KGAGNE [Ken]                 at 21:39 PDT

Dain,

ComputerAndVideoGames.com relates that Japanese magazine Dengenki reported on
the director's cut of Ocarina of Time.

-Ken

 ------------
Category 14,  Topic 2
Message 87         Thu May 16, 2002
KGAGNE [Ken]                 at 10:52 PDT

I wonder if the GameCube will go down in price.  Why would someone buy a $200
game console, when they can buy a $200 game console/DVD player (the PS2)?

-Ken

 ------------
Category 14,  Topic 2
Message 88         Thu May 16, 2002
A2.DAIN [Dain]               at 20:27 PDT

Ask Europe....The Xbox has been down in price for a while in Europe and the
gamecube has sold much better and it has only been out a few weeks.  I think it
is a great price for a Combo machine though.  I hope to see the game cube at
$149 soon.  I already have one, but I think it has been Nintendo's plan all
along to get the price down to $99 or so, will that happen...no clue.

Dain
 ------------
Category 14,  Topic 2
Message 89         Mon May 27, 2002
KGAGNE [Ken]                 at 19:54 PDT

This week, Activision publishes Lost Kingdoms, the first RPG for the Nintendo
GameCube.

Pretty good, considering it took the Nintendo 64 more than four years for its
first RPG to be released.

Other than me, any GameCube gamers here intending to get Lost Kingdoms?

-Ken

 ------------
Category 14,  Topic 2
Message 90         Tue May 28, 2002
A2.DAIN [Dain]               at 20:06 PDT


Ken,
  I can only have one RPG going at a time, otherwise things get very confusing.
 Currently I am trying to tackle Morrowind on the PC.  I might be swayed once I
find out more about it.  I currently know next to nil on the game.

I plan on getting Eternal Darkness.

Dain

 ------------
Category 14,  Topic 2
Message 91         Mon Jun 17, 2002
A2.DAIN [Dain]               at 15:17 PDT


This last weekend I rented Burnout from Acclaim for the Nintendo Gamecube and I
am happy to report that it doesn't suck as much as the last few Acclaim titles
I have played have.  At first I was really annoyed by this racing games'
obsession with wrecks and how it goes as far as keeps track of the most
expensive accidents in the game.  Once you learn how not to wreck it's fun to
see if you can avoid the oncoming traffic at an intersection when you have just
blown the red light.:)

So far it is a pretty decent racing game, kind of simiar to Ridge Racer 64
which was a worthwhile racer on the Nintendo 64.  I am not sure if it is worth
the full price of a game, but I might seriously consider getting it at the used
price.  That's saying quite a bit since I very rarely pay full price for a
game.  It has to be something great.  I'd completely review it, but I don't
think I am going to have this game long enough to feel comfortable doing so.
Maybe in a few months.


Dain
 ------------
Category 14,  Topic 2
Message 92         Mon Jun 17, 2002
KGAGNE [Ken]                 at 20:08 PDT

Dain,

I don't think Burnout costs the full price of a new game.  Some Xbox and
GameCube games are going for $19 - $34.

-Ken

 ------------
Category 14,  Topic 2
Message 93         Sun Jun 30, 2002
KGAGNE [Ken]                 at 08:53 PDT

Title       : LOST KINGDOMS
Platform    : Nintendo GameCube
Publisher   : Activision
ESRB Rating : Teen
Game Rating : 8.2
Review by   : Ken Gagne

Role-playing games (RPGs) on the Nintendo 64 was a lost cause. It wasn't
until the last year of the system's life that games such as Aidyn Chronicles
and Paper Mario appeared.

I have higher hopes for the Nintendo GameCube, and though its first outing -
Activision's Lost Kingdoms - is not a traditional RPG, it bears several
positive elements which make it enjoyable in its own right.

Lost Kingdoms' focus is not on the story: a black fog has enshrouded the five
kingdoms, requiring Princess Katia to dispel its mysterious source. No, the
focus here is on the decks of cards Katia carries. Every monster she battles
can be captured and used as a playing card in battle. Each card has a unique
type and attribute, such as Weapon-type or Summon-type cards with Fire or
Earth traits. Katia herself has no characteristics, such as strength or
defense; all encounters are resolved through use of her cards. Gamers play
Katia's cards in real-time, dodging enemy attacks and aiming tosses of cards.
There are no menu-driven battles or grid-based tactics.

The game is divided into short missions consisting of landscapes Katia must
explore, usually to reach an endpoint and defeat a boss. She can carry only a
limited number of cards, and each can be used only once per mission. Proper
deck composition is essential; walking into a nest of Water monsters with
nothing but Fire cards is a formula for failure.

But gamers unfamiliar with the appeal of collectible card games may find Lost
Kingdoms' gameplay not discouraging, but refreshing. It took me a while to
understand the finer points of building decks and capturing cards, and I'm
still not a slave to detail - but it's not much different from other RPG
systems. Rather than defeating monsters to gain experience and "level up",
players can capture a greater number of more powerful cards. Random battles
can affect the landscape, revealing new paths or hidden items and furthering
players' arsenals. Players with the patience to uncover all the game's
secrets will not meet with meaningless rewards; a new card is a real reward
that benefits the player and makes further progress possible. With the
absence of armor, magic potions, and other inventory necessities, players are
free to focus on their decks.

Unfortunately, other RPG staples which would've translated well to this title
are absent. There is no voice acting for any of the characters, nor the
opportunity to revisit previous levels to look under every rock for missed
treasure. The game does not penalize failure, other than to return players to
the level's entrance. The missions are fairly short; with the proper amount
of deck building, the game can be finished (if not mastered) in less than the
20 hours the packaging advertises.

Lost Kingdoms does offer a competitive two-player mode, however, inviting
players to pit their decks against each other, with the victor gaining spoils
from her opponent's deck. But in either one- or two-player mode, the lack of
clear indication as to a card's elemental nature makes quick decisions
difficult to cut; I must often pause during a battle to reference my card
statistics to see what card does what.

Lost Kingdoms is not what I expected. It's a non-traditional RPG; as someone
who's never caught the Magic: The Gathering or Pokemon crazes, my first
impression was that I'd dislike Lost Kingdoms. I was pleasantly proven wrong.

All is not lost; the future for GameCube RPGs is bright.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 17-Jun-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 2
Message 94         Wed Jul 10, 2002
KGAGNE [Ken]                 at 13:33 PDT

                   Nintendo GameCube
                   Release Schedule
               [Current as of 07/05/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Top Gun: Combat Zones                    07/23/02
   Smuggler's Run: Warzones                 07/23/02
   Barbarian                                07/23/02
   Ultimate Fighting Championship           07/23/02
   Gravity Games Bike                       07/29/03
   NCAA Football 2003                       07/30/02
   FreekStyle                               08/06/02
   Aggressive Inline                        08/06/02
   NFL Blitz 2003                           08/12/02
   Disney's Magical Mirror                  08/12/02
   Beach Spikers                            08/13/02
   Maddel NFL 2003                          08/13/02
   NFL 2K3                                  08/20/02
   Worms Blast                              08/20/02
   MLB Slugfest                             08/26/02
   Super Mario Sunshine                     08/26/02
   Rocket Power: Beach Bandits              08/27/02
   Turok Evolution                          08/30/02
   Top Angler                               09/02/02
   Pac Man Fever                            09/03/02
   NCAA College Football 2K3                09/03/02
   Scooby Doo: Night of 100 Frights         09/04/02
   Scorpion King: Rise of the Akkadian      09/10/02
   Egg Mania: Eggstreme Madness             09/10/02
   Big Air Freestyle                        09/10/02
   Super Monkey Ball 2                      09/10/02
   NHL Hitz 2003                            09/16/02
   Animal Crossing                          09/16/02
   Monsters, Inc.                           09/16/02
   Kelly Slater's Pro Surfer                09/17/02
   Crash Bandicoot: The Wrath of Cortex     09/17/02
   Dragon's Lair 3D                         09/20/02
   Mortal Kombat Deadly Alliance            09/23/02
   Need for Speed: Hot Pursuit 2            09/23/02
   NHL 2003                                 09/23/02
   Robotech: Battlecry Collectors Edition   09/23/02
   Mat Hoffman's Pro BMX 2                  09/24/02
   Time Splitters 2                         09/24/02
   Star Wars: The Clone Wars                09/24/02
   Jimmy Neutron Boy Genius                 09/25/02
   Mystic Heroes                            09/30/02
   Star Fox Adventures                      09/30/02
   Freaky Flyers                            October
   NASCAR Thunder 2003                      October
   Barbie Treasures in Time                 October
   Match Point Tennis                       10/02/02
   Rugrats: Royal Ransom                    10/04/02
   Knockout Kings 2003                      10/08/02
   Swingerz Golf                            10/08/02
   Backyard Football                        10/08/02
   Taz Wanted                               10/08/02
   Robotech: Battlecry                      10/08/02
   Die Hard Vendetta                        10/08/02
   Rally Fusion: Race of Champions          10/15/02
   BloodRayne                               10/15/02
   Disney Sports Skateboarding              10/15/02
   Disney Sports Soccer                     10/15/02
   Black & Bruised                          10/15/02
   Legends of Wrestling                     10/15/02
   Nickelodeon Party Blast                  10/15/02
   Museum                                   10/15/02
   Evolution Worlds                         10/15/02
   Vexx                                     10/17/02
   Hot Wheels: Velocity X                   10/21/02
   Ty the Tasmanian Tiger                   10/21/02
   X-Men Next Dimension                     10/22/02
   NBA 2K3                                  10/22/02
   Mario Party 4                            10/28/02
   Resident Evil Zero                       10/29/02
   Enclave                                  10/29/02
   Godzilla: Destroy All Monsters           10/29/02
   Butt Ugly Martians: Zoom & Doom          10/29/02
   Tom Clancy's Ghost Recon                 10/29/02
   Phantasy Star Online Episode I & II      10/29/02
   Defender                                 November
   Mace Griffin Bounty Hunter               November
   Whirl Tour                               November
   Rayman 3 Hoodlum Havoc                   November
   Minority Report                          November
   Fireblade                                November
   Pro Race Driver                          11/04/02
   Mike Tyson Boxing                        11/04/02
   Charge & Blast                           11/04/02
   Batman: Dark Tomorrow                    11/05/02
   Tony Hawk's Pro Skater 4                 11/05/02
   FIFA 2003                                11/05/02
   NBA Live 2003                            11/05/02
   Harry Potter and the Chamber of Secrets  11/05/02
   Outlaw Golf                              11/05/02
   Zapper                                   11/05/02
   Wario World                              11/11/02
   NHL 2K3                                  11/11/02
   Frogger Classic                          11/12/02
   Disney Sports Basketbal                  11/12/02
   Disney Sports Football                   11/12/02
   Tiger Woods PGA Tour 2003                11/12/02
   Mary Kate & Ashley: Sweet 16             11/12/02
   Evolution Skateboarding                  11/12/02
   Tom Clancy's Sum of All Fears            11/12/02
   Star Wars Bounty Hunter                  11/12/02
   Tankers                                  11/15/02
   Metroid Prime                            11/18/02
   BattleBots                               11/18/02
   Bond 007: Nightfire                      11/18/02
   Medal of Honor Frontline                 11/18/02
   Rayman Arena                             11/18/02
   Star Wars Jedi Knight II: Jedi Outcast   11/19/02
   Shrek: Extra Large                       11/19/02
   Dave Mirra BMX XXX                       11/26/02
   Crouching Tiger Hidden Dragon            12/02/02
   Sponge Bob Square Pants                  12/02/02
   Evolution Snowboarding                   12/10/02
   Tom Clancy's Rainbow Six Raven           January
   Armada 2: Star Command                   01/02/03
   NCAA College Basketball 2K3              01/15/03
   XIII                                     02/03/03
   Legend of Zelda                          02/03/03
   Conflict: Desert Storm                   02/17/03
   Chessmaster                              03/03/03
   Tom Clancy's Rainbow Six Splint          03/03/03
   Haven: Call of the King                  03/03/03
   Dr. Muto                                 03/03/03
   NBA Ballers                              03/03/03
   RTX Red Rock                             03/03/03
   Gladius                                  03/03/03
   Shaun Murray's Pro Wakeboarder           03/04/03
   1080 White Storm                         April

 ------------
Category 14,  Topic 2
Message 95         Sun Jul 14, 2002
A2.DAIN [Dain]               at 15:16 PDT


Phantasy Star 1 and 2 Online comes out this October (I think).  I was just
wondering what your thoughts are on the game, Ken?  There is a review on
Gamebits, but it wasn't from you it was from Larry.  I was just curious as to
what your thoughts were, and if you have hopes for this Gamecube(and I believe
Xbox title).


Dain



 ------------
Category 14,  Topic 2
Message 96         Mon Jul 15, 2002
KGAGNE [Ken]                 at 09:52 PDT

Dain,

I played Phantasy Star Online only a little bit.  It's more an action title
than an RPG, IMHO.  OTOH, it was the first online RPG I'd ever played, and
being able to walk through a town and speak with other people's avatars was
absolutely awesome.  I was very low level, though, and was unable to
participate in many adventures.  High-level characters kept trying to give me
powerful equipment to slay big monsters and acquire experience, moving up in
level more quickly... I don't like that, and would rather earn my own way.

Considering how many people did like the Dreamcast version, though, I think it
will do well on GameCube & Xbox.

-Ken

 ------------
Category 14,  Topic 2
Message 97         Sat Aug 10, 2002
A2.DAIN [Dain]               at 23:12 PDT


Suddenly there seems to be lots of releases for the Gamecube.  I am still
engaged in Eternal Darkness, but it seems like for the rest of the year there
are about 2 games a month that I want.  Granted I won't get them all.  :)  It
seems like only months ago there was nothing worth noting at all. (It was).

Dain
 ------------
Category 14,  Topic 2
Message 98         Thu Aug 22, 2002
KGAGNE [Ken]                 at 10:06 PDT

Title       : TONY HAWK'S PRO SKATER 3
Platform    : Sony PlayStation, Sony PlayStation 2, Nintendo 64, Nintendo
              GameCube, Microsoft Xbox
Publisher   : Activision
ESRB Rating : Teen
Game Rating : 9.0
Review by   : Evan Wade

It's hard for anyone to be successful at a major undertaking three times in a
row these days. Don't believe me? Ask the post-Jordan Bulls. A company that
puts out an excellent game is often hard-pressed to produce a sequel that
matches or surpasses the first.

Luckily, Activision's Neversoft team hasn't had this problem with their
outstanding Tony Hawk series. The relatively obscure Tony Hawk's Pro Skater
2x notwithstanding, these once-unknown developers have made a name for
themselves and, with Tony Hawk's Pro Skater 3, have created the three best
skateboarding games on the market, bar-none. [GameCube version reviewed here]

A major component in the quality of any title is the gameplay, and THPS3
definitely does not lack in that department. Neversoft has managed to keep
all three games from being too similar by adding small tweaks to their
innovative engine, this time employing the "revert" trick. Want to add a
360-degree benihana to that 7000-point grind combo? Thanks to the revert, you
now can. This move, which makes once-unheard of scores easily attainable,
allows the player to link vert (ramp) tricks to combos usually reserved for
flip tricks and grinds. A final (and helpful) new implement in the game is a
revamped special move meter. No longer must we wait until after a big trick
to do a special move, as the meter fills up mid-combo. The levels and goals
are nicely varied, too. Skaters will go from a foundry to an airport to a
cruise ship in this game, and a few skate parks in between, with the goals in
each being refreshingly unique and fun to complete.

If you're worrying about limited replay value here, well, don't. A roster of
13 starting skaters and eight hidden characters (including Darth Maul and
Wolverine) awaits you, as well as four hidden levels and a plethora of cheats
to unlock. The fine folks at Neversoft even gave the classic THPS level,
Burnside, a spot in the new game, giving us all something to work for. The
game's multiplayer option will also keep the skate action alive. Tag,
Graffiti, and Horse modes, among others, are available to keep the gamer up
all night with his friends. Be warned, however: the frame rate drops a bit in
modes where two players skate simultaneously.

Tight, easy-to-learn controls are a staple of the THPS franchise, and the
third installment of the series is no exception. Oddly enough, one of the
biggest criticisms about the game also stems from the controls. The GCN's
smallish D-pad and B button provide an interesting, if not entirely fun,
learning experience. Luckily, the game becomes second nature after a couple
of hours, making those difficult secret tapes again a cinch to gain again.

The GameCube is a next-generation system, and this game reflects that with
excellent graphics. The levels, the most exemplary ones being Canada and the
Airport, are amazing, and the character animations are excellent. The bails
alone are almost worth the price of buying the game; who doesn't get a kick
out of seeing Jamie Thomas unexpectedly (and painfully) straddle a handrail
after botching a frontside 5-0 grind? The skaters fall down, roll their
knees, smack their heads, and smash their boards quite a bit, providing many
a chuckle for the sadist in us all. The attention to detail is also amazing
in cases like when the light-up sign in Suburbia loses letters from a skater
running into it. Finally, there is a much higher degree of interactivity with
the levels than in the first two installments. Many goals involve changing or
contorting a level, like the earthquake rails in Los Angeles.

As good as the graphics are, the music isn't. While the soundtrack is
extensive and varies from rap to rock to punk, the songs get old after a few
hours. As much as I like hearing KRS-1 scream "WHAT YOU THOUGHT!?" every time
his song comes on, well, I don't. There are some decent tracks, though, like
CKY's "96 Quite Bitter Beings" and Guttermouth's "I'm Destroying the World."
In contrast, the actual in-game sounds aren't shabby at all. The grind
noises, sounds of wheels hitting a quarterpipe, and the sick thud of a skull
smacking the ground are all realistic - not that I would know what that last
one sounds like. The most irritating noise has to be the people with cameras
that follow you around and say "What you got?" over and over. Too bad you
can't swing the board at these irritating photographers.

If you like the Tony Hawk series on any platform, buy this game. If you've
never played a previous installment, rent it and see how you like it. If you
were waiting to read a good review before you spent your fifty hard-earned
dollars on it, step away from the computer and buy the game now. You won't be
disappointed.
_________________________________________________________________

This article is copyright (c) 2002 by Evan Wade. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 20-Aug-02

Other reviews, FAQs, etc. by Evan Wade can be found at
http://www.gamebits.net

Email: ewade@gamebits.net

 ------------
Category 14,  Topic 2
Message 99         Fri Aug 23, 2002
A2.DAIN [Dain]               at 22:43 PDT


I've noticed new demos in the stores. Playable versions of Super Mario
Sunshine, Metroid Prime and Star Fox Adventures.  I haven't had a chance to try
them out, but I have seen a little and they look like fun.

Dain
 ------------
Category 14,  Topic 2
Message 100        Sat Aug 24, 2002
A2.DAIN [Dain]               at 16:21 PDT


I have to correct myself.  Metroid wasn't playable, but there was a movie.  Too
bad.

Dain
 ------------
Category 14,  Topic 2
Message 101        Sun Sep 01, 2002
KGAGNE [Ken]                 at 08:32 PDT

Hey Dain,

Have you picked up Super Monkey Ball 2 yet?  I haven't sold a single copy at
my store - everyone wants Mario.

-Ken

 ------------
Category 14,  Topic 2
Message 102        Sun Sep 01, 2002
A2.DAIN [Dain]               at 15:56 PDT


Ken,
  No, I haven't picked up my copy yet.  I am still working on the first one.
The Expert level is a total arse kicker.  I am not sure I have ever played
anything this difficult before.  To save money, I am trying to play through the
games I already have, before I move on to bigger and better things.  I will
make an exception at some point.  Just not quite yet:)

I personally can't see Sega's Logic of releasing it along side Mario, it's
almost as if they wanted it to fail.  Although, looking at the Calendar for
Gamecube games, every month it seems there is a big title coming.  Not sure if
there is a good place to release it;)

The Game industry has to be doing excellent this year.   I plan on getting both
Mario and Monkey Ball 2 at some point.  I am just not a "day it comes out"
buyer.  Unless of course it's Zelda;)

Dain
 ------------
Category 14,  Topic 2
Message 103        Fri Sep 06, 2002
A2.DAIN [Dain]               at 22:24 PDT


I went to the video store this evening to rent a movie or game and I saw Animal
Crossing on the shelf, so I picked it up for a week.  I had thought this game
was to be out later this month, but as this game has been getting pretty good
reviews I wanted to check it out, even though it looked incredibly strange.  It
turns out that it is incredibly strange, at least so far.  This isn't
necessarily a bad thing.  The concept of the game is basically to live a day to
day life as a character making money buying things to put in your house.  I'm
going to give it a few days and see if I still enjoy playing it:)

Strange is sometimes okay.

Dain
 ------------
Category 14,  Topic 2
Message 104        Sat Sep 07, 2002
KGAGNE [Ken]                 at 11:34 PDT

Dain,

Yeah, that game's not supposed to ship until the 16th of this month.  Maybe
the rental store chain you were at has an early exclusive; it wouldn't be the
first time something like that happened.

Report back! :)

-Ken

 ------------
Category 14,  Topic 2
Message 105        Sun Sep 08, 2002
A2.DAIN [Dain]               at 12:13 PDT


There used to be a day in the video game industry that releases dates really
didn't matter.  You just sent product out.  If a store got it great, you sold
it.  Now in the day of instant messaging and real time notification, you have
to make sure that everyone has it for sale on the same day.  Plus, this game
isn't really expected to sell huge numbers, so I think that this might be more
of a case of whenever Nintendo sends it out.   I remember a day not to long
ago, when you had no idea what games were going to be out on the shelf until
you got to the store.  Nintendo would just put something out.  No hype.  You
would go to the store pick up the boxes read the back.  This *sounds* good.
There was no internet and the Nintendo Fun Club Magazine came out once every 3
months.  Of course, as a consumer I bought at least one horrible game that way.
 Now a days I never get a horribly game I am much better informed:)  Just for
future note to everyone.  Hydlide on the NES is the worst game I've ever
played:)

On an more interesting note, this Animal Crossing game is surprisingly
addictive, but you have to be able to get past the idea that this game really
has no point, other than to encourage communication with others who will play
in the same town as you, and others who play in different towns (their own
memory card).  Basically, if you are in need of items you can just contact
someone you know playing the game, they have an extra, they go to the store and
convert it to a password based on the other party's name and town name.  Enter
the password and voila you have that item.  It's actually an interesting idea.
Passwords are a pain though.  I still have nightmares about messing up a letter
or two in Kid Icarus or Metroid.

Dain
Dain
 ------------
Category 14,  Topic 2
Message 106        Mon Sep 09, 2002
KGAGNE [Ken]                 at 08:45 PDT

Dain,

The password feature sounds neat.  I wasn't sure how I could play this game
with my friends, when I know practically nobody with a GameCube, especially
one with Animal Crossing.  Sounds like this way, even you and I can exchange
data - and without an Internet connection, too! :)

-Ken

 ------------
Category 14,  Topic 2
Message 107        Mon Sep 09, 2002
A2.DAIN [Dain]               at 20:27 PDT


Ken,
  Yeah.  I've noticed on several boards that I read there are trading threads
started where people trade items back and forth.  The most popular seem to be
trading NES games.  There seem to be two or three layers to this game.  1) you
can trade via password with others remotely.  2) You can have up to four
players play locally on one save game card.  3)  You can "visit" others towns
by hopping on the train, and then swapping memory cards.   It seems like this
particular title might be made for internet type play.  Now if they would have
Americanized the thing and made it so it was more like a the Sims game, it
might be a million seller.  Who knows though, for as strange as it is, it sure
generates a lot of buzz.  Getting the image is everything types to even come
close to this game might be a feat in itself though.

Interesting piece of work though.
Dain
 ------------
Category 14,  Topic 2
Message 108        Thu Sep 19, 2002
A2.DAIN [Dain]               at 18:34 PDT


It was just announced that Baldur's Gate : Dark Alliance is heading to the
Gamecube.  This has been known for a while, but is now official. Another
Port.:)

Dain

 ------------
Category 14,  Topic 2
Message 109        Sun Sep 22, 2002
KGAGNE [Ken]                 at 16:52 PDT

Title       : SUPER MONKEY BALL 2
Platform    : Nintendo GameCube
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 8.0
Review by   : Ken Gagne

Nothing's as fun as a gigabyte of monkeys. Sega, having successfully
accompanied the launch of the Nintendo GameCube with the action-puzzle game
Super Monkey Ball, returns with a sequel that's sure to drive everyone ape.

Super Monkey Ball 2 challenges players to guide a monkey enclosed in a glass
ball from one end of a stage to another. Bananas strewn about the course
provide bonus points, while various environmental obstacles present threats
to the simian's success. A mix of speed and caution will be necessary if
players hope to be alive and gone before the one-minute timer expires.

Enjoy the simplistic-sounding nature, because you'll soon find Monkey Ball 2
to be anything but. The first Monkey Ball featured nearly a hundred levels
that took careful balance and coordination to defeat. In the sequel, the
level design has taken a turn from ingenious to insane, prompting gamers to
wonder how they are expected to ever finish each stage. There are tilting
bridges, high-stepping arthropods, bouncing blobs, and more geometric
obstructions than I can list. The levels are more puzzling than ever, and
more than being hard, are often seemingly impossible.

Though the Challenge mode is appropriately named, the Story mode grants
players unlimited lives with which to attempt each level. In exchange for
this bounty, we must endure a wrenching story of the four protagonists'
efforts to rescue their bananas from the evil Dr. Bad-Boon. I can't tell what
effect Sega was hoping to achieve with these scenes' corny dialogue and
impossible situations. Whether it's a case of being intentionally cheesy, or
the original Japanese not translating well, these exchanges are so bad,
they're funny - but just barely.

That's all in the solo mode; a main draw for this game is the multitude of
multiplayer methods. Four players can attack the puzzle mode in turns or
simultaneously, or compete head-to-head in a dozen different mini-games.
Returning from the original Monkey Ball are six favorites such as Monkey
Fight and Monkey Bowling, expanded with new levels and variations. New games
include Monkey Dogfight, Monkey Soccer, and Monkey Baseball. The right to
enjoy these diversions is earned in the one-player mode, though, at such a
rate that more than 30 levels must be traversed before unlocking even one
mini-game. Your friends will know you love them if you've the dedication to
unlock all six new games.

Though SMB2's one-player mode is as addicting as it is irritating, it is the
multiplayer modes that proclaim proclaimed as the ultimate party game; yet I
predict Mario Party 4 will be a better title. As many monkey games as Sega
can cram, there's still greater quality, quantity, and variety in the
board-type video games that have recently become popular. In the meantime, go
bananas.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 110        Sun Sep 22, 2002
KGAGNE [Ken]                 at 16:52 PDT

Title       : TUROK EVOLUTION
Platform    : Nintendo GameCube, Microsoft Xbox, Sony PlayStation 2
Publisher   : Acclaim
ESRB Rating : Mature
Game Rating : 8.1
Review by   : Ken Gagne

Evolution: a gradual process in which something changes into a different
form.

Thus Turok Evolution, a game published by Acclaim for all current systems, is
not necessarily better than its predecessors - just different. [GameCube
version reviewed here]

Turok is a first-person shooter set in the land time forgot. Our hero,
Tal'Set, is a 19th-century Native American who has been pulled into a world
teeming with dinosaurs and warring clans. Players guide the unwilling hero to
master an assortment of armaments and defeat the merciless monsters.

Turok's once-natural foes have grown into a more intelligent threat. The
dinosaurs and denizens of other Turok games are now accompanied by bipedal
lizards equipped with lethal weaponry. This evolution from biological to
technological has detracted somewhat from the natural charm of the Turok
series: our hero is now less a dinosaur hunter and more a guerrilla.

The aggressors usually demonstrate some thought in their activity. Individual
foes won't attack if they don't have a clear shot, and pairs of soldiers can
coordinate their strafing runs. Turok progresses clearly from one level to
the next, without any returning to past levels to search for more items.
Getting past the enemies in even the first level will be a surprising
challenge to Turok veterans. However, the enemies' use of tracer bullets
clearly marks their locations, making it easy to snipe them and placing more
emphasis on missile attacks than on melee.

Take missiles in the literal sense, as you'll be firing plenty of them from
the back of your airborne pteranodon. As with Star Fox 64, these flying
levels are both on rails (directed movement in one direction) and free-range.
If not for the on-screen targeting scope, neither the presence of an enemy
nor its destruction would likely be noticed. These prehistoric planes have
little of the control of their more modern counterparts, and though these
levels are an unexpected diversion, one is left to wonder what they're doing
in a Turok game?

Though the pternodons may not handle well, the ground controls are a more
complex issue, as there are a limited number of configurations. The setup
most similar to the Nintendo 64, on which previous Turok games were played,
makes jumping an arduous activity, suggesting players should train themselves
to a different layout.

Almost all the local flora reacts to Tal'Set's movements, with waving fronds
and trees that can be chopped down. The environment becomes pixelated and
two-dimensional upon close scrutiny, though. He may be free to wander off the
beaten path and into the brush, but a two-dimensional wall of vines will halt
his progress as sure as any grenade.

As with all first-person games, Evolution is laden with multiplayer modes.
The unlikely rules can include "Capture the Fire", holding a monkey for as
long as possible, or aerial dogfights. Most scenarios are intended for teams
or large groups, and without the option for computer-controlled opponents, a
mere pair of gamers will quickly grow bored.

Also boring are load times surprisingly interminable for so small a disc;
moving between levels or even menus creates a wait of a second or several.

Between load times, I hoped for this game to eventually evolve into the
fantastic experience I was expecting, but was ultimately underwhelmed. Turok
is a beautiful and challenging game that doesn't have enough unique qualities
to make it stand out. Deathmatches were done better in Perfect Dark, and in
some ways, even the first Turok better captured the sense of the Lost Land.
Alas, those times are ancient history.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 111        Thu Oct 17, 2002
A2.DAIN [Dain]               at 21:44 PDT


Ken,
  Have you heard much about Time Splitters 2?  It is supposed to be a pretty
decent title on all three platforms.   I saw it at the store and I must say
that it is in the running for worst box art.:)  As near as I can tell, it's a
First Person Shooter much like Goldeneye.  In fact, from what I read, it is
programmed by many of the people that worked on Goldeneye.  Of course, I heard
the first game was pretty lousy.

You never know, it might be good:)

Dain
 ------------
Category 14,  Topic 2
Message 112        Fri Oct 18, 2002
KGAGNE [Ken]                 at 03:19 PDT

Dain,

I haven't tried either of the Time Splitters games, but you're the second
person to tell me the people behind Goldeneye made this game, too.  Obviously
it's not the same company, that being Rare... did they lose some folk who went
to the developing house responsible for TS2?

-Ken

 ------------
Category 14,  Topic 2
Message 113        Sat Oct 19, 2002
A2.DAIN [Dain]               at 12:34 PDT


From what I have read, most of the people responsible for Rare's Goldeneye left
and joined several different firms.  Free Radical Design was one, and the are
responsible for Time Splitters 1 and 2.  The other company that was made of 2
ex Rare employees was Zoonami.  Of the two Martin Hollis, who used to be head
of Software development at Rare and led the development of both Goldeneye and
Perfect Dark.  He consulted with Nintendo for a while on Project Dophin, and
left to set up Zoonami.  Zoonami is currently working on something they call
Project Zero.

It's amazing what you can find on Google:)

Dain
 ------------
Category 14,  Topic 2
Message 114        Fri Nov 01, 2002
KGAGNE [Ken]                 at 19:15 PDT

Mark your calendar, kids... That's right, I'm back on November 12, spinning
onto the Nintendo GameCube(tm) in "Sonic Mega Collection(tm)." Talk about a
blast from the past -- the game includes seven of my best adventures from
the old school SEGA Genesis(R) days. "Sonic Mega Collection" is a gamer's
dream come true!

Warm up those thumbs because "Sonic Mega Collection" is packed with your
favorite classic Sonic games, including:
- "Sonic the Hedgehog(R)"
- "Sonic the Hedgehog(R) 2"
- "Sonic the Hedgehog(R) 3"
- "Sonic & Knuckles(R)"
- "Sonic 3D Blast(R)"
- "Sonic the Hedgehog(R) Spinball(R)"
- "Dr. Robotnick's Mean Bean Machine"

There's also original art, my complete comic book collection, hundreds of
unlockable items and a few special surprises I don't want to tell you about
yet!

Better get ready -- do you think you can keep up with me?

See ya soon!

Sonic

Sonic The Hedgehog
Mascot/Fastest Blue Hedgehog Around
SEGA of America, Inc.
sonic@segaamerica.com

 ------------
Category 14,  Topic 2
Message 118        Thu Jan 02, 2003
A2.DAIN [Dain]               at 19:33 PDT


I've been having the urg to play a good RPG lately.  Ken, do you know anything
abou the upcoming Skies of Arcadia that seems to be getting some good press?  I
think it comes out sometime this month.  I see that it's an RPG..any
experiences with the Dreamcast version?

Dain
 ------------
Category 14,  Topic 2
Message 119        Sat Jan 04, 2003
KGAGNE [Ken]                 at 11:59 PDT

Dain,

I have the Dreamcast version, but have never played it.  A former coworker of
mine loved it, and Game Informer magazine calls it "not only the best
Dreamcast RPG, but one of the best console RPGs ever, period."  The GameCube
version has some new characters and storylines, and also alters the battle
engine a bit (I forget how), but is essentially the same game.

I added it to my request from Sega for Panzer Dragoon Orta (Xbox) this month.

-Ken

 ------------
Category 14,  Topic 2  [MOVED]
Message 120        Fri Jan 31, 2003
KGAGNE [Ken]                 at 12:08 PDT

Title       : DRAGON'S LAIR 3D
Platform    : Nintendo GameCube, Microsoft Xbox, Sony PlayStation 2, PC, Mac
Publisher   : Ubi Soft (Xbox, Mac, PC versions), Encore (all others)
ESRB Rating : Teen
Game Rating : 7.9
Review by   : Ken Gagne

The more things change, the more they stay the same.

The original Dragon's Lair was released in 1983 by the people who created
such films as "An American Tale" and "All Dogs Go to Heaven". As the first
laser disc video game, it was akin to an interactive, animated movie, which
gamers lined up around city blocks to play. Player input was minimal and
occurred only in precisely-defined moments, but was an amazing sight to
watch.

The second decennial anniversary is better late than never to return to the
lair in Dragon's Lair 3D, a new game published by Encore for all three
consoles, PC, and Mac. (GameCube version reviewed here)

To produce this game, many elements of the original Dragon's Lair have been
transplanted into a fully-interactive 3D environment, making this game more a
retelling than a sequel. Players become the valiant, if clumsy, knight Dirk
the Daring, on his quest to rescue the fair Princess Daphne from the clutches
of the evil wizard Mordroc. Many familiar scenarios will be encountered, as
well as some new surprises.

This gameplay occurs in standard 3D platform action. As Dirk explores the
labyrinthine castle, he'll leap from cliff to cliff, climb ladders, dodge
demonized davenports, and swing wildly at grim reapers, bats, and suits of
armor - comprising a unexpectedly average sequence of events. There are some
classic and puzzling moments, such as where the floor drops from beneath
Dirk's feet, or a spiked ceiling slowly threatens his health and height. A
mundane fighting system and surplus of bottomless pits may deter some gamers,
but infinite lives allow players to bang Dirk's head against a wall as often
as they like.

Fortunately, the average gameplay is demonstrated with above-average
graphics. The environments themselves are surprisingly simple and sparsely
detailed, but the characters use an increasingly popular graphics technique
called cel-shading. This method trades the polygons of traditional graphics
for animation-based sprites. Dirk and his colorful foes move with startling
fluidity, giving the same animated life to this game that the original
Dragon's Lair had twenty years ago. It's truly a sight to see.

But the graphics are not flawless, for as with most platform games, Dragon's
Lair 3D has a few camera issues. In the absence of enemies, the 'B' button
centers the camera behind Dirk, but this shortcut disappears when foes abound
- making it difficult to choose a safe direction in which to retreat. The
manual controls are atypical: pushing the C-stick left moves it right, and
vice versa. And while the 'Z' button switches to a first-person perspective
that allows 360-degree viewing, returning to third-person finds Dirk has not
moved his head or reoriented his body in the new direction.

The soundtrack is epic in nature, and perfectly accommodates the heroism our
dragon slayer purports. Dirk carries his hapless self with nary a word,
instead offering grunts, cries, and hollers. Princess Daphne, though, pipes
in with sometimes-helpful advice in the squeakiest, highest-pitched voice
imaginable.

If the lair we return to now was the same as it was twenty years ago, players
would be shocked by the pedantic "Simon Says" gameplay. This 3D incarnation
does not break the degree of ground its predecessor set, but reconstitutes
its familiar environment and art style with a new gameplay. It's not a daring
stab at a new genre, but an animated take on an old one, and worth exploring.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 121        Wed Feb 12, 2003
KGAGNE [Ken]                 at 04:44 PDT

Nintendo has instituted a "Player's Choice" lineup of best-selling software
titles, now selling for the reduced price of $29.99.

 ------------
Category 14,  Topic 2
Message 123        Sat Mar 01, 2003
KGAGNE [Ken]                 at 11:09 PDT

Title       : SKIES OF ARCADIA LEGENDS
Platform    : Nintendo GameCube, Sega Dreamcast
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 8.7
Review by   : Ken Gagne

It was an age of legend - an era of daring. And it was a time of airships.

Where gravity is more a suggestion than a law, islands float and ships fly
for the horizon. Pirates and empires join in battle in Skies of Arcadia
Legends, a Nintendo GameCube role-playing game (RPG) adapted from a Sega
Dreamcast title released three years ago.

Players become Vyse, a young man starting his career as a Robin Hood of the
skies. His life is interrupted by a visitor from another world who brings
with her knowledge of ancient weapons of mass destruction. Vyse becomes
embroiled in a race to save the world from the machinations of the Valua
Empire, while making many colorful friends along the way. Their travels will
take them through a world governed by six moons. Each moon has not only its
own magic type, but a similar continent and culture. For example, the red
moon symbolizes fire magic, and is represented by a scorching desert region.

It may sound simple, but these lands are not populated with no cookie-cutter
characters here, with each vibrantly alive person you control or meet having
her own look and mannerisms. Our heroes are optimistic in such a way as to be
sincerely inspiring, not disgustingly sweet. The story is genuinely fun,
funny, and surprising - elements missing from many of today's darker stories.
Yes, there are bad guys here, and they do bad things, but it just makes
victory all the sweeter. Even the good guys have issues, but not the personal
demons that would disable them from functioning as a team toward a positive
goal. The plot twists that occur along the way are surprising and satisfying.

The music fits this decor, with tunes that remind me somehow of Final Fantasy
II or Wild Arms. After playing Final Fantasy X, Arcadia's written dialogue
may seem antiquated, but the occasional one-liner helps give each hero some
verbal personality.

As with most RPGs, much time is spent battling foes. The format here is
menu-driven, turn-based combat. Players choose actions for each team member,
then watch the results of those actions as enemy and ally operate. Unique to
Arcadia are strengths and weaknesses based on the color of one's weapon,
which can be changed during battle. These colors also determine the magic
each hero learns. Each hero can learn the same magic, which blurs the
boundaries of similarity; but each character's unique Super Moves, which are
often more offensively effective than magic, rejustifies his existence.

The encounter rate is average, allowing players to do some exploration
without getting bogged down in combat every five seconds. Most enemies can be
overcome without much struggle, but the boss battles can worry a
poorly-equipped player. Fortunately, players who succumb to superior strength
can restart at the beginning of battle, without having to retrace their steps
up to that point.

More interesting are the rarer ship battles, which generally occur at
critical plot points. This fatal, aerial ballet between two ships requires
elements of strategy and endurance. Do not engage in these combats if you
have to be somewhere anytime soon.

After the Nintendo 64's dearth of RPGs, it's refreshing to see the genre
supported on the GameCube. Sega needs to release more original titles for the
console, instead of rehashing old titles, but Skies of Arcadia is good enough
to not have suffered from age. It does both the genre and the GameCube proud.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 124        Sat Mar 01, 2003
KGAGNE [Ken]                 at 19:02 PDT

Konami has supposedly confirmed that a Metal Gear Solid game is in the works
for the Nintendo GameCube.  Rumors suggest that it may be a remake of the
original MGS, using MGS2's engine, graphics, etc.

More at E3 in May.

-Ken

 ------------
Category 14,  Topic 2
Message 126        Wed Mar 19, 2003
A2.DAIN [Dain]               at 17:57 PDT

Nintendo has updated its 1st party releases for the next few months.
March 24, Legend of Zelda: The Windwaker
April 16th, 2003 1080 Avalanche
June 23rd  Wario World
July 28th  Mario Golf
August 25th F-Zero

I hope E3 brings some original titles:)  Something from Silicon Knights
perhaps.

DAin




 ------------
Category 14,  Topic 2
Message 127        Thu Mar 20, 2003
KGAGNE [Ken]                 at 16:02 PDT

Dain, are you sure about the release date for 1080?  The update posted to
gamebits.net earlier this week says September, not April.  Hmm.

-Ken

 ------------
Category 14,  Topic 2
Message 128        Thu Mar 20, 2003
A2.DAIN [Dain]               at 20:55 PDT


Ken,
  You may be right.  I pulled that off of one web site I visited.  I couldn't
find it on a couple of others.  I guess this "well known" site hasn't updated
their site yet.  Either that or they know something even Nintendo doesn't:)

Dain
 ------------
Category 14,  Topic 2
Message 129        Sat Apr 12, 2003
A2.DAIN [Dain]               at 18:21 PDT


Not a giant golf fan, but I managed a great deal the other day and with a
$15.00 off coupon I snagged Tiger Woods Golf 2003 for the Gamecube for $5.00
plus shipping.  I haven't played a golf game since PGA Tour Golf on the
Panasonic 3do.  It's actually really well done as far as golf games go.

It was a great deal.  The coupon surprisingly doesn't work anymore:)

Dain

 ------------
Category 14,  Topic 2
Message 130        Mon Apr 14, 2003
SYNDICOMM [Sheppy]           at 19:27 PDT

I find I tend to enjoy golf games. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 2
Message 131        Wed Apr 16, 2003
A2.DAIN [Dain]               at 18:31 PDT


I think you would like this one then.  It's pretty much the best one I have
played.  Of course....like I said before....I haven't played many.

Dain

 ------------
Category 14,  Topic 2
Message 132        Wed Apr 23, 2003
A2.DAIN [Dain]               at 05:07 PDT


Nintendo has posted it's first web page for E3 on its web site. So far the only
games revealed are sequels.  F-Zero(from Sega), Advance Wars 2, Kirby Air Ride,
Wario World (from Treasure), Pikmin 2 and Mario Kart Double Dash.

This marks Mario Kart's Nintendo Gamecube Debut, and it looks like each Kart
will have two characters, one for driving and the other for various attacks.

More info can be had here
http://www.nintendo.com/e32k3/

It's surprising that so far nothing has surfaced from Silicon Knights (Eternal
Darkness), or Retro Studios Inc. (Metroid Prime).

Fortunately, I am always ready for a Mario Kart.  Not the best looking games in
the world, but usually one of the most fun.

Dain
 ------------
Category 14,  Topic 2
Message 133        Sun Jul 06, 2003
KGAGNE [Ken]                 at 13:01 PDT

Title       : CAPCOM VS. SNK 2 EO
Platform    : Nintendo GameCube, Microsoft Xbox
Publisher   : Capcom
ESRB Rating : Teen
Game Rating : 8.0
Review by   : Robert Boyd

In the past, Capcom and SNK have collectively been responsible for many of the
best 2D fighting game series. SNK produced popular series such as King of
Fighters and Samurai Shodown; and Capcom, of course, created one of the most
influential fighting games of all time: Street Fighter II. So it should come
as no surprise that Capcom vs. SNK 2 EO, a joint effort between the two
companies, is one of the best 2D fighting games out at the moment. "EO" stands
not for "Exclusive Option", since the game is available for both Microsoft
Xbox and Nintendo GameCube (latter version reviewed here), nor "Easy
Operation", though there is some of that, but the more generic "Extreme
Offense."

With all the fighting games of two companies to work with, Capcom vs. SNK
features a staggeringly large roster of over 45 playable characters. As if
that weren't enough choices, the game also features a unique "groove" system.
Each character can be played under one of six different grooves, with each
groove offering its own brand of dodges, counters, and power bar (which, when
full, allows the use of the most devastating special moves). Between the huge
roster of characters, the six grooves, different difficulty levels, and an
adjustable speed option (at maximum speed, fights are quick, to say the
least), the game can be played hundreds of times and remain fresh.

Good control is essential in a fighting game and Capcom vs. SNK offers an
interesting option in this department. Aside from the standard Capcom fighting
controls (three punch buttons, three kick buttons), there is also a special
GameCube control mode. In this mode, the R & L trigger buttons are used for
all the regular attacks and the yellow control stick executes all the special
attacks (each direction corresponds to a different special attack). Performing
special attacks in this mode is a breeze, which makes it a very welcome option
for both beginners and casual players who don't want to spend long hours
memorizing and mastering different button combinations. Unfortunately, regular
attacks are difficult to use well in this mode due to the unresponsive nature
of the trigger buttons; an option to combine the GameCube special attack
controls with the standard controls for the regular attacks would have been
welcome.

There are other interesting options, including the ability to create and save
custom color schemes for each character. And there are team battles, which
work the same as regular battles, however after each round, the defeated
character is swapped for the next player on that team with additional rounds
proceeding until all the characters on one team have been defeated. It's a
nice option for parties or single players seeking the greater challenge of
mastering more than one character.

The graphics in Capcom vs. SNK are adequate, but not fantastic. Although the
animations for the many different characters are respectable and sometimes
impressive (particularly after unleashing a super special move), the arena
backgrounds are lackluster and look like they would be better suited to a
Super Nintendo or PlayStation game. The music, sadly, is mediocre and
forgettable, although the sound effects are satisfactory.

For players willing to look past the old-fashioned presentation and focus on
deep gameplay, Capcom vs. SNK offers many hours of quality fighting action. If
you have fond memories of spending hour upon hour on games like Street Fighter
II, be sure to give Capcom vs. SNK a try.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 134        Thu Aug 07, 2003
A2.DAIN [Dain]               at 10:53 PDT

Nintendo of Japan announced a few titles...

A Donkey Kong Title being worked on by the folks at Namco
WarioWare for Gamecube
They also re-affirmed plans for another Zelda title in 2004.

They also pre-announced a product that won't be revealed til the Spring
of Next year that will be unique and surprising.  I think they are just
trying to deflect negative press as of late.  This seems to be mentioned
in a response to Sony's PSP handheld, but who knows for sure.  If it is
anything like the Virtual Boy Nintendo fans could be in trouble:)

They also announced a "Club Nintendo" where you earn points by buying
Nintendo products and then can trade in these points for limited edition
products such as unique controllers, and other such things.

I think I got a Bobba Fett that way back in the 80s;)

Dain


 ------------
Category 14,  Topic 2
Message 141        Thu Sep 11, 2003
KGAGNE [Ken]                 at 16:09 PDT

I'm told that Super Mario Sunshine, Metroid Prime, and Animal Crossing have
all joined the "Player's Choice" line of discounted software, with each of
these games now now retailing at $29.99.

Star Fox Adventures, Pikmin, and Luigi's Mansion have dropped ten dollars each,
down to $19.99.

-Ken

 ------------
Category 14,  Topic 2
Message 142        Mon Oct 13, 2003
KGAGNE [Ken]                 at 13:56 PDT

Title       : SOUL CALIBUR II
Platform    : Nintendo GameCube, Sony PlayStation 2, Microsoft Xbox
Publisher   : Namco
ESRB Rating : Teen
Game Rating : 9.4
Review by   : Ken Gagne

Welcome... to the stage of history.

The introduction of a new Soul Calibur game is rightfully defined as a
historical event. In the genre of fighting games exists three categories:
realistic, such as Virtua Fighter or Tekken which employ actual martial art
styles; surrealistic, as with Street Fighter or Mortal Kombat; and weapons.
Namco's series of weapons fighters, which has also been known as Soul Blade
and Soul Edge, exhibits the finest qualities to be found throughout the
fighting genre, with Soul Calibur II living up to and surpassing this high
mark of quality. [GameCube edition reviewed here]

Nearly two dozen characters battle one-on-one, maneuvering across a 3D arena,
seeking to decimate the opposition or knock them outside the ring. Each
warrior fights with a unique weapon or weapons, including swords, bos,
nunchakus, and polearms.

The GameCube controller, while not well-suited to many fighting styles, is
easily configured to suit Soul Calibur's setup of two attacks, kick, and
guard, with combinations of each, allowing for easy accessibility to and
execution of a variety of actions. Combat can be as sloppy or as precise as
one wishes. With dozens of moves and combinations for each combatant,
mastering just a single repertoire can be taxing, but elevates the conflict
to a work of art. There is an amazing rush of adrenaline as a bout nears its
end; as swords clash and defensive postures are tested, the excitement of
each landed and missed blow is addicting, no matter the outcome.

Beyond the gameplay depth, the game's most engaging quality is its multitude
of modes. Though fighting with a friend is often the main allure of fighting
games - and Soul Calibur II offers several such ways to duke it out - a dozen
one-player modes will keep the sole fighter occupied as well. The Weapons
Master mode is the most detailed, pitting players through a series of
plot-driven, single-round bouts, often with unusual goals or conditions,
including time limits, odd physics, and the like. Gold won in these battles
can be used to purchase new weapons, costumes, and other secrets for each
character.

Each console version of Soul Calibur II has a character unique to that
edition: the comic book character Spawn on Xbox; on PlayStation 2, Tekken's
Heihachi, and Link, the hero of Nintendo's Legend of Zelda series, on
GameCube. On the GameCube, adult Link (not the cartoonish, cell-shaded
version) demonstrates all the moves he has acquired during his years on
Nintendo systems, wielding sword and shield, boomerang, bow and arrow, and
bombs, as well as whirling dervishes and various thrusts, all set to his
trademark theme music.

Music plays its vital role, setting the stage and emphasizing every physical
exertion. A limited amount of spoken dialogue punctuates the opening and
closing of each round - something which quickly wanes from inciting one to
combat to something that is easily skipped.

Despite the number of characters and attacks, all movements flow smoothly
into each other, whether the player is vertical or horizontal, offensive or
defensive. The backgrounds are panoramic but unadorned with unnecessary
displays that would distract battlers from the action in the foreground.

Gamers looking for a realistic-looking fighting game with an air of fantasy
and mystery about it will find such a combination in Soul Calibur II. Its
depth need not be fully explored by players deterred by such complexity, thus
accommodating many styles and skill levels. If you decide to whet your blade
with Namco's latest offering, the rest will be history.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 143        Tue Oct 21, 2003
A2.DAIN [Dain]               at 16:22 PDT

It seems that work has begun and is already progressing rapidly on an Internet
Solution for the Nintendo Gamecube's LAN titles.  Basically, Nintendo has built
LAN support into a few titles (Kirby Air Ride, Mario Kart Double Dash!!!).
Using a computer as a server you will be able to play these titles over the
Internet.

Check this link out....
http://cubeonline.gamefarmer.com/

Ken, I fully expect to be able to play you in Mario Kart:)

Dain Neater
 ------------
Category 14,  Topic 2
Message 144        Tue Oct 21, 2003
KGAGNE [Ken]                 at 16:31 PDT

> I fully expect to be able to play you in Mario Kart:)

Oh, is that what you'll call it? <g>

 ------------
Category 14,  Topic 2
Message 146        Sat Nov 08, 2003
KGAGNE [Ken]                 at 05:49 PDT

Title       : VIEWTIFUL JOE
Platform    : Nintendo GameCube
Publisher   : Capcom
ESRB Rating : Teen
Game Rating : 8.0
Review by   : Ken Gagne

It's just like the old days: be a hero, defeat the villain, rescue the girl. A
average Joe is pulled into the silver screen and must learn cinematic fighting
styles to save the world in Viewtiful Joe, a Nintendo GameCube game from
Capcom.

Viewtiful Joe harkens back to side-scrolling platformers that were popular
during the 8-bit era, from well-known titles such as Contra to lesser-known
games like Kabuki Quantum Fighter and Shatterhand. Gameplay occurs on a 2D
plane, though the environment can twist and turn as Joe advances through the
levels. Players guide Joe through countless minions, traps, and bosses as he
fights to rescue his girlfriend Silvia, save Movieland, and prevent an
invasion of filmic foes into the real world.

Other than the modern rarity of 2D gameplay, what makes Viewtiful Joe unique
are the Viewtiful FX, or VFX, maneuvers at his disposal. Similar to the Xbox
game Blinx, Joe has limited control over time through manipulation of unseen
movie cameras, employing slow motion, mach speed, and close-ups. Though must
be used conscientiously, lest Viewtiful Joe revert to everyday Joe, these
techniques are the only way to progress through the game, as Normal attacks do
little damage and earn little reward, while slow motion allows Joe to chain
together several punches and kicks while dodging enemy blows. Players must
constantly be aware of their surroundings and create situations in which they
can cause the most damage; simply barrelling through will produce little
effect.

VFX also has innovative environmental results, such as causing fan blades to
turn more slowly, or fires to burn out more quickly. Progressing from one area
to the next often involves finding the right combination of local items,
attacks, and VFX.

Despite the repertoire at players' disposal, they will find Viewtiful Joe to
be exceedingly difficult. Losing a life returns Joe to an undefined earlier
checkpoint, while losing all lives sends him to the stage's very beginning.
The levels are long, with seldom save points. Making it to the level's boss is
a feat itself; applying whatever stamina remains to successfully surviving the
encounter is nearly impossible without the repetition of practice, which
perforce includes a run of the entire prefacing stage as well. The only upside
to this routine is Joe's points accrue, allowing him to purchase additional
moves and items between stages - should he make it that far.

The beautiful view ("viewtiful" - get it?) afforded by the game is owed to the
cel-shaded graphics, which are appropriate for the over-the-top movie world in
which players are immersed. The action is colorful and detailed, and slows
down or speeds up according to the VFX, though the Mach Speed effect often
animates Joe too quickly for players to make effective decisions.

The dialogue between Joe and his mentor, Captain Blue, is quick and witty,
though lines by the villains are mostly unintelligible, which is unfortunate
since they reveal the plot. The sound effects punctuate Joe's blows in
exaggerated Hollywood style, with cheers and applause for spectacularly
rewarding combos.

Viewtiful Joe is a graphically unique throwback to gameplay style that
needlessly waned in favor of 3D. While modern games better cater to gamers'
short attention spans, Viewtiful Joe demands practice and patience with a
difficulty setting that is more deterring than challenging: when this game
throws down the gauntlet, players are likely to throw down the controller.
_________________________________________________________________
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 ------------
Category 14,  Topic 2
Message 147        Wed Jan 07, 2004
KGAGNE [Ken]                 at 16:52 PDT

Title       : GLADIUS
Platform    : Nintendo GameCube, Sony PlayStation 2, Microsoft Xbox
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 8.0
Review by   : Ethan Deneault

I usually shy away from any game that has a game reviewer's opinion on the
cover. This is a long held fear of reviewers from major magazines - they don't
get paid to write bad reviews. (Hello GamePro!) However, it was my charge to
review the GameCube version of Gladius, so into my console it went. And it
hasn't yet come out, even though Mario Kart has been pleading for me to beat
the Mirror Mode.

Gladius, as its name implies, is based around a pseudo-Roman-era world. The
scene is set with a rather well-done intro, painted frescoes depicting an
ancient battle between the lamely named "Affinity Gods" and the dark forces,
with the wars of men serving as the catalyst. In the end, the dark power is
sealed away, etc. etc. etc. It's too common these days to have a cliched
story; luckily, Gladius doesn't dive into the all-too-common "lone boy saves
the world" motif, and instead presents you with an unexpected option right at
the start: Who do you want to play today? You get a choice, patrician Valens
(marked as 'advanced') and barbarian Ursula (marked as 'beginner'). The back
story seems no more than flavor text throughout most of the game. In fact,
barring some ominous warnings interspersed throughout, one senses that the
story is subtle in it's telling.

In the world of Gladius, everything revolve around gladiatorial combat, which
is the way that the lands of the world remain at peace. No matter which
staring character you choose, you are unceremoniously dumped into a
tutorial-cum-plot section, where you are shown the ropes of combat in the
games. In a refreshing change from the Final Fantasy school of tutorials,
Gladius' tutorials are tightly integrated into the game itself, never breaking
the flow of the story, or sounding like someone is reading the manual to you.
During the many long load times, your sagacious character will pop up and give
some general assistance. Interestingly enough, however, at some points the
main characters seem to act as though they know they are in a video game,
which is creepy.

As most of the game centers around combat in the arena, any aspiring
gladiators should be willing to slog through hundreds of battles with a less
than stellar combat system, right? Not so. Gladius' controls and combat is
where the game really shines. I often found myself retrying already-mastered
combats just to kick the crap out of a bunch of punk barbarians again.

The combat system is much slower paced than other RPGs, and its emphasis on
facing, placement and movement across the arena puts Gladius into the same
category of "tactical" RPGs such as Ogre Battle or Final Fantasy Tactics. The
control scheme for the game is wonderful, and makes good use of the GameCube's
controller. The number of options is a bit daunting at first, but the
tutorials help immensely, and with only a bit of practice, the player can get
a sense of how intuitive it really is.

Not content to simply assign each player a certain to-hit ratio as in OB or
FFT, the developers added a nifty feature called the swing meter. The swing
meter is similar in form to the version seen in golf games. The indicator bar
hums along a horizontal bar on the bottom of the screen, and you tap a button,
or series of buttons, at the right time to either hit normally (get the marker
in the orange), glancing (get the marker in the blue), or strike a critical
hit (get the marker in the red). To keep things fresh, different types of
attacks have different types of swing meters as well. Critical hits are
completely within the player's control, and a player with good timing can go
an entire battle without missing a critical hit. As the difficulty ramps up
early on, knowing the swing meter is invaluable.

Speaking of difficulty, Gladius isn't a particularly hard game once you get
into the swing (har har) of things. But early in the game you may be tempted
to throw your controller through the window if you don't keep your gladiators
upgraded with the best weapons and ensure they all level up equally. Good
skill choice is also important: forget affinity skills until you acquire the
capacity for combo attacks. When you hire other gladiators for your school,
don't forget to grab some spearchuckers (Peltasts and Gungnirs), too; with
conscientious effort, they are surely the most important fighters on the
field.

The graphics are a bit average for the GameCube. Every gladiator is made with
what looks like a low-polygon count model. For long camera angles, this is
fine, but up close, it's very noticeable - especially in Ursula's hair. There
is very little slowdown or choppiness; however, and even with many gladiators
on screen, the game maintains a nice, smooth framerate.

Whereas in many games, voice acting is a cringe-inducing nightmare, it's a
good thing here; each character is played with an appropriate tone, and never
once does it sound forced. Doubtless this quality is due in large part to
Gladius being originally written in English, for American sensibilities. The
game's music keeps it moving, and is perfectly suited to the game without
being ostentatious, or sounding too much like elevator music.

Now, for the bad: load times, load times, load times. There is no excuse for a
GameCube game to have such long and frequent loading screens. Even though the
pain is buffered by having a "tip of the day" flash up on many of them,
sometimes 5-10 seconds is lost to a black screen. On a PC, the constant
loading times would be acceptable, and even expected - but console games are a
different breed. The menu system is also not quite up to snuff. Outside of
combat, selecting gladiators, even going from the arena to the world map is
tedious. All in all, Gladius seems to have been designed from a PC-centric
perspective - which isn't bad, but it's not what I would have expected from a
console game.

Overall, I give this game an 8 out of 10. It has a few deficiencies - notably
the curmudgeonly menu system and the load times, but it is an enjoyable
tactical RPG. Such games are not designed for everyone; those that desire a
deep storyline, lengthy cinematics, and a fast paced battle system will be
disappointed on at least two counts. However, those who are seeking a
well-made tactical RPG will do well to pick up Gladius.
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Category 14,  Topic 2
Message 148        Wed Feb 04, 2004
KGAGNE [Ken]                 at 15:09 PDT

Title       : BILLY HATCHER AND THE GIANT EGG
Platform    : Nintendo GameCube
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 6.7
Review by  : Jeremy Bell

"The night makes people gloomy and brings out the darkness that resides deep
within their hearts." So advises a friend as Billy Hatcher begins his quest to
restore the sunlight to "Morning Land." Any fan of anime will probably not
find it terribly surprising to hear these kinds of weirdly ominous
pronouncements spouted by cute, fuzzy animals. I have always wondered if
Japanese cartoons and video games really are as strange as they seem to my
American ears, or if something is lost in the translation. At any rate,
Japan's preteen pop culture delivers a delicious combination of the syrupy and
the surreal that has earned it a cult following from English-speakers of all
ages. Sega's Billy Hatcher and the Giant Egg, for the Nintendo GameCube is a
good example.

Morning Land is a world, much like many video game worlds, where the laws of
nature and physics become more like loose guidelines, and logic never gets in
the way of a good time. Here, Billy Hatcher feeds cherries and watermelons to
unhatched eggs, and then hatches them by yelling, "Cock-a-doodle-doo!" (or the
Japanese equivalent). The eggs then burst open, giving birth to adorable
little killing machines that dutifully assist Billy in defeating his equally
adorable foes. The eggs themselves can also be used less adequately as weapons
or as modes of transportation in areas that would be otherwise impassable.
Aside from the regular eggs, there are also the precious golden eggs which,
when hatched, reveal wise old roosters who impart wisdom and dispense "Courage
Emblems," which allow access to subsequent levels. And finally, there is
Billy's ultimate goal: The Giant Egg, the whereabouts of which are detailed
only in riddles.

What initially attracted me to this game was that it was made by Yuji Naki,
the creator of Sonic the Hedgehog - truly, one of the best games of its kind.
But it quickly became apparent that Morning Land was hardly as ambitious in
scope as the vast, expansive worlds that the hedgehog hurtles through. The
graphics are reasonably good, but they'll probably look a little flat to the
ardent Sonic enthusiast. And while the game has some fast-paced moments, it
certainly can't keep up with the lightning-fast pinball machine action of
Sonic.

But let's not sell Billy Hatcher short. After my initial disappointment wore
off, I found myself getting drawn in, and I was soon pushing that egg around
with the single-minded determination of an Everquest junkie. As the levels
progressed, it was fun to discover what new egg animals were available, and
what attacks they would perform. And don't let the child-oriented aspect of
the game fool you; after a few levels, it starts getting fairly tricky.
Pushing a giant egg definitely adds a level of complexity when maneuvering
through the game's various obstacles and conveyances. Billy's enemies are
formidable, and there don't appear to be any power-ups that restore health.
And don't forget that both Billy and his eggs can take damage, and if a golden
egg is destroyed, so is Billy!

While the game is certainly no match for the Hedgehog series, there are
similarities between the two. Anyone who has ever played Sonic Adventure has
probably noticed by this point in the review that this egg-hatching scheme
sounds a lot like Sonic's Chao World. In a way, it is, but if you're looking
for a glorified Gigapet, you best look elsewhere. Billy doesn't really "raise"
his animal helpers, nor can he do anything to modify their capabilities. Once
they've performed their allotted number of attacks (five or so), they're gone.
Still, I preferred the animal-raising routine in Billy Hatcher because it was
incorporated into the gameplay, instead of being kept wholly separate from the
action, as in Sonic Adventure.

I noticed no major flaws in the game's presentation and technical workings.
The camera movements are a bit sluggish, but thankfully the game offers
adequate manual control of the perspective. The camera includes a feature that
I think all games of this type should have: a single button press to
automatically reorient the camera to its default position behind the player.
The handling generally reminds me a little of Super Mario Sunshine (and, come
to think of it, Billy Hatcher's whole storyline is a bit derivative of that
title). And as for the audio - most of the music is annoying and repetitive,
and the effects sound like they were sampled from a Scooby Doo cartoon. But
this is not a huge problem, since most modern televisions now come equipped
with a volume control.

The game also has a multiplayer combat mode which seems totally unnecessary.
There is nothing about Billy Hatcher that particularly lends itself to
multiplayer fun; the creators seem to have simply inserted a multiplayer game
into a single-player environment. This is certainly not a fault of Billy
Hatcher alone. As a rule, if a multiplayer mode is simply an extra feature, it
probably won't be worth playing.

I'm still not sure what hatching giant eggs has to do with restoring sunlight
to the world. And I don't particularly care. I wasn't blown away by this game,
but I did have fun. So if you're a fan of Japanese kids' stuff, you might want
to put down your Gigapet and your Pokemon DVDs and spend a few hours with
Billy Hatcher.
_________________________________________________________________
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Title       : SONIC HEROES
Platform    : Nintendo GameCube, Sony PlayStation 2, Microsoft Xbox
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 7.8
Review by   : Ken Gagne

Sonic the Hedgehog has been a mainstay of the entertainment industry almost
as long as Mario. Yet Sega's mascot has not successfully transitioned to as
many genres as Nintendo's plumber, with mediocre racing and party games to
his name. Whereas Mario's leap to 3D essentially defined what a 3D platform
game should be, Sonic's adventures on the Sega Dreamcast were less inspired,
thanks in part to the hedgehog sharing the spotlight with several playable
castmates. This tradition continues with Sonic Heroes, the hedgehog's first
multiplatform release. [GameCube version reviewed here]

The variety of gameplay styles in this 3D action game is similar to that
established in the episodic escapades of the Sonic Adventure games, except
less divisive. Whereas previously, each level would feature a different
protagonist, in Sonic Heroes, players remain in simultaneous control of a
trio of heroes. Switching between characters is a snap, and a constant
necessity, as each has unique moves and strengths necessary to advance past
each stage's many obstacles.

A total of twelve characters, familiar from past Sonic games or new to this
installment, offer four unique paths - sometimes treading the same ground,
sometimes intersecting with the other heroes (or anti-heroes). Each team has
three archetypes: a speedster (such as Sonic), a flyer (Tails, the two-tailed
fox), and a powerhouse (Knuckles the Echidna).

Whether it's fighting or fleeing, solving puzzles or flying to new heights,
the Sonic squad can do it all. There are some excellent moments of high-speed
freneticism, which have always been what Sonic does best. Unfortunately, such
moments comprise only a third of the action. Sega had the wisdom to split
various gameplay styles further among the different teams - Team Chaotix, for
example, has goal-based missions, such as finding specific hidden items on
each stage, while Team Rose is aimed at beginner players - but this doesn't
change the fact that a sudden burst of Sonic speed may be just as suddenly
halted by a hurdle only Knuckles can overcome.

Other gameplay vices are present. The game exercises the archaic practice of
bottomless pits, where one misstep can send players to their doom, no matter
how much health they have or progress they've made. One character's main
attack often sends him charging forward, regardless of his proximity to
precarious perches, which decreases the usefulness of his primary function.

The presentation is enjoyable but not without flaws. The prerendered
sequences that advance what passes for a plot (as though we needed one) are
gorgeous enough to warrant lamenting their rarity. But once inserted into the
actual gameplay, players will find the camera is often tightly focused on
Sonic's destination, presenting a poor view of his immediate surroundings and
leaving him open to attack. Mostly cheesy, yet catchy pop tunes compose the
soundtrack.

Given the game's ternary nature, a cooperative multiplayer mode would seem
natural. Instead, only a two-player, split-screen, competitive option is
available, and doesn't offer much beyond standard races and ring-collecting
sessions.

The gameplay provided by the hedgehog's pals is not poor, but it does create
unbalanced enjoyment which ultimately drags down the whole product. Perhaps
it's time for the hedgehog to go back to his roots and take his next
adventure solo.
_________________________________________________________________

This article is copyright (c) 2004 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 03-Feb-04

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net
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Interesting article at IGN.com listing the most anticipated GameCube titles of
2005:

http://cube.ign.com/articles/581/581995p1.html
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It's possible some GameCube games could be remade to use the Wiimote and sold
at an affordable price:

http://biz.gamedaily.com/industry/feature/?id=13576
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Images of Nintendo's first-party GameCube games, including Luigi's Mansion and
Super Smash Bros. Melee, are now available in the Gamebits file library:

ftp://username@syndicomm.com/pub/members-only/gamebits/GameCube/

Part of our "Live from E3" coverage!

-Ken
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SEGA BRINGS SONIC THE HEDGEHOG AND FIRST
ONLINE NETWORK GAME TO NINTENDO GAMECUBE(tm)

Sega Makes Video Game History with the debut of Sonic Adventure 2,
Phantasy Star Online and Other Top Games for the NINTENDO GAMECUBE

TOKYO - "Nintendo Space World 2001" - (August 23, 2001) - Sega(R) today
announced that its world famous blue hedgehog, Sonic The Hedgehog(R), will
dash onto the NINTENDO GAMECUBE(tm) in a special edition of "Sonic
Adventure(tm) 2" (working title). Sega also announced that it plans to
release the first online network-playable game available for the NINTENDO
GAMECUBE system, "Phantasy Star Online(tm)" (working title). The
announcements were made at Nintendo's Space World event in Tokyo, where Sega
will demonstrate eight titles for the NINTENDO GAMECUBE and Game Boy(R)
Advance video game systems, marking another milestone in the company's plan
to bring its top-selling content and franchises to all video game platforms.

"Sega is making video game history with the announcement of 'Sonic Adventure
2' for Nintendo GameCube," said Peter Moore, president and COO, Sega of
America. "By bringing Sonic to Nintendo's platforms, Sega is delivering one
of the world's most popular video game properties of all time to an even
greater number of gamers worldwide. Continuing Sega's tradition of
innovation, Sega also plans to be the first to deliver online gameplay to
Nintendo GameCube with 'Phantasy Star Online.'"

Sonic The Hedgehog has been featured in more than 11 titles for different
Sega gaming platforms and has sold upwards of 20 million copies in cumulative
units over the past ten years. A leading icon in the video game industry,
Sonic has starred in three TV animated series, his own comic book and was the
first video game character to appear as a float in the Macy(R)'s Thanksgiving
Day Parade. Phantasy Star Online, the first online global role playing game
(RPG), has attracted more than 300,000 online registrants and been honored
with 14 awards worldwide since its launch less than one year ago.

Sega titles demonstrated at "Nintendo Space World 2001" for the NINTENDO
GAMECUBE include "Sonic Adventure 2" for NINTENDO GAMECUBE (working title),
"Phantasy Star Online" for NINTENDO GAMECUBE (working title), "Super Monkey
Ball(tm)" and "Virtua Striker(tm) 3 Ver. 2002" (working title). For the Game
Boy Advance, Sega demonstrated "Sonic Advance" (working title), "Columns
Crown(tm)," and "Puyo Puyo(tm)." A title from the "Sakura Wars" series was
demonstrated for the Game Boy(R) hand-held gaming system.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Nintendo
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
Mario(R) and Donkey Kong(R) and launched franchises like The Legend of
Zelda(R) and Pokemon. Nintendo manufactures and markets hardware and software
for its popular home video game systems, including the Nintendo 64 and Game
Boy - the world's best-selling video game system. As a wholly owned
subsidiary, Nintendo of America Inc., based in Redmond, Wash., serves as
headquarters for Nintendo's operations in North America.


# # #
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SEGA ANNOUNCES FIRST LINK BETWEEN THE NINTENDO GAMECUBE AND GAME BOY ADVANCE
SYSTEMS WITH ITS "SONIC THE HEDGEHOG" SERIES

TOKYO - (October 5, 2001) - Sega Corporation today announces that Sega games
for the Nintendo GameCube(tm) and Game Boy(r) Advance systems, "Sonic
Adventure(tm) 2 Battle" and "Sonic Advance(tm)" respectively, will feature an
interactive link.  This is first time software for different formats have
been linked, offering cross-platform feature-sharing.  Developed by Sonic
Team under the direction of President and Representative Director Yuji Naka,
the games are to be released December 20, 2001 in Japan.

Unlike previously released linked titles, this announcement makes possible
the data exchange between different games on different platforms, each of
which can be played separately.  The core of the data communication will be
the movement of the artificial life form "Chao," which is featured in both
games, from one game to another, broadening the gameplay of the titles.

  This announcement reinforces Sega's plans to provide software to all
platforms, utilizing the characters and properties Sega's renown developers
have created over the years.  Sega will exhibit the titles at its "Tokyo Game
Show 2001 Autumn" booth October 12 - 14, 2001, at Nihon Convention Center.

Outline of Linkage

'Chao Garden" in "Sonic Adventure 2 Battle"
-       This is the place players can raise Chaos, for instance by giving
them little animals or Chaos Drives obtained in the main game, by cuddling
with them by having them participate in Chao Race.

-       If players put Chaos into the Odekake Machine, they can forward them
to 'Chao's Petit Garden' in "Sonic Advance" for Game Boy Advance.

-       Players can transfer Chaos brought up in 'Chao's Petit Garden,' or
"tree-fruit" bought there, into 'Chao Garden' in "Sonic Adventure 2 Battle"
for Nintendo GameCube.

'Chao's Petit Garden' in "Sonic Advance"
-       According to the number of rings players have obtained in the main
game, it is possible to buy "tree-fruit." Also, players can obtain rings in
mini-games like "Okashi Mekucchao" or "Janken Shoot."

-       There are Chao's eggs that can be obtained only in 'Chao's Petit
Garden.'  -       Players can transfer Chaos or "tree-fruit" to 'Chao Garden'
in "Sonic Adventure 2 Battle" for Nintendo GameCube  -       By saving data
to a cartridge, players can raise Chaos, and carry them around.*

*It is possible to start up the game on Game Boy Advance with no cartridge
inserted, but not possible to save data.

[About Sonic Adventure 2 Battle ]

"Sonic Adventure 2 Battle" is an original game for the Nintendo GameCube
including new elements reinforcing battle aspects, adding to the contents of
the Dreamcast game released in June 2001 in commemoration of the tenth
anniversary of Sonic.  It keeps the concept of "HERO & DARK" throughout the
story, with its grand scenario.  Players can play from two viewpoints,
including two-player battle, the raising of "Chao," etc.

We have received great reactions from consumers not only on the speediness of
the main games, but also on the raising of the lovely artificial life form,
"Chao," which changes character and appearance in accordance with its
upbringing.

Corresponding Console: Nintendo GameCube
Release Date: December 20, 2001 (TBD)
Price: 6,800 yen
Genre: High Speed 3D Action
Number of Players: 1 - 2 player (s)

[ About "Sonic Advance" ]

"Sonic Advance" is the latest action game in the "Sonic The Hedgehog(tm)"
series with horizontal scrolling gameplay, reminiscent of the first Sonic
title making it particularly suitable for Sonic's tenth anniversary. The game
includes overwhelming speediness, many exciting stages and characters full of
their own individuality.

Up to four players can challenge each other using a network cable, and have a
team battle (two versus two).  To play four-player, consumers need just one
game cartridge.

Corresponding Console: Nintendo Game Boy Advance
Release Date: December 20, 2001 (TBD)
Price: 5,800 yen
Genre: Action
Number of Players: 1 - 4 player (s)  (Corresponding to 'One Cartridge for
Four Players' - play)

# # #
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ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 3 SET AS LAUNCH TITLE FOR THE
NINTENDO GAMECUBE(tm)

Santa Monica, CA. -- October 29, 2001 -- Activision, Inc.'s (Nasdaq: ATVI)
confirmed today that the highly anticipated video game Tony Hawk's Pro
Skater(tm) 3 is set to launch simultaneously with the Nintendo GameCube(tm).
The game lets players skate as the legendary Tony Hawk, or one of 12 other
professional skateboarders as they perform hundreds of real-world tricks
through authentic locations with interactive environments. Tony Hawk's Pro
Skater 3 for the Nintendo GameCube is rated "T" (Teen - with blood, mild
lyrics and suggestive themes) and will be available on retail shelves for the
suggested retail price of $49.99.

Developed by Neversoft Entertainment, Tony Hawk's Pro Skater 3 is the
revolutionary sequel to the best-selling action sports game of 2000. Offering
eight massive levels filled with people, traffic, and other interactive
elements, the environments are brought to life with richer graphics and
advanced special effects. Smoother life-like animations and significantly
improved tricks capture the style of the world's best skateboarding pros.
Further improving on the franchise's intuitive control scheme, the game
allows players to perform tricks and combos in some of the world's most
popular skate locations including Los Angeles, Canada and Tokyo.

Players can also create their own custom characters with the game's robust
Create-A-Skate feature. Choosing from hundreds of options, players can
customize the look for each character by choosing height, weight, skin tones,
accessories and tattoos.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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SEGA'S SUPER MONKEY BALL ROLLS TO TOP
OF RETAILER WISH LIST AS BUZZ BUILDS
FOR NINTENDO GAMECUBE(tm) LAUNCH

SAN FRANCISCO, CA (November 5, 2001) - Sega(r) of America today announced
that major retailers nationwide are placing their bets on Sega's highly
anticipated "SUPER MONKEY BALL(tm)" for the Nintendo GameCube(tm). Top
retailer Toys "R" Us recently doubled its orders for the game, citing buzz
factor as impetus, and electronics retail giant Electronics Boutique predicts
the game will be widely successful based on pre-sale efforts. Marking Sega's
official foray into third party publishing as its first game for a
next-generation console system, "Super Monkey Ball" offers puzzle/party
action like nothing gamers have seen before. Dubbed "one of the highlights of
the [Nintendo GameCube] system's launch" by top videogame publication
Electronic Gaming Monthly and awarded five out of five stars by Nintendo
Power magazine, "Super Monkey Ball" promises to roll off shelves next week.
EGM raves: "'Super Monkey Ball' may just be the best party game ever made."

"The launch of 'Super Monkey Ball' signifies a new beginning for Sega and
demonstrates the quality content that Sega brings to the table as a third
party publisher," said Chris Gilbert, executive vice president of sales,
marketing and operations, Sega of America. "Perfect for Nintendo GameCube's
demographic, we expect 'Super Monkey Ball' to be a top-selling entertainment
title for us this year."

"Based on the very strong pre-sale response we received for 'Super Monkey
Ball,' we anticipate the game to be one of the top five titles for the
Nintendo GameCube system," said Pete Roithmayr, vice president of
merchandising for the videogame division, Electronics Boutique.

In "Super Monkey Ball," gamers can choose to play as one of four adorable
monkeys: Aiai, Meemee, Baby or Gongon, in Main-Game, Party-Game and Mini-Game
modes. The Main Game features 10 beginner, 30 advanced and 50 expert levels,
challenging players to collect play points while racing through outrageous
terrains in an effort to reach the goal without falling off the edge. Play
points come in handy as they help players unlock hidden Mini-Games including
Monkey Billiards, Monkey Bowling and Monkey Golf. Gamers can also try their
hands at one of three exciting Party Games. "Super Monkey Ball" for the
Nintendo GameCube is rated "E" for "Everyone" and will be in retail stores
nationwide November 6, 2001 for a suggested retail price of $49.95.

About Sega
Sega( of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Nintendo
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
Mario(r) and Donkey Kong(r) and launched franchises like The Legend of
Zelda(r) and Pokemon. Nintendo manufactures and markets hardware and software
for its popular home video game systems, including the Nintendo 64 and Game
Boy - the world's best-selling video game system. As a wholly owned
subsidiary, Nintendo of America Inc., based in Redmond, Wash., serves as
headquarters for Nintendo's operations in North America.

# # #

 ------------
Category 14,  Topic 3
Message 6          Tue Nov 06, 2001
KGAGNE [Ken]                 at 13:57 PDT

SEGA ROLLS ARCADE HIT SUPER MONKEY BALL
ONTO THE NINTENDO GAMECUBE(tm) FOR LAUNCH

Incredibly Awesome Party Game Will Keep Gamers Coming Back for More!

SAN FRANCISCO, CA - (November 6, 2001) - Sega(r) of America today announced
it will release its highly anticipated "SUPER MONKEY BALL(tm)" game at the
launch of the Nintendo GameCube(tm) video game system this November.  "Super
Monkey Ball" is a fun-filled collection of party and parlor-style action with
something for everyone.  The game challenges up to four players to maneuver a
cute monkey inside a transparent ball through more than 90 action packed
levels, plus gamers can challenge friends to a slew of fun-filled
multi-player party games! Sound easy?  Think again.

"Sega's first title for the Nintendo GameCube, 'Super Monkey Ball,' is proof
that Sega is moving toward our goal of becoming the top third party publisher
of interactive entertainment," said Mike Fischer, group director of product
marketing, Entertainment division, Sega of America.  "As one of the premiere
third party launch titles for the Nintendo GameCube in the United States,
'Super Monkey Ball' is an example of the breakthrough games consumers will
continue to see from Sega."

In "Super Monkey Ball," gamers can choose to play as one of four adorable
monkeys: Aiai, Meemee, Baby or Gongon, in Main-Game, Party-Game and Mini-Game
modes.  The Main Game features 10 beginner, 30 advanced and 50 expert levels,
challenging players to collect play points while racing through outrageous
terrains in an effort to reach the goal without falling off the edge.  Play
points come in handy as they help players unlock hidden Mini-Games including
Monkey Billiards, Monkey Bowling and Monkey Golf.

Gamers can also try their hands at one of three exciting Party Games.  In
Monkey Race, players race laps around bizarre tracks, complete with boost
strips and power-ups to hinder their opponents' progress.  Monkey Target
invites players to take turns launching off an enormous ramp and trying to
land on specific point targets scattered over a variety of islands.  Monkey
Fight lets players duke it out on floating platforms, knocking each other
silly in an effort to become the last monkey standing.

"Super Monkey Ball" for the Nintendo GameCube is rated "E" for "Everyone" and
will be in retail stores nationwide November 2001 for a suggested retail
price of $49.95.

About Sega
Sega( of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

About Nintendo
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
Mario(r) and Donkey Kong(r) and launched franchises like The Legend of
Zelda(r) and Pokemon. Nintendo manufactures and markets hardware and software
for its popular home video game systems, including the Nintendo 64 and Game
Boy - the world's best-selling video game system. As a wholly owned
subsidiary, Nintendo of America Inc., based in Redmond, Wash., serves as
headquarters for Nintendo's operations in North America.

#  #  #
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ACTIVISION'S BLOCKBUSTER HIT TONY HAWK'S PRO SKATER(tm) 3
DROPS ONTO THE NINTENDO GAMECUBE(tm) AND GAME BOY(r) COLOR

Santa Monica, CA. -- November 16, 2001 -- Nintendo fans can grab their
virtual boards and hit the streets when Activision, Inc. (Nasdaq: ATVI)
releases its blockbuster hit Tony Hawk's Pro Skater(tm) 3 simultaneously with
the launch of the Nintendo GameCube(tm). One of the premier video games this
holiday season, Tony Hawk's Pro Skater 3 for the PlayStation(r)2 computer
entertainment system was the #1 best-selling video game in the U.S. for the
week of November 3, 2001, according to NPD's TRSTS Data. Tony Hawk's Pro
Skater 3 for the Nintendo GameCube is rated "T" (Teen - with blood, mild
lyrics and suggestive themes) and carries a suggested retail price of $49.99.
Additionally, the game is available for the Game Boy(r) Color and is rated
"E" (Everyone) by the ESRB with a suggested retail price of $29.99.

"The Tony Hawk's Pro Skater franchise has a history of re-inventing the genre
with every new installment, and this latest iteration on the Nintendo
GameCube raises the bar to new heights," said Larry Goldberg, executive vice
president, Activision Worldwide Studios. "Tony Hawk's Pro Skater 3 will amaze
gamers and skateboarding fans with its large, highly detailed living
environments and the ability to link vert and street tricks together for
mind-boggling scores."

Developed by Neversoft Entertainment, Tony Hawk's Pro Skater 3 is the
revolutionary sequel to the best-selling action sports game of 2000. Offering
eight massive levels filled with people, traffic, and other interactive
elements, the environments are brought to life with richer graphics and
advanced special effects. Smoother life-like animations and significantly
improved tricks capture the style of the world's best skaters. Further
improving on the franchise's intuitive control scheme, the game allows
players to perform tricks and combos in some of the world's most popular
skate locations including Los Angeles, Canada and Tokyo.

Players can also build their own characters with the game's robust
Create-A-Skater feature, now with the ability to customize female characters
as well. Choosing from hundreds of options, players can create unique looks
for each character by choosing height, weight, skin tones, accessories,
tattoos, etc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION ACQUIRES PUBLISHING RIGHTS
TO BLOODY ROAR*: PRIMAL FURY FOR THE NINTENDO GAMECUBE*

Popular Fighting Series Makes Its Debut On A New Videogame System

Santa Monica, CA - December 12, 2001 - Activision, Inc. (Nasdaq: ATVI)
announced today it has acquired the worldwide publishing and distribution
rights, with the exception of Japan, for Hudson Soft Co., Ltd.'s Bloody Roar:
Primal Fury on the Nintendo GameCube. This announcement expands Activision's
slate of 17 Nintendo GameCube titles for the new platform, which are
currently in various stages of planning and development.

Bloody Roar: Primal Fury will be among the first wave of fighting games for
the Nintendo GameCube. The game takes the intense 3D fighting action of the
well-known franchise to new heights with new characters, new arenas and new
special attack moves that are exclusive to the this version. Bloody Roar:
Primal Fury is rated "T" ("Teen" - content suitable for persons ages 13 and
older) by the ESRB and is expected to ship in spring 2002.

"As one of 16 characters, each with their own human and hyper-beast forms,
Bloody Roar: Primal Fury for the Nintendo GameCube lets gamers engage in fast
and furious battles," said Larry Goldberg, executive vice president,
Activision Worldwide Studios. "By combining exclusive features with the
platform's graphical and technological advancements, this version will be the
most spectacular and challenging yet."

Bloody Roar: Primal Fury for Nintendo GameCube takes full advantage of the
hardware's next-generation graphics capabilities with incredibly fast and
fluid fighting action and animations, incredible attack moves, special
effects and dynamic lighting. Players can choose from 16 characters, each
with its own, unique hyper-beast life form, and special attack moves to run
the gamut of seven gameplay modes, including five single player modes and two
two-player head-to-head modes, as they battle opponents in nine multi-level
interactive arenas that feature destructible walls and floors.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION(r) BRINGS RACE OF CHAMPIONS TO THE
NINTENDO GAMECUBE(tm)

Santa Monica, CA. - January 7, 2002 - Activision, Inc. (Nasdaq: ATVI) has
today announced that it will be bringing its high-octane rally racer, Race of
Champions, to the Nintendo GameCube this fall. Based on the prestigious
Michelin Race of Champions, which is held annually in the Canary Islands, the
game lets players experience the raw fun and exhilaration of the sport as
they lock wits and fenders with some of the top drivers from the world of
racing. Race of Champions has not yet been rated by the ESRB/ELSPA.

"Race of Champions breathtaking graphics and frenetic action will find a
perfect home under the hood of Nintendo GameCube," said Julian Lynn Evans,
vice president European Studios, Activision. "With the addition of our sku
for Nintendo GameCube, Activision is poised to deliver a racing blitz across
all three next generation platforms when the game ships later this year."

Developed by Climax, Race of Champions challenges players to master authentic
road, desert and mountain tracks on their quest for the cup. Featuring
incredibly detailed visuals as well as real-time damage modeling and dirt
effects, players can select their dream machine from the top makes and models
in the sport including Mitsubishi, Toyota, Ford, Lancia, Peugeot, Audi,
Porsche, Citroen and Seat as they race against industry legends like France's
Didier Auriol, Germany's Armin Schwartz and Finland's Tomi Makkinen , all of
which have been participants in the annual event.

Established in 1988, Climax has become one of the world's leading interactive
software development companies. Over the last 12 years Climax has developed
many successful computer and video games, delivering high quality game
experiences in both its' original products and conversions Climax bring with
them a wealth of experience of developing for the Racing Genre to the
partnership with Activision.

About IMP
IMP (International Media Productions) is a client focused sports management
company based in Monaco. IMP specialize in Event Management and Marketing and
Sports Celebrity Management. More information about IMP can be found on the
company's World Wide Web site at www.imp.mc

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web
site, which is located at www.activision.com.

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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SONIC THE HEDGEHOG SPEEDS ON TO THE NINTENDO GAMECUBE(tm) IN SONIC ADVENTURE
2 BATTLE

Sega's Flagship Franchise First to Support Cable Connectivity
with Game Boy(r) Advance

SAN FRANCISCO, Calif. - (February 12, 2002) - Sega(r) of America today
announced the release of "Sonic Adventure(tm) 2 Battle" for the Nintendo
GameCube(tm). The title, which is the first to take advantage of the Nintendo
GameCube( Game Boy(r) Advance Cable, also marks Sonic's first appearance on a
new next-generation video game console.

Featuring more than 150 missions spread over 30-plus frenetic, action-packed
stages, "Sonic Adventure 2 Battle" challenges gamers to either save the world
or conquer it, in an action-packed showdown between Hero and Dark characters.
The title also delivers dozens of all-new two-player battle levels and takes
Chao raising to new heights with Nintendo's Cable connectivity, allowing
gamers to transfer their Chao to and from the Game Boy Advance.

"Sonic's debut on the Nintendo GameCube in 'Sonic Adventure 2 Battle' is a
historic moment for Sega in our new position as a leading publisher of
interactive entertainment," said Mike Fischer, vice president of
entertainment marketing, Sega of America. "The Sonic franchise has always
been about pushing limits, and we're proud that 'Sonic Adventure 2 Battle'
will make a splash as the first title to take advantage of Nintendo's Cable
connectivity."

In "Sonic Adventure 2 Battle," gamers race across an array of terrains
including stunning cityscapes, dense jungles, massive military bases and
outer space - avoiding obstacles, collecting gold rings and adhering to the
agenda of either a Hero or Dark character. Hero characters include Sonic,
Knuckles and Tails, while diabolical Dark characters include Dr. Eggman,
Shadow and Rouge. There are also six playable characters from the Sonic The
Hedgehog(r) series, including Amy, Metal Sonic and Chaos Zero. Each character
has unique abilities for deep and varied two-player battle gameplay.

The title also features six styles of multiplayer battle gameplay, including
Sonic's high-speed 3D action racing, Knuckles' treasure hunting, Tails'
shooting match, kart racing, Chao racing and Chao karate. These stages are
divided into skill levels for easy pick-up-and-play action for beginners and
experts alike.

"Sonic Adventure 2 Battle" will be available at retailers this week and
carries a MSRP of $49.99. The game is rated "E" for everyone. For
screenshots, artwork or an illustration of the Chao transporting process
utilizing the Cable, visit the following link:
ftp://ftp.accesspr.com/public/Sega/Sega_Games/Nintendo_Gamecube/

The "Sonic Adventure 2" soundtrack is also available from Tokyopop, featuring
26 original songs from the game.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy(r) Advance and NINTENDO
GAMECUBE(. Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(r) and launching
such franchises as Zelda(tm) and Pokmon(r). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

# # #
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SEGA'S SONIC THE HEDGEHOG TOPS THE CHARTS ON ITS NINTENDO GAMECUBE(tm) DEBUT

"Sonic Adventure 2 Battle" is the #1 Selling Title on Nintendo GameCube In
its First Week of Availability

SAN FRANCISCO - (February 25, 2002) - Sega(r) of America today announced that
its recently launched "Sonic Adventure(tm) 2 Battle" for the Nintendo
GameCube was the #1 selling game for the system in its first week of sales
according to independent retail data from NPD TRSTS (week ending 2/16/02).
Selling five times more than the #2 title and as much as the next 12 titles
combined, "Sonic Adventure 2 Battle" marks the debut of Sega's mascot, Sonic
The Hedgehog(r), on a new next-generation video game system.

"The strong sales numbers off the mark for 'Sonic Adventure 2 Battle' for
Nintendo GameCube are a true testament to the star power of our legendary
mascot, Sonic The Hedgehog, and to the strength of Sega as a third party
developer and publisher," said Peter Moore, president and COO, Sega of
America. "With a 40-year heritage of incredible content and franchises,
Sega's goal is to compete for the position of leading global publisher of
interactive entertainment."

Selling through more than 70,000 units in its debut week - which represented
44 percent of total Nintendo GameCube software sales - "Sonic Adventure 2
Battle" is Sega's second Nintendo GameCube game, and its second success on
the platform. Sega's Nintendo GameCube launch title "Super Monkey Ball(tm)"
has consistently ranked among the top ten selling titles for Nintendo
GameCube since its release.

Demonstrating Sega's long standing commitment to innovation and creativity in
game development, "Sonic Adventure 2 Battle" is the first U.S. game to take
advantage of the Nintendo GameCube Game Boy(r) Advance Cable. Via the cable,
gamers can transport Chao, the lovable artificial life forms, from the "Chao
Garden" in "Sonic Adventure 2 Battle" to the Tiny Chao Garden in "Sonic
Advance(tm)" for the Nintendo Game Boy Advance, co-published by THQ Inc.

Featuring more than 150 missions spread over 30-plus frenetic, action-packed
stages, "Sonic Adventure 2 Battle" challenges gamers to either save the world
or conquer it, in an action-packed showdown between Hero and Dark characters.
With all-new two-player battle levels and expanded Chao-raising fun, "Sonic
Adventure 2 Battle" delivers a high-energy Sonic experience to Nintendo
GameCube fans.

"Sonic Adventure 2 Battle" is available now at a MSRP of $49.99. The game is
rated "E" for everyone. For screenshots and artwork, please visit the
following link:
ftp://ftp.accesspr.com/public/Sega/Sega_Games/Nintendo_Gamecube/

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(tm) and Donkey Kong(r) and launching such franchises as
Zelda(tm) and Pokmon(r). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment, Nintendo and
Microsoft. The THQ web site is located at www.thq.com <http://www.thq.com>.

# # #
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MIDWAY'S TIME-HONORED FRANCHISE
BREAKS NEW GROUND WITH GAUNTLET DARK LEGACY'
FOR NINTENDO GAMECUBE' AND XBOX'

Four-Player Cooperative Gameplay, Magical Characters and Extensive Worlds
Deliver Classic for Next-Generation Gaming Systems

CHICAGO - March 4, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Gauntlet Dark Legacy'
for the Nintendo GameCube' will ship tomorrow and is scheduled to ship for
the Xbox' video game system from Microsoft in April. Gauntlet Dark Legacy is
available now for the PlayStation(2 computer entertainment system.

Recreated for next-generation systems, Gauntlet Dark Legacy is a one-to-four
player action-adventure videogame, which allows as many as four game players
to battle cooperatively and interact simultaneously. Gauntlet Dark Legacy is
the first and only videogame to offer this feature for the Nintendo GameCube.
Continuing the time-honored "hack-n-slash" style of gameplay, players work as
a team as they embark on a quest to save the world. Using a force of special
weapons, exotic magical powers and deadly combination attacks, players slay
hordes of evil minions and hideous creatures - such as Golems, Dragons and
Chimera - while searching for treasure, evading traps and solving the many
mysteries of Gauntlet Dark Legacy.

"Gauntlet Dark Legacy is four-play at its best," said Helene Sheeler, vice
president of marketing, Midway. "The cooperative gameplay gives the game
great depth and replayability."

Whether playing alone or with companions, players adventure through eight
magical realms - Mountain, Desert, Forest and Castle and the new Ice, Town,
Sky and Dream worlds. Throughout each mystical realm, players are challenged
to find obelisks, rune stones and countless other items, while confronting
more than 50 different enemies and challenging bosses. Players can choose
from a variety of characters - including the new Jester, Sorceress, Dwarf and
Knight - which possess the ability to perform special turbo attacks and
deadly combination moves during battle. Each character has different
attributes, so players must decide which character they believe is best
equipped to handle the next adventure. Players can also find more than 21
secret characters and unlock their hidden, split personalities.

Gauntlet Dark Legacy Nintendo GameCube Features:

* One-to-four players Cooperative Action - Alone or with up to three friends,
gamers embark on a quest to collect the mythic 13 rune stones and battle the
evil wizard, Garm

* Updated Nintendo GameCube Inventory System: Gamers can turn pick-ups and
power-ups on-and-off while playing

* Enhanced Shop Screen: Sell unwanted/unused pick-ups and power-ups for gold
and jewels

* Numerous New Nintendo GameCube Power-ups such as:
Health Amulet: Players gain health from damaging enemies
Mikey: A potion that causes enemies to attack a magical apparition rather
than the player's character
Hand of Death: Allows players to suck the life from enemies

* Numerous Characters:
Eight Different Playable Characters: Warrior, Valkyrie, Archer, Wizard,
Jester, Sorceress, Dwarf and Knight
Secret Characters: Over two-dozen secret characters with eight different
split personalities to unlock

* Massive Gameplay Worlds: Mountain, Desert, Forest and Castle plus Ice,
Town, Sky and Dream. Venture where only legends dare with more than 50 evil
enemies, challenging evil bosses and countless potions, power-ups and secrets
to uncover

* Advanced Combat: Each of the eight different characters pack unique combo
moves and turbo attacks

* Enhanced Nintendo GameCube Graphics and Sound: Masterfully crafted worlds,
powered by the Nintendo GameCube graphics engine

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the Xbox' video game system from Microsoft, Nintendo
GameCube' and Game Boy(r) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY is a trademark of Midway Amusement Games, LLC. GAUNTLET DARK LEGACY is
a trademark of Midway Games West Inc.

Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. " 2001
Nintendo. Xbox and Microsoft are trademarks of Microsoft Corp. in the United
States and/or other countries. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. All other
trademarks are the property of their respective companies.

This press release contains certain forward looking statements concerning
future business conditions and the outlook for Midway Games Inc. (the
"Company") based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of certain
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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THQ ANNOUNCES DISNEY/PIXAR'S MONSTERS, INC. FOR NINTENDO GAMECUBE

CALABASAS HILLS, Calif. - March 5, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced it will publish Disney/Pixar's Monsters, Inc. (working title) for
Nintendo(r) GameCube. Scheduled for fall 2002 release, the game will be based
on the Academy Award(r)-nominated animated film, Disney/Pixar's Monsters,
Inc.

"Disney and Pixar have a legacy of creating long-standing animated motion
picture classics," said Germaine Gioia, vice president, licensing, THQ. "THQ
is pleased to extend our interactive videogame collaboration with Disney by
bringing Disney/Pixar's Monsters, Inc. to GameCube."

The monsters of Monstropolis learn the power of laughter in Disney/Pixar's
Monsters, Inc. for GameCube. Gameplay features a unique dodge ball-style
match set in special stadium arenas where your favorite monsters launch an
artillery of "laugh balls" at each other which upon contact will affect each
monster differently. In the game, Monsters train and learn how to bring
laughter to the children they once scared with the ultimate goal of filling
their individual laugh canisters first. The game also features a multi-player
mode allowing up to four players.

About Pixar Animation Studios
Pixar Animation Studios (Nasdaq: PIXR) combines creative and technical
artistry to create original stories in the medium of computer animation. In
partnership with Disney, Pixar has created four of the most successful and
beloved animated films of all time: Academy Award (r)-winning Toy Story
(1995); A Bug's Life (1998); Golden Globe-winner Toy Story 2 (1999); and
Monsters, Inc. (2001). Pixar's four films have earned more than $1.6 billion
at the worldwide box office to date. The Northern California studio's next
film, Finding Nemo, will be released in summer 2003.

About Disney
Disney Interactive, part of the Disney Consumer Products division of The Walt
Disney Company, develops, markets and globally distributes a wide variety of
interactive entertainment, educational and sports CD-ROMs and video games.
For more information on Disney Interactive's products, visit
www.disneyinteractive.com.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ Web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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FOR IMMEDIATE RELEASE

MIDWAY'S ALL-NEW SPYHUNTER BRINGS EXPLOSIVE
THRILL RIDE TO NINTENDO GAMECUBE AND XBOX

High-Adrenaline Missions and Relentless Action Redefine Spy Hunter to
Create Electrifying Gaming Experience for Next-Generation Systems

CHICAGO - March 11, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that SpyHunter, the all-new
remake of Midway's popular 1980's action-racing game, will ship tomorrow for
the Nintendo GameCube and the Xbox video game system from Microsoft.
SpyHunter is scheduled to ship for the Game Boy Advance in June and is
available now for the PlayStation2 computer entertainment system.

With a next-generation 3D design, incredible high-tech weaponry and a sleek
new vehicle (the G-6155 Interceptor), the SpyHunter player is on a mission to
save the world and must make split-second decisions.  The ultimate
counterintelligence prototype vehicle with morphing abilities, the G-6155
Interceptor has offensive and defensive weapons including 25mm cannon machine
guns and heat-seeking missiles.  The G-6155 Interceptor morphs on-the-fly
into a deadly high-velocity speedboat, a turbo jet watercraft or a
supercharged motorcycle with a turbine engine (horsepower classified), which
helps players escape and evade the relentless onslaught of enemy fire.
Additionally, as an added in-game bonus, Xbox owners will receive the
original 1983 arcade classic, Spy Hunter, in its entirety, included as an
exclusive hidden feature.

"Now Nintendo GameCube and Xbox owners can experience the addictive SpyHunter
gameplay," said Helene Sheeler, vice president of marketing, Midway.
"SpyHunter was an enormous success on the PlayStation2 and we expect it to be
a top videogame on the Nintendo GameCube and Xbox as well."

The SpyHunter player can never relax while maneuvering through 14
high-adrenaline missions around the globe to exotic locations such as Panama,
Key West, England, Germany, France, the Middle East and Venice.  Each
location is modeled to a high degree of photo-realism and provides
recognizable landmarks and scenery to offer compelling visual themes.

To add even more intensity to the relentless action, Island Gold Recording
act Saliva has recorded two versions of "The SpyHunter Theme."  Based on the
Peter Gunn theme song, a new lyrical version, as well as an instrumental
format, are included in the game.

SpyHunter Nintendo GameCube Key Features:
* The G-6155 Interceptor, a new vehicle that morphs on-the-fly into a deadly
high-velocity speedboat, a turbo jet watercraft or a supercharged motorcycle
and contains offensive and defensive weapons, including 25mm cannon machine
guns and heat-seeking missiles
* Explosive weaponry for both offensive and defensive attacks - including
machine guns, missiles and EMP weapons - and counter-attack weapons such as
oil slicks, smoke screens and flame throwers
* All-new 3D design with photo-realistic levels and recognizable landmarks
and scenery
* 14 in-depth missions encompassing exotic worldwide locations such as
Panama, Key West, England, Germany, France, Middle East desert and Venice
* Island Gold Recording act Saliva's "The SpyHunter Theme" song included in
the game

SpyHunter Xbox Key Features:
* The next-generation version includes the Spy Hunter arcade classic
videogame in its entirety as an exclusive hidden feature
* The G-6155 Interceptor, a new vehicle that morphs on-the-fly into a deadly
high-velocity speedboat, a turbo jet watercraft or a supercharged motorcycle
and contains offensive and defensive weapons, including 25mm cannon machine
guns and heat-seeking missiles
* Explosive weaponry for both offensive and defensive attacks - including
machine guns, missiles and EMP weapons - and counter-attack weapons such as
oil slicks, smoke screens and flame throwers
* All-new 3D design with photo-realistic levels and recognizable landmarks
and scenery
* 14 in-depth missions encompassing exotic worldwide locations such as
Panama, Key West, England, Germany, France, Middle East desert and Venice
* DVD Content:
- Behind-the-Scenes making of SpyHunter
- Saliva's "The SpyHunter Theme" song and music video along with the "Your
Disease" music video

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software.  Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(r) Advance.

For more information about Midway Games and SpyHunter visit
www.spyhunter.midway.com.

###

SPY HUNTER is a trademark of Midway Amusement Games, LLC.  Xbox and Microsoft
are trademarks of Microsoft Corp. in the United States and/or other
countries.  Nintendo GameCube and the Nintendo GameCube logo are trademarks
of Nintendo. " 2001 Nintendo.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc.  All other
trademarks are the property of their respective companies.

This press release contains forward looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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ACTIVISION UNLEASHES MAGIC AND MAYHEM ON THE
NINTENDO GAMECUBE(tm) IN LOST KINGDOMS

Santa Monica, CA - March 14, 2002 -- Activision, Inc. (Nasdaq: ATVI) is
taking gamers on a mysterious journey to confront a malevolent force that
threatens the future of the world in Lost Kingdoms, the first real-time
action RPG for the Nintendo GameCube(tm). Partnering with premier Japanese
software publisher and developer FromSoftware, Inc., Activision will publish
Lost Kingdoms worldwide excluding Japan, Korea, and China. The game will be
available this spring and carries a "T" (Teen) rating for comic mischief and
violence from the ESRB.

In Lost Kingdoms, the player takes control of a beautiful heroine, Princess
Katia, on a quest to rid the land of a deadly menace intent on engulfing the
five Kingdoms of Argwyll. During the adventure, the player must find and
gather the cards that hold the power to unleash incredible creatures into
battle, fighting off the endless hordes of monsters that stand in their way.

"Lost Kingdoms invites players to experience an epic fantasy world filled
with magic, monsters and mystery," states Larry Goldberg, executive vice
president, Activision Worldwide Studios. "The game delivers a fantastic 3D
experience with guardian creature cards that you can collect, control and use
to battle against an evil power and its dominions."

Throughout the game, players will explore over two-dozen graphically rich 3D
worlds as they uncover the mystery that threatens to destroy the Five
Kingdoms of Argwyll. Along the way, gamers will have the opportunity to
collect over 100 unique Guardian Cards that can be used to release powerful
creature allies such as fighting skeletons, ravaging wolves and fire
breathing dragons. Each creature has its own special attack moves, which
increase in range and power as Katia gains experience.

In addition to the single player story mode, players can take on friends in
two- player versus mode, and pit their guardian creature card collection
against one another in a battle to the finish.

Established in 1986, FromSoftware is one of Japan's premier software
companies developing interactive entertainment products across all major
platforms. FromSoftware's office is located in central Tokyo, Japan. More
information regarding FROM Software can be found on the company's World Wide
Web site www.fromsoftware.co.jp.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.


The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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SEGA LAUNCHES SEGA SOCCER SLAM; ITS FIRST NON-TRADITIONAL SPORTS GAME FOR
THE NINTENDO GAMECUBE(tm)

Genre-Defining Soccer Game Blends Speed, Style, and Action with a Field Full
of Special Moves, Play Enhancing Power-ups and Distinct Personalities

SAN FRANCISCO (March 19, 2002) - Sega(r) of America announced today the
release of "Sega(r) Soccer Slam," an action-packed, smash-mouth soccer spin
off for the Nintendo GameCube(tm). Produced by Visual Concepts, makers of the
acclaimed Sega Sports 2K series, "Sega Soccer Slam" is easy to learn,
challenging to master, and incredible to watch. Employing sophisticated
motion-captured 3D models and multiple modes, "Sega Soccer Slam's" wild cast
of characters will dazzle gamers with their detailed expressions, athletic
prowess and exaggerated personality traits. Prepare for pandemonium when this
addictive game, which takes an unorthodox approach to the world's most
popular sport, hits the market.

"'Sega Soccer Slam' is the ideal title for the Nintendo GameCube audience
with its outlandish effects, engaging comic book-like characters,
pick-up-&-play controls, and all-ages appeal," said Tom Nichols, director of
sports marketing, Sega of America. "This game is an upbeat and irreverent
soccer-inspired experience that is much different than our acclaimed deep
simulation sports titles. 'Sega Soccer Slam' successfully illustrates the
depth of Sega's content making ability."

Building momentum in underground leagues and counter-culture clubs,
"Sega Soccer Slam's" brutal new brand of soccer is played by cartoonish thugs
who take pleasure in breaking rules as well as arms. The action is intense in
the Quest mode, where players select one of the six elementally themed teams
and play through a 10 game regular season and single elimination tournament
in pursuit of the coveted Continental Cup. During the course of the season,
the best players are recognized in a mid-season All-Star game, statistics are
tracked in 24 categories, and money earned from winning matches is spent on
buying accessories and attributes for the individual players. While victories
unlock venues and mystery items that boost player attributes, the game's
Challenge stages, which occur in between each match, let the players get
familiar with the various special moves and abilities in "Sega Soccer Slam."

With pick-up-and-play controls and a balanced competitive atmosphere for
players of all skill levels, "Sega Soccer Slam" skirts the intimidating
nature of deeper simulation sports games. However, the action in "Sega Soccer
Slam" is fast and furious, as players dole out brilliant spotlight maneuvers
and team specific powered-up plays, all shown with dazzling special effects.
The eighteen players in "Sega Soccer Slam" are as detailed as they are
aggressive. Utilizing complex 3D models, individual voices and personalities,
noticeable facial animations, and more than 1,000 motion-captured moves,
including signature goal celebrations and character-specific kicks.

"Sega Soccer Slam" features traditional matches and tournaments along with
performance-enhancing power-ups and hidden venues. There are five ruthless
game modes, including the aforementioned Continental Cup Quest mode, the
Quick Start mode, an Exhibition mode, and a Tourney mode for sizzling
multiplayer action. An additional Practice mode provides the user with an
opportunity to master all of the complexities of the various high-flying
moves in "Sega Soccer Slam."

"Sega Soccer Slam" is available at retailers nationwide for $49.95. The game
is rated "E" for everyone.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario and Donkey Kong(r) and launching such franchises as Zelda
and Pokemon(r). As a wholly owned subsidiary, Nintendo of America, Inc.,
based in Redmond, Wash., serves as headquarters for Nintendo's operation in
the Western Hemisphere.
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SEGA'S BASEBALL SLUGFEST HOME RUN KING(tm) BRINGS ARCADE-STYLE HARD BALL TO
THE NINTENDO GAMECUBE(tm)

Includes Comprehensive Create-A-Player and Create-A-Team Modes to Customize
Your Favorite Characters or All-Star Lineup

SAN FRANCISCO (March 19, 2002) - Sega(r) of America announced today the
release of "Home Run KING"for the Nintendo GameCube(tm). Arriving in time for
the 2002 season, "Home Run KING" expertly recreates the look and feel of
baseball while delivering pick-up and play controls and exciting Major League
Baseball(r) action. This fully licensed arcade winner includes every team,
player, and stadium in incredible detail. Featuring tight fielding controls
and fast-paced, arcade-style gameplay along with an intuitive
pitching/hitting interface, "Home Run KING" creates a high-scoring slugfest
that will have every gamer chanting "Going, Going, Gone!"

"'Home Run KING's' addictive gameplay will win the hearts of Nintendo
GameCube owners once they grab their controllers and start slugging away,"
said Tom Nichols, director of sports marketing, Sega of America. "As Sega
moves towards becoming a leading content publisher, we're focused on making
games for everyone. Whether you're a baseball junkie or video game novice,
'Home Run KING' has something that will appeal to all gamers with its awesome
gameplay, detailed graphics and easy to learn pitching/hitting interface."

With "Home Run KING's" pick-up-and-play controls, gamers can jump in and
start swinging for the fences in no time. Optional auto fielding provides
support for those gamers that want to focus on their slugging. And when the
hitting game has been mastered, simply turn off the auto fielding for full
manual control of the infield and outfield.

"Home Run KING" features authentic player models that are so real, their
trademark batting stances and pitching styles are replicated down to the way
they wiggle their bat and deliver their pitches. Players also show emotion
through facial expressions, as errors are met with disgust and players smile
big when they knock one out of the park. The ballparks in "Home Run KING" are
designed to the exact specifications of their real-life counterparts, and
real-time weather effects add to the game's convincing ambient atmosphere.
Further accentuating the MLB experience is the in-game audio, which includes
colorful play-by-play commentary and stadium chants from the stands -- even
actual mascots walk around to incite crowd reaction.

"Home Run KING" features two custom modes that change the face of the game.
The Create-A-Player mode allows gamers to mold a big league player in their
own image, customizing everything from a character's hairstyle to their bat
color. The Create-A-Team option allows gamers to create the ultimate baseball
dream team and put them to work in the many different gameplay modes. Among
the featured modes are Exhibition, Season, Playoffs and Home Run Derby, all
of which provide plenty of replay value.

Endorsed by Houston Astros' first baseman Jeff Bagwell, who appears on the
cover of the game, "Home Run KING" is available at retailers nationwide for
$49.95. The game is rated "E" for everyone.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(r) and Donkey Kong(r) and launching such franchises as
Zelda(r) and Pokmon(r). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official Major League
Baseball website at MLB.com (c) MLBPA - Official Licensee, Major League
Baseball Players Association. Visit the Players Choice on the web at
www.bigleaguers.com (c) SEGA CORPORATION, 2002 (c) MLBP 2002 / MLBPA 2002 The
Major League Baseball Players Association is the collective bargaining
representative for all professional baseball players of the National League
and the American League and serves as the exclusive group licensing agent for
commercial and licensing activities involving active Major League Baseball
Players. On behalf of its members, it operates the Players Choice licensing
program and Players Choice Awards and Big League Challenge events, which
benefit children through the Major League Baseball Players Trust for
Children, a charitable foundation established and run entirely by Major
League Baseball Players.
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The Critically Acclaimed Sega Sports NBA 2K2 Launches on Nintendo
GameCube(tm)

Release Marks the First Sega Sports Game on Nintendo GameCube and the First
Sega Game Available on All Video Game Platforms

SAN FRANCISCO (March 19, 2002) - Sega Sports(tm), the brand that continues to
set new standards in sports gaming, announced today the release of "Sega
Sports(tm) NBA 2K2" for the Nintendo GameCube(tm). Developed by Visual
Concepts, a member of the Sega group and the development house behind the
sports video game revolution, "Sega Sports NBA 2K2" will hook every Nintendo
GameCube user into a world of video game basketball that realistically
mirrors the level of professional play and high flying athleticism of the
NBA.

The launch of "Sega Sports NBA 2K2" for the Nintendo GameCube is a milestone
for Sega as it is the company's first multi-platform title to have launched
on all new next-generation game consoles. Gamers can now experience Sega's
critically acclaimed basketball simulation on: the Nintendo GameCube, the
PlayStation*2 computer entertainment system, and the Xbox(tm) video game
system from Microsoft(tm). The move symbolizes Sega's commitment to being a
platform-agnostic third-party publisher and reinforces the company's position
as a dominant force in interactive entertainment.

"Last year, Sega Sports made a promise to bring the immersive content and
superior gameplay of our titles to all next generation gaming consoles," said
Tom Nichols, director of sports marketing, Sega of America. "Today, we
fulfilled that promise to the gaming community and look to continue our
winning streak with additional sports title releases for the Nintendo
GameCube, Xbox and PlayStation 2.

"Sega Sports NBA 2K2," the first game in the Sega Sports franchise to be
released for the Nintendo GameCube, brings the intensity of authentic
basketball action to gamers, with gameplay and graphics that define the
basketball simulation genre. This game includes enhanced gameplay elements
such as new low-post and crossover moves, intelligent coaching decisions and
more ways to play defense and shut opponents down in the passing lane. Gamers
can use pick & roll plays and control how hard players battle for rebounds -
creating an authentic experience by replicating the subtleties of the NBA
game. "Sega Sports NBA 2K2" also includes an enhanced one-on-one game
experience, with new crossovers, and on the fly alley-oops. The game also
incorporates all of the new NBA rules, such as the zone defenses.

"Sega Sports NBA 2K2" for the Nintendo GameCube is equally as adept on the
visual end, delivering a game that's as fun to watch as it is to play. With
detailed facial expressions that bring players to life, athletes will show
their emotional reactions to each outcome with real expressions, whether they
are celebrating a spectacular dunk or an in-your-face blocked shot.

Presented in a broadcast-quality format, "Sega Sports NBA 2K2" features
crafty camerawork, inspired commentary, TV-style overlays and exciting crowd
reactions, giving gamers the best seat in the house in arenas that have been
recreated in exact detail. Gamers will also recognize the style trends and
personality markers of their favorite players - from high socks to tattoos -
every detail in "Sega Sports NBA 2K2" has been designed to perfection.

"Sega Sports NBA 2K2" also takes the game to the streets, as players can hoop
it up at nine of the most famous playgrounds across the country. The great
street courts from last year are now joined by four new authentic courts in
the Nintendo GameCube version of the game - Hank Gathers Rec Center in
Philadelphia, Run N' Shoot in Atlanta, Venice Beach in California and Fonde
Rec Center in Houston.

All basketball fans know that no basketball ball game is complete without
great music. That's why "Sega Sports NBA 2K2" features a soundtrack written
exclusively for the game, performed by So So Def's rising recording star
R.O.C and produced by award-winning rapper-producer Jermaine Dupri.

Endorsed by Philadelphia 76ers' guard Allen Iverson, who appears on the cover
of the game, "Sega Sports NBA 2K2" keeps current with updated rosters, arenas
and team uniforms. "Sega Sports NBA 2K2" is also available on Sega
Dreamcast(tm), PlayStation 2 and Xbox. The Nintendo GameCube version of "Sega
Sports NBA 2K2" is available at retailers nationwide for $49.95. The game is
rated "E" for everyone.

About Sega
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at <www.sega.com>.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy, Nintendo 64, Game Boy Advance and NINTENDO GAMECUBE(tm).
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(tm) and Donkey Kong and launching such franchises as
Zelda(tm) and Pokmon. As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

# # #
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INFOGRAMES BRINGS TITAN-TO-TITAN COMBAT TO GAMECUBE WITH GODZILLA(R): DESTROY
ALL MONSTERS MELEE

Massive City-Wide Scale, True-to-Movie Monsters Highlight B-Movie Style
Fighting Game

LOS ANGELES - March 25, 2002 - The largest movie franchise of all time - all
180 feet of it -- will stomp into gamersi living rooms around the globe this
Fall.. Infogrames, Inc. (Nasdaq: IFGM), a leading global publisher of
interactive entertainment software, is bringing GodzillaAE: Destroy All
Monsters Melee, to the Nintendo GameCube in a global launch slated for Fall
2002. Based on the classic movie license from Toho Co., Ltd. and Sony
Pictures Consumer Products, the fighting game challenges players to punch,
kick, stomp, throw and blast each other to claim the title of King of the
Monsters.

"Gamers love Godzilla - the gigantic size, range of attacks and interesting
gameplay elements enabled by superpowered creatures," said Jean-Philippe
Agati, senior vice president and general manager of Infogramesi Los Angeles
studio. "Working closely with Toho Co., Ltd. and Sony Pictures Consumer
Products has allowed us to create a one-of-a-kind gaming experience for
GameCube owners, while staying true to the movies for rabid Godzilla fans.
With the power of Nintendois next-generation console, weive created detailed
worlds and accurate creatures that do justice to this classic franchise."

Based on the hit movies created by Toho Co., Ltd., Godzilla(R): Destroy All
Monsters Melee is a one-to-four-player fighting game of epic scope that pits
gamers as their favorite giant monster against other escapees from Monster
Island in titan-to-titan combat. In addition to the single-player story mode,
the game includes four play styles: Versus mode, pitting between one and four
players against each other in an epic battle royal; Destruction mode, a timed
challenge to see which player can destroy more of a city in a given amount of
time; Survival mode, the ultimate test of a playeris skill, pitting him
against monster after monster with the score based on the number of enemies
defeated before losing a match; and Practice Mode, where players can increase
their skills and find precious power-ups located within each city.

To provide the monsters with ample fighting room, combat will be located in
10 massive real-world and fantasy locations, including San Francisco,
Seattle, Tokyo and the notorious Monster Island. Godzilla(R): Destroy All
Monsters Melee will also feature additional hidden, unlockable areas. Each
city has been created with amazing attention to detail, including working
traffic lights, blinking neon signs and moving cars, buses and tanker trucks.
Buildings are fully destructible and once on the ground, pieces of the
smashed concrete can be used as projectile weapons.

More than 14 monsters, each carefully modeled from the record-setting movie
franchise, appear in the game. Designers are keeping the game authentic by
including fan favorites like Godzilla 2000 and Godzilla 1990, Mecha-Godzilla,
King Ghidora and Mothera.

Each character will be equipped with basic fighting maneuvers like kicks,
punches, jumps, projectile attacks and blocks. For more hardcore fighting
fans, Godzilla(R): Destroy All Monsters Melee includes a robust combo system
and special attacks that are unique to each creatureis abilities from the
original movies. Power-ups are dropped into the arena by alien ships and
hidden within city buildings, providing health and other enhanced abilities.

While the game focuses on arcade fighting, there is also an additional
strategic element involving the humans populating the cities. As each monster
moves through a city, causing destruction along the way, the human military
will attack with tanks, helicopters, hover jets and laser cannons, launching
attacks at the monster that is guilty of the most damage. Players can
leverage this element to their favor by forcing or throwing opponents into
nearby buildings, thus leading the military to attack and wound their enemy.

Under development by Pipeworks Studios, based in Portland, Oregon,
Godzilla(R): Destroy All Monsters Melee will make its debut in the Fall of
2002.

About Sony Pictures Consumer Products
Godzilla is a property of Sony Pictures Consumer Products, based in Los
Angeles, which handles the merchandising and branding efforts for some of the
most recognized properties in film and television. SPCP is a division of Sony
Pictures Entertainment (SPE), whose global operations encompass motion
picture production and distribution, television programming and syndication,
home video acquisition and distribution, operation of studio facilities,
development of new entertainment technologies and distribution of filmed
entertainment in 67 countries.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogramesi catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization(TM), Backyard
Sports(TM), Deer Hunter(R), Driver(TM), RollerCoaster Tycoon(R), Test
Drive(R), and Unreal(R), and key licenses including Survivor(TM), Warner
Bros. Looney Tunes(TM), Nickelodeonis Blueis Clues(TM), Dragon Ball Z(R),
Mission Impossible(R), Harley-Davidson(R), Major League Baseball(R), and the
National Football League(R), among many others. The Companyis Humongous
Entertainment and MacSoft labels are leaders in childrenis and Macintosh
entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
and mobile smart devices (WAP, HDML). In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy(R), TONKA,
and Atari(R), which are published and distributed in the U.S. by Infogrames,
Inc. For more information, visit the Companyis Web site at
www.infogrames.com.

# # #
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BAM! ENTERTAINMENT SHIPS DRIVEN(tm) FOR GAMECUBE(tm)

First True GameCube Racing Game Hits North American Retailers This Week

San Jose, Ca. (March 26, 2002) BAM! Entertainment (Nasdaq: BFUN) today
announced that its explosive racing game Driven for Nintendo(R) GameCube is
shipping to stores this week, making it the first true racing game available
on the platform. Developed by BAM! Studios Europe, BAM!'s first GameCube
project results from the company's multi-year, multi-title relationship with
Franchise Pictures and is based on that studio's movie of the same name -
starring award-winning actor Sylvester Stallone. In addition, Driven for
GameCube is slated to ship in time for the European launch of Nintendo's next
generation console in May of this year.

"The team has been able to achieve some fantastic results with the GameCube
technology and we strongly feel that Driven fills a need for GameCube owners
and racing fans alike," said Bernard Stolar, President and Chief Operating
Officer of BAM! Entertainment. "We are pleased that our first GameCube
project was delivered by our internal development team."

Driven immerses players in the high-adrenaline world of competitive cart
racing. Arcade, Story, Championship and Multiplayer modes allow players to
experience life both on and off the track, racing as one of 12 drivers. With
smooth arcade-style handling, players will enjoy eight exciting tracks in
either single or multi-player modes on tracks ranging from the sunny
speedways of Angel's Bay in California to the heavy traffic of downtown New
York. A personality-led style of racing, Driven places the emphasis on the
driver's abilities, rather than the cars, with one of the unique features
being the ability to get into "the zone'', where players are rewarded for
flawless driving with improved handling and increased speed.

Driven is currently available for PlayStation(R) 2 and Game Boy(R) Advance.
Driven for GameCube is rated T for Teen and will be available at most major
retailers this week at an estimated retail price of $39.99. For more
information about BAM! Entertainment, Driven GameCube, or any of BAM!
Entertainment's products visit www.bam4fun.com <http://www.bam4fun.com>.

About Franchise Pictures LLC.
Franchise is an independent motion picture production and distribution
company founded by Elie Samaha and Andrew Stevens, two of the more prolific
producers in the entertainment industry. Since its inception in 1998,
Franchise has produced and delivered a number of high profile pictures to the
marketplace. Among them have been Heist starring Gene Hackman and Danny
Devito, The Whole Nine Yards starring Bruce Willis and Matthew Perry, Driven
starring Sylvester Stallone, Kip Pardue and Estella Warren, Angel Eyes
starring Jennifer Lopez and Jim Caviezel, Art of War starring Wesley Snipes
and Donald Sutherland and The Pledge starring three-time Academy Award-winner
Jack Nicholson.

About BAM! Entertainment, Inc.
Founded in 1999 and based in San Jose, California BAM! Entertainment, Inc. is
a developer, publisher and marketer of interactive entertainment software in
North America and Europe. The company develops, obtains, or licenses
properties from a wide variety of sources, including global entertainment and
media companies, and publishes software for video game systems, wireless
devices, and personal computers. The company's common stock is publicly
traded on Nasdaq under the symbol BFUN. More information about BAM! and its
products can be found at the company's web site located at www.bam4fun.com
<http://www.bam4fun.com>.

This release contains statements that are "forward-looking statements" within
the meaning of the Private Securities Litigation Reform Act of 1995. These
statements are based on current estimates and projections about BAM!
Entertainment's business, which are derived in part on assumptions of its
management, and are not guarantees of BAM! Entertainment's future
performance, as such performance is difficult to predict. Therefore, actual
outcomes and results may differ materially from what is expressed or
forecasted in such forward-looking statements due to numerous factors. Such
factors include, but are not limited to those described in the final
prospectus dated November 14, 2001 relating to the initial public offering of
BAM! Entertainment, which was filed with the U.S. Securities and Exchange
Commission. Readers of the release are referred to this filing. BAM!
Entertainment does not intend to update any of these forward-looking
statements after the date of this release.

BAM! Entertainment, BAM! and BAM!4 are trademarks of BAM! Entertainment, Inc.
Nintendo GameCube is a trademark of Nintendo of America, Inc. Nintendo and
Game Boy Advance are trademarks of Nintendo. PlayStation is a registered
trademark of Sony Computer Entertainment Inc. All other trademarks are the
property of their respective owners.
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ACTIVISION'S BLOODY ROAR*: PRIMAL FURY
FOR THE NINTENDO GAMECUBE* LAUNCHES ONTO
NORTH AMERICAN RETAIL SHELVES

Santa Monica, CA - March 28, 2002 - Gamers can now unleash their animal rage
with the launch of Activision, Inc.'s (Nasdaq: ATVI) Bloody Roar: Primal
Fury, the first fighting game available for the Nintendo GameCube(tm). This
latest installation in the popular Bloody Roar* series delivers fast and
fluid fighting action, incredible special effects and amazing characters that
have the ability to transform from humans into Hyper-beast life-forms with
special attack moves. Bloody Roar: Primal Fury was developed by Hudson Soft
Co., Ltd. and Eighting Co., Ltd. and is rated "T" ("Teen" - Blood, Suggestive
Themes, and Violence - content suitable for persons ages 13 and older) by the
ESRB with a $49.99 suggested retail price.

"Bloody Roar: Primal Fury is the latest creation from the developers of the
popular Bloody Roar series," said Larry Goldberg, executive vice president,
Activision Worldwide Studios. "Building on the series' signature pulse
pounding fighting action and morphing characters, Bloody Roar: Primal Fury
features new characters, new arenas, incredible graphics and special attack
moves that will take fighting to the next level on the Nintendo GameCube."

Bloody Roar: Primal Fury for Nintendo GameCube takes full advantage of the
hardware's next-generation graphics capabilities with fighting action
(running at 60 FPS), detailed animations, incredible attack moves, amazing
special effects and dynamic lighting. Choosing from one of 16 characters,
gamers can morph mid-fight from humans into exotic beasts such as leopards,
chameleons, tigers and wolves. Players face off against opponents in 10
interactive areas complete with multiple levels and destructible walls and
floors. Bloody Roar: Primal Fury features seven gameplay modes, including
five single player modes and two two-player head-to-head tournaments.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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SEGA ANNOUNCES BEACH SPIKERS -- NEW VOLLEYBALL TITLE TO BRING ADDICTIVE,
PICK-UP-AND-PLAY SPORTS ACTION TO NINTENDO GAMECUBE

Sega(R) today announced that it will bring arcade classic "Beach Spikers(tm)"
to the Nintendo GameCube(tm) this summer. It's time to bump, set and SPIKE
with "Beach Spikers'" intense beach volleyball action for up to four players.
The game showcases beautiful female athletes as they battle it out under the
fierce summer sun. Gamers will have to cooperate and compete as they take
control of bikini-clad beauties and go two-on-two at the net.

Transforming its arcade sports heritage into a full-on Nintendo GameCube
competition, "Beach Spikers" uses dynamic camera angles and extraordinary
graphics to pull even the most skeptical spectators into the fun. Players must
perfect their timing and polish their technique as they take on World Tour
Mode, utilizing the Tutorial Mode to round out their skills. Other exciting
modes include Arcade and Exhibition.

 ------------
Category 14,  Topic 3
Message 24         Thu May 09, 2002
KGAGNE [Ken]                 at 15:15 PDT

3DO has become a Nintendo GameCube publisher; see Category 8, Topic 17,
Message 6.
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CODEMASTERS BRINGS BEST-SELLING TITLES TO
NINTENDO GAMECUBE

New York - May 20, 2002 - Leading video game publisher, Codemasters, is
developing specific editions of its most successful gaming brands for the
Nintendo GameCube(TM). Three of Codemasters' key titles are confirmed for the
console to date, including Colin McRae Rally 3, Club Football, and the
recently announced Shoot to Kill.

"Codemasters' ethos is to support the world's most successful gaming formats.
Nintendo has produced an excellent machine and we believe it provides the
base for our developers to produce superb editions of these titles," said
Mike Hayes, Codemasters' marketing director. "Given Nintendo's continued
strength in the global market, GameCube will become one of Codemasters' key
publishing platforms."

Racing game fans will be ecstatic to learn that a turbo charged edition of
Codemasters' leading rally racing franchise Colin McRae Rally will appear on
the GameCube. This totally immersive edition of the best-selling rally racing
game puts the pedal to the metal as players take on the role of the world
famous driver as he's given a three year contract to win a series of
international championships for Ford.

Codemasters' reputation for delivering dynamic sports games will be evident
in Club Football, a series of team-specific soccer action games for GameCube.
Club Football is a unique concept in soccer gaming and will offer 15
team-specific versions simultaneously when it launches. Delivering a club
specific game for every fan, it taps into the very soul of soccer - the
tribal fanaticism of club supporters. Each game will carry the headline brand
of an individual soccer club and the overall series will be sub-branded as
Club Football.

Club Football is being designed to be the most realistic, playable soccer
action title brought to market and will be published in the following
editions: Arsenal Club Football, Aston Villa Club Football, Chelsea Club
Football, Leeds United Club Football, Liverpool Club Football, Manchester
United Club Football, and Rangers Club Football, Borussia Dortmund Club
Football, Hamburg SV Club Football, FC Bayern Munich Club Football, Ajax Club
Football, FC Barcelona Club Football, AC Milan Club Football, Inter Milan
Club Football, and Juventus Club Football.

Codemasters' shakes up the first-person shooter market with Shoot to Kill.
Shoot to Kill: Colombian Crackdown has a deep and gripping plot of deception,
betrayal and revenge, coupled with intense and refined gameplay. With a
modern-day setting, the game plunges players deep into Colombia's drug
underworld as Drug Enforcement Administration Officers. The experience
charges players with uncovering and bringing to justice, individuals and
gangs involved in the trade and trafficking of cocaine.

Codemasters' portfolio of Nintendo GameCube titles will launch during 2003
with a detailed publishing schedule and further titles to be announced.

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

# # #
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SEGA SCORES WITH THE EXCLUSIVE LAUNCH OF VIRTUA STRIKER 2002 ON NINTENDO
GAMECUBE

Renowned Soccer Franchise Features 64 Teams from Different Countries and
Introduces New "Road to International Cup"

SAN FRANCISCO - (May 21, 2002) - SEGA(R) of America, Inc. today announced the
exclusive release of "Virtua Striker(TM) 2002" for the Nintendo GameCube(TM).
In addition to the brand new Road to International Cup Mode that's exclusive
to the Nintendo GameCube version, this latest installment of the
long-standing "Virtua Striker(TM)" franchise features all of the lifelike,
high-energy elements that cemented its reputation as the leading soccer title
for the arcades and the SEGA Dreamcast(TM) video game console.

"We're adding this classic soccer franchise to the Nintendo GameCube library
with the exclusive debut of 'Virtua Striker 2002' - just in time for the
sport of soccer to be on the world's stage this summer," said Tom Nichols,
group director of sports marketing, SEGA of America, Inc. "With fast,
addictive gameplay 'Virtua Striker 2002' will bring the excitement of one of
the most recognizable soccer video games of all-time straight into the living
room of Nintendo GameCube users everywhere."

"Virtua Striker 2002" for the Nintendo GameCube maintains an easy learning
curve, while still delivering a compelling and deep gameplay experience
through its myriad of teams, modes and fluid visuals. Players can choose to
play as one of 64 national teams from different countries, and even customize
their own team of created players. With full control over a team's roster,
gamers can make substitutions for any of their 22 players on each team,
resulting in a game loaded with possibilities and customization options.

Ensuring plenty of replay value, "Virtua Striker 2002" features a multitude
of modes, including the exclusive Road to International Cup Mode. In this
mode, the gamer can choose a team he/she likes, and train each team member to
win the International Cup in 4 years.

Among "Virtua Striker 2002's" other modes are the following, all of which
help to convey the wide array of options players can enjoy:

* Edit Mode: Create strategic players with key skills to allow your team to
put its best foot forward on the field, including deciding which player takes
the best free kicks. Other attributes, such as face, body type, cleats,
dominant kicking foot, name and uniform number can also be altered.
* Tournament Mode: Battle it out among 4, 8, 16 or 32 participating countries
in a single-elimination tournament.
* League Mode: This time, every goal counts. Games won, lost and tied have
different points assigned to them in a battle between 4 and 40 countries.
* Penalty Kick Mode: Well-placed shots determine the match in Penalty Kick
Mode - beating your opponents' agile goalie one on-one is the key to victory.
* Training Mode: This allows players to sharpen their skills and showcase
their dexterity as they practice dribbling, shooting and passing, and take
those newly learned attributes onto the pitch in actual matches.
* Ranking Mode: Compete in three random matches against the game to gauge a
player's performance.
* Replay Mode: Players can review replays of every saved goal and relive all
the glory. G-O-A-L!

"Virtua Striker 2002" for Nintendo GameCube is available at retailers
nationwide for $49.95. The game is rated "E" for everyone.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

(TM), (R) and the Nintendo GameCube logo are trademarks of Nintendo.

# # #
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INFOGRAMES BRINGS SICK TRICKS TO NINTENDO GAMECUBE WITH BIG AIR FREESTYLE
Motocross Game Throws Players Into Outrageous, Arcade-Style Action

LOS ANGELES - May 22, 2002 - Hold on to your lunches, Nintendo GameCube
players will catch some insane air this fall! Infogrames, Inc. (Nasdaq: IFGM)
dares gamers to get down and dirty with Big Air Freestyle for Nintendo
GameCube, slated to wheelie into stores this fall. Featuring outrageous
tricks, loads of tracks and spectacular graphics, Big Air Freestyle promises
players massive airtime and sick tricks in an over-the-top motocross
experience.

"The definitive Nintendo GameCube motocross game is here and it guarantees
the grittiest extreme sports rush imaginable," says Jean-Philippe Agati,
senior vice president and head of Infogrames, Inc.'s Los Angeles studio.
"With more than 30 unreal stunts to attempt, awesome bike handling and
two-player multiplayer mode all rendered by the graphical capabilities of
Nintendo GameCube, gamers of all ages will be diving head-first into the
mud-flinging excitement of Big Air Freestyle."

Big Air Freestyle offers deep gameplay with three unique gameplay modes,
encompassing the entire two-wheel offroad experience -- Motocross, Supercross
and Freestyle. Players choose to race on large outdoor tracks or specially
designed indoor arenas in Motocross and Supercross racing modes. Freestyle
mode invites gamers to careen through the air pulling off death-defying
stunts in indoor fantasy arenas loaded with ramps and "don't try this at
home" obstacles. The grubby action takes place on more than 20 motocross and
supercross tracks and six fantasy freestyle arenas.

Gamers are challenged to land the sickest tricks that even motocross pros
won't attempt. Freestyle mode dares gamers to attempt such absurd stunts as
pulling off a 'monkey bar' over the Tar Pits or nailing a 'pommel horse' over
the Zap Trap. Successfully completing the most extreme tricks in the allotted
time rewards the player with points, granting them access to new arenas.

Under development by Infogrames' Paradigm Entertainment, Big Air Freestyle
promises to kick up dust this fall on Nintendo GameCube.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization, Backyard Sports, Deer Hunter, Driver, RollerCoaster Tycoon, and
Test Drive, and key licenses including Warner Bros. Looney Tunes,
Nickelodeon's Blue's Clues, Dragon Ball Z, Unreal, Mission Impossible,
Terminator, Harley-Davidson, Major League Baseball, and the National Football
League, among many others. The Company's Humongous Entertainment and MacSoft
labels are leaders in children's and Macintosh entertainment software,
respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy, TONKA, and
Atari, which are published and distributed in the U.S. by Infogrames, Inc.
For more information, visit the Company's Web site at www.infogrames.com.
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ACTIVISION'S LOST KINGDOMS FOR NINTENDO GAMECUBE
SUMMONS ITS WAY ONTO RETAIL SHELVES

Santa Monica, CA - June 7, 2002 - Gamers can now embark on a magical quest,
where beasts are summoned to battle evil foes, in Activision, Inc.'s (Nasdaq:
ATVI) Lost Kingdoms, the first real-time action-RPG for the Nintendo
GameCube(tm). Set within visually stunning 3D worlds, players will be
enveloped into a rich storyline that takes them on a mystical journey through
the Five Kingdoms of Argwyll as they discover, collect and summon Guardian
Creatures cards to battle an invading evil force, while uncovering its
terrible origins. Lost Kingdoms for the Nintendo GameCube is currently
available at retail outlets nationwide at a suggested retail price of $49.99
and is rated "T" (Teen - contains comic mischief and violence).

"Lost Kingdoms combines engaging real-time action RPG battles, eye-popping
graphics, rich 3D environments and incredible special effects with a
captivating storyline," states Larry Goldberg, executive vice president,
Activision Worldwide Studios. "With its multiple modes of play, vast
creatures and expansive card battle system, this mythical journey has
everything Nintendo GameCube fans crave."

In Lost Kingdoms, players take on the role of Princess Katia in a fierce
struggle to save the five kingdoms of Argwyll from an enigmatic evil force.
Throughout their adventure, gamers will journey through more than two-dozen
visually majestic 3D realms as they collect over 100 unique Guardian Creature
Cards, each holding the power to unleash incredible creatures, who can battle
the hordes of malicious monsters and possibly save the kingdoms from complete
domination.

Gamers can choose to journey through this epic adventure alone in
single-player mode, or challenge others through two-player versus mode,
pitting their Guardian Creature Card collection against another in a battle
to the finish.

Lost Kingdoms is developed by Japanese software publisher and developer
FromSoftware, Inc.

Established in 1986, FromSoftware is one of Japan's premier software
companies developing interactive entertainment products across all major
platforms. FromSoftware's office is located in central Tokyo, Japan. More
information regarding FromSoftware can be found on the company's World Wide
Web site www.fromsoftware.co.jp.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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The 3DO Company Announces Army Men(R): Sarge's War(TM) for the Nintendo
GameCube(TM)

Follow-Up to the Hit Nintendo(R) 64 Series is a New Spin on the Classic Army
Men Saga

REDWOOD CITY, CA (June 25, 2002) - The 3DO Company (NASDAQ: THDO) today
announced the development of the first Sarge's Heroes(TM) title for the
Nintendo GameCube, Army Men: Sarge's War. The Sarge's Heroes games were some
of the most successful third-party titles for the Nintendo 64, having sold
over a million units between the two games. The Army Men: Sarge's War game is
planned to ship in Spring 2003.

The Army Men: Sarge's War game follows the exploits of Sarge, now an army of
one. The Tan Army has unleashed a weapon of unimaginable destruction on the
Green Army, reducing Sarge's platoon to a pile of melted plastic. Players
will take control of Sarge as he goes renegade to avenge the death of his
squad. Army Men: Sarge's War is harder edged than previous Sarge's Heroes
titles, with more emphasis on combat tactics, advanced AI, thrilling
destruction effects, and fast-paced, action-packed firefights.

Other features of the Army Men: Sarge's War game include:
* Outrageous real-time destruction - characters will take visible damage
including melting, holes blown through chests, dynamic decaling,
dismemberment and more
* Screen-relative control and camera system that features movie-like camera
usage
* Over 600 fluid motion-capture animations, including incredible deaths and
Hollywood-style combat moves
* Enemy AI will seek cover, hunt, patrol, outflank, attack, and avoid the
player - creating realistic and unpredictable tactical challenges for the
player in every mission
* Incredible photo-real graphics and art with dynamic lighting and shadowing
* Gameplay that spans across the battle-ravaged "Army Men World" and into
"Our World" where combat rages across giant kitchen countertops and other
incredible gigantic environments
* Diverse military weaponry that is critical for completing mission
objectives, including flamethrowers, crossbows, sniper rifles, shotguns,
bazookas, and mounted machine guns

About The 3DO Company
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(R)2
computer entertainment system, the Nintendo GameCube(TM) and the Game Boy(R)
Advance system.

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2001, September 30, 2001, and December
31, 2001. The Company expressly disclaims the obligation to update any
forward-looking statements to reflect events or circumstances after the date
hereof.

3DO, Army Men, Sarge's War, Sarge's Heroes, and their respective logos, are
trademarks or registered trademarks of The 3DO Company in the U.S. and other
countries.

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo. (C) 2001 Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks belong to their respective owners.
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THQ SHIPS MX SUPERFLY FEATURING RICKY CARMICHAEL
FOR GAMECUBE

CALABASAS HILLS, Calif. - June 27, 2002 - THQ(R) Inc. (NASDAQ NMS: THQI)
today announced the release of MX Superfly featuring Ricky Carmichael for
Nintendo GameCube.(TM) Developed by THQ subsidiary Pacific Coast Power &
Light Co.(R), the latest installment in the successful franchise features
expanded career modes, mini-games, top-notch pros, unbelievable stunts and
the first ever freestyle track editor. MX Superfly featuring Ricky Carmichael
is now available at major retail outlets nationwide for GameCube and the
PlayStation(R)2 computer entertainment system.

About MX Superfly featuring Ricky Carmichael

MX Superfly featuring Ricky Carmichael boasts several new features, including
an enhanced freestyle mode with all new tricks, expansive environments and
wide-open worlds for gamers to explore. Expanded career modes allow riders to
earn cash and upgrade their bikes and equipment in both racing and freestyle
modes. MX Superfly featuring Ricky Carmichael also features 11 mini-games,
such as "Pizza Delivery", "Golf" and "Target Jumping". A powerful freestyle
stunt track editor allows players to create and design the ultimate motocross
course. Numerous hidden characters and bikes add to the mix including
rock-rap superstar and motocross enthusiast Vanilla Ice. Visual enhancements
include new particle effects, reflection mapping and dirt accumulation on
riders creating one of the most realistic looking motocross games to date.
Players will reap the rewards of racing through an entire season of pulse
pounding motocross action while ESPN commentators Cameron Steele and Davey
Coombs join in for all the fun.

MX Superfly featuring Ricky Carmichael will also be available for the
Xbox(TM) videogame system from Microsoft in the fall.

About Ricky Carmichael

In 1998, Ricky Carmichael was the first rider in history to win every race in
the 125cc Supercross Series, winning the Eastern Regional title and the
East-West Shoot-Out in Las Vegas. Since turning professional in 1996,
Carmichael has eight National Championships to his credit. Carmichael this
past season clinched both the 250cc class Outdoor National title and 2002
Supercross Series Championship.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com. The THQ Wireless
site is located at www.thqwireless.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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SONIC ADVENTURE 2 BATTLE AND SONIC ADVANCE SHIP ONE MILLION UNITS WORLDWIDE;
NEW SONIC THE HEDGEHOG TITLES ANNOUNCED

"Sonic Mega Collection" and a new "Sonic Adventure" game announced for
Nintendo GameCube; "Sonic Advance 2" announced for GameBoy Advance

Tokyo, Japan (July 1, 2002) - SEGA(R) Corporation (Headquarters: Tokyo,
Japan; CEO Hideki Sato) today announced that "Sonic Adventure(TM) 2 Battle"
for Nintendo GameCube(TM) and "Sonic Advance(TM)" for GameBoy(R) Advance have
each shipped one million units worldwide respectively since their initial
retail debuts beginning December 2001 in Japan, February, 2002 in the U.S.
and March 2002 in Europe. Building upon the global success of the Sonic The
Hedgehog(R) series, the company also announced three new Sonic The Hedgehog
titles including "Sonic Mega Collection(TM)" and a new "Sonic Adventure(TM)"
game for Nintendo GameCube and Sonic Advance(TM) 2" for GameBoy Advance.

"Building upon the excellent worldwide sales and incredible success of
'Sonic Adventure 2 Battle' and 'Sonic Advance,' SEGA is determined to develop
and release new titles in the Sonic The Hedgehog series that will appeal to
the growing audience of gamers worldwide," said Tetsu Kayama, Chief Operating
Officer, SEGA Corporation.

The Sonic The Hedgehog series began in 1991 with the release of "Sonic The
Hedgehog(R)" on SEGA Genesis(TM). The game quickly became a global hit
selling more than 4 million units worldwide. Over the years, Sonic The
Hedgehog has been featured in more than 11 games on multiple SEGA gaming
platforms including SEGA Genesis, SEGA Game Gear(TM), Pico(TM), SEGA
Saturn(TM) and SEGA Dreamcast(TM). Most recently, the series continued with
"Sonic Adventure 2 Battle" for Nintendo GameCube and "Sonic Advance" for
GameBoy Advance, the first titles to utilize the Nintendo GameCube/GameBoy
Advance Link Cable. In just over 10 years, Sonic The Hedgehog has become one
of the most beloved and recognized video game characters of all time and the
series has sold over 27 million units worldwide.

Further details on "Sonic Mega Collection," the new "Sonic Adventure" game
and "Sonic Advance 2" will be announced at a later date.

"Sonic Adventure(TM) 2 Battle" was developed and published by SEGA(R)
Corporation. "Sonic Advance(TM)" was developed by SEGA(R) Corporation and
co-published in North America by SEGA(R) Corporation and THQ(R).

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(TM) and Donkey Kong(R) and launching such franchises as
Zelda(TM) and Pokemon(R). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment, Nintendo and
Microsoft. The THQ web site is located at www.thq.com.

# # #
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3DO Announces Army Men(r): Air Combat(tm) "The Elite Missions" for the
Nintendo GameCube(tm)

REDWOOD CITY, CA (July 11, 2002) _ The 3DO Company (Nasdaq: THDO) today
announced the development of the Army Men: Air Combat "The Elite Missions"
game for the Nintendo GameCube system. The Army Men: Air Combat "The Elite
Missions" game follows the exploits of the heroic Captain Blade and his Alpha
Wolf Squadron as they once again take to the skies in support of the Green
Army in their ongoing struggle with the Tan forces. The game is planned to
ship in time for Christmas 2002.

The Army Men: Air Combat game features fast and furious toy helicopter-based
combat, which combines trigger-twitching action with strategic environment
interaction. The game also features a large array of missions, incredible
helicopter physics, stunning cinematics, and exciting character interaction.
Other key features include:
* Five different helicopters, each with unique physics and abilities.
* Five different multiplayer modes including Head-to-Head and Cooperative;
six specially designed multiplayer environments.
* 20 action-packed unique levels within fully interactive environments such
as the Japanese Garden, Halloween Night, Wild West, the Flower Bed and your
backyard. Includes 11 "Our World" environments (where the figures are 2 1/2"
tall interacting with oversized objects in oversized settings).
* Hidden vehicles accessed by in-game "plastic collection" system, including
souped up helicopter, UFO, Zeppelin, and the Baron's Plane.
* The best in pyrotechnic-based weapons (bottle rockets/Roman candles/cherry
bombs) and special effects.
* Helicopters have amazing physics that differentiate chopper types and allow
for environmental factors, such as wind, and 'winch drag' (when an object is
being towed).

About The 3DO Company
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(r)2
computer entertainment system, the Nintendo GameCube(tm) and the Game Boy(r)
Advance systems. More information about The 3DO Company and 3DO products can
be found on the Internet at www.3do.com.

The statements contained in this release that are not historical facts are
"forward-looking statements" that are subject to risks and uncertainties.
Potential risks and uncertainties include, without limitation, the Company's
ability to complete the development and commercial release of products as
currently planned, the popularity of the Company's brands, unanticipated
expenses, and the consequences of competitive factors in the marketplace.
Further information on potential factors which could affect such
forward-looking statements and the Company's financial results are described
in the Company's filings with the Securities and Exchange Commission,
including the Company's Annual Report on Form 10-K for the fiscal year ended
March 31, 2002, and the Company's Reports on Form 10-Q for the fiscal
quarters ended June 30, 2001, September 30, 2001 and December 31, 2001. The
Company expressly disclaims the obligation to update any forward-looking
statement to reflect events or circumstances after the date hereof.

3DO, Army Men, Air Combat, and their respective logos, are trademarks or
registered trademarks of The 3DO Company in the U.S. and other countries.

TM, (r), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo. (c) 2001 Nintendo.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks belong to their respective owners.
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San Francisco - August 2, 2002 - SEGA(R) of America today confirmed that Sonic
The Hedgehog(R) will be returning to the Nintendo GameCube(TM) in the U.S.
this November in "Sonic Mega Collection(TM)." Hot on the heels of the
blockbuster "Sonic Adventure(TM) 2 Battle," which marked Sonic's historic
debut on a non-SEGA system, "Sonic Mega Collection" will feature *seven
classic titles from the SEGA Genesis(R) including:

"Sonic The Hedgehog(R)"
"Sonic The Hedgehog(R) 2"
"Sonic The Hedgehog(R) 3"
"Sonic & Knuckles(TM)"
"Sonic 3D Blast(TM)"
"Sonic The Hedgehog(R) Spinball(TM)"
"Dr. Robotnik's Mean Bean Machine"

*Note: this information is subject to change.
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SEGA SERVES UP SEXY SUMMER FUN WITH BEACH SPIKERS, EXCLUSIVELY FOR THE
NINTENDO GAMECUBE

SAN FRANCISCO - (August 13, 2002) - Bump, set, spike! SEGA(R) of America,
Inc. today announced the release of "Beach Spikers(TM)" exclusively for the
Nintendo GameCube(TM). The ultimate summer party game, "Beach Spikers"
delivers addictive two-on-two beach volleyball action for up to four players.

"Beach Spikers" lets gamers take it to the net with 32 scorching hot,
gorgeous female athletes from 16 countries, in an action-packed competition
for the world title. Developed by SEGA's legendary AM2 studio, "Beach
Spikers" features arcade style pick-up-and-play controls, dynamic camera
angles and stunning graphics, including deformable sand and exquisitely
rendered female athletes, for hours of summer fun.

With multiple modes of play, including an Arcade mode for quick matches
against friends or the computer, Mini-games to help gamers perfect their
technique, and a World Tour mode, allowing gamers to design their own "dream
team" with customized hair, skin tone, accessories and bikinis, "Beach
Spikers" offers plenty of reasons to stay inside this summer.

"SEGA has delivered the ultimate summer party game," said Mike Fischer, vice
president, entertainment marketing, SEGA of America, Inc. "'Beach Spikers' is
loaded with rock-solid gameplay, intuitive multiplayer fun and tons of
eye-candy - of course I'm talking about the deformable sand, vibrant colors
and meticulously designed volleyball courts."

"Beach Spikers is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.99. For screenshots and artwork visit the SEGA
FTP site at: http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

# # #

 ------------
Category 14,  Topic 3
Message 35         Tue Aug 20, 2002
KGAGNE [Ken]                 at 09:39 PDT

SEGA LAUNCHES ITS ACCLAIMED PRO FOOTBALL SIM SEGA SPORTS NFL 2K3 ON NINTENDO
GAMECUBE

SEGA Sports NFL 2K Series Debuts on GameCube With Radical New Franchise
Mode, ESPN Telecast-Style Presentation and Intuitive Gameplay

SAN FRANCISCO - (August 20, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA Sports(TM) NFL 2K3" for the Nintendo GameCube(TM).
Heralded as the "Best Sports Game" by the "Game Critics Awards: Best of E3
2002," "SEGA Sports NFL 2K3" is poised to redefine the standards of football
video games this season with ground-breaking Artificial Intelligence,
unparalleled lifelike animations, an ESPN telecast-style presentation and an
in-depth franchise mode featuring a revolutionary and easy-to-use visual
interface. Developed by Visual Concepts Entertainment, a SEGA development
studio, "SEGA Sports NFL 2K3" pushes the boundaries of realism and blurs the
line between a football video game and a real-life Sunday afternoon gridiron
battle.

"The innovative new features and enhancements in 'SEGA Sports NFL 2K3' help
deliver a truly engaging gameplay experience for Nintendo GameCube owners,"
said Tom Nichols, vice president of sports marketing, SEGA of America, Inc.
"The 'SEGA Sports NFL 2K' series has continued to challenge the conventions
of console football games and this new title brings that pioneering gameplay
to Nintendo GameCube for the first time."

"Delivering the most true-to-life football experience for Nintendo GameCube
users, 'SEGA Sports NFL 2K3' brings the player onto the field with
presentation elements such as new cut-scenes and camera angles, and gameplay
enhancements like on the fly audibles," said Greg Thomas, president of Visual
Concepts Entertainment, a SEGA development studio. "With 'SEGA Sports NFL
2K3' we have taken a giant step forward in realizing our goal of successfully
capturing the subtle nuances of a real NFL game."

"SEGA Sports NFL 2K3" builds on its championship-caliber gameplay with a
variety of new additions and enhancements. More than 4,500 team-specific
plays and the ability to create custom playbooks ensure that each team
follows the exact play-calling tendencies they do in the real world.
Similarly, advanced individual player AI makes each athlete react uniquely to
the action around him on the field. From linebackers slowing down crossing
patterns by bumping receivers passing through their zones to AI quarterbacks
more realistically making formation and coverage reads before making the
throw, "SEGA Sports NFL 2K3" delivers both an exhilarating and
ultra-realistic gameplay experience.

"SEGA Sports NFL 2K3" delivers a new level of authenticity with an ESPN
telecast-style presentation. Everything from the trademark split-screen
player introductions and analysis, game highlights, scores and overlays to
the famous SportsCenter theme music, help create the look and feel of an
actual ESPN telecast of the National Football League. In "SEGA Sports NFL
2K3," weekly wrap-ups show actual game highlights from simulated games around
the league and a variety of post-season awards distinguish the best of the
best in the NFL.

Providing added value to the game's expansive list of features is the brand
new SEGA Sports Challenge. With this feature enabled, the seasoned "SEGA
Sports NFL 2K3" fan can compare stats accumulated during offline Exhibition
games against other players from around the country. In the SEGA Sports
Challenge, gamers track their stats in a multitude of categories to receive a
unique Challenge Code, which can then be entered and ranked against other
gamers on Segasports.com.

Joining the returning Exhibition, Tournament, Season and Practice Modes is a
brand new Situation Mode and the reconstructed Franchise Mode. The Franchise
Mode, which features an innovative visual interface and additional team
management options, arrives for the new season with an extensive overhaul. As
users step into the shoes of their favorite team's players, coaches and
general managers, they have the option of signing free agents, scouting and
drafting rookies, making trades and even drafting graduating seniors from
"SEGA Sports(TM) NCAA(R) College Football 2K3." The Situation Mode lets
players customize a variety of options to create their own unique in-game
scenario, from running two-minute drills to lining up for the game winning
field goal.

"SEGA Sports NFL 2K3" athletes have been remodeled using 3D scans of
prototype NFL body types to look more genuine and lifelike than ever. Player
body sizes now match the unique height, weight and girth for each of the
individual positions on the field. The 3D stadiums were also redesigned to
more accurately represent the size and magnitude of actual NFL stadiums. The
result is a game that is visually striking, capturing everything from the
cheap seats and crowded sidelines in the stadiums to the player's dramatic
facial expressions.

"SEGA Sports NFL 2K3," featuring Chicago Bears All-Pro linebacker Brian
Urlacher on the cover, is currently available for Nintendo GameCube for a
suggested retail price of $49.95. The game is also available for
PlayStation(R)2 computer entertainment system and Xbox(TM) video game system
from Microsoft(R). Screen shots and art assets of "SEGA Sports NFL 2K3" are
available at http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and Sportscenter are registered
trademarks of ESPN, Inc. ESPN branded elements (c) Disney. All other
trademarks are the property of their respective owners.

(c) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2002 PLAYERS INC.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. The NCAA Football logo is
a registered trademark of the NCAA licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conferences are the exclusive property of the respective
institutions. Heisman Memorial Trophy and likeness of the actual trophy are
registered service marks owned by the Downtown Athletic Club under
registration numbers 936,853 and 935,852 respectively. Heisman and Heisman
Trophy Award are service marks owned by the Downtown Athletic Club of New
York City, Inc.
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SEGA ROLLS OUT SUPER MONKEY BALL 2 EXCLUSIVELY FOR THE NINTENDO GAMECUBE

The Ultimate Multiplayer Game Returns with 150 New Levels and 12 Addictive
Party Games

SAN FRANCISCO - (August 26, 2002) - SEGA(R) of America, Inc. today announced
the release of "Super Monkey Ball(TM) 2," exclusively for the Nintendo
GameCube(TM). Marking the return of one of SEGA's most popular new
franchises, "Super Monkey Ball 2" features 150 new levels, an all-new story
mode, 12 addictive Party Games and endless multiplayer fun for up to four
players.

"Super Monkey Ball 2" challenges gamers to maneuver a cute monkey inside a
transparent ball through a series of 150 increasingly complex mazes spanning
more than 10 lush environments. In the game's all-new Story Mode, the evil
scientist Dr. Bad-Boon has stolen all the bananas from Jungle Island, and
it's up to everyone's favorite simians AiAi, GonGon, MeeMee and Baby to save
the day. Players can collect bananas while racing through outrageous terrains
in an effort to reach the goal without falling off the edge.

The game also includes 12 full-featured Party Games, delivering multiplayer
fun for up to four players, for nearly endless replayability. "Super Monkey
Ball 2" features six all-new Party Games (Monkey Boat Race, Monkey Shot,
Monkey Baseball, Monkey Dog Fight, Monkey Soccer and Monkey Tennis) and six
revamped classics from the original title (Monkey Race, Monkey Fight, Monkey
Target, Monkey Billiards, Monkey Bowling and Monkey Golf).

"If you're only going to own one multiplayer game for the Nintendo GameCube,
'Super Monkey Ball 2' should be it," said Mike Fischer, vice president,
entertainment marketing, SEGA of America, Inc. "Fans of the original 'Super
Monkey Ball' will love the challenging new mazes and awesome new Party Games,
and players new to the franchise will be thrilled with the game's addictive
gameplay and trademark humor."

"Super Monkey Ball 2" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.99. For Super Monkey Ball 2 screenshots and
artwork visit the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.
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SEGA Sports NCAA COLLEGE FOOTBALL 2K3 LAUNCHES ONTO THE NINTENDO GAMECUBE

College-Style Player Models, More Than 117 Teams and School-Specific
Playbooks, Fight Songs and Mascots Deliver An Authentic College Football
Experience

SAN FRANCISCO (September 3, 2002) - SEGA(R) of America, Inc. announced today
that "SEGA Sports(TM) NCAA(R)College Football 2K3" has shipped for the
Nintendo GameCube(TM). Produced by Visual Concepts Entertainment, a SEGA
development studio, and developed by Avalanche Software, "SEGA Sports NCAA
College Football 2K3" delivers a host of in-depth features including a
comprehensive list of bowl games, team-specific playbooks, college-style
player models and a Legacy Mode that lets users recruit blue-chip prospects,
develop talent and build their program into a national powerhouse. SEGA
Sports' college gridiron franchise features all of the trimmings fans might
expect from the standard-bearer in sports video gaming.

"The launch of 'NCAA College Football 2K3' for Nintendo GameCube marks the
debut of SEGA Sports' authentic college gridiron franchise on that console,"
said Tom Nichols, vice president of sports marketing, SEGA of America, Inc.
"Nintendo GameCube owners will now be able to enjoy all of the
college-specific atmosphere, including authentic 3D stadiums and
team-specific mascots, cheerleaders and school-specific fight songs. 'SEGA
Sports NCAA College Football 2K3' authentically delivers the purity and
ambience of the college game."

"SEGA Sports NCAA College Football 2K3" provides a host of college
football-specific details, from the multiple polls and rankings to the
extensive recruiting options. The enhanced Legacy Mode lets players compete
for the nation's top high school recruits and guide one of 117 Division I-A
or select Division 1-AA schools to one of the 25 post-season bowl games,
including the 2003 Tostitos(R) Fiesta(R) Bowl National Championship Game; or
create your own school and build a program from the ground up. Gamers also
have the ability to edit names and ratings and fully customize any individual
player attribute, and even import graduating seniors into the "SEGA
Sports(TM) NFL 2K3" draft. Revamped playbooks ensure that each team reflects
the exact tendencies of their real-world counterparts, while more than 6,000
new situation-specific lines of commentary break down the action for heated
college gridiron rivalries.

Visually, the players in "SEGA Sports NCAA College Football 2K3" are modeled
to look distinctively like college-aged athletes, and more than 500 new
college-specific animations, such as the revamped option play, capture the
unique styles and movements of NCAA football. Adding to the realism are more
than 117 3D stadium models that are designed to the exact specifications of
the actual stadiums, while cheerleaders, mascots and more than 50 unique
school fight songs help bring the NCAA gridiron to life.

Rounding out the complete package is a lifelike ESPN telecast-style
presentation. From the game's SportsCenter introduction to the ESPN style
graphical menus and statistical layouts, the presentation in "NCAA College
Football 2K3" puts players inside a virtual telecast on gameday.

"SEGA Sports NCAA College Football 2K3" is endorsed by former University of
Nebraska quarterback and 2001 Heisman(R) Trophy Winner Eric Crouch. The game
is currently available for the Nintendo GameCube for a suggested retail price
of $49.95. It is also available for the PlayStation(R)2 computer
entertainment system and the Xbox(TM) video game system from Microsoft(R).

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com
<http://www.sega.com>.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and Sportscenter are registered
trademarks of ESPN, Inc. ESPN branded elements (c) Disney. All other
trademarks are the property of their respective owners.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. The NCAA Football logo is
a registered trademark of the NCAA licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conferences are the exclusive property of the respective
institutions. Heisman Memorial Trophy and likeness of the actual trophy are
registered service marks owned by the Downtown Athletic Club under
registration numbers 936,853 and 935,852 respectively. Heisman and Heisman
Trophy Award are service marks owned by the Downtown Athletic Club of New
York City, Inc.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.
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PELICAN'S G3 CUTS THE CORD BUT NOT THE RUMBLE

Vernon, Calif., September 6th, 2002 - Pelican Accessories, the fastest
growing 3rd party peripheral developer in the nation, has announced the
release of their G3 Wireless Controller for the Nintendo GameCube(R) video
game system. First introduced at the 2002 Electronics Entertainment Expo
(E3), The G3 Wireless Controller provides over 40 feet of wireless game
control and includes a built in vibration, or "rumble," feature that is not
currently available in any other manufacturer's wireless controller,
including even Nintendo's wireless WaveBird controller. The G3 Wireless
Controller will be available in stores in September with a suggested retail
price of $34.99.

Over the last few years the video game industry has seen several attempts at
wireless controllers. Technically, however, the results have been mixed.
Much like today's cordless telephones, the G3 is an RF (Radio Frequency)
controller that allows the user to control game play from anywhere in a room
regardless of physical barriers. Pelican has also managed to successfully
install a vibration motor into the controller without compromising quality
or functionality.

"Past attempts at wireless controllers have been a learning experience for
the industry," stated Chris Richards, President of Pelican Accessories. "But
technology has finally caught up with desire and we've succeeded in
developing a wireless controller that works amazingly well. We're equally
proud of the fact that we've found a way to keep the rumble in this
controller, a feature that many consumers have grown accustomed to over the
years."

The addition of the G3 Wireless Controller is the 3rd generation wireless
controller from Pelican and further extends Pelican's position as a leading
developer of video game accessories. The G3 Wireless Controller is the first
in an extensive line of new products that will be introduced to the market
before the holiday season.

About Pelican Accessories
Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega Dreamcast, PlayStation,
PlayStation2, Nintendo 64, Nintendo GameCube, Game Boy Color, Game Boy
Advance and Xbox from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

###
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San Francisco - September 12, 2002 - SEGA(R) of America, Inc. today confirmed
that the highly anticipated title "Skies of Arcadia(TM) Legends" will make
its U.S. debut on the Nintendo GameCube(TM) in January 2003.

The second game in the already-classic franchise, "Skies of Arcadia Legends"
features hours of all-new gameplay chronicling the back-story of the game's
main characters and a refined battle system, delivering the definitive
version of the critically acclaimed "Skies of Arcadia," originally released
for the SEGA Dreamcast(R).

The game casts players as the leader of a roaming band of Air Pirates on a
perilous quest spanning six diverse worlds. In "Skies of Arcadia Legends,"
gamers will have immense freedom to interact with all aspects of the enormous
game world, including more than 300 unique characters, more than 70 weapons
and dozens of magic spells and items.

"One of the first RPGs available for the Nintendo GameCube, 'Skies of Arcadia
Legends' delivers an epic, engaging story, brilliant play mechanics and
stunning next-gen graphics," said Rich Briggs, senior product manager, SEGA
of America, Inc. "Whether you've played 'Skies of Arcadia' and have been
wondering how Vyse received the scar on his face, or you missed the original
Dreamcast version, 'Skies of Arcadia Legends' is the must-own 'Director's
Cut' of this soon-to-be-classic adventure."

For screenshots, please visit our press FTP site at:
Ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT/
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ACTIVISION ANNOUNCES WRECKLESS: THE YAKUZA MISSIONS(tm)
FOR THE NINTENDO GAMECUBE(tm)

Santa Monica, CA -- September 17, 2002 -- Activision, Inc. (Nasdaq: ATVI)
today announced that WRECKLESS: The Yakuza Missions(tm), its top-selling
mission-based driving game for the Xbox(tm) video game system from Microsoft,
will shift into overdrive on the Nintendo GameCube(tm) this fall. Like the
upcoming PlayStation(R)2 computer entertainment system version, the Nintendo
GameCube title will feature all of the ultra-realistic pulse-pounding
missions of the Xbox game, plus 20 all-new missions, two-player action, 16
more vehicles to drive with mounted rockets, new sub-missions, interaction
with pedestrians, 60 fps gameplay and a "Free Roam" mode. WRECKLESS: The
Yakuza Missions for the Nintendo GameCube is currently rated "T" ("Teen"
-Violence - content suitable for persons ages 13 and older) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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INFOGRAMES' MEN IN BLACK II(TM): ALIEN ESCAPE HEADS TO NINTENDO GAMECUBE
Agents Jay and Kay Headline Nintendo GameCube(TM) Version of Hit
PlayStation(R)2 Title

LOS ANGELES - Sept. 19, 2002 - Infogrames, Inc. (Nasdaq: IFGM), a leading
global publisher of interactive entertainment software, is bringing the
Company's hit PlayStation(R) 2 game, Men in Black II(TM): Alien Escape, based
on the smash movie franchise under license from Sony Pictures Consumer
Products Inc., to the Nintendo GameCube(TM). Men in Black II(TM): Alien
Escape is a fast-paced third-person perspective action game that features the
films' trademark one-liners and bizarre, humorous situations.

"The Men in Black(TM) films are incredibly rich with action and
entertainment, making for a natural fit for video games," said Jean-Philippe
Agati, senior vice president and head of Infogrames, Inc.'s Los Angeles
studio. "This game is like another complete Men in Black(TM) experience -
full of cool aliens, big guns and tons of humor. It's the perfect complement
to the blockbuster film!"

In the game, the Men in Black discover a space prison hulk carrying the most
dangerous alien gangs in the galaxy that crashed into the Earth's ocean
decades ago. With a large number of unlicensed and unaccounted for aliens
hiding out on Earth, each one a hardened criminal, there's only one possible
course of action. It's time for agents Jay and Kay to hunt them down and
bring them inOdead or alive.

Players must shoot their way through five distinct episodes, including a
Nuclear Station, the Docks and the streets of Manhattan. All episodes include
numerous levels and challenges to complete prior to progressing through the
game.

Players select either Jay, the athletic, reckless fast-talker, or Kay, the
confident veteran, at the beginning of each level. While Jay moves at a
faster pace, Kay's knowledge of weapons gives him a higher weapon damage and
health bar. Allowing players to switch between characters gives them the
opportunity to experiment with various weapons and character strengths,
adding variety to the gameplay. Additionally, the non-playable character
partner often appears in computer generated cut-scenes and via comlink
throughout the game, providing back-up, advice and, of course, wise-cracks.
Other key members of the Men in Black II(TM): Alien Escape team, like Zed,
also make appearances. Adding to the mayhem are a host of new aliens featured
in the latest movie sequel as well as popular creatures from the 1997 film,
including the coffee-drinking Worm Guys.

Men in Black II(TM): Alien Escape features the stylish signature silver
weapons like the J2 Blaster, K12 Ionhammer and HBIII Globulator.

Developed by Infogrames' Melbourne House, creators of the highly regarded Le
Mans 24 Hours(TM) for PlayStation 2, Test Drive Le Mans(TM) for Dreamcast(TM)
and Looney Tunes(TM) Space Race for Dreamcast, Men in Black 2(TM): Alien
Escape will make its debut in Fall of 2002.

About Sony Pictures Consumer Products
Sony Pictures Consumer Products (SPCP), based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. This includes theatrical properties such as Men in
Black 2(TM), Stuart Little 2(TM) and Spider-Man(TM) through a limited
partnership with Marvel Enterprises, Inc. as well as television properties,
like "Jackie Chan Adventures(TM)," "Harold and the Purple Crayon(TM)," "Max
Steel(TM)" and "Phantom Investigators(TM)." SPCP is a division of Sony
Pictures Entertainment (SPE), whose global operations encompass motion
picture production and distribution, television production and distribution,
worldwide channel investments, home entertainment acquisition and
distribution, operation of studio facilities, development of new
entertainment products, services and technologies, and distribution of filmed
entertainment in 67 countries.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.
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CAPCOM ANNOUNCES THE RESIDENT EVIL.COM SWEEPSTAKES
FANS OF THE BLOCKBUSTER FRANCHISE
ARE A CLICK AWAY FROM WINNING COOL PRIZES

SUNNYVALE, Calif. -- September 19, 2002 - Fear spreads across the world wide
web as Capcom Entertainment today announced the introduction of the official
Resident Evil franchise website with the "Ultimate Survival Horror
Sweepstakes!" The destination for all things Evil' gives visitors the
opportunity to win one of many exciting Resident Evil prize packs and
provides highlights for upcoming Capcom releases with exclusive game content
and news.

The sweepstakes offers fans of the blockbuster series the chance to win one
of 10 grand prize packages. The line-up of prizes include: a Nintendo
GameCube, Resident Evil Game Carrying Case, Resident Evil 0 (Zero) T-shirt,
and a full library of Resident Evil GameCube games - Resident Evil, Resident
Evil 0, Resident Evil 2 and Resident Evil 3: Nemesis. More than 50 other
additional winners will receive secondary or third prizes consisting of a
Resident Evil 0 game pack, T-shirt and game carrying case. The contest runs
until December 31st and will be supported by a four-month marketing campaign.

"The website and promotion presents a one of a kind opportunity for Resident
Evil fans! The events all build to the exciting upcoming release of Resident
Evil 0," said Todd Thorson, director of marketing, Capcom Entertainment.
"Millions around the world can now access the official Resident Evil site for
the latest Resident Evil news and information with just a click of the
mouse."

No purchase is necessary in order to participate in the contest. Potential
winners can enter the sweepstakes by logging onto www.ResidentEvil.com and
registering or they can mail in entries with a postcard printed with their
name, address and phone number with the words "Enter on ResidentEvil.com to
Win!"

Resident Evil 0 is the prequel to Resident Evil, the game that started it
all. Utilizing the GameCube's advanced processing power, Resident Evil 0
promises to amaze players with flawless animation, living environments and
the best graphics in a video game ever! Created by Shinji Mikami, Capcom's
master of horror, the Resident Evil series is now exclusive to Nintendo's
GameCube system and ready to scare fans around the world. The entire Resident
Evil series has sold more than 20 million units since its introduction in
1996. Resident Evil 0 is rated "M" by the ESRB (Entertainment Software Rating
Board). The game is scheduled to release this November.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox video game systems, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. PlayStation and the "PS" family logo are registered trademarks of Sony
Computer Entertainment Inc. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Nintendo GameCube
and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and Microsoft
are trademarks of Microsoft Corp. All rights reserved. All other marks are
the property of their respective holders.
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Capcom* BRINGS FAMOUS FIGHTING GAME GENRE
TO NINTENDO* GAMECUBE* IN, Capcom Vs. SNK 2:(tm) EO

SUNNYVALE, Calif. * September 24, 2002 - Capcom*, a worldwide leading
publisher and developer of fighting games, today announced the release of one
of its most famous fighting game genre to the Nintendo GameCube in Capcom vs.
SNK 2*: EO. Capcom vs. SNK 2: EO brings together 44 brawlers from the Capcom
and SNK franchises. In this game "EO" which stands for "extreme offense"
gives players instant access to devastating special and super moves at the
touch of a single control. Capcom vs. SNK 2: EO is rated "T" for teen by the
ESRB (Entertainment Software Rating Board).

In Capcom vs. SNK 2: EO, two monster corporations are at war. To settle the
score, a massive martial arts event is arranged to eliminate all conflicts
between the two parties. Many of the world's most famous warriors have joined
and the public is crazy with anticipation. Join 44 brawlers from Capcom's
legendary Street Fighter and SNK's world renowned King of Fighters series as
they fight for universal domination. This is the ultimate collision of
strength and power.

Capcom vs. SNK 2: EO boasts the following features:

* EO for "Extreme Offense" - Players have instant access to devastating
special and super moves at the touch of the C stick control.
* Multiple Game Modes - The game offers six modes of play including arcade
mode, versus mode, survival mode, training mode and color edit mode.
* Over 40 characters from world famous Capcom and SNK franchises, such as
Street Fighter, Final Fight, Darkstalkers, Fatal Fury, Samurai Shodown and
King of Fighters.
* Two control modes to make the game accessible for both the novice and
experienced player:
* GC-Ism - allows the player to push the C Stick in a direction to execute
special and super moves. This feature also automatically blocks for the
player and determines the strength of an attack based on how hard the L and R
buttons are pressed.
* AC-Ism - is the control mode for the experienced fighter as light, medium
and hard attacks are mapped to the GameCube controller buttons.
* Capcom vs. SNK 2: EO allows players to choose between one of the six
following fighting grooves:
* C Groove - Players can use level 1-3 Super Combos, 'Air Block' and Counter
attack to defeat their opponent. This groove is similar to the Capcom groove
found in the original.
* A Groove - This is the original combo style used in the Street Fighter Zero
series. Players can freely mix and match moves to create their own "Custom
Combos."
* P Groove - Players can use the 'Parry' feature to avoid any attack. A level
3 super combo can only be used in this groove.
* S Groove - This groove is similar to the SNK groove found in the original.
In this groove, when a character's vitality is low, the player can unleash a
super combo limitlessly. If the gauge reaches its limit when the vitality is
almost gone, players can perform a "Max Super Attack."
* N Groove - From King of Fighters '98, players can stock up to 3 levels of
super gauge. In this groove, players can perform a 'Power Max' by using a
level gauge to enhance the character's attack power for a while.
* K Groove - The groove uses a combination of 'Just Defense' which makes the
opponent's attacks ineffective, and a 'Rage Gauge'. Once this gauge is full,
the player's attack power increases and they are able to use a 'Max Super
Attack.'
* Groove Point System - Points are accumulated through a judgment performance
in real-time that is based on the player's game performance.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStationAE game console,
PlayStationAE2 computer entertainment system, NintendoAE GameCube, and the
Xbox* game consoles, Game BoyAE Advance and Game BoyAE Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.
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INFOGRAMES SHIPS BIG AIR FREESTYLE FOR NINTENDO GAMECUBE

Massive Air, Outrageous Tricks, Spectacular Graphics Headline Ultimate
Motocross Game

-- Playable Demo of Godzilla: Destroy All Monsters Melee Included on Disk --

LOS ANGELES - September 24, 2002 - Infogrames, Inc., (NASDAQ: IFGM) a leading
global publisher of interactive entertainment software, has shipped Big Air
Freestyle, an extreme motocross game for the Nintendo GameCube(TM), to store
shelves this week.

Developed by Infogrames' own Paradigm Entertainment, Big Air Freestyle
promises players the most exhilarating motocross experience on Nintendo
GameCube with the biggest air and the sickest freestyle tricks. The game
features more than a dozen riders in all three classes (125cc, 250cc and 500
cc), racing across more than 20 gritty real-world and fantasy tracks.

"Big Air Freestyle raises the bar for motocross video games by pushing the
boundaries of graphics and playability," said Jean-Philippe Agati, senior
vice president and head of Infogrames, Inc.'s Los Angeles studio. "This game
puts you deep in the mud in all three motorbike sports - Motocross,
Supercross and Freestyle. With a massive number of tracks and riders, coupled
with incredible physics for superior handling and great control, Big Air
Freestyle is so extreme, gamers will be cleaning the dirt off their TVs."

Big Air Freestyle offers deep gameplay in three unique gameplay modes,
encompassing the entire two-wheel offroad experience -- Freestyle, Motocross
and Supercross. Players choose to race on large outdoor tracks or specially
designed indoor arenas in Motocross and Supercross racing modes. Freestyle
mode invites gamers to careen through the air pulling off death-defying
stunts - including the traditional "Can Can" and the impossible "Cliffhanger"
-- in indoor fantasy arenas loaded with high ramps and exploding obstacles.
The in-your-face action takes place on more than 20 motocross and supercross
tracks and six fantasy freestyle arenas.

Big Air Freestyle provides the most realistic racing experience with a vast
selection of extreme bike models for each engine class (125cc, 250cc and
500cc), disturbingly dirty mud projections, straight-to-the-action controls,
interactive Artificial Intelligence, fully animated riders, front and rear
brakes and photo-realistic track features.

Each of Big Air Freestyle's tracks are living, breathing environments with
waving flags and animated track officials, spectators, cheerleaders and
cameramen. The game features a thumping soundtrack that includes music from
chart topping acts such as 311 and Sugarcult.

As an extra feature, a playable demo of the highly anticipated monster
fighting game, Godzilla: Destroy All Monsters Melee, is also included on the
disk. In the demo, players can take control of one of the legendary Toho
creatures and battle other gargantuan foes across fully 3D and interactive
arenas of city-wide scale. Godzilla: Destroy All Monsters Melee will ship to
retail stores in October for Nintendo GameCube.

Big Air Freestyle shipped to most retail stores this week with an estimated
retail price of $49.99 and an ESRB rating of T for Teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #

Contacts:
Infogrames, Inc.
Matt Frary
(310) 595-2119
mfrary@us.infogrames.com
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SAN FRANCISCO - (October 2, 2002) - SEGA(R) of America, Inc. today announced
that "Phantasy Star(TM) Online Episode I & II," the company's 20th online
game and the first online-enabled game for the Nintendo GameCube(TM), will
feature exclusive downloadable quests as part of the game's online service
package. The "Phantasy Star Online Episode I & II" service package will be
available from SEGA for $8.95 per month beginning at the game's launch in the
U.S. on October 29, 2002. "Phantasy Star Online Episode I & II" can be played
offline with up to four players for free.

"Phantasy Star Online Episode I & II" online quests will include themed
seasonal missions and will feature special items and secrets exclusive to
online subscribers. Based on the wildly popular "Phantasy Star" universe,
"Phantasy Star Online Episode I & II" features two complete games in one,
allowing players to team up with up to three friends online via a dial-up or
broadband connection, or enjoy a full offline experience, including a
four-player split screen mode. Featuring a universal translation system, the
game also lets online players seamlessly communicate while playing - no
matter what language they speak.

"More than a half million people have already experienced 'Phantasy Star
Online(TM)' on the SEGA Dreamcast(TM), and now we're excited that 'Phantasy
Star Online Episode I & II' will be the first online game for the Nintendo
GameCube," said Mike Fischer, vice president, entertainment marketing, SEGA
of America, Inc. "SEGA has an untouchable reputation for innovation, and we
continue to lead the gaming world by example, with this, our 20th online
game."

For screenshots and artwork visit the SEGA FTP site at:
<ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT>
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CASPER(R) MAKES DEBUT ON NINTENDO GAMECUBE(TM)

TDK Mediactive Ships CASPER SPIRIT DIMENSIONS in Time for Halloween

WESTLAKE VILLAGE, Calif. - October 14, 2002 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced that Casper
Spirit Dimensions for the Nintendo GameCube(TM) has shipped to North American
retail accounts.

"We are very pleased to bring a classic character like Casper the Friendly
Ghost and all of his heroics to the legions of Nintendo GameCube(TM) fans in
time for Halloween and the holiday season," said Stefan Serwe, vice president
of global marketing, TDK Mediactive. "Casper Spirit Dimensions(TM) is packed
with mystery and adventure, providing a frighteningly fun flight simulation /
action adventure gaming experience."

About Casper Spirit Dimensions
Spiral into phantom dimensions where you will fiercely battle for the fate of
the spirit world. Portals will transport gamers into mysterious realms that
are populated by ghosts of the past, present and future, all possessed by the
evil Kibosh. Powers of flight and fright must be utilized to become the
quickest, smartest and most powerful ghost in the Spirit Dimension. Casper
Spirit Dimensions is rated E for everyone and is available for $29.99 MSRP.

Filled with puzzles, hazards and a wide assortment of special power-ups, each
of the sixteen huge levels can be fully explored through 360-degree full
flight movement. Game features include:

* Frighteningly realistic graphics.
* Full freedom of fluid flight throughout all environments.
* Four eerie worlds - Spirit World, Kibosh's Factory, Spirit Amusement Park,
and Medieval World - with a total of 16 gigantic levels.
* Four outrageous bosses in each world, including Casper's arch-nemesis
Kibosh.
* Key pick-ups that will lead Casper to bosses, extra lives, and enhancements
of his abilities.


ABOUT CASPER THE FRIENDLY GHOST
Casper the Friendly Ghost has been scaring up friends for nearly 60 years.
Since his debut as a theatrical short in 1945, the good-hearted ghost has
always been more interested in making new friends than usual ghostly
activities. Casper counts among his friends, Wendy the Witch, his galloping
horse Nightmare and a trio of mischievous uncles who unsuccessfully try to
school him in the art of scaring people, much to the audience's comic
delight. Over the years the beloved children's icon has been featured in
thousands of comic books, over 100 animated TV episodes, three best-selling
direct-to-video movies and a blockbuster feature film from Steven Spielberg.

About Classic Media
Casper is under license to TDK from Harvey Entertainment, Inc., now owned by
Classic Media. Classic Media manages some of the world's most well-known
character and content libraries across all media including film, television,
video and consumer products. The company's growing portfolio of
family-oriented entertainment brands encompasses both animated and live
action characters such as: Casper the Friendly Ghost, Wendy the Good Little
Witch, Richie Rich, Hot Stuff, The Lone Ranger, Lassie, Lamb Chop, Underdog,
Little Lulu, Mr. Magoo, Gerald McBoing Boing and the beloved family of Golden
Books children's characters.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products.

2002 Harvey Entertainment, Inc. (A wholly-owned subsidiary of Classic Media,
Inc.)

CASPER TM, its logos, names and related indicia are trademarks of Harvey
Entertainment, Inc. All rights reserved.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

 ------------
Category 14,  Topic 3
Message 47         Tue Oct 15, 2002
KGAGNE [Ken]                 at 12:10 PDT

ATARI ANNOUNCES SPRING 2003 RELEASE OF TRANSWORLD SURF: NEXT WAVE FOR THE
NINTENDO GAMECUBE

New Edition of Genre-Defining Surfing Game Rebuilt From the Ground Up to
Include New Gameplay Enhancements, Other Improvements

LOS ANGELES - Oct. 15, 2002 - Atari is bringing the franchise that redefined
the surfing video game genre, TransWorld Surf, to the Nintendo GameCube this
spring with the release of a completely reinvented edition of the game:
TransWorld Surf: Next Wave. The GameCube title improves upon and follows up
TransWorld Surf for PlayStation 2 and Xbox, which has been hailed as "the
best surfing title ever."

"The TransWorld Surf franchise broke new ground in the action sports genre
with its incredible graphics and lifelike gameplay and wave physics," said
Jean-Philippe Agati, senior vice president and head of Infogrames, Inc.'s Los
Angeles studio. "TransWorld Surf: Next Wave has been rebuilt from the ground
using what we learned from the first two editions. The team at Angel is
pushing the graphics even further, incorporating the gameplay and control
enhancements developed for the PlayStation 2 and throwing in some new
surprises and features that will continue the legacy of the franchise as the
best surfing game available."

Working from start to finish with TransWorld Media, publisher of the world's
most popular action sports publications, provided access to the world's best
professional surfers, the most sought-after surfing event locations and
authentically licensed gear. With new hidden characters and wetsuits , a surf
shop and new levels like Antarctica, TransWorld Surf: Next Wave brings gamers
deeper into the world of professional surfing than anything before it.

Players assume the identity of one of 13 top-ranked surfers like Taj Burrow,
Andy Irons, Shane Dorian, and many more to compete in an eleven-city tour
sponsored by TransWorld Surf magazine. Locations include Pipeline (Hawaii),
Teahupoo (Tahiti), Kirra Point (Australia), Todos Santos (Mexico) and the all
new location, Antarctica, renowned for its frigid water and perilous ice
caves. At each location, surfers must successfully complete a basic photo
shoot before moving on to the competition. They will also face goal
challenges such as completing trick combinations or freeing trapped dolphins
from fishing nets.

TransWorld Surf: Next Wave features seven unique gameplay modes, including
single-player ProTour, Free Surf and Single Session modes, as well as
two-person multiplayer Free Surf, Competition, King of the Wave and Shark
Attack mode. Shark Attack plays like "Tag" on the ocean -- the ultimate goal
is to avoid being "it" longer than the other surfers. The game starts when
all surfers pull their first trick. The scores for that trick are compared,
and the surfer with the lowest score wipes out and becomes the "shark." At
the end of the event, the surfer with the least amount of time as the shark
wins.

In all gameplay modes, players interact with other surfers, animals and
objects including porpoises, bodyboarders, boats and more. TransWorld Surf:
Next Wave also features the Karma Meter, which tracks whether players
interact with objects and people politely, leading to good karma, or rudely,
leading to bad karma. Keeping the meter high in the "Good Karma" area will
lead to a better ride - other surfers will keep clear of the player's path
and the sharks in the surf will not attack.

Developed by the incredibly talented minds -- and hardcore surfers -- at the
San Diego-based Angel Studios, TransWorld Surf: Next Wave features the most
groundbreaking water technology ever seen in a video game. TransWorld Surf:
Next Wave for Nintendo Gamecube will be released in Spring 2003.

About TransWorld Media
TransWorld Media, a division of Time4 Media based in Oceanside, CA, is a
leading publisher of young men's special interest publications reaching more
than 4.5 million Generation Y males. Properties include TransWorld
Snowboarding, TransWorld Snowboarding Business, Freeze, TransWorld
SKATEboarding, Skateboarding Business, TransWorld SURF, TransWorld SURF
Business, TransWorld STANCE, TransWorld Motocross, Ride BMX, TransWorld BMX
and BMX Business. Time4 Media is a subsidiary of Time Inc., which is a wholly
owned subsidiary of AOL Time Warner Inc.(NYSE: AOL).

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #
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TDK MEDIACTIVE SHIPS ROBOTECH(R) GAMES
FOR NINTENDO(R) ENTERTAINMENT SYSTEMS

Robotech(R): Battlecry(TM) Comes to Nintendo(R) GameCube(TM) and
Robotech(R): The Macross Saga(TM) to Game Boy(R) Advance

WESTLAKE VILLAGE, Calif. - October 16, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced that its
highly anticipated Robotech games have shipped for the Nintendo entertainment
systems. Robotech(R): Battlecry(TM) for the Nintendo(R) GameCube(TM) video
game system and Robotech(R): The Macross Saga(TM) for the Game Boy(R) Advance
are on their way to store shelves. Robotech: Battlecry is also available for
the PlayStation(R)2 computer entertainment system and Xbox(TM) video game
system from Microsoft.

"We are very excited to bring these Robotech action-adventure titles to the
Nintendo platforms," said Stefan Serwe, vice president of marketing, TDK
Mediactive. "We are confident that the many Nintendo GameCube and Game Boy
Advance owners will have an equally enjoyable gaming experience as will the
legion of loyal Robotech fans."

The titles are based on Robotech, the animated television series from Harmony
Gold, which first aired in 1985. The popular show combined giant transforming
robots with compelling sci-fi narratives and was the first major exposure to
Japanese animation for many in the United States. After 17 years, Robotech
maintains global fan support and continues to be broadcast in numerous
countries worldwide.

While supplies last, a special Collectors Edition of Robotech: Battlecry is
available exclusively through Electronics Boutique and GameStop. The limited
edition box set is packed with extra features, including the game's
soundtrack, an exclusive t-shirt, art and more.

About Robotech: Battlecry
Robotech: Battlecry, developed by Vicious Cycle, is a fast paced,
third-person action shooter based on the extremely popular animated TV
series. Players assume the role of a new character Jack Archer, a fighter
pilot in the Robotech Defense Force. As the intense storyline unfolds, Jack
battles it out with the invading Zentraedi(TM) alien armada utilizing his
versatile Veritech(TM) Fighter, a giant transformable mechanized robot that
can convert into a high-flying jet fighter, a 40-foot tall humanoid robot, or
a hybrid unit that combines elements of both. With a plot set in parallel to
the original TV show, Jack encounters classic Robotech characters including,
Rick Hunter, Lynn Minmei, Lisa Hayes and even old foes such as Khyron. The
stylized, cel shaded animation game spans more than 45 missions set in city
ruins, canyons, the skies above Macross City, space, foreign planets and the
rings of Saturn.

About Robotech: The Macross Saga
Robotech: The Macross Saga, developed by Lucky Chicken, is a classic shooter
that artfully mixes side-scrolling and forced perspective gameplay, where
players control one of the characters from the Robotech series, as they try
to save Earth. Players battle it out against Zentraedi forces in the
transformable Veritech or armored Destroids with up to two people taking on
the alien armada in co-op play. A multiplayer option allows up to four
players to go head to head via a cable link.

About Harmony Gold
Formed in 1983, Harmony Gold is a leading production, acquisition and
distribution company of quality international television programming,
producing some of the most classic and history-making programs in the
industry. Harmony Gold is a division of The Harmony Gold Companies, whose
interests range from theater management, real estate and finance to film and
television production.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

 ------------
Category 14,  Topic 3
Message 49         Wed Oct 16, 2002
KGAGNE [Ken]                 at 12:29 PDT

ATARI'S GODZILLA: DESTROY ALL MONSTERS MELEE STOMPS ONTO NINTENDO GAMECUBE

Massive Scale, True-to-Movie Monsters, Four Player Mayhem Highlight Fighting
Game

LOS ANGELES - Oct. 15, 2002 - Atari shipped the biggest fighting game ever,
Godzilla: Destroy All Monsters Melee for the Nintendo GameCube, to retail
stores this week in a worldwide launch of nuclear powered monster mayhem.
Based on the classic movie license from Toho Co., Ltd., the
monster-on-monster fighting game faithfully recreates the look and feel of
the titanic film legends and challenges players to punch, kick, stomp, throw
and blast each other in massive, city-wide arenas.

"Godzilla: Destroy All Monsters Melee captures the epic scope and scale that
is the hallmark of the landmark movies," said Jean-Philippe Agati, senior
vice president and general manager of Infogrames' Los Angeles studio.
"Godzilla fans will rejoice at the authenticity of the game, made possible by
our close relation with Toho. Gamers are in for the ultimate party game -
four player slugfests with buildings, gas tankers and cargo ships flying
through the air. There's nothing else like it!"

Godzilla: Destroy All Monsters Melee is a one-to-four-player fighting game
that pits gamers as their favorite giant monster against other escapees from
Monster Island. The game was awarded "Runner-up" as the Best Fighting Game of
the 2002 Electronic Entertainment Expo in Los Angeles.

In addition to the single-player story mode, the game includes four play
styles: Versus mode, pitting between one and four players against each other
in an epic battle royal;Destruction mode, a timed challenge to see which
player can destroy more of a city in a given amount of time; Survival mode,
the ultimate test of a player's skill, pitting him against monster after
monster with the score based on the number of enemies defeated before losing
a match; and Melee mode; a two-to-four player multiplayer slugfest.

The game features an epic sense of scope and scale, with 10 massive
real-world and fantasy fighting arenas, including San Francisco, Tokyo and
the notorious Monster Island, that are fully 3D and totally interactive.
Players can pick up and throw buildings and landmarks like Big Ben, toss
enemies into vast fuel tank farms and stomp on baseball stadiums. Godzilla:
Destroy All Monsters Melee also features additional hidden, unlockable areas.
Each city has been created with amazing attention to detail, including
working traffic lights, blinking neon signs and moving cars, buses and tanker
trucks.

More than 10 licensed monsters, each carefully modeled from the
record-setting movie franchise, appear in the game including Godzilla 90's,
MechagodzillaO, MegalonO, DestoroyahO, King GhidorahO, MotheraO and many
more. Each character is equipped with basic fighting maneuvers like kicks,
punches, jumps, projectile attacks and blocks. For more hardcore fighting
fans, Godzilla: Destroy All Monsters Melee includes a robust combo system and
special attacks that are unique to each creature's abilities from the
original movies. Power-ups are dropped into the arena by alien ships and
hidden within city buildings, providing health and other enhanced abilities.

While the game focuses on arcade fighting, there is also an additional
strategic element involving the humans populating the cities. As each monster
moves through a city, causing destruction along the way, the human military
will attack with tanks, helicopters, hover jets and laser cannons, launching
attacks at the monster that is guilty of the most damage. Players can
leverage this element to their favor by forcing or throwing opponents into
nearby buildings, thus leading the military to attack and wound their enemy.

Developed by Pipeworks Studios, based in Portland, Oregon, Godzilla: Destroy
All Monsters Melee shipped to most retail stores this week for an estimated
retail price of $49.99 and an ESRB rating of eT' for teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #

Godzilla, all related characters and the character designs are trademarks of
Toho Co., Ltd. (C) 2002 Toho Co., Ltd. All rights reserved.
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SEGA RELEASES THE FIRST ONLINE GAME FOR THE NINTENDO GAMECUBE WITH PHANTASY
STAR ONLINE EPISODE I & II

SEGA's 20th Online-Enabled Game Offers Thrilling Online and Offline Action

SAN FRANCISCO - (October 29, 2002) - SEGA(R) of America today announced the
release of "Phantasy Star Online Episode I & I (TM)" for the Nintendo
GameCube(TM). The sequel to the wildly popular online RPG for the SEGA
Dreamcast(TM), and latest installment of the legendary Phantasy Star series,
"Phantasy Star Online Episode I & II" is the first online-enabled game for
the Nintendo GameCube.

"Phantasy Star Online Episode I & II" delivers an all-new full-length online
and offline Phantasy Star adventure. In addition to all the content from
"Phantasy Star Online(TM)" and "Phantasy Star Online(TM) Ver.2" which is
contained in Episode I, Episode II thrusts gamers into the perilous search
for a mysterious scientist who has gone missing in the vast unexplored wilds
of the planet Ragol.

Gamers can sign up to play "Phantasy Star Online Episode I & II" over the
Internet using a dial-up modem or broadband adaptor for the Nintendo
GameCube. The online service carries a monthly service charge of $8.95 and is
available through Sega.co (TM). The price includes a hunter's license and
access to online-exclusive content, including seasonal quests, downloads,
special in-game items and more. Several quests are now available, including a
Halloween-themed quest that is available now through November 4. New quests
will be added on a regular basis.

"Phantasy Star Online Episode I & II" can also be played for free offline
with up to four players using an all-new four-way split-screen mode.

"Hundreds of thousands of gamers have already experienced the "Phantasy Star
Online" universe for the SEGA Dreamcast and now Nintendo GameCube owners have
the chance to play this legendary RPG adventure series," said Mike Fischer,
vice president, entertainment marketing, SEGA of America, Inc. "With 20
online games under our belt, SEGA is now bringing our unrivaled online
experience to the Nintendo GameCube."

"Phantasy Star Online Episode I & II" also features a universal translation
system that lets gamers chat online, whether they speak English, German,
Spanish, French or Japanese, through a series of hundreds of pre-programmed
phrases and expressions.

"Phantasy Star Online Episode I & II" is rated "T" for Teen and will be
available at retailers nationwide for an MSRP of $49.99 on October 29. For
screenshots and artwork visit the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.
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SHREK(R) MAKES HIS NINTENDO GAMECUBE(TM) DEBUT

TDK Mediactive Ships SHREK(R) EXTRA LARGE

WESTLAKE VILLAGE, Calif. - Oct. 30, 2002 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced that
Shrek(R) Extra Large has shipped for the Nintendo GameCube(TM). The title
will be available at major retail outlets throughout North America.

"We are glad to be able to bring Shrek(R) to the Nintendo GameCube(TM)," said
Stefan Serwe, vice president of global marketing, TDK Mediactive. "Shrek(R)
Extra Large is the perfect product to address the emerging and growing
GameCube market, and with its zany fairy tale characters, we are confident
that the game will deliver the charm and twists of Shrek(R) to a wide
audience."

Shrek(R) Extra Large marks the loveable green ogre's first appearance on the
GameCube and one of his biggest adventures to date. The game takes Shrek
through 10 warped fairy tale levels, including new, never before seen worlds.
The action/adventure title pits Shrek(R) against a number of evil forces as
he makes his way through the levels in true ogre fashion, completing missions
along the way. Jumping into each story land, Shrek encounters Princess
Fiona(TM), Donkey and other friends from the original movie, along with brand
new characters.

Worldwide sales of TDK's Shrek(R) interactive titles have been highly
successful, exceeding 1.2 million units to date across four platforms
(Xbox(TM), Game Boy(R) Advance, Game Boy(R) Color and PC CD ROM). Shrek(R)
Super Party for the PlayStation(R)2 computer entertainment system and
Xbox(TM) video game system from Microsoft is scheduled to release in
November.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.
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SONIC THE HEDGEHOG RETURNS TO THE NINTENDO GAMECUBE IN SONIC MEGA COLLECTION

Value-Priced Compilation Features More than Seven Classic Sonic Games

SAN FRANCISCO - (November 12, 2002) - SEGA(R) of America, Inc. today
announced the release of "Sonic Mega Collection(TM)" for the Nintendo
GameCube(TM). "Sonic Mega Collection" is a "must have" for long time fanatics
and newcomers to the series alike, featuring seven classic Sonic The
Hedgehog(R) games from the SEGA Genesis(R), five additional unlockable games
and a Sonic museum filled with art, comics and more.

"Sonic Mega Collection" includes seven of the most-loved Sonic games of all
time, including: "Sonic The Hedgehog(R)," "Sonic The Hedgehog(R) 2," "Sonic
The Hedgehog(R) 3," "Sonic & Knuckles(TM)," "Sonic 3D Blast(TM)," "Sonic The
Hedgehog(R) Spinball (TM)" and "Dr. Robotnik's Mean Bean Machine."

"A new generation of fans have recently discovered what us older gamers have
know forever - that Sonic rules!" said Mike Fischer, vice president of
entertainment marketing, SEGA of America, Inc. "Now old-school gamers like me
can relive some of the most influential games of all time, and new fans of
the series can experience all the classic games that made Sonic a superstar!"

Loaded with hyper-speed ring collecting fun, "Sonic Mega Collection" features
SEGA's mascot and all his friends in some of their greatest adventures ever.
The game also includes a collection of comic, concept and cover art and many
more surprises.

"Sonic Mega Collection" is rated "E" for Everyone and is available at
retailers nationwide for an MSRP of $39.95. For screenshots and artwork visit
the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.
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AKA ACCLAIM RELEASES 'BMX XXX' FOR NINTENDO GAMECUBE

Hottest Title of 2002 Available Now In More Than 15,000 Stores Nationwide;
Hilarious Cast of Characters, Outrageous In-Game Events and Scenes, BMX
Action
and Beautiful Women of 'Scores' Mark Exciting New Era in Interactive
Entertainment

GLEN COVE, NY, November 425, 2002 - The hottest and most humorous video game
of the year will be expanding its reach among consumers this weekend, as AKA
Acclaim, a division of Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM), today
announced it has released BMX XXX for the Nintendo GameCube. Currently
available in more than 15,000 stores nationwide, BMX XXX is a satirical romp
in the style of such popular films as "American Pie" and was designed
specifically for today's predominantly mature gaming audience.

"BMX XXX is a hilarious gaming experience that is perfectly suited for
today's older gaming audience," said Ben Fischbach, Brand Director for AKA
Acclaim. "Delivering hours of entertainment which is on par with feature
films and television, BMX XXX will be a 'must-have' for Nintendo GameCube
owners this holiday season."

>From the pages of The Wall Street Journal, The New York Times and USA Today,
to the national broadcast audiences of "CNN" and "The Howard Stern Show,"
BMX XXX has quickly become the hottest video game of the year. BMX XXX
combines outrageous Hollywood humor and characters, beautiful women from New
York's famous Scores club, incredible arcade action and a dynamic soundtrack
from today's top recording artists to deliver an unparalleled interactive
entertainment experience. The version for the PlayStation(R)2 computer
entertainment system has been edited to eliminate the topless nudity, while
versions for Xbox and Nintendo GameCube do contain topless nudity.

BMX XXX continues to garner high praise from the media, who had the
following to say:

"BMX XXX delivers." - Game Informer

"BMX XXX never takes itself seriously for a moment. If movies like Animal
House is your idea of comic genius, then BMX XXX was made for you. Boobies,
brash humor and BMX bikes. This game has it all." - IGN.com

"The game definitely does not attempt to take itself seriously, and I
personally found most of it hilarious." - Gaming-Age.com

"Is BMX XXX all it's cracked up to be? Absolutely. This title represents the
very beginning of a new direction for the console game industry." - Silicon
Magazine

ACCLAIM BMX XXX/2

BMX XXX is currently available for the Nintendo GameCube, Xbox and
PlayStation(R)2 computer entertainment system at suggested retail prices of
$49.99. For more information on BMX XXX, including retail locations where
the game can be purchased, please visit www.bmxxxx.com
<http://www.bmxxxx.com/> .

About AKA Acclaim

Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, ATV Quad
Power Racing 2 and Supercross.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading
worldwide developer, publisher and mass marketer of software for use with
interactive entertainment game consoles including those manufactured by
Nintendo, Sony Computer Entertainment and Microsoft Corporation as well as
personal computer hardware systems. Acclaim owns and operates six studios
located in the United States and the United Kingdom which includes a motion
capture and recording studio in the U.S., and publishes and distributes its
software through its subsidiaries in North America, the United Kingdom,
Germany, France and Spain. The Company uses regional distributors
worldwide. Acclaim also distributes entertainment software for other
publishers worldwide, publishes software gaming strategy guides and issues
"special edition" comic magazines from time to time to support its time
valued brands, Turok and Shadow Man. Acclaim's corporate headquarters are in
Glen Cove, New York and Acclaim's common stock is publicly traded on
NASDAQ.SC under the symbol AKLM. For more information please visit our
website at <http://www.acclaim.com/> www.acclaim.com.

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission.
Readers of this press release are referred to such filings.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ACTIVISION'S STREET HOOPS(tm) brings blacktop action
to the Nintendo GameCube(tm)

Santa Monica, CA -- December 3, 2002 -- Nintendo owners can now rule the
courts street-style with the release of Activision, Inc.'s (Nasdaq: ATVI)
Street Hoops(tm) for the Nintendo GameCube(tm). The game features playground
legends Half Man Half Amazing, Headache, Hot Sauce and more, as featured in
the AND 1 Mix Tape Series; a powerful hip-hop soundtrack; authentic apparel;
and some of the toughest courts like NYC's "The Cage" and Rucker Park. Street
Hoops is currently available at retail outlets nationwide at a suggested
retail price of $49.99 and is rated "T" (Teen - gambling, strong lyrics) by
the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo.
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SEGA SPORTS NHL 2K3 SHIPS FOR NINTENDO GAMECUBE

Deepest Hockey Simulation on the Market Offers ESPN Telecast-Style
Presentation, Lifelike Realism and Exclusive Features

SAN FRANCISCO - (December 10, 2002) - SEGA(R) of America, Inc. announced
today the release of "SEGA Sports(TM) NHL(R) 2K3" for the Nintendo
GameCube(TM). As the most true-to-life hockey simulation, "SEGA Sports NHL
2K3" successfully replicates the sport's details such as lifelike goalie
maneuvers, strategic line changes, battling for the puck against the boards
and extensive individual player and team attributes that result in
ultra-realistic play. Produced by Visual Concepts Entertainment, a SEGA
development studio, and developed by Treyarch LLC, "SEGA Sports NHL 2K3"
provides the features that hockey fans covet, from an in-depth Franchise Mode
and full lineup of NHL and International teams to its authentic ESPN
telecast-style presentation.

"'SEGA Sports NHL 2K3' gives players total control of all the intensity on
the ice and allows for full management of all the action off the ice,
granting them the most authentic hockey experience possible," said Greg
Thomas, president, Visual Concepts Entertainment.

"SEGA Sports NHL 2K3" uses an advanced physics-based gameplay system and
unprecedented Artificial Intelligence (AI) to more accurately simulate the
NHL. Unlike other hockey games that are based on percentages, the goalies,
players and the puck in "SEGA Sports NHL 2K3" are all governed by the game's
sophisticated physics engine, allowing for more realistic shooting, checking,
skating and goaltending. Melding flawlessly with the game's physics is an
adaptive AI system that allows each player to react to hundreds of unique
on-ice situations. When setting up for a save, goalies will dynamically react
to the puck and positioning of the opposing forwards, while AI teams will
execute realistic power-plays, forechecks, perform odd-man breaks and line
changes.

While other hockey games feature goalies without specific player attributes,
who attempt saves with limited movements, "SEGA Sports NHL 2K3" shows goalies
playing the position as it is meant to be played. In "NHL 2K3," the new
Reactive Goalie Positioning lets goalies move side-to-side, and from dive to
save, without ever having to return to a center or idle position, allowing
them to make save upon save with the most realistic maneuvers of any hockey
video game. Also new in "SEGA Sports NHL 2K3" is Complete Lines Control,
which gives gamers the ability to rotate offensive, defensive, power play and
penalty kill lines independently and set strategies for each of these lines
on the fly. Along with this ability is Board Pinning, where gamers can pin
players against the boards and dig for the puck with multiple control
options, bringing yet another level of realism to hockey video games.

"SEGA Sports NHL 2K3" also gives gamers the choice of six different gameplay
modes, including Quick Game, Exhibition, Season, Playoffs, Tournament and the
brand new Franchise Mode. In the Franchise Mode gamers can select one of the
existing NHL teams or create their own custom team and develop it into a
dynasty. Users can sign, trade and release players and scout upcoming rookies
in the NHL entry draft. As they compete for the coveted Stanley Cup over
multiple seasons, players also have the opportunity to take part in
mid-season All-Star games and earn a myriad of postseason awards. An ESPN
telecast-style presentation, featuring the signature National Hockey Night
theme, TV-style player introductions, game highlights and replays using a
telestrator, wrap-up the stellar visual package.

"SEGA Sports NHL 2K3" is endorsed by the Philadelphia Flyers All-Star Center
Jeremy Roenick and is currently available for the Nintendo GameCube for a
suggested retail price of $49.95. "NHL 2K3" was released in November for the
PlayStation(R)2 computer entertainment system and the Xbox(TM) video game
system from Microsoft(R). Screen shots and package art of "SEGA Sports NHL
2K3" are available at: http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and National Hockey Night are
registered trademarks of ESPN, Inc. ESPN branded elements (C) Disney. All
other trademarks are the property of their respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

# # #

 ------------
Category 14,  Topic 3
Message 57         Mon Jan 06, 2003
KGAGNE [Ken]                 at 20:43 PDT

DRAGON'S LAIR 3D(tm) - RETURN TO THE LAIR
FOR NINTENDO GAMECUBE(tm) BEGINS SHIPPING

Eagerly awaited reinvention of the 1980's arcade classic
ships to retailers

Los Angeles - Jan. 6, 2003 - Encore, a majority-owned subsidiary of Navarre
Corporation (NASDAQ: NAVR), today announced that Dragon's Lair 3D(tm) -
Return to the Lair for the Nintendo GameCube(tm) has begun shipping to
retailers. This completely new, built-from-the-ground-up version of the
classic Dragon's Lair(tm) arcade game - featuring legendary characters, great
gameplay, and impressive imagery created by Don Bluth and Rick Dyer - retails
for approximately $50 and carries a "Teen" rating.

"Gamers have been waiting for years to re-live the Dragon's Lair experience
they remember so well from the 1980's arcades," said Encore CEO Michael Bell.
"We're thrilled to provide them with an exciting experience that makes this
game worth the wait. It's all there - from Dirk's bumbling moves and
brilliantly illustrated scenes in the castle, to the addictive gameplay and
timeless story. Additional elements such as true control over Dirk, new
characters, and new movies created by Don Bluth make this game equally
compelling for a whole new generation of gamers."

A Dragon, A Damsel and A Courageous Knight

Dragon's Lair 3D follows the basic storyline of the arcade classic: Dirk the
Daring, a goofy but courageous knight, is on a mission to rescue Princess
Daphne, who has been kidnapped by the evil dragon Singe and hidden in the
wizard Mordroc's castle. The game stays true to the design of the1980's
arcade classic, but is seven times the size of the original, and includes
everal new plot twists.

In this version, players have full control of Dirk, who must overcome
challenges such as navigating through a cave of lava, swinging from burning
ropes and unlocking hidden chambers in the castle to find Daphne. Princess
Daphne also plays an integral new role in the game, acting as a guide for
Dirk's journey. Singe, the Lizard King, the Giddy Goons, the Crypt Creeps and
other characters familiar to players of the original arcade game have
starring roles, along with over a dozen new characters created by Don Bluth
that add new dimensions to the plot.

Dragon's Lair 3D features true 3D gameplay; complete control over Dirk; over
a dozen new characters; 43 massive areas and more than 250 new rooms to
explore; new intro and ending movies created by acclaimed animation director
Don Bluth; an original music score; and much more. More information on the
game is available at the game's official website: www.dragonslair3d.com.

About Encore
Encore, a majority owned subsidiary of Navarre Corporation (NASDAQ: NAVR), is
a leading interactive publisher in the videogame and PC CD-ROM markets. The
company recently began shipping Phantom Crash(tm), a 3D mech game, and
upcoming releases include such highly anticipated console games as

Dragon's Lair 3D(tm) and Daredevil(tm). Encore also offers a broad range of
PC titles under internationally recognized brands such as Sesame Street(tm),
Dragon Tales(tm), National Geographic(r) and Kaplan(tm).

Encore products are sold in thousands of retail outlets nationwide, and in
major international markets. For more information on Encore and Navarre
Corporation, visit www.encoreusa.com and www.navarre.com.
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SEGA'S SKIES OF ARCADIA LEGENDS SHIPS OUT FOR NINTENDO GAMECUBE

Critically Acclaimed Role Playing Game Receives "Director's Cut"

SAN FRANCISCO - (January 28, 2003) - SEGA(R) of America, Inc. today announced
the release of the epic role-playing adventure "Skies of Arcadia(TM) Legends"
exclusively for the Nintendo GameCube(TM). The second game in the
already-classic franchise, "Skies of Arcadia Legends" delivers a thrilling
"director's cut" of the original "Skies of Arcadia" for the SEGA Dreamcast
(TM), which gaming enthusiast publication Electronic Gaming Monthly has
hailed as "one of the best RPGs ever."

An incredibly deep role-playing adventure, "Skies of Arcadia Legends" offers
more than forty hours of gameplay and spans six massive floating worlds, each
with their own local customs, habitats and enemies. Along the way, gamers
will interact with more than 300 characters, learn dozens of magic spells and
customize more than 70 devastating weapons. "Skies of Arcadia Legends" also
includes hours of new gameplay and backstory, a streamlined new battle system
and enhanced graphics for the Nintendo GameCube.

A swashbuckling adventure set in the vast azure skies, "Skies of Arcadia
Legends" casts gamers as Vyse, the heroic leader of a roaming band of Air
Pirates on a perilous quest to recover the six sacred Moon Stones of Arcadia.
Forged centuries ago by the mysterious Old Elders, the Moon Stones are the
keys to controlling the Gigas, a race of seemingly invincible monsters that
once almost destroyed the world. Now, the evil Valuan empire seeks to
assemble the Moon Stones and awaken the Gigas once again in their quest for
world domination. Vyse must assemble a crew of up to 22 for his flying pirate
ship and scour the skies of Arcadia on his quest to save the world... and of
course, find a little treasure.

"'Skies of Arcadia Legends' for the Nintendo GameCube is the must-have
'director's cut' of one of the best RPGs ever made," said Mike Fischer, vice
president, marketing, SEGA of America, Inc. "With its vibrant story, faster
battle engine and hours of new content, "Skies of Arcadia Legends" is the
adventure Nintendo GameCube RPG fans have been waiting for!"

"Skies of Arcadia Legends" was developed by Overworks, the same studio that
created the original "Skies of Arcadia," which was released for the SEGA
Dreamcast video game console in late 2000.

"Skies of Arcadia Legends " is rated "T" for Teen and will be available at
retailers nationwide for an MSRP of $49.99. For screenshots and artwork visit
the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

# # #
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SEGA BRINGS THE LOVE WITH A SPECIAL VALENTINE'S DAY QUEST FOR PHANTASY STAR
ONLINE EPISODE I & II

SAN FRANCISCO - (February 10, 2003) - SEGA(R) of America, Inc. today
announced that a special online-exclusive Valentine's Day quest for "Phantasy
Star Online(tm) Episode I & II" is now available for the Nintendo
GameCube(tm). The Valentine's Day quest can be accessed from the "Phantasy
Star Online Episode I & II" lobby until February 17th.

Giving gamers a unique opportunity to seek out the ultimate Valentine's Day
gift for their cyber-sweetie, the special quest lets up to four players
embark on a mission to find rare and exotic varieties of chocolate, scattered
across the planet Ragol. These chocolates can then be given as presents to
other online gamers in celebration of the holiday.

The online lobby will also be adorned with Valentine's Day-themed decorations
and other seasonal surprises.

The Valentine's Day quest is the latest in a series of regularly updated
online-exclusive quests and content developed by SEGA's SONIC TEAM. Past
quests include the world-famous Famitsu Cup and special Halloween,
Thanksgiving, Christmas and New Year's events.

"Phantasy Star Online Episode I & II" delivers an all-new full-length online
and offline Phantasy Star adventure. In addition to all the content from
"Phantasy Star Online(tm)" and "Phantasy Star Online(tm) Ver.2" which is
contained in Episode I, Episode II thrusts gamers into the perilous search
for a mysterious scientist who has gone missing in the vast unexplored wilds
of the planet Ragol.

Gamers can sign up to play "Phantasy Star Online Episode I & II" over the
Internet using a dial-up modem or broadband adaptor for the Nintendo
GameCube. The online service carries a monthly service charge of $8.95 and is
available through Sega.com(tm). The price includes a hunter's license and
access to online-exclusive content, including seasonal quests, downloads,
special in-game items and more.

For screen shots and artwork, please visit the SEGA PR FTP site, located at:
<http://segapr.segaamerica.com>
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ATARI BRINGS SUPERMAN TO NINTENDO GAMECUBE
AND GAME BOY ADVANCE

Numerous Enhancements, New Modes Available for Nintendo GameCube version of
Superman: Shadow of Apokolips; Superman: Countdown to Apokolips announced for
Game Boy Advance

LOS ANGELES - Feb. 26, 2003 - Atari announced plans to release Superman:
Shadow of Apokolips for the Nintendo GameCube and announced the upcoming
Superman: Countdown to Apokolips for the Game Boy Advance - both titles are
scheduled for release in March 2003. Developed by Infogrames' Sheffield House
and based on the Warner Bros. and DC Comics hit animated series, The New
Superman Adventures. Superman: Shadow of Apokolips for Nintendo GameCube is a
port of the successful version currently available on PlayStation 2, and also
features voice acting by the original cast, a sweeping orchestral score and
more than 30 minutes of stunning cinematics.

Superman: Countdown to Apokolips, also based on the popular animated series
from Warner Bros., is an entirely new adventure developed specifically for
the Game Boy Advance. As a prequel to the events which transpire in the
PlayStation 2 and Nintendo GameCube titles, Superman: Countdown to Apokolips
is sure to rivet handheld gamers with its fast action, isometric view, and
full use of all of Superman's amazing powers.

"Owners of the Nintendo GameCube and Game Boy Advance are in for a treat this
March when we release two titles featuring the greatest super hero of all
time -- Superman," said Jean-Philippe Agati, senior vice president and head
of Infogrames, Inc.'s Los Angeles studio. "The combination of great gameplay,
not to mention new features and modes in the Nintendo GameCube version,
familiar characters and an engaging storyline from the animated series are
sure to make both Superman titles a hit with gamers."

Superman: Shadow of Apokolips is a cel-shaded, third person action game
featuring the World's Greatest Super Hero of all time armed with all of his
super powers. In the game, players are thrust into the mighty red boots and
cape of the original super hero and the fate of the planet is in their hands.
Darkseid, the most evil being in the galaxy, has enlisted the aid of Lex
Luthor in his quest to destroy the Man of Steel. By providing Luthor with
highly advanced Apokoliptean weapons technology, Darkseid has enabled him to
create an army of nearly unstoppable Interbots. Just when Superman seems to
have everything under control, cybernetic supervillain Metallo busts out of
Strykers Island Prison, creates malevolent mayhem of his own. Superman must
accomplish what no mere mortal ever could: turn back the irrepressible forces
of evil and save the planet.

As Superman, players have access to all of his amazing powers from the moment
they start to play, including flight, frost breath, X-Ray vision, super
strength and many more. Players will make their way through epic battles with
legendary super-villains like Livewire, Parasite and Metallo in either
first-person or third-person play perspectives. Superman: Shadow of
Apokolips' mission-based gameplay combines action, stealth and mind-bending
challenges, as players fly throughout 14 enormous, fully interactive levels.

Recreating the look and feel of the animated series took an unprecedented
amount of collaboration between the developer, DC Comics and Warner Bros.
Voice acting in the game is recorded by the original cast of the animated
series, including Tim Daly as Superman and Malcolm McDowell as Metallo.
Superman: Shadow of Apokolips also includes a sweeping orchestral score
reminiscent of the TV show as well as more than 30 minutes of amazing
cinematics.

New features for the Nintendo GameCube include:

- New Playable Characters: Two new cheat codes allow the player to play
through the entire game as either Clark Kent or Parasite.
- New Item Hunting: A new secret item has been added to every level. Players
that find and collect all of these items can unlock several brand new
"goodies," including a new cheat code that allows the player to freely
explore Metropolis.
- Explore Metropolis Mode: Players can now freely explore the city of
Metropolis in an extra Nintendo GameCube-only mode.
- Improved Boss AI: Bosses have become more intelligent making boss fights
much more challenging.
- Difficulty Settings: The game now features 3 difficulty settings: easy,
medium and hard.
- Enhanced "Making of" Movie: The player can unlock an extra long "Making of"
movie which shows concept art, early prototypes of the game, animations tests
and more.
- Experience Enhancements: Superman: Shadow of Apokolips for the Nintendo
GameCube now features support for Dolby Pro-Logic 2 as well as support for
new video formats including Widescreen and Progressive Scan.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Drivero, Enter the Matrixo, Neverwinter Nightso, Stuntmano, Test
Drive , Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES,
mass-market and children's games such as Backyard Sportso, Nickelodeon's
Blue's Clueso and Dora the Explorero, Civilization , Dragon Ball Z and
RollerCoaster Tycoon . Infogrames, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.infogrames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman, and the Sandman. These
DC super heroes and others have starred in comic books, movies, television
series (both animated and live-action), and cyberspace, thrilling audiences
of all ages for generations. DC Comics' web site is located at
www.dccomics.com.

SUPERMAN and all related characters and elements are trademarks of and (C) DC
Comics.
(s03)
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NEC Interchannel, Ltd. Announces Tube Slider; Exclusive for Nintendo
GameCube

Fast and Furious Futuristic Racing Game First Release for Relaunched Game
Publisher

SANTA CLARA, CA - (March 19, 2003)-NEC Interchannel, Ltd., a subsidiary of
NEC Corporation, today announced Tube Slider, a fast and furious racing game
developed exclusively for the Nintendo GameCube. Tube Slider is developed by
NDCUBE, creators of F-Zero: Maximum Overdrive for the Game Boy(r) Advance,
and will ship in April 2003.

Tube Slider is a futuristic racing game in which players pilot sleek
hovercraft around tubular tracks that twist and turn and test not only your
speed, but also your ability to keep your craft in control. Choose between
Grand Prix or Free Run modes as you race one of fifteen different tweaked-out
vehicles around ten unique and highly detailed elevated courses. The game
features an interactive Tutorial mode, and multiplayer mode for up to four
players (split-screen). Grab the turbo boosts before your opponents and don't
lose control!

NDCUBE Co., Ltd. is an official second-party developer to Nintendo, formed
through a joint venture between the largest advertising company in Japan,
Dentsu, and Nintendo. The company, now based out of Tokyo, was founded on
March 1, 2000.

"We're thrilled to be working with a developer that has the experience and
pedigree of NDCUBE," said Clint Kurahashi, executive vice president of NEC
Interchannel Ltd. "Tube Slider is an excellent first entry to what will be a
great lineup from NEC."

NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NEC's
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###

Tube Slider is a trademark of NEC Interchannel, Ltd.

(r), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo. (c) 2001 Nintendo.

All other trademarks or registered trademarks are property of their
respective owners.

Copyright (c) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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ATARI SHIPS SUPERMAN: SHADOW OF APOKOLIPS AND SUPERMAN: COUNTDOWN TO
APOKOLIPS

Numerous Enhancements, New Modes Available for Nintendo GameCube version of
Superman: Shadow of Apokolips; Superman: Countdown to Apokolips available for
Game Boy Advance

Atari today announced the release of Superman: Shadow of Apokolips for the
Nintendo GameCube and Superman: Countdown to Apokolips for the Game Boy
Advance. Developed by Infogrames' Sheffield House and based on the Warner
Bros. and DC Comics hit animated series, The New Superman Adventures.
Superman: Shadow of Apokolips for Nintendo GameCube is a port of the
successful version currently available on PlayStation 2, and also features
voice acting by the original cast, a sweeping orchestral score and more than
30 minutes of stunning cinematics.

Superman: Countdown to Apokolips, also based on the popular animated series
from Warner Bros., is an entirely new adventure developed specifically for
the Game Boy Advance. As a prequel to the events which transpire in the
PlayStation 2 and Nintendo GameCube titles, Superman: Countdown to Apokolips
is sure to rivet handheld gamers with its fast action, isometric view, and
full use of all of Superman's amazing powers.

Superman: Shadow of Apokolips is a cel-shaded, third person action game
featuring the World's Greatest Super Hero of all time armed with all of his
super powers. In the game, players are thrust into the mighty red boots and
cape of the original super hero and the fate of the planet is in their hands.
Darkseid, the most evil being in the galaxy, has enlisted the aid of Lex
Luthor in his quest to destroy the Man of Steel. By providing Luthor with
highly advanced Apokoliptean weapons technology, Darkseid has enabled him to
create an army of nearly unstoppable Interbots. Just when Superman seems to
have everything under control, cybernetic supervillain Metallo busts out of
Strykers Island Prison, creates malevolent mayhem of his own. Superman must
accomplish what no mere mortal ever could: turn back the irrepressible forces
of evil and save the planet.

As Superman, players have access to all of his amazing powers from the moment
they start to play, including flight, frost breath, X-Ray vision, super
strength and many more. Players will make their way through epic battles with
legendary super-villains like Livewire, Parasite and Metallo in either
first-person or third-person play perspectives. Superman: Shadow of
Apokolips' mission-based gameplay combines action, stealth and mind-bending
challenges, as players fly throughout 14 enormous, fully interactive levels.

Recreating the look and feel of the animated series took an unprecedented
amount of collaboration between the developer, DC Comics and Warner Bros.
Voice acting in the game is recorded by the original cast of the animated
series, including Tim Daly as Superman and Malcolm McDowell as Metallo.
Superman: Shadow of Apokolips also includes a sweeping orchestral score
reminiscent of the TV show as well as more than 30 minutes of amazing
cinematics.

New features for the Nintendo GameCube include:

* New Playable Characters: Two new cheat codes allow the player to play
through the entire game as either Clark Kent or Parasite.
* New Item Hunting: A new secret item has been added to every level. Players
that find and collect all of these items can unlock several brand new
"goodies," including a new cheat code that allows the player to freely
explore Metropolis.
* Explore Metropolis Mode: Players can now freely explore the city of
Metropolis in an extra Nintendo GameCube-only mode.
* Improved Boss AI: Bosses have become more intelligent making boss fights
much more challenging.
* Difficulty Settings: The game now features 3 difficulty settings: easy,
medium and hard.
* Enhanced "Making of" Movie: The player can unlock an extra long "Making of"
movie which shows concept art, early prototypes of the game, animations tests
and more.
* Experience Enhancements: Superman: Shadow of Apokolips for the Nintendo
GameCube now features support for Dolby Pro-Logic 2 as well as support for
new video formats including Widescreen and Progressive Scan.

Superman: Shadow of Apokolips is now available for the Nintendo GameCube at
retail stores nationwide with an estimated retail price of $49.95 and an ESRB
rating of "E" for Everyone. Superman: Countdown to Apokolips is also now
available for the Game Boy Advance with an estimated retail price of $29.95
and an ESRB rating of "E" for Everyone.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman, and the Sandman. These
DC super heroes and others have starred in comic books, movies, television
series (both animated and live-action), and cyberspace, thrilling audiences
of all ages for generations. DC Comics' web site is located at
www.dccomics.com.

SUPERMAN and all related characters and elements are trademarks of and (C) DC
Comics.
(s03)
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SEGA UNVEILS "BILLY HATCHER AND THE GIANT EGG" FROM THE CREATOR OF SONIC THE
HEDGEHOG

SAN FRANCISCO - (April 14, 2003) - SEGA(R) of America, Inc. today announced
"Billy Hatcher and the Giant Egg(TM)," a new platform game exclusively for
the Nintendo GameCube(TM). "Billy Hatcher and the Giant Egg" is currently in
development under the direction of SEGA's renowned Yuji Naka, the creator of
SEGA's world-famous Sonic The Hedgehog(R) series.

The first all-new platform game and character from Yuji Naka and
SONICTEAM(TM) since the SEGA Saturn(TM) era, "Billy Hatcher and the Giant
Egg" is the story of a young boy who must save a once magical kingdom from
the clutches an evil King who threatens to rule with an everlasting night.
Gamers must learn to use the powers of a legendary suit and control magical
eggs to restore light to the kingdom.

A vibrant, lightning-fast 3-D platformer, "Billy Hatcher and the Giant Egg"
challenges gamers to hatch dozens of magical creatures from special eggs as
they explore themed, carnival-esque environments on their quest to save the
kingdom. Playing as Billy Hatcher, players will roll the eggs though the
world, using them to solve puzzles, fight enemies, and even ultimately hatch
magical creatures that enhance their abilities, adding a unique strategic
twist to the fast action.

"'Billy Hatcher and the Giant Egg' is pure SONICTEAM magic," said Mike
Fischer, vice president of marketing, SEGA of America, Inc. "A dizzying blend
of fast action, hypnotic gameplay and one-of-a-kind characters, 'Billy
Hatcher and the Giant Egg' is, without a doubt, the next big thing from the
legendary SONICTEAM."

"Billy Hatcher and the Giant Egg" is slated for release in the U.S. in Fall
2003.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(TM). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(TM) and Donkey Kong(R) and launching
such franchises as Zelda(TM) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

# # #
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Atari ships INNOVAtive AND ADDICTIVE
ikaruga for nintendo gamecube(tm)

Wildly Popular Japanese Shooter Fires Its Way to American Store Shelves

BEVERLY, MA, April 15, 2003 - Atari today announced that the much-anticipated
hit Japanese game Ikaruga(tm) for the Nintendo GameCube(tm) next generation
console system has shipped to retail outlets nationwide. The game comes
loaded with glorious graphics, awesome action and incredible firepower.

"Ikaruga delivers addictive gameplay combined with intense firepower that
loyal fans of the shooter genre have come to expect," said Nancy MacIntyre,
Vice President of Marketing for Infogrames' Beverly studio. "With a
phenomenal reputation that precedes it, Ikaruga is the import core gamers
have been waiting for and more."

Ikaruga was originally developed for the arcade and for Sega DreamCast by
Treasure - a highly respected developer of console action games - and has
become one of the most beloved of all shooter titles. Those already familiar
with Ikaruga will appreciate vital game upgrades such as enhanced graphics, a
new demo mode that clues players in to the "perfect" round and private
passwords that let high scorers post their accomplishments on the official
Ikaruga Web site and establish bragging rights within the worldwide Ikaruga
community.

Ikaruga is a comprehensive, scrolling space shooter (with options for either
a vertical, horizontal or letterbox display) set in 2D, against a rich 3D
backdrop. The game is an ideal combination of rich Japanese storytelling and
high-powered, fighter pilot heroics. Players take the role of our hero,
Shinra, the lone survivor of a freedom federation that was massacred by the
evil, power-hungry conqueror Tenro Horai. Now Shinra, in his newly-built
ship, the Ikaruga, must fight for an aging, exiled people who are depending
upon him for their survival. Join the sole warrior as he battles the evil
Horai in the hopes of restoring peace.

Ikaruga retails with an MSRP of $39.99. For more information, please visit
www.us.infogrames.com <http://www.us.infogrames.com/> or
www.ikaruga-atari.net <http://www.ikaruga-atari.net/> .

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver(tm), Enter the Matrix(tm), Neverwinter Nights(tm),
Stuntman(tm), Test Drive(r), Unreal(r) Tournament 2003, and Unreal(r)
Championship; and INFOGRAMES, mass-market and children's games such as
Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora the
Explorer(tm), Civilization(r), Dragon Ball Z(r) and RollerCoaster Tycoon(r).
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit <http://www.infogrames.com/>
www.infogrames.com.

# # #

(c) 2003 Infogrames Interactive, Inc.

Published by Infogrames Japan. Ikaruga game (c)2001, 2003 Treasure. All Right
s Reserved. ATARI and the Atari logo are U.S. registered trademarks.

All trademarks are the property of their respective owners.

Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo.
(c) 2001 Nintendo
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NEC Interchannel, Ltd. Ships First Title "Tube Slider"(tm);
Exclusive for Nintendo GameCube(

SANTA CLARA, CA - (April 15, 2003)-NEC Interchannel, Ltd., a subsidiary of
NEC Corporation, today announced it is shipping Tube Slider, a fast and
furious racing game developed exclusively for the Nintendo GameCube( to
retailers across North America. Tube Slider is developed by NDCUBE, creators
of the critically acclaimed F-Zero: Maximum Overdrive for the Game Boy(r)
Advance. The game's vehicles were designed by Studio 4(C, the animation
studio behind the anime classic, Akira.

Tube Slider is a futuristic racing game in which players pilot sleek
hovercraft around tubular tracks that twist and turn and test not only your
speed, but also your ability to keep your craft in control. Choose between
Grand Prix or Free Run modes as you race one of fifteen different tweaked-out
vehicles around ten unique and highly detailed elevated courses. The game
features an interactive Tutorial mode, and multiplayer for up to four players
(split-screen).

Critics are already buzzing about this new addition to the Nintendo GameCube
library. According to the latest issue of Play Magazine, "Tube Slider jumps
directly to the head of the GameCube racing class placing itself firmly in
the pole position waiting for F-Zero to take it on - 4 1/2 stars out of 5."

NDCUBE Co., Ltd. is an official second-party developer to Nintendo, formed
through a joint venture between the largest advertising company in Japan,
Dentsu, and Nintendo. The company, now based out of Tokyo, was founded on
March 1, 2000.

NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NEC's
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###


Tube Slider is a trademark of NEC Interchannel, Ltd.

(, (r), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo. (c) 2001 Nintendo.

All other trademarks or registered trademarks are property of their
respective owners.

Copyright (c) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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METAL GEAR SOLID(R) EXPLODES ONTO NINTENDO GAMECUBE

Konami and Nintendo Collaborate to Deliver Blockbuster
Action Title to Nintendo GameCube

REDWOOD CITY, CA., May 1, 2003 - Continuing to broaden the Nintendo
GameCube(tm) library, Konami and Nintendo today announced Konami will publish
a new Metal Gear(R) adventure exclusive for Nintendo GameCube. Metal Gear
Solid The Twin Snakes(tm) combines the thrilling story of the original Metal
Gear Solid(R) game with the jaw-dropping graphics and unparalleled gameplay
found in Metal Gear Solid(R) 2: Sons of Liberty(tm). The game is scheduled to
ship later this year in North America and Europe, followed by the Japanese
launch in early 2004.

Bringing heart-pounding espionage action home to gamers, Metal Gear Solid(R)
is one of the most highly-regarded action series ever created. Metal Gear
Solid The Twin Snakes(tm) for Nintendo GameCube will combine stunning next
generation graphics and gameplay, an epic storyline and unmatched content
designed specifically for mature gamers.

Under the guidance of Konami's Hideo Kojima and Nintendo's Shigeru Miyamoto,
Nintendo's exclusive second-party developer, Silicon Knights, is working with
Konami to develop the game. Silicon Knights previously developed last year's
award-winning Eternal Darkness: Sanity's Requiem(tm) for Nintendo GameCube.

"I am tremendously excited to introduce a unique Metal Gear Solid(R)
experience to a new audience of gamers as well as collaborate with my mentor
in game design, Mr. Miyamoto, on Metal Gear Solid The Twin Snakes(tm) for
Nintendo GameCube," says Hideo Kojima, vice president, Konami Computer
Entertainment Japan, Inc.

"Mr. Kojima and I have spoken about this project for some time, and I'm
excited our ideas have matched so perfectly," adds Shigeru Miyamoto, senior
managing director of Entertainment Analysis and Development Division,
Nintendo Co., Ltd. "It's this shared passion for game creation that has
allowed us to collaborate to bring a special Metal Gear(R) project
exclusively for Nintendo GameCube."

Metal Gear Solid The Twin Snakes(tm) will be featured at this year's
Electronic Entertainment Expo (E3) on May 14 - 16 in the South Hall at Konami
Booth 900 and in the West Hall at Nintendo Booth 2816.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe GmbH in Frankfurt, Germany.
Konami Corporation, the parent company of Konami of America, Inc. is traded
in the United States on the New York Stock Exchange under the ticker symbol
KNM. Details of the products distributed by Konami of America, Inc. can be
found at www.konami.com/usa <http://www.konami.com/usa> .

About NINTENDO

As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co., Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy Advance and Nintendo
GameCube(tm). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.6 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(R) and launching
such franchises as Zelda(tm) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America Inc., based in Redmond, Wash., serves as headquarters for
Nintendo's operations in the Western Hemisphere.

For more information about Nintendo, Nintendo GameCube or any other Nintendo
product visit the company's Web sites, www.nintendo.com
<http://www.nintendo.com/> or www.nintendogamecube.com
<http://www.nintendogamecube.com/> .

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY(tm) and METAL GEAR SOLID
THE TWIN SNAKES(tm) are either registered trademarks or trademarks of KONAMI
COMPUTER ENTERTAINMENT JAPAN, INC. (C) 1987 2003 KONAMI COMPUTER
ENTERTAINMENT JAPAN. KONAMI(R) is a registered trademark of KONAMI
CORPORATION. ALL RIGHTS RESERVED.
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ACTIVISION DEALS A NEW HAND OF RPG ADVENTURE WITH THE RELEASE OF LOST
KINGDOMS II(tm) FOR THE NINTENDO GAMECUBE(tm)

Santa Monica, CA - May 22, 2003 - Activision, Inc.'s (Nasdaq: ATVI) Lost
Kingdoms II(tm), the sequel to the top-selling, critically acclaimed RPG
title Lost Kingdoms(tm), takes gamers on an all-new magical quest with its
release exclusively for the Nintendo GameCube(tm). Set 200 years after the
events of the original game, the title challenges players to uncover the
origin of a new evil force that is threatening to destroy the Kingdom of
Argwyll. Lost Kingdoms II is currently available at North American retail
outlets for a suggested retail price of $49.99 and carries a "T" (Teen -
Comic Mischief, Violence - content suitable for persons ages 13 and older)
rating by the ESRB.

"Lost Kingdoms II takes the franchise's immersive real-time action/RPG
experience to the next level by delivering improved graphics, expanded
quests, unlimited battle areas and new abilities that allow players to
transform into different creatures," said Larry Goldberg, executive vice
president, Activision Worldwide Studios. "The game also features an enhanced
card-based battle system, where gamers can collect and power up a variety of
new Creature Cards that can be summoned to fight in real-time battles against
hordes of evil monsters."

Developed by FromSoftware, Inc., Lost Kingdoms II places players once again
in the perilous realm of Argwyll, this time as a new heroine named Tara - an
abandoned child raised by a gang of thieves who possesses a magical
Runestone. As Tara, players must use the Runestone to summon both
supernatural and mechanical Guardian Creatures as they travel through more
than 26 vivid worlds filled with forests, mountains and fortresses. Drawing
upon their deck of more than 200 Guardian Creature Cards - including 100
all-new cards, players can battle more than 200 enemies ranging from fighting
skeletons and fire-breathing dragons to new mechanized beasts. Additionally,
a new Card Transformational Ability enables gamers to turn into a variety of
creatures giving them the opportunity to launch devastating power attacks,
overcome obstacles, solve puzzles and venture to hidden areas throughout the
game.

In addition to the single player story mode, Lost Kingdoms II also includes
an expanded multi-player option where gamers can pit themselves against one
another to battle in two-player Versus Mode.

About FromSoftware, Inc.

Established in 1986, FromSoftware is one of Japan's premier software
companies developing interactive entertainment products across all major
platforms. From Software's office is located in central Tokyo, Japan. More
information regarding FromSoftware can be found on the company's World Wide
Web site www.fromsoftware.co.jp <http://www.fromsoftware.co.jp/> .

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

 ------------
Category 14,  Topic 3
Message 70         Thu Jun 05, 2003
KGAGNE [Ken]                 at 11:11 PDT

TDK MEDIACTIVE's SHREK(r) SUPER PARTY
NOW ON STORE SHELVES FOR NINTENDO GAMECUBE(tm)

Ogre-iffic Party Game Now Available on All Three Major Console Platforms

WESTLAKE VILLAGE, Calif. - June 5, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Shrek(r) Super Party has shipped for the Nintendo GameCube(tm) video game
system. Along with the two versions which were released late last year for
the PlayStation(r)2 computer entertainment system and the Xbox(tm) video game
system from Microsoft, the party genre title is now available on all three
major console platforms at retail outlets throughout North America.

"We're very pleased to bring the beloved characters from the Academy Award(r)
winning Shrek(r) to the GameCube audience," said Stefan Serwe, vice
president, global marketing, TDK Mediactive. "With numerous mini-games and
loads of action, this party-style game truly is one the entire family will
enjoy."

Fast-paced fun and multi-player action come to the living room in Shrek(r)
Super Party. Up to four players can take part simultaneously, all competing
to win the most bug juice and have their ultimate wishes granted. Players can
choose from their favorite characters, including Shrek(r), Princess
Fiona(tm), Lord Farquaad(tm), Donkey, Monsieur Hood and Thelonious.

As the player(s) progress through the game, they must compete against each
other or computer opponents in mini-games along the way. The 30+ mini-games
include challenges ranging from outrunning the dangerous "Dragon's Breath,"
to sinking one another in the "Lilly Pad Leap," to working in tandem to stop
the "Castle Crumble," to catapulting vegetables for points in the "Food
Fling."

Shrek(r) Super Party features two game play modes:
* Tournament - The full virtual board game with integrated mini-games for up
to four players.
* Free-for-All - Players can jump right in and play the mini-games only.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(r)2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy(r) Advance and Game Boy(r) Color systems. The company
also publishes titles for personal computers via a co-publishing agreement
with Activision Value, a subsidiary of Activision, Inc. The company's games
are based on licensed and original content derived from major motion
pictures, video franchises, popular literature and popular culture. TDK
Mediactive has exclusive technology and content licenses with Sony Computer
Entertainment America Inc., Microsoft Corporation, Nintendo of America Inc.,
Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic Media,
BKN International, DC Comics, Hallmark Entertainment Distribution LLC, BDSP
Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdkm.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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SPEEDY BLUE SONIC'S ORIGINAL ADVENTURE PREMIERES ON NINTENDO GAMECUBE IN NEW
"DIRECTOR'S CUT"

SAN FRANCISCO, CA (June 17, 2003) - Roll out the red carpet - SEGA(R) of
America today announced the return of Sonic The Hedgehog(R) on Nintendo
GameCube(TM) in "Sonic Adventure(TM) DX Director's Cut." An enhanced version
of the original "Sonic Adventure(TM)" - one of SEGA's top selling games of
all time - "Sonic Adventure DX Director's Cut" features more than five hours
of new gameplay, including an all-new Mission Mode with more than 50 missions
and lots of hidden surprises.

"The original 'Sonic Adventure' was one of our most popular blockbusters and
we are thrilled to bring this updated version to the Nintendo GameCube," said
Mike Fischer, vice president of marketing, SEGA of America. "With the launch
of 'Sonic Adventure DX Director's Cut,' an all-new dedicated Sonic site, and
the upcoming debut of Sonic-themed McDonald's Happy Meal premiums, our
favorite hedgehog is everywhere this summer!"

In "Sonic Adventure DX Director's Cut," it's up to Sonic and his pals to save
the planet from the evil Dr. Eggman, who has returned to once again try his
hand at world domination. The evil Doctor's scheme is to steal the seven
Chaos Emeralds and raise the all-powerful Chaos monster to do his bidding.
Entangled in Dr. Eggman's sinister plot, Sonic must enlist the help of his
friends Amy, Tails, Knuckles and Big to foil Eggman's every move.

The game features a graphically-enhanced 3D world that harnesses the power of
the Nintendo GameCube; six playable characters each with his/her own skills
and abilities as well as 30 massive levels, over-the-top boss battles and
mini-games featuring the one-of-a-kind Chao AI characters. In addition,
"Sonic Adventure DX Director's Cut" connects to "Sonic Pinball Party(TM),"
"Sonic Advance(TM)" and "Sonic Advance(TM) 2" via the Nintendo GameCube-Game
Boy Advance cable for endless on-the-go Chao-raising fun. Finally, "Sonic
Adventure DX Director's Cut" features an all-new Mission Mode with 50
mini-missions, allowing gamers to discover exclusive items and unlockable
secrets, including 12 hidden classic SEGA Game Gear titles.

For game artwork, visit:
<ftp://segapr.segaamerica.com/SEGA_GAMES/Sonic_Adventure_DX/>.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

# # #
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seven degrees of personalities come together to form one 'killer' product IN
CAPCOM's KILLER 7 for nintendo gamecube

SUNNYVALE, Calif. * July 11, 2003 * Capcom* Entertainment, a leading
worldwide developer and publisher of video games, today announced new details
on its stylized hard boiled action adventure Killer 7* for the Nintendo*
GameCube. Featuring striking cel-shaded visuals, Killer 7 chronicles the
connection between two men whose intertwined paths develop into a compelling
tale of fate, revenge, and altering personas. Killer 7 propels players into
the consciousness of one man, and his seven different personalities, in an
effort to stop a wave of disconcerting indiscriminate terrorism that is
plaguing the world. Killer 7 is scheduled to be released in 2004. The
Entertainment Software Rating Board (ESRB) rating is pending.

In Killer 7, players take on the role of Harman Smith an unlikely assassin
who lives life at his own pace. Switching between seven different
personalities, he employs each character's abilities to terminate targets he
deems "deserving to die." Years have passed and violence and instability have
started to beleaguer developed nations. People with crazed and distorted
smiles are appearing throughout the world. Anyone with this "Heaven's Smile"
becomes violent and begin attacking anyone within close proximity. Now these
crazed soldiers have started to overthrow huge city governments and have even
taken the life of Harman's beloved Suzy. It is up to the player to utilize
the special powers that dwell within Harman's seven "partners" to assassinate
Kun Lan, the powerful underworld kingpin behind it all.

Among the many features Killer 7 will deliver are:
* Distinctive and visually stunning approach to cel shaded environments
* Unique cast of playable characters - Each persona has different strengths,
special abilities and powers that help Harman proceed through the game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. * SUNSOFT. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL
RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. PlayStation and the "PS" family logo are registered
trademarks of Sony Computer Entertainment Inc. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Nintendo GameCube and Nintendo 64 are trademarks of Nintendo of America Inc.
Xbox and Microsoft are trademarks of Microsoft Corp. All rights reserved.
Clock Tower * Sunsoft. All other marks are the property of their respective
holders.

 ------------
Category 14,  Topic 3
Message 73         Tue Jul 29, 2003
KGAGNE [Ken]                 at 10:41 PDT

CAPCOM(R) ANNOUNCES DISNEY'S HIDE AND SNEAK(tm)
FOR THE NINTENDO GAMECUBE(tm)

SUNNYVALE, Calif. * July 29, 2003 * Capcom*, a worldwide leading developer
and publisher of video games, today announced their collaboration with
Disney(R) Interactive to create Disney's Hide and Sneak for the Nintendo
GameCube*. Disney's Hide and Sneak is a platform-style game that blends
action and stealth gameplay elements to create an exciting adventure
featuring Mickey and Minnie Mouse. As Mickey, players are challenged to
rescue Minnie from mysterious flying creatures. To do this, players must
solve puzzles as they run, jump, dodge, and hide from these entities. Players
directly control Mickey as he hangs on to ropes climbs onto containers and
uses stealth manoeuvres to evade foes. Capcom plans to release Disney's Hide
and Sneak this winter.

Disney's Hide and Sneak features:
* Two Playable Characters - Play as either Mickey or Minnie from the start.
* Exciting "stealth" based gameplay
* Three unique gaming environment stages - Warehouse, Museum, and Ruins, each
divided into 10 explorable areas.
* Master the "Trick" button - 'Trick' points allow players to unleash special
tricks and combinations.
* Directly control Mickey as he explores the maps including storage, museum,
etc.
* Intermission sequences are featured to help tell the story to the player
* More than 30 animated sequences for both Mickey and Minnie to 'hide and
sneak.'
* Solve puzzles, run, hide and dodge from objects that hinder Mickey's or
Minnie's objective to rescue one another.
* Various moves and animations for players to perform with very simple
controls.

"We are pleased to bring Disney's Hide and Sneak to the GameCube," said Todd
Thorson, director of marketing, Capcom Entertainment. "This game features the
beloved Disney characters, Mickey and Minnie Mouse, and lots of non-stop
action and stealth gameplay. It is the perfect game for kids of all ages."

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and the Xbox(tm) game consoles, Game Boy(R) Advance, Game Boy(R) SP and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

About Disney Interactive
Disney Interactive is the award-winning children's publishing label of Buena
Vista Games, Inc. The label produces high quality children's and
family-oriented interactive video games and CD-ROMS based on Disney
properties. Buena Vista Games, Inc. is the interactive entertainment arm of
The Walt Disney Company's Consumer Products business unit. For more
information on Disney Interactive's products, visit www.disneyinteractive.com
###
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. (C) Disney Enterprises, Inc. All other
marks are the property of their respective holders
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CAPCOM RACES INTO HOMES WITH AUTO MODELLISTA* FOR THE NINTENDO GAMECUBE

SUNNYVALE, Calif. * July 29, 2003 * Capcom(R) today announced plans to
release Auto Modellista (tm), a true cell-shaded arcade-style racing game for
the Nintendo* GameCube. Designed to capture the essence of the racing
experience, Auto Modellista allows players to customize real-world cars from
the get-go and acquire essential components to enhance their vehicles.
Licenses from seventeen different car manufactures including Mazda, Honda,
Toyota, Nissan, Mitsubishi, Subaru and more are represented giving players a
total of 69 real-world cars to offer the ultimate realism. Auto Modellista is
scheduled to release this September. The ESRB (Entertainment Software Rating
Board) rating is "E" for everyone.

Auto Modellista will include the following features:
* 3-D cell-shaded art style - A new visual expression that captures the true
essence of racing; the sense of speed tearing the air apart and the impact of
tires grabbing the pavement are stunningly reproduced
* Choose from an enormous selection of world-renowned vehicles:
* Mazda, Honda, Toyota, Nissan, Mitsubishi, Subaru, classic American muscle
cars and more
* Speed through diverse environments - Auto Modellista showcases numerous
environments including racing circuits, cityscapes and mountain passes
* Easily Customizable - A wide array of options allow players to create
incredibly unique car designs. Players can change the car's brakes,
suspension, turbine kit, muffler, transmission and more. Players can even
customize their garage by changing the interior design and by adding
decorative items such as posters, a tool box and oil drums
* Choose an array of Capcom decals and dress up your car with your favorite
characters
* Three different game modes
* Single Player Mode - Customize your own car and participate in various
races
* Arcade Mode - Split screen two player head-to-head mode
* VJ Mode - Record, edit and apply various effects to your previous races to
capture all the highlights of performance racing
* Sheer intensity - Auto Modellista captures the adrenaline packed intensity
of racing. This game is simply a must for the insatiable car enthusiast who
strives to achieve unadulterated speed and experience mind-blowing graphics.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.
###
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.

All manufacturers, cars, car parts and names, brands and associated imagery
featured in this game are intellectual property rights including trademarks
and/or copyrighted materials of the respective owners. All rights reserved.
*CAPCOM Co., Ltd. 2002 All rights reserved.
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CAPCOM(R)'S NEWEST FEMME FATALE IS PACKIN' HEAT
AND STRIKING WITH STYLISTIC VENGEANCE IN P.N.03(tm)

SUNNYVALE, Calif. - September 9, 2003 - Capcom*, a worldwide leading
publisher and developer of video games, today announced the release of
P.N.03, a bold approach to the action genre for the Nintendo GameCube*. Set
within futuristic sci-fi environments, players clash with complex enemy
robots and mechs in a mercenary operation to rid a colonial planet of a
menace that has turned the region into a killing field. Take control of
Vanessa Z. Schneider and lead her though a series of intense missions to
disarm the formidable threat, causing mech carnage as she pursues the truth
utilizing nothing but her laser wielding hands. P.N.03 is rated "T" for teen
audiences by the ESRB (Entertainment Software Rating Board).

The colonization of distant planets has become the norm and military defenses
are dependent on CAMS (Computer Arms Management System). Something goes
fatally awry on an outlying outpost with the planet's CAMS malfunctioning and
killing the entire colony. In an effort to bring the situation under control,
the military sends Vanessa Z. Schneider, a freelance mercenary and robot
killer with a grudge. However, this femme fatale has a dark past: CAMS killed
her family and her plan is to get even. Players must dodge and weave through
the heavy barrage of firepower on the planet while trying to blast the
technological terrors into scrap metal.

P.N.03 boasts the following features:
* Futuristic sci-fi environments - Maneuver Vanessa through 11 different
environments that range from the barren wasteland to the sleek metallic
compounds of the desolate colony.
* Fast action gameplay - Vanessa moves with quick finesse and strikes with
fierce vengeance as she unleashes powerful attacks and combos through
choreographed acrobatic moves while under a constant barrage of fire.
* Two methods of attack - Taking a nontraditional approach to reeking havoc
and obliterating enemies, Vanessa will utilize the laser beam that resides in
her hands.
* Palm Shots - Normal attack mode that shoots at locked-on targets
* Energy Drives - Special attacks that are capable of extensive destruction
* Upgradeable suits - Collect points throughout the game and purchase
upgrades to Vanessa's arsenal, obtain special attacks and up to nine
different suits that grant her different abilities.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man, P.N.03 and Breath of Fire are trademarks of
Capcom Co., Ltd. (C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL
RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and Nintendo
64 are trademarks of Nintendo of America Inc. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.
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Capcom* launches a 'viewtiful' MEDIA campaign to support the release of
viewtiful joe(tm) for nintendo gamecube(tm)

National Television Advertising to Broaden Overall Marketing Program for
Quirky Action Superhero

SUNNYVALE, Calif. * September 25, 2003 * Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced a national
television advertising program to support the upcoming release of Viewtiful
Joe for the Nintendo GameCube(tm). The television marketing campaign, which
begins on September 29 and runs for several weeks, will generate over 75
million consumer impressions. The new TV ads will support the overall
extensive marketing initiative, which includes print and online advertising,
an online street team, as well as promotional and retail partnerships.

An all-new concept in video games, Viewtiful Joe blends the latest cel-shaded
graphic advancements with classic side-scrolling gameplay to introduce the
world's quirkiest million dollar action superhero, Joe! Viewtiful Joe
redefines the action genre by mixing innovative "viewpoint" fighting into an
amazing stunt filled movie universe. Combining a true comic book look with
innovative stylized action will set Viewtiful Joe apart from all other games
on the market when the game is released on October 7.

"In support of the most innovative title to be released this year, we pulled
out all the stops for Viewtiful Joe," said Todd Thorson, director of
marketing, Capcom Entertainment. "A national marketing campaign spanning all
types of media, starting this month, will let everyone know what a
'viewtiful' world it is."

The :30 and :15 second television spots are aimed at the teen and adult
markets, ages 12 to 34 years old, and will appear on network primetime,
syndicated and cable programming in the U.S. and Canada including
"Smallville," Smackdown," "Adult Swim," and "Paradise Hotel". The print
campaign includes single-page and spread ads that will be featured in leading
video game magazines and dedicated men's publications including Maxim, DC
Comics, Mad Magazine, Nintendo Power, Electronic Gaming Monthly and Game
Informer, just to name a few. Online efforts include web site advertising as
well as an 800+ member online street team whose goal is to evangelize the
"viewtiful" new game. National retail support will consist of pre-order and
point of sale purchase campaigns at major retail outlets and a promotional
sweepstakes will be conducted giving away a customized Viewtiful Joe Vespa
scooter.

Viewtiful Joe begins as Joe and his girlfriend, Silvia, are at the movies
watching his favorite superhero, Captain Blue. Somehow, Silvia is warped into
the motion picture realm and it is up to Joe to fight the on-screen bad guys
and rescue her. In the effort of saving his damsel in distress, Joe becomes
more than just any ordinary dude. He gains new visual effects powers to
perform special fighting techniques that can be utilized to affect time and
initiate a variety of devastating combos on foes. Joe's special powers can
also be used to solve various inventive puzzles.

Players will progress through various quasi 2D/3D cel-shaded environments
implementing Joe's visual effect abilities to bash enemies with beautiful
style. It is up to gamers to activate the correct view mode, such as "Slow,"
a technique for instantaneously slowing down the action to inflict damage
reminiscent of today's films, or "Mach Speed" to destroy enemies using a
lighting-fast approach. Viewtiful Joe carries a "T" rating for teen audiences
from the ESRB (Entertainment Software Rating Board).

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(r) game
console, PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(r) Advance and Game Boy(r) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man, P.N.03 and Breath of Fire are trademarks of
Capcom Co., Ltd. (c)CAPCOM CO., LTD. 2003 (c)CAPCOM U.S.A., INC. 2003. ALL
RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and Nintendo
64 are trademarks of Nintendo of America Inc. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.
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CAPCOM(r) RACES INTO HOMES WITH THE RELEASE OF

AUTO MODELLISTA* FOR THE NINTENDO GAMECUBE

SUNNYVALE, Calif. * September 30, 2003 * Capcom(r) today announced the
release of Auto Modellista (tm), a true cell-shaded arcade-style racing game
for the Nintendo GameCube*. Designed to capture the essence of the racing
experience, Auto Modellista allows players to customize real-world cars from
the get-go and acquire essential components to enhance their vehicles.
Licenses from seventeen different car manufactures including Mazda, Honda,
Toyota, Nissan, Mitsubishi, Subaru and more are represented giving players a
total of 69 real-world cars to offer the ultimate realism. The ESRB
(Entertainment Software Rating Board) rating is "E" for everyone.

Auto Modellista includes the following features:

* 3-D cell-shaded art style - A new visual expression that captures the true
essence of racing; the sense of speed tearing the air apart and the impact of
tires grabbing the pavement are stunningly reproduced

* Choose from an enormous selection of world-renowned vehicles:

* Mazda, Honda, Toyota, Nissan, Mitsubishi, Subaru, classic American muscle
cars and more

* Speed through diverse environments - Auto Modellista showcases numerous
environments including racing circuits, cityscapes and mountain passes

* Easily Customizable - A wide array of options allow players to create
incredibly unique car designs. Players can change the car's brakes,
suspension, turbine kit, muffler, transmission and more. Players can even
customize their garage by changing the interior design and by adding
decorative items such as posters, a tool box and oil drums

* Choose an array of Capcom decals and dress up your car with your favorite
characters

* Three different game modes

* Single Player Mode - Customize your own car and participate in various
races

* Arcade Mode - Split screen two player head-to-head mode

* VJ Mode - Record, edit and apply various effects to your previous races to
capture all the highlights of performance racing

* Sheer intensity - Auto Modellista captures the adrenaline packed intensity
of racing. This game is simply a must for the insatiable car enthusiast who
strives to achieve unadulterated speed and experience mind-blowing graphics.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(r) game
console, PlayStation(r)2 computer entertainment system, Nintendo GameCube*,
and Xbox* game consoles, Game Boy(r) Advance and Game Boy(r) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.

All manufacturers, cars, car parts and names, brands and associated imagery
featured in this game are intellectual property rights including trademarks
and/or copyrighted materials of the respective owners. All rights reserved.
*CAPCOM Co., Ltd. 2002 All rights reserved.
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FIGHT CRIME AS CAPCOM*'S NEWEST SUPER HERO "VIEWTIFUL JOE(tm)"

- ASTOUNDING GRAPHICS AND INNOVATIVE GAMEPLAY come together to create one
unique "Joe" FOR NINTENDO GAMECUBE(tm) -

SUNNYVALE, Calif. *  October 7, 2003 * Capcom*, a powerhouse in the
multi-billion dollar video game industry, today announced the release of
Viewtiful Joe* for the Nintendo GameCube(tm).  An all-new concept in video
games, Viewtiful Joe blends the latest cel-shaded graphic advancements with
classic side-scrolling action gameplay to introduce the world's quirkiest
action superhero, Joe! Viewtiful Joe redefines the action genre by mixing
innovative "viewpoint" fighting and amazing cartoon-noir environments,
resulting in a visual experience unlike any other. Viewtiful Joe is the
brainchild of Capcom's Atsushi Inaba, acclaimed producer of Steel Battalion
and Hideki Kamiya, director of Devil May Cry and Resident Evil 2.  Viewtiful
Joe is now available at retailers across North America and carries a "T"
rating for teen audiences from the ESRB (Entertainment Software Rating
Board).

"Viewtiful Joe is a perfect combination of innovation and technology," said
Todd Thorson, director of marketing at Capcom Entertainment.  "When you see
this game in action, the first thing that will strike you is the game's
unique appeal for a classic side-scrolling action title.  Viewtiful Joe
showcases Capcom's legendary ability to bring innovative and original content
to the video game industry."

Viewtiful Joe is a super hero with all the confidence, punch and style of a
million-dollar action-hero caught in the world of a Hollywood movie. It
begins as Joe and his girlfriend, Silvia, are at the movies watching his
favorite superhero, Captain Blue.  Somehow, Silvia is warped into the motion
picture realm and it is up to Joe to fight the on-screen bad guys and rescue
her.  In the effort of saving his damsel in distress, Joe becomes more than
just any ordinary dude.  He gains new visual effects powers to perform
special fighting techniques that can be utilized to affect time and initiate
a variety of devastating combos on foes. Joe's special powers can also be
used to solve various inventive puzzles.

Players will progress through various quasi 2D/3D cel-shaded environments
implementing Joe's visual effect abilities to bash enemies with beautiful
style. It is up to gamers to activate the correct view mode, such as "Slow,"
a technique for instantaneously slowing down the action to inflict damage
reminiscent of today's films, or "Mach Speed" to destroy enemies using a
lighting-fast approach.  The blend of a true comic book look and innovative
stylized action will set Viewtiful Joe apart from all other games on the
market.

Viewtiful Joe boasts the following features:
* Innovative 2D/3D hybrid action
* Vividly comic and funky cartoon-style visuals
* Unique combat system - Use visual effect powers (VFX) to obliterate
enemies!
  o Slow down - "Slow Power" lets Joe inflict detailed attacks and moves
  O  Speed up - "Mach Speed" gives Joe lighting fists of fury
  O  Zoom - Enhance the fighting experience by getting up close and personal
to the action

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan.  A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers.  Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series.  World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California.  The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd.  Devil May Cry, Onimusha, Mega Man and Breath of Fire are
trademarks of Capcom Co., Ltd.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc.  Nintendo,
GameCube, Game Boy and Game Boy Advance are trademarks of Nintendo.   Xbox
and Microsoft are trademarks of Microsoft Corp.  All rights reserved. All
other marks are the property of their respective holders.
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KONAMI SHIPS TWO NEW YU-GI-OH!(tm) GAMES

Top Selling Franchise Makes Debut on Nintendo GameCube(tm) and
Launches First-Ever Yu-Gi-Oh!(tm) RPG for Nintendo GameBoy(R) Advance(tm)

REDWOOD CITY, CA - November 11, 2003 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that Yu-Gi-Oh!(tm) The Falsebound Kingdom(tm) for Nintendo GameCube(R) and
Yu-Gi-Oh!(tm) The Sacred Cards(tm) for Nintendo GameBoy(R) Advance has
shipped to retail outlets nationwide. Both titles include three limited
edition Official Trading Cards that help to further enhance the Yu-Gi-Oh!(tm)
gaming experience.

The Falsebound Kingdom is the first Yu-Gi-Oh!(tm) videogame that has been
specifically developed for the popular Nintendo GameCube(R) console. Players
will follow the adventures of Yugi and his friends from Yu-Gi-Oh!(tm) in this
real-time strategy game as they strive to escape from the sinister virtual
world in which they have been trapped. Fans of the series will now be able to
set their favorite characters against one another in exciting 3-on-3 monster
battles for heated duels that unfold on a colorful 3D battlefield. Vying for
control of the map, players will form a team of three monsters and delegate
commands to the team in real-time. As the fighting heats up, players can
unleash awesome special moves and visually stunning combo attacks. Rated E
for everyone, the game comes packaged with three exclusive trading game
cards: Goblin Fan, Zoa and Metalzoa. The Falsebound Kingdom is available at
an SRP of $39.99.

Yu-Gi-Oh!(tm) fans will be treated to an all-new Yu-Gi-Oh!(tm) experience for
GameBoy(R) Advance, this time in the form of an exciting card battling,
role-playing game. Yu-Gi-Oh!(tm) The Sacred Cards(tm) returns players to the
world of Yu-Gi-Oh!(tm) as they seek top billing in a trading card tournament
that leads to a battle for the ultra-powerful Egyptian God Cards. Players
will need to gain experience points to level up their character as they seek
out these highly coveted cards. This all-new original saga features over 100
duelists, 900 cards, incorporates story elements from the Yu-Gi-Oh!(tm)
animated TV series and comes packed with three exclusive trading game cards:
Negate Attack, Perfectly Ultimate Great Moth, and Riryoku. This game is rated
E for everyone and is available at an SRP of $29.99.

Read more about the Yu-Gi-Oh!(tm) videogames at: http://www.konami.com/usa
<http://www.konami.com/usa> .

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <www.konami.com> . Konami Corporation is a publicly traded
company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment, Inc. can be found at www.konami.com/usa <www.konami.com/usa> .

(C)1996 KAZUKI TAKAHASHI
Konami is a registered trademark of Konami Corporation. (C)2003 KONAMI
CORPORATION. All other trademarks copyright of their respective owners. All
rights reserved.
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Save the Day the Tonka Way on the GameCube(tm)!

TDK Mediactive Ships TONKA(R) Rescue Patrol for Nintendo GameCube

WESTLAKE VILLAGE, Calif. - November 14, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
TONKA Rescue Patrol is making its next-generation platform debut on the
Nintendo GameCube(tm) video game system. Developed by Lucky Chicken Games,
the game is now available at retail outlets throughout North America.
Hasbro's TONKA brand is sub-licensed to TDK Mediactive by Atari, Inc. under a
three-year worldwide agreement.

"With more than 5.5 million PC units sold to date, TONKA continues to be a
leading PC CD-ROM franchise for boys, and has become an interactive favorite
of kids and parents alike" said Michael Devine, executive vice president of
sales and marketing, TDK Mediactive. "TONKA Rescue Patrol expands the
creative play potential of the toys. It allows kids to actually get behind
the controls of TONKA vehicles and immerse themselves in TONKA TOWN."

About the Game
Be the hero of town as you patrol its streets and lend a hand in classic
TONKA rescue and construction vehicles! Explore five unique environments that
expand as you play, with all your favorite TONKA TOUGH(tm) search and rescue
vehicles in full 3D. You can even customize your vehicles. Perform exciting
jumps and other stunt elements; earn rewards for your rescue efforts. And
friendly TONKA JOE is always on hand to help you out if you need it.

About the TONKA brand
Founded in 1947, Hasbro Inc.'s TONKA brand is the leading preschool vehicle
brand and a name that is synonymous with toughness, durability and fun. Last
year, TONKA trucks were just one of two new inductees into the National Toy
Hall of Fame(R) in Salem, Oregon. TONKA is a trademark of Hasbro and is used
with permission. (C) 2003 Hasbro. All Rights Reserved.

Atari continues to develop TONKA products for the PC CD-ROM. TDK is the
exclusive interactive publisher of TONKA for the Game Boy(R) Advance and
Nintendo GameCube(tm) video game system.

About Hasbro, Inc.
Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER, and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver(tm), Enter the Matrix(tm),
Neverwinter Nights(tm), Stuntman(tm), Test Drive(R), Unreal(R) Tournament
2003, and Unreal(R) Championship; and mass-market and children's games such
as Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora the
Explorer(tm), Civilization(R), Dragon Ball Z(R) and RollerCoaster Tycoon(R).
Atari, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.atari.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation*2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy* Advance and Game Boy* Color systems. The company also
publishes titles for personal computers via a co-publishing agreement with
Activision Value, a subsidiary of Activision, Inc. The company's games are
based on licensed and original content derived from major motion pictures,
video franchises, popular literature and popular culture. TDK Mediactive has
exclusive technology and content licenses with Sony Computer Entertainment
America Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks
SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic
Media, BKN International, DC Comics, Hallmark Entertainment Distribution LLC,
BDSP Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdk-mediactive.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. As previously announced, TDKM has engaged
Europlay Capital Advisors to identify potential strategic alternatives,
including the possible sale of the company. Readers should carefully review
the risk factors described in the documents the Company files from time to
time with the Securities and Exchange Commission.

# # #
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ATLUS U.S.A., INC. SHIPS GO! GO! HYPERGRIND TO RETAILERS NATIONWIDE

THE CRAZIEST FUNKTASTIC SKATEBOARDING GAME EVER TO HIT THE NINTENDO GAMECUBE

Irvine, CA, November 18, 2003 - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, today announced that it has shipped Go! Go!
Hypergrind to retailers nationwide. Go! Go! Hypergrind is being developed by
the newly-formed Team Poponchi at Atlus Japan in conjunction with Spumco, the
creators of The Ren & Stimpy Show and The Ripping Friends.

SYNOPSIS

SPUMCO, the real world animation company responsible for the hit cartoon
series, The Ren & Stimpy Show, is holding auditions for an upcoming action
feature called "Hypergrind", in which the main character will be an animated
skateboarder capable of performing crazy and humorous tricks. As the
character of your choice, you'll enroll in SPUMCO's newly founded stunt
school, where you'll compete against other outrageous characters while
pulling off insane fantasy tricks and performing extreme "Negative Reactions"
on the game's 8 massive themed movie sets.

The one to graduate at the top of the class will earn the right to star in
the upcoming show. How well you perform during the audition process and in
stunt school will determine how lucrative a contract you're offered. May the
best skater win!

HIGHLIGHTS AND KEY FEATURES:

* Skate as one of 11 crazy, cool competitors, designed by SPUMCO, the
world-famous animation studio responsible for The Ren & Stimpy Show and The
Ripping Friends!

* Use the new "Negative Reaction" system to score insane points and begin
your rise to stardom! Chain multiple negative reactions together with normal
tricks for insane combination points!

* Powerful graphics engine allows for real-time character deformation. The
wacky, cel-shaded skateboarders can be subjected to numerous humiliations,
such as being set on fire, flattened and covered in paint!

* Perform over 60 never-before-seen fantasy tricks as well as a host of
real-world grinds, aerials manuals and lip moves!

* Skate on 8 gigantic, deviously designed themed movie sets each with their
own stage specific traps and negative reaction points!

* Compete in a multitude of head-to-head multiplayer modes!

Go! Go! Hypergrind has a suggested retail price of US $49.99 and has been
rated "T" for Teen by the ESRB. For more information, visit the official Go!
Go! Hypergrind Web site at www.atlus.com/gogo.

(C) 2003 Atlus. The Nintendo GameCube logo is a trademarks of Nintendo.
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CAPCOM(R) RELEASES DISNEY'S HIDE AND SNEAK(tm)
FOR THE NINTENDO GAMECUBE(tm)

SUNNYVALE, Calif. * November 18, 2003 * Capcom*, a worldwide leading
developer and publisher of video games, today announced the release of
Disney's Hide and Sneak for the Nintendo GameCube*. Disney's Hide and Sneak
is an action adventure game that blends action and stealth elements to create
an exciting expedition that features Mickey and Minnie Mouse. As Mickey,
players are challenged to rescue Minnie from mysterious flying creatures. To
do this, players must solve puzzles as they run, jump, dodge, and hide from
these entities. Players directly control Mickey as he hangs on to ropes
climbs onto containers and uses stealth maneuvers to evade foes. Disney's
Hide and Sneak is now available at retailers across North America and is
rated "E" for everyone by the Entertainment Software Rating Board.

Disney's Hide and Sneak features:
* Two Playable Characters - Play as either Mickey or Minnie from the start.
* Exciting "stealth" based gameplay.
* Three unique gaming environment stages - Warehouse, Museum, and Ruins, each
divided into 10 explorable areas.
* Master the "Trick" button - 'Trick' points allow players to unleash special
tricks and combinations.
* More than 30 animated sequences for both Mickey and Minnie to 'hide and
sneak.'
* Solve puzzles, run, hide and dodge from objects that hinder Mickey's or
Minnie's objective to rescue one another.
* Various moves and animations for players to perform with very simple
controls.

"We are pleased to bring Disney's Hide and Sneak to the GameCube," said Todd
Thorson, director of marketing, Capcom Entertainment. "This game features the
beloved Disney characters, Mickey and Minnie Mouse, and lots of non-stop
action and stealth gameplay. It is the perfect game for kids of all ages."

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and the Xbox(tm) game consoles, Game Boy(R) Advance, Game Boy(R) SP and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

About Disney Interactive
Disney Interactive is the award-winning children's publishing label of Buena
Vista Games, Inc. The label produces high quality children's and
family-oriented interactive video games and CD-ROMS based on Disney
properties. Buena Vista Games, Inc. is the interactive entertainment arm of
The Walt Disney Company's Consumer Products business unit. For more
information on Disney Interactive's products, visit www.disneyinteractive.com

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. (C) Disney Enterprises, Inc. All other
marks are the property of their respective holders
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NAMCO SHIPS PAC-MAN(R) VS. FOR THE NINTENDO GAMECUBE(TM) THIS HOLIDAY SEASON

Gaming's Classic Character Is Now Available In A Unique New Way

San Jose, Ca., (December 2, 2003) - Leading video games developer and
publisher Namco Hometek Inc. announced today that Pac-Man vs. has begun
shipping to retail outlets nationwide. Packaged with Pac-Man World(TM)2, the
newest entry into the Player's Choice library, Pac-Man vs. is now available
exclusively for the Nintendo GameCube(TM) and uses the special connectivity
feature to link the Game Boy(R) Advance to the Nintendo GameCube. With an
MSRP of $19.95 and rated E for Everyone, Pac-Man vs. brings an old favorite
back to the limelight just in time for the Holiday season.

Designed by Shigeru Miyamoto, Pac-Man vs. lets players compete head-to-head
using a Game Boy Advance and a Nintendo GameCube, connected by a Nintendo
GameCube(TM) Game Boy Advance cable. One player uses the Game Boy Advance to
control Pac-Man as he gobbles his Pac-Dots. Up to three other players on the
Nintendo GameCube control the Ghosts and chase Pac-Man around the board. If a
player's Ghost catches Pac-Man, those players swap controllers and the game
continues. Whoever hits the predetermined scoring cap first wins the game.

"We are very excited to have a new addition to the Pac-Man family," said
Garry Cole, Senior Vice President of Sales. "By incorporating this classic
character with the unique connectivity features of both the Nintendo GameCube
and the Game Boy Advance, players are offered a new style of gameplay that
will bring them closer to the competition than ever before."

With six worlds and more than 20 levels to explore, Pac-Man World 2 offers a
variety of gameplay mechanics including Shimmy and Flip Kick. Also featured
in the game are the in-line skating and ice-skating skills that propel
Pac-Man through the amazing 3D Pac-Mazes.

Pac-Man vs. will also be available with other Namco games for Nintendo
GameCube including R: Racing Evolution(TM) and I-Ninja(TM). Each copy of R:
Racing Evolution will include a copy of Pac-Man vs., is rated T for Teen, and
will be available Dec. 9 at an MSRP of $49.95. Starting Dec. 4 at specialty
retailers, fans can also receive Pac-Man vs. free as a gift with any purchase
of I-Ninja(TM), Rated T for Teen, at an MSRP of $49.95.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and Ace Combat(R) are the trademarks or registered trademarks of Namco
Limited in the United States and/or other countries. Dead to Rights(R) is the
registered trademark of Namco Hometek Inc. in the United States and/or other
countries. I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to
Namco Hometek Inc. R: RACING EVOLUTION(TM) & (C) 2003 NAMCO LTD., ALL RIGHTS
RESERVED. All trademarks and copyrights associated with the manufacturers,
cars, models, trade names, brands, and visual images depicted in this game
are the property of their respective owners. All rights reserved.

(C) 1980, 2003 NAMCO LTD.
(C) 2003 Nintendo
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CAPCOM(r) RELEASES GOTCHA FORCE(tm)
FOR THE NINTENDO GAMECUBE(tm)

SUNNYVALE, Calif. - December 5, 2003- Capcom(r) today announced the release
of Gotcha Force, a new 3D action shooter designed for the Nintendo
GameCube(tm). Offering multiple game modes for up to four players, Gotcha
Force blows the lid off the toy box by providing the ultimate toy verses toy
battle and with more than 200 different characters to collect including
humanoids, monsters, robots and mechanoids. Each toy is highly original and
has its own strengths and weaknesses which players must discover and use to
their advantage as they assemble their troop for battle. Gotcha Force is now
available at retailers across North America and is rated "E" for everyone by
the Entertainment Software Rating Board.

The story of Gotcha Force unfolds when a boy named Kou meets G-Red, a Gotcha
Borg who has come to earth in search of the malevolent Death Force army. This
evil force destroyed the Gotcha Borg's home planet and now has created a
secret base in Safari Town to launch an assault mission to conquer the earth.
Kou, with the help of his friends, team up with G-Red and other valiant
Gotcha Borgs in the hopes of thwarting the Death Force's evil mastermind, the
Galactic Emperor.

In Gotcha Force, gamers can unleash special attacks with projectile weapons
or attack moves; use jump and sidestep actions to avoid enemy assaults during
combat, while playing with a force of Gotcha Borg creatures. If a character
is destroyed during battle, the next fight immediately commences with the
next unit in the army line-up. The struggle for power continues until the
last Borg is standing. The key to success is selecting the appropriate squad
member as they directly affect the overall damage inflicted upon the player.

Gotcha Force includes the following features -
 * Mix of genres - Gotcha Force combines all the excitement of a 3D action
shooter with the skill and judgment of a collecting game
 * Create your own fighting force - With over 200 unique characters to unlock
and collect, the possibilities are virtually infinite
 * Multiple game play modes
   o Story Mode - Use Safari Town as your stage to fight the Death Force. New
Gotcha Borgs can be obtained after each victorious battle
   o Verses Mode - Two on two battle with up
to four friends
   o Challenge Mode - Fight against the CPU alone or as a twosome with a
friend
 * Strategic element - Use strategy to build the best and most powerful toy
army
 * Trade Gotcha Borgs - Exchange your collected Gotcha Borgs with your
friends via a Memory Card
 * Simple control method - Gotcha Force is instantly playable for gamers of
all ages and skill levels

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(r) game
console, PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm)
and the Xbox(tm) game consoles, Game Boy(r) Advance, Game Boy(r) Advance SP,
and Game Boy(r) Color Systems, personal computers, and coin-operated games.
Worldwide recognizable product lines include the Resident Evil, Devil May
Cry, Street Fighter, Mega Man, Breath of Fire, and Onimusha series. World
headquarters in Osaka, Japan, the company also has offices in Tokyo, Hong
Kong, London and Sunnyvale, California. The company is publicly traded on the
Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, GameCube, Game Boy and Game Boy Advance
are trademarks of Nintendo. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders.
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SEGA RELEASES PHANTASY STAR ONLINE EPISODE III: C.A.R.D. REVOLUTION
-------------------------------------------------------------------
Nintendo GameCube-exclusive is Final Installment in Sonic Team's
Revolutionary Online Franchise

SAN FRANCISCO (March 2, 2004) -- SEGA(R) of America today announced the
release of "Phantasy Star Online Episode III: C.A.R.D. Revolution(TM)"
exclusively for the Nintendo GameCube(TM). The closing chapter in the
"Phantasy Star Online" series, "C.A.R.D Revolution" delivers an involving
experience on or offline, complete with pre-established characters,
manga-styled cut scenes, and a compelling story arc. "Phantasy Star Online
Episode III: C.A.R.D. Revolution" is the second game on the market -
following the 2002 release of "Phantasy Star Online Episode I and II(TM)" -
designed to allow Nintendo GameCube players to compete, cooperate, and
converse in an online environment. "C.A.R.D. Revolution" wraps up all
narrative strands left unresolved in "Episode I&II" while introducing players
to a new conflict erupting on the surface of the planet Ragol: The
development of C.A.R.D. technology. This technology allows objects and
creatures to be captured on data storage units the size of playing cards.
Now, warriors on both the Hero side and the Dark side of Ragol's warring
factions can unleash powerful beasts and weapons during battle using
strategically compiled card decks.

The turn-based gameplay offers a greater level of depth and challenge than
prior franchise entries. "C.A.R.D. Revolution" rewards players who think
several steps ahead during competitions and carefully manage their decks
before heading into battle. The new setup allows the play mechanics to remain
fresh even after 100+ hours of online gaming (the average Japanese player
logs an incredible 250 hours/month on "C.A.R.D. Revolution").

"'C.A.R.D. Revolution' represents a bold new direction for SEGA's venerable
RPG series," said Scott A. Steinberg, vice president of entertainment
marketing, SEGA of America, Inc.        "This final installment broadens the
appeal of the Phantasy Star universe, allowing players the option to
challenge human opponents around the world in true player-vs-player arenas.
The game also offers a solid stand-alone offline mode that is competitive
with all the other strategy card games on the market."

Gamers can sign up to play "Phantasy Star Online Episode III" over the
Internet using a dial-up modem or broadband adaptor for the Nintendo
GameCube. The online service carries a monthly service charge of $8.95 and is
available through Sega.com(TM). The price includes a hunter's license and
access to online-exclusive content, including seasonal quests, downloads,
special in-game items and more. Those who already own a hunter's license on
Nintendo GameCube do not need to buy a second in order to play the game, and
if a license is purchased, the user can play "Phantasy Star Online Episode
I&II" without paying additional monthly fees. Players can also challenge
their friends and trade cards offline in a variety of exciting multiplayer
modes.

To accommodate international play, "Phantasy Star Online Episode III:
C.A.R.D. Revolution" features a universal translation system that lets gamers
chat online, whether they speak English, German, Spanish, French or Japanese,
through a series of hundreds of pre-programmed phrases and expressions.

"Phantasy Star Online Episode III: C.A.R.D. Revolution" is rated "T" for Teen
and is available at retailers nationwide for an MSRP of $49.99. For
screenshots and artwork visit the SEGA FTP site at:
http://segapr.segaamerica.com.

About SEGA

SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

# # #
SEGA and Phantasy Star  are trademarks or registered trademarks of SEGA
Corporation in the U.S. and/or other countries. Nintendo GameCube is a
trademark of Nintendo. All other trademarks are properties of their
respective owners.
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NAMCO TO BRING TALES OF SYMPHONIA, AN EPIC ROLE PLAYING ADVENTURE TO THE
GAMECUBE

Brand New U.S. Screenshots Reveal The Game's Stunning 3D Graphics and
Beautiful Expansive Environments

San Jose, Ca., (March 9, 2004) - Leading video games developer and publisher
Namco Hometek Inc. announced today that Tales of Symphonia, the latest
installment in the enormously popular Tales franchise, will ship exclusively
for the Nintendo GameCube entertainment system in Summer of 2004.

Using characters designed by renowned Japanese artist Kosuke Fujishima, Tales
of Symphonia unfolds with beautiful anime-style cel-shaded graphics that make
the expansive 3D worlds feel like a 2D comic book. The storyline is an
emotionally charged, epic adventure that redefines the role-playing genre.

In Tales of Symphonia, players will command real-time battles in a unique 3D
battle system that gives them full control over the characters. Execute and
combine hundreds of special attacks and magic spells. With more than a dozen
mini-games and side quests at the player's disposal, Tales of Symphonia
offers over 80 game play hours and brings an exciting new storyline to the
Tales series.

The Tales series dates back to 1995, when Tales of Destiny was first released
on the SNES. Fans of the series consider Tales of Symphonia one of the most
promising RPG's on current generation consoles. While it follows a
traditional RPG format, the series is set apart by its slick presentation and
art, real time interactive battle system, and the clever level designs and
puzzles.

###

About Namco Hometek Inc.

Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World, Ridge Racer(R), Time Crisis(R) and Ace Combat(R).
For more information about Namco and its products log onto www.namco.com.

Nintendo, (R) and Nintendo GameCube are trademarks of Nintendo.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries. Dead to Rights(R) is the trademark
or registered trademark of Namco Hometek Inc. in the United States and/or
other countries.
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Mastiff Announces Space Raiders for Nintendo GameCube(TM)

First 3D Sequel to the Original 1978 Arcade Classic, Space Invaders

SAN FRANCISCO, CA - (March 15, 2004) - Video Game publisher Mastiff announced
today that they will release Space Raiders, the first true 3D sequel to
Taito's arcade classic, Space Invaders. Space Raiders  was developed by
Taito, the company that first unleashed hordes of unstoppable aliens way back
in 1978 and is exclusively for the Nintendo GameCube(TM). Space Raiders will
ship April six with a $19.99 suggested retail price.

Space Raiders features the addictive game play that made the original an
instant arcade classic, along with immersive 3-D environments and incredible
creatures that will have gamers on the edge of their seat. The game offers a
one player Story Mode, and a one or two player Cooperative Survival Mode.

In Space Raiders players take the role of Justin, a street gang leader,
Ashley, a popular fashion photographer, or Naji, a police officer. Each of
them is trying to find someone they care about and must get past the
seemingly invincible alien horde if they are to succeed in finding their
friends.

"Space Raiders is a stellar update to a gaming classic loved by anybody over
30 who ever went to an arcade "says Masaaki Ohzuno, a manager at Taito.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Other upcoming titles from Mastiff include La
Pucelle: Tactics, another great tactical RPG from Nippon Software, Inc
(makers of the 2003 hit, Disgaea). Please see www.mastiff-games.com for more
information.

, (R), Game Boy Advance and the Nintendo GameCube logo are trademarks of
Nintendo. (C) 2001 Nintendo.

Space Raiders is (C) 2002, 2003, 2004 Taito, Inc.
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NAMCO HOMETEK INC. TO BRING BATEN KAITOS TO NINTENDO GAMECUBE THIS FALL

An Intense and Innovative RPG Takes Players on an Epic Journey

San Jose, Ca., (July 12, 2004) - Leading video games publisher and developer
Namco Hometek Inc. announced today that the highly anticipated, epic
role-playing adventure Baten Kaitos: Eternal Wings and the Lost Ocean will be
available for the U.S. market in November 2004. Available exclusively for the
Nintendo GameCube entertainment system, Baten Kaitos takes players on an
incredible voyage to unlock the mystery of the lost ocean.

Amidst a world in crisis, at a time where the mighty continent and the
once-vast oceans are a mere legend, players take the role of a guardian
spirit that advises and guides Kalas, the story's hero, throughout his
expedition. The story unfolds as Kalas meets up with an unlikely companion,
Xelha, and the two embark on a quest to overcome a conspiracy for power that
threatens to lead the world to its final destruction.

"The beautiful graphics, brilliant 3D character designs by Nakaba Higurashi
and unique turn-based battle system sets Baten Kaitos apart from other games
in the RPG genre," said Rod Nakamoto, executive vice president of research
and development at Namco Hometek Inc. "We're looking forward to giving gamers
the chance to experience the adventure first-hand when it hits the U.S.
market this fall."

Baten Kaitos features an intense and extraordinary "Magnus" card-based RPG
battle and item system that allows players to capture the essence of certain
objects, weapons and spells to reproduce them during combat, healing, solving
puzzles and more. Additionally, the more than 1,000 types of "Magnus" cards
can age through time: foods will ripen or rot and items will rust, gain or
lose value with age. This fast-paced and intuitive battle system gives
players a simplistic, yet in depth game play experience never before seen
within the RPG genre.

Breathtaking graphics help illustrate the mystical nature of the game's
environments including a kingdom in the clouds protected by knights, a city
of illusion that shifts between dimensions, a nation of rainbows protected by
a magical shield and many other fantastic sub-worlds.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R) and Time Crisis(R). For more information about
Namco and its products log onto www.namco.com.

BATEN KAITOS&(C)2003 NAMCO LTD., ALL RIGHTS RESERVED. ,(R), and the Nintendo
GameCube logo are trademarks of Nintendo. (C) 2001 Nintendo. All rights
reserved. The ratings icon is a registered trademark of the Entertainment
Software Association. All other trademarks and trade names are the property
of their respective owners.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R) and Time Crisis(R)
are trademarks or registered trademarks of Namco Limited in the United States
and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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SEGA SHIPS PUYO POP FEVER

Sonic Team's Classic is Back, and it's More Addictive than Ever

SAN FRANCISCO (July 20, 2004) -- SEGA(R) of America today announced the
release of Puyo Pop Fever exclusively for the Nintendo GameCube(TM). The
latest version of SEGA's signature brainteaser comes from Sonic Team with
wacky new puzzle pieces and a combo-crazy Fever Mode. The Puyo Pop franchise
has received a major facelift to include new puzzle pieces, featuring triple
and quadruple sets of colorful, gelatinous bubbles (or Puyo). Additionally,
the new Fever Mode gives a new twist to completing combinations. Having quick
reflexes and thinking ahead is rewarded in this fast paced,
adrenaline-pumping multiplayer title.

"Puyo Pop Fever is a great puzzle game that members of the whole family can
enjoy," said Scott A. Steinberg, vice president of entertainment marketing,
SEGA of America, Inc. "Sonic Team has crafted an entertainment experience
that's surprisingly difficult to pull yourself away from. It will hook you in
a matter of minutes."

Eye-popping 3D graphics enhance the impact when completing massive
combinations. The screen explodes in a stunning display of color blasts when
you complete chain combinations. Players can also play solo in a humorous,
easy-to-get-into Story Mode. Amitie, the story's perky heroine, will
encounter a slew of Loony characters that challenge her to battles of Puyo.
Puyo Pop Fever is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $29.95. For screenshots and artwork visit the SEGA
FTP: http://segapr.segaamerica.com.

About SEGA

SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com/usa.

# # #

SEGA and Puyo Pop are trademarks or registered trademarks of SEGA Corporation
in the U.S. and/or other countries. Nintendo GameCube is a trademark of
Nintendo. All other trademarks are properties of their respective owners.
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VIDEO GAMES FROM ONE CLASSIC TO ANOTHER!

INTELLIVISION RELEASES INTELLIVISION LIVES! FOR NINTENDO GAMECUBE

Dine on a Virtual Slice of Hal's Pizza and Relive 1982 with Classic
Intellivision Games such as Astrosmash, Space Armada and Snafu!

LOS ANGELES (August 2, 2004) - Time to dig out those parachute pants,
12-sided dice and Flock of Seagulls albums because the 80s invasion has
finally hit the Nintendo GameCube with the release of Intellivision Lives!
This addicting slice of video game nostalgia comes loaded with more than 60
of Intellivision's classic games all on one disc, including Astrosmash, Night
Stalker, Shark! Shark! and Baseball.

Intellivision Productions, Inc., the company that popularized home video
games in the 1980s, in association with Crave Entertainment and Realtime
Associates, takes you back in time to when Members Only jackets were the
rage, Duran Duran rode the radio waves and the Rubik's Cube was driving
people crazy!

Intellivision Lives! places the gamer in a 360-degree 3-D pizza parlor
environment called Hal's Pizza, circa 1982. Arcade machines, serving as an
interface to the more than 60 games available, line the walls of the
restaurant sporting different themes - space, sports, combat & sorcery,
arcade, gaming, unreleased, and kids.

Other exciting features include the original Intellivision TV commercials,
never-before-released games, "radical" game modes, and two exclusive
historical documentaries featuring interviews with the Blue Sky Rangers, the
name given to the original Intellivision game programmers. The pizza arcade
also features a jukebox that plays music inspired by the Intellivision
console and many of its games.

"We're excited to have Intellivision Lives! available for everyone," said
Keith Robinson, president/co-founder of Intellivision Productions, Inc. and
an original Blue Sky Ranger. "Now gamers can enjoy their favorite
Intellivision games on the three most popular gaming consoles! Intellivision
Lives! is more than just a game collection. With all these extra features,
the games have taken on a new life for a new generation of video game
players."

Intellivision Lives! comes loaded with more than 60 of Intellivision's
classic games including:

* Astrosmash

* Baseball

* Basketball

* Buzz Bombers

* Football

* Golf

* Hockey

* Hover Force

* Motocross

* Night Stalker

* Pinball

* Shark! Shark!

* Skiing

* Snafu

* Space Armada

* Space Battle

* Space Hawk

* Star Strike

* Sub Hunt

* Thin Ice

* Thunder Castle

* Tower of Doom

* Vectron

* Volleyball

* Wrestling

* And many more!!

Intellivision Lives! was developed by Realtime Associates, the software firm
founded by David Warhol, another Blue Sky Ranger. Realtime Associates
produced all the original Intellivision games published by INTV Corp. in the
mid- to late- 1980s. Intellivision co-founders Robinson and Stephen Roney
were involved in each stage of development to ensure that the design and game
emulation are faithful to the original Intellivision system.

Published and distributed by Crave Entertainment, Intellivision Lives! (MSRP
$19.99) for the Nintendo GameCube will be available this fall through mass
merchants and online retailers nationwide. Intellivision Lives! is also
currently available on the Sony PlayStation(R)2 computer entertainment
system, and the Xbox(R) video game system from Microsoft.

About Crave Entertainment

Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of video game entertainment products. Crave produces games for the
major console platforms including Game Boy(R) Advance, Nintendo GameCube, the
PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
and the Xbox(R) video game system from Microsoft. For more information about
Crave Entertainment, please visit www.cravegames.com.

About Intellivision Productions, Inc.

After the fall of Mattel Electronics, the maker of Intellivision, the game
programmers (coined the Blue Sky Rangers), who were friends as well as
coworkers, remained in touch. Annual reunions and newsletters kept the
Rangers informed of each other's goings on, but the world heard little of
them. The Blue Sky Rangers had a unique story to tell, so in 1995, Ranger
Keith Robinson created the Blue Sky Ranger Web site to help share their
story. Because of the massive traffic and numerous requests for a way to play
Intellivision games on today's computers, Robinson and fellow Ranger Stephen
Roney founded Intellivision Productions, Inc. in 1997. They bought the rights
to the Intellivision system and games and made them PC and Macintosh
compatible for millions to relive the excitement of Intellivision. In 2000,
Digital Press named Intellivision Productions the Classic Game Publisher of
the Year. Knowing the popularity of their classic games, the company has
released them for the PlayStation2, Xbox, portable handhelds and direct-to-TV
controllers. For more information on Intellivision or other retro games and
systems, please visit the company Web site at www.intellivisionlives.com.

- INTELLIVISION PRODUCTIONS INC. -
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MIDWAY ANNOUNCES MORTAL KOMBAT(R): DECEPTION(TM) FOR NINTENDO GAMECUBE(TM)

Revolutionary Franchise Set to Deliver Intense Fighting Action to Nintendo
GameCube Owners in Early 2005

CHICAGO - August 26, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
plans to bring the latest iteration of it's world-renowned Mortal Kombat
fighting game franchise, Mortal Kombat(R): Deception(TM), to the Nintendo
GameCube(TM) in the first half of 2005.

Mortal Kombat: Deception takes martial arts-style fighting and the Mortal
Kombat franchise to new heights with an innovative engine delivering
intensely in-depth, blood-spurting action that will appeal to long-time
Mortal Kombat fans as well as current-generation gamers. The game features
powerful hand-to-hand and special weapons combat, four unique gameplay modes
(Kombat, Konquest, Puzzle and Chess Kombat) along with all-new fighting
combinations and multiple character specific fatalities.

Mortal Kombat: Deception is scheduled to ship October 4, 2004, for the
PlayStation(R)2 computer entertainment system and the Xbox(R) video game
system from Microsoft.

For more information go to www.mortalkombatdeception.com

About Midway

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM) and Game Boy(R) Advance.

# # #

MORTAL KOMBAT: DECEPTION and MIDWAY are trademarks of Midway Amusement Games,
LLC. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. (C)2001 Nintendo. All other trademarks
are the property of their respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."
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THE TIME HAS COME TO EMBARK ON AN EPIC JOURNEY...
BATEN KAITOS SHIPS TO STORES

Namco's Newest RPG Now Available

San Jose, Calif., (November 16, 2004) - Kalas is awaiting your guidance...
Leading video games publisher and developer Namco Hometek Inc. announced
today that their most breathtaking role-playing adventure yet, Baten Kaitos:
Eternal Wings and the Lost Ocean, has shipped to North American retail
outlets.

Available exclusively for the Nintendo GameCube, Baten Kaitos takes players
on an intense and innovative epic journey to save a world in crisis. Set in a
civilization on the verge of destruction from a powerful and ancient
conspiracy, players join Kalas and Xelha -- two unlikely heroes -- as they
embark on an uncertain journey in hopes of saving their cherished world.

Unlike the typical card-based video game, Baten Kaitos introduces an engaging
battle and item system, providing more than 1,000 different objects that
players can use to aid the story's heroes on their way. "Magnus" cards are
used to capture the essence of certain objects, weapons, or spells, for use
in solving puzzles, combat, healing, and more.

"The game's stunning graphics, brilliant 3D character designs by Nakaba
Higurashi, and its mystical nature set Baten Kaitos apart from other titles
within the RPG genre," said Garry Cole, executive vice president at Namco
Hometek Inc. "The overall beauty of the game and the unique 'Magnus' card
battle system are sure to meet the high expectations of RPG fans in the U.S.
market."

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

BATEN KAITOS Eternal Wings and the Lost Ocean&(C)2003 NAMCO LTD., ALL RIGHTS
RESERVED.
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Mortal Kombat(R): Deception(TM) to Arrive Early for Nintendo GameCube(TM)

Midway announced today that the 2004 award-winning Mortal Kombat: Deception
has gone gold for the Nintendo GameCube and is slated to arrive to retailers
ahead of schedule on February 28, 2005.

Featuring exclusive GameCube content, Mortal Kombat: Deception allows fans to
play both as and against Mortal Kombat legendary characters, Goro (Boss
creature from Mortal Kombat, Mortal Kombat 4 and Mortal Kombat: Trilogy) and
Shao Kahn (Final Boss in Mortal Kombat II and Mortal Kombat 3).

Mortal Kombat: Deception pushes martial arts-style fighting and the Mortal
Kombat franchise to new heights with an innovative fighting system,
unparalleled depth and brutally intense action that will appeal to long-time
Mortal Kombat fans as well as next-generation gamers. The game features
lightning-fast, hand-to-hand and special weapons combat, secret and returning
characters, new moves and combinations with death-dealing battles, and
all-new life-threatening environments.

Mortal Kombat: Deception is rated "M" for Mature and is available now for the
PlayStation(R)2 computer entertainment system, the Xbox(R) video game system
from Microsoft and, as of February 28, 2005, for the Nintendo GameCube.

For more information visit www.mortalkombatdeception.com or www.midway.com
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MIDWAY SHIPS MORTAL KOMBAT(R): DECEPTION(TM) FOR NINTENDO GAMECUBE(TM)

Best Selling Midway Franchise Arrives With Exclusive Content

CHICAGO - February 28, 2005 - Building on the success of its award-winning
Mortal Kombat franchise, Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, today announced that it has shipped Mortal
Kombat: Deception for the Nintendo GameCube(TM). Featuring exclusive GameCube
content, Mortal Kombat: Deception allows fans to play as and against Mortal
Kombat legendary characters, Goro (Boss creature from Mortal Kombat(R)) and
Shao Kahn (Final Boss in Mortal Kombat(R) II and Mortal Kombat(R) 3).

Additionally, Mortal Kombat: Deception for GameCube includes each character's
multiple fatalities, interactive backgrounds and extensive game modes
responsible for making Mortal Kombat: Deception one of the fastest-selling
games in Midway's company history, with more than one million units shipped
to date.

"Bringing Mortal Kombat: Deception to the Nintendo GameCube demonstrates that
this franchise, and specifically the latest Mortal Kombat installment, has an
incredibly large fan base and the demand for the product has spread across
all consoles," said Steve Allison, chief marketing officer, Midway. "For the
GameCube version, the Deception team has added some very exciting special
features that are sure to impress even the most die-hard Mortal Kombat fan."

Mortal Kombat(R): Deception(TM) pushes martial arts-style fighting and the
Mortal Kombat franchise to new heights with an innovative fighting system,
unparalleled depth and brutally intense action that will appeal to long-time
Mortal Kombat fans as well as next-generation gamers. The game features
lightning-fast, hand-to-hand and special weapons combat, secret and returning
characters, new moves and combinations with death-dealing battles, and
all-new life-threatening environments.

About Mortal Kombat: Deception

Awards Achieved for Mortal Kombat: Deception in 2004:
* Best Fighting Game of 2004 - Academy of Interactive Arts & Sciences
* Best Fighting Game of 2004 & Editor's Choice Award - GamePro Magazine
* Best Fighting Game of 2004 - GameSpot.com
* Best Fighting Game of 2004 - SpikeTV
* Best Fighting Game of E3 2004 - IGN.com
* Best Fighting Game of E3 2004 - GameSpot.com

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX , Los Angeles, CA, and London, UK, Midway Games Inc. (NYSE: MWY)
is a leading developer and publisher of interactive entertainment software
for all major video game systems.
For more information about Midway Games visit www.midway.com.

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, MIDWAY and all character names are
trademarks of Midway Amusement Games, LLC. Nintendo GameCube and Game Boy
Advance are trademarks of Nintendo. (C)2001 Nintendo. All other trademarks
are the property of their respective companies. Midway has provided the
www.gamespot.com and www.ign.com, links solely as a convenience for you. The
information on these sites has been prepared by third parties, and Midway
does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2003, and in the
more recent filings made by the Company with the Securities and Exchange
Commission"

# # #

 ------------
Category 14,  Topic 3
Message 95         Tue Jul 05, 2005
KGAGNE [Ken]                 at 14:17 PDT

CAPCOM(R) RELEASES killer 7(TM) FOR The nintendo gamecube(TM)
AND PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM

- Seven Deadly Personalities Form A Lethal Alliance -

SUNNYVALE, Calif. - July 5, 2005 -- Capcom today released killer 7(TM), a
stylized, post-modern action adventure game for the PlayStation 2 computer
entertainment system and Nintendo GameCube(TM). Featuring distinct
characters, striking cel-shaded visuals and dark imagery, killer 7 chronicles
the connection between two men whose intertwined paths develop into a complex
tale of altering personas and a menacing force that has paralyzed society.
killer 7 propels players into the consciousness of one man and his killer
personalities all the while stopping a wave of indiscriminate violence that
is plaguing the world. killer 7 is rated 'M' for mature audiences by the ESRB
(Entertainment Software Rating Board).

The world has finally embraced global peace. A network of intercontinental
expressways has been established, bridging the continents. Radioactive
materials and weapons of mass destruction have been eliminated, removing all
threats to peace. Then in a major turn of events, the world stood in silence
as a new fear was unleashed and the 'killer 7' was commissioned to handle
this new threat to mankind.

In killer 7, players take on the role of Harman Smith an unlikely assassin
who leads a life as the "master" who rules over seven alter egos. Switching
between his seven different personalities, Harman employs each personality's
unique abilities to complete their mission. Now, a powerful underworld
kingpin has unleashed violent creatures onto the world called 'Heaven's
Smile.' These crazed soldiers, affixed with horrific smiles, have started to
wreak havoc on city streets. It is up to the player to interchange Harman's
seven 'partners' and utilize the special powers that dwell within them in
order to assassinate Kun Lan, the notorious criminal overlord behind all the
madness.

Among the many features killer 7 will deliver are:
Distinctive and visually stunning, post-modern approach to cel shaded
environments
Unique cast of playable characters - Each persona has different strengths,
special abilities and weapons that help Harman proceed through the game. The
seven personalities that comprise the "Smith Alliance" include:
o Garcian Smith - The only member of the killer7 that can communicate with
Harman, he is the leader of the 'alliance' who posses the unique ability to
retrieve and revive the bodies of the fallen personalities. The master of
telegnosis, his weapon of choice is a silenced handgun.
o Dan Smith - A marksman with exceptional skills, Dan is a well balanced
assassin who has the ability to shoot "Demon Shells" from his revolver that
can obliterate enemies with a destructive force.
o Mask De Smith - Toting two powerful grenade launchers, he wields the most
firepower of any of the personalities.A@He also uses deadly wrestling moves
to destroy objects and obstacles that get in the way.
o Coyote Smith - A thug and petty thief, he is a skilled lock-picker armed
with a modified revolver. His greatest power is his jumping prowess, making
him the perfect character for hard-to-reach places.
o Kaede Smith - The only female personality of the group, she is a force to
be reckoned. Armed with her scope-mounted automatic pistol, she is able to
zoom-in and takes out enemies from a distance. She is also able to use her
own blood to break through barriers that impede her progress.
o Con Smith - The blind and youngest member of the killer7 team is blessed
with super speed and exceptional hearing that enables him to 'see'. Armed
with double automatics, he can unleash rounds with blinding speed.
o Kevin Smith - A recluse personality that can eliminate a target with ease
using a number of masterful knife wielding techniques. This killer can become
invisible enabling him to slip through sensors and pass enemies undetected.
Change characters any time, any where during gameplay.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. For more information about killer 7, please visit
www.killer7.com. Additional information regarding Capcom and its products can
be found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy, Game Boy
Advance and Nintendo DS are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective owners.

 ------------
Category 14,  Topic 3
Message 96         Mon Aug 15, 2005
KGAGNE [Ken]                 at 19:05 PDT

O~3 Entertainment Announces Chaos Field for Nintendo Game Cube(TM)

New breed of Japanese arcade-style action hits consoles in US

SANTA CLARA, CA August 15, 2005 O~3 Entertainment, an interactive
entertainment publishing and distribution company, today announced that they
will publish Chaos Field for Nintendo GameCube(TM) in North America. The game
is expected to be available at retail for Holiday 2005.

"Chaos Field is an excellent example of the new breed of arcade action coming
out of Japan," commented Chris Jelinek, president of O~3 Entertainment. "Our
philosophy is to make the hottest Japanese arcade games available to players
in North America, and Chaos Field is just the first of many more to follow."

"The new content in the home edition of Chaos Field adds a lot of variety to
the game play and tremendous replay value with the different play modes and
multiple characters," said Mark Rogers, executive producer at O~3
Entertainment.

Chaos Field gives vertical shooter fans reason to rejoice! The non-stop
action unfolds over five challenging levels, each with three tough stages to
test even the most confident arcade jockey's skills. The game includes three
playable characters, each with its own unique ships and characteristics.
Attacks include beam weapons, missiles, shields, swords, special attacks, and
the legendary Chaos Field.

The press has given Chaos Field high praise. GameSpot says, "The action plays
out in top-down fashion in the time-honored traditions of the shooting
genre....One look at the onscreen insanity and you'll realize why this game
had us at 'Hello.'" TotalGames.net adds, "Call us shallow, but we absolutely
love explosions, and Chaos Field features some of the very best. There's
nothing more satisfying then filling one of the immense bosses with a
multitude of bullets and then watching it erupt in all its screen-juddering
glory." NTSC-UK raves, "Chaos Field is one tough shmup, but a game that
manages to offer enough variety, depth, and adrenalin-pumping moments to make
it more than worthwhile. There are some breathtaking moments of sheer terror
on offer here, which will humble and thrill even the bravest of players."

About O~3
O~3 Entertainment is an interactive publishing and distribution company,
established to bring to the retail marketplace dynamic videogames from
independent studios located all over the world. The company has been founded
by a group of highly experienced game industry veterans. O~3 Entertainment is
based in Santa Clara, California. For more information visit
www.o3entertainment.com.

# # #

 ------------
 ************
Topic 4         Thu May 10, 2001
KGAGNE                       at 20:56 PST
Sub: Responses to News Posts

Member responses to Topic 3: News Posts.

 11 messages
 ************
 ------------
Category 14,  Topic 4  [MOVED]
Message 1          Thu Aug 23, 2001
KGAGNE [Ken]                 at 09:29 PDT

SpaceWorld, Nintendo's annual trade show in Japan, is in full swing now.  In
addition to Sega's announcement (see Cat 14, Top 3, Msg 2), Nintendo has
announced Mario Sunshine, the sequel to Super Mario 64; and Namco is releasing
the weapons fighter Soul Calibur 2 for the GameCube.

-Ken

 ------------
Category 14,  Topic 4
Message 2          Mon Mar 04, 2002
KGAGNE [Ken]                 at 10:29 PDT

For a review of the Sony PlayStation 2 version of Gauntlet Dark Legacy, see
Category 27, Topic 2, Message 17.

 ------------
Category 14,  Topic 4
Message 3          Mon Mar 11, 2002
KGAGNE [Ken]                 at 20:35 PDT

For Gamebits' review of the original PlayStation 2 version of the new Spy
Hunter, read Category 27, Topic 2, Msg 47 on this bulletin board - or surf to
either of these URLs:

http://www.syndicomm.com/communities/gamebits/messages/category=27/topic=2/read
all

http://www.gamebits.net/ps2/spyhunt.shtml

 ------------
Category 14,  Topic 4
Message 4          Mon Apr 01, 2002
KGAGNE [Ken]                 at 11:56 PDT

I think the last volleyball video game I played was on NES.  It'll be
interesting to see what a developer can do with the extra 120 bits provided by
the GameCube. :)

-Ken

 ------------
Category 14,  Topic 4
Message 5          Mon Apr 01, 2002
SYNDICOMM [Sheppy]           at 22:48 PDT

>>>I think the last volleyball video game I played was on NES.

Atari 2600 :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 4
Message 6          Wed Oct 02, 2002
KGAGNE [Ken]                 at 09:28 PDT

$9/month to play Phantasy Star Online... eww. :(

-Ken

 ------------
Category 14,  Topic 4
Message 7          Wed Oct 02, 2002
A2.DAIN [Dain]               at 10:04 PDT


It seems like many companies are going to try this approach. I think it is what
Ultima Online and Everquest do.  I really don't mind so much, but at the very
least they should include a "first month" free.

If the game was really good it might even be worth it.  You never know.

Dain
 ------------
Category 14,  Topic 4
Message 8          Mon Oct 21, 2002
KGAGNE [Ken]                 at 08:13 PDT

Dain,

> It seems like many companies are going to try this approach. I think it is
> what Ultima Online and Everquest do. I really don't mind so much... If the
> game was really good it might even be worth it.

True, but how many games will be worth $9/month?  That'll add up REALLY fast.
Microsoft is charging $50/year for access to all online games.  That's just a
bit more than $4/month.

I can play all the online Xbox games I want for 15% of what it would cost to
be playing, say, three online GameCube games a month.

-Ken

 ------------
Category 14,  Topic 4
Message 9          Tue Apr 15, 2003
KGAGNE [Ken]                 at 17:51 PDT

IKARUGA is developed by Treasure, the team responsible for the Sega Dreamcast
import shooter Radiant Silvergun, hailed by many as the best shooter ever.

I'm the only person I know who has played (and owns) RS, and doesn't like it.

Some people tell me that IKARUGA *is* Radiant Silvergun.  Dunno if that's
true, or if it's a sequel.

-Ken

 ------------
Category 14,  Topic 4
Message 10         Fri Apr 18, 2003
A2.DAIN [Dain]               at 10:25 PDT


Well, IKARUGA is a port of a Dreamcast title.  I hear that it's pretty good as
shooters go, but that it's short and it makes up for it by being extremely
difficult.  They do have a thing going online where you can post your high
scores and all that.  I am actually interested in this title.  There are so
many titles out there though...:)

Dain
 ------------
Category 14,  Topic 4  [MOVED]
Message 11         Thu May 01, 2003
A2.DAIN [Dain]               at 19:01 PDT


A strange world.  I must say that I am disappointed that Silicon Knights is
working on a re-make.  I haven't played that game yet, though so I am glad I
will get the chance.  I hope this doesn't impact work on more original games by
Silicon Knights.  I know Silicon KNights is working on a game called Too
Human...that has be in development longer than Eternal Darkness:)

Dain
 ------------
 ************
Topic 5         Sun May 20, 2001
KGAGNE [Ken]                 at 18:39 PST
Sub: Luigi's Mansion

Luigi's a Ghostbuster in this latest game in the Mario series.

 2 messages
 ************
 ------------
Category 14,  Topic 5
Message 1          Thu Nov 29, 2001
KGAGNE [Ken]                 at 10:28 PDT

This game seemed a bit short, but it was a fun romp, if somewhat repetitive
(there are dozens of ghosts to suck, all more-or-less the same; and lots of
running around between rooms and floors).  Some parts of the game didn't
clearly indicate what Luigi had to do next and a FAQ was needed.

-Ken

 ------------
Category 14,  Topic 5
Message 2          Fri Nov 30, 2001
A2.DAIN [Dain]               at 19:29 PDT


Ken wrote....
"This game seemed a bit short, but it was a fun romp, if somewhat repetitive
(there are dozens of ghosts to suck, all more-or-less the same; and lots of
running around between rooms and floors).  Some parts of the game didn't
clearly indicate what Luigi had to do next and a FAQ was needed."

I have heard so many mixed reviews of this game.  Some people seem to not like
it, while others think it is a lot of fun.  I think I will rent this title at
some point and then decide if it's any good.

Dain

 ------------
 ************
Topic 6         Sun May 20, 2001
KGAGNE [Ken]                 at 18:40 PST
Sub: Super Smash Bros. Melee

Nintendo's popular icons in an all-out fighting game.

 11 messages
 ************
 ------------
Category 14,  Topic 6
Message 2          Sun Jun 17, 2001
KGAGNE [Ken]                 at 19:36 PDT

This sequel to the Nintendo 64 game Super Smash Bros. played exactly like the
original, but with better graphics.  I understand there are a multitude of
hidden characters and one-player modes, though.  One bonus level featured
bounty hunter Samus Aran and was identical to the "escape" sequence at the end
of the first Metroid game.

For those who don't know, SSB is a one- to four-player, 2D fighting game
featuring Nintendo's icons: Mario, Luigi, Samus, Link, Kirby, Pikachu, Donkey
Kong, and others.

-Ken

 ------------
Category 14,  Topic 6
Message 4          Sun Oct 28, 2001
A2.DAIN [Dain]               at 16:35 PDT

Just wondering what the expectations are for this game.  I never played the N64
original.  Is it fun more as a multiplayer game.  Can it be played solo?  Is it
just a fighting game?

Dain

Posted via the web....
 ------------
Category 14,  Topic 6
Message 5          Sun Oct 28, 2001
KGAGNE [Ken]                 at 18:48 PDT

Dain,

Well, of course there's the review on Gamebits. :)

http://www.gamebits.net/n64/smashbro.shtml

It's a fighting game, but each characters' moves are executed using identical
commands, so there's no learning unique repertoires of button combinations,
etc.

Single player mode sends you on a level-by-level tour of all the opponents.
Sometimes it'll be one-on-one, sometimes three-on-one, sometimes endurance
(defeat 18 Yoshis, three at a time, for example).

-Ken

 ------------
Category 14,  Topic 6
Message 6          Thu Nov 29, 2001
A2.DAIN [Dain]               at 15:46 PDT


I am trying to decide between this game and Pikmin.  I have read several
reports that this game has a much better 1 player mode than the N64 version.
Since I don't have a whole lot of people to play games with, this has started
to  interest me.  Any thoughts on this title Ken?

Dain


 ------------
Category 14,  Topic 6
Message 7          Thu Nov 29, 2001
KGAGNE [Ken]                 at 22:00 PDT

Dain,

I liked the N64's one-player mode (think I beat it with every character), and
from what I saw of the sequel, this mode will be improved even further.

Even better, it's a really simple game to play.  Ask Melissa to join you for a
few rounds. :)

-Ken

 ------------
Category 14,  Topic 6
Message 8          Fri Nov 30, 2001
A2.DAIN [Dain]               at 19:25 PDT

I think I might pick this game up and see if she will play.:)  Stranger things
have happened.  Besides, I need revenge after she whipped my arse in Scrabble
the other night.

Dain
 ------------
Category 14,  Topic 6
Message 10         Sat Dec 01, 2001
KGAGNE [Ken]                 at 20:04 PDT

This game ships this week.

 ------------
Category 14,  Topic 6
Message 11         Tue Dec 18, 2001
KGAGNE [Ken]                 at 14:27 PDT

Title       : SUPER SMASH BROS. MELEE
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Teen
Game Rating : 8.9
Review by   : Ken Gagne

Nintendo has spent the last twenty years building an impressive portfolio of
characters, from plumbers to princesses. This famous cast has gathered in one
impressive display of force in Super Smash Bros. Melee, for the Nintendo
GameCube.

This 2D fighting game joins Nintendo's most popular icons with obscurer
characters. Up to four gamers can play simultaneously as Mario, Zelda, and
Pikachu, as well as Ice Climbers, Dr. Mario, and Falco, among others. Each
fighter has unique strengths and attacks, both hand-to-hand and long-range.

Unlike most fighting games, these moves are executed using identical
controller movements for every character. There are no complex combos or
intricate motions to memorize. Gamers accustomed to a more complicated
fighting system may be disappointed in Smash Bros., but only if they mistake
simplicity for shallowness. The number of characters (at least two dozen)
makes for a variety of attacks and combinations to master, as do the
landscapes: each character is represented in his or her homeland, be it
Donkey Kong's jungles or the airship of Star Fox, with its own layout and
pitfalls.

The one-player mode is even more a tour de force of Nintendo's greatest hits.
The Adventure Mode alternates between standard melee and side-scrolling
action through familiar locales, such as the Mushroom Kingdom and escape from
the planet Zebes. Some of these reincarnations don't capture the essence of
their origins, instead taking stabs at new adventure in familiar settings -
which is often close enough. Additional modes include goal-based events and
stadium training sessions.

The many methods of play and secrets to unlock amounts to a nearly
overwhelming replay value. The offerings for the solo gamer have been greatly
expanded since the original Smash Bros. game, but even that can grow stale
after awhile. The true fun lies in the multiplayer mode, where a gaggle of
friends can compete with or against each other, in anything up to a 64-person
tournament ladder.

More features have been crammed into the game since the first Smash Bros.,
but the gameplay has changed little. When actually fighting, the most drastic
change is in the graphics. The landscapes are larger and more detailed, with
more background activity and more special effects. When the stage is littered
with combatants and armaments, it can sometimes become difficult to pick out
your fighter. Generally, the color and detail add to, and do not detract
from, the experience.

The music contributes to the nostalgic atmosphere. Almost every level is set
to music Nintendo has unearthed and remastered, even if it's from
faintly-remembered games such as Zelda II: The Adventure of Link.

Super Smash Bros. may not offer the mature and varied fighting system fans of
Tekken, Soul Calibur, or even Street Fighter might expect, but it does offer
plenty else to almost all audiences - including a veritable museum of
Nintendo history. Especially at parties, this game is sure to be a smash hit.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 17-Dec-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 7         Sun May 20, 2001
KGAGNE [Ken]                 at 18:41 PST
Sub: Starfox Adventures: Dinosaur Planet

Fox McCloud explores a planet of dinosaurs in this 3D adventure game.

 5 messages
 ************
 ------------
Category 14,  Topic 7
Message 1          Mon Jan 14, 2002
KGAGNE [Ken]                 at 20:23 PDT

Dinosaur Planet was originally to be a Nintendo 64 game (as was Eternal
Darkness), and was shown at E3 as such a few years ago.  When it was
reclassified as a GameCube project, the original characters and setting were
changed to make this game a spinoff of the Starfox series.  I'm not sure why
that was done.  Surely some people will buy this game because of the familiar
characters, but others were looking forward to an original title from
Nintendo.

-Ken

 ------------
Category 14,  Topic 7
Message 2          Tue Jan 15, 2002
A2.DAIN [Dain]               at 18:00 PDT


Ken,
  I am not so sure that Dinosaur Planet wasn't planned on being the Star Fox
title.  Just one look in the Manual for the original Star Fox and you will see
that one of the planets that they talk about it "Dinosaur Planet".  Although,
that could very well be just a major coincidence.

Dain
 ------------
Category 14,  Topic 7
Message 3          Tue Jan 15, 2002
KGAGNE [Ken]                 at 19:37 PDT

Dain,

> I am not so sure that Dinosaur Planet wasn't planned on being the Star Fox
> title.

It was shown at E3 with original characters and setting.  Then it reappeared a
year or two later and the addition of Star Fox was new.

"Dinosaur Planet" sounds like a pretty generic name - could've been a
meaningless (or meaningful) coincidence.

-Ken

 ------------
Category 14,  Topic 7
Message 4          Sun Oct 13, 2002
KGAGNE [Ken]                 at 07:46 PDT

Title       : STAR FOX ADVENTURES
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Teen
Game Rating : 8.9
Review by   : Ken Gagne

It's common for a familiar video game character to explore unfamiliar
gameplay styles. Super Mario Bros. 2, for example, was an original title
that, for familiarity's sake, was retrofitted with existing characters to
make it into a Mario game. Though innovative, most gamers considered this
atypical title weaker than traditional games in the series.

Star Fox Adventures, Nintendo's latest GameCube offering, is similar in
origin, having originally been designed by Rare as a Nintendo 64 game called
Dinosaur Planet. This name is still the setting for space mercenary Fox
McCloud's latest expedition. Instead of the usual fast-paced, harrowing
shooting action, Fox exits his ship and travels the planet afoot to save the
reptilian residents from the vile General Scales in a Zelda-like adventure.

Our foxy friend is equipped with a Swiss army staff, with which he can pummel
his foes in rather mindless combat. Locking onto a dinosaur and pounding the
attack button is often all that's required. There is little variety in the
execution of this task, and no other weapons, either. Where is Fox's blaster,
so prominent a weapon in Super Smash Bros. Melee? Is there at least some
scientific mumbo-jumbo that could explain why it wouldn't work on Dinosaur
Planet?

Beyond battle, the staff can perform multiple feats, growing in capability
throughout Fox's adventure. Fox himself must also be willing to adapt as he
finds himself astride various dinosaurs, and back in the pit of his own
Arwing vessel, piloting to new regions of Dinosaur Planet. The cold-blooded
craft lack the nimbleness of Fox, but the space levels are fun, fast-paced
reminders of his earlier missions.

Any 3D platformer isn't all action, though. Gamers must solve almost Resident
Evil-like puzzles to progress. Occasionally these obstacles give no clues
regarding what to do next, leaving players to consult a strategy guide or
wander aimlessly - or nearly so. Fox's adventure is extremely linear, with
little room for deviation or exploration. He'll often tread the same ground,
maybe collecting the assortment of roots, nuts, spores, and spirits demanded
of him. A young triceratops named Prince Tricky acts as Fox's sidekick,
acting on command to turn the smallest cracks into passable tunnels,
uncovering buried treasure, and melting ice with his fiery breath.

Despite the rigors of Fox's trials, however, his journey is through a world
that begs further investigation. Dinosaur Planet is rich in life and color,
down to the individual hairs on Fox's furry face. The graphics employ some
neat blurring effect that keeps the appropriate parts of the screen in and
out of focus.

The voice acting is a bit on the immature side, with seasoned space veteran
Fox McCloud sounding like a brash young man. The characters he'll encounter
range from British mammoths to Scottish golems - an eclectic and inexplicable
diversity. The presence of an imaginary yet flowing dinosaur language is a
wonderfully fantastical touch, however. The instruction booklet even gives
instructions on how to translate between English and Dinosaur.

Despite its flaws, Star Fox Adventures is still a fun 3D game, with more
thought and less action than the recent Super Mario Sunshine. It lays a
strong groundwork for future games in the genre, without covering much new
ground on its own. Some gamers were disappointed that the pending Zelda game
on GameCube will not be as dark and mature as they originally anticipated.
Star Fox Adventures could've filled that gap, but with juvenile sidekicks and
(admittedly funny) jokes aplenty, it's far from it.

However adventurous McCloud feels on foot, I think we'll all breathe a sigh
of relief when he's back in the cockpit of his Arwing.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 07-Oct-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 7
Message 5          Tue Feb 01, 2005
KGAGNE [Ken]                 at 03:08 PDT

Supposedly, Starfox: Assault, the Namco-developed shooter, is being published
this month.

 ------------
 ************
Topic 8         Sun May 20, 2001
KGAGNE [Ken]                 at 18:41 PST
Sub: Pikmin

Shigeru Miyamoto's Lemmings-like game; not to be confused with Pokemon.

 6 messages
 ************
 ------------
Category 14,  Topic 8
Message 1          Wed Jun 13, 2001
KGAGNE [Ken]                 at 22:13 PDT

In Pikmin, you control a space explorer who has crash-landed on a planet and
needs the help of little pikmins to help reassemble his space craft.  Pikmin
begin as small weeds which can be pulled out to reveal the buggers.  They come
in different colors, though I haven't seen that this matters yet.

I watched Shigeru Miyamoto play Pikmin, and basically, whatever object the
pikmin are thrown at, they tackle.  There was a coin marked "10" which
required ten pikmin to pick up and carry back to the mother ship.  A wall of
stone required many more pikmin to tear down so the player could progress.
There was also a giant ladybug which would eat any pikmin thrown at it, so
Miyamoto-san circled to the back and tossed a horde of pikmin onto its back,
making short work of it.

The game is probably more complicated than I saw, and becomes so as it
progresses past the first five or ten minutes. :)  I'll try anything with
Miyamoto-san's name on it.

-Ken

[Copied from Category 14, Topic 2, Message 17]

 ------------
Category 14,  Topic 8
Message 2          Sat Oct 20, 2001
A2.DAIN [Dain]               at 12:40 PDT


Pikmin, the game few people know much about has really impressed Famitsu
Magazine in Japan(this is THE gaming Magazine in Japan btw).  It scored a 38
out of a possible 40.  Famitsu is notorious for being quite picky about game
quality and high game scores are hard to come by.   Looks like Pikmin is going
to really be something special for the Gamecube.

Dain

 ------------
Category 14,  Topic 8
Message 3          Thu Nov 29, 2001
KGAGNE [Ken]                 at 10:27 PDT

In a recent interview, Shigeru Miyamoto suggested there may be a Pikmin II.

 ------------
Category 14,  Topic 8
Message 4          Sat Dec 01, 2001
KGAGNE [Ken]                 at 20:04 PDT

This game ships this week.

 ------------
Category 14,  Topic 8
Message 5          Sat Feb 23, 2002
A2.DAIN [Dain]               at 22:33 PDT

With some extra free time tonight, I rented Pikmin for the Nintendo Gamecube.
This is the strangest game:)   It's a real time Strategy/time
management/gardensim  RTS-GS.  (It plays much better than it sounds:)

I have played through a few days and it's an incredibly easy game to learn.  It
definitely may not be for everyone, but it's a fun game for those of us who
need a break from all the button mashing:)

I'll report back when I have played it a bit more.

Dain
 ------------
Category 14,  Topic 8
Message 6          Sat Mar 02, 2002
A2.DAIN [Dain]               at 21:05 PDT


Well, my rental was up, but I didn't get to play nearly as much of this game as
I wanted.  Fortunately I was at the used game store and picked this title up
for half-price(of new).  Maybe I am just a cheap skate anymore:)


Dain
 ------------
 ************
Topic 9         Sun May 20, 2001
KGAGNE [Ken]                 at 18:44 PST
Sub: Eternal Darkness

A Resident Evil-like game developed by Silicon Knights.

 49 messages
 ************
 ------------
Category 14,  Topic 9
Message 1          Sun May 20, 2001
KGAGNE [Ken]                 at 18:47 PDT

Two things about this game really impress me:

- Three playable characters, each in different era.  One's a Roman centurion,
the other a holy templar, and the third, a modern chick with a shotgun.

- Each character has an "insanity meter".  As he or she has horrifying
encounters, they go insane.  The demo I watched had the woman walking down a
hall when suddenly her head fell off and started talking to her.  She then
"woke up" to realize she'd never left the previous room, and was only
hallucinating.  Now that's freaky. :)

-Ken

 ------------
Category 14,  Topic 9
Message 2          Mon May 21, 2001
SYNDICOMM                    at 06:39 PDT

>>>Each character has an "insanity meter".  As he or she has horrifying
encounters, they go insane.  The demo I watched had the woman walking down a
hall when suddenly her head fell off and started talking to her.  She then
"woke up" to realize she'd never left the previous room, and was only
hallucinating.  Now that's freaky. :)

Oh my.  That's bizarre. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 3          Mon May 21, 2001
A2.DAIN [Dain]               at 14:27 PDT

Replying to 'Ken' in Category 14 Topic 9:

> - Three playable characters, each in different era.  One's a Roman
> centurion,
> the other a holy templar, and the third, a modern chick with a
> shotgun.

Ken,
  One report indicated that Eternal Darkness would reportedly have 12
different characters, not just the 3 demoed at E3.  Supposedly Silicon
Knights told these people that they should expect 40-60 hours of
gameplay.


Sounds interesting, not sure if this horror genre is my cup of tea.  We
will see;)



 Dain Neater - Bulletin Board Manager A2 Community
 Syndicomm
 Delivered by Spectrum v2.5.1 & SOAR v1.0b3

 Sarcasm is the sincerest form of insult!!


 ------------
Category 14,  Topic 9
Message 4          Tue Oct 09, 2001
KGAGNE [Ken]                 at 21:14 PDT

This game has been delayed from December 3 to "late February or early March".

 ------------
Category 14,  Topic 9
Message 5          Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 23:18 PDT

>>>This game has been delayed from December 3 to "late February or early
March".

Interesting.  They must be unhappy about that slip; missing Christmas sucks in
the game industry.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 6          Wed Oct 10, 2001
A2.DAIN [Dain]               at 20:45 PDT


Missing Christmas sucks, but Eternal Darkness isn't exactly a game targeted to
be under the tree for a 10 year old;)

Dain

 ------------
Category 14,  Topic 9
Message 7          Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 23:01 PDT

I thought all the really violent games were secretly targeted at kids.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 8          Wed Oct 10, 2001
KGAGNE [Ken]                 at 23:16 PDT

> I thought all the really violent games were secretly targeted at kids.

So said an FTC report issued in August 2000.  Leaders in the electronic
entertainment community defended the hell out of themselves in response.

-Ken

 ------------
Category 14,  Topic 9
Message 9          Wed Oct 10, 2001
A2.RYAN                      at 23:44 PDT

> I thought all the really violent games were secretly targeted at kids.

That's not much of a secret.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 14,  Topic 9
Message 10         Thu May 30, 2002
KGAGNE [Ken]                 at 08:49 PDT

This game ships June 24th - two weeks after the WaveBird controller, and the
same day as the Memory Card 251.

 ------------
Category 14,  Topic 9
Message 11         Fri May 31, 2002
A2.DAIN [Dain]               at 20:08 PDT


Nintendo of America has launched the official Eternal Darkness Web pages
at.....

http://www.eternaldarkness.com

There is a downloadable trailer on there and some wallpapers, not to mention
some screen shots.  Of course it is Rated M for mature, so you have to enter
your birthdate to get in.  Not exactly tough to get around though huh?

Dain
 ------------
Category 14,  Topic 9
Message 12         Sun Jun 02, 2002
SYNDICOMM [Sheppy]           at 11:28 PDT

Eternal Darkness looks like a very cool game.  First I've seen that actually
makes me think about getting a GameCube.  But it's just one game; I've done
that before, buy a machine for one game (N64, bought it for Mario Kart :).  I
vowed never to do that again. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 13         Mon Jun 03, 2002
KGAGNE [Ken]                 at 09:19 PDT

Sheppy,

What have you seen of Eternal Darkness?  I uploaded some wallpapers of it to
the Gamebits file libraries - thanks, Dain!

From the demo I played at E3, I'm unsure ED will be as good as, say, Resident
Evil, which is already out for GameCube.  You should give either one a try, or
this fall's release of Resident Evil Zero.

-Ken

 ------------
Category 14,  Topic 9
Message 14         Mon Jun 03, 2002
SYNDICOMM [Sheppy]           at 16:58 PDT

>>>What have you seen of Eternal Darkness?

Screenshots and descriptions mostly.  Resident Evil looks more "out there" to
me, from what I've seen.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 15         Mon Jun 03, 2002
A2.DAIN [Dain]               at 19:07 PDT


Ken,
  The E3 demo content was completely demoed up to use at shows, so as to not
release very little information about the story line to the press.  Denis
Dydack (sp?) has stated this several times in interviews.  The only people who
have actually played the game outside of Nintendo were a few press people that
at a gamers summit and no cameras or other recording devices were allowed.
This is the only impression I have of the actual game.

http://www.planetgamecube.com/impressions.cfm?action=profile&id=311



Dain
 ------------
Category 14,  Topic 9
Message 16         Wed Jun 05, 2002
KGAGNE [Ken]                 at 23:32 PDT

Sheppy,

I found Eternal Darkness to be more akin to Alone in the Dark than to Resident
Evil or Silent Hill.  Have you tried any of the AitD series?

-Ken

 ------------
Category 14,  Topic 9
Message 17         Fri Jun 07, 2002
SYNDICOMM [Sheppy]           at 08:34 PDT

>>>I found Eternal Darkness to be more akin to Alone in the Dark than to
Resident Evil or Silent Hill.  Have you tried any of the AitD series?

No, but I've seen them and I seem to recall thinking they looked like fun.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 18         Mon Jun 24, 2002
KGAGNE [Ken]                 at 20:01 PDT

This game shipped today, and will be available at retailers nationwide
tomorrow, Tuesday the 25th.

I've had mine preordered ever since it was announced as an N64 game.
Anyone else getting one?

-Ken

 ------------
Category 14,  Topic 9
Message 19         Tue Jun 25, 2002
A2.DAIN [Dain]               at 09:57 PDT


I hope that Software Etc.'s computers are y2k compliant.  That game was
originally listed a long time ago;)

It looks like the big retailers will not see the game til the 26th.  At least
that is what the Sunday Ad says for some of them.

Dain Neater
 ------------
Category 14,  Topic 9
Message 20         Tue Jun 25, 2002
KGAGNE [Ken]                 at 20:19 PDT

Dain, that shouldn't be a problem.  I picked up Eternal Darkness today...

-Ken

 ------------
Category 14,  Topic 9
Message 21         Wed Jun 26, 2002
SYNDICOMM [Sheppy]           at 22:56 PDT

>>>Dain, that shouldn't be a problem.  I picked up Eternal Darkness today...

I look forward to your review. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 22         Thu Jun 27, 2002
KGAGNE [Ken]                 at 19:39 PDT

Sheppy,

>> I picked up Eternal Darkness today...
>
> I look forward to your review. :)

Just about to sit down for one more gaming session before writing the article.

Have some other recent articles to catch up on posting here, too...

-Ken

 ------------
Category 14,  Topic 9
Message 23         Thu Jun 27, 2002
A2.DAIN [Dain]               at 21:13 PDT


Ken,
 I plan on taking a smack at Eternal Darkness soon.  I have been busy playing
Neverwinter Nights (on Chapter 2) and my Fighter is doing well.  I was curious
about Eternal Darkness is a comparison to Resident Evil fair, or are they
different types of games?

Thanks,
Dain
 ------------
Category 14,  Topic 9
Message 24         Fri Jul 05, 2002
KGAGNE [Ken]                 at 10:19 PDT

Title       : ETERNAL DARKNESS: SANITY'S REQUIEM
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Mature
Game Rating : 9.0
Review by   : Ken Gagne

The survival horror genre is often jaded to find new ways to frighten gamers.
Perhaps the most disturbing aspect of Eternal Darkness, a GameCube game, is
its arrival from Nintendo, a traditionally family-friendly publisher. This
title is further unlike other survival horror titles, using several
innovative storytelling and gameplay techniques to envelop players in gloom.

The main character is Alexandra Roivas, who, through her persual of the Tome
of Eternal Darkness, vicariously experiences historical characters'
encounters with an ancient evil. Gamers will play as a dozen different
figures through history, from a Roman centurion to a Persian nobleman and a
Rhode Island mortician. The brief time spent with each person prevents strong
characterization from emerging. Each diverse storyline on its own bears
little semblance to a plot, but as each plot thread weaves with the others, a
fascinating overall story develops.

This quality could be appropriately classified as "schizophrenic," as
insanity is an essential theme to Eternal Darkness' gameplay. With each
improbable monstrosity Alexandra and her predecessors confront, their "sanity
meter" decreases. An insane person is likely to hallucinate in any number of
ways, from visual apparitions (such as bugs crawling across the screen) to
gameplay abnormalities (one's head falling off, or one's inventory
disappearing).

These frights are the kind Eternal Darkness thrives on. There are few sudden
surprises as in Resident Evil, or the constant atmosphere of general
wrongness that pervaded Silent Hill. Monsters are generally unvaried in
build, leaving gamers to execute the same attacks regularly.

Our heroes have an array of tools at their disposal. Magickal runes and
codices can be assembled to cast spells that restore attributes or imbue
weapons with special qualities. Even regular attacks can be performed in
different fashions, as Eternal Darkness includes a targeting system that
allows players to easily aim for a zombie's head, chest, or limbs. The
controls for these maneuvers are easily performed, especially with the option
to assign "Quick Spells" to custom buttons.

Spells are only one solution to the game's puzzles. The riddles are fairly
straightforward, with items being collected as needed and locked pathways
unabashedly requiring the use of these keys. With the number of threats
players will encounter, from both enemies and environments, this game is as
much about action as it is puzzles.

The character and monster models are graphically impressive, as is the
environment. The camera pans and scans to predetermined perspectives,
following player movements. Various lighting effects help shed the darkness
as necessary.

The various sound effects are even more atmospheric. The insane will hear
screams, cries, and things going "bump" where there are none. The quality and
diversity of the voice acting is fantastic, but is generally reserved for
cinematic interludes (which are frequent). Dialects and foreign languages
preserve the foreign settings of the various characters, while foreboding
music contributes to the ominous context.

The presentation isn't the only means the game uses to create these realistic
vistas. Be it in the description of a historically-appropriate weapon or the
flowery text found in a manuscript, Eternal Darkness values atmosphere.
Calling a sword a "ram dao" borders on the educational, but it shows how much
research Nintendo invested in creating an authentic experience.

It is often obvious when Eternal Darkness is playing with your mind, but the
variety and innovation of methods by which it does so makes these attempts as
much fun as they are disturbing. It takes awhile for the story to develop
into a coherent whole, but patient gamers will enjoy the trip through
insanity and into the light.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 1-Jul-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 9
Message 25         Mon Jul 08, 2002
SYNDICOMM [Sheppy]           at 16:55 PDT

Definitely sounds like a fascinating game.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 26         Thu Jul 11, 2002
KGAGNE [Ken]                 at 14:17 PDT

I finished this game tonight, taking a total of 12 or 13 hours.  Great game.
:)

-Ken

 ------------
Category 14,  Topic 9
Message 27         Thu Jul 11, 2002
A2.DAIN [Dain]               at 19:04 PDT


It usually says something when Mr. 800 video games Gagne actually finishes a
game. (Sorry Ken;)  I have just started this one and I am trying to get used to
the controls a bit. So far so good, but I am only about an hour into it.  The
one thing I am having trouble with is that my sword broke and all I have is a
blow gun that takes entirely too long to shoot, especially when some of these
things take more than one shot to kill.;)  I am wondering if I need to be
targeting specific body parts here or just going with my bare hands:)

The Story so far is far from anywhere that it really makes sense to me.  I
assume that it reveals itself as I go along.  Should be interesting.

Dain
 ------------
Category 14,  Topic 9
Message 28         Thu Jul 11, 2002
KGAGNE [Ken]                 at 20:40 PDT

Dain,

> It usually says something when Mr. 800 video games Gagne actually finishes a
> game.

I just gave out three titles for review purposes, diminishing my library back
down to the 700+ mark.  But yeah, it's rare I play a game as much as I did
Eternal Darkness, especially after reviewing it.  I wonder if my score of 9.0
should've been higher?

Don't expect the storyline to be comprehensible immediately.  Reading the
manual will help, though may be a bit of a spoiler.  It definitely does make
sense by the time you get to the end, though there are still a few holes, I
think.

-Ken

P.S. Your sword shouldn't *stay* broken...

 ------------
Category 14,  Topic 9
Message 29         Fri Jul 12, 2002
SYNDICOMM [Sheppy]           at 09:15 PDT

>>>P.S. Your sword shouldn't *stay* broken...

I think that's the most fascinating thing I've heard to date about the game.
:)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 30         Fri Jul 12, 2002
A2.DAIN [Dain]               at 22:38 PDT


I played through some more Eternal Darkness today, and it certainly seems to be
getting interesting.:)  The story is interesting and there are definitely some
nice touches there.

I am not sure if I am imagining some of these things, but the game certainly
takes some interesting viewing angles and the sound goes crazy the more abuse
mentally and physically you take.  Listening to your character whimper in fear
is also quite unsettling.  What amazes me most so far is the atmosphere of the
soundtrack.  It's good.  I've read that in Dolby Pro Logic II it's downright
incredible.

The story is unfolding more....of course I would hate to spoil it for people.
:)

I'll keep everyone posted on my progress.

Dain
 ------------
Category 14,  Topic 9
Message 31         Sat Jul 13, 2002
KGAGNE [Ken]                 at 21:16 PDT

Dain,

> I am not sure if I am imagining some of these things, but the game certainly
> takes some interesting viewing angles

That's right.  When you restore sanity, you can observe the camera angle
righting itself. :)

> I've read that in Dolby Pro Logic II it's downright incredible.

I don't know how to use this setting.  When my receiver is set to Auto Format
Decode, it uses only two channels.  Any other setting I could use is primarily
for "faking" the experience of surround sound.  Plus the GameCube is not
capable of the optical/digital connection that, say, my DVD player has.

-Ken

 ------------
Category 14,  Topic 9
Message 32         Sat Jul 13, 2002
A2.DAIN [Dain]               at 21:33 PDT


Ken,
  I have done quite a bit of research on Dolby Pro Logic II and what it is, is
a way to get 5 channel separation if your stereo specially supports it.  If
not, you will get the regular two channel stereo.  It was basically a way to
make a 5 channel stereo sound source backwards compatible to 2 channel stereos.
 On the other had if you try and listen to the 5.1 track on a system that
doesn't support it, I believe that you will have problems.

It's only been really recent that Prologic II has appeared in most receivers,
when the GameCube came out it was only on the $500+ ones.

The only other game that I know supports it is Rogue Squadron, although I am
pretty sure that both Star Fox and Mario will.

Dain
 ------------
Category 14,  Topic 9
Message 33         Sat Jul 27, 2002
KGAGNE [Ken]                 at 22:04 PDT

The main character of Eternal Darkness is named Alexandra Roivas.  It took me
a week to understand the significance of the last name, and another week for
the first.

"Alexandra", from the Greek "alexandros", meaning "defender of mankind."

"Roivas", a word spelled backward.

-Ken

 ------------
Category 14,  Topic 9
Message 34         Sat Aug 10, 2002
A2.DAIN [Dain]               at 23:06 PDT


I am still worming my way through this one.  I am at around the 6 hour mark and
am currently Lindsay the archeologist.  The storyline is getting better and the
voice acting is actually really good for a game:)  The ambient sounds are
starting to get to me though, especially at 1a.m. with the room dark down here
in the basement:)

Fun stuff...
Dain Neater
 ------------
Category 14,  Topic 9
Message 35         Sun Aug 11, 2002
SYNDICOMM [Sheppy]           at 18:43 PDT

I rarely play games like that in the dark. :)

Return to Castle Wolfenstein is creepy enough for me.  I think I got myself
stuck though.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 9
Message 36         Fri Aug 23, 2002
A2.DAIN [Dain]               at 22:41 PDT


Still winding my way through Eternal Darkness.  The story (for a video game) is
really well done.  I really like how you visit the same places in different
parts of history.  I am currently in Amiens, France during World War I and the
battle rages outside the old cathedral.  History pushes towards the present.
The story unfolds.

The planets are aligning....bad things are going to happen...

Dain
 ------------
Category 14,  Topic 9
Message 37         Sat Aug 24, 2002
KGAGNE [Ken]                 at 06:06 PDT

Dain,

> I am currently in Amiens, France during World War I and the battle rages
> outside the old cathedral.

I like that, even though there are 12 stages, they all take place in only four
locations.  It adds more depth to the story.  I've read that some of the
insanity effects can foreshadow or cast back between Luther's and the
photographer's stages.

> History pushes towards the present. The story unfolds.

The stages aren't chronological, though.  The Indiana Jones level is set in
the Eighties and is in the middle of the game's progression.  The last level
is fairly recent, though, set during the Gulf War.

-Ken

 ------------
Category 14,  Topic 9
Message 38         Sat Aug 24, 2002
A2.DAIN [Dain]               at 16:29 PDT


Yeah, it adds quite a bit to have you coming back to the locations again.  I am
not sure how things are going to play out on this level, since I found a
weapon, but after taking out the first bone thief I found, I am ammo-less and
running away from everything.  I figure there has to be a melee weapon around
the cathedral somewhere.

Dain
 ------------
Category 14,  Topic 9
Message 39         Sat Aug 24, 2002
A2.DAIN [Dain]               at 16:31 PDT


I am not sure that I have had any insanity effects where the characters in the
past see visions of each other, but they do show flashes of Alex Rovias' story.

Cool, but creepy:)

Dain
 ------------
Category 14,  Topic 9
Message 40         Sat Aug 31, 2002
A2.DAIN [Dain]               at 21:57 PDT


I finally finished Eternal Darkness the other day.  Looking back on messages,
it seems Ken beat the game in 12-13 hours.  It took me more like 18 hours.  Of
course I did lots of stumbling around at the beginning.  I really had an
enjoyable time with this game.  I really enjoyed the story and the
intermingling of myth and history.  Although, one of the insanity sequences
involved showing a Gamecube box with Eternal Darkness : Sanity's Requiem, I
highly doubt there will be a sequel:)  The story is over and it should stay
that way.

Dain
 ------------
Category 14,  Topic 9
Message 41         Wed Sep 11, 2002
KGAGNE [Ken]                 at 15:41 PDT

Credits for Eternal Darkness are finally available on the Internet Movie
Database:

http://us.imdb.com/Details?0326862

A lot of good actors were involved in this project - including "Metal Gear
Solid"'s Solid Snake, David Hayter. :)

-Ken

 ------------
Category 14,  Topic 9
Message 42         Wed Sep 11, 2002
KGAGNE [Ken]                 at 16:20 PDT

More on the ED voice actors:

Michael Bell (Peter Jacob) played Raziel, the hero of the "Legacy of Kain"
games.  He also played Cyclops in the 1989 cartoon "X-Men", a character in the
pilot episode of "Star Trek: TNG", as well as several Transformers, G.I. Joes,
and Snorks. :)

Richard Doyle (Pious Augustus) was also in "Legacy of Kain", as well as some
other roles in another GameCube game, "Rogue Leader", and was a recurring
character on the TV series "Cheers".

Paul Eiding (Paul Luther) was Colonel Roy Campbell in both "Metal Gear Solid"
games, and has been a Transformer.  He was in a seventh-season episode of
"Star Trek: TNG".

Jennifer Hale (Alexandra Roivas) played Emma 'E.E.' Emmerich in "Metal Gear
Solid 2", as well as the X-Men member Rogue in the PlayStation game
"Spider-Man 2" and Black Cat/Felicia Hardy in the early Nineties cartoon
"Spider-Man".

David Hayter (additional voices)) is the titular hero, Solid Snake, of the
"Metal Gear Solid" games.


Cam Clarke (Anthony/Custodian) was "Metal Gear Solid"'s Liquid Snake.  He was
Die Fledermaus in "The Tick" cartoon, Leonardo the Ninja Turtle (and
Rocksteady), various Snorks, and Mr. Fantastic on the "Spider-Man" cartoon.

Philip Proctor (Roberto Bianchi) was in "Blood Omen II: Legacy of Kain".

Earl Boen (Inspector Lagrasse) was in "Blood Omen II: Legacy of Kain", and
played the psychiatrist Dr. Silberman in both "Terminator" movies.

William Hootkins (Dr. Maximillian Roivas) was in "Superman IV", "Raiders of
the Lost Ark", and "Star Wars" (as Red Six in that one).

 ------------
Category 14,  Topic 9
Message 43         Sat Apr 19, 2003
KGAGNE [Ken]                 at 13:49 PDT

Wow!  This game is now being sold for $14.99, brand new.  That's an incredible
deal for one of the best games of 2002.

-Ken

 ------------
Category 14,  Topic 9
Message 44         Sat Apr 19, 2003
A2.DAIN [Dain]               at 14:43 PDT


That is a pretty good deal.  Where is it being sold for that price?

Dain
 ------------
Category 14,  Topic 9
Message 45         Sun Apr 20, 2003
KGAGNE [Ken]                 at 09:21 PDT

Dain,

I saw ED for $14.99 at GameStop.

-Ken

 ------------
Category 14,  Topic 9
Message 46         Wed Jul 02, 2003
KGAGNE [Ken]                 at 14:23 PDT

Development studio Hypnotic has purchased the rights to film a movie based on
this game.

 ------------
Category 14,  Topic 9
Message 47         Wed Jul 02, 2003
A2.DAIN [Dain]               at 20:47 PDT


I liked Eternal Darkness quite a bit.  Not sure if it is the kind of thing that
would translate into a movie though.  We'll see.

Dain
 ------------
Category 14,  Topic 9
Message 48         Sat Jan 08, 2005
KGAGNE [Ken]                 at 18:05 PDT

When Eternal Darkness released in 2002, I intended to finish it three times,
completing all possible paths.  But I finished it only 1.8 times.  So
yesterday I picked it up and completed that last 20% of the second
run-through.  It was tough to pick up a game at that point - everything seemed
so *hard*... but with the help of a FAQ, I got through, and now I can pick it
up from the beginning of the third lap at some point in the future and start
from scratch.  Phew.

-Ken

 ------------
Category 14,  Topic 9
Message 49         Fri Jul 07, 2006
KGAGNE [Ken]                 at 16:26 PDT

Though nothing is currently in development, there is an intention to create a
trilogy of Eternal Darkness games:

http://tinyurl.com/lhe4y

 ------------
 ************
Topic 10        Thu Nov 01, 2001
A2.DAIN                      at 18:21 PST
Sub: Star Wars: Rogue Squadron II & III

Rogue Squadron II: Rogue Leader is Factor 5's first GameCube game, published
by LucasArts; the sequel is Rebel Strike.

 49 messages
 ************
 ------------
Category 14,  Topic 10
Message 1          Thu Nov 01, 2001
A2.DAIN [Dain]               at 18:25 PDT

Factor 5 has produced one of the finest looking console games to date. It's
called Rogue Squadron II and it will be out November 18 along side Nintendo's
new machine.

If you have the bandwidth and don't mind being impressed....
Check out this URL
http://cube.ign.com/previews/15337.html

Rogue Squadron II takes place during Episodes IV - VI of the original Star
Wars trilogy.

One of the fun things that I just found out is that one of the missions
involves stealing the shuttle Tyderium(sp?) which is the shuttle used in the
Return of the Jedi.

Sounds like fun to me.

dain

 ------------
Category 14,  Topic 10  [MOVED]
Message 2          Thu Sep 27, 2001
KGAGNE [Ken]                 at 10:58 PDT

LUCASARTS ANNOUNCES DOLBY PRO LOGIC II AUDIO TECHNOLOGY
FOR STAR WARS ROGUE SQUADRON II: ROGUE LEADER

SAN RAFAEL, Calif. -- September 27, 2001 -- LucasArts Entertainment Company
LLC today announced its upcoming game, Star Wars Rogue Squadron II: Rogue
Leader, will incorporate Dolby Laboratories' Pro Logic II sound technology.
The game, developed by Factor 5 in conjunction with LucasArts, is expected to
be available for Nintendo GameCube this November. Star Wars Rogue Squadron
II: Rogue Leader is the first interactive entertainment title to use Dolby
Pro Logic II via proprietary real-time five-channel encoding technology
developed by Factor 5.

Dolby Pro Logic II will provide players of Star Wars Rogue Squadron
II: Rogue Leader with fully interactive, uncompressed, real-time five-channel
surround sound. Audio receivers with Dolby Pro Logic II technology are
currently available at retail.

Based in San Rafael, Calif., as well as on the Internet at www.lucasarts.com,
LucasArts is one of five companies in the Lucas group which include Lucasfilm
Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd., and Lucas Learning Ltd.
Information about Dolby Pro Logic II can be found at
http://www.dolby.com/ht/co.br.0107.PLIIListenersGuide.html

# # #

 ------------
Category 14,  Topic 10  [MOVED]
Message 3          Wed Oct 10, 2001
A2.DAIN [Dain]               at 21:12 PDT


Lucas Arts Announced today that Rogue Squadron 2: Rogue Leaser has been
approved for manufacture and has been declared Gold.  If you like Star Wars I
think you will like this gamer.

Original Trilogy Gaming Madness.

There is something about a game that Starts with the Battle of the Death
Star:)


Dain

 ------------
Category 14,  Topic 10  [MOVED]
Message 4          Wed Oct 10, 2001
KGAGNE [Ken]                 at 23:16 PDT

> There is something about a game that Starts with the Battle of the Death
> Star:)

I've never understood why any book or movie wastes time with anything that
isn't the climax.

Plot development - bah! <g>

-Ken

 ------------
Category 14,  Topic 10  [MOVED]
Message 5          Fri Oct 19, 2001
A2.DAIN [Dain]               at 21:31 PDT


Guys and Gals,
  If you like Star Wars check out these screen shots...

http://cube.ign.com/previews/15337.html

scroll down:)

Dain

 ------------
Category 14,  Topic 10  [MOVED]
Message 6          Sun Oct 28, 2001
KGAGNE [Ken]                 at 18:49 PDT

The Star Wars game fro GameCube will go on sale Nov 7.

-Ken

 ------------
Category 14,  Topic 10  [MOVED]
Message 7          Mon Oct 29, 2001
A2.DAIN [Dain]               at 15:25 PDT

Woohoo!!!!  Now if I could just come up with a way to actually play the game
before the 18th of November;)


Dain
 ------------
Category 14,  Topic 10
Message 8          Thu Nov 01, 2001
SYNDICOMM [Sheppy]           at 22:16 PDT

This game looks phenomenal, and it'll be on my list of games to buy if I ever
pick up a GameCube.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 10
Message 9          Fri Nov 02, 2001
KGAGNE [Ken]                 at 19:28 PDT

I've played very, very few good Star Wars games, but I optimistically keep
trying. :)

At least the soundtrack is always good. :)

-Ken

 ------------
Category 14,  Topic 10
Message 10         Fri Nov 02, 2001
A2.DAIN [Dain]               at 22:26 PDT

Ken,
Rogue Squadron is pretty good on the Nintendo 64.  It isn't perfect, but it
has by far the best sound on the Nintendo 64.  It was quite difficult though(I
am still playing it).

Dain

 ------------
Category 14,  Topic 10
Message 11         Sat Nov 03, 2001
A2.DAIN [Dain]               at 10:27 PDT

I just played Rogue Squadron at Target today.  I knew buying furnace filters
would be fun:)  The Gamecube controller is pretty comfy, even for me who has
large hands.  The graphics on the game were really nice except that I didn't
have much time and I died in the Trench Run.  I would have played more, but
there were others waiting to play.

I did hop on the X-Box that was right next to the Gamecube.  It had a real
game on it this time.  NFL Fever.  I picked up the controller and threw a 70
yard Touchdown pass which is odd since I had no clue what I was doing.  I then
proceeded to make a 2 point conversion.  This is either the best Football game
ever or the worst;)  It was a much better demonstration of the XBox's
graphical powers.  I am still not going near one:)

Dain

 ------------
Category 14,  Topic 10
Message 12         Tue Nov 06, 2001
KGAGNE [Ken]                 at 07:15 PDT

I have my copy of Star Wars, direct from Lucas. :)

-Ken

 ------------
Category 14,  Topic 10
Message 13         Tue Nov 06, 2001
SYNDICOMM [Sheppy]           at 14:51 PDT

But do you already have a GameCube to play it on? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 10
Message 14         Tue Nov 06, 2001
KGAGNE [Ken]                 at 15:53 PDT

> But do you already have a GameCube to play it on? :)

You don't need a GameCube to read the manual, or admire the fact that it's the
first time I've held a Nintendo game on a disc. :)

-Ken

 ------------
Category 14,  Topic 10
Message 15         Tue Nov 06, 2001
KGAGNE [Ken]                 at 18:58 PDT

Of course, an Xbox "special edition" of this game is due before too long... :\

-Ken

 ------------
Category 14,  Topic 10
Message 16         Tue Nov 06, 2001
SYNDICOMM [Sheppy]           at 20:51 PDT

>>>Of course, an Xbox "special edition" of this game is due before too long...
:\

Boo!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 10
Message 17         Sun Nov 18, 2001
KGAGNE [Ken]                 at 19:26 PDT

Dain,

I got only a couple shots at the Imperial Walkers, but as soon as the tow
cable attaches, the camera angle changes and I end up crashing into the tank's
legs.  Ouch!

The gray TIE fighters blend against the dark space sky so well that I almost
always need computer targeting just to find them. :\

-Ken

 ------------
Category 14,  Topic 10
Message 18         Sun Nov 18, 2001
KGAGNE [Ken]                 at 19:49 PDT

As I mentioned, the GameCube is the first Nintendo console with a built-in
clock.

The Star Wars manual says "Try playing different levels at different times of
the day."

If anyone notices any such relevant changes, please point them out in this
topic!

-Ken

 ------------
Category 14,  Topic 10
Message 19         Mon Nov 19, 2001
A2.DAIN [Dain]               at 05:05 PDT

The only one I have noticed so far is Tatooine.  The time of day you play the
level is the time of day in the game.  I was playing it yesterday around 4:30
and it was right around Sunset on Tatooine.  Pretty neat.

Ken , that was one of the most difficult things to adjust to in the original
Rogue Squadron.  In this game everything happens more quickly, and you feel
more like you are moving at the speed you were in the movie.  In the original
game you felt like it took 10 minutes to wrap up a walker.   The first couple
of times I bashed into the legs as well, one time I even only went around two
legs.  One thing to do is pay attention to your shadow on the ground it helps
you know how far away from the legs you really are.

Dain

 ------------
Category 14,  Topic 10
Message 20         Mon Nov 19, 2001
A2.DAIN [Dain]               at 20:01 PDT


Ken wrote...
>>-Ken
 (who wishes he had a friggin' clue on the fourth level)
((yeah, in Star Wars :)))


Ken,
  if you are referring to the Prisons Of Maw Level.  You have to first disable
the Shield.  You do this by using the Ion Cannonss "Hold B Button Down til
your sight goes Blue".  Then you get to go bomb with your proton Bombs.

Y-Wings are slow though.

Dain

 ------------
Category 14,  Topic 10
Message 21         Mon Nov 19, 2001
A2.DAIN [Dain]               at 20:33 PDT

You haven't lived until you've tried a full frontal assault on a Imperial Star
Destroyer in the B-Wing.....I didn't last long:)


Dain

 ------------
Category 14,  Topic 10
Message 22         Mon Nov 19, 2001
KGAGNE [Ken]                 at 20:50 PDT

Dain,

The first part of the "Prisons of Maw" level involve fighting TIE fighters
that I couldn't even find, much less hit!  Then I couldn't take out all the
shield generators before smacking into the shield itself.  I was hitting each
one with the ion cannon, and I'd be encouraged with "three left," "two left,"
etc. but there appeared to be no visual confirmation of the generator's
destruction, leaving me confused as to which three or two were stil left to
destroy.

Augh.

-Ken

 ------------
Category 14,  Topic 10
Message 23         Mon Nov 19, 2001
KGAGNE [Ken]                 at 22:01 PDT

Dain,

WTF am I supposed to destroy once I make it to the prisoner colony on the
fourth level?  I thought the targeting computer highlighted mission-critical
objectives in yellow, but only the impregnable gun towers are that color.  All
the buildings are highlighted in purple so I'm not sure which ones I'm
supposed to bomb, or how many or where they are.

-Ken

 ------------
Category 14,  Topic 10
Message 24         Tue Nov 20, 2001
A2.DAIN [Dain]               at 09:50 PDT

Ken, the gun towers must first be destroyed.   You do this by switching to
proton bombs.  Push the B button once and the craft should switch to Proton
Bomb targeting ( A purple cursor).   This is one of the things highlighted in
the training level on Tatooine I think.

When you take out the shield generators there is some visual confirmation as
part of the shield goes down.  As for the Ties.  You can take them out, but it
is harder than hell in a Y wing.  Your best bet is to just thrust through there
and head for the shield.  The Ties back off once you near the shield as it has
it's own defense which looks strangely like the frontier from 'The Last
Starfighter'

Personally I like the Y-wing once you get to do some bombing with it, other
wise it is an undergunned tank:)

Dain
 ------------
Category 14,  Topic 10
Message 25         Tue Nov 20, 2001
SYNDICOMM [Sheppy]           at 16:22 PDT

>>>Personally I like the Y-wing once you get to do some bombing with it, other
wise it is an undergunned tank:)

The Y-wing is too slow; it's like flying a bus.  I prefer the X-wing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 10
Message 26         Tue Nov 20, 2001
KGAGNE [Ken]                 at 18:50 PDT

Dain,

Thanks for the tips.  These were my problems:

1) I was engaging the TIE fighters, when I could've safely ignored them;

2) I was attacking all the shield generators, when I had to attack only three
of them repeatedly;

3) I was hitting the gun towers with my lasers, not my bombs.

Once I corrected these three oversights, the stage was a breeze.

Of course, the "Razor Rendevous" is now handing me my buttocks on a platter...

-Ken

 ------------
Category 14,  Topic 10
Message 27         Wed Nov 28, 2001
A2.DAIN [Dain]               at 22:06 PDT


Well, I finally finished the main story mode in Star Wars : Rogue Leader.  I
am happy to report that I am quite pleased with the product.  There were a few
things here and there that could have been improved, but considering that
actual programming for the game didn't begin until February of this year,
Factor 5 pulled off a near miracle with this one.

I still have four bonus missions to play(I think) and several ships to
unlock.  The only playable bonus ship I have managed to unlock is the
Millenium Falcon.  I know there are at least three more.  Plus there are quite
a few tech upgrades that I have failed to get.

Bonus: This game has a surprising amount of replayability for an action game.

Dain

 ------------
Category 14,  Topic 10
Message 28         Thu Nov 29, 2001
KGAGNE [Ken]                 at 07:16 PDT

Dain, you're a better gamer than I.  I fly toward the enemy/mission objective
and can't avoid being pounded into space dust.

-Ken

 ------------
Category 14,  Topic 10
Message 29         Thu Nov 29, 2001
A2.DAIN [Dain]               at 15:35 PDT


Ken,
  The key is to get the tech upgrades in the earlier missions.  For instance
on the Death Star Level there is an "Advanced Shields" upgrade.  It basically
gives you much better shields for the rest of the game.  There is also an
advanced lasers upgrade quite early in the game.  "Hoth" level I believe.
Both of these are vital to making missions such as the full frontal assault on
the Star Destroyer a little easier:)

I could tell you exactly where they are if you would like?

Granted I beat the Star Destoyer without either upgrade, but it was seemingly
impossible til I did it.

Dain

 ------------
Category 14,  Topic 10
Message 30         Thu Nov 29, 2001
A2.DAIN [Dain]               at 15:45 PDT

Beating the story mode seems to have unlocked a few DVD like features.  A
making of video, there is a greyed out switch for "ACE MODE" which I never
noticed before.  This game is already tougher than hell, I can't imagine how
hard an ace mode would have to be:)

BTW, Ken.  I have a lot fewer games to take away my attention.  I like to play
a game like this and concentrate on it and play and explore the levels.  To
save myself money I have basically told myself that I can't get a new game
until I finish the one I am working on (if possible, figure out a way to beat
tetris and let me know:).  I am actually a quite mediocre gamer.  I usually
start out really badly and gradually get better and better.   Rogue Squadron
II might be one of the tougher games that I have ever finished...and I am
really not completely finished with it.

Right now I am wondering if I should get another game, I am thinking of
getting one of the two new Nintedo titles coming next week.

Dain

 ------------
Category 14,  Topic 10
Message 31         Thu Nov 29, 2001
KGAGNE [Ken]                 at 22:00 PDT

Dain,

> I am actually a quite mediocre gamer. I usually start out really badly and
> gradually get better and better.

Being good at a game is 10% talent and 90% persistence. :)

> I could tell you exactly where they are if you would like?

Yes, please. :)

-Ken

 ------------
Category 14,  Topic 10
Message 32         Fri Nov 30, 2001
A2.DAIN [Dain]               at 09:57 PDT

Ken,
  There is one tech upgrade in the first level(not sure which one it is). It
is when you get to the second part where you have to be on the lookout for
enemy Ties.  It is next to a laser just a bit forward from where you start and
to the left(from memory..so I hope it is there) near the surface.

On Ison Corridor, there is a tech upgrade inside one of the larger floating
pieces of debris.  On the Hoth Level, there is a tech upgrade where the shield
generators used to be.  After the Shield Generators get blown to smithereens
and the Rebels signal retreat you have to fly back to the area where the
generator was. On Prisons of Maw, there is a Dish sitting next to a domed
building.  Destroy the domed building and it should be there....

I have only found one other (I think) on Bespin.

Btw.  If you are having problems taking out that Star Destroyer...try first
taking out the Ion cannons on it's side then go for the shield generators.
Taking it out from the rear of the beast seems to have less guns bearing down
on you as well.

To get the Gold Medal on that level you have to take out the Imperial Star
Destroyer in 1 minute 12 seconds...talk about being efficient.  Needless to
say I still have a silver:)

Dain

 ------------
Category 14,  Topic 10
Message 33         Fri Nov 30, 2001
A2.DAIN [Dain]               at 19:23 PDT

Funny thing about Rogue Squadron II.  Three people are listed in the game
credits for putting together the Game Manual.  Considering that in the pictures
of the ships, they show the A-Wing twice and list it as a speeder, it's quite
amazing that something that obvious got through editing:)  I am sure that is a
mistake you would never make Ken.  Maybe they need new manual writers at Lucas
Arts:)


Dain
 ------------
Category 14,  Topic 10
Message 34         Sat Dec 01, 2001
KGAGNE [Ken]                 at 19:26 PDT

Dain,

You're the person in this comic, aren't you. :)

http://www.penny-arcade.com/view.php3?date=2001-11-26

I found the laser tech upgrade, thanks.  Strangely, the GameCube froze shortly
thereafter, making a sound like the emergency broadcast system.  Opening and
closing the disc lid didn't matter; the disc wouldn't even spin back up.  The
reset button was completely nonfunctional.  I had to power down and up.

-Ken

 ------------
Category 14,  Topic 10
Message 35         Sat Dec 01, 2001
A2.DAIN [Dain]               at 19:59 PDT


Ken,
  I read a message like that happening to a few people, although it has never
happened to me.

And no...Most of the Star Wars stuff that has come out is utter crap:)

Dain
 ------------
Category 14,  Topic 10
Message 36         Sat Dec 01, 2001
KGAGNE [Ken]                 at 20:06 PDT

> Most of the Star Wars stuff that has come out is utter crap:)

I agree.  Star Wars Episode I Racer was kinda neat, as is Rogue Leader, but I
haven't liked any other SW games since the SNES.

-Ken

 ------------
Category 14,  Topic 10
Message 37         Sat Dec 01, 2001
A2.DAIN [Dain]               at 20:30 PDT


The PC games X-Wing and Tie Fighter were pretty decent too.(btw I think they
came out for Mac as well)

Dain
 ------------
Category 14,  Topic 10
Message 38         Tue Dec 04, 2001
KGAGNE [Ken]                 at 20:38 PDT

Dain,

Well, I'll be.  After reading that FAQ you sent me, I got past the "Razor
Rendezvous" on the next try.  Even got a silver medal.  Beat the two stages
after that, too.  I tried to go back and get the tech upgrades from the Razor
and following stages, but no luck.  I'll prolly try the "steal the shuttle"
level again for that reason though.

Thanks,

-Ken

 ------------
Category 14,  Topic 10
Message 39         Wed Dec 05, 2001
KGAGNE [Ken]                 at 15:45 PDT

Dain,

Speaking of the instruction booklet...

The manual writer for Rogue Leader was Geoff Keighley, who used to be a sysop
on the video games forum on CompuServe and is the brains behind GameSlice.net.
He wrote the excellent "Making of Metal Gear Solid 2" feature I mentioned in
Cat 27, Top 7, Msg 13.

Small world!

-Ken

 ------------
Category 14,  Topic 10
Message 40         Thu Dec 06, 2001
KGAGNE [Ken]                 at 10:23 PDT

LUCASARTS' STAR WARS ROGUE SQUADRON II: ROGUE LEADER BLASTS AWAY
COMPETITION IN FIRST WEEK OF SALES

Star Wars Flight Action Game Debuts as Top Third-Party Title,
Second Overall for Nintendo GameCube

SAN RAFAEL, Calif. -- December 5, 2001 -- Star Wars Rogue Squadron
II: Rogue Leader, from LucasArts Entertainment Company LLC, blasted apart the
Nintendo GameCube sales charts in its first week of availability, debuting as
the top third-party title and second overall for Nintendo's new game console
system, according to NPD/TRST.

"We're very happy with the strong initial sales performance of Star Wars
Rogue Leader in North America," says Mary Bihr, vice president, worldwide
sales and marketing for LucasArts. "In fact, LucasArts has never sold as many
units of a title in so short a period of time. Early indications point to
demand for Star Wars Rogue Leader remaining high throughout the holidays and
well into the new year."

"Star Wars Rogue Leader flew off shelves immediately and has been Electronics
Boutique's best selling title for Nintendo GameCube," says Pete Roithmayr,
vice president of merchandising/video games at Electronics Boutique. "The
game is so popular it even showed significant sell-through one week before
the system was available."

Star Wars Rogue Leader, developed in conjunction with Factor 5, features
stunning, movie-like visuals, and immerses players in an intense
action-arcade experience. The game's aerial conflict takes place in a variety
of craft such as the legendary X-wing, A-wing, and B-wing, amidst
extraordinary 3D settings including the perilous Death Star trench run, a
daring space attack on a Star Destroyer, and the legendary ice planet of
Hoth. Star Wars Rogue Leader is the sequel to the hit Nintendo 64 game from
LucasArts, Star Wars Rogue Squadron.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

# # #

 ------------
Category 14,  Topic 10
Message 41         Sun Dec 09, 2001
KGAGNE [Ken]                 at 19:03 PDT

In message 15, I wrote:

> Of course, an Xbox "special edition" of this game is due before too long...

My bad.  The Xbox game is "Star Wars Starfighter: Special Edition", a version
of a game previously released for PlayStation 2 and unrelated to the Rogue
Squadron series.

-Ken

 ------------
Category 14,  Topic 10
Message 42         Tue Dec 18, 2001
KGAGNE [Ken]                 at 14:27 PDT

Title       : STAR WARS ROGUE SQUADRON II: ROGUE LEADER
Platform    : Nintendo GameCube
Publisher   : LucasArts
ESRB Rating : Everyone
Game Rating : 8.7
Review by   : Ken Gagne

These are no rebels without a cause. Join the fight against the Imperial
forces in one of the Nintendo GameCube's first and finest exclusive titles:
Star Wars Rogue Leader, developed by Factor 5 and published by LucasArts.

The sequel to the Nintendo 64 game Rogue Squadron, Rogue Leader is
essentially a flight sim shooter, and takes place concurrently with the first
Star Wars trilogy. Four of the game's ten missions are lifted directly from
the movies: the attack on the Death Star (A New Hope), battling AT-ATs on the
ice planet Hoth (The Empire Strikes Back), and the final battles against the
Death Star above Endor (Return of the Jedi).

The other six missions provide background story, delighting Star Wars
aficionados with imagined scenes coming to life, while giving new depth to
those people less versed in Star Wars lore. Gamers looking for the thrill of
playing out the movies, perhaps as Han Solo or Chewbacca, will not have those
opportunities here. Instead you get to fly as Luke Skywalker or Wedge
Antilles, with the later voice-acted by the actual actor from the movies.

The missions include a variety of goals, from shooting down enemy ships to
infiltrating bases and stealing shuttles and plans. Certain missions may even
look or play differently depending on the time of day. A-, B-, X-, and
Y-Wings stock the hangar of craft players may choose from. Each controls
similarly, though never as quickly or tightly as enemy fighters. It is
sometimes required to swap ships in mid-mission, keeping the gameplay
interesting and players on their toes.

Regardless of your vessel, spotting enemy TIE fighters often requires use of
the targeting computer - use of which the game deducts points for. The game
ranks your performance; achieving enough points to earn medals is a fiendish
and frustrating task. Unfortunately, constant replay and perfection of skill
is the only way to unlock the game's many secrets, including hidden vehicles
and video featurettes.

You're likely to die plenty of deaths in pursuit of that goal, as Rogue
Leader features missions of wildly varying difficulty. Fortunately, you don't
have to be a Star Wars enthusiast to enjoy what's essentially a simple
shooting game. The variety of missions and obstacles keep members of Rogue
Squadron from just "pointing and shooting." You must choose your ships,
priorities, and approaches carefully, or else the Rebels may not get another
chance.

Rogue Leader is one of the first games to employ Dolby Pro Logic II, allowing
for gamers appropriately equipped to be enveloped in 5.1 surround sound, with
laser fire and stomping AT-ATs coming from every corner of the room. Yet you
still won't be missing much if a stereo television is the best you have. John
Williams' soundtrack abounds, as does digitized speech from wingmen and
Imperial troops. Your comrades' patronizing remarks offer little
encouragement during the game's harder missions.

The game's difficulty is clearly represented by the graphics, which happily
depict swarms of enemies. The number of moving objects the GameCube can
render simultaneously would be obnoxious, if it wasn't so impressive - and
deadly. TIE fighters and laser turrets are rarely placed just to show off.
Dash head-first against a star destroyer, and you'll get the attention of all
its glorious weaponry for the few remaining seconds of your life.

I may anger a few Jedi fanatics by calling this game a glorified flight
simulator. Regardless, it's very good, with plenty of atmosphere, challenge,
options, and graphics. The Force is strong in this one!
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 10-Dec-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 10
Message 43         Fri Apr 25, 2003
KGAGNE [Ken]                 at 06:24 PDT

Penny Arcade has a shot from Rogue Squadron III:

http://www.penny-arcade.com/news.php3?date=2003-04-25

 ------------
Category 14,  Topic 10
Message 44         Sat Apr 26, 2003
A2.DAIN [Dain]               at 16:59 PDT


Rogue Squadron III looks to be much more of an experience than Rogue Squadron
II.  Not only can you play every mission from II in Two player mode, but there
are seemingly a ton of other missions including getting out of your vehicles
and doing things.  Some things I have read seem to indicate that you will also
be able to jump into vehicles you find along the way.  I hope it turns into
more of a game/exploring experience than a mission based shooter.

Dain
 ------------
Category 14,  Topic 10
Message 45         Sat Apr 26, 2003
KGAGNE [Ken]                 at 19:42 PDT

Dain,

> Not only can you play every mission from II in Two player mode

You mean Rogue Squadron III includes the entire RSII game?

> there are seemingly a ton of other missions including getting out of your
> vehicles and doing things.

I hope the foot missions are better than they were in The Clone Wars.

> I hope it turns into more of a game/exploring experience than a mission based
> shooter.

I dunno... remember Shadows of the Empire (N64)?  Fun game, but not
necessarily very good.

-Ken

 ------------
Category 14,  Topic 10
Message 46         Sat Aug 02, 2003
A2.DAIN [Dain]               at 14:28 PDT


It was announced that Rebel Strike, the Sequel to Star Wars Rogue Squaron II:
Rogue Leader, will come with a preorder bonus disc, much like the Legend of
Zelda Bonus disk.  This disk will contain a one level demo from Rebel Strike
(10 bucks says that it is the Hoth Level), a A playable demo of the RPG with
Gladiators Gladius from LucasArts, A Rogue Leader demo, A rogue leader trailer
and an emulated version of 1982's Star Wars Arcade(woohoo!).  It's possible
that more might be packed in as well.

I've seen some footage from the game, and the Bespin Level from this new game,
really makes the Bespin Level from the previous game look horrible.

Neat bonus though:)

Dain


 ------------
Category 14,  Topic 10
Message 47         Thu Aug 14, 2003
KGAGNE [Ken]                 at 10:45 PDT

The Official Star Wars Rogue Squadron III: Rebel Strike product page has gone
live on the LucasArts web site:

http://www.lucasarts.com/products/rebelstrike/indexFlash.html

Check it out for new screens, movies and shots from the classic Star Wars
title featured on the pre-order disc.

The Star Wars Rogue Squadron III: Rebel Strike pre-order disc will be in
stores the first week of September!
This special disc includes:

* 1982 Star Wars Atari arcade game playable on the Nintendo GameCube
* Star Wars Rogue Squadron III: Rebel Strike single-player Hoth level demo
* Star Wars Rogue Squadron III: Rebel Strike concept art and game trailer
* Gladius game trailer
* Various "Making of" content

Participating retailers include: Electronics Boutique, GameStop, Best Buy,
Toys R US and tru.com, Game Crazy, Circuit City, Media Play Transworld,
KayBee, Target, Hastings, Virgin, and Fred Meyer.

 ------------
Category 14,  Topic 10
Message 48         Fri Oct 17, 2003
KGAGNE [Ken]                 at 11:10 PDT

The world record on the original Star Wars coin-op, a version of which is now
available for GameCube, was defeated earlier this month:

http://www.twingalaxies.com/forums/viewtopic.php?t=1563&start=0

 ------------
Category 14,  Topic 10
Message 49         Sat Dec 27, 2003
KGAGNE [Ken]                 at 12:53 PDT

Title       : STAR WARS ROGUE SQUADRON III: REBEL STRIKE
Platform    : Nintendo GameCube
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 6.7
Review by   : Ken Gagne

Even rebels can go bad.

Rogue Squadron II: Rogue Leader was a launch title for the Nintendo GameCube,
and amazed audiences with its graphics, gameplay, and significant but
manageable difficulty.

Sadly, Rogue Squadron III: Rebel Strike flounders in inadequacy, compromising
the success of the series with a dispersed effort across many gameplay styles
that drags the whole product down.

More than enough games have been based on Lucas' original trilogy, so
LucasArts has wisely moved away from those familiar scenes. Unfortunately, the
original missions they've created in their stead lack the cohesion of the
films. The levels comprise a series of disconnected missions that, while
relating to the Star Wars universe and plots, offer little substantive
expansion.

These missions have senseless objectives and rules. In one, an enemy troop
transport is trying to escape, but does so by making hops, landing every fifty
feet and exposing itself to the player's fire. Another level has gamers
attacking an enemy transport which previously escaped with Rebel prisoners;
later, players defend a transport under fire, but the level ends when the
players find a means of escape. A third level has local citizens offering the
vague advice, "Here's a bomb - use it!", turning what should be a standard
defensive mission into a nebulous search for a target and means of detonation.

A supposed improvement in this installment of Rogue Squadron, and one of the
downfalls of the series, is the variety of mission styles and vehicles. Luke,
Wedge, and other avatars will occasionally tackle their targets on foot. But
whereas Shadows of the Empire, the lukewarm Nintendo 64 game, employed this
method with some strategy, Rebel Strike puts gamers in control of models that
senselessly exchange fire with enemy troops. The camera angles are terrible,
making the heroes too small or obscure, and the aiming, even using the target
lock-on, is imprecise.

Other ground vehicles, including land speeders, tauntauns, and AT-STs, suffer
similar problems. Dash Rendar experienced a greater sense of speed when he
mounted a swoop bike in Shadows of the Empire seven years ago.

The two-player versus mode is similar to Star Wars Demolition, another past,
failed licensing attempt, and the opportunity to connect a Game Boy Advance to
issue orders to one's wingmen is a barely noticeable feature. But the
two-player cooperative mode is a significant addition to the series, as it
features every level from its predecessor, Rogue Leader - though some stages
don't adapt well to multiplayer, such as the Death Star trench run.

The graphics have supposedly been enhanced since Rogue Leader, though such
improvements don't seem critical. Enemy fighters still swarm in impressive
numbers, though noticing them against space's black background often requires
using the targeting computer. The collision detection has some serious issues,
especially in the automated cinemas, which feature ships flying through
asteroids and into each other. These cinematics further display momentary
black screens when switching from one cut to another - a discontinuity that
interrupts the fluidity of the presentation.

Star Wars games are often hit-or-miss; the Rogue Squadron series had been
exceptional in its quality, but Rebel Strike finally succumbs to the license's
curse. Developer Factor 5 proved their mastery of flight in the previous Rogue
Squadron games; in this installment, they've demonstrated their ineptitude at
most other styles, rebelling without cause from a proven formula.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 18-Nov-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
 ************
Topic 11        Sun Apr 21, 2002
A2.DAIN                      at 14:01 PST
Sub: Metroid Prime

A first-person adventure game in one of Nintendo's most popular franchises:
the journeys of bounty hunter Samus Aran, and her conflicts with the
energy-draining Metroid organism.

 39 messages
 ************
 ------------
Category 14,  Topic 11
Message 1          Sun Apr 21, 2002
A2.DAIN [Dain]               at 14:15 PDT


There has been quite a bit of publicity about Metroid Prime, because it is the
game taht every Nintendo Owner has been waiting Nearly ten years for.  All of
the Metroid titles in the past have been side scrolling exploring games.  I was
worried when I read that this game was now slated to be a game played mainly
from the first person perspective.  Over the years I have played a few of these
games and the only one I really liked was GoldenEye for the Nintendo 64. I just
didn't think that the Metroid name would get the game that it deserved, at
least until now.  Recently I began playing a PC game called, Jedi Knight II,
and I found that it could be done right.  One amazing part of the game is when
the player switches to use the lightsaber the game shifts into the 3rd person
perspective, because frankly a lightsaber duel would look stupid in the first
person perspective.  This is hopefully the same way they handle Metroid.  Use
the perspective that works for the situation.

Hopefully this game will be here this Christmas.  I am looking forward to
it....and oh yeah, it better have some Multiplayer in it:)
Dain
 ------------
Category 14,  Topic 11
Message 2          Mon Apr 22, 2002
KGAGNE [Ken]                 at 08:44 PDT

There have thus far been only three Metroid games:

Metroid (NES)
Metroid II: Return of Samus (Game Boy) (1992)
Super Metroid (Super NES) (1994)

IGN.com recently posted a historical outline of the events in these games,
since they are all related:

http://cube.ign.com/articles/135/135316p1.html

The creator of the series, Gumpei Yokoi, left Nintendo due to the Virtual Boy
being a failure.  He founded his own technology company, and was driving home
one evening when his car was involved in a minor accident.  He pulled to the
side of the road and was inspecting the damage when he was hit by another car
and died.

There hasn't been a new Metroid game since.

-Ken

 ------------
Category 14,  Topic 11
Message 3          Wed Apr 24, 2002
KGAGNE [Ken]                 at 18:00 PDT

Dain,

Multiplayer Metroid?  How would that work?  Isn't it enough that you can play
as Samus in the Smash Bros. games? :)

-Ken

 ------------
Category 14,  Topic 11
Message 4          Fri Apr 26, 2002
A2.DAIN [Dain]               at 17:00 PDT

Ken,
  A Multiplayr game would work much in the same way that it does for games like
Goldeneye.  Just having the option would be fun.  Just have a few characters
with all the weapons from the game available, and some really well layed out
Multiplayer maps....mix in a little online support...

mmmmm..:)

Wouldn't it be fun getting schooled by some loser from Nebraska?;)


Dain

 ------------
Category 14,  Topic 11
Message 5          Sat Apr 27, 2002
KGAGNE [Ken]                 at 07:57 PDT

Dain,

I dunno.  A Goldeneye-ish multiplayer mode would give the definite feeling of
Metroid as being a 1pp shooter... which it isn't (or shouldn't be).

> Wouldn't it be fun getting schooled by some loser from Nebraska?;)

The world may never know. <g>

-Ken

 ------------
Category 14,  Topic 11
Message 6          Thu Oct 24, 2002
KGAGNE [Ken]                 at 18:08 PDT

Nintendo Power is offering another bundle:

- Metroid Prime game for GameCube ($50)
- Metroid Prime player's guide ($15)
- GameCube Memory Card 59 ($20)
- $10 off coupon for WaveBird Wireless Controller ($10)
- One-year subscription to Nintendo Power

Total damage on that collection is $70.  Not bad, really, if you're planning
on getting the game anyway.

http://www.nintendopower.com/primetimepak

-Ken

 ------------
Category 14,  Topic 11
Message 7          Fri Oct 25, 2002
A2.DAIN [Dain]               at 22:55 PDT


Well, I got to play both Metroid Prime and Metroid Fusion tonight at Target.
Not a whole lot, but both seem like high quality titles.   One interesting
thing, is that somehow if you link up both Metroid Prime and Metroid Fusion,
you can unlock the NES Metroid and play.  Play with a save game feature and not
the hideous password system of yore:)

I think both of these titles are near the top of my Christmas list...

Dain
 ------------
Category 14,  Topic 11
Message 8          Mon Oct 28, 2002
KGAGNE [Ken]                 at 17:48 PDT

Dain,

Is the original Metroid played on the GBA or the GameCube?

-Ken

 ------------
Category 14,  Topic 11
Message 9          Mon Oct 28, 2002
A2.DAIN [Dain]               at 21:03 PDT


I believe it is played on the Gamecube.  They say that you can save your game
on the memory card.

Dain
 ------------
Category 14,  Topic 11
Message 10         Sun Nov 17, 2002
KGAGNE [Ken]                 at 09:37 PDT

This game comes out on Tuesday - woo-hoo!

If you buy this game with a Nintendo GameCube, you get $20 off, courtesy a
coupon from Nintendo available at your local retailer.

If you buy this game and Metroid Fusion for the Game Boy Advance, after
beating the latter, you can play the original NES Metroid on the GameCube.
How cool is that?

-Ken

 ------------
Category 14,  Topic 11
Message 11         Sun Nov 17, 2002
A2.DAIN [Dain]               at 16:38 PDT


I'm really looking forward to this game:)  This game has only one Level;)  One
really huge level:)  I've always hated how they've treated FPS games as a
series of checkpoints you have to hit and then...here are your killing stats.
 Regardless this game has already been reviewed several places (I can't wait to
read yours ken), and has been pretty much hailed as THE game that will make one
buy a Gamecube.

We'll see:)

Dain
 ------------
Category 14,  Topic 11
Message 12         Sun Nov 17, 2002
KGAGNE [Ken]                 at 17:50 PDT

Dain,

> this game has already been reviewed several places (I can't wait to read
> yours ken)

I've committed to various publishers to review their games, and I don't have
the room in my upcoming schedule to review Metroid... which means something
else has to be bumped.  No way I'm missing this one. :)

-Ken

 ------------
Category 14,  Topic 11
Message 13         Mon Nov 18, 2002
SYNDICOMM [Sheppy]           at 20:05 PDT

>>>I've committed to various publishers to review their games, and I don't
have the room in my upcoming schedule to review Metroid... which means
something else has to be bumped.  No way I'm missing this one. :)

Hehehe, must be something else.  I look forward to yolur review. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 11
Message 14         Tue Nov 19, 2002
KGAGNE [Ken]                 at 15:45 PDT

NINTENDO REDEFINES "T and A" FOR COLLEGE CROWD

National Contest Challenges College Students to Show off Their 'Talent and
Adventure' to Win Metroid Prime-Time Party

REDMOND, Wash., Oct. 24, 2002 - Rip roaring parties, all-nighters, caffeine
and sugar binges ... these are just a few of the ingredients that get college
kids to dare to bare - well, their talent and adventure (T and A), that is.
As it rolls out its strongest game lineup ever for older players, Nintendo of
America Inc. today kicks off something a little bit different - a nationwide
Metroid" Prime Talent and Adventure (T and A) Contest.

Effective immediately, Nintendo is searching for the most creative,
adventurous and innovative group of college students in the country - the
kind of fans who will go to extreme lengths to win their very own preview
party for the all-new Metroid Prime game for NINTENDO GAMECUBE(TM).

College students with a bit of wit who love a good time are officially
invited to prove their ingenious abilities by doing something outlandish and
clever - though safe and legal - featuring the words, "Metroid Prime," to
garner attention. Award-winning stunts might include spelling the words out
as a human pyramid at a crowded football game, "commandeering" a cable access
program, or otherwise doing something wild with the words "Metroid Prime."

"The Metroid Prime Talent and Adventure Contest is designed for students who
aren't afraid to take some risks, be bold, and have some fun," says Peter
MacDougall, executive vice president, sales and marketing, Nintendo of
America Inc. "We're going straight to the experts, the kids who really know
how to have fun - all for the sake of entertainment."

Each of the five Grand Prize winners of the Metroid Prime T and A Contest
will receive $1,000, five NINTENDO GAMECUBE systems, five copies of the new
Metroid Prime game, along with an official Nintendo Metroid Prime party on
their college campus for up to 200 of their closest friends. To help get the
party started, Eric Nies of MTV's Real World will serve as the professional
Metroid Prime-Time party host, along with dance tunes spun by Noah Kerner -
Jennifer Lopez's personal DJ.

Stunt entries submitted between the contest dates of October 24 through
November 12, 12 a.m. (PDT), 2002 will be eligible. Only one contest entry is
allowed per individual and for group submissions, one entry per group.
Students must be age 18 or older to enter, with one winning entry per college
eligible to win.

Metroid Prime, exclusively for NINTENDO GAMECUBE, is one of the most highly
anticipated games of the year and is scheduled for U.S. launch on November
18, 2002. This 3D first-person adventure game is based on the classic
Metroid" franchise, which takes players on a brand new, visually stunning
futuristic voyage through the eyes of its prime time star, Samus. Now for the
first time ever, consumers can play Samus on and off the video game screen,
for a chance to prove their super human talents and adventure. Metroid Prime
features a T (Teen) rating and an MSRP of $49.95.

For more information on Nintendo's T and A Contest, stunt suggestions, entry
forms, contest rules and judging criteria are now available online at
www.metroid.com/TandAContest.

As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.6 billion video games worldwide, creating enduring industry
icons such as Mario(TM) and Donkey Kong(R) and launching such franchises as
Zelda(TM) and Pokemon(R). As a wholly owned subsidiary, Nintendo of America
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operations in the Western Hemisphere.

For more information about NINTENDO GAMECUBE or any other Nintendo product
visit the company's Web sites, www.nintendo.com or www.nintendogamecube.com.

# # #

 ------------
Category 14,  Topic 11
Message 15         Tue Nov 19, 2002
KGAGNE [Ken]                 at 15:45 PDT

I'm headed out the door to one of the afore-mentioned parties as we speak. :)

 ------------
Category 14,  Topic 11
Message 16         Tue Nov 19, 2002
A2.DAIN [Dain]               at 21:35 PDT


I picked up my copy of Metroid Prime today and so far I am really enjoying
myself.  I think I have been over spoiled from really simple two button
controls as this game seem to use them all:)  It usually takes me a while to
warm up to a new control scheme. I wasn't sure if I would enjoy the lock on
targeting and such, but it's getting more fun per minute.  I play through the
introductory level, and am now exploring Talon IV:)

I've found the Morph Ball, a pack of missile and an energy tank.

So far it's been a pretty graceful transition into the world of 3D.

It seems like only a year ago everyone was talking about Retro Studios falling
apart and not being able to do anything but fancy graphics.

I've just scratched the surface, but so far so great:)

Dain
 ------------
Category 14,  Topic 11
Message 17         Wed Nov 20, 2002
KGAGNE [Ken]                 at 11:16 PDT

BradyGames' Metroid(r) Prime Official Strategy Guide gets players primed and
ready for action

INDIANAPOLIS - Nov. 20, 2002 - Metroid madness awaits! Players of Nintendo's
Metroid(r) Prime for the Nintendo GameCube(tm) will be primed for action with
BradyGames' Officially Licensed Strategy Guide to assist them in this
exciting 3D first-person adventure.

Metroid Prime, the latest installment in the Metroid series, reinvents the
popular franchise, bringing main character Samus Aran, into an all-new 3D
world with gorgeous graphics. Gamers assume the role of this familiar bounty
hunter in the first-person perspective, facing dangerous adversaries, both
old and new. Players embark on an adrenaline-charged alien-blasting journey
loaded with classic weapons from the previous Metroid games and an arsenal of
all-new weapons.

BradyGames' Metroid Prime Official Strategy Guide features essential tactics
to gain the upper hand in this exciting quest! Detailed maps note important
rooms in each world, and pinpoint every power-up item. Players will quickly
fill Samus Aran's log book with the complete walkthrough that shows gamers
what objects to scan and where to find them in order to unlock the image
gallery, revealing important pirate data, Chozo Lore, and enemy data. As an
added bonus, the guide includes coverage of how to link from Metroid Prime to
Metroid Fusion for Game Boy(r) Advance, along with a brief walkthrough of the
original Metroid game.

"Metroid Prime is one of the most highly anticipated GameCube titles for
2002," said David Waybright, publisher for BradyGames. "Our guide offers the
most comprehensive strategy to get through the game, at a great value of
$9.99."

- - -

Metroid Prime Official Strategy Guide (ISBN 0-7440-0185-4) is available at
electronics, book and software retailers for $9.99 US / $14.99 CAN. It is
also available for purchase online at http://www.bradygames.com.


ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win - comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(r).

 ------------
Category 14,  Topic 11
Message 18         Wed Nov 20, 2002
KGAGNE [Ken]                 at 11:17 PDT

BradyGames' strategy guide has an MSRP of $9.99.  There is another one,
probably by Prima, which retails for $14.99 and covers both Metroids Prime and
Fusion.

 ------------
Category 14,  Topic 11
Message 19         Wed Dec 04, 2002
KGAGNE [Ken]                 at 04:42 PDT

Anyone playing this game?  How is it? :)

I had some time Sunday morning to go a few rounds.  I found three energy tanks
and the Gravity Suit, and am ready to enter a new region.  Three energy
tanks... I'm wondering if the game will be too easy.  I hope not.

-Ken

 ------------
Category 14,  Topic 11
Message 20         Wed Dec 04, 2002
A2.DAIN [Dain]               at 16:03 PDT


I've been playing Metroid Prime.  The progress indicator on the load save game
screen implies that I am 14% done with it.  It's quite a bit of fun, and seems
to be more about exploration and not destruction.  The first person perspective
seems to have taken little from the game as many feared it would.  I am not
finding the game too easy nor too hard.  Nicely balanced and always progressing
forward in a way that Nintendo almost always seems to pull off, while others
seem to make games either much too hard or too much of a cake walk.    Things
I've found in the game involve many missile tanks, a few Chozo Artifacts, a few
energy tanks, the morph ball, the ball bombs and the ball boost.

So far, I've found it a great game.  Judging by how far complete I am and how
many hours I've played.  I should be enjoying it for a while yet.

Dain
 ------------
Category 14,  Topic 11
Message 21         Wed Dec 11, 2002
KGAGNE [Ken]                 at 04:40 PDT

When I turned off Metroid Prime on Sunday morning, I had just found the Power
Bombs; I was 7:45 into the game, and 49% complete.

I played for a few more hours last night and found an Energy Tank and two
Chozo artifacts, the X-Ray Scope, Grapple Hook, Plasma Beam, and
Flamethrower.

I'm getting a bit tired of all the back-tracking.  It's especially confusing
with the transports; though the 3D maps are handy, it's not necessarily true
that the transport in North Magmoor Caverns leads to North Chozo Ruins; it
could be South or East.

-Ken

 ------------
Category 14,  Topic 11
Message 22         Wed Dec 11, 2002
A2.DAIN [Dain]               at 21:18 PDT


Ken,
  I haven't found the back tracking too annoying yet, but then you are a bit
further into the game than I.  I am still having fun.  I just found the heat
visor and just recently met up with some Metroids.  You are quite a bit further
into the game than I. Those invisible space pirates are starting to get on my
nerve.


Neat stuff.  Not a perfect game, but I am still having lots of fun.

Dain
 ------------
Category 14,  Topic 11
Message 23         Tue Dec 17, 2002
KGAGNE [Ken]                 at 18:42 PDT

I finished Metroid Prime tonight.  It took me 12 hours and 22 minutes; I'm
shocked that I found as little as 75% of all the items.

-Ken

 ------------
Category 14,  Topic 11
Message 24         Fri Jan 24, 2003
KGAGNE [Ken]                 at 19:15 PDT

Apparently, the rights to a Metroid movie have been snatched up:

http://www.planetgamecube.com/news.cfm?action=item&id=3867

 ------------
Category 14,  Topic 11
Message 25         Sat Jan 25, 2003
A2.DAIN [Dain]               at 20:43 PDT


Noooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo!!!!!!
!

Until someone proves me wrong.  Making a Movie from a video game is a bad idea.
 Although it does have the fact that Metroid really hasn't much of a storyline
going for it.  Of course, Hollywood isn't known for green lighting good
screenplays for this kind of stuff.

Dain
 ------------
Category 14,  Topic 11
Message 26         Wed Feb 26, 2003
A2.DAIN [Dain]               at 21:52 PDT


I am finally making some progress in Metroid Prime again.   I have a ways to
go, but I finally got past this really long and tough haul between save points
in the Phazon Mines.  I am starting to get really paranoid about what's behind
the next door everytime:)

I've heard that a sequel is already in the works.  I wonder if that is too
soon.

Dain

 ------------
Category 14,  Topic 11
Message 27         Mon Mar 17, 2003
A2.DAIN [Dain]               at 21:59 PDT


It's Miller Time!!! (so to speak anyway).  I finally vanquished the Omega
Pirate.    The strange part is, I did absolutely nothing to alter my attack
method the last three times I tried it, but the third time I had half my energy
left after the defeat.  I must have done something right that third time I
didn't notice:)

Regardless, I am now sitting at 59% complete:)  Still having fun..despite the
major pause in progress.  I took a good week and a half off from it, maybe that
helped.

Dain
 ------------
Category 14,  Topic 11
Message 28         Sun Mar 23, 2003
A2.DAIN [Dain]               at 22:27 PDT


I finally cleared Metroid Prime.  I really enjoyed this game.  I thought it was
quite challenging.  Not so much so that it got annoying.  The game was very
atmospheric and almost scary in parts.  It was a good time and since it took me
since November to finish it.  It looks like I got my moneys worth;)

I am not sure I have ever seen that much jumping involved in a game that was
first person.  3D jumping can be quite annoying compared to a 2D game.  They
pulled it off quite well.

Retro Studios did a bang up job with it.   I still remember a year or so
ago...all the complaints about how horrible it would be.  I still wouldn't mind
seeing a full blown 2D version with fabulous artwork.

Dain

 ------------
Category 14,  Topic 11
Message 29         Fri May 09, 2003
KGAGNE [Ken]                 at 20:59 PDT

Metroid Prime has been beaten in 1 hr, 46 min:

http://www.twingalaxies.com/cgi-perl/news_release_Mike_Morrow_report_Metorid_Pr
ime.pl

 ------------
Category 14,  Topic 11
Message 30         Fri May 09, 2003
A2.DAIN [Dain]               at 23:37 PDT


Okay, considering it took me 18 hours or so...someone must be nuts...and have
no job:)  Beating that in under two hours is crazy.


Dain

 ------------
Category 14,  Topic 11
Message 31         Wed Jan 21, 2004
KGAGNE [Ken]                 at 19:21 PDT

It has been essentially confirmed that Metroid Prime 2 will feature a
multiplayer mode.  Whether this will be competitive or cooperative, and
players will be able to choose Samus or Metroids as their avatars, remains
unknown.

 ------------
Category 14,  Topic 11
Message 32         Thu Jan 22, 2004
A2.DAIN [Dain]               at 18:45 PDT


Hmmm..I have no clue how a multiplayer game would work in Metroid.  I mean a
metroid just latches on and drains you.   Of course I'd love for them to show
an interesting way to pull it off.

Dain
 ------------
Category 14,  Topic 11
Message 33         Fri Jan 23, 2004
KGAGNE [Ken]                 at 12:00 PDT

Dain,

As Metroid for GBC and GCN both showed, there are many kinds of Metroids.  Who
knows what we'll see them evolve/mutate into in Prime 2. :)

-Ken

 ------------
Category 14,  Topic 11
Message 34         Mon Mar 22, 2004
KGAGNE [Ken]                 at 10:12 PDT

This game has dropped in price to $19.99.

 ------------
Category 14,  Topic 11
Message 35         Wed Apr 28, 2004
KGAGNE [Ken]                 at 07:50 PDT

Metroid Prime 2: Echoes will feature four-player multiplayer:

http://www.nintendo.com/gamemini?gameid=m-Game-0000-1699&

 ------------
Category 14,  Topic 11
Message 36         Fri Nov 19, 2004
KGAGNE [Ken]                 at 08:14 PDT

Oh, boy, oh boy!  I got my copy of Metroid Prime: Echoes yesterday, along with
Metal Gear Solid 3: Snake Eater.  I'm not sure which to play first: the former
I expect to be funner, but I love a good story, which I think the latter will
have.

Not like I'm going to get to either before Christmas break... :)

-Ken

 ------------
Category 14,  Topic 11
Message 37         Sun Jan 02, 2005
KGAGNE [Ken]                 at 09:59 PDT

I finished Metroid Prime 2 last night.  It was a fun game, extremely similar
to the first one; the biggest innovation was the world's light/dark duality,
similar to Zelda: A Link to the Past.  It took me about 17.5 hours to finish,
and I'm a bit stunned that with all the exploring and scanning I did, I still
collected only 77% of the total information.  Also, the titular monster was
hardly anywhere to be seen - no surprises in the storyline.

I had some help from Deuce ex Defcon's FAQ, available at
<http://www.gamefaqs.com/console/gamecube/game/35785.html>.

-Ken

 ------------
Category 14,  Topic 11
Message 38         Thu Jan 13, 2005
A2.DAIN [Dain]               at 04:30 PDT


I have Metroid Prime, I have not as of yet worked up the motivation to finish
it.  I have too much other things to do right now.  I will someday:)

Dain
 ------------
Category 14,  Topic 11
Message 39         Wed Aug 09, 2006
KGAGNE [Ken]                 at 13:09 PDT

Read the history and mystery of Nintendo's star, Samus Aran:

http://www.1up.com/do/feature?cId=3152658

 ------------
 ************
Topic 12        Tue Jun 25, 2002
KGAGNE                       at 07:09 PST
Sub: The Legend of Zelda

The adventures of Link continue in The Wind Waker, a cell-shaded game released
in early 2003.  Twilight Princess, a more realistic take on the franchise,
hits the GameCube in Q2 2006.

 60 messages
 ************
 ------------
Category 14,  Topic 12
Message 1          Tue Jun 25, 2002
KGAGNE [Ken]                 at 07:10 PDT

Despite the dark, hard-edged Link that appeared in a Spaceworld 2000 video,
Shigeru Miyamoto has created a young, cute-looking Link for the GameCube Zelda
game.  The graphics use cell-shading to create a cartoonish appearance,
similar to that seen in Jet Set Radio, Cel Damage, and other games.

 ------------
Category 14,  Topic 12
Message 2          Tue Jun 25, 2002
KGAGNE [Ken]                 at 07:11 PDT

Gamers.com reports that the dark, hard-edged Link is supposed to appear as a
hidden character in Namco's GameCube version of the fighting game Soul Calibur
2.

 ------------
Category 14,  Topic 12  [MOVED]
Message 3          Wed Nov 13, 2002
A2.DAIN [Dain]               at 10:00 PDT


This could be a huge story...for Nintendo gamers...
Planet Gamecube has a scan of an ad that seems to indicate that the first
100,000 gamers to lay their hands on Zelda for the Gamecube will also walk out
with a free compilation disc that contains both Zelda : Ocarina of Time and Ura
Zelda (a previously unreleased game or add on to Zelda (both N64 games).

http://www.planetgamecube.com/news.cfm?action=item&id=3679

It's all in japanese and hasn't been translated yet.  I for one would like to
see a Zelda Compilation from NES to present:)

Dain
 ------------
Category 14,  Topic 12  [MOVED]
Message 4          Wed Nov 13, 2002
KGAGNE [Ken]                 at 15:46 PDT

Dain,

I'd guess that promotion would be valid in Japan only?  Unless NOA decides to
do something similar...

I have a hard time believing they'd make such a limited run of a game, though.
It'd prolly be available separately eventually.

Ocarina of Time rocks. :)

-Ken

 ------------
Category 14,  Topic 12
Message 5          Wed Nov 13, 2002
A2.DAIN [Dain]               at 22:04 PDT

They had better make that available.  That's still on my list of one of the, if
not THE best games of all time.  I really had fun with it, and there was just
so much there.

Bring it on!:)

Dain
 ------------
Category 14,  Topic 12
Message 6          Tue Dec 10, 2002
KGAGNE [Ken]                 at 15:30 PDT

Confirmed: people who reserve The Legend of Zelda: Wind Waker for GameCube
will get Ocarina of Time and the expansion game on a separate GameCube disc,
free.

-Ken

 ------------
Category 14,  Topic 12
Message 7          Tue Dec 10, 2002
A2.DAIN [Dain]               at 22:21 PDT


Cool:)  Which leads to my next point...  According to various sites....

Three games in the past have garnered a 40/40 rating from Famitsu a Japanese
Publication known for its tough reviews.  The first was The Legend of Zelda :
The Ocarina of Time, Vagrant Story (I guess:) and Soul Calibur for the
Dreamcast.  There is now a fourth.  Zelda no Densetsu: Kaze no Takuto is that
fourth.

It's kind of neat to be able to get two of the 40/40 games in one nice package.
 It's definitely on my order list.  Late March is definitely too far away
though.

Of course I am still playing through Metroid:)

Dain
 ------------
Category 14,  Topic 12
Message 8          Wed Dec 11, 2002
KGAGNE [Ken]                 at 04:41 PDT

Dain,

> Late March is definitely too far away though.

I thought Wind Waker was due in mid-Feb?  The reservation freebie is, anyway.

-Ken

 ------------
Category 14,  Topic 12
Message 9          Wed Dec 11, 2002
KGAGNE [Ken]                 at 16:16 PDT

Dain,

Ah, you're right: Wind Waker is due Mar 25th.

The freebie will still be available in Feb, tho.

-Ken

 ------------
Category 14,  Topic 12
Message 10         Wed Dec 11, 2002
A2.DAIN [Dain]               at 16:24 PDT


Ken,
  In Japan you had to pay full price at pre order time to get the freebie.  Is
that still the case in the U.S. or is a certain percentage of the price?  I
expect you have to pay the full price.


Dain


 ------------
Category 14,  Topic 12
Message 11         Thu Dec 12, 2002
KGAGNE [Ken]                 at 14:26 PDT

Dain,

> Is that still the case in the U.S. or is a certain percentage of the price?
I
> expect you have to pay the full price.

I haven't heard anything like that.  The store I work at requires only a $5
refundable reservation deposit on this or any other game.

-Ken

 ------------
Category 14,  Topic 12
Message 12         Mon Dec 16, 2002
KGAGNE [Ken]                 at 17:50 PDT

The critical Japanese gaming mag, Famitsu, gave The Legend of Zelda: The Wind
Waker (for GameCube) a perfect 40 score (based on four reviewers' scores of
0-10).

It is only the fourth game in Famitsu's history to receive such a rating.

-Ken

 ------------
Category 14,  Topic 12
Message 13         Mon Dec 16, 2002
SYNDICOMM [Sheppy]           at 18:20 PDT

>>>It is only the fourth game in Famitsu's history to receive such a rating.

And the other four would be? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 12
Message 14         Tue Dec 17, 2002
KGAGNE [Ken]                 at 04:39 PDT

The other three would be The Legend of Zelda: The Ocarina of Time (Nintendo,
for Nintendo 64), Soul Calibur (Namco, for Sega Dreamcast), and Vagrant Story
(Squaresoft, for PlayStation).

-Ken

 ------------
Category 14,  Topic 12
Message 15         Tue Dec 17, 2002
SYNDICOMM [Sheppy]           at 11:41 PDT

>>>The Legend of Zelda: The Ocarina of Time

Great game, but I couldn't get very far.  I had a hard time with the conrols.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 14,  Topic 12
Message 16         Thu Dec 26, 2002
A2.DAIN [Dain]               at 22:32 PDT


The Legend of Zelda : The Ocarina of Time's controls got a bit easier to use
once you mastered using the trigger button to lock on to your enemy.

I loved that control scheme.

Dain
 ------------
Category 14,  Topic 12
Message 17         Sun Feb 16, 2003
KGAGNE [Ken]                 at 07:22 PDT

Today is the street date for the Legend of Zelda: Ocarina of Time/Master Quest
premium available for people who reserved Wind Waker. (See Message 3)

This disc contains a GameCube version of the Nintendo 64 game, Ocarina of
Time, as well as the Japanese remix edition, Time Master Quest.  This latter
version is the same game, with the same world, dungeons, and monsters, but new
puzzles and item locations.

Some stores are requiring a $15 deposit on Wind Waker in order to bring home
this premium.  Other stores are requiring gamers to wait until Wind Waker is
released on March 25th to pick up this disc as well.

-Ken

 ------------
Category 14,  Topic 12
Message 18         Mon Feb 17, 2003
A2.DAIN [Dain]               at 18:07 PDT


I picked up my Legend Of Zelda pre-order disc yesterday.  It's pretty much the
same game that I remember.  The Master Quest that is listed is also a Harder
version of the game (supposedly).  I haven't played it so I don't know for sure
though.   One thing the disc also has are some videos from Fzero, Zelda Wind
Waker and Wario.

Dain
 ------------
Category 14,  Topic 12
Message 19         Mon Mar 03, 2003
KGAGNE [Ken]                 at 13:40 PDT

Nintendo Power is offering a bundle pak.  $69.95 gets you the following:

- Legend of Zelda: Wind Waker game
- Legend of Zelda: Wind Waker strategy guide
- Legend of Zelda: Ocarina of Time bonus disc
- 12-month subscription to Nintendo Power

If your local retailer is no longer offering the premium disc, this is another
way to get it.  Visit http<://www.nintendopower.com/zwwbundle> for more
details.

-Ken

 ------------
Category 14,  Topic 12
Message 20         Sat Mar 15, 2003
KGAGNE [Ken]                 at 15:29 PDT

Nintendo reports that presales on Wind Waker have exceeded 560,000 copies.

That's due in no small part to the free game offer, I bet (though Wind Waker
on its own will certainly be deserving of this record).  I wonder if they'll
offer similar premiums in the future, such as free Mario games when
preordering Mario sequels, and the like.

-Ken

 ------------
Category 14,  Topic 12
Message 21         Tue Mar 18, 2003
A2.DAIN [Dain]               at 18:42 PDT


I'll be picking up my copy of Legend of Zelda The Wind Waker next week
sometime.  I plan on having some fun.  Hopefully, I can make more progress on
Metroid Prime by then:)  It looks to be a fun title.

Any plans for a review Ken?


Dain
 ------------
Category 14,  Topic 12
Message 22         Tue Mar 18, 2003
KGAGNE [Ken]                 at 19:54 PDT

Dain,

The Legend of Zelda ships a week from today, so I will probably not have a
review online until three weeks from today (assuming I don't botch it).

I do 100% intend to review it, though. :)  This is one huge title; some
retailers are already taking preorders for the second shipment.

-Ken

 ------------
Category 14,  Topic 12
Message 23         Wed Mar 19, 2003
A2.DAIN [Dain]               at 17:47 PDT


I read today, that the pre-orders have exceeded 600,000 units.  I've been on
the list for quite a while, so I should get mine from the first shipment.

Dain
 ------------
Category 14,  Topic 12
Message 24         Tue Apr 01, 2003
KGAGNE [Ken]                 at 04:33 PDT

My review of this game has been posted.  Please surf to http://www.gamebits.net
and link from there.

 ------------
Category 14,  Topic 12
Message 25         Sun Apr 06, 2003
A2.DAIN [Dain]               at 00:00 PDT


This evening/morning I polished off The Legend of Zelda: The Wind Waker.  It
was a fun game for the most part.  There were one or two slower parts but I had
fun regardless.  Of course now I am back down to only one Legend of Zelda game
that I haven't passed(Majora's Mask).  One of these days I'll have to tackle
that one.

There is quite a bit a sidequests and such that I never bothered finishing.
There were a surprising amount of them even with there being little land and
mostly a vast ocean.

Dain

 ------------
Category 14,  Topic 12
Message 26         Sat Apr 12, 2003
KGAGNE [Ken]                 at 12:13 PDT

Well done, Dain.  You're far ahead of me on this one.  I've been plugging
along very slowly.  I hope the game lasts longer than I'm hearing it does.

-Ken

 ------------
Category 14,  Topic 12
Message 27         Sat Apr 12, 2003
A2.DAIN [Dain]               at 17:57 PDT

Ken,
  I think the length is quite a bit shorter than Ocarina, but it isn't really
that short.  I think it might be if you don't do any of the side quest type
stuff, or the mini games stuff.  I am not usually a huge mini game fan though.
I did spend lots of time with it though.  It defintely wasn't a Final Fantasy
II type of game, where I kept expecting it to end and it never seemed to:).  If
anything Zelda seemed to have a dungeon or so less than normal.   I've read
somethings about Nintendo and it seems they are trying to make things more
accessible, and were moving towards shorter games.  Not immensely shorter, but
they seemed to think it was a shame that 95% of the people who bought their
games usually saw less than half of the work they had done.  I'm actually not
against shorter games, but I would like them to be cheaper then.

Dain


 ------------
Category 14,  Topic 12
Message 28         Sat Apr 19, 2003
KGAGNE [Ken]                 at 13:49 PDT

Next month, Resident Evil Zero will drop from Nintendo's "Buy a GameCube, get
a free game" promotion, to be replaced with The Legend of Zelda: Wind Waker.

 ------------
Category 14,  Topic 12
Message 29         Wed Apr 23, 2003
KGAGNE [Ken]                 at 15:57 PDT

Title       : THE LEGEND OF ZELDA: THE WIND WAKER
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Everyone
Game Rating : 9.5
Review by   : Ken Gagne

Nintendo is not afraid to innovate, often knowing what gamers want better
than gamers do. As examples: Metroid Prime was decried for its first person
perspective, yet the final product was infinitely satisfying. The Legend of
Zelda: Ocarina of Time brought the rarely-visited land of Hyrule into 3D, and
is often regarded as one of the best games ever.

There are exceptions, of course, such as the change in genre from shooter to
adventure that Star Fox recently made. It has been with great trepidation
that fans watched the progress of The Legend of Zelda: The Wind Waker, which
not only brought the hero Link to the GameCube, but drew him and his world
with the vivid, cartoonish cel-shading technique. Hardly the mature adventure
many gamers demanded, this new game, sardonically dubbed "Celda" by pundits,
proves to be Zelda nonetheless, despite its surface elements.

The hero of Wind Waker, though bearing the name and look of the legendary
Link, is a different lad from past games, and lives many generations after
the events of Ocarina of Time. Many of the play mechanics and villains remain
familiar, however.

In this brave new world, Link spends much time at sea, as his world is
primarily a vast ocean dotted with both inhabited and mysterious islands. In
this way, a failing inherent to the world's nature is evident early on. The
many furlongs that separate the islands are slow and uneventful to traverse.
Players can often set sail and walk away from the television for several
minutes without missing anything. Later, as Link gains more control over his
destinations, the ocean will seem veritably expansive with places to explore,
but getting there will almost forever be a nuisance. The first dungeon is
repetitive and will leave players not even realizing it is the first dungeon.
Later exploits are more obvious and gratifying, though there are only six
dungeons - the fewest of any Zelda game I've seen.

The GameCube controller is not as well suited to Link's exploits as was the
N64 pad, but it accomplishes many identical functions. The left shoulder
button automatically targets an enemy, allowing Link to stay focused and
circle the foe - though admittedly, there's more exploration and
puzzle-solving than there is swordplay. I regularly found myself craving each
dungeon's end, where the boss might provide my hand-eye coordination with an
adequate challenge. Gamers who aren't keen on action sequences will feel
right at home here, where even the jumping is automatic whenever Link reaches
an edge.

The directional pad switches to the various map screens, of which there are
many. The ocean is mostly uncharted, requiring Link to be both explorer and
cartographer, collecting maps that point him to new dungeons and treasures.

The X, Y, and Z buttons can be designated to any three of Link's items, of
which there are many. Even given this flexibility, players will still switch
among the items as the environment can change quickly, especially as Link
moves between seaward and landlubber. The Z button is also a bit awkward to
use, since items are interchangeable among all three buttons while Z requires
a different finger from the other two.

The game's subtitle is taken from the Wind Waker, an item Link acquires early
on that gives him control of the wind and various other elements. This tool
functions similarly to the ocarina in his Nintendo 64 adventure, casting
magic that is called for at precise moments. These minor sequences are
irritating only when repeated, such as the several seconds necessary to
change the wind every time players wish to sail in a different direction.

Music plays a role in this new talent, but at other times, the aural
component tends to be somewhat low-key, not always proportionate to the
action quotient. When sailing the seas, powerful takes on the classic theme
fill the sails, but the music settles into the background with quiet tunes as
Link plumbs dungeon depths. It provides a useful context clue, alerting
players to nearby enemies.

A new feature for this installment is connectivity with the Game Boy Advance.
When Link uses his Tingle Tuner, he summons the aid of a helpful elf who can
plant bombs, cast spells, and map areas. The best use for the Tuner is also
the simplest: in some perplexing dungeon scenarios, Tingle offers tips on how
to proceed, allowing players a nudge in the right direction without cheating.

The graphics are colorful and vibrant, with fluid animation that retains the
flexibility of Link's repertoire. The level of detail and lighting is
somewhat lower than in other cel-shaded games such as Dark Cloud 2, however.
The water, for example, though a vivid blue color, is comprised almost solely
of that, broken only by the occasional white crest. Realistic water effects
such as those found in Wave Race are absent, being antithetical to Link's
cel-shaded world. The gameplay is absorbing enough that eventually the
newness and gimmicky feel that critics may experience will eventually wear
off.

Fine storytelling is evident no matter the presentation, but the drama and
difficulty of earlier Zelda games seems to have been lost to a more
childlike, comic approach. The humor is scattered and, though effective,
feels mildly out of place in a Zelda game. Ultimately, even the bosses feel
less intimidating, commanding little of the fear and respect their Nintendo
64 counterparts presented.

If I have highlighted this game's weaknesses, it is only because so much is
expected of it. Despite having a different feel and setting from its
predecessors, this game still earns a rank in the franchise, and captivated
me through to the end, which Majora's Mask did not. Ocarina of Time was
revolutionary, while Wind Waker is not; but compared with its contemporaries,
Wind Waker is a sterling adventure game for any console. The tedium of
sailing is balanced by the freedom of nearly full access to the large,
uncharted world. Whether by land or by sea, Zelda is still legendary.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 15-Apr-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 12
Message 30         Thu Apr 24, 2003
KGAGNE [Ken]                 at 14:57 PDT

I stuck a (triumph :) fork in Zelda today.  I missed a lot of stuff - at least
five heart containers - but may go back to get some of it.  I never did find
the Nintendo Gallery on Forest Haven island, either.

I was a bit disappointed in the forms the final boss took.  Too cartoonish...
The foes on Ocarina were definitely more menacing.

-Ken

 ------------
Category 14,  Topic 12
Message 31         Thu Apr 24, 2003
A2.DAIN [Dain]               at 17:31 PDT


The Legend of Zelda : The Wind Waker could have used more menace to it.  I
liked it, but yeah you are right the bosses could have cast more of a shadow
then they did.  Ocarina did a great job at this kind of thing.   Even the heavy
breathing before the Boss rooms, in The Original Legend of Zelda did a better
job.  Eternal Darkness and Metroid both used music effectively to drive a sense
of Menace home.    Of course I didn't die when fighting the bosses either, so
maybe that had something to do with the whole tone of the game. I still liked
the game, it just didn't dethrone Ocarina of Time as the best Zelda.

I really liked the story concept, I just think that it could have been executed
better.

*splooosh!!*

Dain



 ------------
Category 14,  Topic 12
Message 32         Fri Apr 25, 2003
KGAGNE [Ken]                 at 06:25 PDT

Dain,

There were some puzzles I had trouble figuring out, but I never died once
throughout the entire game.  More of that kind of challenge would have been
appreciated.  Heck, I die in Skies of Arcadia all the time, but there's no
backtracking to try again so that's okay - appreciated, not frustrating.

-Ken

 ------------
Category 14,  Topic 12
Message 33         Sat Apr 26, 2003
A2.DAIN [Dain]               at 16:49 PDT


I can't say that I didn't die.  Because I did.  I think I did once or twice at
beginning part of the game where I was experimenting a lot.   I seem to
remember dying alot the first few times I play the original Zelda.  Especially
with the the  Blue(or were they purple) Darknuts that you could only hit from
behind that of course kind of walked around randomly.  I don't want
frustratingly hard either, but I like challenging.

Dain Neater

 ------------
Category 14,  Topic 12
Message 34         Thu Nov 06, 2003
KGAGNE [Ken]                 at 14:00 PDT

It's now official: coming soon to the GameCube will be a Zelda compilation
disc that sports the two NES and two N64 games, as well as a demo of Wind
Waker and a historical look at the Zelda franchise.  It can be had in one of
three ways:

- buying a GameCube after Nov 17;
- buying two first-party Nintendo games (Mario Kart: Double Dash!!, Mario
Party 5, Mario & Luigi: Superstar Saga and 1080: Avalanche); or
- subscribing to Nintendo Power.

Details at

http://www.nintendo.com/news/news_articles.jsp?articleID=9066
http://www.nintendo.com/zeldaclassic
http://www.gamespot.com/gamecube/adventure/legendofzeldathewindwaker/news_60782
01.html

 ------------
Category 14,  Topic 12
Message 35         Mon Dec 15, 2003
A2.DAIN [Dain]               at 21:44 PDT


The other day I got a present in the mail.  A copy of The Legend of Zelda
Collectors disc.  It comes with 4 full Zelda games and a demo of The Legend of
Zelda the Windwaker.    I've been in a video game lull lately and my Gamecube
has been silent.  While I wasn't feeling too well last Friday, I plugged in the
disc and managed to polish off The Legend of Zelda First Quest, and the first
level of the second quest.  I also played through the first level and part of
the second of Zelda II: The Adventure of Link.  I've refreshed my memory about
several things.....
1.  I absolutely don't remember where all the dungeons are in the Second Quest.
2.  I now remember why I disliked Wizzrobes so much from Zelda I.  (I won't
even get into thos buble things that I don't remember the name of.)
3.  Zelda II is much harder than Zelda I..much.
4.  The Gamecube controller is not the best controller for these games.


Still Fun after all these years though...It kind of amazes me that I know most
of the creatures and bosses from the first game by name since it never displays
them anywhere in the game..it's all in the manual and I don't own one anymore:)
I guess I am a geek:)

Dain

 ------------
Category 14,  Topic 12
Message 36         Tue Dec 16, 2003
KGAGNE [Ken]                 at 11:22 PDT

Dain,

Congrats on getting the bonus disc.  How'd you get it?  Did you subscribe to
Nintendo Power?  I looked at the local GameStop for a used copy - no dice...

Last time I played Second Quest (some time ago now), I had no idea where the
levels were, earlier.  I can't imagine finding them on my own, either - going
around burning every bush?  Egads!

I heard there's some slowdown in Zelda I?

-Ken

 ------------
Category 14,  Topic 12
Message 37         Fri Dec 19, 2003
A2.DAIN [Dain]               at 05:10 PDT

"I heard there's some slowdown in Zelda I"

Ken,
  That's the funny part, there is slowdown in Zelda I, but in exactly the same
places there was slowdown on the original NES.  For instane, there is a room in
Level 5 that has a whole bunch of Blue Darknuts (I'm pretty sure that's what
the manual used to call them), that slowed down the NES's massive 1Mhz 6502:)
There are also a few places in the overworld where the Moblins are shooting
arrows at you that the same thing happens, but then it used to do that on my
real NES as well.  I could find no difference between the emulated version and
the real version.  If people are complaining about it then they don't remember
that the original did exactly the same thing:)  Of course one might argue that
they could fix that...

Dain

 ------------
Category 14,  Topic 12
Message 38         Mon May 17, 2004
KGAGNE [Ken]                 at 13:58 PDT

A darker, more mature Zelda game is due out for the GameCube next year:

http://www.nintendo.com/gamemini?gameid=54610f14-1826-4d46-9981-8f72874aee2e

 ------------
Category 14,  Topic 12
Message 39         Mon May 17, 2004
A2.DAIN [Dain]               at 19:11 PDT


 It looks pretty sweet.  I just hope they pump up the difficulty a bit.  The
last one was far too easy.

Dain

 ------------
Category 14,  Topic 12
Message 40         Tue May 18, 2004
KGAGNE [Ken]                 at 10:49 PDT

And short.  There were, what, five dungeons?  Compares to more than ten in
Ocarina of Time?  Come on.

 ------------
Category 14,  Topic 12
Message 41         Thu May 27, 2004
KGAGNE [Ken]                 at 19:38 PDT

The Legend of Zelda: Four Swords will be released for GameCube on June 8th.
This game allows four players to simultaneously cooperate and compete across
nine levels of Hyrulian adventure.  The catch?  Each gamer must have a Game
Boy Advance and link cable to use as a controller.

Reserve this game now and get a free link cable. ("Link" - get it?")

-Ken

 ------------
Category 14,  Topic 12
Message 42         Thu May 27, 2004
KGAGNE [Ken]                 at 20:00 PDT

Hmm.  The Zelda bonus disc I never got but always wanted seems to be readily
available for $29.99 + S&H from GameStop.com:

http://www.gamestop.com/product.asp?product%5Fid=916358

This disc contains the two NES Zeldas and the two N64 Zeldas.  I already have
Ocarina of Time for GameCube.

I wonder if I should order this bonus disc, or spend $19.99 on just the
original Zelda for GBA, being released next month.

-Ken

 ------------
Category 14,  Topic 12
Message 43         Sun May 30, 2004
A2.DAIN [Dain]               at 19:55 PDT


I have both the Ocarina of Time and the Zelda Collectors edition disc.  I think
it'd be pretty cool to have a Gameboy version as well.  Since much of my gaming
time is limited and the more portable the better.

Dain
 ------------
Category 14,  Topic 12
Message 44         Sat Mar 12, 2005
KGAGNE [Ken]                 at 20:21 PDT

GameSpot.com is reporting that the next Legend of Zelda game will be
available for the Nintendo GameCube in the fourth quarter of 2005.  Their
website also has a new trailer for said game.  If you don't want to stream
it, then you can sign up for a free GameSpot account and download the .MPG
file from this URL:

http://download2.gamespot.com/d3/gsc/action/thelegendofzelda/legendofzelda_03
1005ot2_wm.zip

The series' new sense of realism in this entry makes the game look like a
cross between "Lord of the Rings" and "Metal Gear Solid".  It's strange that,
this is what the fans have always wanted - but now, having seen it, I wonder
if it's what's best... The original Zelda game was, for all its mystery, a
rather colorful and well-lit world populated with odd monsters.  But
everything about this new game seems threatening.

-Ken

 ------------
Category 14,  Topic 12
Message 45         Mon Mar 14, 2005
KGAGNE [Ken]                 at 17:57 PDT

I've reserved this game, but neither GameStop nor Electronics Boutique lists
the "super premium" edition mentioned in an interview on GameSpot.

EB lists the release date asa October 2nd.

-Ken

 ------------
Category 14,  Topic 12
Message 46         Sun Mar 20, 2005
A2.DAIN [Dain]               at 10:35 PDT


"The original Zelda game was, for all its mystery, a
rather colorful and well-lit world populated with odd monsters.B  But
everything about this new game seems threatening."


You know what they say..."Be careful what you wish for?"  Personally I think
all of the Legend of Zeldas were good to great games.  I'm not sure why they
feel that they have to move to a more mature look.   There are a lot of things
that don't work with a more realistic look.  I've seen the trailer and have
been somewhat underwhelmed.  It looks very stiff, compared to the Windwaker and
previous titles.

The problem with Windwaker wasn't the cell shading, it was the artistic style
and ease of Gameplay.  It was by far the easiest Zelda game ever made (IMHO of
course).  But it also has some of the most tedious parts in a Zelda game.  (The
collection portion near th end got really old really quickly).

But, the game also had some of the most stirring moments and visuals in a Zelda
game.  They could have taken the same storyline, made Link a little older (this
little tiny kid adventurer stuff doesn't work with me anymore), and made the
visuals just a little less Chibi, and pumped up the difficulty a bit or at
least had two settings.

Just thoughts of course.
I still liked Windwaker quite a bit, I'm just hoping that they aren't
over-reacting and trying to make a reality Zelda..just don't think that is
necessary.

Dain







 ------------
Category 14,  Topic 12
Message 47         Sun Mar 20, 2005
KGAGNE [Ken]                 at 19:19 PDT

Dain,

The most tedious aspect of Windwaker was the constant sailing... though the
kid with the booger wasn't very appealing, either. :)

What is Chibi?

-Ken

 ------------
Category 14,  Topic 12
Message 48         Sat Mar 26, 2005
A2.DAIN [Dain]               at 11:24 PDT


Chibi is *I think* kind of an offshoot of Japanese Animation.  It's where the
people look somewhat unrealistic with larger proportioned heads.  I don't think
Zelda truely is Chibi, but it's somewhere too close sometimes.

Although the more I think about it the more the problem for me was the
difficulty level.

Dain

 ------------
Category 14,  Topic 12
Message 49         Thu May 19, 2005
KGAGNE [Ken]                 at 13:36 PDT

According to
<http://www.cnn.com/2005/TECH/fun.games/05/18/e3.console.war/index.html>, the
new Zelda game is subtitled "Twilight Princess".

 ------------
Category 14,  Topic 12
Message 50         Thu May 19, 2005
KGAGNE [Ken]                 at 14:10 PDT

CNN.com reports that the new Zelda is taking center stage of this year's E3:

http://www.cnn.com/2005/TECH/fun.games/05/19/e3.games/index.html

 ------------
Category 14,  Topic 12
Message 51         Mon May 23, 2005
KGAGNE [Ken]                 at 13:22 PDT

Check ou the E3 2005 trailer:

http://www.zelda.com/universe/game/legendzelda/trailer.jsp

 ------------
Category 14,  Topic 12
Message 52         Sun May 29, 2005
A2.DAIN [Dain]               at 17:38 PDT


The new Zelda looks pretty good.  It's on my list of games to buy.  I can't
help but wonder why they wouldn't use it to launch a new system, but then since
their new system should play the game...I guess why not.

Dain

 ------------
Category 14,  Topic 12
Message 53         Tue May 31, 2005
KGAGNE [Ken]                 at 03:54 PDT

Dain,

The new Zelda game is the only one I have preordered at this time.  I read
that there may be a special collector's edition, as occurred with Ocarina of
Time.  Last time I checked, retailers had only a single SKU listed, but I'm
told that if a reservation for a collector's edition becomes available, all
current deposits will be switched to that item, so I guess I'm covered.

-Ken

 ------------
Category 14,  Topic 12
Message 54         Wed Aug 17, 2005
KGAGNE [Ken]                 at 06:40 PDT

"The Legend of Zelda: Twilight Princess" has been postponed from October 2005
until sometime after March 2006:

http://money.cnn.com/2005/08/16/technology/personaltech/nintendo/index.htm

This product would've been a good holiday competitor against the Xbox 360;
maybe Nintendo feels they need to strive against the PS3 next year instead?...
But isn't that the Nintendo Revolution's job?  Unless it, too, is being
postponed, from 2006...

 ------------
Category 14,  Topic 12
Message 55         Thu Dec 08, 2005
KGAGNE [Ken]                 at 13:58 PDT

Could the next Zelda game be bleak until the very end?

http://tinyurl.com/db2tm

 ------------
Category 14,  Topic 12
Message 56         Fri Dec 09, 2005
KGAGNE [Ken]                 at 05:09 PDT

From <http://games.slashdot.org/article.pl?sid=05/09/05/1810215&tid=234>:

Twilight Princess will represent the end of an era for Zelda games, according
to Shigeru Miyamoto.From the Eurogamer article: "'This will be, without a
doubt, the last Zelda game as you know it in its present form,' Miyamoto is
quoted as saying. He declined to reveal any more details as to how the series
will be reborn, but did go on to assure fans that Twilight Princess will be
absolutely aces: 'Our goal was to make the best Zelda game ever. The most
rich, satisfying and [melancholic]. I worked on it personally, moreso than
Wind Waker. I haven't invested as much into any game as I have this one,'
Miyamoto said."

More at <http://www.eurogamer.net/article.php?article_id=60754>.

 ------------
Category 14,  Topic 12
Message 57         Mon Feb 13, 2006
KGAGNE [Ken]                 at 15:23 PDT

IGN.com reports a releaase date of April 15th:

http://cube.ign.com/index/release.html

GameStop.com suggests June 1st:

http://www.gamestop.com/product.asp?product%5Fid=220461

 ------------
Category 14,  Topic 12
Message 58         Mon Mar 27, 2006
KGAGNE [Ken]                 at 08:50 PDT

"Twilight Princess" has been delayed again - this time until the Fall. :\

 ------------
Category 14,  Topic 12
Message 59         Thu Sep 14, 2006
KGAGNE [Ken]                 at 08:56 PDT

Twilight Princess has been delayed from November 2006 to December 2006 -
unless you want the Wii version, which is launching on 11/19.

 ------------
Category 14,  Topic 12
Message 60         Fri Sep 22, 2006
KGAGNE [Ken]                 at 14:17 PDT

Nintendo has recently mirrored the *entire* Twilight Princess game to
accommodate a decision to change Link from being left-handed to right:

http://www.wiisourceonline.com/articles/50/1/Wii-version-of-Twilight-Princess-c
ompletely-mirrored-to-make-Link-right-handed/

http://www.kotaku.com/gaming/nintendo/enantiomorphic-link-in-wii-twilight-princ
ess-202257.php

 ------------
 ************
Topic 13        Fri Jul 12, 2002
A2.DAIN                      at 22:39 PST
Sub: Super Mario Sunshine

Mario's first GameCube adventure.  Discuss Mario's journey to the tropics here.

 18 messages
 ************
 ------------
Category 14,  Topic 13
Message 1          Fri Jul 12, 2002
A2.DAIN [Dain]               at 22:48 PDT


I just saw a commercial for this today (on the internet) and it looks to be
shaping up into an incredible game.  This game is on my list of ones to buy
this August.  If it is anything like Mario 64 I will play forever and still not
finish the game. ;)  Not that I am disappointed, I just have never gotten
around to it.
Back to the subject.  The screen shots of this game do it little justice.
Should be fun:)

Dain Neater
 ------------
Category 14,  Topic 13
Message 2          Fri Jul 12, 2002
SYNDICOMM [Sheppy]           at 23:17 PDT

What screenshots? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 13
Message 3          Sat Jul 13, 2002
A2.DAIN [Dain]               at 09:38 PDT


Let me see...
http://mediaviewer.ign.com/ignMediaPage.jsp?channel_id=74&object_id=16713&adtag
=network%3Dign%26site%3Dcube%26genre%3Dplatformviewer%26pagetype%3Darticle&page
_title=Super+Mario+Sunshine+Screens

Now if that isn't the ugliest URL I have seen in a while.  The truth of the
matter is as much as I like the Super Mario games, I really like the Mario Kart
games better, especially with a friend or three;)  It looks as though we won't
be seeing that until at least 2003 sometime.  Who knows maybe they would even
do that one with an "online" option.  Which would be fun.  Beating the heck out
of Ken over the internet ;)

Dain Neater
 ------------
Category 14,  Topic 13
Message 4          Sat Jul 13, 2002
KGAGNE [Ken]                 at 21:17 PDT

> Beating the heck out of Ken over the internet

Or trying. ;)

 ------------
Category 14,  Topic 13
Message 5          Sun Jul 14, 2002
SYNDICOMM [Sheppy]           at 13:02 PDT

>>>Or trying. ;)

That opportunity might get me to pick up a GameCube. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 13
Message 6          Sun Jul 14, 2002
A2.DAIN [Dain]               at 15:11 PDT


Heh.  I'd have to agree Sheppy:)  Although, I think Ken might be right, he most
likely would kick my butt in anything video game.  I used to be fairly decent
at Mario Kart, but Ken's younger....I can feel my hand eye coordination leaving
me every day :)


Dain
 ------------
Category 14,  Topic 13
Message 7          Mon Jul 15, 2002
SYNDICOMM [Sheppy]           at 19:26 PDT

>>>Heh.  I'd have to agree Sheppy:)  Although, I think Ken might be right, he
most likely would kick my butt in anything video game.  I used to be fairly
decent at Mario Kart, but Ken's younger....I can feel my hand eye coordination
leaving me every day :)

Maybe.  I'd still like to try :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 13
Message 8          Sun Aug 04, 2002
KGAGNE [Ken]                 at 05:57 PDT

Nintendo Power is running a special.  $69.96 gets you the following:

- Super Mario Sunshine game ($50 value)
- Super Mario Sunshine player's guide ($15 value)
- GameCube Memory Card 59 ($20 value)
- coupon for $10 off a WaveBird wireless controller ($10 value)
- one-year subscription to Nintendo Power ($20 value)

Visit http://www.nintendopower.com/sunshinepak to subscribe.

-Ken

 ------------
Category 14,  Topic 13
Message 9          Tue Aug 06, 2002
KGAGNE [Ken]                 at 07:04 PDT

This game ships on Monday the 26th!  Who else has theirs preordered? :)

-Ken

 ------------
Category 14,  Topic 13
Message 10         Tue Aug 06, 2002
SYNDICOMM [Sheppy]           at 12:32 PDT

>>>This game ships on Monday the 26th!  Who else has theirs preordered? :)

I'll preorder a copy if you send me a GameCube. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 13
Message 11         Tue Aug 06, 2002
A2.DAIN [Dain]               at 21:04 PDT


I don't have a copy preordered.  I plan on getting the game, I've just never
been a person that absolutely had to have it on day one.  You never know
though.:)

Dain Neater
 ------------
Category 14,  Topic 13
Message 12         Tue Aug 20, 2002
KGAGNE [Ken]                 at 07:48 PDT

BradyGames provides squeaky-clean strategy for Super Mario Sunshine(tm)

INDIANAPOLIS - August 20, 2002 - Mario, one of the most recognizable
characters in video gaming, makes his shining debut on the Nintendo
GameCube(tm), in an all-new tropical adventure! Players of Nintendo's Super
Mario Sunshine can rely on BradyGames' Officially Licensed Strategy Guide to
provide everything they need to clean up the mess in each area of the island
and clear Mario's name.

Super Mario Sunshine is a fresh and highly innovative action game that pits
Mario in his biggest, most amazing adventure yet. Taking place on a sunny
island, Mario escapes for a relaxing vacation, or so he thinks. Upon arrival,
he finds the once pristine locale has become a tainted mess, and he is
accused of committing the crime. Players will explore a colorful 3D world,
armed with a powerful water pump, to wash away the mess and track down the
real villain.

BradyGames' Super Mario Sunshine Official Strategy Guide will enable players
to shine as they save Mario's vacation and his reputation. The complete
walkthrough of every episode in the game will show gamers the path to
collecting all 120 Shine Sprites-including the secret ones. The 3-D maps
pinpoint the locations of all 240 Blue Coins, while the Foreign Currency
section details each coin individually. Gamers will win every challenge with
maps and tactics for grabbing Red Coins, beating the clock, and getting the
Secret Shines. In addition, the expert boss strategy will help players defeat
the biggest baddies in the game!

"Once again, Shigeru Miyamoto has created an incredible game, and our guide
covers every secret, tip, and strategy imaginable." said David Waybright,
publisher for BradyGames. "With all the content that we've packed into 160
pages, BradyGames' guide is an unbeatable value."

- - -

The Super Mario Sunshine Official Strategy Guide (ISBN 0-7440-0180-3) will be
available August 26th at local electronics, book and software retailers for
$9.99 US / $14.99 CAN. It also will be available for purchase online at
http://www.bradygames.com.

ABOUT NINTENDO
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
Mario(tm) and Donkey Kong(r) and launched franchises like The Legend of
Zelda(r) and Pokmon(tm). Nintendo manufacturers and markets hardware and
software for its popular home video game systems, including the Nintendo(r)
64, Game Boy(r), Game Boy(r) Color, and most recently, Game Boy(r) Advance --
the world's best selling handheld video game systems. As a wholly owned
subsidiary, Nintendo of America Inc., based in Redmond, Washington, serves as
headquarters for Nintendo's operations in North America.

ABOUT BRADYGAMES
Strategy guides have become an essential part of the high-tech world of
gaming, and BradyGames delivers everything gamers need to win-comprehensive
tips, strategies, cheats, and more! BradyGames creates strategy guides for
the most anticipated games. Each guide takes on the unique look and feel of
the game it supports while providing every piece of essential information.
BradyGames' talented team of authors and editors cover every aspect of the
game to provide the most detailed information available.

BradyGames, an imprint of the Pearson Technology Group, is a leader in the
gaming world. BradyGames' guides feature quality and excellence comparable to
each game they cover. With top-notch strategy guides and exclusive
partnerships, BradyGames is on the path to an even more successful future.
For the latest hints and cheats, visit www.bradygames.com and Take Your Game
Further(r).

 ------------
Category 14,  Topic 13
Message 13         Wed Aug 28, 2002
KGAGNE [Ken]                 at 09:27 PDT

Penny Arcade commemorates the launch of Super Mario Sunshine:

http://www.penny-arcade.com/view.php3?date=2002-08-28

Sadly, I'm very close to commiserating.

-Ken

 ------------
Category 14,  Topic 13
Message 14         Wed Aug 28, 2002
SYNDICOMM [Sheppy]           at 10:38 PDT

>>>Sadly, I'm very close to commiserating.

Heh.

What's the deal with this game?  The commercials make it sound like some kind
of lame tree-hugger thing.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 14,  Topic 13
Message 15         Wed Aug 28, 2002
KGAGNE [Ken]                 at 11:20 PDT

Sheppy,

> The commercials make it sound like some kind of lame tree-hugger thing.

Haven't seen the commercials.  The story in a nutshell is that Mario is on
vacation, but when he arrives on Delfino Island, he learns that he has been
framed for graffiti!  It's up to Mario to use his super soaker backpack to
clean up the pollution.

The game is not trying to "send a message" about the environment; it's just a
game gimmick.  Mario jumps and flips just as before, but now he can shoot
water.  Easy. :)

-Ken

 ------------
Category 14,  Topic 13
Message 16         Fri Aug 30, 2002
A2.DAIN [Dain]               at 15:42 PDT


They showed some footage on Tech TV last night of Mario using his Water Cannon
as a propulsion device.  It looks pretty interesting.  Now that I have finally
finished Eternal Darkness (well I haven't beat all three paths), I might have
to make time for some Mario.


Dain
 ------------
Category 14,  Topic 13
Message 17         Sun Sep 22, 2002
KGAGNE [Ken]                 at 16:51 PDT

Title       : SUPER MARIO SUNSHINE
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Everyone
Game Rating : 9.5
Review by   : Ken Gagne

Mario, a more recognized icon than Mickey Mouse, was absent at the launch of
the Nintendo GameCube system, allowing Luigi to capture the spotlight. Now,
finally, our hero arrived to eclipse his brother with Super Mario Sunshine.

Mario is on Delfino Island for a holiday - as is a look-alike responsible for
the resort's graffiti! His vacation ruined, Mario is on a mission to clean up
this town and capture the culprit by restoring the island's stolen Shine
sprites.

Players help Mario in his quest to clear his name through use of a new
gadget. FLUDD, a water pack, allows Mario to shoot a stream of water or hover
for brief periods. This added apparatus melds smoothly into Mario's controls.
One controller button switches between the pack's nozzle and hover modes,
while another activates it. In the middle of a mistimed jump, it's easy to
switch to the hover mode and squeeze the extra second of hang time necessary
to make a safe landing. Mario's more standard maneuvers, including jumping on
enemies' heads, work as easily as ever.

Lest anyone think this a kiddie game, Sunshine is challenging - often
frustratingly so. Each level has multiple layouts and objectives. Collecting
the first Shine is only the beginning, as new and old enemies may appear
holding other Shines hostage. Sunshine gives little quarter, for the simple
mistake of pressing the wrong button may send a mountaineering expedition
back to the base. As minor an infraction as not collecting enough coins
within a time limit can reduce Mario's lives by one.

This variety of challenges will tour Mario through many beautiful landscapes.
The all-new levels are more detailed than his last 3D adventure. Towering
mountains spill waterfalls down hundreds of virtual feet, while amusement
parks are rampant with activity and tourists. Though each individual world is
small, the various configurations it can take and the secrets players will
find in each make it very large for its size. Almost anywhere players can see
in a distance can be ran or swam to, though coins and other items may not
appear unless nearby.

The camera perspective is relatively passive, allowing the player to take
control. With one thumb on the analog stick, directing Mario's movements,
another thumb on the C-stick can coordinate to change the angle. It's a
painless process that players quickly master. Should tight quarters obscure
an important item or person, its silhouette will be displayed through any
obstacles - a fair compromise.

Complementing this tropical paradise is a suitable soundtrack. The tunes are
simplistic but fitting to Mario's journeys, consisting of samba and maraca
accompaniment. There is minimal voice acting - just enough for kicks.
Strangely, the printed dialogue is displayed at an angle, causing an
uncomfortable tilt of the head for speedy reading.

Perhaps it is the evolution of the 3D genre, but Super Mario Sunshine's many
worlds do not seem as large as those in Super Mario 64. Each world is crammed
with obstacles and activities, for sure, and though you may never uncover
every secret, there will rarely seem to be places you haven't already
visited. Again, there are 120 different objectives to accomplish, and though
I found each one when playing Mario's Nintendo 64 adventure, I stopped
playing Sunshine after finishing with just 70.

Super Mario Sunshine does not represent the innovative leap its predecessor,
Super Mario 64, did; nor is it a refinement on that game. Rather, it is an
extension of all that is right and good with gaming. Whatever magic our
mustachioed plumber is privy to, no other 3D hero can hop, skip, and jump his
way through fantasy like Mario can. It's about time the GameCube became a
must-own system, and the return of Mario signals that era.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 02-Sep-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 14,  Topic 13
Message 18         Thu Oct 17, 2002
A2.DAIN [Dain]               at 21:39 PDT


Well,  I finally got a chance to play Super Mario Sunshine.  I must say that so
far it's quite a bit of fun.  I can see how this could get frustrating though.
Precision jumping with goofy camera angles can be quite touchy.  So far, I have
only seen the harbor and the Windmill areas, and the main hub area.  It's nice
to see that there is still some fun left in Mario:)  I am starting to show my
years and slightly wishing for the good old days of two buttons:)

Dain

 ------------
 ************
Topic 14        Sun Jun 08, 2003
KGAGNE                       at 09:10 PST
Sub: Metal Gear Solid: The Twin Snakes

A recreation of the PSOne game, Metal Gear Solid, using the graphics and engine
of the PS2 game, Metal Gear Solid 2: Sons of Liberty.  By Konami and Silicon
Knights, Hideo Kojima and Shigeru Miyamoto, and exclusively for GameCube.

 8 messages
 ************
 ------------
Category 14,  Topic 14
Message 1          Sun Jun 08, 2003
KGAGNE [Ken]                 at 09:10 PDT

Until July 12th, Konami is accepting names for a contest.  If you are
selected, your name and vitals will be assigned to an enemy soldier and his
dogtags in the upcoming Nintendo GameCube game, Metal Gear Solid: The Twin
Snakes.

http://www.konamijpn.com/products/mgs_tts/english/dogtag.html

A similar contest was held for MGS2 on PlayStation 2.  Winners from that
contest are ineligible for TSS.

-Ken

 ------------
Category 14,  Topic 14
Message 2          Sat Sep 13, 2003
KGAGNE [Ken]                 at 19:46 PDT

This game has been delayed until March 2004. :(

 ------------
Category 14,  Topic 14
Message 3          Thu Sep 18, 2003
KGAGNE [Ken]                 at 14:04 PDT

From Konami's PR firm comes this list of differences between the original
Metal Gear Solid and the Twin Snakes remake for GameCube.  Nothing here
is new from the original feature list when the game was announced, but
the comparison is useful nonetheless:

  1.. Metal Gear Solid: The Twin Snakes uses a specially designed engine based
on Metal Gear Solid 2: Sons of Liberty.

  2.. A Nintendo GameCube exclusive version, Metal Gear Solid: The Twin Snakes
is being developed by Silicon Knights under the expert guidance of Hideo
Kojima at Konami Computer Entertainment Japan and Shigeru Miyamoto at Nintendo
Company, Ltd.

  3.. Metal Gear Solid The Twin Snakes adds new elements to the gameplay that
were not available with the original release of Metal Gear Solid, such as
aiming and shooting in first person view, hanging from ledges and opening
lockers.

  4.. Metal Gear Solid: The Twin Snakes will feature all-new polygon demo
sequences led by Japanese film director and writer Ryuhei Kitamura as well as
new character voiceovers, including the voice of the renowned screenwriter
(X-Men) and actor, David Hayter as Solid Snake.

  5.. Metal Gear Solid: The Twin Snakes enemy AI is improved dramatically,
using AI from Metal Gear Solid 2: Sons of Liberty (enemies will look
underneath areas to find you, work in teams, etc.)

  6.. Brings Metal Gear Solid to GameCube fans for the first time.

 ------------
Category 14,  Topic 14
Message 4          Wed Mar 03, 2004
KGAGNE [Ken]                 at 13:42 PDT

KONAMI TO SHIP METAL GEAR SOLID(r): THE TWIN SNAKES(tm) WORLDWIDE

Critically Acclaimed Metal Gear Solid(r) Franchise Debuts on Nintendo
GameCube(tm)

Redwood City, CA - March 2, 2004 - Konami Digital Entertainment - America, a
division of Konami Digital Entertainment Inc., today announced that Metal
Gear Solid(r): The Twin Snakes(tm) will be shipping worldwide in March 2004.
Exclusively designed for Nintendo GameCube(tm), Metal Gear Solid(r): The Twin
Snakes(tm) will hit retail outlets in North America on March 9, followed by
Japan and Europe on March 11 and 26, respectively. Developed by Silicon
Knights under the guidance of world-renowned developers, Hideo Kojima at
Konami Computer Entertainment Japan and Shigeru Miyamoto at Nintendo Company,
Ltd., Metal Gear Solid(r): The Twin Snakes(tm) combines the exhilarating
story of the original Metal Gear Solid(r) with the extraordinary graphics and
gameplay from Metal Gear Solid(r) 2: Sons of Liberty(tm).

"I have now been in the video game business for eighteen years and I would
never have gotten into this industry if not for Nintendo's Mr. Shigeru
Miyamoto," said Hideo Kojima, Vice President of Konami Computer Entertainment
Japan, Inc. "I am very happy to see the original METAL GEAR SOLID(r) game on
a Nintendo console. Through the collaboration with film director Mr. Ryuhei
Kitamura and the skilled staff at Silicon Knights, I hope everyone enjoys
this new version, reborn with new talent on a new platform."

GameCube owners will have the unique opportunity of experiencing the
critically-acclaimed story of the original Metal Gear Solid(r) in the
beautifully rendered world of Metal Gear Solid(r) 2: Sons of Liberty(tm).
Elements from Metal Gear Solid(r) 2: Sons of Liberty(tm) such as first person
view, the ability to hang from ledges and use lockers, also greatly enhance
the gameplay experience of the original title. Metal Gear Solid(r) The Twin
Snakes(tm) maintains the rich storyline, as well as the heart-pounding
espionage and stealth action defined by the series, to deliver a new
experience to GameCube(tm) owners.

Metal Gear Solid(r): The Twin Snakes(tm) also reinvents the Metal Gear
Solid(r) experience with all-new polygon demo cinematic sequences led by
Japanese film director and writer Ryuhei Kitamura as well as new character
voiceovers, including the voice of the renowned screenwriter (X-Men) and
actor, David Hayter as Solid Snake.

In Metal Gear Solid(r): The Twin Snakes(tm), players must step into the role
of the legendary videogame hero, Solid Snake, as they strive to save the
world from a terrorist organization called FOXHOUND. Players must infiltrate
the enemy base, seize the terrorist cell and destroy a new weapon of mass
destruction, better known as Metal Gear(r).

To learn more about Metal Gear Solid(r): The Twin Snakes(tm), please visit
the official website at http://www.konami.com/twinsnakes.

###

About METAL GEAR(r)
The Metal Gear(r) franchise is over 15 years old with the first Metal Gear(r)
release debuting in Japan in 1987. The series centered on the adventures of
secret agent Solid Snake and was consistently recognized for its new and
original game design combined with a story full of plot twists and intricate
human drama. In 1998, Konami introduced Metal Gear Solid(r) for the Sony
PlayStation(r) game console, which was instantly noted for its stunning
graphics, original narrative style and superlative gameplay. Metal Gear
Solid(r) earned widespread critical acclaim and defined a benchmark of
quality in the action genre. Building on the precedent set by the top-selling
original title, Metal Gear Solid(r) 2: Sons of Liberty(tm) was released in
2001 for the Sony PlayStation(r) 2 with overwhelming praise from gamers and
industry pundits worldwide, selling over 2 million units in the U.S. and over
5 million units worldwide. In 2002, Konami released, Metal Gear Solid(r) 2:
Substance(tm), the expanded edition of Metal Gear Solid(r) 2: Sons of
Liberty(tm), for the Xbox(tm) video game system from Microsoft,
PlayStation(r) 2 and PC DVD-ROM with much fan fare.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

METAL GEAR(r), METAL GEAR SOLID(r), SONS OF LIBERTY(tm) and THE TWIN
SNAKES(tm) are either registered trademarks or trademarks of KONAMI COMPUTER
ENTERTAINMENT JAPAN, INC. (c) 1987 2004 KONAMI COMPUTER ENTERTAINMENT JAPAN.
(tm), (r) and Nintendo GameCube logo are trademarks of Nintendo. (C) 2001
Nintendo.

 ------------
Category 14,  Topic 14
Message 5          Fri Mar 05, 2004
A2.DAIN [Dain]               at 20:57 PDT


Ken,
  Do you plan on picking up Metal Gear Solid???
I missed the game the first time, so I just might:)

Dain

 ------------
Category 14,  Topic 14
Message 6          Sat Mar 06, 2004
KGAGNE [Ken]                 at 13:56 PDT

Dain,

I've told Konami I'm "extremely interested" in both The Twin Snakes and
LifeLine, and to let me know if I should be fortunate enough to be receiving
review copies.  I will not likely br purchasing either, though.

-Ken

 ------------
Category 14,  Topic 14
Message 7          Sun Apr 18, 2004
KGAGNE [Ken]                 at 19:45 PDT

Here is a biography of David Hayter, voice of Solid Snake and scriptwriter of
X-Men, along with some audio samples:

http://www.mycoolcareer.com/bio/bio_hayterd.html

Here is a web site that demonstrates the reality of the optical camouflage
used by Otacon in Metal Gear Solid:

http://projects.star.t.u-tokyo.ac.jp:/projects/MEDIA/xv/oc.html

 ------------
Category 14,  Topic 14
Message 8          Sun Nov 07, 2004
KGAGNE [Ken]                 at 08:12 PDT

Dain found this game for sale for $20:

http://shop1.outpost.com/product/3677295?site=sr:SEARCH:MAIN_RSLT_PG

 ------------
 ************
Topic 15        Tue Aug 26, 2003
KGAGNE                       at 14:46 PST
Sub: F-Zero GX

Nintendo's futuristic racing game, this time developed by Sega.

 10 messages
 ************
 ------------
Category 14,  Topic 15  [MOVED]
Message 1          Fri May 10, 2002
A2.DAIN [Dain]               at 07:07 PDT


Nintendo has announced that they will be developing yet another joint software
project much like the Sega collaboration on F-Zero.  This time, it is Namco and
the game will be a Star Fox shooter for both the Nintendo Gamecube and the
Nintendo Triforce hardware.

Could be fun as long as it isn't Star Blade.

Dain
 ------------
Category 14,  Topic 15  [MOVED]
Message 2          Sun Feb 23, 2003
KGAGNE [Ken]                 at 12:30 PDT

The official Japanese web site for F-Zero has opened:

http://f-zero.jp/home.html

A 30 MB trailer is available at GameSpot:

http://gamespot.com/gamespot/stories/news/0,10870,2911333,00.html

 ------------
Category 14,  Topic 15  [MOVED]
Message 3          Sat Mar 15, 2003
KGAGNE [Ken]                 at 06:45 PDT

F-Zero has been delayed from June 24th to August 25th. :(

 ------------
Category 14,  Topic 15  [MOVED]
Message 4          Wed Aug 20, 2003
KGAGNE [Ken]                 at 17:47 PDT

F-Zero remains on track to ship this coming Monday.  Yay!

 ------------
Category 14,  Topic 15  [MOVED]
Message 5          Wed Aug 20, 2003
A2.DAIN [Dain]               at 18:27 PDT

Replying to 'Ken' in Category 14 Topic 2:

> F-Zero remains on track to ship this coming Monday.  Yay!

Wooohoooo!!!!



 ------------
Category 14,  Topic 15
Message 6          Tue Aug 26, 2003
KGAGNE [Ken]                 at 14:51 PDT

Five messages have been moved here from Topic 2.  They will be restored
shortly.

 ------------
Category 14,  Topic 15  [MOVED]
Message 7          Mon Aug 25, 2003
A2.DAIN [Dain]               at 19:16 PDT


The Sequel to the Futuristic F-Zero X on the Nintendo 64 is hitting the
shelves Tomorrow (I think).  The word on the street is that the game is
really really tough.  I guess this shouldn't surprise anyone since it is
made by Amusment Vision, the same development team that brought us Super
Monkey Ball 1 and 2, both insanely difficult games.

I loved the original F-Zero on SNES and the Nintendo 64 version.  Let's
hope this is more of the same.

Dain


 ------------
Category 14,  Topic 15
Message 8          Sun Oct 05, 2003
KGAGNE [Ken]                 at 09:09 PDT

Title       : F-ZERO GX
Platform    : Nintendo GameCube
Publisher   : Nintendo
ESRB Rating : Everyone
Game Rating : 9.0
Review by   : Ken Gagne

Anyone who wishes he could fly should experience the white-knuckled adrenaline
of F-Zero GX.

Nintendo's latest racing game, developed by Sega for the GameCube, is the
third in a series of futuristic, non-combative racing games in which thirty
hovering cars race along roads set high in a planet's atmosphere. The Nintendo
64 iteration of F-Zero was heralded for its speed, and berated for its lack of
graphical detail. The GameCube edition incorporates both features across its
20-plus courses and myriad racing modes. The tracks twist, turn, and intersect
in ingenious and impossible ways, dangerously defying gravity. Players will
encounter loops, tubes, pipes and half-pipes, and Mobius strips. Since the
courses turn on their own, sharp changes in velocity are rarely required,
instead calling for regular, minute course corrections.

No matter how great or critical the steering, the speed is constant, reaching
a simulated 2,000 KMH. The competition races along often more quickly than the
player, calling for drastic measures. Once players realize what an effective
and seductive art knocking one's opponents off the course is, it becomes
difficult to refrain from doing so, even to one's own detriment. In later
levels that lack protective boundaries, it's easy to lose control and send
oneself flying into oblivion. It's these sections of track that most threaten
the player.

If the main four cups of five tracks each are too competitive or mundane,
F-Zero offers other modes, including practice and time attack. The multiplayer
mode allows up to four players to compete on a single course, though the
absence of dozens computer opponents and the unavailability of full circuits
diminishes this experience.

A lone racer can also try the game's story mode. Here, the famous pilot
Captain Falcon is set on custom levels with unique goals, such as collecting
items or avoiding falling boulders. These objectives are unbelievably
difficult, and failure to meet one effectively stalls all progress in this
mode. A branching path of optional quests would have been more enjoyable.

New to this installment is the ability to create and decorate a custom
vehicle, assembled from parts purchased with points earned in the main
circuit. With 30 preassembled vehicles to purchase and pilot, there isn't too
much need for manufacturing a unique craft, but it is a neat bonus.

As mentioned, the graphics have been improved since F-Zero's last outing. A
variety of distracting backgrounds whiz past the player, offering a sense of
perspective as the tracks turn upside-down and back again. Each car has a
unique appearance, and racing up to and past their multicolored exhausts is
akin to flying through a field of sparklers. The accompanying music is
appropriately fast-paced, often timed to the race and varying somewhat during
the third and final lap.

F-Zero GX offers a variety of improbable courses and selectable difficulties,
with additional modes that are unlikely to distract the sole gamer. The
variety exists more in the environment than in actual player initiative,
though there is more than one way to lead the pack. There is enough strategy
for players looking to shave precious seconds off their times, while others
will be content to hang on and enjoy the ride of incomparable speed.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 16-Sep-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
Category 14,  Topic 15
Message 9          Mon Mar 22, 2004
KGAGNE [Ken]                 at 10:12 PDT

This game has dropped in price to $19.99.

 ------------
Category 14,  Topic 15
Message 10         Sun May 30, 2004
A2.DAIN [Dain]               at 19:57 PDT


I picked up F-Zero GX a few weeks ago, from the bargain bin.  So far it's been
lots of fun and fairly inexpensive at $14.99.  Everything moves at a very fast
pace and the graphics are well done.

Sega did a pretty good job with this one.

Dain
 ------------
 ************
Topic 16        Tue Aug 26, 2003
KGAGNE                       at 14:52 PST
Sub: Mario Kart Double Dash!!

Go go-karting with your favorite Nintendo icons.  Multiplayer mayhem!

 6 messages
 ************
 ------------
Category 14,  Topic 16  [MOVED]
Message 1          Wed Aug 20, 2003
A2.DAIN [Dain]               at 18:27 PDT


One of the big discussions that came out of E3 was the fact that new
title Mario Kart: Double Dash was there but was just too slow to be any
fun.   There is some good news out of the Toy Test in Seattle.
It appears that the speed issues are gone and that the new rev of the
game is at least twice as fast possibly more.

Sounds like a good thing to me.   Mario Kart is one of my favorite games
of all time.

Dain


 ------------
Category 14,  Topic 16  [MOVED]
Message 2          Mon Aug 25, 2003
A2.DAIN [Dain]               at 19:16 PDT


Mario Kart Double Dash for Nintendo Gamecube has been reported to have
the ability to put 4 players on a split screen and supposedly up to 16
players via LAN.  Of course Nintendo has no official support for
Internet Play, but Gamespy (I think) who has offered support for
internet games for Halo (Halo only includes LAN-link multiplayer not
internet), has supposedly said they will try and offer support for Mario
Kart.  I'm not sure how this could work, but it would sure be kind of
neat.

Dain


 ------------
Category 14,  Topic 16
Message 3          Tue Aug 26, 2003
KGAGNE [Ken]                 at 14:55 PDT

This game is currently slated to ship on Nov 17th.

 ------------
Category 14,  Topic 16
Message 4          Sun Oct 12, 2003
KGAGNE [Ken]                 at 20:30 PDT

1Up.com reports the Mario Kart pre-order bonus disc will have the following
contents:

- Five mini-games from Mario Party 5
- A playable demo of F-Zero GX with Captain Falcon
- A playable demo of Teenage Mutant Ninja Turtles with Leonardo
- A playable demo of Star Wars: Rebel Strike with the Hoth level
- A playable demo of Sonic Heroes with two levels and seven preview movies
- Unlockable weapons, character abilities, and music for download to the GBA
game Fire Emblem

 ------------
Category 14,  Topic 16
Message 5          Wed Dec 24, 2003
KGAGNE [Ken]                 at 08:58 PDT

I have Mario Kart Double Dash!!, a GameCube broadband adaptor, and the Warp
Pipe software (http://www.warppipe.com).  I'm not 100% sure I understand how
to run it, but I'm willing to give it a go.  If anyone else has a compatible
hardware/software configuration and wants to try some online Mario Kart
action with me, drop a note. :)

-Ken

 ------------
Category 14,  Topic 16
Message 6          Sun Dec 28, 2003
A2.DAIN [Dain]               at 19:29 PDT

Ken,
  At the point that I have all the pieces..I'd be glad to give it a try.  I
actually have neither piece but I plan on getting both at some point.

Dain


>>I have Mario Kart Double Dash!!, a GameCube broadband adaptor, and the Warp
Pipe software (http://www.warppipe.com).B  I'm not 100% sure I understand how
to run it, but I'm willing to give it a go.B  If anyone else has a compatible
hardware/software configuration and wants to try some online Mario Kart
action with me, drop a note. :)



 ------------
Category 15 Nintendo Wii
 ************
Topic 1         Sat May 14, 2005
KGAGNE                       at 19:04 PST
Sub: General Hardware Discussion

General discussion of the Nintendo Wii hardware.

 46 messages
 ************
 ------------
Category 15,  Topic 1
Message 1          Sat May 14, 2005
KGAGNE [Ken]                 at 19:06 PDT

CNN.com reports that the Nintendo Revolution will be available in 2006:

http://money.cnn.com/2005/05/14/technology/personaltech/nintendo.reut/index.htm

 ------------
Category 15,  Topic 1
Message 2          Sun May 29, 2005
A2.DAIN [Dain]               at 17:40 PDT


Personally I like the look of Nintendo's new console better than the others.
But then the look rarely has to do with the games.  I am however interested at
having access to all the old games downloadable over the internet.  That's
nice.

Dain
 ------------
Category 15,  Topic 1
Message 3          Fri Jun 03, 2005
KGAGNE [Ken]                 at 14:10 PDT

Shigeru Miyamoto isn't very excited about how gaming technology is being
applied today; he sees the Revolution as the opportunity to change that:

http://money.cnn.com/2005/06/02/commentary/game_over/column_gaming/index.htm

 ------------
Category 15,  Topic 1
Message 4          Fri Sep 16, 2005
KGAGNE [Ken]                 at 19:02 PDT

Take a gander at the first unveiling of the Nintendo Revolution controller:

http://money.cnn.com/2005/09/15/commentary/game_over/revolution/index.htm

 ------------
Category 15,  Topic 1
Message 5          Thu Nov 10, 2005
KGAGNE [Ken]                 at 14:17 PDT

How is Nintendo shaping up in the pending console war?

http://money.cnn.com/2005/11/10/commentary/game_over/column_gaming/index.htm

 ------------
Category 15,  Topic 1
Message 6          Thu Dec 15, 2005
KGAGNE [Ken]                 at 16:22 PDT

CNN.com takes the Revolution for a test drive:

http://money.cnn.com/2005/12/15/commentary/game_over/column_gaming/

This sounds really good. :)

 ------------
Category 15,  Topic 1
Message 7          Fri Jan 20, 2006
KGAGNE [Ken]                 at 15:51 PDT

This editorial posits that the Revolution will dominate the next generation of
game consoles:

http://tinyurl.com/cj47y

Here is a video demonstrating how the Revolution controller ("remote") might
work with different games, such as Mario, F-Zero, and Soul Calibur:

http://tinyurl.com/cvza6

 ------------
Category 15,  Topic 1
Message 8          Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:33 PDT

Here's a fan's mockup: what if the Revolution were a helmet?

http://media.cube.ign.com/articles/613/613578/vids_1.html

 ------------
Category 15,  Topic 1
Message 9          Tue Feb 07, 2006
KGAGNE [Ken]                 at 19:06 PDT

Here's an interview with Perrin Kaplan, vice president of marketing and
corporate affairs for Nintendo of America:

http://tinyurl.com/9ewsk

 ------------
Category 15,  Topic 1
Message 10         Thu Feb 16, 2006
KGAGNE [Ken]                 at 03:27 PDT

How will the Revolution controller evolve existing genres, or generate new
ones?

http://www.gamasutra.com/features/20060215/hong_01.shtml

 ------------
Category 15,  Topic 1
Message 11         Sat Apr 01, 2006
A2.DAIN [Dain]               at 14:58 PDT


I'm actually really looking forward to this console.  It's got some really
innovative ideas and it won't break the bank.  I'm not saying I'll be first in
line, but I definitely will check it out when it hits.  Backwards compatibility
back to the NES days (and Genesis and Turbograffix 16) sure is nice.

Mario Kart!!!!!!!

 ------------
Category 15,  Topic 1
Message 12         Mon Apr 03, 2006
KGAGNE [Ken]                 at 14:25 PDT

They're not ruling out the possibility of a simultaneous worldwide launch,
either:

http://biz.gamedaily.com/industry/news/?id=12283

 ------------
Category 15,  Topic 1
Message 13         Thu Apr 27, 2006
KGAGNE [Ken]                 at 14:37 PDT

This is ridiculous.  The Nintendo Revolution has shed its codename and has
assumed its true mantle: the Nintendo Wii.

http://money.cnn.com/2006/04/27/commentary/game_over/nintendo/index.htm

 ------------
Category 15,  Topic 1
Message 14         Fri Apr 28, 2006
KGAGNE [Ken]                 at 14:13 PDT

Here are some reasons "Wii" is wrong:

http://tinyurl.com/jbpqy

Here's a fairly convincing story why "Wii" is a good name:

http://wiredblogs.tripod.com/games/index.blog?entry_id=1467976

And here are nine other bad system names:

http://www.games.net/features/109067.shtml

 ------------
Category 15,  Topic 1
Message 15         Wed May 03, 2006
KGAGNE [Ken]                 at 05:12 PDT

Developers react to the Wii:

http://gamasutra.com/features/20060501/sheffield_01.shtml

 ------------
Category 15,  Topic 1
Message 16         Mon May 08, 2006
KGAGNE [Ken]                 at 11:53 PDT

The Wii is featured in the latest issue of Time magazine:

http://www.time.com/time/magazine/article/0,9171,1191861,00.html

 ------------
Category 15,  Topic 1
Message 17         Mon May 08, 2006
A2.DAIN [Dain]               at 15:23 PDT


The biggest problem with the name is that the majority of current gamers think
that their choice of computer/console whatever somehow reflects how they are
perceived by others.  I personally don't care what they call the machine as
long as the games are fun.

At the end of the day, I'll take a look at the games and see if any of these
machines are worth buying.

The "Wii" has my interest because it's funky, and because the control mechanism
if done correctly could be great.

Plus I have a rather large (not Ken Gagne large) library of Gamecube games that
I could play on it as well.

Dain
 ------------
Category 15,  Topic 1
Message 18         Sat May 20, 2006
KGAGNE [Ken]                 at 06:18 PDT

Here's a theory on why the Wii graphics did not look appreciably superior to
GameCube software:

http://biz.gamedaily.com/industry/feature/?id=12739&rp=49

 ------------
Category 15,  Topic 1
Message 19         Thu May 25, 2006
KGAGNE [Ken]                 at 11:28 PDT

The Wii will launch in Japan for the equivalent of $225 USD:

http://tinyurl.com/rxz9x

 ------------
Category 15,  Topic 1
Message 20         Sun Jun 04, 2006
KGAGNE [Ken]                 at 15:41 PDT

ATI promises that the graphical output of the Wii was not maximized at E3:

http://biz.gamedaily.com/industry/feature/?id=12859

 ------------
Category 15,  Topic 1
Message 21         Thu Jun 08, 2006
KGAGNE [Ken]                 at 14:11 PDT

Nintendo still doesn't regret their new console's name:

http://www.cnn.com/2006/TECH/fun.games/06/08/nintendo.wii.ap/index.html

 ------------
Category 15,  Topic 1
Message 22         Thu Jun 08, 2006
KGAGNE [Ken]                 at 14:13 PDT

An important excerpt from the last message's story:

"...the release date and price will be announced by September. The Kyoto-based
manufacturer has said it won't cost more than $250 in the United States."

 ------------
Category 15,  Topic 1
Message 23         Wed Jul 05, 2006
KGAGNE [Ken]                 at 14:33 PDT

Launch price (no more than $249) and date (probably in mid-November, around
the PlayStation 3) for the Wii will not be confirmed until September - but
this article reports the Wii might ship a month or two before the PS3:

http://money.cnn.com/2006/07/05/commentary/column_gaming/index.htm

 ------------
Category 15,  Topic 1
Message 24         Mon Jul 17, 2006
KGAGNE [Ken]                 at 20:50 PDT

Read more about the capabilities of the Wiimote:

http://wii.ign.com/articles/718/718946p1.html

 ------------
Category 15,  Topic 1
Message 25         Thu Jul 20, 2006
A2.DAIN [Dain]               at 12:45 PDT



What do you think about the fact that Smash Brothers is going to use the
classic style controller?  Doesn't that actually mean that we'll be getting a
classic style controller in the box?

Although, I guess they could sell Smash brothers similarly to how they sell the
bongo games, and sell the controller with the game.  At this point, I am
expecting to get a classic controller, Wii-mote and numchuk (bad name) in the
box.  I'm also hoping they'll pack in a demo for the new controller style.

Dain
 ------------
Category 15,  Topic 1  [MOVED]
Message 26         Sun Jul 30, 2006
KGAGNE [Ken]                 at 09:07 PDT

Here are the ten things NIntendo has going for it:

http://nintendo.about.com/library/ninweapons/blweapons1.htm

 ------------
Category 15,  Topic 1
Message 27         Tue Aug 15, 2006
KGAGNE [Ken]                 at 20:49 PDT

Nintendo confirms that the online component of the Wii will not have a fee or
cost to the end-user associated with it:

http://www.usatoday.com/tech/gaming/2006-08-14-nintendo-qa_x.htm

http://www.gamasutra.com/php-bin/news_index.php?story=10480

 ------------
Category 15,  Topic 1
Message 28         Thu Sep 14, 2006
KGAGNE [Ken]                 at 08:45 PDT

Look for the Wii to launch on November 19th for $250, including Wii Sports:

http://games.slashdot.org/article.pl?sid=06/09/14/1438208

 ------------
Category 15,  Topic 1
Message 29         Thu Sep 14, 2006
KGAGNE [Ken]                 at 08:55 PDT

Looks like I'll be spending a lot of money on November 19th.  Additional
Wiimotes will me $40 each; additional nunchuks will be $20 each.
Additional games, $50 each.

Metroid Prime 3 is no longer a launch title; it has been pushed back to 2007.

Zelda is still a launch title, but it won't be for GameCube for another month.

 ------------
Category 15,  Topic 1
Message 30         Tue Sep 19, 2006
KGAGNE [Ken]                 at 07:02 PDT

Unlike Microsoft and Sony, who lose money on each console sold, Nintendo has
made the Wii hardware profitable:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=3815&Itemid=2

 ------------
Category 15,  Topic 1
Message 31         Tue Sep 19, 2006
KGAGNE [Ken]                 at 07:10 PDT

Game Informer warns that Nintendo's track record does not encourage a Wii
success:

http://gameinformer.com/News/Story/200609/N06.0915.1324.09291.htm

Failure could have serious repercussions for the entire industry:

http://www.whatentertainment.com/view/Wii__Failure_Is_Not_An_Option

 ------------
Category 15,  Topic 1
Message 32         Tue Oct 03, 2006
KGAGNE [Ken]                 at 08:28 PDT

Looks like playable Wii kiosks will be at GameStop only - and, after the Xbox
360 fiasco, they're not even sure if they're taking Wii preorders:

http://games.slashdot.org/article.pl?sid=06/10/03/1332248&from=rss

 ------------
Category 15,  Topic 1
Message 33         Thu Oct 12, 2006
KGAGNE [Ken]                 at 09:52 PDT

Wii preorders begin tomorrow, Friday the 13th:

http://www.gamestop.com/gs/wii/wiipre_ebgs.asp

 ------------
Category 15,  Topic 1
Message 34         Sat Oct 14, 2006
KGAGNE [Ken]                 at 08:17 PDT

I was at GameStop an hour before they opened yesterday, making me 13th in
line - on Friday the 13th... excellent. I'd be worried about my console
exploding, except it's a Wii, not a PS3. Fortunately, someone stepped out of
line, making me the dozenth of the 14 people they sold preorders to. I got
myself an extra Wiimote and nunchuk pair, as well as Red Steel and Super
Monkey Ball Banana Blitz. I'll leave my Zelda preorder on the GameCube
version for now.

This was the first console I'd ever waited in line to get. Since it was only
100 minutes total in an enclosed mall to by just the core unit, not some
forced bundle, I consider it a relatively painless experience.

 ------------
Category 15,  Topic 1
Message 35         Tue Oct 31, 2006
KGAGNE [Ken]                 at 12:44 PDT

Will a DVD-capable model of the Wii come out in Japan next year?

http://games.slashdot.org/article.pl?sid=06/10/31/1712208&from=rss

 ------------
Category 15,  Topic 1
Message 36         Tue Oct 31, 2006
KGAGNE [Ken]                 at 12:53 PDT

Nintendo recently brought the Wii to an AARP convention.  Guess they're really
serious about this console being for everyone!

http://www.nytimes.com/2006/10/30/technology/30aarp.html

 ------------
Category 15,  Topic 1
Message 37         Tue Oct 31, 2006
KGAGNE [Ken]                 at 13:36 PDT

Wii & PS3 console preorders are fetching a pretty penny on eBay:

http://tinyurl.com/wtkm9

Someone I used to sysop a CompuServe games forum with told me that I'm the
only person he knows with a Wii preorder who isn't selling it on eBay.  Guess
that means I'm the only person smart enough to pay only retail price and not
$1000 for it. :)

-Ken

 ------------
Category 15,  Topic 1
Message 38         Wed Nov 01, 2006
KGAGNE [Ken]                 at 14:39 PDT

In case there was any doubt, it's been confirmed that the Wii is running
souped-up GameCube hardware:

http://arstechnica.com/news.ars/post/20061031-8112.html

 ------------
Category 15,  Topic 1
Message 39         Wed Nov 01, 2006
KGAGNE [Ken]                 at 14:42 PDT

Look for 4 million Wiis to be shipped by year's end.  Expect them all to sell
out, too:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=4120&Itemid=2

 ------------
Category 15,  Topic 1
Message 40         Wed Nov 08, 2006
KGAGNE [Ken]                 at 12:10 PDT

Will the Wii run Linux?

http://www.wiili.org/index.php?title=Main_Page

 ------------
Category 15,  Topic 1
Message 41         Sat Nov 18, 2006
KGAGNE [Ken]                 at 13:43 PDT

Here are some PhotoShopped images elaborating the potential perils of the
Wiimote:

http://www.1up.com/do/feature?cId=3155292

 ------------
Category 15,  Topic 1
Message 42         Sat Nov 18, 2006
KGAGNE [Ken]                 at 20:01 PDT

The US television commercial for the Wii is now available online:

http://us.wii.com/viewer_tvcm_usa.jsp?vid=5

 ------------
Category 15,  Topic 1
Message 43         Mon Nov 20, 2006
KGAGNE [Ken]                 at 21:06 PDT

If anyone wants his Wii to communicate with mine, my Wii registration number is

6555 2130 7576 1880

 ------------
Category 15,  Topic 1
Message 44         Tue Nov 21, 2006
KGAGNE [Ken]                 at 14:02 PDT

November 20, 2006 - We have received word from numerous sources that running
the initial WiiConnect 24 update on the Wii has had a tendency to cause a
recurring error code. Several error codes have been reported so far, but the
most prevalent of them are 110213 and 32002. We contacted Nintendo about this
issue, and they filled us in on what you should do if you find yourself in
this predicament.

Currently, Nintendo has two options in place to resolve the problem. If you do
not have any data saved to your system that is important to keep, then you can
contact Nintendo customer service and they will ship a new console to you in
3-4 business days. However, if you do have important data saved to your
system, then things get a little tricker.

Story continues at <http://wii.ign.com/articles/746/746907p1.html>

 ------------
Category 15,  Topic 1
Message 45         Tue Nov 28, 2006
KGAGNE [Ken]                 at 20:15 PDT

Built on a foundation of pure fun, Nintendo's new Wii video game system sold
through to more than 600,000 consumers in the Americas in just its first eight
days of availability. That's a rate of nearly one per second continuously
since the Nov. 19 launch. Including just first-party software and accessory
sales, Wii instantly has become a $190 million business in the Americas.

<snip>

... the masterful The Legend of Zelda: Twilight Princess, a favorite of avid
gamers, already has achieved sales of more than 454,000 units in the Americas,
representing more than 75 percent of all hardware purchasers.

Story continues at
http://www.nintendo.com/newsarticle?articleid=dBA9g6cH-AF29SqN4QEVg2GJ51i2HfmU

 ------------
Category 15,  Topic 1
Message 46         Wed Nov 29, 2006
KGAGNE [Ken]                 at 15:21 PDT

Here are some details on the future of Wii, including an intent to bring
GoldenEye to the Virtual Console:

http://www.mtv.com/news/?source=TLD_mtvnews.com#/news/articles/1546730/20061128
/index.jhtml

http://www.eurogamer.net/article.php?article_id=70496

 ------------
 ************
Topic 2         Sat May 14, 2005
KGAGNE                       at 19:04 PST
Sub: General Software Discussion

General discussion of Nintendo Wii games.

 20 messages
 ************
 ------------
Category 15,  Topic 2
Message 1          Thu May 19, 2005
KGAGNE [Ken]                 at 13:38 PDT

The new Nintendo Revolution, which is online-capable, could provide the
ability to download old Nintendo games, drawing upon the console veteran's
library of recognized characters and worlds:

http://money.cnn.com/2005/05/17/technology/personaltech/e3_revolution/index.h
tm

An excerpt:

"Revolution owners will also be able to download virtually every game the
company has ever created - from those made for 1985's Nintendo Entertainment
System to the Nintendo 64 titles. The download service will be similar to
Microsoft's Xbox Live Arcade, which is meant to appeal to a more casual
gaming market."

 ------------
Category 15,  Topic 2
Message 2          Sun May 29, 2005
A2.DAIN [Dain]               at 17:41 PDT


Maybe I could finally finish Faxanadu:)  We'll see.

Dain

 ------------
Category 15,  Topic 2
Message 3          Mon Feb 13, 2006
KGAGNE [Ken]                 at 13:48 PDT

Take a look at seven NES games, ten SNES games, and nine N64 games that are
hoped to be on the Revolution download network:

http://www.gamedaily.com/specials/Nintendo_Nine/

 ------------
Category 15,  Topic 2
Message 4          Sat Mar 25, 2006
KGAGNE [Ken]                 at 05:46 PDT

It was previously announced that the Revolution would be able to download and
play games previously released for Nintendo's older systems: the NES, SNES,
and Nintendo 64.

Now added to that library are over 1,000 games for the Sega Genesis and
TurboGrafx:

http://www.gamespot.com/news/6146528.html

 ------------
Category 15,  Topic 2
Message 5          Wed Mar 29, 2006
KGAGNE [Ken]                 at 14:14 PDT

The President of Nintendo can't imagine Revolution games costing more than $50:

http://money.cnn.com/2006/03/29/commentary/game_over/column_gaming/index.htm

 ------------
Category 15,  Topic 2
Message 6          Tue Apr 11, 2006
KGAGNE [Ken]                 at 06:15 PDT

Look for 20 games at the Revolution's launch:

http://www.next-gen.biz/index.php?option=com_content&task=view&id=2705&Itemid=2

 ------------
Category 15,  Topic 2
Message 7          Wed Jun 07, 2006
KGAGNE [Ken]                 at 16:55 PDT

In Japan, older games will be accessible via the Wii's virtual console for
between $4.50 and $8.99 USD equivalent.

http://arstechnica.com/news.ars/post/20060607-7009.html

 ------------
Category 15,  Topic 2
Message 8          Tue Jun 27, 2006
KGAGNE [Ken]                 at 09:28 PDT

First, this list of 15 titles were promised for the Wii launch:

http://digitalbattle.com/2006/05/20/nintendo-confirms-wii-launch-lineup/

Now, a month later, it's down to six?

http://digitalbattle.com/2006/06/23/nintendo-confirms-6-wii-launch-titles/

WTF?

-Ken

 ------------
Category 15,  Topic 2
Message 9          Wed Jun 28, 2006
A2.DAIN [Dain]               at 16:57 PDT


It's going to be interesting to see what actually comes out on Day 1.  Since we
don't even know what Day 1 is, I'd say all bets were off.

The problem with this whole Wii thing, is that I'm really interested in some of
the older titles, and somewhat interested in the newer titles.  I don't really
have all that much time to play games lately, and most games these days are so
involved that sitting down for 10 minutes isn't all that much of an option.

My fear is that the Virtual Console part will only have 5 games available
instead of just making a ton of the available on day 1.

My hope is that someday we'll have a huge selection, I'm just not sure when
that will be.


 ------------
Category 15,  Topic 2
Message 10         Thu Jul 13, 2006
KGAGNE [Ken]                 at 18:28 PDT

Excerpted from <http://www.gamasutra.com/php-bin/news_index.php?story=10067>:

According to an official statement ahead of the EA Studio Showcase later
today, EA's dedicated Wii development team is creation six "custom-designed
titles" for Wii, including new releases from the Madden NFL, Need for Speed,
Harry Potter, Tiger Woods PGA TOUR, SSX and The Godfather franchises.

 ------------
Category 15,  Topic 2
Message 11         Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:25 PDT

Will the Wii revive the adventure game genre, popularized by Maniac Mansion,
King's Quest, and Space Quest?

http://nintendo.about.com/library/adventure/bladventure1.htm

 ------------
Category 15,  Topic 2  [MOVED]
Message 12         Sun Aug 27, 2006
KGAGNE [Ken]                 at 11:46 PDT

It's possible some GameCube games could be remade to use the Wiimote and sold
at an affordable price:

http://biz.gamedaily.com/industry/feature/?id=13576

 ------------
Category 15,  Topic 2
Message 13         Fri Sep 15, 2006
KGAGNE [Ken]                 at 12:54 PDT

Here is a list of 26 NES, SNES, N64, Sega Genesis, and TG-16 titles that will
supposedly be available via the virtual console on the day of the Wii's
launch:

http://www.play-nintendo.com/news/06090902.html

 ------------
Category 15,  Topic 2
Message 14         Sun Oct 01, 2006
KGAGNE [Ken]                 at 10:06 PDT

Look for Commodore 64 games to be available via the Wii Virtual Console:

http://www.gamasutra.com/php-bin/news_index.php?story=11060

 ------------
Category 15,  Topic 2
Message 15         Wed Nov 01, 2006
KGAGNE [Ken]                 at 05:58 PDT

Here are the 32 titles that will be available within five weeks of the launch
of the Wii:

http://biz.gamedaily.com/industry/news/?id=14293

Here's a list of Virtual Console launch titles:

http://www.1up.com/do/newsStory?cId=3154811

Whoa... no Super Mario Bros. (NES) or Zelda: A Link to the Past (SNES)?
Japan is getting both of these, and a LOT more, with their VC launch:

http://blog.wired.com/games/2006/10/japan_gets_way_.html

 ------------
Category 15,  Topic 2
Message 16         Sun Nov 05, 2006
KGAGNE [Ken]                 at 16:42 PDT

The Wii controller for the new Zelda game seems to be extremely well-received:

http://blog.wired.com/games/2006/11/zelda_the_reaso.html

 ------------
Category 15,  Topic 2
Message 17         Mon Nov 13, 2006
KGAGNE [Ken]                 at 07:21 PDT

Nintendo's Wii Will Boast 62 Titles and Countless New Ways to Play

32 New Wii Titles and 30 Classics Form Huge Launch Library

REDMOND, Wash., Oct. 31, 2006 - Within the first five weeks of launch, Wii
owners can pick from up to 62 games, representing the most diverse, and most
exciting, console video game library available. Licensees and developers have
lined up to support the Wii launch in unprecedented numbers. Wii and its Wii
Remote completely change the way people play and experience video games by
making every motion of the controller translate into action on the screen.
All at once, Wii makes games both easier to play and more immersive. In the
five weeks after Wii launches in the United States on Nov. 19, gamers of all
ages and abilities will be telling their friends and family: "You've got to
play this!"

By year's end, Wii owners will have 32 new titles to play, including industry
powerhouse games like The Legend of Zelda: Twilight Princess, Madden NFL '07,
Need for Speed: Carbon and Tony Hawk's Downhill Jam; category-redefining
adventures like Red Steel, Elebits and Trauma Center: Second Opinion; and
Hollywood favorites like Cars, SpongeBob SquarePants: Creature from the
Krusty Krab and Avatar: The Last Airbender. Some of these games might be
familiar, but if you haven't played them on Wii, you're only getting half the
experience.

Wii owners also will return to their youth with 30 classic games available
for download to play on Wii's Virtual Console. These include games for the
NES, Super NES, Nintendo 64, Sega Genesis and TurboGrafx16 consoles. Players
redeem Wii Points in the Wii Shop Channel and download their games. And
that's not to mention the entire library of more than 530 Nintendo GameCube
games that can be played on the Wii console from day one because Wii is
directly backward compatible.

"Developers worldwide have enhanced Wii's launch library of new games with
countless new ways to play," says George Harrison, Nintendo of America's
senior vice president of marketing and corporate communications. "Whether you
pick a completely new property or a classic franchise, the Wii experience
draws you in."

Every Wii owner starts off with Wii Sports, which comes packed in with the
console itself. The sporting collection of bowling, tennis, baseball, boxing
and golf lets players literally swing the Wii Remote like a bowling ball,
racket, bat, boxing glove and golf club. The games are easy for anyone to try
and they dramatically demonstrate how Wii makes video games fun for everyone.

For avid gamers, The Legend of Zelda: Twilight Princess emerges as this
season's video game masterpiece. The epic adventure lets players swing the
Wii Remote as a sword and can play in a 16:9 aspect ratio with beautiful
visuals and glorious sound. Have you ever tilted your controller while
playing a driving game, hoping in vain that extra oomph would help you land a
huge jump? Now EXCITE TRUCK translates those movements of the Wii Remote as
players hold it sideways and turn it like a steering wheel.

Wii's launch library contains games of all genres, and each one gives gamers
a new way to play. While Wii Sports, The Legend of Zelda: Twilight Princess
and EXCITE TRUCK will be ready to go on launch day, last-minute polishing by
third parties means their exact dates will soon be locked down, though most
will launch by the end of November. A complete list of launch-day titles will
be announced in the near future. Visit www.Wii.com for updates. Third-party
publishers have created an impressive list of launch titles for Wii, and
their backing will continue steadily into the new year. Before the end of
December alone, the following titles will be available:

Activision: Call of Duty 3, Marvel Ultimate Alliance, Rapala Tournament
Fishing, Tony Hawk's Downhill Jam, World Series of Poker: Tournament of
Champions

Atari: Dragon Ball Z: Budokai Tenkaichi 2

Atlus: Trauma Center: Second Opinion

EA: Madden NFL '07, Need for Speed: Carbon

Konami: Elebits

Midway: Happy Feet, Rampage: Total Destruction, The Grim Adventures of Billy
& Mandy, The Ant Bully

Sega: Super Monkey Ball: Banana Blitz

SNK: Metal Slug Anthology

Tecmo: Super Swing Golf

THQ: Avatar: The Last Airbender, Barnyard, Cars, SpongeBob SquarePants: The
Creature from the Krusty Krab

Ubisoft: Far Cry: Vengeance, GT Pro Series, Monster 4X4 World Circuit, Open
Season, Rayman Raving Rabbids, Red Steel, Tom Clancy's Splinter Cell Double
Agent

Vivendi: Ice Age 2: The Meltdown

In addition to these new titles, Nintendo is making the greatest video game
archive in history available for download to its Virtual Console. NES games
start at 500 Wii Points, Super NES games start at 800 Wii Points and Nintendo
64 games start at 1,000 Wii Points. Sega Genesis games start at 800 Wii
Points and TurboGrafx16 games start at 600 Wii Points. Wii Points can be
purchased online or at retail at an MSRP of $20 for 2,000 points. Before the
end of December, the following titles will be available:

NES: Mario Bros., The Legend of Zelda, Donkey Kong, Donkey Kong Jr., Ice
Hockey, Pinball, Soccer, Tennis, Urban Champion, Wario's Woods, Baseball,
Solomon's Key

SNES: F-Zero, SimCity

N64: Super Mario 64

Sega Genesis: Sonic the Hedgehog, Altered Beast, Golden Axe, Columns, Ecco
the Dolphin, Gunstar Heroes, Space Harrier II, Toe Jam & Earl, Ristar, Dr.
Robotnik's Mean Bean Machine

TurboGrafx16: Bonk's Adventure, Super Star Soldier, Victory Run, Bomberman
'93, Dungeon Explorer

 ------------
Category 15,  Topic 2
Message 18         Mon Nov 13, 2006
KGAGNE [Ken]                 at 08:29 PDT

According to <http://www.1up.com/do/newsStory?cId=3155033>, the second round
of Virtual Console titles will include the following:

"Duck Hunt, Punch-Out (but will it have Mike Tyson?), PilotWings, Hogan's
Alley, Kid Icarus, Kirby's Adventure, Pro Wrestling and Wild Gunman are all
apparently slated for release, and an early 2007 appearance seems likely given
what Nintendo's said about Virtual Console so far."

 ------------
Category 15,  Topic 2
Message 19         Mon Nov 27, 2006
KGAGNE [Ken]                 at 07:49 PDT

Is the Wii tiring out traditionally couch potato gamers?

http://online.wsj.com/public/article/SB116441076273232312-IHR8Xf3YEG61QlW0e7hA_
kHAA8w_20061224.html?mod=tff_main_tff_top

 ------------
Category 15,  Topic 2
Message 20         Tue Nov 28, 2006
KGAGNE [Ken]                 at 07:19 PDT

This website lists and reviews titles available on the Virtual Console:

http://www.meanmachinesmag.co.uk/wii/

 ------------
 ************
Topic 3   CLOSED Sat May 14, 2005
KGAGNE                       at 19:05 PST
Sub: News Posts

News items on the Nintendo Wii.  Staff posts only.
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 ************
 ------------
Category 15,  Topic 3
Message 1          Wed Apr 12, 2006
KGAGNE [Ken]                 at 05:02 PDT

UBISOFT UNVEILS EXCLUSIVE NINTENDO REVOLUTION TITLE: RED STEEL(TM)

First-Person Action Title to Debut at E3 2006

SAN FRANCISCO - APRIL 11, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced the development of Red Steel(TM), an
exclusive first-person action title for the Nintendo Revolution (working name
of the new Nintendo platform). Red Steel is set in modern-day Japan. Players
will master both the ancient art of the katana and the sophisticated
technology of modern firearms taking advantage of the emotion and immersive
gameplay possible only with the Revolution's remarkable controller.

"We're honored to announce this exciting new franchise and we're confident
that
Red Steel will be the must-have title for the Revolution when it launches,"
said Serge Hascoet, chief creative officer at Ubisoft. "We have been working
closely with Nintendo to take full advantage of the innovative controller to
create a thrilling experience that can only exist on the Revolution."

Red Steel will make its worldwide debut in May 2006 at E3 in Los Angeles.
With the style and flair of a contemporary action movie, Red Steel will
appeal to gamers who thirst for a new video game experience, as well as those
who may have not previously considered picking up a controller.

"Nintendo is excited to have Ubisoft bring Red Steel to the Revolution launch
lineup," said Reggie Fils-Aime, executive vice president of sales and
marketing at Nintendo of America. "Ubisoft makes some of the most innovative
and critically acclaimed games in the industry and from what we have seen
from Red Steel it is going to be a standout exclusive title on the
Revolution."

Ubisoft has a strong history of creating some of the industry's top-selling
video game franchises. To date, the Tom Clancy's Splinter Cell(R) and
Rayman(R) franchises have each sold more than 15 million units worldwide and
the Prince of Persia(R) franchise alone has sold more than eight million
units worldwide. The Red Steel brand will reflect this expertise and build
upon Ubisoft's past to invigorate the future experience allowed within the
Revolution platform.

Ubisoft will disclose more specific information on Red Steel in the coming
months and Nintendo will reveal more information about the Revolution and its
unique controller at E3.

For more information on Ubisoft's Red Steel, check out the worldwide
exclusive article in the May issue of Game Informer Magazine.

For more information about Ubisoft, please visit www.ubi.com.

About Nintendo Co., Ltd.
The worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co., Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home and portable video game systems.
For more information about Nintendo, visit the company's Web site at
www.nintendo.com.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C)2006 Ubisoft Entertainment. All Rights Reserved. Red Steel, Splinter Cell,
Rayman, Ubisoft, Ubi.com, and the Ubisoft logo are trademarks of Ubisoft
Entertainment in the U.S. and/or other countries.

(C) 2003-2005 Ubisoft Entertainment. All Rights Reserved. Based on Prince of
Persia(R) created by Jordan Mechner. Prince of Persia is a trademark of
Jordan Mechner in the US and/or other countries used under license by Ubisoft
Entertainment.

 ------------
Category 15,  Topic 3
Message 2          Tue May 02, 2006
KGAGNE [Ken]                 at 13:08 PDT

SNK PLAYMORE USA CORPORATION to Publish
For Nintendo's Wii(tm) and Nintendo DS(tm)

First Wii Title to be" METAL SLUG ANTHOLOGY,"

WALL, NJ. - May 2, 2006 - SNK PLAYMORE USA CORPORATION, the US publishing arm
of the SNK PLAYMORE CORPORATION, announced today that the company will
develop games for Nintendo's new home system,- Wii(tm) (formally code named
Revolution) and for the Nintendo DS handheld system.

To gamers worldwide, the METAL SLUG franchise is known as one of the greatest
action arcade series of all time. First introduced in 1996, METAL SLUG and
its sequels have achieved massive popularity with arcade gamers due to the
series' highly detailed animations, impressive backdrops, and consistent
sense of humor. This will be a full arcade collection including many
additional surprises.

"Fans worldwide have been looking forward to our return to Nintendo platforms
and what better way then to bring our complete METAL SLUG arcade collection
to Wii(tm). Additionally we enter the Nintendo DS category with our SNK VS
CAPCOM CARD FIGHTERS DS game that will match the dual screen format to a
great game" said Ben Herman, President of SNK PLAYMORE USA CORPORATION. "The
Wii controller will be used in a new and unique way that enhances the
gameplay. Our fans have demanded that we support Nintendo platforms. Let the
celebration begin".

About Wii
Nintendo's next system, Wii (formerly code-named Nintendo Revolution) will
feature a controller designed to be used with either one hand or two -- a
first in the video game industry. When picked up and pointed at the screen,
the controller gives a lightning-quick elemennt of interaction, sensing
motion, depth, positioning and targeting dictated by movement of the
controller itself.

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia. Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS, METAL SLUG, and SAMURAI
SHODOWN SNK continues to be an industry leader by focusing on their rich
arcade history. More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America including
publishing, marketing, development and localization. More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa.com

# # #

METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.
(C)SNK PLAYMORE
(C) CAPCOM U.S.A., INC.,
(C) CAPCOM CO., LTD. ALL RIGHTS RESERVED.

 ------------
Category 15,  Topic 3
Message 3          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:20 PDT

MIDWAY SET TO UNLEASH THE MONSTERS OF RAMPAGE(R): TOTAL DESTRUCTION(TM) ON
NINTENDO Wii(TM)

Rampage(R): Total Destruction(TM) Roars onto Nintendo Wii

CHICAGO - August 3, 2006 - Midway Games Inc. (NYSE:MWY), a leading
interactive entertainment industry publisher and developer, today announced
the development of Rampage(R): Total Destruction(TM) for the Nintendo
Wii(TM). Rampage(R): Total Destruction(TM) is scheduled to be available this
winter.

"We are extremely excited to be bringing the mayhem of Rampage: Total
Destruction to the Nintendo Wii," said Steve Allison, chief marketing
officer, Midway. "With updated graphics and even more extreme monsters, fans
of this classic arcade series, as well as new players, will have more than a
handful this winter."

The Nintendo Wii version of Rampage: Total Destruction will introduce an
additional 10 creatures to the already extensive list of 30 characters. All
40 monsters feature individual super moves and unique combo attacks. More
details to come at a later date for the Nintendo Wii version of Rampage:
Total Destruction.

About Rampage: Total Destruction

Rampage: Total Destruction for the Wii(TM), will allow players to choose from
40 unlockable monsters, and seven international cities, including Chicago,
Hong Kong and London. Players will start with six characters available,
including the original terror trio of George, Lizzie and Ralph, and graduate
to new crazy monsters hidden throughout the various 3D city environments,
such as Sarah the Spider, Plucky the Chicken and Fifi the Rabid French
Poodle.

Virtually everything in the Rampage: Total Destruction environments can be
damaged, broken, and utterly destroyed with plenty of hilarious results.
Aided by power-ups, all monsters are capable of acquiring a number of
upgrades throughout the course of a single campaign. Rampage: Total
Destruction allows multiple players to compete or cooperate as they battle
through the game. Rampage: Total Destruction is currently available for
Nintendo Gamecube(TM) and the PlayStation(R)2 computer entertainment system.

About Midway Games, Inc.
Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.
MIDWAY, RAMPAGE and RAMPAGE: TOTAL DESTRUCTION are trademarks or registered
trademarks of Midway Amusement Games, LLC. "PlayStation" and the "PS" Family
logo are registered t rademarks of Sony Computer Entertainment Inc. Nintendo
GameCube and Game Boy Advance are trademarks of Nintendo. (C)2001 Nintendo.
Wii is a trademark of Nintendo. All other trademarks are the property of
their respective companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information. The Company's actual results could
differ materially from those described in the forward-looking statements as a
result of a number of risks and uncertainties, including, without limitation,
the performance of the interactive entertainment industry, dependence on new
product introductions and the ability to maintain the scheduling of such
introductions, the current console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1A. Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2005, and in other
filings made by the Company with the Securities and Exchange Commission. Each
forward-looking statement, including, without limitation, financial guidance,
speaks only as of the date on which it is made, and the Company undertakes no
obligation to update any forward-looking statement to reflect events or
circumstances after the date on which it is made or to reflect the occurrence
of anticipated or unanticipated events or circumstances, except as required
by law.

 ------------
Category 15,  Topic 3
Message 4          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:20 PDT

UBISOFT EXPANDS SUPPORT FOR NINTENDO'S Wii WITH SEVEN TITLES AVAILABLE AT
LAUNCH

More Video Game Titles for the Revolutionary New Console on the Way in 2007

SAN FRANCISCO - August 3, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced that it is preparing seven titles for the
upcoming launch of Nintendo's highly anticipated Wii(TM). In addition to
previously announced titles Rayman Raving Rabbids(TM) and Red Steel(TM), both
designed specifically for the Wii, Ubisoft will deliver Wii versions of
driving game Monster 4X4 World Circuit, Sony Pictures Animation's Open
Season(TM), a game based on the popular Far Cry(R) franchise, Blazing
Angels(TM) Squadrons of WW II, and GT Pro Series developed exclusively for
the Wii by MTO. Ltd (please see today's GT Pro Series announcement for more
details). With seven announced titles available at launch and with many more
titles currently in development, Ubisoft expects to provide the richest
third-party lineup for the Wii's introduction and beyond with an exciting
combination of new intellectual properties and established franchises.

"We're thrilled that Ubisoft will be unveiling Wii versions of both exclusive
new IP and established franchises," said Reggie Fils-Aime, president and
chief operating officer for Nintendo of America. "Bursting with creativity,
innovation and unadulterated fun, these Ubisoft games embody the qualities
that will make Wii a huge hit with gamers new and established, young and
old."

"Media and analysts agree that Ubisoft has the greatest potential for reward
with the new console's launch because we believed in it from the beginning,"
said Laurent Detoc, president of Ubisoft North America. "With an impressive
lineup of launch games that offer something for everyone, we are in a unique
position to benefit from the Wii's success in appealing to both new and
hardcore gamers."

Ubisoft's Wii Launch Titles:

Blazing Angels(R): Squadrons of WW II: As a squadron leader and ace fighter
pilot, leverage the Wii controller to experience intense dog fighting in the
famous air battles of WW II. Air combat simulation, rating pending.

Far Cry(R): As Jack Carver, use the Wii Remote to drive, shoot, slash, jump
and climb your way through a rebel-infested tropical hell. First-person
action shooter, rating pending.

GT Pro Series: Immerse yourself in the fast-paced action of this exclusive
Wii car-racing game and take full advantage of the Wii Remote. Racing game,
rating pending.

Open Season(TM): Allows gamers to relive the humor and adventure of Sony
Pictures Animation's highly anticipated, first feature-length CG animated
film. Kids adventure, rating pending.

Monster 4X4 World Circuit: Use the Wii Remote to perform spectacular stunts,
jump and race the most powerful Monster Trucks, and go head-to-head in
pulse-pounding off-road competitions all over the world. Truck racing, rating
pending.

Rayman Raving Rabbids(TM): Experience the return of Rayman when his world is
threatened by a devastating invasion of crazed, out-of-control bunnies.
Whether it be crazy Kung-Fu action or competing in the cow toss, players will
use the Wii Remote in the most imaginative and innovative ways possible to
defeat these whacky rabbids. Action-adventure, rating pending.

Red Steel(TM): This Wii exclusive title takes place in modern-day Japan and
challenges players to master both the ancient art of the katana and the
sophisticated technology of modern firearms. First-person action, rating
pending.


About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 547 million Euros for the 2005-2006
fiscal year, an increase of 3 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

About Wii:
Nintendo's new system, Wii, will feature a controller designed to be used
with either one hand or two -- a first in the video game industry. When
picked up and pointed at the screen, the controller gives a lightning-quick
element of interaction, sensing motion, depth, positioning and targeting
dictated by movement of the controller itself.


UBISOFT TAKES A RIDE ON THE Wii SIDE WITH GT PRO SERIES

Intense Car-Racing Game Immerses Players with New Wii Remote

SAN FRANCISCO - August 3, 2006 - Today Ubisoft, one of the world's largest
video game publishers, announced that it has completed a licensing agreement
with Japanese developer MTO Co., Ltd. to distribute GT Pro Series worldwide
except in Japan. GT Pro Series is an exclusive car-racing game for Nintendo's
new-generation gaming console entitled Wii(TM) and will hit shelves in time
for the new console's launch.

With more than 80 licensed cars, tons of tuning options and its fluid
drift-style controls and physics, GT Pro Series perfectly fits the Wii's
unique gameplay approach. It's a fast-paced racing game that takes full
advantage of the Wii Remote.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 547 million Euros for the 2005-2006
fiscal year. To learn more, please visit www.ubisoftgroup.com.

About MTO
Japanese development studio MTO was founded in 1996 and was behind many major
racing games including "GT Advance" series for Nintendo Gameboy Advance.
MTO's main development staff is serious car fans and they take passion in
developing fun racing games for all markets across the world.

About Wii:
Nintendo's new system, Wii, will feature a controller designed to be used
with either one hand or two -- a first in the video game industry. When
picked up and pointed at the screen, the controller gives a lightning-quick
element of interaction, sensing motion, depth, positioning and targeting
dictated by movement of the controller itself.

(C) 2006 Ubisoft Entertainment. All Rights Reserved. Ubisoft, Ubi.com, and
the Ubisoft logo are trademarks Ubisoft Entertainment in the U.S. and/or
other countries. TM and the Wii logo are trademarks of Nintendo. (C) 2006
Nintendo.
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General discussion of Sega Genesis games.
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 ------------
Category 20,  Topic 2
Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 20:53 PDT

I was a latecomer to the Sega Genesis; I bought Majesco's slimlined Model III
for $30 a year or two after the Sega Saturn came out.  I've picked up a few
games in the bargain bins or as a collection on the Sega Saturn, but it's hard
to be a retrogamer on the Genesis when I was never a Genesis gamer to begin
with.

What are some of your favorite games on or fondest memories of this system?

-Ken

 ------------
Category 20,  Topic 2
Message 2          Fri Jun 01, 2001
SYNDICOMM                    at 00:12 PDT

>>>I loved the original Sonic, although I admit I only played it once.  For
several hours, but only once. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 20,  Topic 2
Message 3          Mon Jun 04, 2001
A2.DAIN [Dain]               at 16:17 PDT

Replying to 'Ken' in Category 20 Topic 2:

> What are some of your favorite games on or fondest memories of this
> system?

Ken,
  I have never been a huge fan of the Sega Genesis.  I seem to recall,
Altered Beast not being that bad, and the sonic games were interesting.
I never did get to play Castlevania : Bloodlines.  I guess since you
already have the Dreamcast oldies disk you already have some.

I think Strider might have been good as well:)  Phantasy Star II was
interesting in it's day, not sure how it holds up though.

Dain


 ------------
Category 20,  Topic 2
Message 4          Tue Jun 05, 2001
KGAGNE [Ken]                 at 12:17 PDT

Dain,

Strider was recently re-released as part of Capcom's Strider 2 package for
Sony PlayStation.

-Ken

 ------------
Category 20,  Topic 2
Message 5          Tue Aug 15, 2006
KGAGNE [Ken]                 at 06:50 PDT

Look for a Genesis collection of 30 games on the PS2 & PSP:

http://www.1up.com/do/newsStory?cId=3152778
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Sub: Altered Beast

Sega's arcade game became a pack-in for the Sega Genesis.
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Category 20,  Topic 5
Message 1          Sun Sep 24, 2006
KGAGNE [Ken]                 at 20:31 PDT

Tonight, at the end of theatre rehearsal, the final scene we practiced had a
dead body on the altar.  At the end of the scripted scene, the actor very
stiffly rose from the dead.  In a booming voice, I commanded, "RISE FROM YOUR
GRAVE!"  Our sound tech guy, who's far too good-looking to be a geek,
surprisingly shouted out his recognition: "'Altered Beast'!"

I love it when geeks out themselves. :)

-Ken

 ------------
 ************
Topic 13        Fri May 11, 2001
KGAGNE                       at 10:34 PST
Sub: Zero Wing

All Your Base Are Belong To Us!

 2 messages
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 ------------
Category 20,  Topic 13
Message 1          Wed Jun 13, 2001
KGAGNE [Ken]                 at 20:46 PDT

The original "All Your Base Are Belong to Us" movie is at this URL:

http://www.fffever.com/AYB2.swf

Dain recently posted the URL to this spoof, featuring Papa Smurf on the
$20,000 Pyramid game show:

http://216.149.89.225/ayb/allyoursmurf.swf

-Ken

 ------------
Category 20,  Topic 13
Message 2          Thu Jun 14, 2001
A2.DAIN [Dain]               at 08:21 PDT

Replying to 'Ken' in Category 20 Topic 13:

> Dain recently posted the URL to this spoof, featuring Papa Smurf on
> the
> $20,000 Pyramid game show:
>
> http://216.149.89.225/ayb/allyoursmurf.swf

Ken,
  You forgot to mention Balki, Charro and Roberto Benini(if thatis how
it is spelled:)  Anyway, it might be in the best interests of humanity
if that would be buried forever.

Dain
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Category 21,  Topic 1
Message 1          Thu Jun 14, 2001
KGAGNE [Ken]                 at 20:12 PDT

The Sega Saturn was supposed to launch in September of 1995 alongside the Sony
PlayStation.  At the 1995 Electronic Entertainment Expo, Sega announced,
"Surprise - it's out!"  Select markets got a four-month advance release on the
system, which, needless to say, pretty much pissed off every third-party
publisher that was scrambling to get games ready for the September release.
Sega also excluded KB Toys from the May launch; KB did not carry another
single Sega product until the launch of the Dreamcast.

-Ken

 ------------
Category 21,  Topic 1
Message 2          Thu Jun 14, 2001
SYNDICOMM [Sheppy]           at 20:21 PDT

Didn't help that the Sega Saturn was a massive PITA to program, with a
designed-by-committee feel to it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 21,  Topic 1
Message 3          Tue May 11, 2004
KGAGNE [Ken]                 at 10:10 PDT

Here's an archived Sega Saturn site:

http://www.sega-saturn.com/

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:07 PST
Sub: General Software Discussion

General discussion of Sega Saturn games.

 3 messages
 ************
 ------------
Category 21,  Topic 2
Message 1          Thu Nov 29, 2001
A2.DAIN [Dain]               at 21:19 PDT

I only got to play one Saturn Game.  The Japanese version of Virtua Fighter.
Were there any outstanding titles on the Sega Saturn?

Dain
 ------------
Category 21,  Topic 2
Message 2          Thu Nov 29, 2001
KGAGNE [Ken]                 at 22:01 PDT

Dain,

I didn't play too many Saturn games either - at least not many memorable ones.

But it's hard to forget one of the finest RPGs ever created: Panzer Dragoon
Saga.

Oh, God, what a game. :)

I wouldn't mind getting my hands on Burning Rangers, or an import copy of
Elevator Action Returns, either.

-Ken

 ------------
Category 21,  Topic 2
Message 3          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:08 PDT

Here are the games that defined the Sega Saturn:

http://www.racketboy.com/retro/2006/06/games-that-defined-sega-saturn.html

 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:51 PST
Sub: Daytona USA

Doot do doot do doot do doot do doot dooooo!  Daytonaaaaaaaaaaaa!

 1 message
 ************
 ------------
Category 21,  Topic 5
Message 1          Thu Sep 06, 2001
KGAGNE [Ken]                 at 18:07 PDT

Reposted from Cat 22, Top 28:

Daytona USA is somewhat (in)famous for its opening tune:

http://www.penny-arcade.com/daytonausa-letsgoaway.mp3

Read the comic strip based on it here:

http://www.penny-arcade.com/view.php3?date=2000-10-04

-Ken

 ------------
 ************
Topic 12        Fri May 11, 2001
KGAGNE                       at 10:52 PST
Sub: Panzer Dragoon

Two shooting games and a jaw-dropping RPG.

 2 messages
 ************
 ------------
Category 21,  Topic 12
Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 22:47 PDT

Panzer Dragoon was one of the first Saturn games, a shooter in which the hero
rides a dragon.  The sequel was oddly named Panzer Dragoon II Zwei, "zwei"
being Japanese for "two" (I think).  Hence, "Panzer Dragoon 2 2".

The third PD game, however, was an RPG named Panzer Dragoon Saga.  Released in
Summer of 1998, it was one of Sega's last Saturn games ever (along with
Shining Wisdom III and Burning Rangers).  It is, simply, one of the best
console RPGs I've ever played, and certainly the best CD-based RPG.  Though
the opening sequence has voice-acting in a fictional, fantastic language, the
rest of the game is in Japanese, which creates a very foreign atmosphere that
makes the world seem more fantastic.  Though quality English voice-acting may
have been more effective, that's pretty hard to come by in video games. <g>

Word is that Sega will be making another Panzer Dragoon game for the Microsoft
Xbox.  I don't know if it'll be a shooter or RPG.

-Ken

 ------------
Category 21,  Topic 12
Message 2          Mon Jun 04, 2001
A2.DAIN [Dain]               at 16:18 PDT

Replying to 'Ken' in Category 21 Topic 12:

> Panzer Dragoon was one of the first Saturn games, a shooter in which
> the hero
> rides a dragon.  The sequel was oddly named Panzer Dragoon II Zwei,
> "zwei"
> being Japanese for "two" (I think).  Hence, "Panzer Dragoon 2 2".

Not sure about Japanese, but zwei was definitely 2 in German.  I find it
strange that Japan and Germany would sport the same number for 2.


Dain


 ------------
Category 22 Sega Dreamcast
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:06 PST
Sub: General Hardware Discussion

General discussion of the Sega Dreamcast hardware.

 23 messages
 ************
 ------------
Category 22,  Topic 1
Message 2          Wed Jun 20, 2001
KGAGNE [Ken]                 at 21:19 PDT

An adaptor is available for the Sega Dreamcast that lets you use any PS/2
keyboard with the console.  It retails for $19.95.

The only problem is that a Sega-brand Dreamcast keyboard costs $24.95, and
Innovation's is $19.95.  So the adaptor isn't really a savings, except in
space.

-Ken

 ------------
Category 22,  Topic 1
Message 3          Wed Jun 20, 2001
SYNDICOMM [Sheppy]           at 22:37 PDT

Unless you have a PS/2 keyboard you totally adore...

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 22,  Topic 1
Message 4          Thu Jun 21, 2001
A2.RYAN                      at 00:17 PDT

> An adaptor is available for the Sega Dreamcast that lets you use any PS/2
> keyboard with the console.

PS/2 being the x86 compatible keyboard and not PlayStation 2, correct?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem, Palm OS, Page 590
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 22,  Topic 1
Message 5          Thu Jun 21, 2001
KGAGNE [Ken]                 at 07:00 PDT

> PS/2 being the x86 compatible keyboard and not PlayStation 2, correct?

Right.  That'd be PS2 - completely different. :)

-Ken

 ------------
Category 22,  Topic 1
Message 6          Sat Jul 14, 2001
A2.DAIN [Dain]               at 14:49 PDT

Just wondering if anyone had ever used the Sega Dreamcast VGA hookups.
I remember reading that it gave a nice sharp picture, but I was
wondering if someone could elaborate on this.

I usually would rather sit in front of the television, but still it
might be interesting to see.


Dain


 ------------
Category 22,  Topic 1
Message 7          Sat Jul 14, 2001
KGAGNE [Ken]                 at 20:57 PDT

The keyboard adaptor I reported on earlier has been replaced by a much better
product, by the same company (Innovation) for the same price ($20).

The "Dream Connection II 4-way Multiconverter) connects to your Sega
Dreamcast, and has separate ports for a PC keyboard, a PlayStation controller,
a Sega Saturn controller, and a Dreamcast VMU.

Excellent. :)

-Ken

 ------------
Category 22,  Topic 1
Message 8          Fri Aug 10, 2001
A2.DAIN [Dain]               at 19:19 PDT

Any Dreamcast owners out there with some buying advice?  I ran across a
rumor today that starting on August 12th the Dreamcast will be $79.99
and I have thought about picking one up and a game or two if the rumor
is true come Sunday.

Any game suggestions out there?

Dain Neater


 ------------
Category 22,  Topic 1
Message 9          Sat Aug 11, 2001
KGAGNE [Ken]                 at 08:11 PDT

Dain,

I have also heard that rumor, as well as the one that all the Sega Sports 2K2
games will be priced at $19.99.  In a way, it's too bad Sega feels they have
to do this, as their software and hardware is much better than that.  But
we'll see if it really happens.

The Sega Dreamcast went down in price to $99 last August.  You can currently
get it or the Sonic Bundle, which includes a VMU ($20 value), Sonic Adventure,
Sonic Shuffle, and a demo of Sonic Adventure 2, for $119.

-Ken

 ------------
Category 22,  Topic 1
Message 10         Sat Aug 11, 2001
KGAGNE [Ken]                 at 19:50 PDT

As of today, the Sega Dreamcast costs $79.99, down from $99.99.  The Sonic
Bundle, which includes  VMU, the games Sonic Adventure and Sonic Shuffle, and
a demo of Sonic Adventure 2, costs $99.99, down from $119.99.  Sega-brand VMUs
are down in price to $12.99 from $19.99.

-Ken

 ------------
Category 22,  Topic 1
Message 11         Wed Aug 15, 2001
KGAGNE [Ken]                 at 15:47 PDT

The "Sega Sports Bundle" is now available in stores.  For $99.95, you get a
basic Dreamcast console (unit, one controller, cables) with the following
games packed in:

NFL 2K1
NBA 2K1
World Series Baseball 2K1

-Ken

 ------------
Category 22,  Topic 1
Message 12         Thu Aug 16, 2001
A2.DAIN [Dain]               at 19:17 PDT

Replying to 'Ken' in Category 22 Topic 1:

> The "Sega Sports Bundle" is now available in stores.  For $99.95, you
> get a
> basic Dreamcast console (unit, one controller, cables) with the
> following
> games packed in:
>
> NFL 2K1
> NBA 2K1
> World Series Baseball 2K1

Ken,
  So, that is different than the old sports bundle that had the sports
games from 2000?  Also..I know NFL 2k1 is good.  Anyword on the other
two?


Dain


 ------------
Category 22,  Topic 1
Message 13         Thu Aug 16, 2001
KGAGNE [Ken]                 at 19:35 PDT

Dain,

Was there a Sega Sports 2K sports bundle?  If so, I don't think it had as
many as three games.

I haven't played NBA 2K1 or WSB 2K1, though the universal opinion on the
latter is that it sucks (which is what the Sega rep at E3 told me when
showing me WSB 2K2 :).  Check it out at
http://www.penny-arcade.com/view.php3?date=2000-07-26

NBA 2K1 and NFL 2K1 both have online capabilities.

Also, my mistake about the "basic Dreamcast unit": the Sega Sports console is
black with the Sega Sports logo on the CD lid.

-Ken

 ------------
Category 22,  Topic 1
Message 14         Thu Aug 16, 2001
A2.DAIN [Dain]               at 20:58 PDT

Replying to 'Ken' in Category 22 Topic 1:

> Was there a Sega Sports 2K sports bundle?  If so, I don't think it had
> as
> many as three games.

Yeah.  There was a bundle a year or so ago.  It too was black with Sega
Sports Logo.

Another question.  I was playing a Rally Level in Gran Turismo 3 at Best
Buy the other day, and it was quite a bit of fun.  Are there any good
rally games for the Dreamcast?

It's really interesting, but in GT3 the most interesting part of the
game sometimes is watching the replay of your driving.  The graphics are
beautiful.


Dain


 ------------
Category 22,  Topic 1
Message 15         Thu Aug 16, 2001
KGAGNE [Ken]                 at 22:44 PDT

Dain,

I'm not too familiar with rally racing.  You might want to try Sega Rally for
Dreamcast.

-Ken

 ------------
Category 22,  Topic 1
Message 16         Fri Aug 17, 2001
KGAGNE [Ken]                 at 19:36 PDT

That's odd... the price on Sega-brand Visual Memory Units (VMUs), or memory
cards, has dropped again.  Now they're only $10.

-Ken

 ------------
Category 22,  Topic 1
Message 18         Sun Sep 09, 2001
KGAGNE [Ken]                 at 19:45 PDT

The Sega Dreamcast launched on 9/9/99.

Happy 2nd Birthday, DC!

-Ken

 ------------
Category 22,  Topic 1
Message 19         Sat Jan 05, 2002
KGAGNE [Ken]                 at 12:35 PDT

The Dreamcast, despite being officially lowered to $50, is being sold for $60
at many stores.  $50 will get you a used Dreamcast.

-Ken

 ------------
Category 22,  Topic 1
Message 20         Wed Aug 18, 2004
KGAGNE [Ken]                 at 18:00 PDT

I'm not sure how this works, but Dreamcast owners with a broadband modem can
play games at schedules times via this web site:

http://dreamcast.onlineconsoles.com/phpBB2/portal.php

 ------------
Category 22,  Topic 1
Message 21         Fri Sep 10, 2004
KGAGNE [Ken]                 at 10:04 PDT

The Sega Dreamcast - the world's first 128-bit video game console - launched
five years ago yesterday, on 9/9/99.

 ------------
Category 22,  Topic 1
Message 22         Mon Dec 12, 2005
KGAGNE [Ken]                 at 13:42 PDT

Lots of retro-consoles, like the Atari 2600, are making a comeback with
prepackaged games.  Could the Sega Dreamcast be next?

http://games.slashdot.org/article.pl?sid=05/12/12/167228&from=rss

 ------------
Category 22,  Topic 1
Message 23         Thu Nov 16, 2006
KGAGNE [Ken]                 at 12:54 PDT

Doh!  In this article:

http://www.cnn.com/2006/TECH/11/15/insider.ps3/index.html

CNN referts to three Sega systems: the Saturn, the Game Gear, and the
Dreamscape...?!

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:06 PST
Sub: General Software Discussion

General discussion of Sega Dreamcast games.

 15 messages
 ************
 ------------
Category 22,  Topic 2
Message 1          Wed May 30, 2001
KGAGNE [Ken]                 at 21:37 PDT

Title       : CONFIDENTIAL MISSION
Platform    : Sega Dreamcast
Publisher   : Sega
ESRB Rating : Mature
Game Rating : 8.1
Review by   : Ken Gagne

Spy satellites, lasers, and submarines. Grenades, assault rifles... and light
guns. It's Confidential Mission, a Sega shooter for the Dreamcast.

In Confidential Mission, the terrorist group Agares has seized control of a
government satellite. Two players take control of Confidential Mission Force
agents Howard Gibson and Jean Clifford as they hunt the responsible party.

CM plays in the style of Virtua Cop. Play occurs from a first-person
perspective, with gun-toting maniacs popping out to threaten the mission.
These enemies are encircled with a target that doubles as a timer; when the
hands meet, players take a hit. (What a handy piece of foresight! I could have
used that in high school gym class.) An on-screen gunsight is the means by
which players hand out justice.

A Justice Shot occurs when players shoot the weapon out of the enemy's hand.
Malefactors go down no more or less easily with this disarming move, so don't
mistake this for a Sega lesson in mercy. Just the opposite: though the common
miscreant goes down with a single shot, the game awards bonus points for
quickly planting additional slugs in a foe. As the manual says, "true agents
ought to totally punish those who threaten the world peace." On the lighter
side, downed gunners simply disappear, leaving no bloody mess.

Justice shots, combos, and other skills can be practiced in the Agent Academy.
Two training modes and a simulation exist for each skill, though the minimum
passing scores for each often require superhuman reflexes. Or a light gun.

Unlike most people, I find most shooting games entirely playable without a
light gun peripheral. If I've ever encountered an exception, it's Confidential
Mission. There are often so many small targets spread across the screen that
neither the standard Dreamcast analog nor digital controls provides the speed
and accuracy necessary to avoid taking a few hits - something no CMF agent can
afford. For the most bang for your buck, the flexibility of a light gun is
essential.

Confidential Mission is presented with only minor disturbances. Sometimes the
surroundings move too much; as the agents run down stairwells and corridors,
it's hard to know what the perspective will be once they stop. Other times
this movement makes the game too easy, centering enemies on the screen so that
no targeting is necessary. The terrorists have no awareness of their
surroundings, beyond the course they're programmed to run. If they're shot in
front of a crate, the body will go flying right through the background.

The voice acting, though, is bad. Resident Evil bad. And while most of the
non-acting sound effects are better, the final boss whines like a brat when
shot.

The game is a scant three missions long, with little variation from play to
play. Since it's on tracks - the player has no say in the game's direction or
pace - it takes less than a half-hour to play from beginning to end. Five
difficulty settings and the challenging academy mode add replay value, but
doesn't eliminate the feeling that CM is too short.

But with a retail price of $19.99, this game may be worth taking into your
confidence.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to be
distributed in a modified form.

Original Publication: Sentinel & Enterprise, 28-May-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 2
Message 2          Thu Aug 02, 2001
KGAGNE [Ken]                 at 21:51 PDT

Title       : SOLDIER OF FORTUNE
Platform    : Sega Dreamcast
Publisher   : Crave Entertainment
ESRB Rating : Mature
Game Rating : 7.3
Review by   : Ken Gagne

Enough with the demons, the aliens, and the zombies. If you're looking for a
realistic first-person shooter, scope out Soldier of Fortune, a Sega
Dreamcast game from Crave Entertainment. You're likely to find it's the
demons, aliens, and zombies that keep this genre from being mundane.

Our soldier of misfortune is John Mullins, former Army Special Forces agent,
now a mercenary for a United Nations anti-terrorist group. He's been hired to
delve into New York subways and Kosovo sewers to prevent an international
incident from occurring.

The first thing you'll notice about Soldier of Fortune is the loading times.
It can take as many as ninety seconds to load a level or a portion of it -
enough time to flip through the latest issue of Guns & Ammo. Even restarting
a level can induce a similar delay.

Now, loading times do not a bad game make - but Soldier of Fortune is not
worth waiting for. Mullins has an arsenal of authentic, impressive weaponry
to mow down enemies who outrank him in firepower, if not smarts. The levels
are straightforward, with the occasional backtracking after flipping a
switch. Mullins and his enemies have no talents, and the levels no features,
you haven't seen elsewhere.

The game operates at a fast but discontinuous 60 frames per second. Multiple
enemies and sudden movements can cause the display to flicker and slow down.
It is otherwise capable of producing a smooth and dark environment.

The enemies populating that world are advertised as having 26 unique points
upon which to fire. A well-aimed shot can cause an appendage to go flying,
proving that not only does crime not pay - it costs an arm and a leg. Why (or
how) a trooper consciously reaches for his throat when his head's been blown
off remains unknown. Less fatal blows will leave soldiers writhing in agony,
clutching at their destroyed kneecaps - before suddenly standing erect and
resuming fire. I guess Mullins' attacks sting more than anything.

Other voice acting is provided by Todd Susman (Blast from the Past, Newhart)
and Michael Clarke Duncan (Planet of the Apes, Green Mile), though they play
their parts in a plot that develops at awkward moments. Shame.

The Dreamcast's limited number of buttons calls for a clever layout. Each
button has two functions, with the 'L' trigger determining which one is
active. Jump and reload, strafe and lean, cycle item or weapon are all mapped
to the same primary buttons. Though learning the controls is easy, using them
is not, with some combinations (such as strafing and using an item
simultaneously) being impossible. Players more comfortable with the mouse and
keyboard may find themselves less constrained in that setup.

Built into the Dreamcast are a modem and four controller ports; Soldier of
Fortune takes advantage of neither, as it is a one-player game only. I can't
remember the last time I saw a shooter get away with that; after playing
Soldier of Fortune, I still can't.

Except for the graphic brutality, there's nothing new about Soldier of
Fortune. It's an average first-person shooter with realistic weapons and a
modern-day plot. Would-be soldiers should consider themselves fortunate to
have better, if less realistic, alternatives available to them, such as
Perfect Dark on the Nintendo 64.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 6-Aug-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 2
Message 4          Sat Aug 11, 2001
KGAGNE [Ken]                 at 08:14 PDT

Dain,

Here are some of my favorite Sega Dreamcast games, reviews of all of which
are available at gamebits.net (you can link there from this community's main
menu):

Legacy of Kain: Soul Reaver
Like the PSX version, but much better graphics and control.

Seaman
Raise a virtual pet that you can talk to, and which talks back!  Comes with a
microphone.

NFL 2K1
Great football game, you can play it online.

Quake III Arena
Online shoot-em-up comes to the DC.

Virtua Tennis
One- to four-player Pong action.  Tons of mini-games.  2K2 game due out soon.

Sonic Adventure
The blue hedgehog's best-looking and fastest adventure yet.

Crazy Taxi
Free-roaming driving.

Vanishing Point
Arcadey racer with lots of real cars and mini-games.

Shenmue
Realistic adventure game.  Sequel due out in November.

 ------------
Category 22,  Topic 2
Message 5          Tue Sep 04, 2001
KGAGNE [Ken]                 at 20:39 PDT

Title       : FLOIGAN BROS.
Platform    : Sega Dreamcast
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 7.8
Review by   : Ken Gagne

Can computers think and feel? Do they have emotions?

Fuhgeddaboutit.

Don't mistake complex issues of artificial intelligence for Sega's Dreamcast
game, Floigan Bros., which is a collection of adventures in babysitting more
than anything.

The Floigan Bros., Moigle and Hoigle, run a junkyard that's under assault by
the evil Baron. Not only must the pair defend their family real estate, but
Moigle has a secret project he wants to build! Players control smart and
scrawny Hoigle as they lead the larger, dimmer brother in accomplishing the
necessary tasks to save the day in this 3D, over-the-shoulder adventure game.

Hoigle's main endeavor is to manipulate his brother, and thus, the
environment. A string of insults can lead Moigle to cry a river of tears and
raise the river's water level, or angrily toss his sibling to heights
otherwise unreachable. Hoigle must constantly fulfill the big galoot's needs
, whether it's for emotional security (give him a hug) or recreation (play
Tag, Hide 'n Seek, or High Five). Victory in the various mini-games produce
points which Hoigle can use to teach Moigle new games and tricks to advance
past progressive obstacles.

The brothers' objectives are not always in agreement. Moigle must be fed
before he can learn a new trick, but he may not be hungry when Hoigle wants
to play teacher. Moigle's appetite for amusement, however, is never
satisfied; by the time the Dreamcast is turned off, you'll never want to give
another "High Five".

Oftentimes, the game seems to unintentionally set the brothers at odds.
Asking Moigle to help is too direct a route and offers no clue about how to
proceed. Hoigle must occasionally just fiddle around, waiting for Moigle's
attention to be caught by the task at hand.

Once the method of solving these puzzles is determined, the execution is
often without difficulty. The challenges players encounter are solved by
simple feats of timing and diligence, often involving tossing bombs or
hitting switches. Anyone with the basic skills necessary to be playing video
games can perform these actions; several hints are available if you're having
trouble anyway.

The playful, nearly comical interaction between characters is matched by the
game's overall look. Artists Chuck Jones and Don Martin appear to have
collaborated to create the cartoonish nature of the Floigan junkyard and its
denizens. Moigle resembles a gangster that Bugs Bunny would avoid. The rest
of the characters share this colorful and animated quality, though some
angularity is evident. Camera issues are a staple Sega couldn't avoid, with
camera movement nearly impossible to achieve in cramped quarters.

Floigan Bros. is an innovative game, but a short-lived one with moments of
frustration. An experienced gamer will deduce the Floigans' ailments and
assemble the seven-part project in no time, leaving little else to explore.
As far as video games go, the junkyard is a small world, and Moigle's games
are simple and repetitive; neither invite much replay, and the brothers'
mildly amusing antics isn't worth sticking around for, either.

Floigan Bros. shows that toying with people's emotions can be fun, but not
without its pitfalls.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 20-Aug-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 2
Message 6          Mon Sep 17, 2001
KGAGNE [Ken]                 at 07:52 PDT

Sega's Propeller Arena has been delayed indefinitely.  New box art is one
issue.

-Ken

 ------------
Category 22,  Topic 2
Message 7          Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:23 PDT

                    Sega Dreamcast
                   Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Phantasy Star Online Ver.2               09/25/01
   Alone in the Dark: The New Nightmare     09/25/01
   Bomberman Online                         10/16/01
   NBA 2K2                                  10/23/01
   World Tennis 2K2                         10/23/01
   Conflict Zone                            10/23/01
   Over the Top Soccer                      11/15/01
   Shenmue 2                                12/04/01
   NHL 2K2                                  02/15/02

 ------------
Category 22,  Topic 2
Message 8          Wed Sep 26, 2001
KGAGNE [Ken]                 at 20:15 PDT

See Cat 26, Top 2, Msg 2 for my review of the PSOne game "Alone in the Dark:
The New Nightmare".  This game has now shipped for the Sega Dreamcast and is
only $19.95.  For a slightly above-average survival-horror game with good
graphics, you can't go wrong with this one - especially at that price!

-Ken

 ------------
Category 22,  Topic 2
Message 9          Tue Oct 16, 2001
KGAGNE [Ken]                 at 20:14 PDT

Propeller Arena Online, a game previously cancelled after the WTC attacks, has
now been cancelled entirely.

 ------------
Category 22,  Topic 2
Message 10         Tue Oct 16, 2001
A2.DAIN [Dain]               at 20:51 PDT

What was Propeller Area about?


Dain

 ------------
Category 22,  Topic 2
Message 11         Wed Oct 17, 2001
KGAGNE [Ken]                 at 08:38 PDT

Dain,

Propeller Arena was a WWII combat flight simulation game that could be played
online with voice chat.

IGN has a full preview at <http://dreamcast.ign.com/previews/16544.html>

-Ken

 ------------
Category 22,  Topic 2
Message 12         Wed Oct 17, 2001
SYNDICOMM [Sheppy]           at 15:36 PDT

>>>Propeller Arena was a WWII combat flight simulation game that could be
played online with voice chat.

That seems like an odd choice of a product to cancel post September 11.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 22,  Topic 2
Message 13         Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:34 PDT

                    Sega Dreamcast
                   Release Schedule
               [Current as of 12/13/01]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Conflict Zone                            12/17/01
   Shenmue 2 (European Version)             12/18/01
   NHL 2K2                                  01/29/02

 ------------
Category 22,  Topic 2
Message 14         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:15 PDT

                    Sega Dreamcast
                   Release Schedule
               [Current as of 01/28/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   NHL 2K2                                  02/12/02

 ------------
Category 22,  Topic 2
Message 15         Tue Apr 11, 2006
KGAGNE [Ken]                 at 06:27 PDT

Here are the games that defined the Dreamcast:

http://www.racketboy.com/retro/2006/04/games-that-defined-dreamcast.html

 ------------
 ************
Topic 3   CLOSED Thu May 10, 2001
KGAGNE                       at 20:57 PST
Sub: News Posts

News items on the Sega Dreamcast.  Staff posts only.

 9 messages
 ************
 ------------
Category 22,  Topic 3  [MOVED]
Message 1          Thu May 24, 2001
KGAGNE [Ken]                 at 20:31 PDT

SEGA RELEASES SONIC HARDWARE BUNDLE TO CELEBRATE SONIC'S 10th ANNIVERSARY
AND LAUNCH OF SONIC ADVENTURE 2

Limited Edition Bundle Includes Popular Sonic Titles and Exclusive Extras at
a Great Price for Sega Dreamcast Gamers

SAN FRANCISCO, CA - (May 22, 2001) - In anticipation of the 10th anniversary of
Sega(r)'s world-renowned mascot, Sonic the Hedgehog(r), and the June launch of
"Sonic Adventure(tm) 2" for the Sega Dreamcast(tm) video game console, Sega of
America today announced the release of the Sonic Hardware Bundle. This limited
edition hardware package will be offered at the low price point of $119.95 and
will include a 128-bit, Internet-ready Dreamcast console system, two popular
Sonic titles "Sonic Adventure" and "Sonic Shuffle," a "Sonic blue" Visual
Memory Unit (VMU), plus a sneak peek demo version of "Sonic Adventure 2."

"This new hardware bundle is a Sonic lover's dream come true," said John
Golden, director of product marketing, Sega of America. "The Sonic Hardware
Bundle is an instant collector's package, providing consumers with hours of
Sonic fun at a great value."

With the Sonic Hardware Bundle, players can experience the stunning 3D world of
the original top-selling "Sonic Adventure," playing as one of six characters
and zooming through luscious surroundings to defeat the evil Dr. Robotnik.
"Sonic Shuffle," also included in the Sonic Hardware Bundle, is a multi-player,
board-game-style party game where players join Sonic and friends on a mission
to save the land of Maginaryworld through a variety of mini-games and
challenges. The demo version of "Sonic Adventure 2" included in the Sonic
Hardware Bundle will get gamer's ready for the games upcoming release.

In "Sonic Adventure 2," available June 19, gamers can play as Sonic and friends
as they face their biggest challenge yet in an adventure of Hero vs. Villain.
Offering 2-player action, gamers can play as Sonic, Tails and all-new
characters as they grind through steep city streets, maneuver through dark
freeways, surpass threatening mountains and overcome army fortresses in order
to triumph over the evil Dr. Eggman and new mysterious dark characters.

The Sonic Hardware Bundle is available this month at participating retailers
nationwide for $119.95.

About Sega

Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video game
systems and video games in the Americas. Sega Corporation is a nearly $2.5
billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.
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SEGA.COM HOSTS THE ULTIMATE SHOWDOWN: THE GRAND MASTERS: UNREAL TOURNAMENT

Quest for the Title of Grand Master Set to Begin
as the SegaNet Championships Continue

SAN FRANCISCO (May 31st, 2001) - Sega.com is keeping Unreal Tournament real in
2001 with the mother of all multi-player online battles, The Grandmasters:
Unreal Tournament.  Beginning June 6, gamers will compete in four weeks of
online ladder play to qualify for a place in the Grandmasters Playoff
Tournament.  The 64 qualifiers will be announced on July 3, and the final
battles will begin on July 8, culminating with the crowning of Sega.com's
Ultimate Grand Master.

"Dreamcast gamers have enjoyed online gameplay for quite some time, and
SegaNet members have consistently requested automated rankings and
head-to-head tournament play to enhance the gaming experience" says Skip
McIlvaine, director of games business development, Sega.com.  "Sega was the
first to provide online console gaming with the launch of NFL 2K1 for SegaNet
and now we are taking it to the next level with enhanced online competition
features with The Grandmasters: Unreal Tournament event.  This is the start of
something big."

Action-hungry SegaNet members know that Sega.com is committed to hosting the
hottest tournaments for the online gaming community, and Sega is challenging
anyone with the guts to join the fray. Players with Unreal Tournament for the
128-bit, Internet-ready Sega Dreamcast will be able to experience a tournament
like no other. Registration is free at http://grandmasters.sega.net/.

Published by Infogrames, Inc. and developed by Secret Level in conjunction
with Epic Games and Digital Extremes, Unreal Tournament for Dreamcast is a
fast-paced 3D-action game that pits players against the toughest warriors in
the galaxy in multiple contests and fantasy-based settings. The goal is to
become the Unreal Grand Master, testing your skills against, or fighting
alongside, teams of 'bots' or other players. The first-person perspective
action includes deathmatch and team-oriented modes of play, as well as an
enhanced version of Unreal's critically acclaimed Botmatch, which allows
players to compete against extremely lifelike computer-controlled enemies in
deathmatch play.

The Grandmasters: Unreal Tournament event players may compete in the Qualifier
Ladder and Playoff Tournament using either dialup modem or broadband Internet
connections.

About Sega.com and SegaNet
Sega.com, Inc. (www.sega.com) is an online entertainment company that
integrates Internet technology and innovation with over 40 years of experience
in the video game industry.  Sega.com also built SegaNet (www.sega.net), the
only high-speed online console gaming network and community destination for
gamers that provides game users with the ultimate in speed, reliability and
content.  SegaNet offers both Dreamcast and PC gamers the best in 3D
multi-player games, chat, community, cheat codes, tournaments and content.
SegaNet is also a full service ISP offering everything including e-mail,
high-speed Internet access and great game content to music, TV, community,
movies, sports and e-commerce.  SegaNet is the one stop destination for online
games and gaming related content, offering gamers a community built
specifically with them in mind.

About Unreal Tournament Originally created by Epic Games Inc. and Digital
Extremes for the personal computer, UnrealTM Tournament has received many
awards and accolades for it's ground-breaking technology, graphics and
gameplay and has established itself as the preeminent first-person action game
in the industry.  Unreal Tournament for Dreamcast was developed by Secret
Level in collaboration with Epic Games Inc. and Digital Extremes.  Unreal
Tournament is published and distributed by Infogrames Inc., a leading global
publisher of interactive software.  For more information about Infogrames,
Inc. please visit www.us.infogrames.com.  For more information about the
developers please visit their respective Web sites at www.secretlevel.com;
www.epicgames.com; www.digitalextremes.com.

About TeamSphere Interactive, Inc. TeamSphere Interactive, Inc. is the leading
provider of web-based solutions for powering the online gaming experience. The
company's Eventricity platform enables companies within the interactive
entertainment industry to more effectively reach and retain their customers
through distinctive online experiences encompassing events, community, and
content.  Eventricity provides companies lower cost solutions, greater
flexibility, and a shorter time to market.  For more information, please visit
http://www.eventricity.com.
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INFOGRAMES CELEBRATES THREE DECADES OF ATARI VIDEO GAMING
WITH ATARI ANNIVERSARY EDITION FOR SEGA DREAMCAST AND PC

Twelve Games From The Golden Age Of Arcades Live Again

BEVERLY, MA - July 5, 2001 - Infogrames celebrates 30 years of Atari classic
arcade fun with the release of Atari Anniversary Edition for Windows 95/98/ME
computers and Sega DreamcastTM video game consoles. This special one-disc,
12-game compilation is being released to commemorate the 30th anniversary of
Atariis founding in 1972 as the first company ever established solely for the
purpose of creating and marketing video games. The multi-billion-dollar
interactive entertainment industry that has developed since Atariis founding
owes much to the vision of Atari and the groundbreaking titles that are found
on Atari Anniversary Edition.

This monster compilation of 12 of the best-known games from Atariis arcade
stable of the '70s and early '80s includes Asteroids, Asteroids DeluxeTM,
BattlezoneTM, Centipede, Crystal Castles, Gravitar, Millipede, Missile
Command, Pong, Super Breakout, TempestTM, and Warlords. All come
authentically recreated in emulated form just like you remember them from the
arcades.

In addition to the 12 classic arcade games that helped launch an industry,
Atari Anniversary Edition also includes a multimedia supplement of video
interviews with original game designers, images of noteworthy memorabilia,
original press releases, and more. The PC version has a bonus collection of
desktop themes (mouse pointers, system icons, font, screen saver, wallpaper)
for each game. Both versions include a collectable Atari logo sticker to show
your Atari pride.

Developed by Digital Eclipse, Atari Anniversary Edition is available at most
major retail outlets for $14.99 E.R.P and is rated 'E' for everyone.

About Infogrames

Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of
video games for consoles (Sony, Sega, Nintendo, and Microsoft), personal
computers and Macintosh systems. The company's award-winning franchises
include Alone In The Dark, Driver, Deer Hunter, Test Drive, and Unreal.
Infogrames Inc.'s Humongous Entertainment division is a leader in children's
entertainment software and its Macintosh publishing label, MacSoft, is the
number one publisher of Macintosh entertainment software. Based in New York,
NY, Infogrames, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (IESA) (Euronext 5257) and serves as the
headquarters for the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games
for all platforms, as well as interactive digital television, mobile smart
devices (WAP, HDML) and in-flight entertainment systems. IESA recently
acquired Infogrames Interactive, Inc. (formerly Hasbro Interactive),
including its line of software based on well-known licenses such as Monopoly,
Jeopardy, Tonka, and Atari, which are distributed in the U.S. by Infogrames,
Inc.

For more information, visit Infogrames' US Web site at www.us.infogrames.com.

# # #

(C) 2001 Infogrames Interactive, Inc.

Asteroids, Asteroids Deluxe, Battlezone, Centipede, Crystal Castles,
Gravitar, Millipede, Missile Command, Pong, Super Breakout, Tempest, and
Warlords are trademarks of Infogrames Interactive, Inc.

Sega, Sega Dreamcast and the Dreamcast Swirl are trademarks of SEGA
ENTERPRISES, LTD.

Windows and Win 95/98 are registered trademarks of Microsoft Corporation.
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SEGA COMBATS TERRORISM ONLINE WITH OUTTRIGGER

Players Can Engage in Team-Based Combat or Solo Deathmatch Action in the
Fastest Shooter Ever for Dreamcast

SAN FRANCISCO, CA - (July 24, 2001) - Forget the caffeine, this game has all
of the frenetic energy your palpitating heart can handle. Sega(R) of America
announced today the release of "Outtrigger(tm)" for the 128-bit,
Internet-ready Sega Dreamcast video game console. "Outtrigger" is a stylized
3-D speed-driven shooter game that mixes a compelling anti-terrorist premise
with some fresh twists on this popular genre, such as the ability to switch
perspectives and the rigorous character training programs. Since the arcade
version of "Outtrigger" has amassed a huge following, exclusive touches were
added to the Dreamcast version to exceed the expectations of its extensive
fan base, including the ability to play online. Whether battling terrorism
online or off, gamers' hearts will be racing on four bald tires by the end of
their sessions.

In "Outtrigger," the safety of the world is in the player's hands, as well as
an arsenal of weapons including flame-throwers, photon torpedoes and rocket
launchers. However, players must first become a member of an Interforce
squad. Interforce - a private enterprise formed to undertake anti-terrorist
operations - has established a special group to fight outbreaks of terrorism
and large-scale organized crime around the world. Only a handful of people
will successfully complete their rigorous training program, but the reward is
to become the leader of an Interforce team.

In addition to its humanitarian premise, there are many other compelling
elements that help to elevate "Outtrigger" above its genre predecessors. This
includes features such as allowing players to alternate between first and
third person perspectives, as well as multiple controller setups and the
inclusion of optional auto-assist targeting.

"Since 'Outtrigger' was so strongly embraced in the arcades, it was important
that the experience was both accurately translated and noticeably enhanced
for the Dreamcast version," said John Golden, director of product marketing,
Sega of America. "The game's most appealing attributes, such as the
storyline, the speed, and the split-screen action continue to reaffirm Sega's
penchant for developing games that either defy or define a medium."  With the
split-screen option, up to four players can battle head-to-head in an
observatory, castle ruins, abandoned train station and other
shrapnel-conducive sites. Rather than divide and conquer, players can opt to
unite and rule in the Team Battle mode, as they cooperate and compete online
in an attempt to be the #1 Outtrigger team. There is also an engaging Single
Player mode with over 40 different stages, unlockable weapons, character edit
options and scenario-driven missions.

"Outtrigger" is currently available at retailers nationwide for the suggested
price of $39.95 and is compatible with the Dreamcast keyboard and mouse. The
game is rated "T" for Teen.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.


# # #
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SEGA DELIVERS AN UNPRECEDENTED ARTIFICIAL INTELLIGENCE SYSTEM WITH FLOIGAN
BROTHERS FOR SEGA DREAMCAST

New Characters Blur the Line Between Cartoons and Video Games
in this Highly Interactive Episodic Adventure

SAN FRANCISCO, CA -- (July 31, 2001) -- Whoever thought having a brother
could be so much fun?  Sega of America announced today the release of Visual
Concepts' "Floigan Bros.(tm): Moigle's Secret Project" for the 128-bit,
Internet-ready Sega Dreamcast video game console.  By entering the madcap and
cartoony world of Hoigle and Moigle Floigan, gamers can play more than a
dozen exciting mini-games and challenging puzzles to help Moigle complete his
secret project and ultimately save the brothers' junkyard from the evil Baron
Malodorous. State-of-the-art animation techniques and ground-breaking
artificial intelligence (AI) technology deliver an innovative gameplay
experience by challenging players to control Moigle's emotions.

In "Floigan Bros.," players become the quick-witted Hoigle Floigan to help
large-and-lovable brother, Moigle Floigan accomplish a variety of tasks key
to completing his secret project.  Moigle's AI gives him a full range of
human emotions which allows him to express anger, sadness, happiness and
fear.  As Hoigle, players manipulate Moigle's emotions in a series of
cause-and-effect scenarios.  For example, Hoigle may provoke Moigle to "cry a
river" - literally! - to raise a floating bridge, allowing the brothers to
successfully cross and obtain one of the secret project's missing pieces.
"Sega's development teams continue to set new standards for game creation,
this time with the combination of ground-breaking AI technology and
entertaining animation that makes Floigan Brothers stand out from the pack,"
said John Golden, director of product marketing, Sega of America.

Within the 13 areas of the brothers' junkyard, Hoigle and Moigle must work
both cooperatively and competitively in more than a dozen mini-games such as
playing "High Five" or "Hide and Seek".  Also, as Hoigle, players "teach"
Moigle quirky abilities such as playing "tag" or performing tricks on his
yo-yo.  Everything Moigle learns makes him unique and Moigles with different
"characteristics" may then be traded over the Internet, extending the overall
gaming experience.

The Floigan brothers' world is highly interactive and designed in the same
surreal, whimsical fashion you'd expect from a Saturday morning cartoon.
Bright images and attention to detail make Hoigle and Moigle's world truly
come to life.

Sega will keep the adventure fresh and exciting by offering monthly
downloadable game elements, such as cool holiday costumes and special
mini-games.

Visual Concepts is one of Sega's many excellent exclusive development
studios. Aside from "Floigan Bros.", they are also the creative talent behind
the best-selling and award-winning Dreamcast titles "Sega Sports* NFL 2K1"
and "Sega Sports*  NBA 2K1".

"Floigan Brothers" is rated "E" for "Everyone" and is now available at retail
stores nationwide or at www.sega.com for $19.95.

About Sega
Segaa of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

#  #  #
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"SEGA BASS FISHING 2" FOR DREAMCAST LURES GAMERS WITH THE MOST REALISTIC
FISHING EXPERIENCE

Sequel to Popular Dreamcast Title Redefines Virtual Fishing With
Seasonal Conditions, Customizable Characters and Roam-Friendly Lakes

SAN FRANCISCO, CA - (August 21, 2001) - Cast your lure and reel in the big
one with the newest fishing excursion from Sega* of America! Today, Sega
announced the release of "Sega Bass Fishing 2*" for the 128-bit, Internet
ready Sega Dreamcast* video game console. Through enhanced game playmodes,
smarter fish and true-to-life ecologies, this highly anticipated sequel to
the popular "Sega Bass Fishing" combines the depth of a simulation with the
pace and feel of an arcade game.

"Throughout our 40-year history, Sega has been consistent in the creation of
consumer-embraced franchises, such as 'Sonic Adventure,' 'Crazy Taxi' and
soon the sequel to our hit fishing title, 'Sega Bass Fishing'," said John
Golden, director of product marketing, Sega of America. "'Sega Bass Fishing
2' is another demonstration of Sega's unrelenting commitment to our
franchises, as it is an even more realistic fishing experience than its
predecessor."

Building upon the easy-to-grasp gameplay of the original title, "Sega Bass
Fishing 2" introduces the New Practice, Free Fishing and Tournament modes.
New Practice mode allows players to train and improve their fishing technique
before entering one of the high-pressure competitions. In the realm of
options, Free Fishing mode allows players to choose the area, season, time of
day and weather conditions to fit their fishing fancy. Succeeding under
select conditions results in even more environment choices for players to
face and overcome. In Tournament mode, players compete for the chance to
advance onto consecutive and more challenging tournaments. As players
progress, their performance is awarded with the right to choose from more
than 100 distinct lures or the opportunity to experience other highly
immersive 3D virtual lakes.

Additionally, players are no longer confined to the shore when they cast
their lines. Instead, "Sega Bass Fishing 2" allows players to jump in their
boat and drive around the expansive lakes freely, enjoying the virtual
scenery with complete ecologies, down to accurate temperatures and weather
effects. Players will marvel at the beautiful underwater environments and
witness a variety of objects indigenous to bass-filled lakes, including
frogs, insects and lush water plants. The true-to-aqualife animations push
realism to the edge, as huge black bass move fluidly through the water.

Before the fishing frenzy begins, players must select from one of seven
characters, each with his or her own unique abilities including Casting
Distance, Casting Accuracy, Retrieving Speed, Retrieving Technique, Sight and
Fighting Technique. Characters may be selected not only by their advantageous
skills, but by their looks as well. Players have several customization
options open to them for their characters and boats, and by winning
tournaments, a player's selection of available characters and attributes will
increase accordingly.

"Sega Bass Fishing 2" is playable via either the standard Dreamcast
controller or the innovative force-feedback fishing rod peripheral. Using the
fishing rod controller, players can "feel" the game. Just like in real
fishing, players whip the rod over their shoulders and cast it out to the
lake before them, then attempt to control the unpredictable line tugs as they
reel in their struggling catch. "Sega Bass Fishing 2" is rated "E" for
Everyone and is available for $29.95 at retailers nationwide and at
www.sega.com. The fishing rod controller is sold separately.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.


# # #

 ------------
Category 22,  Topic 3  [MOVED]
Message 7          Tue Aug 07, 2001
KGAGNE [Ken]                 at 13:52 PDT

SEGA INTRODUCES THE FIRST EVER VOICE-CHAT CONSOLE GAME WITH ALIEN FRONT
ONLINE FOR SEGA DREAMCAST

Up to Eight Players Can Use Microphone to Coordinate Teammates
or Taunt Rivals Across the Country

SAN FRANCISCO, CA - (August 7, 2001) - Sega(R) of America, the company that
brought gamers the first online-playable console game, takes networked gaming
to a new level with "Alien Front Online(tm)" for the Sega Dreamcast(tm) video
game console. Using a microphone peripheral, "Alien Front Online" is the
first console title to take voice-recognition onto the Internet, enabling up
to eight players to chat with team members or deride opponents online - all
in real time. Whether online or off, "Alien Front Online" is an action-driven
team-based combat game in which players can either defend Earth from invasion
as a tank commander or attempt to colonize the planet as a member of the
enemy Triclops Guard.

"Alien Front Online" gives gamers the option to choose their fate. Aliens
have invaded Earth and taken out all air forces with their destructive
orbiting motherships, and it's time to choose sides. Gamers can enlist in the
army and take control of powerful tanks, using advanced weaponry to protect
highly destructible cityscapes and countrysides. However, gamers with an evil
streak can chose to play as the enemy, joining their three-eyed brethren to
blast humans from either an anti-gravity Hov Craft, or from the heart of a
two or four-legged bio-mech. Whether players decide to control the aliens or
soldiers, the game's land-marking voice-chat feature allows them to converse
with their comrades in order to create real-time strategies and conquer the
enemy.

"Throughout Sega's 40-year history, we have consistently raised the bar for
console game development firsts, including the first 3-D fighting game, the
first online multiplayer game, and the first game to use voice-recognition
technology" said John Golden, director of product marketing, Sega of America.
"In keeping with our plans to be the top third party publisher, Sega is
raising that bar one notch higher with 'Alien Front Online,' the first
console game ever to utilize voice-over-IP technology."

Although strategic thinking is beneficial to winning battles, having the
right artillery is also an important factor. As Earthlings, players operate
army vehicles such as the lightly armed but speedy Merkava, the slow but
hard-hitting M-109 or the moderate M1A Abrams. Power-up weapons include
flamethrowers, grenade launchers, or a flavorful array of missiles for every
launching taste, including the hellfire, homing and guided varieties. When
desperate times call for desperate measures, a full-scale nuclear strike can
be unleashed upon the enemy. As the Aliens attempt to take out the human
race, they are armed with high-level sci-fi weaponry, including such
Earthling-purging items as the Gravity Ball, Seeker Wing, and the devastating
Meteor Shower.

For extensive gameplay, "Alien Front Online" has a many modes for both on and
offline missions. There is the Fortress mode, in which the offensive team
must eliminate four enemy fortress gates, while the defensive team must guard
against their destruction. In Arcade Mode, players take part in a timed match
to eliminate as many opponents as possible. Scores from Arcade Mode are
automatically ranked online the next time players log on. The single player
Tactics mode offers 30 missions for each side, a branching storyline and
multiple endings.

"Alien Front Online" is rated "T" for "Teen" and is now available, bundled
with the microphone, at retail stores nationwide or at www.sega.com for
$29.99.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.
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SEGA ANNOUNCES NEW $49.95 PRICE POINT FOR DREAMCAST
JUST IN TIME FOR THE HOLIDAYS

Consumers Can Now Get Sega Dreamcast at an Outstanding Value
And Enjoy More than 200 Games

SAN FRANCISCO, CA -- (November 21, 2001) -- Sega(r) of America today
announced it will lower the recommended retail price of the 128-bit
Internet-ready Sega Dreamcast(tm) video game console to $49.95, down from
$79.95 in time for the holiday season. For consumers looking for a great
value this holiday season, Dreamcast offers a library of over 200 great games
and top franchises including "Sonic Adventure(tm) 2," "Phantasy Star
Online(tm)," "Sega Sports(tm) NFL 2K2" and many more - now at an even greater
value.  In addition, Dreamcast is still the only system that currently offers
out-of-the-box online gameplay options.

"At a $49.95 price point, Dreamcast is an even better value this holiday
season with a sack full of great games to choose from," said Chris Gilbert,
executive vice president sales, marketing and operations, Sega of America.
"Sega's strength is games and the lower price point makes it even easier for
consumers to enjoy the Sega gaming experience."

"Video game consoles are sure to be a big seller at Toys "R" Us over the
coming months," said Wayne Yodzio, Vice President - World Leader, Toys "R"
Us.  "For less than $50.00 Dreamcast is a great value this holiday season."
Sega is on track with its previously announced plans to sell through all
remaining Dreamcast units.  This announcement is in line with the company's
strategy to become a platform agnostic third-party publisher and to develop
its world-renowned content and franchises for all next-generation video game
consoles, as well as handheld, mobile and other devices.

Dreamcast and Dreamcast peripherals and games are currently available at
retailers nationwide.  For more information, please visit www.sega.com.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

(c) 2001 NFLP. Team names and logos are trademarks of the teams indicated.
All other (NFL-related marks) are trademarks of the National Football League
and NFL Properties. Officially Licensed product of PLAYERS INC. The PLAYERS
INC logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2001 PLAYERS INC.
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Holy cow!  $49.95?  That's nuts. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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> Holy cow! $49.95? That's nuts. :)

Take a look at http://www.gamebits.net/dc and you'll find that the average
rating of a Dreamcast game is very high.  Even if there's little-to-no
software being produced on this system in 2002, it's $50 well-spent.  In fact,
especially now with the Dreamcast on the way out, a lot of quality software is
$20 (or less!).  There's no reason for a gamer to not own one of these babies.

-Ken
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Ken,
  I might have to pick one up at some point now:)

Dain
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>>>Take a look at http://www.gamebits.net/dc and you'll find that the average
rating of a Dreamcast game is very high.

My problem remains that console games tend to lean heavily toward sports and
fighting games, and I've never been huge on either. :)

I'll have to keep an eye out for games that appeal to me.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sheppy,

Most of the DC's best games do not fall within your categories of genres to
avoid.  Here are Gamebits' favorite non-sports/fighting/racing games:

Chu-Chu Rocket                  8.5
Confidential Mission            8.1
Dynamite Cop                    8.3
Legacy of Kain: Soul Reaver     9.3
Phantasy Star Online            9.5
Quake III Arena                 9.0
Seaman                          9.0
Sega Bass Fishing               9.0
Sega Smash Pack                 8.4
Shenmue                         8.3
Sonic Adventure                 8.8

And, for good measure, here are the best sports/fighting/racing games :)

Crazy Taxi                      8.8
Daytona USA                     9.0
NFL 2K1                         9.0
Power Stone                     8.7
Street Fighter Alpha 3          8.8
Vanishing Point                 8.8
Virtua Tennis                   8.9

 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:22 PST
Sub: Sonic Adventure

Sonic goes 3D!  A launch title for the Dreamcast.

 3 messages
 ************
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Category 22,  Topic 5
Message 1          Mon Jul 02, 2001
KGAGNE [Ken]                 at 20:01 PDT

Title       : SONIC ADVENTURE 2
Platform    : Sega Dreamcast
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 8.1
Review by   : Ken Gagne

What happens when you take a hedgehog capable of breaking the sound barrier,
and divide by three? You get Sonic Adventure 2, Sega's Dreamcast game that
features the world's fastest mammal in a minor role.

The evil Dr. Robotnik is back with plans for world domination. This time he's
accompanied by two new partners: Shadow, an evil hedgehog who's framing Sonic
for his crimes; and Rouge the Bat, a treasure hunter who will do anything for
jewels. It's up to Sonic and friends to clear their names and save the day.

Sonic Adventure 2 is a 3D platform game with six playable characters. Whether
players choose to pursue the Hero or Dark storyline will determine if they
control Sonic, Tails, and Knuckles, or their functionally-identical
counterparts: Shadow, Robotnik, and Rouge.

Unlike the first Sonic Adventure, players have no choice over which character
they control. Each level has a designated character and gameplay suited to
him or her. While Sonic and Shadow's stages feature the fast action that
gamers have come to expect from the series, the other levels are something
else entirely. Tails and Robotnik lumber along in unwieldy mechs, blowing up
everything that moves. Meanwhile, Knuckles and Rouge scavenge for missing
emeralds, aided by clues as obscure as "Blue" or "Somewhere dark."

The Sonic/Shadow levels are the most incredible, high-speed gaming
experiences Sega has ever delivered. There are a few scenes that left my
mouth agape.

These gaming highs make the game's lows all the more disappointing. The
Sonic/Shadow levels are rare; players spend more time being other characters
than they do hedgehogs. It's "Sonic's Friends, And Sonic," only for your Sega
Dreamcast.

The hedgehog levels also feature the game's best music, with light, lyrical
tunes suited for blasting through a level as fast as possible. The other
characters are accompanied by duller, rapping tunes, or forgettable
background music. The voice casting is perfectly matched to the characters,
but the acting is more appropriate for a Saturday morning cartoon.

I'm amazed that, five years after the first 3D platformers, developers are
still struggling with the same issues. Yet Sonic 2 has issues with the
camera, especially on the slower-paced levels. There are times when the
character disappears entirely from the screen, or it's impossible to bring
the camera to face forward, no matter how much you use the 'L' and 'R'
triggers to manually control it.

The rest of the control is fine. The heroes and villains can jump, spin,
glide, and dash as suits the player. Despite this, some enemies and attacks
are impossible to avoid. Taking a hit means losing hundreds of collected
rings, ruining the player's chance for a high score and a passing grade on
the current level. It's unnecessarily frustrating.

Sonic Adventure 2 adds multiple modes to enjoy. Two players can engage in a
Hero versus Dark challenge, or take to the track in a go-kart race. The one
player will also find several trials to overcome as he reenters previous
areas to find new goals waiting for him.

This tenth anniversary title makes playing as Sonic better than ever. It's
all the other characters getting in the way of these rapid moments that
diminishes the experience. If I had my druthers (as I did in the original
Sonic Adventure), I'd choose the characters I like and ignore the rest.
Unfortunately, the sequel features more of "the rest" than Sonic. Give this
game a go and speed past the slow parts, if you can.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise,

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 5
Message 2          Mon Feb 25, 2002
KGAGNE [Ken]                 at 13:25 PDT

An enhanced edition of Sonic Adventure 2 is now available for Nintendo
GameCube.  See Cat 14, Top 3, Msg 2-3, 10-11.

 ------------
Category 22,  Topic 5
Message 3          Sat Jan 18, 2003
KGAGNE [Ken]                 at 13:57 PDT

The original Sonic Adventure will be re-released for Nintendo GameCube under
the name Sonic Adventure DX.

Sonic Adventure 2 was released for the GameCube last winter as Sonic
Adventure 2 Battle.

Many gamers, myself included, feel the original SA was the better game of the
two, despite its camera issues.

-Ken

 ------------
 ************
Topic 7         Fri May 11, 2001
KGAGNE                       at 10:22 PST
Sub: House of the Dead 2

You see a zombie.  Shoot zombie.  You see another zombie.

 1 message
 ************
 ------------
Category 22,  Topic 7
Message 1          Tue Aug 21, 2001
KGAGNE [Ken]                 at 07:31 PDT

I think House of the Dead 2 and Confidential Mission may be the only Sega
Dreamcast games that support the light gun peripheral.

I think I preferred Typing of the Dead.  Each zombie causes a word or
sentence to appear which you must type on your keyboard before the zombie
reaches you.  It's a type-or-be-eaten kinda game. :)  Has a good sense of
humor, too.

-Ken

 ------------
 ************
Topic 10        Fri May 11, 2001
KGAGNE                       at 10:23 PST
Sub: Crazy Taxi

Hey hey, let's go make some craaazy money!
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Message 1          Tue May 29, 2001
KGAGNE [Ken]                 at 16:08 PDT

SEGA INVADES NEW YORK CITY WITH THE RELEASE OF CRAZY TAXI 2

Highly-Anticipated Dreamcast Sequel Delivers New Features Including Cast of
Wild New Drivers, New Locations and Multiple Passenger Pickups

SAN FRANCISCO, CA - (May 29, 2001) - Get ready to make even more "Crazy
Money!" Sega(r) of America today announced the release of "Crazy Taxi(tm) 2"
for the 128-bit, Internet-ready Sega Dreamcast video game console. "Crazy Taxi
2" is the highly anticipated sequel to the original top selling "Crazy
Taxi(tm),"  the first of its kind, no-rules-apply driving game set in a city
modeled after San Francisco. In "Crazy Taxi 2," players face an even bigger
challenge - the streets of New York City! Packed with all-new maneuvers,
modes, music, cars, characters and famous New York landmarks, "Crazy Taxi 2"
is sure to make an expert Big Apple cabbie out of anyone brave enough to take
the wheel.

Set in the taxi capital of the world, players assume the role of one of four
all-new characters (Slash, Iceman, Cinnamon and Hot-D), as they are challenged
to drive excitable passengers to various destinations in a race against the
clock. Drivers will have to make sure to keep their eyes on the road since
it's jam-packed with countless New York pedestrians, bumper-to-bumper traffic
and many other obstacles. As they drive to earn crazy money, players will
recognize real New York locations like FAO Schwarz* and the Hard Rock Cafe.

"Sega is set apart from the rest because we have the best development talent
in the world. Hitmaker is one of the strongest development studios at Sega,
and they have outdone themselves again with 'Crazy Taxi 2,'" said John Golden,
director of product marketing, Sega of America. "This game is proof of our
pledge to continue delivering innovative and engaging software for Dreamcast."

In "Crazy Taxi 2," gamers will put their driving skills to the test with many
new challenges and features. For example, the new Crazy Hop move relies on
super jumping hydraulics to allow drivers to bounce over buildings, bridges,
bystanders and other cars, shaving off precious seconds from the ticking
clock. Players can also boost their income by picking up a group of passengers
with multiple destinations. To cash in on these big fares, you'll have to
master the landscape and perfect drop-offs.

In the Crazy Pyramid mode, all-new mini-games are introduced to help even the
most seasoned taxi drivers improve their skills. In addition, gamers can keep
their adrenaline in high gear with "Crazy Taxi 2's" rockin' soundtrack, which
features music from The Offspring and Methods of Mayhem. "Crazy Taxi 2" is
currently available at retailers nationwide for the suggested price of $39.95.
The game is rated "T" for Teen.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video game
systems and video games in the Americas. Sega Corporation is a nearly $2.5
billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both inside
and outside the home. Sega of America's World Wide Web site is located at
www.sega.com <http://www.sega.com/>.


###

 ------------
Category 22,  Topic 10
Message 2          Sun Jun 24, 2001
KGAGNE [Ken]                 at 20:58 PDT

Title       : CRAZY TAXI 2
Platform    : Sega Dreamcast
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 7.9
Review by   : Ken Gagne

You've driven to Logan Airport and encountered the insanity present on our
roads. What's their flippin' excuse, you wonder? If you're gamer, that
thought is likely fed not by anger, but by envy.

You want to be a crazy driver, too? Sega makes it happen on your Dreamcast
with Crazi Taxi 2.

In CT2, players choose from several stylin' taxis and their hip cabbies. The
gameplay is as simple as picking up and dropping off passengers, but with the
clock ticking, you'll have to drive fast and loose to satisfy your customer
and earn a fat tip.

There are two cities in which to ply your crazy driving. Just as the original
Crazy Taxi mimicked San Francisco, the sequel's settings are based on New
York. Hence, the layouts are primarily metropolitan in nature, with ample
traffic and flat land. The soaring hills, beaches, and amazing airtime of
'frisco are sadly absent.

Constant practice is necessary to memorize the locations of the department
stores, museums, and Burger Kings your passengers need to go to. Some
passengers can be picked up in groups, with multiple destinations. The fare
is paid by the last customer, so the heat is on to make many fast deliveries
in a row.

To aid in these deliveries is a new function: the Crazy Hop. A single button
launches the taxi into the air, over obstacles and onto overpasses. (Don't
ask me to explain the physics behind this one.) Though weaving through
traffic is still easier, the Hop makes available shortcuts over rooftops,
though they are unfortunately rare.

There are two default control schemes. In one layout - the one I prefer - it
is difficult to reach the Hop button without accidentally pressing Brake as
well, which is contrary to the momentum of Hop. It is not possible to design
a custom layout which overcomes this flaw.

Reprising their role as provider of the Crazy Taxi soundtrack is the band
Offspring. Unlike the original Crazy Taxi, which also featured Bad Religion,
CT2's tunes are almost exclusively Offspring's. Compared with CT2, I
appreciated more the variety in CT1, and the lack of lyrical vulgarities. The
comments of the drivers and passengers also seems less inspired this time
around; upon late delivery, there are no irritated priests who will kick your
tires, proclaiming, "You suck!"

There was supposedly a time in development when CT2 was going to feature a
two-player mode and online play. Whether this was ever actually true, I don't
know, but had Sega included such modes, CT2 would have been ten times the
game it is. Instead we get an Internet menu option which sends us to the
official Crazy Taxi web page. Yay.

The Crazy Taxi series expands with some interesting features in this sequel.
The Crazy Hop takes awhile to put to full use, and even then seems an
under-utilized maneuver - but carrying groups of passengers is a fun
alternative to the solo customer. CT2 removes some of the fun elements from
the original while adding new ones. Why didn't they just combine the best of
both worlds? Now there's a crazy thought!
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 25-Jun-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 10
Message 3          Tue Jul 03, 2001
KGAGNE [Ken]                 at 18:48 PDT

Sega(r) of America today announced that it has optioned the rights of its
arcade and console hit "Crazy Taxi(tm)" to Goodman/Rosen Productions.
Renowned producer-director Richard Donner will direct and produce the action
film, which is currently being developed for a future summer release. Further
details on the "Crazy Taxi" movie have not yet been announced.

"I loved playing 'Crazy Taxi,' and I realized immediately that it had the
potential to be a big summer event movie," said Producer/Director Richard
Donner. "Sega's game franchise has the perfect mix of action, humor, and
great characters to translate to the big screen."

"'Crazy Taxi' is one of Sega's top-selling franchises," said Jane Thompson,
director of licensing, Sega of America. "The 'Crazy' Taxi movie will help us
turn our hit game into a major entertainment franchise. Also, now that Sega
video games are available on all video game consoles, an even greater
audience will come to enjoy the 'Crazy Taxi' game before the release of the
motion picture."

"'Crazy Taxi' is currently available on the Sega Dreamcast(tm) and the
PlayStation(r)2 and will be coming to the "Xbox(tm)" and all video game
platforms next year. "Crazy Taxi" is a million-unit seller and a top...

here the press release ends.

-Ken

 ------------
Category 22,  Topic 10
Message 4          Fri Dec 07, 2001
KGAGNE [Ken]                 at 07:25 PDT

Regarding the incident posted in Cat 14, Top 2, Msg 51:

Now that I think about it, that phenomenon isn't without precedent.  When I
got Crazy Taxi for Dreamcast, I tried very hard to earn the top-scoring
license, but could never break the $10,000 barrier necessary to win it.

For one gameplay session, I set the volume on the awesome soundtrack to
maximum and completely disabled all other sound effects, so there was nothing
but music coming from the speakers.

I made $25,000.

I find this really interesting from a psychological perspective.  Is it just
that sound effects are distracting?  Is it just me or is anyone else like
this?

-Ken

 ------------
 ************
Topic 12        Fri May 11, 2001
KGAGNE                       at 10:23 PST
Sub: Sega Sports: NFL 2K

Realistic graphics and, with NFL 2K1, online play!
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Message 1          Tue Sep 18, 2001
KGAGNE [Ken]                 at 17:53 PDT

SEGA SPORTS NFL 2K2 LAUNCHES ONTO DREAMCAST, POWERING THE TOP-SELLING
FOOTBALL VIDEOGAME SERIES TO NEW HEIGHTS

This Third Year Veteran has the Look of a First Round Draft Pick!

SAN FRANCISCO (September 18, 2001) - Sega?Sports(tm) announced the release of
"Sega Sports(tm) NFL 2K2" today, for the 128-bit, Internet-ready Sega
Dreamcast(tm) video game console -- developed by Visual Concepts, a member of
the Sega group and creators of the top-selling "Sega Sports NFL 2K and 2K1".
With improvements made to last year's superior gameplay, the addition of all
new quarterback logic, online stat tracking and an enhanced catching system,
this will be the video game football fans reach for.

"'Sega Sports NFL 2K2' is the video game football fanatics will crave when
looking for authentic football action," said Chris Gilbert, executive vice
president of sales and marketing, Sega of America. "Our football game
delivers the same emotional impact fans experience at an actual NFL game. If
you're looking for true-to-life, intense football action, there's no question
that 'Sega Sports NFL 2K2' is the must own sports video game for this
season."

Greg Thomas, president of Visual Concepts added, "Year after year, the
development team makes dramatic improvements to the game, adding all-new
features, as well as improving gameplay and graphics, without compromising
the feel that gave the NFL 2K series its identity."

Bringing the NFL experience to gamers as no other game in its genre can,
"Sega Sports NFL 2K2" features personalized moves that have been motion
captured with amazing detail, including new quarterback rollouts, improved
running back motions, and better pushing and grasping movements on defense.
Players on the offense will immediately notice the vastly enhanced
quarterback logic. See them roll out of the pocket, scramble under pressure,
orchestrate last second comebacks, or tuck and run the ball up field like
we've started to see so many of today's quarterbacks do. If that weren't
enough, Sega Sports has enhanced the passing and catching system so that
pass-play timing and execution is more intuitive and accurate than ever
before!

The running game has also received significant attention this year. With the
introduction of contact-sensitive special moves, not only do the running back
moves look more realistic, but they feel more solid than ever. Another one of
the moves new to the running game this year is "getting skinny," which allows
you to squeeze through the tightest of holes rather than thwarting you at the
line because of your size. When you combine this with a momentum-based
tackling system, you can almost smell the turf.

In keeping with the history of the NFL 2K series, "Sega Sports NFL 2K2"
incorporates online gameplay. As a new feature, fans can play head-to-head
with up to eight people nationwide, and then track their win/loss record to
see how they rank amongst other gamers online.

Endorsed by Minnesota Vikings' Randy Moss, who also appears on the cover of
the game, this year's "Sega Sports NFL 2K2" also contains updated rosters,
stadiums and team uniforms.

"Sega Sports NFL 2K2" is available at retailers nationwide for $39.95. The
game is rated "E" for everyone.


About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

# # #

(c) 2001 NFLP. Team names and logos are trademarks of the teams indicated.
All other (NFL-related marks) are trademarks of the National Football League
and NFL Properties. Officially Licensed product of the PLAYERS INC. The
PLAYERS INC logo is a registered trademark of the NFL players.
www.nflplayers.com (c) 2001 PLAYERS INC.
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Category 22,  Topic 12
Message 2          Tue Nov 20, 2001
KGAGNE [Ken]                 at 08:03 PDT

Cat 27, Top 3, Msg 37 announces the release of NFL 2K2 for the PlayStation 2.

 ------------
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Topic 13        Fri May 11, 2001
KGAGNE                       at 10:23 PST
Sub: Sega Sports: NHL 2K

Sega Hockey.

 1 message
 ************
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Message 1          Tue Feb 12, 2002
KGAGNE [Ken]                 at 13:40 PDT

SEGA SPORTS LAUNCHES NHL 2K2 -
ADDING FAST-PACED HOCKEY SIM TO SOLID 2K2 LINE UP

Sega Sports NHL 2K2 Takes to the Ice with New Gameplay Animations, a
Revamped Graphics Engine and Improved Artificial Intelligence

SAN FRANCISCO (February 12, 2002) - Sega Sports(tm), the brand that continues
to set new standards in sports gaming, today announced the release of "Sega
Sports NHL 2K2" for the 128-bit, Internet-ready Sega Dreamcast(tm) video game
console. "Sega Sports NHL 2K2" has all new gameplay, enhanced artificial
intelligence, and a totally revamped graphics engine that delivers smooth
animations at a lightning quick 60 frames per second.

Produced by Visual Concepts, a member of the Sega group and makers of the
acclaimed NFL 2K and NBA 2K series, "Sega Sports NHL 2K2" offers sports video
gamers an ultra-realistic, hard-hitting, hockey experience which is sure to
satisfy even the most discriminating hockey fan.

"We are thrilled to have hockey back in our 2K2 line-up," said Tom Nichols,
group director of sports marketing, Sega of America. "Visual Concepts has
crafted an exceptional hockey video game, with no detail spared. 'Sega Sports
NHL 2K2' delivers exciting gameplay, a fast frame rate and unparalleled
realism that will give gamers the most intense, action-packed hockey video
game experience available."

"Sega Sports NHL 2K2" has fluid controls and a revamped graphics engine that
delivers the most blistering of slap shots, along with mind boggling dekes at
a quick 60 frames per second. Improved goaltending and enhanced player
physics provide gamers with a knuckle-biting experience that includes all of
the drama of real hockey. Players will be able to participate in tense
faceoffs, elaborate score-related celebrations and heated battles after
particularly hard checks.

Enhanced artificial intelligence gives "Sega Sports NHL 2K2" incredible
realism, as players think and react just like they do in the NHL. See players
in "Sega Sports NHL 2K2" turn their head to receive a pass, lose and regain
their balance, perform bone-crushing checks, deliver powerful slap shots and
celebrate after amazing plays. On defense, gamers can choose whether to bring
in their own intimidating checking line to loosen up the offense or use the
skater with the most stamina to defend during a power play. Improved
artificial intelligence let the NHL's best netminders play all the angles to
anticipate any given shot, with moves including glove, stick, blocker, kick,
butterfly and stack-the-pads saves.

International Mode allows players to take on the world's finest to determine
which country owns bragging rights and who should sharpen their skills to
take their teams to the next level. Also adding to the realism, "Sega Sports
NHL 2K2" features all-new commentary with smart announcers who provide
detailed play-by-play analysis, while frantic crowds react to offensive
drives and power plays with unabashed enthusiasm.

New and improved physics take into account a variety of variables and
combinations, including the player's mass and his general puck-handling
skills. Like the actual NHL, in "Sega Sports NHL 2K2" a bigger skater with
strong puck-handling ability will fend off hooks and checks with greater ease
than smaller, more agile players, who can be knocked off the puck more
easily. Speed and strength aren't the only variables, as skilled players with
high hockey intelligence will find themselves in a position to execute plays,
which faster, less skilled players may not be able to finish. The star
forward will be in the right spot on the ice at the right time in "NHL 2K2,"
in order to plant the game winning one-timer in the back of the net. Endorsed
by Colorado Avalanche forward and Stanley Cup( winner, Chris Drury, who
appears on the cover of the game, "Sega Sports NHL 2K2" keeps current with
updated arenas, team uniforms and rosters that reflect all trades and rookie
signings for the 2001-2002 season.

"Sega Sports NHL 2K2" is available at retailers nationwide for $39.95. The
game is rated "E" for everyone.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

NHL, National Hockey League, the NHL Shield and the Stanley Cup are
registered trademarks of the National Hockey League. All NHL logos and marks
and team logos and marks depicted herein are the property of the NHL and the
respective teams and may not be reproduced without the prior written consent
of NHL Enterprises, L.P. (c) 2002 NHL. All rights reserved.

Officially Licensed Product of the NHLPA. NHLPA, National Hockey League
Players' Association and the NHLPA logo are trademarks of the NHLPA and are
used under license by Sega. (c) NHLPA.

For more information about the National Hockey League Players' Association,
visit www.nhlpa.com
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Sub: Sega Sports: NBA 2K

Realistic graphics and, with NBA 2K1, online play!
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Message 1          Tue Oct 23, 2001
KGAGNE [Ken]                 at 10:58 PDT

TOP-SELLING SEGA SPORTS NBA 2K SERIES GETS READY TO SCORE WITH THIRD EDITION
ON DREAMCAST

Fadeaways, Jaw-Droppin' Fakes and Killer Crossovers Await in Sega Sports NBA
2K2

SAN FRANCISCO (October 23, 2001) - The top-selling basketball game on any
next-generation platform is ready to school the competition yet again!  Sega
Sports(tm), the brand that continues to set new standards in sports gaming,
announced today the release of "Sega Sports(tm) NBA 2K2" for the 128-bit,
Internet-ready Sega Dreamcast(tm) video game console.  Developed by Visual
Concepts, a member of the Sega group and creators of  "Sega Sports NBA 2K1,"
"Sega Sports NBA 2K2" promises to be the game to beat this fall, heralded as
"arguably the best video game basketball simulation to date" by Game Spot.
"Sega Sports NBA 2K2" offers a totally revamped low-post game, smarter
defensive AI, explosive new dunks and all-new street courts.  "Sega Sports
NBA 2K2" will soon be launching across all platforms, including the
PlayStation*2 computer entertainment system, the Xbox* video game system from
Microsoft* and the Nintendo GameCube*.

"Our NBA 2K series has done incredibly well for us and we are confident that
'Sega Sports NBA 2K2' will be equally successful," said Chris Gilbert,
executive vice president of sales and marketing, Sega of America.  "Sega
Sports is known for being innovative, and we make dramatic changes to our
sports titles every year.  'Sega Sports NBA 2K2' is no exception, with a host
of new features that will beat other basketball sims at their own game."

"Stellar new gameplay moves and animations were added to 'NBA 2K2,' which is
especially apparent when playing the low post game," said Greg Thomas,
president of Visual Concepts.  "This will be the defining feature that sets
'NBA 2K2' apart from the rest."

On offense, "scoring in the paint" has never felt better with the all-new low
post game.  Players can outsmart defenders with dazzling drop-step moves and
flawless fadeaways, or maneuver around their opponent and throw down a
rim-rattling dunk.  Also new this year, "Sega Sports NBA 2K2" lets players
contend with smarter defensive AI and new ways to steal the ball.  This means
that gamers can employ their power forwards to aggressively attack the
boards, while players looking to steal can fill the passing lanes with their
most agile guards.

New moves and mechanics are not the only additions gamers will find in "Sega
Sports NBA 2K2."  Due to the popularity of the street courts in last year's
version, Sega Sports has added another this year with the inclusion of
Mosswood Park in Oakland, CA.  All of last year's favorites will be back -
Goat Park, The Cage and Rucker Park in New York, and Franklin Park in Chicago
- so get ready to pound the pavement with your favorite NBA greats! Improving
upon the unprecedented online play, "Sega Sports NBA 2K2" now allows gamers
to keep track of their wins and losses on the Internet and see if they can
become one of the top 50 players in the country.  Adding to the online
excitement, fans can play head-to-head with up to eight people nationwide.

Endorsed by Philadephia 76ers' guard Allen Iverson, who appears on the cover
of the game, "Sega Sports NBA 2K2" keeps current with updated rosters,
stadiums and team uniforms.

The Dreamcast version of "Sega Sports NBA 2K2" is available at retailers
nationwide for $39.95.  The game is rated "E" for everyone.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStationAE game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStationAE2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com) is Microsoft's future-generation video game system
that delivers the most powerful games experiences ever.  Xbox empowers game
artists by giving them the technology to fulfill their creative visions as
never before, creating games that blur the lines between fantasy and reality.
Xbox will be available in North America on November 15, 2001 at the suggested
retail price of $299.99. *Reseller prices may vary.

About Nintendo
Nintendo Co., Ltd., of Kyoto, Japan, is the acknowledged worldwide leader in
the creation of interactive entertainment. To date, Nintendo has sold more
than one billion video games worldwide, has created such industry icons as
MarioAE and Donkey KongAE and launched franchises like The Legend of ZeldaAE
and Pokmon. Nintendo manufactures and markets hardware and software for its
popular home video game systems, including the Nintendo 64 and Game Boy - the
world's best-selling video game system. As a wholly owned subsidiary,
Nintendo of America Inc., based in Redmond, Wash., serves as headquarters for
Nintendo's operations in North America.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without prior written consent of NBA
Properties, Inc. (C) 2001 NBA Properties, Inc. All rights reserved.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.


#  #  #

 ------------
 ************
Topic 15        Fri May 11, 2001
KGAGNE                       at 10:24 PST
Sub: Sega Sports: NCAA 2K

Sega's college football game.

 1 message
 ************
 ------------
Category 22,  Topic 15
Message 1          Tue Aug 28, 2001
KGAGNE [Ken]                 at 09:18 PDT

SEGA SPORTS INTRODUCES ITS FIRST COLLEGE FOOTBALL VIDEO GAME - NCAA COLLEGE
FOOTBALL 2K2

Online Gameplay, Team-Specific Playbooks and The 2002 Rose Bowl National
Championship Game Make Sega Sports NCAA College Football 2K2 The Best
Game on Campus

SAN FRANCISCO (August 28, 2001) - Sega Sports(tm) announced today the release
of "Sega Sports(tm) NCAA(R) College Football 2K2," for the 128-bit,
Internet-ready Sega Dreamcast(tm) video game console. Produced by Visual
Concepts, a member of the Sega group and creators of the best-selling "Sega
Sports(tm) NFL 2K" series, "Sega Sports NCAA College Football 2K2" delivers
online gameplay, team-specific playbooks, conference championships, bowl
games, extensive gameplay modes and all the action college football fans
could want in a college football video game.

"Sega Sports fans have been asking us to develop a college football video
game, and we've answered in a big way," said Chris Gilbert, EVP Sales &
Marketing, Sega of America. "With all the trademark features Sega Sports fans
have come to expect from our pro titles, like authentic plays, incredible
graphics and Internet gameplay, 'Sega Sports NCAA College Football 2K2'
delivers with true college flavor - poising this title to be one of this
year's best sports games."

"We strive for perfection with every sports title we produce and 'NCAA
College Football 2K2' was built with that same passion," said Greg Thomas,
president, Visual Concepts, a member of the Sega group. "In the usual Sega
Sports style, we spent countless hours watching, tracking and compiling every
detail of college football to make this the best, most realistic college sim
possible. This game is realism at its best."

The distinctive style of college football is evident throughout the game.
More than 120 college stadiums, from the "The Horseshoe" at Ohio State to
"The Swamp" in Gainesville, are re-created in amazing detail. More than 700
plays are at gamers' disposal and reflect characteristics of all NCAA
Division I team playbooks. Gamers can access team-specific playbooks and run
plays that authentically mirror each team's actual style, or design their own
plays and create custom playbooks to hit opponents where it hurts. "Sega
Sports NCAA College Football 2K2" also lets gamers run option plays from
numerous formations and sets, giving players total control of who gets the
ball.

"Sega Sports NCAA College Football 2K2" has a mode for everyone. Feel the
thrill in Season mode of taking a team through an entire 2001 schedule and
winning the national championship at this year's Rose Bowl. Feel the power of
being coach and athletic director in Legacy mode, managing the team from the
top down. With Scrimmage mode, players can work out all the kinks before the
big game on Saturday. Gamers can also track player stats throughout the
season to see who has a shot at the coveted Heisman Trophy. To ensure that
college rivalries are played out in the best possible fashion, "Sega Sports
NCAA College Football 2K2" has incorporated online gameplay, allowing gamers
everywhere to play against each other via the Internet. Online gameplay will
track wins and losses as well as rank the top 50 players nationwide.

Endorsed by Heisman Trophy finalist and San Diego Chargers' quarterback Drew
Brees, "Sega Sports NCAA College Football 2K2" is available at retailers
nationwide and at www.sega.com for $39.95. The game is rated "E" for
everyone.
The "Officially Licensed Collegiate Products" label is the exclusive property
of the Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. All names, logos, team
icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

# # #

 ------------
 ************
Topic 16        Fri May 11, 2001
KGAGNE                       at 10:25 PST
Sub: Sega Sports: Virtua Tennis

Sega tennis for up to four players.

 8 messages
 ************
 ------------
Category 22,  Topic 16
Message 1          Tue Oct 23, 2001
KGAGNE [Ken]                 at 11:00 PDT

SEGA SPORTS BUILDS UPON A WINNING FRANCHISE WITH TENNIS 2K2 FOR DREAMCAST

New Pro Men's and Women's Players, Mixed Doubles and Realistic Camera Angles
Add to the Fun as Gamers Lob, Slice and Smash Their Way to Victory

SAN FRANCISCO - (October 23, 2001) - Sega Sports(tm), the brand that
continues to set new standards in sports gaming, announced today the launch
of the highly anticipated "Sega Sports* Tennis 2K2" for the 128-bit,
Internet-ready Sega Dreamcast(tm) video game console. Making its first
appearance on the Sega Sports roster, this blockbuster sequel to last year's
smash hit "Virtua Tennis" joins the ranks of a brand known for its
unprecedented gameplay. Raising the bar even higher this year, "Sega Sports
Tennis 2K2" serves up the same fast, pick-up-and-play action that gamers
loved in the original, but with more realistic, simulation-style gameplay.

"Sega Sports Tennis 2K2" has also expanded its roster to include 16
internationally ranked men's and women's tennis players, including Venus
Williams, Serena Williams, Lindsay Davenport, Monica Seles, Magnus Norman,
Patrick Rafter, Yevgeny Kafelnikov, Mary Pierce, Jelena Dokic, Arantxa
Sanchez-Vicario, Alexandra Stevenson, Carlos Moya, Tim Henman, Cedric
Pioline, Tommy Haas and Thomas Enqvist. With the inclusion of the sport's top
female players, gamers can now enjoy mixed doubles with up to four players.
Sure to be one of the best single and multi-player sports games on the
market, "Sega Sports Tennis 2K2" additionally offers beautifully rendered
stadiums with multiple playing surfaces, new and improved crosscourt shots,
and customizable players- making this game nothing short of an ace.

"With 'Tennis 2K2,' we've stayed true to what people love about the game -
the ease of play - while adding key features and improvements that gamers
have requested," said Chris Gilbert, executive vice president of sales and
marketing, Sega of America. "Our developers built upon what was already a
runaway success, adding in addictive gameplay features that make this title a
'must-have' for any gamer." "Sega Sports Tennis 2K2" features three revamped
modes -- Tournament, Exhibition and World Tour. For those that prefer
arcade-style gameplay, Tournament Mode allows players to progress quickly
through different locations and challengers with each match won. Exhibition
Mode allows gamers to "net it out" in head-to-head singles matches or compete
with up to four players in doubles and new mixed doubles matches. In the
classic World Tour Mode, gamers will have the opportunity to enter and win
tournaments all over the globe in search of the #1 world ranking. By battling
through a variety of matches and mini-challenges, they will earn cash
rewards, which can be used to buy their way to locked stadiums, players and
new equipment and even to purchase clothing in tennis shops.

Endorsed by 2000 and 2001 U.S. Open champion Venus Williams and 1999 U.S.
Open winner Serena Williams (both of whom appear on the cover of the game)
"Sega Sports Tennis 2K2" is rated "E" for everyone and available at retailers
nationwide for $39.95.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.

# # #

 ------------
Category 22,  Topic 16
Message 2          Fri Nov 09, 2001
KGAGNE [Ken]                 at 13:11 PDT

Sega's attempt at humor was delivered by email to the press today.  -Ken

------

Unless you have a fear of balls hitting you below the waist in a virtual
game of tennis, there's a package coming your way that you're going to want
to open.

10 REASONS WHY YOU SHOULD BE PLAYING SEGA SPORTS TENNIS 2K2 RIGHT NOW

1. Now that the World Series is over, you'll need another excuse for not
feeding your ex-girlfriend's cat while she's on vacation.
2. Something needs to fill the space between now and the next episode of
Survivor.
3. You can talk over the game and pretend it's the limited edition director's
cut.
4. Something needs to fill the space during the next episode of Temptation
Island.
5. How else are you going to get 16 internationally ranked men's and women's
tennis pros to hang out in your bedroom?
6. With new and improved diving saves as well as devastating cross-court and
drop shots, the only difference between the real thing is that nobody will
know you're wearing a dorky sweatband on your head.
7. The camera angles are so realistic, it's like the Blair Tennis Project.
8. You can play as the leading female tennis players instead of just oogling
them on TV.
9. The learning curve is so easy, you don't have to buy memory cards off of
eBay.
10. Where else are you going to find four player action that's this cheap and
legal?

 ------------
Category 22,  Topic 16
Message 3          Fri Nov 09, 2001
SYNDICOMM [Sheppy]           at 18:00 PDT

What, perchance, is "oogling?" :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 22,  Topic 16
Message 4          Fri Nov 09, 2001
KGAGNE [Ken]                 at 18:59 PDT

> What, perchance, is "oogling?" :)

Huh.  I thought that was a word, but I guess they meant "ogling".

-Ken

 ------------
Category 22,  Topic 16
Message 5          Fri Nov 09, 2001
A2.RYAN                      at 21:27 PDT

> What, perchance, is "oogling?" :)

Typo'd googling?  Searching the 'Net? :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 22,  Topic 16
Message 6          Sat Nov 17, 2001
KGAGNE [Ken]                 at 07:58 PDT

Title       : TENNIS 2K2
Platform    : Sega Dreamcast
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 8.8
Review by   : Ken Gagne

ieMagazine editorialist Pete Gallagher recently reminisced on the wonderful
simplicity of Pong, and how today's gamers would consider such a game beneath
them.

Yet dress it up right and even Pong can be as fun today as it was back then.
That's what Sega's done with Tennis 2K2, for the Dreamcast.

A sequel to Virtua Tennis, Tennis 2K2 builds on the addictive qualities and
simple, fast-paced action of the original while adding and changing features.
The athlete roster now includes eight women players, for a total of sixteen
real-life sportsmen from Cedric Pioline to Serena Williams and Alexandra
Stevenson. One to four gamers can pit these athletes in singles, doubles, and
mixed doubles tennis matches.

The lone player will likely spend most of his time in World Tour mode, which
is an opportunity for players to develop a unique tennis pro all their own,
at the cost of playing as an "unknown" and not a real-world star. In Tour,
players create in name, body, and skill a pair of athletes to compete in a
calendar of events. The tour continues until every annual event on the
calendar has been won. Mini-games, which imitate anything from Space Invaders
to othello, will increase the players' skills in areas such as serve, volley,
and footwork, allowing them to qualify for more advanced matches. Virtua
Tennis' mini-games were more fun; in Tennis 2K2, they are played for the
necessity of player development, not the luxury of cash prizes - and duly,
repeatedly, since both male and female athletes require constant maturation.

Prize money from matches can be spent on outfits, access to additional
arenas, and contracts with partners for double matches. These are fine
incentives, but nothing as seductive as unlocking additional players, as was
offered in Virtua Tennis.

Actual gameplay has changed little. Topspin, slice, and lob shots require
quick thought for the ball to be placed where the opponent can't reach it.
It's harder to pull off a satisfying smash, and easier to hit the ball out of
bounds. The camera has moved a bit closer to the court, making it appear
larger but giving players on the far end of the court a disadvantage.

In doubles matches, your partner can be schizophrenic in his confidence.
Often a ball will pass through his territory unchallenged; other times, he'll
roam the court freely, hogging the ball. These mood swings can cause your
partner to be frustratingly unreliable.

Sega missed the ball on this one: Tennis is the only entry in the Sega Sports
2K2 lineup to not feature Internet play. This game is a perfect candidate for
online matchups; its absence leaves the sequel short of surpassing its
predecessor.

If you take a moment between all the frantic racing and diving about the
court, you'll notice some incredibly fluid animation in the character models.
Whether they're standing, serving, or stroking, the athletes move as their
real-life counterparts would. Between matches, doubles offer their partners
congratulations, but skewed collision detection leaves them slapping each
other's wrists and elbows as often as hands. Blurred slow motion replays
highlight scoring moments, but the action is too blurred to be
distinguishable.

The realistic graphics are accompanied by authentic voiceovers. Announcers
keep score as the game progresses, declaring the winners when appropriate.
Since players are free to name their World Tour custom character as they
like, the announcer cannot identify him winning a match or deuce advantage.
It's expected, but conspicuous, since the computer players are regularly
announced.

Despite missed opportunities, Tennis 2K2 is an addictive game that all
players can enjoy. Fans of the original seeking a different, if not
altogether better, challenge, and a more complete athlete roster, will find
it here.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 5-Nov-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 22,  Topic 16
Message 7          Sat Nov 17, 2001
A2.DAIN [Dain]               at 12:52 PDT

Ken,
  How is the 2-player game?  I alway enjoy the 2 player game of tennis more
for some reason.

Dain

 ------------
Category 22,  Topic 16
Message 8          Sat Nov 17, 2001
KGAGNE [Ken]                 at 14:55 PDT

Dain,

I played 2P tennis only a bit this past Monday.  It was as fun as the original
Virtua Tennis, save for the few gameplay changes I noted.

I have a lot of trouble against the computer in singles matches.  I find
there's too much court for one person to effectively cover.

-Ken

 ------------
 ************
Topic 17        Fri May 11, 2001
KGAGNE                       at 10:25 PST
Sub: Sega Sports: World Series Baseball

Sega Baseball.

 1 message
 ************
 ------------
Category 22,  Topic 17
Message 1          Tue Aug 14, 2001
KGAGNE [Ken]                 at 19:35 PDT

SEGA SPORTS TURNS UP THE HEAT WITH
WORLD SERIES BASEBALL 2K2

Rebuilt From the Ground Up With All-New Features, Including Complete
Fielding Control and Online Gameplay

SAN FRANCISCO (August 14, 2001) - Sega Sports(tm) announced today the release
of "Sega Sports(tm) World Series(R) Baseball 2K2," a breakthrough baseball
simulation title for the 128-bit, Internet-ready Sega Dreamcast(tm) video
game console. "Sega Sports World Series Baseball 2K2," produced by Visual
Concepts, the creators of the critically acclaimed "Sega Sports(tm) NFL 2K1"
and "Sega Sports(tm) NBA 2K1," includes all-new gameplay modes and features
including complete fielding control and online play. "Sega Sports World
Series Baseball 2K2 is a whole new ballgame!" said Joe Culley, vice president
of marketing, Sega of America. "We listened to Sega Sports fans when they
asked for fielding control and online play. This game will have video game
enthusiasts begging for extra innings."
Endorsed by two-time Cy Young Award winner and Boston Red Sox(R) All-Star
pitcher Pedro Martinez, "Sega Sports World Series Baseball 2K2" delivers the
same level of true-to-life gameplay and graphics that gamers have come to
expect from Sega Sports. Hot and Cold Zones illustrate batters' strengths and
weaknesses, which takes the art of pitching to a new level. Also included
this year are new gameplay modes, such as Home Run Derby(tm) and Franchise
mode, as well as the new, fully controllable Instant Replay feature, which
lets players relive all their favorite plays.

With deep, authentic gameplay, players will feel like they are in the dugout
and in full control of the game as they create, trade and sign free agents,
edit the pitching staff and adjust starting lineups in Franchise, Exhibition
and Season modes. Today's hottest players have their pitching wind-ups and
batting stances incorporated into the game and the players' abilities are
based on real-life ratings.

"World Series Baseball 2K2" will display Major League Baseball(R) players in
unbelievable detail from their trademark accessories like batting gloves and
eye black right down to the wrinkles and folds in their uniforms. Even the
stadiums are sculptured to perfection with every realistic detail
incorporated. To further increase the game's realism, Ted Robinson, voice of
the San Francisco Giants, delivers insightful and colorful commentary on the
game.

True to the Sega Sports lineup, "Sega Sports World Series Baseball 2K2"
supports online gameplay, allowing gamers everywhere to play against each
other via the Internet in true head-to-head Sega style. "Sega Sports World
Series Baseball 2K2" is available at retailers nationwide and at www.sega.com
for $39.95. The game is rated "E" for everyone.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

# # #
World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (C)
SEGA CORPORATION, 2001 (C) MLBP 2001 / MLBPA 2001 The Major League Baseball
Players Association is the collective bargaining representative for all
professional baseball players of the National League and the American League
and serves as the exclusive group licensing agent for commercial and
licensing activities involving active Major League Baseball Players. On
behalf of its members, it operates the Players Choice licensing program and
Players Choice Awards and Big League Challenge events, which benefit children
through the Major League Baseball Players Trust for Children, a charitable
foundation established and run entirely by Major League Baseball Players.





 ------------
 ************
Topic 21        Fri May 11, 2001
KGAGNE                       at 10:26 PST
Sub: Seaman

Raise a virtual man-fish and hold conversations using the included microphone.

 1 message
 ************
 ------------
Category 22,  Topic 21
Message 1          Thu Jan 10, 2002
KGAGNE [Ken]                 at 12:15 PDT

Seaman was one of the first video games to feature voice recognition.  It
came with a microphone peripheral that connected into your Dreamcast
controller.

In Seaman, you raise a virtual pet - a fish with a man's face.  By
controlling the fishtank environment and attending to such chores as cleaning
and feeding, your fish could evolve through several phases, often growing
smarter at each step.  Eventually you could talk to your fish - and it would
talk back.

I was impressed by the range of recognition and vocabulary my Seaman had, and
the number of topics he wanted to discuss.  Here are a few:

Seaman: "What's your favorite vegetable?"
Ken: "Squash."
Seaman: "Squash... well, anything named after a quick, destructive motion is
okay in my book."

Seaman: "In what city in Massachusetts do you live?"
Ken: "Worcester."
Seaman: "Ah, it must be nice to be surrounded by so many fine colleges and
universities." (there are ten in Worcester)

Seaman: "What do you do for a living?"
Ken: "I'm a reporter."
Seaman: "You're a journalist, are you?  I hope you do a nice story about me.
A lot of humans find me interesting, so you should take advantage of that as
soon as possible."

Roommate's Girlfriend: "Tell your fish he's ugly."
Ken: "Rin says you're ugly."
Seaman: "Look who's talking."

 ------------
 ************
Topic 24        Fri May 11, 2001
KGAGNE                       at 10:26 PST
Sub: Shenmue

I am Ryo Hazuki.  I will avenge my father's death... Right after I play with
this kitten!  And drink this soda!  And play with these toys!

 8 messages
 ************
 ------------
Category 22,  Topic 24
Message 1          Mon Sep 10, 2001
KGAGNE [Ken]                 at 20:08 PDT

I finally finished Shenmue!  My third disc was messed up so I needed to keep
borrowing that part from other copies. :)  It took me 17 hours total - which I
think should be the average length a game should last.  Not 40 hours like
Final Fantasy VII did.  Ugh.

Shenmue 2 comes out the first week of December.

-Ken

 ------------
Category 22,  Topic 24
Message 2          Fri Sep 28, 2001
KGAGNE [Ken]                 at 07:13 PDT

A friend of mine discovered a video showing Shenmue originally designed for
the Sega Saturn.  Here is the URL he sent me:

http://sx.computer-gaming.org/SaturnMovies/Shenmue_Saturn.mpg

It's 24 megs or so.

-Ken

 ------------
Category 22,  Topic 24
Message 3          Sat Oct 13, 2001
KGAGNE [Ken]                 at 10:41 PDT

Apparently, the USA version of Shenmue II will appear exclusively on Microsoft
Xbox.  The Dreamcast version, originally slated to be released on Dec 5th, has
been canned.

-Ken

 ------------
Category 22,  Topic 24
Message 4          Mon Oct 15, 2001
A2.DAIN [Dain]               at 15:49 PDT

On Cancelling of Shenmue II for the DC...

I think I would be severely pissed if I were a dreamcast owner here in the
states.  I could care less that it is on the X-box, but to advertise it coming
to Dreamcast like they have then to pull it so that Billy can pay them cash
for Exclusivity of the title is downright an insult to anyone who has ever
purchased a Dreamcast;)

Dain

 ------------
Category 22,  Topic 24
Message 5          Mon Oct 15, 2001
KGAGNE [Ken]                 at 16:11 PDT

Dain,

As a friend of mine said, "money makes the world go 'round", and the Dreamcast
definitely is on its way out.  Sega and Microsoft have robbed the system of
one of its last and finest titles, which is a travesty, IMHO.  But maybe
appearing on the Xbox will allow for a better game which more people will have
the opportunity to experience.

Sigh.

-Ken

 ------------
Category 22,  Topic 24
Message 6          Wed Nov 07, 2001
KGAGNE [Ken]                 at 10:34 PDT

As mentioned, Microsoft's Xbox exclusitivity on Shenmue II pertains only to
the North American market.  An English edition of Shenmue II for Dreamcast is
still being released in the U.K.  Though this is a PAL game (not NTSC), it can
still be played on American Dreamcasts equipped with a mod chip.

http://www.ncsx.com sells a mod chip and is also accepting preorders on
Shenmue II (PAL).

Thanks to Rick Rae for this information.

-Ken

 ------------
Category 22,  Topic 24
Message 7          Wed Dec 19, 2001
KGAGNE [Ken]                 at 13:37 PDT

Software Etc. and Electronics Boutique are both reporting receiving the
European version of Shenmue II later this week.  The cost will be $59.99,
which presumably includes some sort of "boot disc" to allow the import to be
played on American Dreamcasts.  If you've had a mod chip installed in your DC,
Shenmue II can be had sans boot disc for cheaper elsewhere (try ncsx.com).

The Microsoft Xbox version of Shenmue II, the release of which cancelled the
American Dreamcast version, is not due until October.

-Ken

 ------------
Category 22,  Topic 24
Message 8          Tue Aug 03, 2004
KGAGNE [Ken]                 at 20:37 PDT

Sega is working on a Shenmue Online game for the PC:

http://appsrv-3.1up.com/do/newsStory?cId=3133808

 ------------
 ************
Topic 25        Fri May 11, 2001
KGAGNE                       at 10:26 PST
Sub: Jet Grind Radio

Graffiti is art.

 1 message
 ************
 ------------
Category 22,  Topic 25
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 11:03 PDT

This game is called Jet Set Radio in Japan.

The sequel, Jet Grind Radio Future, will be for the Microsoft Xbox.

 ------------
 ************
Topic 26        Fri May 11, 2001
KGAGNE                       at 10:26 PST
Sub: Quake III Arena

Fast fraggin' action with online multiplayer mode.

 2 messages
 ************
 ------------
Category 22,  Topic 26
Message 1          Fri Sep 07, 2001
KGAGNE [Ken]                 at 06:40 PDT

Many people evangelize the power of the keyboard/mouse combination for this
game.  I agree that the standard Dreamcast controller is somewhat limited for
this kind of game, but that's never stopped me from cleaning up when I go
online. :)

My favorite weapon is the shotgun.  Other players seem to prefer rockets or
lightning guns, firing at me from a distance.  I just weave back and forth
until I can get my shotgun under their chin and pull the trigger, earning me a
kill.

Review of this game and its predecessors at the following URLs:

http://www.gamebits.net/dc/quake3a.shtml
http://www.gamebits.net/n64/quake2.shtml
http://www.gamebits.net/n64/quake64.shtml

-Ken

 ------------
Category 22,  Topic 26
Message 2          Fri Sep 07, 2001
SYNDICOMM [Sheppy]           at 11:06 PDT

>>>My favorite weapon is the shotgun.

I prefer rockets for the simple reason that I'm not incredibly good at
maneuvering, and the rocket launcher gives me the ability to get frags without
being all that accurate. :)

I'm one of those losers that will run madly around the map blasting away with
rockets any time I even think someone might be there. :)

My favorite game is "fire a couple rockets at the wall just before I reach a
corner".  It's amazing how often you take out some guy as he's about to come
around the same bend you are. :)

I also like to get health bonuses, then go charging right up to somebody and
launch a rocket in his face. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
 ************
Topic 27        Fri May 11, 2001
KGAGNE                       at 10:26 PST
Sub: Phantasy Star Online

Log on, explore the world with other players, spend a few hundred hours
online...

 14 messages
 ************
 ------------
Category 22,  Topic 27
Message 1          Mon Jun 11, 2001
KGAGNE [Ken]                 at 12:29 PDT

Has anyone tried this game?  The Dreamcast's first online RPG came out in
January, and I have friends who have spent literally hundreds of hours playing
it.

A common complaint is that PSO has nothing to do with the Phantasy Star
universe that was established on the Sega Genesis and Master System.  That
hasn't stopped people from playing, though.  At last count, over 300,000 people
had signed up to play PSO online.

A new Phantasy Star Online v2 is due out soon, which includes added levels,
areas, and "waiting lobby soccer".  You do not need the original PSO to play
the update.  Unfortunately, word on the street is that Sega will charge a
monthly fee for play of this version. :(

-Ken

 ------------
Category 22,  Topic 27
Message 2          Thu Jun 21, 2001
KGAGNE [Ken]                 at 20:13 PDT

Is anyone in this forum playing Phantasy Star Online?  I just started this
week (I'm a low-level HUmar named "Kenji"), and though there are plenty of
friendly people online, I imagine adventuring with friends would be a helluva
lot more fun.

-Ken

 ------------
Category 22,  Topic 27
Message 3          Fri Jun 22, 2001
A2.DAIN [Dain]               at 11:36 PDT

Replying to 'Ken' in Category 22 Topic 27:

> Is anyone in this forum playing Phantasy Star Online?  I just started
> this
> week (I'm a low-level HUmar named "Kenji"), and though there are
> plenty of
> friendly people online, I imagine adventuring with friends would be a
> helluva
> lot more fun.

Ken,
I wish I could say yes, but I don't have the Dreamcast nor the game.  I
will be able to play come December if and when the Gamecube version
comes out.  I have plenty of games to play right now, but the appeal of
playing online with friends is tempting.

Dain


 ------------
Category 22,  Topic 27
Message 4          Fri Jun 22, 2001
KGAGNE [Ken]                 at 12:09 PDT

Dain,

It's still unknown how the GameCube will be going online, or if multiplatform
versions of the same game (such as PSO) will be compatible with each other
online.

If both of these unknowns work out favorably, be sure to look me up. :)

-Ken

 ------------
Category 22,  Topic 27
Message 5          Sun Jun 24, 2001
A2.DAIN [Dain]               at 15:33 PDT

Replying to 'Ken' in Category 22 Topic 27:

> It's still unknown how the GameCube will be going online, or if
> multiplatform
> versions of the same game (such as PSO) will be compatible with each
> other
> online.

I suspect that we will be seeing Nintendo make a considerable use of
Seganet for their online gaming needs.  Nintendo has no need to create a
network for themselves, when Sega has already built one, and no longer
has a console in production.  I figure that we will see Sega either
leasing out the connections to Nintendo or some situation like that.

Sega has already spent the money on the Network, Nintendo hasn't.  To me
this seems like the ideal use of resources.  Everybody wins in this
situation.  Not sure how well it is going to go over with gamers being
charged to play though.

Dain Neater


 ------------
Category 22,  Topic 27
Message 6          Sun Jun 24, 2001
KGAGNE [Ken]                 at 18:38 PDT

Dain,

> I suspect that we will be seeing Nintendo make a considerable use of Seganet
> for their online gaming needs. Nintendo has no need to create a network for
> themselves, when Sega has already built one, and no longer has a console in
> production.

SegaNet is just an ISP.  True, it gives priority to game-related bandwidth,
creating a low-latency gaming experience, but it's still just an ISP.  As long
as Nintendo provides the hardware and software to connect to the Internet,
they shouldn't need to build their own network.

Sega's mistake was in not creating compatibility with CompuServe and AOL as
ISPs.  I hope Nintendo and Sony don't goof on that as well.

-Ken

 ------------
Category 22,  Topic 27
Message 7          Sat Sep 15, 2001
KGAGNE [Ken]                 at 17:27 PDT

In addition to Dreamcast and GameCube, Phantasy Star Online ver.2 is also in
development for Windows.

 ------------
Category 22,  Topic 27
Message 8          Tue Sep 25, 2001
KGAGNE [Ken]                 at 09:36 PDT

FOR IMMEDIATE RELEASE

PHANTASY STAR ONLINE VER.2 FOR SEGA DREAMCAST EXPANDS GAMEPLAY FOR THE MOST
SUCCESSFUL ONLINE CONSOLE RPG

New Monsters, Mags and Modes Surface to Meet the Demands of More Than
300,000 Registered Online Users Currently Enjoying "Phantasy Star Online"
for Sega Dreamcast

SAN FRANCISCO, CA -  (September 25, 2001) - The role playing game (RPG)
experience that revolutionized online console gaming will now get an upgrade
of global proportions! Sega(r) of America, Inc. today announced the release
of "Phantasy Star Online(tm) Ver.2" for the 128-bit, Internet-ready Sega
Dreamcast(tm) video game console. With the fervently followed "Phantasy Star"
lineage dating back to 1987, world-renowned developer Yuji Naka continues to
expand his virtual universe with "Phantasy Star Online Ver.2." This title
includes the full original content from "Phantasy Star Online*," and expands
the world with additional levels, modes, character enhancements, and evil
beasts to expunge. Since the launch of the first installment of this massive
online multiplayer RPG, more than 300,000 users from around the world have
registered online to interact, form teams and embark on real-time
spell-casting and creature-crammed missions.

"With the phenomenal success of 'Phantasy Star Online' and the passion of its
players, Sega wanted to expand the experience with all new gameplay
elements," said Mike Fischer, group director of product marketing, Sega of
America.  "Containing all the content of the original 'Phantasy Star Online'
plus amazing new modes and features, 'Phantasy Star Online Ver.2' is the
ultimate expansion pack for 'Phantasy Star Online' fans, and a great choice
for consumers who have not yet experienced the addictive world of 'Phantasy
Star Online."

"Phantasy Star Online Ver.2" revolves around a scout crew descending from
space to investigate an explosion on the planet Ragol. By assuming the role
of a fully customizable character, players must unite in packs of four to
solve the mystery of what triggered the explosion and what happened to the
crew who had already arrived on the planet. This game can be played offline,
online or both, with computer generated mission companions if necessary.

Among the gameplay additions are the Challenge and Battle modes, and Go Go
Ball. Challenge Mode lets you test your endurance with the added unity
element of requiring the entire team to survive. This becomes quite a task
since various health-replenishing methods are limited and there's no
teleporting back to the ship. For gamers who prefer to stand alone, Battle
Mode allows player vs. player combat in all new arenas. Using a variety of
traps that can freeze, slow down, damage or confuse your opponents, strategic
thinking is the shortest route to victory. While killing time between killing
creatures, there is now Go Go Ball, a soccer-inspired game in the lobby for
up to 12 players.

In "Phantasy Star Online Ver.2," players can now build up to level
200.  When a character is high enough, players will be able to select the
Ultimate Difficulty mode. As the name suggests, this is only for hardcore
players looking to face some powerful new opponents and score some rare
items- all of which are exclusive to this version of the game.

One of the more unique elements of "Phantasy Star Online" was the virtual
pet-like entity called a 'Mag' that floated over a character's shoulder and
possessed certain powers if properly fed. Due to its popularity, exciting new
Mags are available in "Phantasy Star Online Ver.2."

Because customizable attributes are essential in intertwining a player with
their avatar, another new touch is the Dressing Room.  If a player
accumulates 100,000 of meseta currency, they are granted access to the
dressing room and opt to invest in altering their physical characteristics

"Phantasy Star Online Ver.2" supports the Dreamcast Keyboard and mouse, and
is currently available at retailers nationwide for the suggested price of
$39.99.  Online play is available for an additional $15.00 for each three
months of online access. The game is rated "T" for Teen.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

 ------------
Category 22,  Topic 27
Message 9          Mon Apr 08, 2002
KGAGNE [Ken]                 at 09:41 PDT

When I first tried Phantasy Star Online, I was astounded to walk around a
virtual city and see and interact with other people who were actually
controlled by other players.  I'd never seen/played anything like it.  I was
the lowest level character I encountered, though, and some high-level players
tried to equip me with powerful items and take me on their suicidal
spelunkings.  I preferred to make my own way to higher levels, and probably
should have done more one-player levelling-up before going online.

-Ken

 ------------
Category 22,  Topic 27
Message 10         Thu Apr 11, 2002
A2.DAIN [Dain]               at 17:50 PDT

I think that sounds like fun.  I know there is a Gamecube version coming
out(Hopefully someday) and I think it would be quite a bit of fun like a MUD:)


Dain
 ------------
Category 22,  Topic 27
Message 11         Wed Jun 18, 2003
KGAGNE [Ken]                 at 11:38 PDT

Phantasy Star Online is the only Sega Dreamcast game that can still be played
online.  The servers for all other games have been disabled.

 ------------
Category 22,  Topic 27
Message 12         Mon Sep 01, 2003
KGAGNE [Ken]                 at 09:22 PDT

Online servers for Phantasy Star Online will be disabled on October 1st.

PSO is currently the only Sega Dreamcast game that is still online-enabled.

 ------------
Category 22,  Topic 27
Message 13         Mon Sep 01, 2003
A2.DAIN [Dain]               at 15:27 PDT

Replying to 'Ken' in Category 22 Topic 27:

> Online servers for Phantasy Star Online will be disabled on October
1st.

Are the Gamecube and Xbox versions still supported?  I've heard talk or
maybe this is fact that Nokia bought Sega-net for their Ngage gaming
service that will go along with their new handheld/phone system.


Dain


 ------------
Category 22,  Topic 27
Message 14         Mon Sep 01, 2003
KGAGNE [Ken]                 at 16:25 PDT

Dain,

I believe this move is the last step in Sega's plan to phase out support for
their Dreamcast console.  The Xbox and GameCube versions of their online games
are still active.

-Ken

 ------------
 ************
Topic 28        Fri May 11, 2001
KGAGNE                       at 10:27 PST
Sub: Daytona USA

Doot do doot do doot do doot do doot dooooo!  Daytonaaaaaaaaaaaa!

 1 message
 ************
 ------------
Category 22,  Topic 28
Message 1          Tue Aug 21, 2001
KGAGNE [Ken]                 at 12:53 PDT

Daytona USA is somewhat (in)famous for its opening tune:

http://www.penny-arcade.com/daytonausa-letsgoaway.mp3

Read the comic strip based on it here:

http://www.penny-arcade.com/view.php3?date=2000-10-04

-Ken

 ------------
 ************
Topic 29        Fri May 11, 2001
KGAGNE                       at 10:27 PST
Sub: Skies of Arcadia

An RPG from Sega.  aka Eternal Arcadia.

 1 message
 ************
 ------------
Category 22,  Topic 29
Message 1          Fri Aug 02, 2002
KGAGNE [Ken]                 at 08:53 PDT

According to
<http://gamespot.com/gamespot/stories/news/0,10870,2876256,00.html>, the
PlayStation 2 version of this RPG, originally released by Sega for their
Dreamcast system, has been cancelled.  A Nintendo GameCube version is still in
the works.

-Ken

 ------------
Category 26 Sony PlayStation
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:05 PST
Sub: General Hardware Discussion

General discussion of the Sony PlayStation hardware.

 5 messages
 ************
 ------------
Category 26,  Topic 1
Message 1          Tue May 22, 2001
KGAGNE [Ken]                 at 10:17 PDT

Several PlayStation (PSOne) games have a copy protection that prevents a
legitimate, commercial copy of the disc from being played on a system with a
mod chip.  The mod chip is generally used to play games not pressed by SCEA,
such as Japanese import discs and, unfortunately, illegally copied/burned
games.  Anyone with a CD-R drive and a modded PSX can copy any games he likes.
:(

Games that feature this lockout protection include, but are not limited to:

Vandal Hearts II (Konami)
Resident Evil Survivor (Capcom)
Dino Crisis (Capcom)
Legend of Dragoon (SCEA)
Wild Arms 2 (SCEA)

This protection can often, but not always, be defeated using Interact's
GameShark enhancement device.

-Ken

 ------------
Category 26,  Topic 1
Message 2          Tue May 14, 2002
KGAGNE [Ken]                 at 06:50 PDT

The PSOne has dropped in price from $99 to $49.

 ------------
Category 26,  Topic 1
Message 3          Tue May 21, 2002
SYNDICOMM [Sheppy]           at 14:19 PDT

>>>The PSOne has dropped in price from $99 to $49.

And to think I blew $99 on it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 26,  Topic 1
Message 4          Mon Mar 21, 2005
KGAGNE [Ken]                 at 07:43 PDT

David Murray posted on the comp.sys.apple2 newsgroup recently that he has
wired up a Sony PSone 5" LCD screen to work at a display for an Apple IIgs.
The display isn't perfect due to being lower resolution than the Apple IIgs
display, but it's quite readable, especially compared to composite output.

Story continues at
<http://www.a2central.com/article.php?story=20050321072238436>

 ------------
Category 26,  Topic 1
Message 5          Sun Mar 26, 2006
KGAGNE [Ken]                 at 05:39 PDT

The PSOne hardware, while it may still be available, is no longer in
production:

http://www.gamespot.com/news/6146549.html

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:06 PST
Sub: General Software Discussion

General discussion of Sony PlayStation games.

 29 messages
 ************
 ------------
Category 26,  Topic 2
Message 1          Tue May 22, 2001
KGAGNE [Ken]                 at 17:19 PDT

Dain,

You mentioned how there's not much PlayStation software you like, so I thought
I'd tell you of my favorites.  I've rated all these 9.0 or higher.

Metal Gear Solid
Gran Turismo
Castlevania: Symphony of the Night
Tenchu: Stealth Assassins
Resident Evil 3: Nemesis
Spider-Man
Silent Hill
Street Fighter Alpha 3
Vandal Hearts II
Einhander
Civilization II
Legend of Legaia
Bust-a-Groove
WWF Attitude
Intelligent Qube
Tales of Destiny
Syphon Filter

LMK if you want further details on any of these.  Of course, reviews can be
found on gamebits.net. :)

-Ken

 ------------
Category 26,  Topic 2
Message 2          Wed Jul 18, 2001
KGAGNE [Ken]                 at 20:16 PDT

Title       : ALONE IN THE DARK: THE NEW NIGHTMARE
Platform    : Sony PlayStation
Publisher   : Infogrames
ESRB Rating : Mature
Game Rating : 8.4
Review by   : Ken Gagne

Genetic memories. They're the fears we inherit from our ancestors, the
instinctual imprints that tell us to be afraid of the dark. Infogrames
capitalizes on that blueprint with the PlayStation release of Alone in the
Dark: The New Nightmare.

When a friend of paranormal investigator Edward Carnby is found murdered on
Shadow Island, the detective hitches a ride with anthropologist Aline Cedrac
to the scene of the crime. A freak storm brings down the plane, separating
the two heroes. As each investigates the island manor, they uncover strange
happenings involving an ancient Indian civilization, a mad scientist, and a
world of darkness.

Alone in the Dark is a game in the survival horror genre pioneered by
Resident Evil, though the Dark games far predate that series. Unlike Resident
Evil, Alone has a more horrific motif, with zombies and strange creatures
springing not from a corporation's genetic manipulations, but a paranormal
source beyond human comprehension - a theme more closely related to Silent
Hill.

Gamers can choose to play as either Carnby or Aline, who will explore the
mansion and encounter other characters in their own way. Radios keep the two
explorers in touch regardless of which storyline a player pursues. As the two
heroes weave in and out of each other's journey, the details of each
storyline don't exactly match up, but the overall plot is identical.

Like Resident Evil and unlike Silent Hill, Alone uses stationary camera
angles to give a predefined perspective on each room Carnby and Aline
examine. To give the players uniform control of the protagonists through
these immutable camera changes, 'Up' moves the hero forward, 'Left' results
in rotation to the hero's left, and so on. Players familiar with the Resident
Evil controls will pick these up effortlessly, immediately feeling themselves
in the main character's role. One unique control feature is moving the
flashlight or gun with the left analog stick, while the digital pad moves the
player. The right analog stick is neglected, which leaves no option for
analog control of player movement.

The gameplay is typical for a survival horror game. The manor holds many
locked doors, and just as many hidden keys to find. An automap feature helps,
but does not delineate locked doors beyond the room in which the player
currently resides, nor does it denote the player's exact location in a room.
Unclear floor and key labels make it more difficult to determine where to go
next. There's plenty of literature to read in the form of wills, diaries, and
journals, all of which tell an interesting tale for the player patient enough
to wade through them. Game progress can be saved at anytime with a single-use
Save Charm, which are in finite but sufficient supply.

Contrary to the game's title, the dark is the place Carnby and Aline are
least likely to be alone. The poorly-lit estate hosts many shadow creatures
that flee at the switch of light. These monsters take many blows to defeat,
and they tend to regenerate. The plentiful ammunition does you no good
without a chance to use it: it's common for a beast to leap from a
newly-formed rift, take a cheap shot, and then disappear into the shadows.

Alone does not always try to be subtle about its scares. Music increases in
volume even when nothing's amiss, leading players to always be on their toes.
Screams and distant gunshots may never be explained, as will whatever unknown
struggle just caused the entire room to quake. The voice acting is of only
decent quality. Aline's casting is weaker than Carnby's; she speaks in a
firm, strong tone of how scared she is.

The monsters vary in appearance, but the recurring characters are better
attired. Carnby has the appearance of Christopher Walken, if not the demeanor
(thank Infogrames for small favors; otherwise this game would be much too
scary for anyone to play), while Aline looks like snooty than one mighr
expect from an anthropologist. She and other characters have a slightly
angular appearance that fits the dark environment.

A flashlight illuminates the details of the surroundings with some of the
best lighting effects in any PlayStation game. The appearance of whatever the
flashlight hits changes drastically, with shadows and reflections being
perfectly cast. It's wise to use the flashlight even in well-lit areas, as
important items will reflect it.

Alone in the Dark is not innovative in its gameplay, but it does offer some
thrilling scares and superb lighting effects. Turn off your own lighting and
let this new nightmare work its dark magic.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 16-Jul-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 26,  Topic 2
Message 3          Thu Aug 23, 2001
KGAGNE [Ken]                 at 11:36 PDT

Title       : SKYDIVING EXTREME
Platform    : Sony PlayStation
Publisher   : Natsume
ESRB Rating : Everyone
Game Rating : 8.0
Review by   : Ken Gagne

For all the publicity and interest given to "extreme sports" lately, a
popular hazardous pastimes has been overlooked: skydiving. Natsume leaps into
that void with the PlayStation game Skydiving Extreme.

If you're looking for something similar to Nintendo's PilotWings, I suggest
you stick with that game. Skydiving Extreme plays like Bust-a-Groove, and is
in fact from Metro, the same developer behind that line of dancing games.

In Extreme, skydiving formations are formed by pressing button sequences as
they appear on the screen. The order is displayed in cross-shaped diagrams
that represent the left and right sides of the PlayStation controller. For
example, the sequence "Left-Down-Right" (or "Square-X-Circle") appears as a
"V"-shape overlaid on the buttons. Upon first encountering the more
complicated routines, your eyes will muddle over its meaning, but with
practice, reading these displays becomes second nature.

Each round consists of roughly two minutes of freefall, during which time
your team of four divers must perform various maneuvers. The more complicated
the moves that a team performs, the more slowly they fall. The first team to
land, loses. Making mistakes and being attacked can cause your team to fall
more quickly. These attacks are more theoretical in nature, as there is no
bodily contact or projectile-throwing that would constitute an actual
assault.

The camera pulls some neat tricks during freefall, conveying a sense of
weightlessness and dizziness, if not speed. The team never appears closer to
the ground than when they first jump. At least there's plenty to look at in
the air, with the stages decorated with the rainfall of Kenya, New York's
night lights, or the Aurora Borealis. This eye candy has no effect on a
jump's performance, but are neat nonetheless.

Despite the inability of the graphics to imply speed, there's a certain sense
of urgency to enter the sequence as quickly as possible - even the idea of
plummeting to Earth at 120 MPH can do that. The combos become increasingly
tortuous as the rounds progress; success in these later levels can unlock
hidden teams and stages.

The music is generic, metallic, and a bit reminiscent of Mega Man. More
variety in the soundtrack would've added to the experience. True, this isn't
Bust-a-Groove, but I've seen skydiving videos set to everything from Van
Halen to Garth Brooks; the music has a definite effect. Only a few sound
effects survive the rushing wind, such as the sound of breaking glass that
precedes an attack. An announcer expresses his amazement at some trickier
moves, though one such comment is mumbled to sound like, "Very froody!"

Froody or not, Skydiving Extreme is an innovative application of a popular
gameplay type. Not being a simulation, it does not capture the full adventure
of skydiving, from training to ascent, to jumping and pulling the cord to
landing. As a variation on the dancing game genre, Skydiving Extreme is
surprisingly fun and addictive, but - hopefully unlike your average skydiver
- short-lived.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 27-Aug-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 26,  Topic 2
Message 5          Sat Sep 15, 2001
KGAGNE [Ken]                 at 15:46 PDT

Spider-Man has been delayed from 9/18 to sometime next month.

-Ken

 ------------
Category 26,  Topic 2
Message 6          Mon Sep 17, 2001
KGAGNE [Ken]                 at 20:27 PDT

ACTIVISION POSTPONES RELEASE OF
SPIDER-MAN 2 ENTER: ELECTRO
FOR THE PLAYSTATION GAME CONSOLE

Company Reconfirms Second Quarter and
Fiscal Year 2002 Earnings Per Share Guidance

Santa Monica, CA - September x, 2001 -- In light of the recent national
tragedy, Activision, Inc. (Nasdaq: ATVI) has postponed the September 18th
release of Spider-Man 2 Enter: Electro for the PlayStation game console,
which is set in New York City. While the environments in the game were not
designed to depict specific buildings, the climax of the game takes place
atop a skyscraper that loosely resembles The World Trade Center. The
announcement was made today by Ron Doornink, president and COO, of
Activision, Inc.

"Out of respect for the victims, their families and our fellow citizens, we
will be postponing the launch and making minor changes to the game," states
Doornink. "While the buildings in Spider-Man 2 Enter: Electro act only as a
background environment and do not explode or collapse, Activision is being
extremely cautious about any images in our game that might be mistaken for
the Twin Towers. We expect to ship the game well in time for this holiday
season. Additionally, the delay of the game will have no material impact on
our business."

Activision today also reconfirmed the company's earnings per share guidance
for both the second fiscal quarter and the 2002 fiscal year.

A new release date for Spider-Man 2 Enter: Electro has not yet been
scheduled. The game has been rated "E" for Everyone (ages six and older) by
the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in the prospectus filed as part of the
above-mentioned registration statement and in Activision's Annual Report on
Form 10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 26,  Topic 2
Message 8          Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:23 PDT

                    Sony PlayStation
                    Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Jumpstart Wildlife Safari                09/18/01
   Tennis                                   09/20/01
   Fisher Price Rescue Heroes               09/20/01
   Scooby Doo and the Cyber Chase           09/25/01
   Weakest Link, The                        09/25/01
   Sheep Raider                             09/25/01
   Backyard Soccer                          09/25/01
   Tiny Toons: Plucky's Big Adventure       09/25/01
   One Piece Mansion                        09/26/01
   Pipe Dreams II                           09/27/01
   Dexters Lab:Mandark                      October
   Sesame Street Sports                     October
   Powerpuff Girls:Chemical X-Traction      October
   Spiderman 2 Enter Electo                 October
   NHRA Drag Racing                         October
   NASCAR Thunder 2002                      10/02/01
   Castlevania Chronicles                   10/09/01
   Martian Gothic                           10/15/01
   Dragon Warrior VII                       10/23/01
   Power Rangers Time Force                 10/24/01
   FIFA: Road to FIFA World Cup             10/30/01
   Tony Hawk's Pro Skater 3                 10/30/01
   Monsters, Inc                            10/30/01
   American Deer Hunting                    November
   Jeanette Lee's Virtual Pool              November
   Hoshigami:Ruining Blue Earth             November
   Castrol Honda Superbike 2                November
   Harry Patter & the Sorcerers Stone       11/06/01
   NBA Live 2002                            11/06/01
   Cubix Robots For Everyone                11/07/01
   Bear in the Big Blue House               11/13/01
   Pajama Sam:You Are What You Eat          11/13/01
   Arc the Lad: Collection                  11/15/01
   Twisted Metal Small Brawl                11/27/01
   You Don't Know Jack Vol 6                12/03/01
   Atari Anniversary Edition                12/03/01
   Mega Man X6                              12/05/01
   Syphon Filter 3                          January

 ------------
Category 26,  Topic 2
Message 9          Mon Sep 24, 2001
KGAGNE [Ken]                 at 12:22 PDT

Title       : TALES OF DESTINY II
Platform    : Sony PlayStation
Publisher   : Namco
ESRB Rating : Teen
Game Rating : 7.8
Review by   : Ken Gagne

With 128-bit game consoles now being standard fare, the death of the original
PlayStation is inevitable. The system helped establish role-playing games as
an acceptable genre in the American market, so perhaps it's fate that one of
its last big games should be Tales of Destiny II, from Namco.

In this RPG sequel, peaceful life in the village of Rasheans is disrupted
when a spacecraft crash-lands in the loca forest. Its sole occupant is a girl
from a nearby planet who brings with her a warning of impending disaster. Two
villagers and childhood friends, Reid and Farah, decide to help the girl
unravel this mystery before it's too late for their world.

There are many perspectives in Tales of Destiny. The world map is depicted
from a diagonal view which rotates and scales as the party moves, much as in
Final Fantasy games. Entering a town or dungeon switches to a fixed
perspective that resembles Chrono Trigger. Dangerous territory is beautifully
drawn, with natural lighting falling through tree branches and other details
landscaping the world. Sometimes, enemies are visible, and coming into
contact will precipitate a battle - but usually, Reid and company can find
themselves thrust into action with no warning at all. The game makes no
distinction between areas pervaded with visible or invisible enemies. Either
way, prepare for the fight of your life.

Encounters occur in real time on a two-dimensional side-scrolling plane. As
in Zelda or other action-adventure games, characters respond immediately to
your button pressing - leaping, striking, and casting spells at the enemy.
Rewards are based on the number of combo hits, the duration of the round, and
other factors commonly associated with fighting games, not RPGs.

There is plenty of preparation for battle. Each player can control one of
four people in the party, but most likely you'll be playing alone and
controlling just one hero. Aside from properly outfitting your party, A.I.
strategies and battle positions must be determined. Such strategies often
dissolve into button-mashing in the face of danger.

Many RPGs welcome newcomers to its battle system with in-game tutorials and
training. Tales of Destiny offers a few words of advice from mentors, but
otherwise leaves you to your own devices. You'd do best to study the manual
and engage in some practice battles; even then, advice such as "Successfully
fringe a Craymel to create new Craymel Artes" may seem more confusing than
helpful.

Between battles, the plot is developed during the occasional event sequence,
where the written word is accompanied by spoken dialogue. In most video
games, voice acting is either superb (Escape from Monkey Island) or laughably
terrible (the original Resident Evil). The producers of Tales of Destiny II
chose excellent voice actors, but completely miscast them for this kind of
game. The spoken dialogue is perfect for a PBS children's cartoon, which
doesn't jive with the game's "Teen" rating. Please, turn it off!

What sets Tales of Destiny II apart from similar games is its battle system,
which uniquely combines many genres and allows players to invoke tactics with
both their brains and thumbs. Gamers who are dismayed by the lack of
introductory explanation will also fail to be rewarded by this style of
fighting. The rest of the game is fairly typical RPG, leaving it destined to
sate the thirst of hungry PSOne gamers, and few others.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 24-Sep-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 26,  Topic 2
Message 11         Sun Sep 30, 2001
KGAGNE [Ken]                 at 20:08 PDT

     NBA ShootOut 2002 Takes the Court With High-Flying Basketball Action
                          For the PS One(TM) Console

      989 Sports' Heralded Basketball Franchise Brings on the NBA's Best

FOSTER CITY, Calif., Sept. 21 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NBA ShootOut 2002 from the 989 Sports(TM)
development team is now available in stores, marking the release of the
latest installment of the heralded PlayStation(R) basketball franchise. NBA
ShootOut 2002 features new gameplay with updated graphics, as well as
customizing options for players and playbooks. Coupled with restructured
artificial intelligence (AI) and refined player models, NBA ShootOut 2002
produces the most authentic basketball action for sports enthusiasts and fans
alike.

No other PlayStation basketball game replicates the high-flying competition
of the NBA better than NBA ShootOut 2002. Updated graphics features include
recognizable player models and impeccably designed arenas and courts. With
top NBA athletes motion captured performing an assortment of outstanding
dunks, effortless outside shots and spectacular dribbling, NBA ShootOut 2002
brings true-to-life NBA action to your television. Arenas are designed to
mirror reality as courts resonate realism with true lighting and sound
effects. Players are scaled to reflect height, weight and body styles and
individual faces have been texture mapped from authentic NBA photos to
further enhance the realism of NBA ShootOut 2002.

"NBA ShootOut 2002 provides the most realistic and exciting basketball action
available for PlayStation," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America Inc. "With refined graphics and the best
gameplay available, the 989 Sports team has developed a game that genuinely
lives up to the high-flying action of the NBA."

Whether playing a leisurely game in Exhibition mode or taking on all comers
through a full season and into the Playoffs, NBA ShootOut 2002 offers a true
interactive basketball experience. With an array of options and challenges
including statistics following the progress of every player in the game, hot
and cold streaks for shooters and the ability to set screens and call for
picks in order to free up the player with the hot hand, NBA ShootOut 2002
brings to life the skill, energy and athleticism that is the NBA.

    NBA ShootOut 2002 for PlayStation Key Features:

    -- Refined GamePlay and Restructured Artificial Intelligence (AI) bring
       fast paced NBA realism to life.  Improved computer management of
       passing, clock, fouls and timeouts further enhance the realism of the
       game.  Additionally, the computer AI will take advantage of gamer
       miscues and tendencies.
    -- Award-Winning Graphics including recognizable player models taken from
       motion captured movements of NBA athletes reflecting actual height,
       weight and body style.  Arenas are designed to mirror reality while
       courts resonate realism with true lighting and sound effects.
    -- 18 1-Touch Player Controls include Screen, Auto Defend, Pump Fake,
       Special Dribble and more.  Players won't get bogged down with
       cumbersome controller combinations and more advanced controls have also
       been simplified for better player movement.
    -- TV-Style Presentation now with a two-man booth featuring more than 100
       hours of play-by-play from commentators Ian Eagle and Bill Walton.
    -- Playbooks Designed With NBA Stars include more than 450 team specific
       plays and sets designed to replicate every team in the NBA.  Top NBA
       players consulted include Stephon Marbury, Chris Webber, Jason Kidd,
       "Bo" Outlaw, Robert Horry and more.
    -- NBA Signature Animations from more than a dozen NBA stars.  Motion
       captured animations include everything from ball control and passing to
       shooting and rebounding and more than 50 signature dunks.
    -- Total Control Passing allows gamers to pick passes and get the ball to
       a specific teammate, or work the defense and kick the ball outside for
       the open three-pointer.
    -- Total Control Screening allows gamers to set a pick or call for a
       screen to give the hot shooter the open look.
    -- Touch Shooting helps players to refine their touch by using the shot
       meter to control the accuracy of the shot.
    -- Total Control Dribbling puts ball control in the palm of your hands as
       players go between the legs, behind the back or go for the cross-over
       dribble.
    -- Create Dunk will have gamers fabricating unbelievably unique dunks with
       bits and pieces of the most famous dunks in the game.
    -- Hot & Cold Streaks effect the game just like the pros.  Hitting three
       consecutive shots to puts a player in the zone while missing three
       consecutive will cause a player to have trouble hitting from the paint.
    -- Create Player allows gamers to utilize player ratings to create an
       all-world talent or design a player to reflect their own
       characteristics.
    -- Play Creator lets gamers design their own custom plays and save them to
       a playbook for the ultimate offensive edge.
    -- Comprehensive Statistical Analysis allows gamers to track stats for
       teams, individuals and league leaders through the monitoring of
       comparison charts.
    -- Extensive Roster Management allows a gamer to edit the starting lineup,
       trade players or release and sign free agents to build a dynasty.
       Six Game Modes including Exhibition, Season or Playoffs in Simulation
       and Arcade modes, each with four levels of difficulty.
    -- Extensive In-Game Options allow gamers to control every aspect of the
       game from quarter length to fatigue, touch shooting, player ID and auto
       replays.

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2002 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R) 2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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INFOGRAMES PUTS PLAYERS IN BELOVED LOONEY TUNES CARTOON FOR A TOTALLY UNIQUE
INTERACTIVE GAME PLAY EXPERIENCE

Ralph Wolf And Sam Sheep-dog Come To Life In Infogrames Newest Game For The
PlayStation Video Game Console, Looney Tunes Sheep Raider

BEVERLY, Mass. - October 8, 2001 - Its the age-old battle between Looney
Tunes memorable adversaries Ralph Wolf and Sam Sheep-dog in Infogrames Inc.s,
(Nasdaq: IFGM) Looney Tunes Sheep Raider for the PlayStation video game
console that ships to most major retail stores this week.

As "anti-hero" Ralph Wolf, players use devious and mischievous, mission-based
tactics in order to pull the wool over Sam Sheep-dogs eyes and rustle his
flock. Plenty of hilarious, inventive ACME gadgets are employed - rocket
packs, umbrellas, catapults, sheep costumes, sheep perfume, and more - as
Ralph Wolf devises ever-cleverer schemes to capture his sheeply prey.

"Looney Tunes Sheep Raider captures the unique and quirky feel of the Looney
Tunes cartoons," says Nancy MacIntyre, vice president of marketing for
Infogrames Beverly Label. "PlayStation owners who enjoy strategy-based games,
but with a humorous twist, are going to find this game totally fresh - a real
stand-out in the genre. We have included many of the outlandish ACME gags
that made these cartoons so much fun, and players will be challenged to
employ them to accomplish their sheep-snatching missions."

In Looney Tunes Sheep Raider players must poach sheep in more than 15 levels
with diverse environments. Terrain like volcanoes, deserts, swamps and scary
castles provide Ralph Wolf with tons of exciting challenges. Ralph must
combine and use over 25 gadgets to capture his dinner. Ralph Wolf has the
ability to hide, sneak, jump, swim, creep and fly to cleverly pursue his
prey. In addition, special appearances by Foghorn Leghorn, Daffy Duck, Porky
Pig, and many more legendary characters make this game a treat for any Looney
Tunes fan.

Developed by Infogrames Lyon House, Looney Tunes Sheep Raider has an ESRB
rating E for Everyone and is currently available at most major retail outlets
for an estimated retail price of $19.99.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley- Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published in the U.S.
by Infogrames, Inc. For more information, visit the Company's Web site at
www.us.infogrames.com

# # #

(C) 2001 Infogrames, Inc.
LOONEY TUNES, characters, names and all related indicia are trademarks of and
(c) Warner Bros.
PlayStation, PlayStation 2 and the PlayStation and PlayStation2 logos are
registered trademarks of Sony Computer Entertainment Inc.
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Anyone heard of, much less played, One Piece Mansion, a PSOne puzzler from
Capcom? It's an odd sim-type title in which you're an apartment building owner
who needs to manage the placement of tenants in relation to each other. Some
make their neighbors cranky, while others have soothing effects. Potential
tenants include a newlywed couple, cat lady, student, inventor, mystic, ninja,
and sumo wrestler. It's a genuinely odd game that I honestly didn't find very
entertaining at all, even at an MSRP of $19.95. But nice try, Capcom!

-Ken

 ------------
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Message 14         Wed Nov 28, 2001
KGAGNE [Ken]                 at 16:18 PDT

Title       : HARRY POTTER AND THE SORCERER'S STONE
Platform    : Sony PlayStation
Publisher   : Electronic Arts
ESRB Rating : Everyone
Game Rating : 7.1
Review by   : Ken Gagne

The boy who turns video gamers into readers can work his magic both ways.
Harry Potter and the Sorcerer's Stone, an Electronic Arts game for
PlayStation, isn't quite as magical as the books, however.

Based on J.K. Rowling's first book, the video game follows young Harry Potter
during his first year at the wizardry school of Hogwarts. Players control
Harry in a 3D, over-the-shoulder platform games like many others.

Few of the book's plot development details are observed in the PlayStation
game. The gameplay takes advantage of the school setting to give Harry (and
players) lessons in spellcasting, making a goal of getting to class and
learning each spell. Between lessons, Harry may run errands for Hagrid the
groundskeeper, have a run-in with the sinister Draco Malfoy, or rescue
Hermione Granger from a rampaging troll. Quidditch matches, in which Harry
mounts his flying broomstick in search of the Golden Snitch, occur
occasionally.

Although Hogwarts is a large place, locked doors keep Harry on a set path
with little room for additional exploration. There are plenty of Every Flavor
Beans and Famous Witches and Wizards cards to collect, but these are
unnecessary to progress.

In these details and other regards, the game imitates the novel's world -
except in one important way. The game has a primary audience in younger
gamers, but unlike the books, will probably not garner similar interest from
an older crowd. The average gamer can guide Harry though his trials from
beginning to end in under four hours, having found most of the secrets and
suffering little damage.

The environment similarly fails to captivate. The graphics are pleasantly
free from any camera issues, allowing Harry to always get a clear view of
even the most cramped surroundings. The soundtrack isn't John Williams, but
is appropriately bewitching, preferring to make itself known only during
climatic battles and cinematic expositions.

The control varies depending on the situation while retaining a constant
simplicity. One primary button searches or interacts with an item, while
another casts a spell. Anything Harry wishes to bewitch can be affected by
only one type of spell, so the same button can cast an offensive Knockback
Jinx against an enemy, an Incendio fire invocation on a plant, or a
levitation charm on a statue.

The spells require exact timing, but players will otherwise be unchallenged
by Harry's movements. Some trials involve jumping, which Harry does
automatically when he approaches a ledge. Broomstick flying is also a simple
experience, though also much drier than one might imagine. Whether in
training or on the Quidditch pitch, players must guide Harry with increasing
speed through a series of floating rings. The control is fast and loose,
making it easy to lose sight of the target.

The strongest feature of Harry Potter's PlayStation incarnation is the brand
name. Electronic Arts has not applied the name to a weak game, but there's
little about the game that's enchanting on its own.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 19-Nov-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Arc the Lad Collection for PSOne has been shuffled around: originally from
mid-Jan to mid-Dec to late-Jan.

Publisher Working Designs delays *everything*.  Before the Sega Saturn came
out, they announced a title for that system, scheduled for release at launch.
It was one of the last games ever released for the system.

 ------------
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Message 16         Wed Dec 12, 2001
A2.DAIN [Dain]               at 10:03 PDT

I think they shifted it because, Final Fantasy X is now slated for a
Mid-December release.  I doubt they would want to compete with that;)

Dain

 ------------
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Message 17         Fri Dec 21, 2001
KGAGNE [Ken]                 at 08:26 PDT

                    Sony PlayStation
                    Release Schedule
                [Current as of 12/13/01]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Hoshigami:Ruining Blue Earth             12/18/01
   X-Bladz: In Line Skating                 12/27/01
   Kick Boxing                              January
   Arc the Lad: Collection                  01/29/02
   Dodge Ball                               February
   Hidden and Dangerous                     02/12/02
   Disney's Peter Pan: Return               02/12/02
   Free Wheelin' USA                        02/26/02
   Bear in the Big Blue House               03/12/02
   Rayman Arena                             03/26/02
   Dexters Lab:Mandark                      April

 ------------
Category 26,  Topic 2
Message 18         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:13 PDT

                    Sony PlayStation
                    Release Schedule
                [Current as of 01/28/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Largo Winch                              01/29/02
   Kick Boxing                              02/05/02
   Dodge Ball                               02/11/02
   Disney's Peter Pan: Return               02/12/02
   Digimon Rumble Arena                     02/20/02
   Arc the Lad: Collection                  02/26/02
   Creatures                                02/26/02
   Dexters Lab:Mandark                      March
   Free Wheelin' USA                        03/19/02
   Worms World Party                        03/19/02
   Yu-gi-oh!: Forbidden Memories            03/26/02
   Sports Guru                              03/26/02
   Dance Dance Revolution: Konamix          04/23/02
   Rayman Arena                             May

 ------------
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Message 19         Sun Feb 03, 2002
KGAGNE [Ken]                 at 21:50 PDT

In the past few months I've gotten several emails asking me for copies, or
where to find copies, of Intelligent Qube.  I recently wrote about this
article in my "The Best Games You've Never Played" review, but the emails I'm
getting are in response to the review of I.Q. I wrote four years ago.

This sudden resurgence in interest of this game strikes me as odd.

FWIW, there are several copies available at

http://listings.ebay.com/aw/plistings/list/all/category3718/index.html

-Ken
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                    Sony PlayStation
                    Release Schedule
                [Current as of 03/13/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Yu-gi-oh!: Forbidden Memories            03/19/02
   Arc the Lad: Collection                  03/26/02
   Hooters Road Trip                        03/26/02
   Power Play: Sports Trivia                03/26/02
   Rayman Rush                              03/26/02
   Worms World Party                        03/26/02
   Dexters Lab:Mandark                      03/29/02
   Creatures                                04/09/02
   Dracula: The Last Sanctuary              04/15/02
   Big Bass Fishing                         04/22/02
   Italian Job, The                         04/22/02
   Dance Dance Revolution: Konamix          04/23/02
   FIFA World Cup 2002                      04/23/02
   Digimon World 3                          05/15/02
   Delta Force: Urban Warfare               05/21/02
   Austin Powers Pinball                    05/28/02
   Spec Ops: Airborne Division              06/25/02
   Gundam: Battle Assault 2                 07/15/02

 ------------
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Message 21         Wed Jul 10, 2002
KGAGNE [Ken]                 at 13:33 PDT

                    Sony PlayStation
                    Release Schedule
                [Current as of 07/05/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Dracula 2: The Last Sanctuary            July
   Rageball                                 07/09/02
   Stuart Little 2                          07/16/02
   Gundam: Battle Assault 2                 07/16/02
   C-12: Final Resistance                   07/23/02
   Planet of the Apes                       07/23/02
   Austin Powers Pinball                    07/24/02
   Tom Clancy's Rainbow Six Lone Wolf       07/30/02
   NFL Game Day 2003                        08/13/02
   Madden NFL 2003                          08/13/02
   Grand Theft Auto Compilation             08/21/02
   Aces of the Air                          08/27/02
   Spec Ops: Airborne Commando              09/13/02
   NBA Shootout 2003                        09/17/02
   NASCAR Thunder 2003                      09/23/02
   Mobile Armor                             09/24/02
   NBA Live 2003                            10/22/02
   Street Racquetball                       November
   Tony Hawk's Pro Skater 4                 11/05/02
   FIFA 2003                                11/05/02
   Harry Potter and the Chamber of Secrets  11/05/02

 ------------
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Message 22         Sun Sep 22, 2002
KGAGNE [Ken]                 at 16:51 PDT

Title       : C-12: FINAL RESISTANCE
Platform    : Sony PlayStation
Publisher   : SCEA
ESRB Rating : Teen
Game Rating : 7.4
Review by   : Ken Gagne

New video game consoles sentence their predecessors to the shadows, and
eventually, the closets. These older systems often cling tenaciously to life,
but their days are numbered.

The original PlayStation, perhaps encouraged by its successor's backward
compatibility, has now been around for two years beyond the launch of the
PlayStation 2. It can postpone the inevitable for only so long, however, as
proven with Sony's C-12: Final Resistance.

C-12 is a 3D action-adventure in the style of Syphon Filter. Aliens
(akin to Star Trek's Borg) have invaded Earth. Lieutenant Vaughan has been
fitted with a Borg optical implant, allowing him to gather information about
his surroundings. This minor device somehow makes him Earth's last hope.

From humble beginnings comes a humble game. Players control Vaughan as he
attacks a variety of aliens in dilapidated cityscapes. New and strange
weapons can be acquired and, with experience, powerful secondary uses can be
discovered. The occasional puzzle can be solved by collecting alien keycards
or pushing crates into place.

There isn't much to the storyline. The good and bad guys are clearly defined
from the get-go, leaving the missions to focus on rescuing hostages,
restoring allied bases, and capturing enemy materiel. Vaughan's eyepiece is
overrated, as it gives minimal information on the setting. Unlike in Metroid
Prime, his device is for observational purposes only, and does not interact
with his environment.

Controls are standard for this type of game, with primary and secondary
attack buttons, crouch, and the like. The ability to target-lock an enemy is
defeated by Vaughan's tendency to whip his weapon in whatever direction he's
running. Thus, target-lock becomes most effective when Vaughan himself is a
stationary target.

Enemy AI varies oddly. Scout drones can detect Vaughan and summon
reinforcements, prompting him to stealthily evade their sensors. But should
Vaughan spot the shoulder of an enemy around a corner, the alien will stand
there as his shoulder his filled with lead to the point of fatality. Two
sentries may not acknowledge each other, especially if one should suddenly be
riddled with bullets. The boss encounters, however, are challenging; not only
does laser fire fill the air, but defeating the attacker will take some
amount of brain as well as brawn.

The effects wrought by these invaders' presence can be seen in the
destruction of immediate surroundings. Players can't see very far ahead,
though, and local surfaces have a habit of warping weirdly as Vaughan
approaches - a visual, if not functional, anomaly.

Most levels have no musical accompaniment, with boss encounters attended to
by only minor fanfare. For the rest of the time, we get to hear perky British
voice actors over the radio, reminding us of new and changed objectives.

Sony's original PlayStation has been around for six years, and in that time,
has defined and explored several genres. C-12 is a final entry in a fine area
that's been nearly exhausted by the PlayStation's capabilities. There's
little new here, suggesting it's time to stop resisting change and move on to
another platform.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 26-Aug-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Message 23         Mon Apr 28, 2003
KGAGNE [Ken]                 at 17:25 PDT

A Sony representative today told me that there are 60 PSOne games in
development.

Wow.

-Ken

 ------------
Category 26,  Topic 2
Message 24         Wed Apr 30, 2003
A2.DAIN [Dain]               at 19:47 PDT


60?  That's actually kind of neat that they still get support. Funny thing
though, everytime I am in Best Buy there are still people playing the Sony
Playstations.  Even more often so than the PS2.

Strange but true.

Dain
 ------------
Category 26,  Topic 2
Message 25         Thu May 01, 2003
SYNDICOMM [Sheppy]           at 16:41 PDT

>>>60?  That's actually kind of neat that they still get support. Funny thing
though, everytime I am in Best Buy there are still people playing the Sony
Playstations.  Even more often so than the PS2.

PSone is still capable of playing good games.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Message 26         Tue Jul 08, 2003
A2.TONY [Librarian]          at 14:00 PDT

Anyone here ever play Hot Shots Golf 2? I recently dug out this gem and it's a
lot of fun...that is, until you get to a certain point in the "vs" mode and the
opponents start making miraculous shots to beat you.

During one game I won the first 2 holes, and the opponent Kumi (I'm trying to
beat her, Ryo and/or Suzuki) hit two chip-ins from about 30 yards and a hole in
one to take the lead. We tied all the middle holes until late in the game when
I again took a 2 hole lead with 4 to play. Kumi chipped in again from about 20
yards, made an amazing sand save and a 45-foot putt on the next hole to tie it.
On the 17th hole she finally shanked one into the rough behind the trees, but
her second shot was a stunning hook around the tree that hit the flag, and she
dropped the putt to go up a hole. On the 18th I was so mad that I couldn't see
straight so I lost when I couldn't sink a 25-foot putt.

This happens every time I play these three opponents. I can't get by them. I'm
going to have to quit playing for a while before I throw my controller through
the TV screen...

--
Tony Ward

 ------------
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Message 27         Tue Jul 08, 2003
KGAGNE [Ken]                 at 15:12 PDT

Hi Tony --

I've never played Hot Shots Golf 2, though the third game in the series was
released last year for PlayStation 2.  Regardless of the game, the phenomenon
you describe - the computer cheating to catch up - is not unusual,
unfortunately.  I remember the last time Mario Kart came out, people were
overwhelmed at how unfairly lucky the computer drivers were in accelerating
and in obtaining powerful items.  Whatever they needed to pull out of last
place always seemed to be in the cards.  Some games, such as Need for Speed:
Hot Pursuit 2, have the option to disable this feature; when it is enabled, it
works in the favor of losing humans as well.

-Ken

 ------------
Category 26,  Topic 2
Message 28         Wed Jul 09, 2003
A2.TONY [Librarian]          at 08:10 PDT

Well, I tried three more times last night and once this morning and I'm now
convinced that there's no possible way to beat these top level computer
opponents.

The worst was this morning. I somehow managed to build a 3-hole lead with 4
holes to play, and that's when the miracles started happening. The guy chipped
in twice (once from 90 yards) and made a hole-in-one. So we're tied on the last
hole, a par 4. We both hit perfect drives, and my approach lands within 5 feet
setting up a sure birdie and a sudden death playoff. His approach flies about
10 feet past the hole, then backspins right into the cup. Game over.

Argh!

That was the first time I ever had a 3-hole lead, because every time I get a
2-hole lead the miracle shots start happening. For some reason when I had the
2-hole lead the opponent shanked one into the water, but I still had to sink a
15-foot birdie putt to take that hole.

I'm thinking the only way to win is to be tied going into the 18th hole and hit
a miraculous chip-in of my own, and of course hope that the opponent doesn't do
the same.

--
Tony Ward

 ------------
Category 26,  Topic 2
Message 29         Fri Jul 11, 2003
KGAGNE [Ken]                 at 04:48 PDT

Tony,

FWIW, Camelot, the developer of Hot Shots Golf, is also the developer for
Mario Golf: Toadstool Tour, shipping for Nintendo GameCube on July 28th.

-Ken
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Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 17:57 PDT

ACTIVISION'S MAT HOFFMAN'S PRO BMX(tm) SOARS TO #1
BEST-SELLING PLAYSTATION(R) GAME CONSOLE TITLE FOR
WEEK OF MAY 13 - 19 ACCORDING TO TRSTS DATA

Santa Monica, CA -- May 30, 2001 -- After only four days in limited
distribution, Activision, Inc.'s (Nasdaq: ATVI) Mat Hoffman's Pro BMX(tm) tops
U.S. retail charts as the #1 best-selling PlayStation(R) game console title by
dollars for the week of May 13 - 19, 2001, according to NPD's TRSTS Data.
Delivering an authentic cutting edge BMX experience, Mat Hoffman's Pro BMX(tm)
allows gamers to ride like 10-time world vert champion, Mat Hoffman, or seven
other top pros as they perform hundreds of tricks in a variety of realistic
courses.

"The success of Mat Hoffman's Pro BMX further solidifies Activision's position
as the leader in the action sports genre," states Ron Doornink, President and
COO, Activision, Inc. "The first title to ship under the newly launched
Activision O2 sub-brand, Mat Hoffman's Pro BMX exemplifies the authentic
adrenaline-pumping gameplay and roster of legendary pro athletes that have
become signature trademarks for Activision's action sports games."

Mat Hoffman's Pro BMX features Hoffman, Cory Nastazio, Simon Tabron, Dennis
"DMC" McCoy, Kevin Robinson, Rick Thorne, Mike "Rooftop" Escamilla, and Joe
"Butcher" Kowalski. The game challenges players to perform hundreds of tricks
and signature moves in a variety of realistic street, vert and dirt jump
courses, featuring 2-player H-O-R-S-E, split-screen Trick Attack and Graffiti.
Gamers can also play in the career mode, moving up the ranks to win the
ultimate BMX crown by unlocking new courses and upgrading their bike and rider
abilities. The title was developed utilizing an enhanced version of
Activision's Tony Hawk's Pro Skater(tm) game engine and carries an "E" rating
(Everyone - with animated blood and mild animated violence) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

 ------------
Category 26,  Topic 3
Message 2          Thu Jun 07, 2001
KGAGNE [Ken]                 at 12:11 PDT

ACTIVISION'S MAT HOFFMAN'S PRO BMX RANKS #1
FOR SECOND CONSECUTIVE WEEK

Santa Monica, CA - June 7, 2001 - For the second week in a row, Activision,
Inc. (Nasdaq: ATVI) continued to top U.S. sell-through charts with Mat
Hoffman's Pro BMX(tm). According to NPD's TRSTS Data, the game ranked as the #1
best-selling PlayStation(R) game console title by dollars and #9 video game
overall for the week of May 20 - 26, 2001.

"Mat Hoffman's Pro BMX is on track to be one of the hottest action sports games
for the PlayStation game console this year," states Ron Doornink, President and
COO, Activision, Inc. "The most authentic BMX title ever, the game delivers a
fun visceral experience that will please both gamers and fans of the sport."

Rated "E" ("Everyone- content suitable for persons ages six years and older) by
the ESRB, Mat Hoffman's Pro BMX delivers an authentic, cutting edge BMX
experience by allowing gamers to ride like 10-time world vert champion, Mat
Hoffman, or seven other top pros. Gamers can perform hundreds of tricks in a
variety of realistic courses in an effort to garner the ultimate BMX crown.
Players tear through real-world tracks, performing signature tricks with the
speed and agility of seasoned riders.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment and
leisure products. Founded in 1979, Activision posted revenues of $620 million
for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com <http://www.activision.com/>.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###

 ------------
Category 26,  Topic 3
Message 3          Thu Jun 07, 2001
KGAGNE [Ken]                 at 12:15 PDT

ACTIVISION BRINGS THE SPEED, ACTION AND INSANITY OF WORLD'S SCARIEST POLICE
CHASES* TO THE PLAYSTATION* GAME CONSOLE

Santa Monica, CA - June 7, 2001 - Fans of FOX Broadcasting's hit television
show "World's Scariest Police Chases" can now experience the
adrenaline-pumping action of the series from the driver's seat with Activision
Inc.'s (Nasdaq: ATVI) launch of World's Scariest Police Chases* for the
PlayStation(R) game console. The title, developed by Big Ape and produced by
Fox Interactive, features the running commentary of the series' host, retired
Sheriff John Bunnell, and is currently available in stores nationwide for a
suggested retail price of $39.99. World's Scariest Police Chases carries a "T"
(Teen - Mild Animated Violence and Mild Language - content suitable for
persons ages 13 and older) rating from the ESRB.

"World's Scariest Police Chases allows gamers to experience the visceral
thrill of chasing down criminals and bringing them to justice," said Larry
Goldberg, executive vice president, Activision Worldwide Studios. "The
arcade-style gameplay and over-the-top content will keep players entertained
for hours on end."

World's Scariest Police Chases for the PlayStation game console is a wild,
no-holds-barred driving game that puts players in control of the action as a
police officer chasing and apprehending law-breaking criminals. Players will
take on over 20 action-packed missions with a slew of hazardous, breakneck
chases as they try to avoid being captured for such crimes as drunk driving,
drug smuggling and terrorism. Players will pursue their suspects in 13
different vehicles through an interactive city, taking shortcuts and using
aggressive tactics as necessary to apprehend them. The game also features a
multiplayer cooperative mode that allows two players to team up as a driver
and his or her gun-toting partner to apprehend criminals. As in the television
show, the game features running commentary from retired Sheriff John Bunnell,
complete with extreme hyperbole and the requisite bad puns.

About Fox Interactive
Recognized as an innovative industry leader, Fox Interactive, an operating
unit of Fox Filmed Entertainment, a News Corporation company, is committed to
developing a full range of bold and engaging interactive entertainment. The
company creates and co-publishes computer and video game software based on Fox
franchises as well as new and original properties.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###

 ------------
Category 26,  Topic 3
Message 4          Thu Jun 21, 2001
KGAGNE [Ken]                 at 10:30 PDT

ACTIVISION WINS THREE PLAYSTATION* CHOICE AWARDS

Consumers Award Spider-Man* "Game of the Year,"
Tony Hawk's Pro Skater 2* "Best Extreme Sports Game" and
Disney/Pixar's Toy Story Racer "Best Children's Title"

Santa Monica, CA - June 21, 2001 - Activision, Inc.'s (Nasdaq: ATVI) 3D
action- adventure game Spider-Man* was voted the PlayStation Choice Awards'
"Game of the Year" by consumers worldwide.  Additionally, Tony Hawk's Pro
Skater 2(tm) won top game in the extreme sports genre and Disney/Pixar's Toy
Story Racer won "Best Children's Title."

"We are thrilled that gamers' around the world collectively named Spider-Man,
Tony Hawk's Pro Skater 2 and Disney/Pixar's Toy Story Racer as their top
choices," said Larry Goldberg, executive vice president, Activision Worldwide
Studios.  "We look forward to continuing to build on this momentum with our
upcoming games based on these popular franchises."

Based on Marvel Enterprises renowned web-slinging super hero*, Spider-Man is
a top-seller that allows players to explore exciting comic book locales and
fight crime using Spider-Man's super strength and unique abilities, including
wall-crawling, web-slinging and spider sensing to defeat evil super-villains.

Tony Hawk's Pro Skater 2 is a best-selling skateboarding game that lets
players choose to skate as Tony Hawk, the most legendary skateboarding pro of
all time, or as one of 12 top pro skaters.

A zany remote controlled racing adventure game, Disney/Pixar's Toy Story
Racer lets players rev it up as one of 12 characters from Disney's Toy Story,
including Buzz Lightyear, Woody and Hamm, each with a unique vehicle and
signature driving style.   In the game, players revisit some of their
favorite environments from Disney's Toy Story with 18 tracks and surprise
pick-ups.  Disney/Pixar's Toy Story Racer features more than 150 character
challenges including racing, chasing and stunt driving for hours of family
fun.

Worldwide consumer voting for the annual PlayStation Choice Awards takes
place year round at www.scea.com <http://www.scea.com> .  This is the fourth
year that Sony Computer Entertainment America has hosted the PlayStation
Choice Awards.  The winners of this year's awards were announced on May 16,
2001.

About Disney Interactive
Disney Interactive, part of the Disney Consumer Products division of The Walt
Disney Company, develops, markets and globally distributes a wide variety of
interactive entertainment, educational and sports CD-ROMs and video games.
For more information on Disney Interactive's products, visit
www.disneyinteractive.com <http://www.disneyinteractive.com> .

About Pixar Animation Studios
Pixar Animation Studios (Nasdaq: PIXR) combines creative and technical
artistry to create original characters and stories in the medium of computer
animation. Under its partnership with Disney, Pixar has created and produced
the first computer-animated feature film, the Academy Award(R)-winning Toy
Story, released in 1995; A Bug's Life, the highest grossing animated film
released in 1998; and Golden Globe-winner Toy Story 2, the highest grossing
animated film released in 1999. The Northern California studio is currently
in production on Monsters, Inc., scheduled for a November 2001 release, and
Finding Nemo, scheduled for a summer 2003 release.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products.  Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands.  More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

###

 ------------
Category 26,  Topic 3
Message 5          Fri Jun 22, 2001
KGAGNE [Ken]                 at 13:33 PDT

ACTIVISION'S MAT HOFFMAN'S PRO BMX RANKS AS BEST SELLING TITLE FOR
PLAYSTATION* GAME CONSOLE FOR MAY 2001

Santa Monica, CA - June 22, 2001 - Activision, Inc. (Nasdaq: ATVI) announced
today that Mat Hoffman's Pro BMX(tm) was the #1 video game by dollars for the
PlayStation(R) game console during the month of May 2001, according to NPD's
TRSTS Data.  Despite its mid-May launch date, the title ranked as the #10
best-selling console video game overall by dollars.

"Our strategy to produce high-quality action sports titles based on top pros
in their respective sports is clearly working," states Ron Doornink,
President and COO, Activision, Inc. "With Mat Hoffman's Pro BMX, Activision
has further solidified its leadership position in the action sports genre."

Mat Hoffman's Pro BMX delivers an authentic, cutting edge BMX experience by
allowing gamers to ride like 10-time world vert champion, Mat Hoffman, or
seven other top pros.  Gamers can perform hundreds of tricks in a variety of
realistic courses in an effort to garner the ultimate BMX crown.   Players
tear through real-world tracks, performing signature tricks with the speed
and agility of seasoned riders.  The game is Rated "E"  (Everyone- content
suitable for persons ages six years and older) by the ESRB.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products.  Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands.  More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

###

 ------------
Category 26,  Topic 3
Message 6          Mon Jun 25, 2001
KGAGNE [Ken]                 at 19:51 PDT

COMIC BOOK CREATOR STAN LEE HEADLINES LIST OF VOICE TALENT SIGNED FOR
ACTIVISION'S SPIDER-MAN 2 ENTER: ELECTRO

Santa Monica, CA - June 25, 2001 -- Comic book legend and co-creator of
Spider-Man*, Stan Lee, is reprising his role as story narrator in Activision,
Inc.'s (Nasdaq: ATVI) Spider-Man* 2 Enter: Electro*, the sequel to last
year's top-selling Spider-Man(tm) video game. The new title will be available
this summer for the PlayStation* game console, and is rated "E" (Everyone
-Violence - content suitable for persons ages 6 and older) by the ESRB.

Lee is joined by a talented group of voice actors, including Rino Romano
(Spider-Man), the voice behind the Spider-Man character in the animated
television series "Spider-Man Unlimited." Rounding out the cast of
Spider-Man's friends and foes are Dee Bradley Baker (Electro, Hammerhead and
Lizard), Daran Norris (Shocker and Sandman) and Katherine Fiore (Dr. Watts),
all of whom have worked extensively in animated films and television shows.

In Spider-Man 2 Enter: Electro players take on the role of Marvel's legendary
super hero*, swinging and webbing their way across New York in a whole new
episode of evil. The mission? To thwart the plans of the powerful Electro and
stop his doomsday device before it's fully created. All-new web attacks,
costumes and fighting combos make Spider-Man more versatile than ever.
All-new villains and a Parker's Portfolio of battle snapshots make the world
of Spider-Man come alive on the PlayStation game console.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in five divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz), comic book
publishing and Internet/New Media. Marvel facilitates the creation of
entertainment projects, including feature films, television, home video and
the Internet, based on its characters and also licenses its characters for
use in a wide range of consumer products and services including video and
computer games, apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its comic book division which
continues to maintain a leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. For additional
information visit the Marvel Web site at http://www.marvel.com
<http://www.marvel.com> .

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 26,  Topic 3
Message 7          Thu Jun 28, 2001
KGAGNE [Ken]                 at 11:09 PDT

ACTIVISION AND FOX INTERACTIVE PARTNER ON
MULTI-MILLION DOLLAR PROMOTIONAL CAMPAIGN IN SUPPORT OF THE
WORLD'S SCARIEST POLICE CHASES* VIDEO GAME

"AEM Intercept - Pursuit Vehicle Giveaway" Grand Prize Winner To Take Home a
Honda Civic SI, A Trip For Two To Frank Hawley's Drag Racing School And More

Santa Monica, CA - June 28, 2001 - To support the release of its new video
game World's Scariest Police Chases(tm) for the PlayStation* game console,
Activision, Inc. (Nasdaq: ATVI) and Fox Interactive are launching a
multi-million dollar promotional campaign that includes a high-octane
sweepstakes with a Grand Prize giveaway package worth more than $50,000.

Fans of the game can enter to become a Grand Prize winner of a racing caliber
AEM Intercept -- Honda Civic SI, valued at more than $40,000, along with a
trip for two to Frank Hawley's Drag Racing School. The giveaway will also
award first, second and third place winners with dozens of prizes including
MTX Thunder 4202 2-channel amplifier and Thunder6000 subwoofer, a $50 gift
certificate for two at Planet Hollywood, a South Pole racing jacket, a
PlayStation(R) game console and other items from a variety of promotional
partners. Beginning now through December 31, 2001, gamers can enter the "AEM
Intercept - Pursuit Vehicle Giveaway Sweepstakes" online at
www.pursuitvehicle.com or at participating Electronics Boutique, Babbages,
Planet Hollywood locations nationwide and Warp Mint retailers.

Activision has joined forces with Fox Broadcasting and Planet Hollywood for a
multi-million dollar campaign to promote the sweepstakes. The campaign
includes a four-month national television and radio advertising blitz, a
two-month retail promotion and a seven-month online campaign.

Additional promotional partners include Frank Hawley's Drag Racing School,
AEM, Warp Mints, South Pole Clothing, Fox Home Video, MTX, Vision Events (Hot
Import Nights Car Shows), Meguiar's Car Care, GamePro, Max Power and Super
Street magazines.

The joint advertising and promotional efforts of these partners include:

TV Advertising - A nationwide broadcast campaign promoting the sweepstakes
will air from June 15 to October 15 across the entire Fox network including
syndicated and local affiliates, most notably on the highly rated reality
shows "Cops" and "Police Videos," and World's Scariest Police Chases game ads
will air on Fox Sports Net through July 12.

Radio Advertising - An on-air broadcast campaign promoting the sweepstakes
will air on Fox Sports Radio's station affiliates nationwide, now through
October 2001 .

Print Advertising - Dedicated sweepstakes ads will appear in the August
issues of GamePro, Super Street and Max Power magazines; print ads will
appear in the July issues of Electronic Gaming Monthly, Official U.S.
PlayStation Magazine, GamePro and Super Street, which will also include a
pull-out poster featuring the Grand Prize AEM Intercept in its September
issue.

Retail Promotions - From now until July, Planet Hollywood will host an
in-store video and counter cards promoting the sweepstakes in their 20
restaurants nationwide. During the entire month of June, point of sale
materials will be available at participating video game retailers and at Warp
Mints' lifestyle retailers and South Pole Clothing will post sweepstakes
posters in the company's urban apparel retailers nationwide.

Internet Campaign - In addition to the official World's Scariest Police
Chases sweepstakes site, from now until December banner ads will run on over
2,000 Planet Hollywood affiliate Web sites and other promotional partners
will host banners and hyperlinks to the official sweepstakes Web page.

Grassroots Campaign - Consumers can enter to win the Grand Prize at more than
30 automotive conventions in 14 cities nationwide including Chicago, Seattle
and St. Louis, among others. During their "Thunder Tour," MTX will feature
the Grand Prize car on display along with an interactive sampling area for
the World's Scariest Police Chases video game.

Sweepstakes winners will receive the following:

Grand Prize - Valued at more than $50,000, The AEM Intercept - Honda Civic SI
pursuit vehicle is racing equipped and modified with sponsor-based and video
game-influenced exterior graphics designed by Modern Image, AEM engine
components, fully customized and re-done interior, APC interior/exterior
components, custom upholstery by Apollo Interiors, DEFI luminescent gauges,
Honda Optional Body Kit, carbon fiber hood from Fiber Images, Konig Wheels
and VRacing Buzz seats, Clarion and MTX audio/visual electronics installed by
Car Audio Craftsman, including two video monitors, CD/DVD player and a
PlayStation* game console that's playable on the in-dash TV monitor or on the
video monitor in the trunk. The Grand Prize winner will also receive a trip
to drag racing school, a copy of the World's Scariest Police Chases video
game, a Meguiar's Car Care Buffer Kit, a South Pole racing jacket, dinner for
two at Planet Hollywood ($50 gift certificate), a case of Warp mints, a Hot
Import Nights t-shirt or hat and one-year subscriptions to Super Street, Max
Power and GamePro magazines.

First Prize - Two First Prize winners will receive a MTX Thunder 4202
2-channel amplifier and a Thunder6000 subwoofer, dinner for two at Planet
Hollywood ($50 gift certificate), a South Pole racing jacket, a PlayStation
game console, a copy of the World's Scariest Police Chases video game, a
Meguiar's Car Care Buffer Kit, a 10-year supply of Warp Mints (12 cases a
year for 10 years) and a "Dude, Where's My Car?" DVD from Fox.

Second Prize - Twenty Second Prize winners will receive dinner for two at
Planet Hollywood ($50 gift certificate), a Meguiar's Car Care Buffer Kit, a
South Pole racing jacket and backpack, a copy of the World's Scariest Police
Chases video game and one-year subscriptions to Super Street, Max Power and
GamePro magazines.

Third Prize - Forty Third Prize winners will receive a copy of the World's
Scariest Police Chases video game, a "Dude, Where's My Car?" DVD from Fox, a
Hot Import Nights t-shirt or hat, one issue of Max Power, Super Street and
GamePro magazines and a tin of Warp Mints.

Winners will be selected at random and a total of three drawings will occur
as follows: August 31, 2001, November 30, 2001 and a final Grand Prize
drawing on January 7, 2002. There is no purchase necessary to enter the
sweepstakes and participants must be 18 years of age of older and legal U.S.
or Canadian residents (void in Florida, Quebec and Puerto Rico).

Based on Fox's hit television series, the World's Scariest Police Chases
video game delivers full throttle hot pursuits and an array of action packed
police missions including high-speed chases, robberies in progress and deadly
shootouts.

About Fox Interactive
Recognized as an innovative industry leader, Fox Interactive, an operating
unit of Fox Filmed Entertainment, a News Corporation company, is committed to
developing a full range of bold and engaging interactive entertainment. The
company creates and co-publishes computer and video game software based on
Fox franchises as well as new and original properties.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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Message 8          Fri Jun 29, 2001
KGAGNE [Ken]                 at 19:34 PDT

INFOGRAMES, INC. DOMINATES STORE SHELVES THIS WEEK WITH ALONE IN THE DARK:
THE NEW NIGHTMARE

The Survival Horror Franchise That Started It All Is Back To Terrorize You
Once Again

LOS ANGELES, CA - June 29, 2001 - It's what you fear Infogrames, Inc.
(Nasdaq: IFGM) a leading global publisher of interactive entertainment
software, announced today that Alone in the Dark: The New Nightmare began
shipping to stores this week for PlayStation, Personal Computer and Game Boy
Color. Edward Carnby, the famed supernatural detective, is back in his fourth
installment of the franchise, and this time it will take more than his trusty
pistol to keep him alive!

"Alone in the Dark (AITD) is the ultimate survival-horror game that for years
the industry has tried to mimic," said Tom Richardson, director of marketing
for Infogrames, Inc.'s Los Angeles label. "With the newest incarnation of the
series already reaching the #1 spot in Europe and the tremendous sell-in
we've had in the US, it proves that Alone in the Dark still has the formula
necessary to entice the fans. Consumers have been clambering to get their
hands on Alone in the Dark: The New Nightmare ever since the title was
announced."

In AITD: The New Nightmare, two diverse adventures await players as they
assume the role of either Edward Carnby or Aline Cedrac, a determined young
archaeologist, and its up to them to reclaim three ancient tablets before the
ultimate evil is unleashed on Shadow Island. Throughout the game, Carnby and
Aline are faced with mysterious puzzles, demonic monsters, and disturbing
events taking place. To provide clues for difficult situations, or comic
relief to break the suspense, players can summon the other character via
walkie-talkie any time throughout the game.

As in the first three Alone in the Dark titles, AITD: The New Nightmare stays
true to its successful formula of innovative camera angles, suspenseful
in-depth storylines inspired by the works of H.P. Lovecraft, and 3D
characters set in graphically amazing backgrounds. AITD: The New Nightmare
features over 1200 pre-rendered backgrounds, each recreated with varying
levels of light, and utilizes sophisticated lighting technology, with the
flashlight being the most prominent example. The flashlight serves as a key
gameplay element which players can use as a weapon to deter light-sensitive
foes, to illuminate rooms void of light switches, or to shine into corners
that often hide secret items in their shadows.

Insiduous creatures inhabit the island, lurking in dark corners, drop from
the ceiling, or wait in the open anxiously anticipating your next move. To
combat them, Carnby and Aline gain access to highly innovative light-based
weapons, including Carnby's Photopulsar, emitting a blast rendering
everything in its path dead and the user temporarily blinded, and Aline's
Disc-Launcher, a rapid fire gun emitting magnesium-coated discs great for
damaging enemies at close or long range.

Making the game even more immersive for players, AITD: The New Nightmare uses
an extensive music score, including the original theme song of the game
composed by Stewart Copeland, appropriately titled, "Alone in the Dark". A
five-time Grammy Award winner for his work with the renowned rock band The
Police, Stewart Copeland has brought his distinctive sound to the movies in a
series of inventive film scores and now offers his talents to the interactive
entertainment industry. Mr. Copeland combined hard-edged rhythmic riffs from
electric guitar and acoustic bass with rich sultry effects from electronics
along with lyrics that captured the essence of the game's spine-tingling
plot.

Alone in the Dark: The New Nightmare for PlayStation and PC were developed by
DarkWorks and by Pocket Studios for Game Boy Color. The game began shipping
to most major retail stores this week with an estimated retail price of
$39.95 for PlayStation and PC, and $29.95 for Game Boy Color.

About Infogrames

Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of
video games for consoles (Sony, Sega, Nintendo, and Microsoft), personal
computers and Macintosh systems. The company's award-winning franchises
include Alone In The Dark, Driver, Deer Hunter, Test Drive, and Unreal.
Infogrames Inc.'s Humongous Entertainment division is a leader in children's
entertainment software and its Macintosh publishing label, MacSoft, is the
number one publisher of Macintosh entertainment software. Based in New York,
NY, Infogrames, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (IESA) (Euronext 5257) and serves as the
headquarters for the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games
for all platforms, as well as interactive digital television, mobile smart
devices (WAP, HDML) and in-flight entertainment systems. IESA recently
acquired Infogrames Interactive, Inc. (formerly Hasbro Interactive),
including its line of software based on well-known licenses such as Monopoly,
Jeopardy, Tonka, and Atari, which are distributed in the U.S. by Infogrames,
Inc.

For more information, visit Infogrames' US Web site at www.us.infogrames.com.

# # #

PlayStation and the PlayStation logos are registered trademarks of Sony
Computer Entertainment Inc.
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Message 9          Tue Aug 14, 2001
KGAGNE [Ken]                 at 21:05 PDT

PlayStation Game Console's Original Football Franchise Brings
On the NFL's Best

FOSTER CITY, Calif., Aug. 7 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NFL GameDay(TM) 2002 from the 989
Sports(TM)  development team is now available in stores, marking the release
of the latest  installment of the original PlayStation(R) football franchise.
NFL GameDay  2002 features new gameplay with updated graphics, as well as
customizing  options for playbooks, rosters and players. Coupled with
advanced Artificial  Intelligence (AI) and more refined player models, NFL
GameDay 2002 gives  gamers the license to be the athlete, the coach or the
fan and to experience  football as it was meant to be played on the
PlayStation game console.

No other PlayStation football game replicates the competition in the  NFL(TM)
better than NFL GameDay 2002. Featuring updated graphics, NFL GameDay  2002
brings gamers the true-to-life power and athleticism of the NFL. On  offense,
players break shoestring tackles and shake would be tacklers on  second and
third efforts. On defense, drag downs and upending tackles  combined with
perfect hits that blast the ball loose from the ball carrier  make for a
sheer football adrenaline rush. NFL GameDay 2002 combines the  detail of
players' actual sizes, weights and body types with play-by-play  commentary
from the legendary Dick Enberg and Dan Fouts to produce a truly  exciting
football gaming experience.

"NFL GameDay 2002 provides the most exciting football action available for
PlayStation," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America Inc. "The 989 Sports team has developed yet another
addition to the NFL GameDay tradition of superior football games through
realistic graphics and ultimate gameplay."

Whether playing multiple seasons and drafting, trading and signing free
agents under a salary cap in General Manager Mode, or sharpening your skills
and increasing your knowledge of numerous offensive and defensive playbooks
in  Training Camp Mode, NFL GameDay 2002 offers an array of player and game
options. With the addition of motion capture and game consultation with
Philadelphia Eagles' All-Pro quarterback and cover athlete Donovan McNabb,
NFL  GameDay 2002 delivers the complete football experience.

NFL GameDay 2002 for PlayStation Key Features:

-- Updated Graphics: Refined player models recreate every NFL player  in
detail, from actual size and weight to body type.

-- New Enberg/Fouts Commentary: Play-by-play legend Dick Enberg  returns with
color commentator Dan Fouts to deliver new commentary,  innovative back and
forth banter and key play analysis and player  identification that keeps
gamers glued to the TV.

-- The Smartest Computer Opponent Ever: Advanced AI adjusts to  opponents'
tendencies on offense and defense to shut down attacks.  If there is no
variety in play calling on offense, failure will be  the result.

-- New Moves: New animations bring the power and athleticism of the  NFL to
PlayStation. Players can witness drag downs, shoves and chop  blocks.

-- Donovan McNabb Motion Capture and Gameplay Consultation:  Philadelphia
Eagles' All-Pro Quarterback Donovan McNabb was motion  captured and consulted
on the gameplay to help deliver the most  realistic football gaming
experience on PlayStation.

-- Enhanced General Manager Mode: Play in multiple seasons as a coach,
player and general manager, while drafting, trading and signing free  agents
over several seasons with a salary cap.

-- Upgraded Training Camp Mode: Sharpen skills and increase knowledge  of
various offensive and defensive playbooks. Select both the  offensive and
defensive plays in order to identify the strengths and  weaknesses of certain
plays and formations.

The independent Entertainment Software Rating Board (ESRB) rates NFL  GameDay
2002 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and  NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and  innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used  as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .

MAKE YOUR OPINION COUNT - Click Here
http://tbutton.prnewswire.com/prn/11690X91446863
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August 2001

Gimme a I
Gimme a II
Gimme a III
Gimme a VII
Gimme a IV!

Slib the Slime here and I just got off the phone with Slimon the Slime who
has moved back to Enix's headquarters in Japan. He was bouncing around the
Enix skyscraper (it exists...even has a hotel in the bottom for those
late-night coding sessions) and noticed a door ajar, a door that is normally
locked with armed security standing watch. Not being a yellow-bellied slime
(just your traditional blue slime), Slimon bounced in to see what he could
see and almost dropped his gold pieces -- there on the big-screen monitor was
an all-new, 3-D, director's cut, fully-combat-animated remake of the classic
you know and love -- Dragon Warrior IV &#8211;- and for the PlayStation game
console!

Dragon Warrior VII coming for PlayStation this year. Dragon Warrior IV for
PlayStation next year. Oh baby.

Slimon had to skedaddle as he heard the crunch of steel-toed boots marching
back to the door so he didn't get any more info than that. But I'll make sure
to keep in close contact with him and I'll let you know more as soon as I
hear more! Remember to keep checking www.enix.com for more of the latest
news.

Dragon Warrior III has been in the best-selling Game Boy games since it
shipped - a big thank you for picking it up. Dragon Warrior Monsters 2 -
Cobi's Journey and Tara's Adventure are both releasing at the end of
September so make sure to get cracking on finishing up Dragon Warrior III so
you're ready! Don't forget to tell all your friends about Dragon Warrior!


Your friend,

Slib the Slime
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SPIDER-MAN AND THE X-MEN BRING ELECTRIFYING ADVENTURES AND ADVANCED MUTANT
MOVES TO THE HOLIDAY SEASON

Santa Monica, CA - October 18, 2001 - Some of the world's most celebrated
crime fighters are back in full force with the release of Activision, Inc.'s
(Nasdaq: ATVI) Spider-Man 2 Enter: Electro and X-Men: Mutant Academy 2 for
the PlayStation game console. Both titles are currently available on North
American retail shelves and carry a suggested retail price of $39.99.

"Both Spider-Man 2 Enter: Electro and X-Men: Mutant Academy 2 bring to life
all of the amazing abilities of Marvel's greatest Super Heroes," said Larry
Goldberg, executive vice president, Activision Worldwide Studios. "These
games feature advanced gameplay and an expanded cast of characters who give
players more Super Hero action than ever before. "

Spider-Man 2 Enter: Electro is the highly anticipated sequel to last year's
blockbuster game. Once again, players are Spider-Man, swinging and webbing
their way across New York in a whole new 3D fast-paced, action-adventure.
This time around, Spider-Man's trademark skills, as well as all-new web
attacks, costumes and fighting combos, are needed to thwart new
super-villains and the powerful Electro's evil plans. Add in a Parker's
Portfolio of battle snapshots and the world of Spider-Man comes alive like
never before on the PlayStation. The title is rated "E" ("Everyone" -Violence
- content suitable for persons ages 6 and older) by the ESRB.

X-Men: Mutant Academy 2 is the sequel to the action-packed favorite X-Men:
Mutant Academy. The game features stunning new aerial combat, six new X-Men
characters, including Rogue, Nightcrawler, Havok and Forge, six new arenas
and costumes, set sketches and conceptual art sketches from "X-Men: The
Movie." Set against classic comic book locales, X-Men: Mutant Academy 2 lets
players take on the unique personalities and moves of their favorite X-Men
characters and a choice of four different modes of play: Academy Training,
Arcade, Survival and Versus (classic two-player fighter mode), where players
are able to battle foes with improved combat options, new aerial
combinations, new aerial combinations, hard hitting recoils and a "get up
quick" feature. The title is rated "T" ("Teen" - Violence - content suitable
for persons ages 13 and older) by the ESRB

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in five divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz), comic book
publishing and Internet/New Media. Marvel facilitates the creation of
entertainment projects, including feature films, television, home video and
the Internet, based on its characters and also licenses its characters for
use in a wide range of consumer products and services including video and
computer games, apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its comic book division which
continues to maintain a leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. For additional
information visit the Marvel Web site at http://www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Marvel, Spider-Man, X-Men and related characters are trademarks of Marvel
Characters, Inc. and are used with permission. (2001 Marvel Characters, Inc.
All rights reserved.

###
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              Sony Computer Entertainment America Inc. Signs On
            As a Major Sponsor of 2001 Voodoo Music(R) Experience

         Onsite PlayStation(R) Gaming Village Provides Sneak Peaks Of
                            New PlayStation Games

FOSTER CITY, Calif., Oct. 26 /PRNewswire/ -- Sony Computer Entertainment
America Inc. (SCEA) announced today it will once again sponsor the third
annual Voodoo Music(R) Experience. The event, taking place on October 27,
2001 in New Orleans, is an all-day music festival featuring a diverse roster
of artists, including Tool, Snoop Dogg, Bush, The Black Crowes, Missy Elliot,
Better Than Ezra and DJ Craze.

As a major sponsor, Sony Computer Entertainment America Inc. is creating a
Voodoo-themed PlayStation Gaming Village with PlayStation(R)2 and PS one(TM)
kiosks, featuring the latest and most popular games, for all-day game play.
The PlayStation 2 truck will also be on hand providing a billboard and
further gaming activity.

"The Voodoo Music Experience serves as a great opportunity for PlayStation
fans to experience the newest games from Sony Computer Entertainment America
Inc., while enjoying the stellar lineup of artists performing at the
festival," said Sharon Shapiro, director, promotions, Sony Computer
Entertainment America Inc. "PlayStation fans are a perfect match for the
Voodoo Music Experience and the event is a natural fit for our promotional
marketing efforts."

"We are pleased to partner with Sony Computer Entertainment America Inc.,
offering festival participants an exciting day of fun-filled entertainment at
the Voodoo Music Experience," said Susan Laufer, event coordinator, Rehage
Entertainment, Inc. "For three years running, Voodoo has been the definitive
music extravaganza for celebrating Halloween in all its ghoulish fun. We
provide the best in live entertainment and, with PlayStation, the best in
interactive entertainment, too."

Located in Marconi Meadows, the PlayStation Gaming Village will give fans a
sneak peak at upcoming games for this holiday season, including:

-- Drakan:  The Ancients' Gates(TM) (PlayStation 2 computer entertainment
   system)
   Players enter the decaying world of Drakan, where immortal
   Spirit Dragons are being held captive, and embark on an enchanted
   journey through fifteen vast, foreign environments with Rynn, a brave
   female warrior, and Arohk, a fearless dragon to save the spiritual
   leaders -- and the rest of mankind.

-- Frequency(TM) (PlayStation 2 computer entertainment system)
   Allows fans to become a home DJ and mix music from top artists such as
   Crystal Method, BT, Dub Pistols, DJ Qbert, No Doubt and Orbital, as
   well as freestyle and remix mode -- all combined with stunning graphics
   and video.

-- Twisted Metal:  Small Brawl(TM) (PS one console)
   Calypso, the rough and tough neighborhood bully persuades the local
   kids into entering a "little" contest of remote control car combat.
   Charged with 16 unique RC cars, 11 interactive hangouts and fireworks
   inspired weaponry, these mischievous contestants are eager to brawl.
   So grab the remote control and get ready to rule the neighborhood!

-- Syphon Filter(TM) 3 (PS one console)
   Long-time fans enter a world of deceit and secrets as Gabe Logan and
   Lian Xing are back to finish off the Agency in the third and final
   version of this extremely popular action adventure franchise. Playing
   as Gabe Logan, Lian Xing, or other skilled agents, gamers battle with a
   deadly arsenal of weapons including X-Ray guns, proximity mines,
   explosive round shotguns and a variety of other lethal weapons.

Current hit titles Twisted Metal:  Black(TM), Formula One 2001(TM) and Gran
Turismo(TM) 3 A-spec will also be available for play. In addition to the
gaming kiosks, the PlayStation Gaming Village features a traditional Voodoo
decor and a live DJ, transporting visitors to a spiritual realm.

About Sony Computer Entertainment Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one game console and the PlayStation 2 computer
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.


About Voodoo Music Experience
The Voodoo Music(R) Experience is a diverse festival featuring 12 hours of
music on four stages in the midst of the tall oaks and swamps of New Orleans'
City Park. In addition to the music, Sony Computer Entertainment America Inc.
will create a Voodoo-themed PlayStation Gaming Village for fans to explore.
The day-long event can also be viewed via webcast, powered by Windows
Media.com. The webcast will run on Halloween via RollingStone.com and the
festival's official Web site, www.voodoomusicfest.com. Tickets for the event
can be purchased at Ticketmaster.com. Voodoo Music(R) Experience is produced
by Rehage Entertainment, Inc., a New York/New Orleans-based management,
marketing and production company specializing in the creation and development
of entertainment properties.

For more details on the event, please visit www.voodoomusicfest.com.

Visit us on the Web at http://www.scea.com
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ACTIVISION LINKS UP WITH ANNE ROBINSON TO SHIP THE HIGHLY ANTICIPATED GAME -
THE WEAKEST LINK

Santa Monica, CA - November 8, 2001 - Are you The Weakest Link? Now,
consumers across North America can find out with the release of Activision,
Inc.'s new video game The Weakest Link for the PlayStation game console and
PC. Based on the popular television game show, The Weakest Link will appeal
to the entire family - challenging the trivia knowledge and endurance of both
young gamers and adults alike. The game lets players confront the biting
commentary and razor sharp wit of Anne Robinson as they face a battery of
questions where only the strongest survive. Rated "E" ("Everyone" - content
suitable for person ages 6 and older) by the ESRB, The Weakest Link is
currently available at retail stores for a suggested retail price of $29.99
for the PlayStation game console and $19.99 for the PC.

Featuring the likeness and voice of popular game show host Anne Robinson, The
Weakest Link challenges players to battle through more than 100,000
questions, using a unique combination of survival and teamwork gameplay.
Choosing from one of 24 different computer-generated contestants, players
feel the wrath of Anne as they attempt to survive six rounds of rapid-fire
questions, putting their trivia skills to the ultimate test and avoiding the
humiliation of being voted out of the game.

As in the television show, players must use both strategy and judgement to
determine the most appropriate time to bank the team's money. At the end of
each round, one player is voted off the team until only the winner remains.
In addition to playing against the computer, players can also challenge up to
six other friends or family members to find out which of them is The Weakest
Link.

"Anne's infamous catchphrase is set to reverberate throughout the nation's
households this holiday season as friends and families gather together to
play The Weakest Link video game," states Larry Goldberg, executive vice
president of Activision Worldwide Studios. "Up to seven players can find out
which of their friends and family members will take the Walk of Shame."

In addition to offering the standard gameplay mode, The Weakest Link also
features two additional modes - Championship Mode and Junior Mode. In
Championship Mode the risk and rewards are even greater as players face
tougher questions and a chance to win up to one million dollars. Junior Mode
offers more accessible questions for younger family members.

Originally developed by BBC One, The Weakest Link game show was launched in
the U.S. on NBC Television on April 16, 2001. One of the hottest BBC
properties, the show currently airs on BBC ONE during Primetime and BBC TWO
during Daytime slots, along with a series of special editions.

About the BBC:
BBC Multimedia, part of BBC Worldwide, creates interactive products with an
emphasis on fun, learning, creativity and the quality the BBC is renowned
for. BBC Multimedia produces entertainment, children's and reference CD-ROMs,
PlayStation and Game Boy Color titles for the whole family. You can find out
more about its catalogue of titles on the BBC Multimedia website located at
http://www.bbcmultimedia.com - visitors can also buy titles from the range at
this website.

BBC Worldwide, the commercial arm of the BBC, generates income to support the
UK license fee by marketing program-related products and services around the
world. It is self-funding and exists to provide supplementary funding for the
BBC's public services. In 2000/01, BBC Worldwide provided cash flow to the
BBC of L96 million. Its ambition is to quadruple cash flow to the BBC during
the current Charter period. BBC Worldwide is financially separate from the
rest of the BBC and receives no public funding.

About Activision:
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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      Disney/Pixar's Monsters, Inc., This Fall's Hilarious Feature Film,
               Comes to Life on the PlayStation(R) Game Console

    Comedic Action-Platform Game Based on Disney and Pixar's Upcoming Film
        Set to Captivate Gamers and Animation Fans This Holiday Season

FOSTER CITY, Calif., Nov. 5 /PRNewswire/ -- Sony Computer Entertainment
America Inc., Disney Interactive and Pixar Animation Studios (Nasdaq: PIXR)
announced the spine-tingling release of Disney/Pixar's Monsters, Inc. for the
PS one(TM) and PlayStation(R) game consoles.  Disney/Pixar's Monsters Inc.
for PS one adds a rewarding and exciting adventure to the PlayStation
software library this holiday season.  Featuring a clever story and
entertaining characters, this diverse action-platformer showcases colorful
environments, brilliant graphics, exploration, puzzles, comically scary
activities and challenging gameplay with 15 monstrous zones.

Disney/Pixar's Monsters, Inc. for PS one is a 3D action-platform game based
on the November 2 animated feature film release, Disney/Pixar's Monsters,
Inc.  From the Academy Award(R)-winning creators of "Toy Story" comes this
hilarious new computer-animated feature that opens the door to a world of
monsters and mayhem and scares up lots of laughs in the process.

Designed for gamers and animation fans of all ages, the videogame allows
players to navigate as either James P. Sullivan -- a.k.a. Sulley -- a huge,
intimidating monster with blue fur, large purple spots and horns, or Mike, a
green, opinionated, feisty little one-eyed monster.

"We are delighted to bring Disney/Pixar's Monsters Inc. to the PS one and
PlayStation game console," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America.  "By bringing such an imaginative and
animated storyline to PlayStation, we are continuing to demonstrate our
commitment to our platforms, while further strengthening PlayStation's
position as a viable entertainment choice for the entire family.  Featuring
the characters of Disney/Pixar's Monsters, Inc., exciting gameplay and
vibrantly designed graphics, we expect this to appeal to action-platform
gamers and Disney fans alike this holiday season."

Serving as a prequel to the upcoming film, Disney/Pixar's Monsters, Inc. for
PS one allows gamers to play as either Sulley or Mike.  Children around the
world have always known that once their parents tuck them into bed and turn
off the lights, there are monsters that lie waiting behind the closet door,
ready to emerge.  But what they don't realize is that these monsters scare
children because they have to -- it's their job.  All of the true masters
learned the tricks of the trade at the same place -- the Monsters, Inc.
Academy.  The game immerses players in huge colorful environments where they
train to become top Scarers at Monsters, Inc.  Here, the elite Scarers are
separated from the "wanna-bes."  Players undertake their training across the
desert, on snow-capped mountains, city streets and the environs of the
Monsters, Inc. Academy.  If they have what it takes to rise to the top of the
scare chain, they might even unlock all 36 of the scares that Sulley and Mike
can perform in the game.

Key features in Disney/Pixar's Monsters Inc.:

-- Disney/Pixar's Monsters, Inc. comes to life on the PS one console.

-- More than 15 monstrous zones!  Each level remains faithful to the
   vibrant film environments and is filled with action-platform elements,
   tons of exploration, puzzles and comically scary activities.

-- Experience a variety of cool moves, as players run, bounce, belly flop,
   cannonball-roll and tail-spin their way past dozens of different enemy
   characters.

-- Perform up to 36 scares as Mike or Sulley, with 18 unique scare
   animations for each character.

-- Complete a series of exercises designed to hone players' scaring
   abilities, sharpen their scaring tactics and improve their
   improvisational skills in order to deal with the unpredictable nature
   of the real world.

-- Assume the role of either Sulley or Mike as you make your way through a
   series of fur-raising levels.  Navigate through a number of obstacles
   and challenges in an attempt to locate and scare small creatures known
   as Nerves, robotic children designed by the monsters to test each
   Scarer's abilities, and fill the Scare Canisters.

The independent Entertainment Software Rating Board (ESRB) rates
Disney/Pixar's Monsters Inc "E" for Everyone.  For more information about the
ESRB visit www.esrb.org.

Disney Interactive, part of the Disney Consumer Products division of The Walt
Disney Company, develops, markets and globally distributes a wide variety of
interactive entertainment, educational and sports CD-ROMs and videogames.
For more information on Disney Interactive's products, visit
www.disneyinteractive.com.

Pixar Animation Studios combines creative and technical artistry to create
original characters and stories in the medium of computer animation.  Under
its partnership with Disney, Pixar has created and produced the first
computer-animated feature film, the Academy Award(R)-winning Toy Story,
released in 1995; A Bug's Life, the highest grossing animated film released
in 1998; and Golden Globe-winner Toy Story 2, the highest domestic grossing
animated film released in 1999.  The Northern California studio's next films
are Monsters, Inc., scheduled for release November 2, 2001, and Finding Nemo,
scheduled for a summer 2003 release.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system.  The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com.
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        TWISTED METAL(R) Small Brawl(TM) Delivers a Mischievous Twist
             To Car Combat on the PS one(TM) This Holiday Season

             Original Development Team's Latest Release Features
                Half-Pint Characters in Remote Controlled Cars

FOSTER CITY, Calif., Nov. 27 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of TWISTED METAL(R) Small Brawl(TM)
exclusively for the PS one(TM) and PlayStation(R) game consoles. Developed by
Incog Inc. Entertainment and designed and produced by Sony Computer
Entertainment America, Santa Monica, TWISTED METAL: Small Brawl adds an
innovative twist to the successful Twisted Metal franchise. The sixth game in
the best-selling series, TWISTED METAL: Small Brawl reinforces Sony Computer
Entertainment America's commitment to develop high quality, core franchise
titles for the PS one. Featuring a mischievous crew of strangely familiar
characters in remote control vehicles, TWISTED METAL: Small Brawl combines
the dynamic gameplay of the earlier Twisted Metal titles with a completely
new look and feel that will appeal to a broad audience this holiday season.

TWISTED METAL: Small Brawl is designed and developed by the creators of
Twisted Metal 1, Twisted Metal 2 and most recently, Twisted Metal: Black.
When the original Twisted Metal game was released in 1995, the development
team was credited with perfecting 3D car combat in next generation
videogaming. Twisted Metal 2 was released in 1997 and remains one of the
best-selling games of all time, with more than 1.9 million units sold in
North America to date. Overall, the Twisted Metal franchise has sold more
than five million units in North America, making it the best-selling car
combat series ever.

"We are delighted that the imaginative minds of the original Twisted Metal
team have created TWISTED METAL: Small Brawl for PS one," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc.
"TWISTED METAL: Small Brawl follows in the footsteps of the Twisted Metal
series as it continues to raise the standard of car combat. This latest
release reaffirms our commitment to the original platform, as we continue to
increase the software library and bring key franchises to the PS one."

With a newly designed look and feel, TWISTED METAL: Small Brawl promises a
lighter mood but the same intense gameplay. Controlling a crew of defiant
little terrors who have seized a stash of remote controlled cars, players
will navigate recklessly through environments such as an abandoned movie
theater, bowling alley, sand box, kitchen and anywhere else they can wreak
havoc. Using an imaginative artillery of inventive weapons, these pint-sized
characters prove to be dangerous adversaries as they strategically knock down
anything in their way. Whether they are launching ricochet bombs towards
oncoming rivals, detonating opponents with flaring firecrackers or hurling
flaming doll heads at their enemies, these unruly rascals mean business and
will not be taken down without a fight.

TWISTED METAL: Small Brawl showcases 16 remote controlled cars, each with
unique handling, physics and special moves. The game spans 11 different
interactive environments throughout which players can destroy virtually any
object in their path. An intuitive weapon system assists novice players,
while allowing skilled gamers to perform difficult combo moves, expanded
special moves and intricate defense maneuvers. TWISTED METAL: Small Brawl
features improved graphics, including richer textures and higher polygon
counts per vehicle, an enhanced level of detail allowing visible damage to be
displayed on vehicles, an increased number of obstacles throughout the levels
and improved vehicle design. Opponent artificial intelligence (AI) has also
been refined, designed to create heated rivalries and vengeful vendettas
amongst players. A variety of play modes are available, including
single-player, two-player head-to-head, two-player free-for-all and
two-player tag team.

The independent Entertainment Software Rating Board (ESRB) has rated TWISTED
METAL: Small Brawl "T" for Teen. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PS one(TM) and PlayStation(R) game consoles
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PlayStation game console
and the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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  Initial Holiday Sales for PlayStation(R) Business Outperforms Category And
                         Exceeds Company Expectations

     PlayStation(R)2 Sales Double Competitors' During Thanksgiving Week;
  Overall Holiday Revenue Projections for PlayStation Family of Products To
                              Surpass $1 Billion

FOSTER CITY, Calif., Dec. 7 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced stronger than expected sales during Thanksgiving
week, exceeding its original product forecasts despite the current economic
conditions. Based on sales reports covering the first holiday sales weekend,
the company projects that total PlayStation(R) category sales will bring in
more than $1 billion in retail revenue during December 2001. Sony Computer
Entertainment America Inc. executives stated the introduction of two new
competitive consoles had no impact on sales of its coveted PlayStation(R)2
computer entertainment system or PS one(TM) console.

Consumers visiting retail outlets interested in new products chose the
industry leading, trusted PlayStation brand, purchasing more than 317,000
PlayStation 2 units and 100,000 PS one consoles during the week of November
19. PlayStation 2 sales rose more than 62 percent from the week prior,
demonstrating an increased consumer interest around the platform. This sales
volume remained consistent for the week of November 26 as the company sold
more than 321,000 PlayStation units, with PS one experiencing another
100,000-unit week during this period.

These latest sales findings bring the life-to-date installed base of
PlayStation 2 in North America to more than 6 million units since its debut
13 months ago. PS one/PlayStation consoles can be found in more than one out
of every three U.S. households as the company now has sold 31 million units
to consumers.

"We experienced record-breaking sales for the PlayStation family of products
during the Thanksgiving time period and expect this trend to continue
throughout the holidays," said Jack Tretton, senior vice president, Sony
Computer Entertainment America Inc. "For the first time since the
introduction of PlayStation 2 in 2000, consumers have the opportunity to
choose from multiple new console offerings. Competitive marketing efforts
drove consumers to retail and many chose to purchase our products once they
compared the benefits of each system. Overall in 2001 we forecast that 66
percent or $2 out of every $3 retail console dollars will result from sales
of PlayStation products.

"Our retail partners are reporting to us that 2001 will be the best year yet
for videogame sales," added Tretton. "For 54 months straight, the PlayStation
business has been the sales leader in every category in which it competes. We
have maintained that success by providing both the PlayStation enthusiast and
new consumers with a wealth of entertainment at affordable prices."

Sony Computer Entertainment America executives also said the surge in holiday
sales may be correlated to the fact that in-home entertainment purchases are
on the rise. In a survey commissioned by the company, one in three consumers
indicated they would seek entertainment choices that offer a break from real
world events this holiday season. Leading retailers like Wal-Mart and Sears
have also stated that home electronics are the hottest selling entertainment
products this season, with DVD and videogame sales leading the pack.

In addition, growing software sales will contribute heavily to the overall
performance of the gaming business during the holidays. Major hits topping
the charts for PlayStation 2 computer entertainment system include: Metal
Gear Solid(R) 2: Sons of Liberty(TM) from Konami of America, SSX Tricky from
Electronic Arts, Devil May Cry(TM) from Capcom, Grand Theft Auto 3 from
Rockstar Games, Tony Hawk's Pro Skater(TM) 3 from Activision, and Gran
Turismo 3 A-Spec(TM) from Sony Computer Entertainment America Inc.


About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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KONAMI'S HIT DANCING SENSATION CONTINUES
TO SWEEP THE NATION WITH
DANCE DANCE REVOLUTION KONAMIX

FOR IMMEDIATE RELEASE

REDWOOD CITY, CA., January 25, 2002 - Konami's international dancing craze
phenomenon explodes with the much-anticipated release of Dance Dance
Revolution Konamix. The company confirmed today that it will ship Dance Dance
Revolution Konamix for the Sony PlayStation(r) videogame console on April 23,
2002.

The hottest dancing craze continues with a brand new sequel to Dance Dance
Revolution (DDR). Dance Dance Revolution Konamix rocks America with over 50
songs, three new play modes and a special workout mode. DDR Konamix is the
only game to get players up off the couch, dancing and laughing while burning
calories.

"Dance Dance Revolution Konamix takes the hottest dancing game to an all-new
level with an awesome song library and new gameplay modes!" said Jason Enos,
Product Manager at Konami of America, Inc.

The original DDR game swept American pop culture into a dancing frenzy with
the game having made appearances on Good Morning America, national news
channels and also appearing in top print media outlets, such as USA Today,
Los Angeles Times and the Wall Street Journal. The best-selling dancing game
has won over gamers, spawned a dedicated fan community and generated regional
competitions and tournaments.

The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The home version arrived
in March 1999 and boosted the game's popularity even further, selling over 3
million units cumulatively. DDR was introduced to U.S. arcades in 1999,
becoming one of the top grossing games at arcade centers. The first U.S. home
version of DDR was released in March 2001.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. The latest
information about Konami can be found on the Web at www.konami.com. Konami
Co., Ltd. is a publicly traded company based in Tokyo, Japan with subsidiary
offices, Konami America in the US and Konami of Europe in Frankfurt, Germany.

###

DANCE DANCE REVOLUTION KONAMIXTM and BEMANITM are trademarks of KONAMI
CORPORATION. KONAMI(r) is a registered trademark of KONAMI CORPORATION. (C)
2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO. Product covered under one
or more of the following U.S. Patents: Des. 433,717; Des. 431,267; Des.
435,604 (patents pending in U.S.). All rights reserved. PlayStation and
PlayStation logos are registered trademarks of Sony Computer Entertainment
Inc. All rights reserved.
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Sony Computer Entertainment America Inc. Introduces PS one(TM) and LCD Screen
                            Combo Unit for $199.99

  Company Also Offers Car Adapter for PS one(TM) for $39.99 Suggested Retail
Price; New Products Made Available To Satisfy Increased Demand for PS one(TM)

FOSTER CITY, Calif., Jan. 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that it shipped the new PS one(TM) and LCD
Screen Combo, a package including the PS one(TM) game console and LCD Screen
(for PS one(TM)), giving the popular gaming device more mobility so fans can
play almost anywhere. This new hardware package, available for a suggested
retail price of $199.99, will enable gameplay without the need for a
full-size television, allowing consumers to share the game experience with
friends and family when on vacation, on road trips or even on business trips.

In addition to the PS one and LCD Screen Combo, Sony Computer Entertainment
America Inc. has also shipped a new Car Adapter (for PS one(TM)) that will
enable gamers to "plug in and power up" for long or short road trips.
Available for a suggested retail price of $39.99, the Car Adapter (for PS
one) has a 10-foot cord that reaches the back of most automobiles and runs
directly from the back of the console into the automobiles cigarette lighter
outlet.

Since the launch of the LCD Screen (for PS one) in early October 2001,
interest for both the standalone LCD Screen (for PS one) and the PS one game
console has been robust. In the last three months, Sony Computer
Entertainment America Inc. has sold more than 1.3 million PS one game
consoles and shipped more than 70,000 LCD Screens (for PS one), demonstrating
the significant demand for both products. By bundling the two products
together consumers will now be able to get a $230 value for just $199.99,
while enjoying all their PlayStation games almost anywhere. Consumers who
would like to purchase either product separately can still obtain the PS one
for a suggested retail price of $99.99, and the LCD Screen (for PS one) for a
suggested retail price of $129.99.

Users who have already purchased the LCD Screen (for PS one) benefit from
this lightweight peripheral which delivers incredibly crisp resolution, a 5"
screen (measured diagonally) and stereo sound via built-in speakers. Unlike
other less robust LCD panels, the LCD Screen (for PS one) delivers
outstanding brightness, 650 Candela (cd/m2) and high-definition features by
receiving the video signal directly from PS one through the RGB input. The
LCD Screen (for PS one) also provides superior stereo sound through 40mm x
28mm oval 1.0W, built-in stereo speakers.

With the purchase of the PS one and LCD Screen Combo a consumer receives:

    -- PS one console
    -- (1) 5" (measured diagonally) crisp resolution LCD Screen (adjustable
       brightness and sharpness)
    -- (1) DUALSHOCK(R) analog controller
    -- Built-in stereo sound speakers
    -- Mounting screws (2)
    -- AC Adapter
    -- Instruction manual

"The new PS one and LCD Screen Combo and the Car Adapter (for PS one) provide
long-time PlayStation(R) fans and new enthusiasts the opportunity to enhance
their overall gaming experience while enjoying the huge library of award
winning PlayStation titles no matter where you are," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc. "With
the introduction of these two new products, consumers benefit from a compact,
easy to transport gaming platform ready to entertain wherever, whenever and
forever."

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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      Sony Computer Entertainment America Continues Its Strong Support
              for PS one(TM) With Broad Software Title Lineup

  First-Party PlayStation Software Titles Offer Entertainment for All Ages
                     In the Living Room and On the Road

FOSTER CITY, Calif., April 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its continued support for the PS one(TM) game
console with a broad array of upcoming first party software releases for the
2002 Summer. This summer, Sony Computer Entertainment America will release
three first-party titles for the PS one console that offer entertainment for
all ages. With the new portability features of the LCD screen (for PS one)
and car adaptor (for PS one), consumers will be available to enjoy these
titles on the road, as well in the living room.

In conjunction with two major motion picture releases this June and July,
PlayStation consumers will be able to enjoy Disney's Lilo and Stitch(TM),
based on the upcoming Disney film release of the same name, available this
June. Stuart Little 2, a sequel to the original hit from Sony Pictures
animated feature file, Stuart Little, will be available this July, day and
date with the film release. For the older audiences, Sony Computer
Entertainment Europe's Cambridge Studios presents c-12: Final Resistance(TM),
exclusively for PS one this July. From the developers of the popular
MediEvil(R) franchise, c-12: Final Resistance offers a combination of third
and first person action-adventure gameplay with puzzle solving elements.

"With our PlayStation fan base growing stronger and stronger, especially with
the platform's new portability features, including the LCD screen and car
adapter, we are pleased to bring fresh, new titles that will continue to
appeal to all ages," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America Inc. "From the summer movie tie-ins to our
sci-fi thriller, c-12: Final Resistance, this summer lineup proves our
commitment to offering a great mix of games and will push the momentum of the
PS one platform to new heights."

Disney's Lilo and Stitch (June 2002)
Young gamers and Disney fans alike will join the mismatched pair of Lilo and
Stitch on an adventure around the beautiful island of Hawaii, as Disney's new
animated feature film due out this summer comes to life on the PS one(TM) and
PlayStation(R) game consoles. On the lush and tropical Hawaiian Islands, a
lonely little girl, Lilo, adopts what she thinks is a dog. She names her new
"pet" Stitch, completely unaware that he is a dangerous genetic experiment
who has escaped from an alien planet. Play as Lilo or Stitch and learn the
true meaning of "ohana", Hawaiian for family as you engage in fun, classic
platform-style gameplay.

Stuart Little 2(TM) (July 2002)
Stuart Little, the biggest little star in Hollywood, makes his debut onto the
PS one(TM) and PlayStation(R) game consoles in Stuart Little 2. Based on the
upcoming summer movie of the same name, this colorful, animated 3D adventure
introduces gamers to Stuart Little and his new friend Margalo, as they embark
on an exciting journey through a variety of Manhattan locations and learn the
true meaning of friendship. Players will explore the Little's immense house,
take a swim in the aquarium, and race through Central Park as they assist
Stuart on his mission to recover stolen jewelry. Stuart Little 2 features
eight levels based on the feature film's locales, various movie clips and 12
mini-games involving skateboarding, mine-carting and flying airplanes.
Showcasing the themes of friendship, loyalty and kindness, Stuart Little 2 is
the perfect game for children and adults alike this summer.

c-12: Final Resistance(TM) (July, 2002)
From the creators of the critically-acclaimed MediEvil series on PlayStation,
SCEE Cambridge Studio uses its experience and knowledge of third-person
action-adventure games to create c-12: Final Resistance for the PS one and
PlayStation game consoles. A thrilling title with a first person mode,
players must assume the role of resistance fighter Riley Vaughan to save the
earth from alien invasion. The gameplay offers intense, dark, detailed
environments that includes more than 35 different missions and objectives.
Throughout the missions, players will experience an exciting mix of armed
combat against multiple and varied enemies coupled with exploration and
puzzle solving. With narrative characters, in-game movie sequences, cut
scenes and heart-pumping music c-12: Final Resistance provides players with a
fully immersive gameplay experience.

The independent Entertainment Software Rating Board (ESRB) has rated Disney's
Lilo and Stitch "E" for Everyone; Stuart Little 2 has been rated "E" for
Everyone and c-12: Final Resistance has been rated "T" for Teen. For more
information about the ESRB visit www.esrb.org .

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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KONAMI'S DANCE DANCE REVOLUTION CONTINUES
WITH PLAYSTATION(R) RELEASE OF KONAMIX

New Game in Smash-Hit Series Ships to Retail Outlets Nationwide

REDWOOD CITY, CALIF. - April 24, 2002 - Leading videogame publisher Konami of
America, Inc., announced today that the eagerly anticipated Dance Dance
Revolution 'KONAMIX' for Sony PlayStation(R) has shipped to retail outlets
nationwide. The dancing craze that began in arcades continues as Dance Dance
Revolution KONAMIX rocks America with over 50 songs, new play modes and a
special workout mode.

The Dance Dance Revolution series brings the dance floor to the living room
floor by being the first dancing game to mix fun, excitement, competition and
choreography with a great workout. Dance Dance Revolution combines physical
interactivity with high-energy dance music as players step into the spotlight
to show off their stylish moves.

"Dance Dance Revolution KONAMIX gets players of all ages up off the couch,
dancing and laughing while burning calories," said Jason Enos, Product
Manager at Konami of America, Inc. "The DDR dancing sensation is sweeping the
nation and players will be dazzled by the many new features in KONAMIX."

Jam-packed with over 50 high-energy songs, fans can look forward to a
multitude of dance music that has never before appeared in a U.S. home
version of the game ~ until now. Dance Dance Revolution KONAMIX also sports a
completely new graphical interface and includes new gameplay modes. Now, in
EDIT MODE, players can save and edit dance routines that can be traded with
friends; SOLO MODE is a more challenging 1-player mode featuring 6 arrows;
and NONSTOP ORDER allows players to create their own nonstop dance mixes. The
WORKOUT MODE is back by popular demand in Dance Dance Revolution KONAMIX but
now features more robust options including the ability to track a workout
program over weeks and/or months.

Dance Dance Revolution KONAMIX utilizes a specially designed dance pad that
accurately re-creates the arcade experience. Players simply connect the dance
pad to the PlayStation(R) controller port and the fun begins.

Konami is supporting the launch of Dance Dance Revolution KONAMIX with a full
marketing campaign that includes in-store playable demos within the top
retail outlets nationwide, an in-store video trailer on display in numerous
retail outlets across the country and a comprehensive public relations,
online and promotions campaign.

About Dance Dance Revolution
The original Dance Dance Revolution (DDR) game swept American pop culture
into a dancing frenzy with the game having made appearances on Good Morning
America and National news channels and also appearing in top print media
outlets, such as USA Today, Los Angeles Times and the Wall Street Journal.
The best-selling dancing game has won over gamers, spawned a dedicated fan
community and generated regional competitions and tournaments.

The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The home version arrived
in March 1999 and boosted the game's popularity even further, selling over 3
million units cumulatively. DDR was introduced to US arcades in 1999,
becoming one of the top grossing games at arcade centers. The first U.S. home
version of DDR was released in March 2001.

About Konami CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

DANCE DANCE REVOLUTION KONAMIXTM and BEMANITM are trademarks of KONAMI
CORPORATION. KONAMI(R) is a registered trademark of KONAMI CORPORATION. (C)
2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO. Product covered under one
or more of the following U.S. patents: Des. 433,717; Des. 431,267; Des.
435,604 (Patents pending in U.S.). ALL RIGHTS RESERVED.
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    Sony Computer Entertainment America Expands the Market With Aggressive
                            New Pricing Structure

   Consumer Demand Expected to Explode as PlayStation 2 to Retail for $199;
                             PS one Priced at $49

FOSTER CITY, Calif., May 14 /PRNewswire/ -- Pursuing its long-term vision of
making computer entertainment accessible to mass-market audiences, Sony
Computer Entertainment America Inc. announced that effective immediately, its
leading PlayStation(R)2 computer entertainment system will be available to
consumers for $199, making it only two thirds of its original $299 suggested
retail price (SRP). As the company recently achieved cumulative worldwide
shipments of 30 million units and with a greatly enhanced value proposition,
it is well positioned to drive consumer interest in PlayStation 2 to
unforeseen levels.

In addition to the new PlayStation 2 price, the company also announced a new
price for the PS one console of $49 SRP, a reduction of 50 percent. The
combined sales of PlayStation and PS one now total more than 30 million units
in North America alone, with a PlayStation or PS one console in one out of
every three U.S. households.

Following is the pricing breakdown by platform (suggested retail pricing):

    PLAYSTATION 2                                Original Price   New Price
     PlayStation 2 computer entertainment system           $299        $199
     Memory Card (8MB) (for PlayStation(R)2)               $ 34        $ 24
     DUALSHOCK(TM)2 Analog Controller                      $ 34        $ 24

    PLAYSTATION                                  Original Price   New Price
     PS one(TM) console                                    $ 99        $ 49
     PS one Combo (console/LCD screen)                     $199        $149
     DUALSHOCK Analog Controller                           $ 29        $ 19

"The $199 price point for PlayStation 2 has always been part of Sony Computer
Entertainment America's strategy to bring the world's leading computer
entertainment system to the broadest audience," said Kaz Hirai, president and
chief operating officer, Sony Computer Entertainment America Inc. "As we
currently stand, our company has shipped more than 30 million PlayStation 2
units, and 90 million PlayStation/PS one consoles worldwide. With the
popularity of the PlayStation brand breaking all industry expectations, Sony
Computer Entertainment has been able to grow the computer entertainment
category as a whole representing tremendous opportunities for our partners
and ultimately, for the consumer."

PlayStation already enjoys a diverse spectrum of fans and offers game titles
in all genres, and the company expects the hardware price reductions to
further expand the appeal of its popular systems, exponentially growing the
software business. In addition to the more than 250 PlayStation 2 titles
available for the system today, the product offers the broadest software
catalog ever created, including the capability of playing more than 1,000
PlayStation titles currently on the market, the common link between the two
platforms.

Company executives also indicate that the new price point for the PlayStation
2 and PS one consoles, coupled with the sustained demand for PlayStation
products overall, will drive strong years for the industry.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.
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          Swing Into The Summer With MLB(TM) 2003 From 989 Sports(R)

 The Only Major League Baseball(R) Game Available for the PlayStation(R) Game
                    Console Returns for its Seventh Season

FOSTER CITY, Calif., June 18 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. announced today that MLB(TM) 2003 from the 989
Sports(R) development team is now available in stores, marking the
availability of the only officially licensed Major League Baseball game for
the PlayStation(R) game console this year. The latest installment in the most
popular baseball franchise for the PlayStation features detailed player and
stadium graphics, updated rosters and statistics, and unrivaled gameplay
delivering an exciting and an amazingly authentic baseball game experience.

With consultation from more than 20 MLB players, including this year's cover
athlete and future Hall-of-Famer, Barry Bonds, MLB 2003 features an
incredibly realistic Artificial Intelligence (AI). In arguably the greatest
offensive season in Major League Baseball history last year, Bonds became the
first ever four-time NL MVP and single season Home Run king as he set marks
for Home Runs (73), slugging percentage (.863) and walks (177). The Sporting
News "Player of the Decade" for the '90s, Barry Bonds represents the
explosive power and tradition of excellence embodied in 989 Sports' MLB 2003.

"With the brilliant graphics, gameplay, and Artificial Intelligence, the
launch of MLB 2003 continues the high standard set forth by the previous MLB
titles," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America Inc. "Consultation from Barry Bonds, our cover athlete
and one of the greatest players in baseball history, helps make this game so
realistic, baseball enthusiasts will think they can actually smell the
leather of the mitt and the fresh roasted peanuts in the stands as they take
their shot at the World Series(R) with the most complete baseball game ever
available on PlayStation."

Eight modes of gameplay, including Spring Training(TM), Season, and Franchise
will allow everyone from the casual to the hardcore baseball fan an
opportunity to enjoy all facets of America's National Pastime as players take
their shot at official MLB trophies including the Cy Young, MVP, and the
World Series championship. With Total Control(TM) Pitching, Fielding and
Hitting, players can take charge of all aspects of the game from throwing the
high heat to leaping over the fence to rob a home run to putting on the
suicide squeeze. The TV-style presentation with new camera angles and updated
commentary from Hall-of-Famer Vin Scully and sportscaster Dave Campbell will
make players feel closer than ever to the action and keep them on the edge of
their seat throughout the entire nine innings.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2003
"E" for "Everyone." For more information about the ESRB visit www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .

(C) MLBPA-Official Licensee, Major League Baseball Players Association. Visit
the Players Choice on the web at www.bigleaguers.com.
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989 Sports(R) and MLB(TM) 2003 Head To Milwaukee To Join the Greatest
Baseball
          Players in the World at the 2002 MLB(TM) All-Star Game(R)

 989 Sports a Major Player at the Annual Game with Promotions and Festivities
                    Centered Around Both Fans and Players

FOSTER CITY, Calif., July 2 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports(R) announced today its marketing programs for the
2002 Major League Baseball(R) All-Star Game to be held July 9 at Miller Park
in Milwaukee. MLB(TM) 2003, the only baseball game available this season for
the PlayStation(R) and PS one(TM) game consoles, will be highlighted at
several events throughout the week including the John Hancock All-Star
FanFest and the MLB All-Star Game.

The John Hancock All-Star FanFest, a 300,000-square-foot interactive baseball
experience, will be held July 5-9 at the Midwest Express Center in Milwaukee.
The 989 Sports truck, a 30-foot state-of-the-art mobile vehicle featuring a
big screen TV, a thunderous sound system, and a realistic "locker room"
setting will be on hand to provide the more than 100,000 fans expected to
attend, the ultimate in sports gaming experience. With 11 gaming stations
featuring MLB 2003, fans will be treated to daily competitions between other
gamers as well as giveaways from the 989 Sports truck staff. 989 Sports will
also participate in the MasterCard(R) FanFest giveaway where attendees will
have the opportunity to win such items as PS one game consoles and copies of
MLB 2003.

Capping off the events of the week is the MLB All-Star Game on July 9 where
fans will have the opportunity to watch the best baseball players in the
world on the field and then, go home and play with those same players on
their PlayStation. 989 Sports will team up with one of its retailers, Best
Buy Co., Inc., to hand out playable demos of MLB 2003, along with a $5 coupon
good towards purchase of the game, which will be included in every seat
cushion given to all fans attending the game.

"The MLB All-Star game is the summer highlight for all baseball fans, and we
are proud to be a part of what looks to be the most successful All-Star week
ever," said Sharon Shapiro, director, promotions, Sony Computer Entertainment
America Inc. "We are excited that baseball fans of all ages will have the
opportunity to play MLB 2003, the most realistic and complete baseball game
ever available on PlayStation."

About MLB 2003

Now in its seventh season, the latest installment of the most popular
baseball franchise on PlayStation is poised to be this year's selection for
MVP as it features amazing details and graphics, stadiums, rosters, stats and
unmatched gameplay. Coupling professionally consulted Artificial Intelligence
(AI) from dozens of pro players, including cover athlete and single-season
Home Run king, Barry Bonds, with Player, Manager and General Manager (GM)
modes of gameplay, MLB 2003 is the only choice for hard-core baseball fans
and casual gamers alike. Just like the All-Stars in Milwaukee, gamers can
take their shot at putting their names in the record books by winning
official MLB trophies including the Gold Glove, Cy Young, MVP and ultimate
prize of the World Series(R) championship.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2003
"E" for "Everyone." For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com

NOTE: Major League Baseball trademarks and copyrights are used with
permission of Major League Baseball Properties, Inc. Visit the official
website at MLB.com

(C)MLBPA-Official Licensee, Major League Baseball Players Association. Visit
the Players Choice on the web at www.bigleaguers.com.
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    Stuart Little 2(TM) Comes to Life on the PS One(TM) and PlayStation(R)
                                Game Consoles

   Animated Tale of Friendship, Courage and Fun, Set to Entertain the Whole
                              Family This Summer

FOSTER CITY, Calif., July 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the release of Stuart Little 2(TM) for the PS
one(TM) and PlayStation(R) game consoles.  The original Stuart Little movie
from Sony Pictures Entertainment, based on the novel by E.B. White, took the
world by storm when it was released in 1999.  Now, the biggest little star in
Hollywood makes his PlayStation debut in an exciting action-adventure game
based upon the new film of the same name, which opens in theaters nationwide
on July 19.  Featuring a clever storyline and entertaining characters, this
exciting escapade showcases colorful environments, crisp graphics, amusing
puzzles and challenging gameplay throughout seven massive environments taken
directly from the upcoming film.

Developed by Magenta Software, Stuart Little 2 takes gamers on a rip-roaring
journey through a variety of Manhattan locations.  Stuart Little embarks on
an exciting mission, with help from his new friend, a yellow canary named
Margalo, to recover stolen jewelry and learn the true meaning of friendship.
Exciting hidden clips from the film, and 12 action-packed mini-games
involving skateboarding, mine-carting and flying airplanes enhance the
gameplay and will provide gamers with endless hours of exciting action.  A
fun-filled game showcasing courage, friendship, kindness and trust, Stuart
Little 2 will appeal to all gamers big and small this summer.

"We are thrilled to bring the adored character of Stuart Little to life with
Stuart Little 2, adding another must-have family title to the PlayStation
catalog," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America Inc.  "The charming characters, clever storyline,
colorful environments and vibrant animations are sure to make this game a
huge hit with parents and children this summer."

In this heroic adventure, players are in control of Stuart and must navigate
him through seven challenging levels based on the feature film's locales in
the heart of New York City.  Players will explore the Little's immense house,
take Stuart on a swim in the aquarium and race through Central Park as they
assist him on his mission to recover the stolen jewelry.  Gamers will find
their way to the stolen jewels by having Stuart interact with Margalo to
receive hints and bonus jewelry.  Stuart must use his reliable "tail-whip"
spin attack to defend himself against the dangerous and deadly wrath of
numerous larger-than-life spiders, ants and wind-up robots.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif.  Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the web at http://www.scea.com.
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     C-12: Final Resistance(TM) Invades the Living Room on PlayStation(R)
                          And PS One(TM) This Summer

   Sci-Fi Action Thriller Provides Entertainment Appeal to Older Audiences
                           And the Hard-Core Gamer

FOSTER CITY, Calif., July 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of C-12: Final Resistance(TM),
available exclusively for the PS one(TM) and PlayStation(R) game consoles.
Created and developed by the team that brought the critically acclaimed
MediEvil(R) series to PlayStation, Sony Computer Entertainment Europe's
Cambridge Studio's C-12: Final Resistance is a third-person action-adventure
game that offers a strong balance of combat, exploration and puzzle solving.

"With narrative characters, in-game movie sequences, cut scenes and
heart-pumping music, C-12: Final Resistance provides a fully immersive
gameplay experience for both the casual and hard-core gamer," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America Inc.
"C-12: Final Resistance proves our continued commitment in extending the
availability of new and broad content for the original PlayStation platform."

In C-12: Final Resistance, the game begins in the aftermath of a hostile
ground invasion of Earth by ravaging alien forces. At first, the purpose of
the invasion is unknown, but to the horror of all surviving humans, the
objectives become clear; the aliens plan to use the planet Earth to harvest
all non-radioactive carbon from the planet, thus the title "C-12." Most of
the human race has been decimated and those captured alive are used for
"droning," the process by which the aliens reprogram and adapt humans into
cyborg warriors.

It is up to you, playing as Resistance fighter Riley Vaughan, to save the
earth from impending doom. Armed with an imaging unit that has been implanted
to replace his left eye, as well as a powerful arsenal of weapons, Vaughan
must complete tasks, collect items and destroy the enemy in order to carry
out his missions and uncover the secrets behind the alien invasion. C-12:
Final Resistance will allow players to explore dynamic, darkly detailed
environments that include more than 35 different missions and objectives.

The independent Entertainment Software Rating Board (ESRB) has rated C-12:
Final Resistance "T" for Teen. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game consoles,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .
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CLASH OF THE WORLD'S GREATEST FIGHTERS COLLIDE IN
CAPCOM VS. SNK: PRO

SUNNYVALE, Calif. - August 13, 2002 - Capcom(R), a leading publisher of
fighting games, today announced the release of Capcom(R) vs. SNK: Pro for the
PlayStation(R) game console. Capcom vs. SNK: Pro enlists a whole host of
characters, more than 30 in all, from Capcom's legendary Street Fighter line
and SNK's world-renowned The King of Fighters characters. The game features
two different fighting styles and various modes of play. With Capcom vs. SNK:
Pro, players can set up dream matches like Ryu vs. Kyo or Zangief vs. Raiden.
Capcom vs. SNK: Pro is rated "T" for teen by the ESRB (Entertainment Software
Rating Board).

Capcom vs. SNK: Pro includes the following features:
*       Players can select from two different fighting styles:
*       Capcom Groove - Based on the Street Fighter Alpha series, players
have a Super Combo Level Gauge and can use Super Combos of different levels.
*       SNK Groove - Based on the King of Fighters series, players can use
the Super Special Move once the Extra Gauge has reached its limit. If
players' vitality is very low, an enhanced version of Super Special Move is
available giving players a chance to turn the tide in a big way.
*       Variable Team System - Depending on the character's strength level,
the number of characters in a team varies. Each character has a strength
level of 1-4 and the final team will have a total level of four.
*       Multiple Game Modes - The game offers six modes of play including
arcade mode, versus mode, training mode and color edit mode.

Capcom vs. SNK: Pro features an impressive cast of fighters. Capcom's
celebrated lineup includes, but not limited to, perennial favorites Ryu, Ken
and Chun Li along with the famous Guile, a military expert from the United
States; Zangief, the massive Russian wrestler; and Blanka, the shocking beast
from South America. The line-up of SNK characters includes, Kyo Kusanagi, one
of the most popular characters from the King of Fighters series; Iori Yagami,
another character from the King of Fighters and Kyo's rival; Mai Shiranui,
who specializes in the Ninjutsu form of martial arts; Terry Bogard, an
American and one of the main characters from Fatal Fury; Raiden, an
Australian wrestler; and Joe Higashi, an expert Muy Thai kickboxer.

Capcom Entertainment of Sunnyvale, California, is a wholly owned subsidiary
of Capcom, Co., Ltd. of Japan. A leading force in the multi-billion dollar
interactive entertainment industry, Capcom's legacy spans 20 years of
entertaining video gamers. Capcom develops, markets, and distributes home
video games for the PlayStation, PlayStation*2 computer entertainment system,
Nintendo GameCube, Xbox video game system, Game Boy Advance system, personal
computers and coin-operated games. Worldwide recognizable product lines
include the Street Fighter, Resident Evil, Onimusha, Mega Man, and Breath of
Fire series. ###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo 64 are trademarks
of Nintendo of America Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders. (C)PLAYMORE Corporation. 2002 CAPCOM VS. SNK: PRO is
manufactured and distributed by CAPCOM CO., LTD. under the license from
PLAYMORE Corporation. SNK is a trademark of PLAYMORE Corporation.
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      Lace Up the High Tops and Hit the Hardwood with NBA ShootOut 2003
                              From 989 Sports(R)

    Exciting New Career Mode Highlights Newest Basketball Release for both
                      PlayStation(R) and PlayStation(R)2

FOSTER CITY, Calif., Sept. 24 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NBA ShootOut 2003 from the 989 Sports(R)
development team is now available in stores, marking the latest release of
the popular NBA video game franchise. Combining a completely redesigned game
engine with exciting new game modes, NBA ShootOut 2003 brings exciting and
authentic basketball gameplay to the PlayStation(R)2 computer entertainment
system and PlayStation(R) game console.

Featuring a unique and all-new Career Mode, NBA ShootOut 2003 allows gamers
to create a player and attempt to develop him into an NBA All-Star. Starting
out in the National Basketball Development League (NBDL), the NBA's minor
league, players look to hone their skills and generate enough interest to
garner a contract from a professional team. With the Career Mode seen through
the perspective of the player, rather than that of the General Manager,
gamers may find their player traded, demoted, or cut if he doesn't play at a
high enough level. Furthermore, as the only officially licensed game with the
NBDL and NBA Summer League, the real-life teams, courts, and jerseys are
accurately replicated giving the user the full experience of all the NBA has
to offer.

"One of our more anticipated releases this year, NBA ShootOut 2003 definitely
doesn't disappoint with it's exciting above the rim action, amazing player
models, and outstanding game animations," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America Inc. "Our in-house development
team did a tremendous job implementing an all-new game engine which takes
full advantage of the PlayStation 2 and PlayStation capabilities making this
game the most authentic basketball ever available."

For the first time in a basketball video game, NBA ShootOut 2003 utilizes the
R3 analog joystick to give gamers the ultimate hoops experience. With over 30
one-touch controls, gamers directly control everything from cross-over
dribbles to behind the back spin moves. Along with the Career, Season, and
Exhibition modes, NBA ShootOut 2003 brings back the popular Create Dunk Mode
allowing users to make the most imaginative dunks possible. Gamers can then
implement these new dunks into the game using any of the authentic recreated
NBA players. To make the game even more genuine, over a dozen NBA players,
including cover athlete Ray Allen, were consulted to help develop playbooks
and ensure the most realistic gaming experience possible. The all-new
TV-style presentation combined with color commentary from Hall-of-Famer Bill
Walton will only further enhance the player's experience resulting in the
most enjoyable basketball available on the PlayStation 2 and PlayStation
consoles.

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2003 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com
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KONAMI SHIPS PLAYSTATION(R)
YU-GI-OH! FORBIDDEN MEMORIES PREMIUM EDITION
WITH THREE EXCLUSIVE TRADING CARDS

Rare Special-Edition Collectible Cards Available Only With New Premium
Edition

REDWOOD CITY, CA - November 26, 2002 - Konami of America, Inc. today
announced that Yu-Gi-Oh! Forbidden Memories Premium Edition for Sony
PlayStation(R) has shipped to retail outlets nationwide.

Originally released in March 2002, Yu-Gi-Oh! Forbidden Memories is now
available with three exclusive Yu-Gi-Oh! official game cards and a
limited-edition metallic foil package. The three cards that are included with
the Premium Edition of the game, "Red-Eyes Black Metal Dragon, Harpie s Pet
Dragon and "Metalmorph offer players exciting new powers and strategies.
These rare cards will only be available with the Premium Edition of the
videogame.

Yu-Gi-Oh! Forbidden Memories Premium Edition is rated E for Everyone and is
available at an MSRP of $34.99.

The adventure begins in Yu-Gi-Oh! Forbidden Memories as players voyage into
the depths of ancient Egypt to save the world from destruction. A young
pharaoh, Yugi's ancestor and the hero of the game, must battle an evil High
Priest and unlock the Seven Magical Totems to save his land from
annihilation. Players explore beautifully created ancient landscapes, duel
with townspeople, decipher clues and solve puzzles to become the greatest
Duel Master.

About Yu-Gi-Oh!

The Yu-Gi-Oh! universe was born of artist Kazuki Takahashi and first appeared
in the Japanese comic book Shonen Jump in 1996. An instant hit, the comic has
spawned a cartoon television show, a collectible card game, several Game
Boy(R) Color and Sony PlayStation(R) games as well as other licensed
merchandise. In Japan, Yu-Gi-Oh! has already sold more than 3.5 billion
cards, 23 million comic books, 10 million related books, 7.5 million
videogames and has generated in excess of $2 billion in merchandise sales.
Yu-Gi-Oh! follows the adventures of Yugi, a young boy who possesses the
Millennium Puzzle that allows him to transform into his alter-ego, the Game
King, whenever he is challenged.

In the U.S., the animated TV show, Yu-Gi-Oh! King of Games is broadcast on
Kids WB and leading card manufacturer; Upper Deck is distributing the
Official Trading Card Game.

About KONAMI CORPORATION

KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATIONs action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Castlevania, Dance Dance Revolution
and Yu-Gi-Oh! among other top sellers. The latest information about Konami of
America, Inc. can be found on the web at www.konami.com/usa.

KONAMI CORPORATION is a publicly traded company based in Tokyo, Japan with
subsidiary offices, Konami of America, Inc. in the US and Konami of Europe in
Frankfurt, Germany.

(C)1996 KAZUKI TAKAHASHI

Konami is a registered trademark of Konami Corporation. (C)2002 KONAMI
CORPORATION. Kids WB! is a registered trademark of Warner Bros. PlayStation
is a registered trademark of Sony Computer Entertainment America. Upper Deck
is a registered trademark of The Upper Deck Company Inc. (C)2001 The Upper
Deck Company, LLC. All other trademarks copyright of their respective owners.
All rights reserved.
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TDK MEDIACTIVE SHIPS
THE LAND BEFORE TIME(TM): BIG WATER ADVENTURE(TM)

New Video Game for the PlayStation(R) Game Console Based Upon Universal Home
Entertainment Productions' Best Selling Animated Video Franchise

WESTLAKE VILLAGE, Calif. - Nov. 27, 2002 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
The Land Before Time(TM): Big Water Adventure(TM) has shipped for the
PlayStation(R) game console. Based on the upcoming December 10, 2002 home
video release, The Land Before Time: Journey to Big Water(TM), the new game
introduces Mo the Ophtalmosaurus, a completely new character in The Land
Before Time family. The action adventure game will be available at major
retail outlets throughout North America and carries a suggested retail price
of $9.99.

"With over 90 million units sold worldwide and counting, the PS One(TM)
console enjoys the largest established mass consumer base," said Stefan
Serwe, vice president of marketing, TDK Mediactive. "Combined with the
backwards-compatibility of the fast growing PlayStation(R)2 computer
entertainment system, this release forms an attractive opportunity to provide
this evergreen video game brand at a value price point in time for the
holidays and the new made-for-video release."

Developed by CE Digital Illusions Canada, Inc., The Land Before Time: Big
Water Adventure features four playable characters, 12 levels and tons of fun.
Littlefoot, Cera, Ducky and Spike discover a swimmer, Mo the Ophtalmosaurus,
who has been washed into the Great Valley(TM) by a flood and needs help
finding his way back to his family. Young gamers join the playful young dinos
in an all-new, side-scrolling adventure full of running, jumping, log-riding
and mud-sliding fun as they guide their new friend home.

About The Land Before Time The Land Before Time series from Universal Home
Entertainment Productions is one of the most successful franchises in the
made-for-video feature genre, amassing more than one billion dollars in video
sales worldwide. It remains one of the top five best selling video franchises
of all time.

Set in prehistoric times, the series follows the journeys of young dinosaurs
who experience wondrous adventures, encounter challenging obstacles and learn
memorable life lessons about love, trust, friendship, learning, caring and
sharing. The cast of dinosaur characters includes Littlefoot(TM), the lovable
long neck Apatosaurus; Cera(TM), the feisty three-horn Triceratops; Ducky,
the naive duckbill swimmer Saurolophus; Petrie(TM), the comic flyer
Pterodactyl; Chomper(TM), the newly hatched friendly fearless Tyrannosauraus;
and Spike the ravenous spiketail Stegosaurus.

2003 marks the 15th Anniversary of The Land Before Time franchise, beginning
in September 2002 through December 2003. In celebration, Cartoon Network will
be airing The Land Before Time I-VII through 2004. The Land Before Time:
Journey To Big Water, the ninth installment of the series, will release
Holiday 2002, while The Land Before Time: The Great Migration is currently in
development. Filled with valuable lessons about diversity, teamwork and the
true meaning of friendship, these titles will join a library of eight
volumes, including the original, based on the 1988 theatrical release from
Steven Spielberg/Amblin Entertainment.

In 1997, TDK Mediactive and Universal Studios Consumer Products Group signed
a worldwide exclusive agreement to develop and publish The Land Before Time
video games. The agreement provides rights for titles on the PlayStation game
console. The Land Before Time: Big Water Adventure is the third title related
to this agreement. TDK Mediactive shipped The Land Before Time: Great Valley
Racing Adventure(TM) in 2001 and The Land Before Time: Return to the Great
Valley(TM) in 2000.

About Universal Studios Consumer Products Group
Universal Studios Consumer Products Group (USCPG) is responsible for global
licensing and retail strategies as well as building brand recognition. USCPG
is a unit of Universal Pictures, a division of Vivendi UNIVERSAL
Entertainment (VUE) (www.universalstudios.com), the U.S.-based film,
television and recreation entity of Vivendi Universal, a global media and
communications company.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

The Land Before Time and related characters are trademarks and copyrights of
Universal Studios and U-Drive Productions, Inc. Licensed by Universal Studios
Licensing, LLLP. All Rights Reserved. Big Water Adventure TM & (C) 2002 TDK
Mediactive, Inc. All Rights Reserved.

# # #
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DRAGON BALL Z FANS, PREPARE FOR THE ULTIMATE
BATTLE!

Collectible Import Game for the PlayStation(R) game console
To Be Released in the US

BEVERLY, MA - March 5, 2003 - What do you get when you cross a vintage
Dragon Ball Z(R) fighting experience with a highly collectible import from
Japan? A game that has been a global hit and is now coming to America,
compliments of Infogrames, Inc. (NASDAQ: IFGM). Infogrames announced today
the upcoming release of the much-anticipated Dragon Ball Z(R): Ultimate
Battle 22(tm) for the PlayStation(R) game console. With an MSRP of $19.95,
Ultimate Battle 22 is set to ship in America on March 25.

"Ultimate Battle 22 is the perfect entry point for fans wanting to immerse
themselves in the fighting action of the Dragon Ball Z universe," said Paul
Rinde, Senior Vice President of Infogrames' Minneapolis studio. "Already a
hit around the world, Ultimate Battle 22 will become a classic DBZ(R) game
for
serious American fans of the show as well."

Originally developed in 1995 by Bandai, Dragon Ball Z(R): Ultimate Battle
22(tm) features 22 available characters with up to nine unique fighting
moves each. The action takes place in the Frieza(R), Android and Buu(tm)
sagas. Build your character as you go, gaining experience points until you
have created the ultimate DBZ fighter.

For more information, please visit <http://www.us.infogrames.com/>
www.us.infogrames.com.

About FUNimation

Focusing on quality entertainment properties such as Dragon Ball Z(R),
FUNimation Productions, Ltd, is a full-service brand management company with
in-house production, licensing, Internet, home video distribution and toy
divisions. With over 15 million videos sold and over 8.5 million hits per
day on its web site,
<outbind://216/mcollins/Local%20Settings/Temporary%20Internet%20Files/OLK10/
www.dragonballz.com> www.dragonballz.com, Dragon Ball Z(R) is a top rated
series on Cartoon Network and was the most searched for topic on the
Internet for 2002 (also #1 in 2001), becoming "the first topic to ever
repeat atop the Web's Most Wanted," according to the Lycos 50 Daily Report.
FUNimation also produces: Dragon Ball(R), now airing on Cartoon Network; the
eagerly awaited sequel to Dragon Ball Z(R), Dragon Ball GT(R); Yu Yu
Hakusho(tm), one of the top anime of all time, airing in the USA on Carton
Network's Adult Swim Action; Lupin the 3rd(tm), one of the longest running
anime classics; Fruits Basket(tm), based on the top selling manga in Japan;
and Blue Gender(tm), a sci-fi anime series. For additional information on
FUNimation and its properties check out
<outbind://216/mcollins/Local%20Settings/Temporary%20Internet%20Files/OLK10/
www.funimation.com> www.funimation.com. For more information regarding
Dragon Ball Z(R), contact Jeff Dronen at FUNimation at 817-788-0627 x 251 or
jeff.dronen@funimation.com.

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S.
The Company develops video games for all consoles (Sony Computer
Entertainment America, Nintendo and Microsoft), PCs, and Macintosh systems.
Infogrames' catalogue of more than 1,000 titles includes award-winning
franchises such as Civilizationa, Backyard Sportsa, Deer Hunter, Driver,
RollerCoaster Tycoon, and Test Drive, and key licenses including Warner
Bros. The Matrixa, Warner Bros. Looney Tunes, Nickelodeon's Blue's Cluesa
and Dora the Explorer(tm), Dragon Ball Z, Unreala, Mission Impossible,
Terminatora, Harley-Davidson, Major League Baseball, and the National
Football League, among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardya,
TONKA, and Ataria, which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
<http://www.infogrames.com/> www.infogrames.com.

# # #

(C) 2003 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimationa
Productions, Ltd. All Rights Reserved. Dragon Ball Z and all logos,
character names and distinctive likenesses thereof are trademarks of TOEI
ANIMATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective owners.

 ------------
Category 26,  Topic 3
Message 32         Tue Apr 29, 2003
KGAGNE [Ken]                 at 10:32 PDT

989 Sports Gears Up for Another Exciting Baseball Season on PlayStation(R)
With MLB(TM) 2004

Most Popular Baseball(R) Game Available for PlayStation(R) and PS one(TM)
Returns for its Eighth Season

FOSTER CITY, Calif., April 29 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that MLB(TM) 2004 from the 989 Sports(R)
development team is now available in stores, marking the availability of the
officially licensed Major League Baseball(R) game for the PlayStation(R) and
PS one(TM) consoles. The latest installment in the most popular baseball
franchise for PlayStation features detailed player and stadium graphics,
updated rosters and statistics, and unrivaled gameplay, delivering an
exciting and an amazingly authentic baseball game experience.

With consultation from more than 20 MLB players, including cover athlete
Shawn Green from the Los Angeles Dodgers and World Series MVP Troy Glaus from
the Anaheim Angels, MLB 2004 features an incredibly realistic Artificial
Intelligence. In order to win one of the many official MLB trophies, such as
the MVP and Gold Glove, gamers will have to demonstrate baseball savvy by
taking advantage of pitchers in hitters counts and limiting extra bases by
positioning the defense and hitting the cutoff man. Furthermore, MLB 2004 now
boasts more game modes than ever before with 10 different options such as
Spring Training, Season, and General Manager, supplying baseball fans with an
endless supply of hardball action. In Spring Training Mode, gamers can create
a player and try to impress the manager in order to win a spot on the Big
League roster, and in Season Mode, users have the opportunity to lead their
favorite team to the World Series(R) as they track the year with more than
100 statistics.

"In its eighth season on PlayStation, MLB 2004 continues to be a game that
will captivate the hearts and minds of baseball fans of all ages," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"With consultation of numerous Major League Baseball all-stars combined with
quality gameplay and enhanced graphics, MLB 2004 delivers the same spirit and
tradition that has made baseball into America's National Pastime."

Improved gameplay allows users to play exactly like the pros. With Total
Control(TM) Pitching, Fielding and Hitting, players can take charge of all
aspects of the game from throwing the high heat to leaping over the fence to
rob a home run to putting on the suicide squeeze. The TV-style presentation
with new camera angles and updated commentary from Hall-of-Famer Vin Scully
and sportscaster Dave Campbell will make players feel closer than ever to the
action and keep them on the edge of their seat throughout the entire nine
innings.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2004 "E"
for "Everyone." For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/

NOTE: Major League Baseball Trademarks and Copyrights are used with
permission of Major League Baseball Properties, Inc. Visit Major League
Baseball on the Web at MLB.com.

MLB Players Choice is a trademark of the Major League Baseball Players
Association. (R)MLBPA-Official Licensee. Visit the Players Choice on the web
at www.bigleaguers.com

Source: Sony Computer Entertainment America Inc.

 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:48 PST
Sub: Crash Bandicoot

What's a bandicoot?

 1 message
 ************
 ------------
Category 26,  Topic 5
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 08:52 PDT

Crash Bandicoot was originally supposed to be Sony's response to Super Mario
64, the Nintendo 64 flagship title.  Crash is as close as Sony ever got to an
official mascot, after several failed attempts (ever heard of Polygon Man?).

I never much cared for Crash.  It's on tracks and the main progress is forward
and backward, not free-roaming like most 3D games.

I haven't tried Crash Bash, the Mario Party-like game, nor Crash Team Racing,
the Mario Kart-like game, though.  Has anyone else?

-Ken

 ------------
 ************
Topic 6   CLOSED Fri May 11, 2001
KGAGNE                       at 10:48 PST
Sub: Resident Evil

See Category 41: Resident Evil for discussion of Capcom's survival horror
series.

 1 message
 ************
 ------------
Category 26,  Topic 6
Message 1          Fri May 11, 2001
KGAGNE                       at 14:35 PDT

Please post Resident Evil-related messages in the appropriate topic of
Category 41: Resident Evil/Dino Crisis.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 10        Fri May 11, 2001
KGAGNE                       at 10:49 PST
Sub: Vandal Hearts

These two strategy-RPGs from Konami offer unique battle modes and encompassing
storylines.

 4 messages
 ************
 ------------
Category 26,  Topic 10
Message 1          Tue Oct 23, 2001
KGAGNE [Ken]                 at 10:17 PDT

Title       : VANDAL HEARTS II
Platform    : Sony PlayStation
Publisher   : Konami
ESRB Rating : Mature
Game Rating : 9.3
Review by   : Ken Gagne

I rolled up my sleeves, worried by the situation. Lira had fallen, though not
before her Thunderslash had taken down the mage whose Requiem spell had so
decimated my ranks. The hero Joshua was left alone to face the assassin
Godeau the Grief and his blackguard; be it Joshua or Godeau, the first to die
would lose.

Godeau's magical Dervish attack prevented Josh from approaching, so I instead
ordered the hero to race through the field, tiring the killer until his magic
was depleted. I then lured Godeau into the thick brush, where his fellow
warrior could not follow due to his heavy armor. Godeau lacked something I
have: the ability to anticipate his next move. I ordered Joshua to strike an
empty spot I thought Godeau may move to, then watched as the two fighters
faced off. Godeau made to attack Joshua, but by then the hero had already
relocated, striking a fatal blow to Godeau's unprotected back. Victory!

As complicated as chess, yet more rewarding - it's Vandal Hearts II, a
role-playing game (RPG) from Konami for the Sony PlayStation.

VHII, like its predecessor, is a tactical RPG in which most player
interaction occurs in combat. Battlefields are 3D isometric arenas of various
heights and terrain. Characters move one-by-one with limited movement and
attack ranges. New to the sequel is a unique turn sequence: instead of all
allies moving at once, followed by the enemies' turn, moves now occur
simultaneously. For every player move, one computer icon moves. As a result,
an icon's attack may miss the target because it has moved since the attack
was ordered. It is possible to anticipate enemy movements, but thinking ahead
even further is necessary to minimize casualties. But nothing beats
outsmarting the enemy, tactically outmaneuvering him when it counts most.
Several factors must be considered for efficient strikes, including who has
the higher ground, clearer terrain, support from local units, and which sides
of the body are armored.

There is also no longer a limit on the number of battles. Players may revisit
old fields for as many battles as they like, earning experience and gold and
looking for missed treasures. Clearing a field with no casualties doubles the
booty earned, whereas deaths result in penalties.

The story plays out between battles, and often requires the player to sit
through long dialogues. Though these scenes are important to the story, then
can occasionally frustrate gamers looking to pick a fight.

The game's plot, a prequel to the first Vandal Hearts, is intriguing,
spanning several years and nations. There are so many characters, a family
tree would be helpful; fortunately, online synopses and histories are
accessible at anytime, briefing the player on essential data.

This game is rated "M" for mature. The story revolves around war and
intrigue, with scenes that show murder and plunder and hint of rape. In
battle, enemies die with a gush of blood, though not as superfluously as in
the first Vandal Hearts.

Also between battles, players may visit towns to accouter their characters.
Any character may use any item, with various weapons and armors tailored with
specific strengths, weaknesses, and special techniques. This freedom allows
players to customize characters, but unlike Final Fantasy Tactics, does not
provide an overwhelming and confusing number of options.

The game has no online tutorial, so players unfamiliar with strategy RPGs
should read the manual. The game starts off easily, but as more allies and
enemies become involved, large-scale battles become the norm, and victory is
not always ensured.

Character portraits have become more realistic since VHI, but the new look
doesn't jive with the almost cartoony look of the battlefields. The fields
themselves have several neat effects, from light shafts in a dark forest to
small cascades of water. Spell effects are especially welcome, creating a
graphical stir when invoked.

The music fails to enliven the situations, often resorting to simple,
repetitive tunes. Not that these melodies are grating in any way, but they
fail to live up to what is often the most impressive aspect of a good RPG. A
similar lack of digitized voice, even just for reading each chapter's opening
text, is disappointing.

Vandal Hearts II is a game of several average qualities, and many outstanding
ones. Though RPGs have finally gained acceptance in the American market,
tactical RPGs are still rare, and good ones are rarer still. Vandal Hearts II
provides players with a unique offering and a rewarding challenge with the
stuff legends are made of.
_________________________________________________________________
This review is copyright (c) 1999, 2000 by Ken Gagne. All rights reserved.
Not to be distributed in a modified form.

Original Publication: Sentinel & Enterprise, 20-Dec-99

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

Back to Gamebits

 ------------
Category 26,  Topic 10
Message 2          Tue Oct 30, 2001
KGAGNE [Ken]                 at 20:17 PDT

I started this game when it came out in late 1999.  It wouldn't play on my
modded PSOne, so I had to buy a GameShark.  It's a great game, but I played
it for only 15 hours before moving on to other titles.

I've had some free time lately, so I picked it back up two weeks ago, and
just now finished it.  Total gameplay time was 60 hours.  I haven't put that
much time into one game since Final Fantasy VII.  Maybe there's hope for me
yet. :)

One of the things that made this game so easy to pick up after a two-year
hiatus is the in-game summary of all events.  It was very easy to skim
through these summaries and reacquaint myself with the story thus far.

Vandal Hearts II was a wonderful game.  The battles became a bit easy toward
the end, as I grew more experienced with the game's battle system (which is
an absolutely fabulous battle system, unlike anything I've ever seen), but
still fun.  I did all the extra side quests (about 14) to get the "best"
ending, where nobody dies.  Phew.  Involved in getting that ending is
choosing from multiple choice answers at two points in the game; it's just
about the only involvement the player has in the story development.  I'm glad
I made the right choices; no way I'm playing through this whole game again.
:-)

-Ken

P.S. When the original PSX came out, I was unimpressed with "the next
generation of gaming."  The system was out for 1.5 years before the original
Wild Arms and Vandal Hearts came out.  These two RPGs are what convinced me
to finally buy the PSX.  This sequel would've been another such title. (I've
still not finished the original VH)

 ------------
Category 26,  Topic 10
Message 3          Wed Oct 31, 2001
KGAGNE [Ken]                 at 09:41 PDT

Vandal Hearts II provides a fine combination of storytelling and player
customability.  In most RPGs where players create their own party, as in
Ultima and some Dragon Warriors, the storyline is not well defined since the
game is unable to base the plot on the characters.  I prefer a well-woven
story, but I also like having some control over the people present.

VH2 provides little control over the development of the story, and no control
over which characters are in your party, when they join or depart, etc.  But
you do have complete control over their fighting prowess, since battles are
the main stage of player interaction.

All characters have identical base attributes (HP, MP, agility, dexterity,
etc.).  Their function is determined by with what armaments they are
equipped.  There are four kinds of armor, including heavy for melee fighting,
light for movement, and winged for exploration, as well as nine kinds of
weapons, including swords, axes, bows, lances, and shields.  Each weapon also
has inbuilt techniques unique to that class.

For example, to create a mage, you would probably equip her with a staff
(with its inherent spell abilities) and a robe (which gives high magic
points, but low defense).  Any character can be thus equipped, allowing you
to create as many or as few mages as you like, and out of anybody.  My mage
could be your fighter, and someone else's archer.

Very cool. :)

-Ken

 ------------
Category 26,  Topic 10
Message 4          Thu Jun 30, 2005
KGAGNE [Ken]                 at 19:26 PDT

Vandal Hearts II is one of my favoritest RPGs ever - and the latest issue of
Game Informer suggests that Konami will be bringing a sequel to the Nintendo
DS!  Woo-hoo!

 ------------
 ************
Topic 11  CLOSED Fri May 11, 2001
KGAGNE                       at 10:49 PST
Sub: Final Fantasy

See Category 40: Final Fantasy for discussion of Square's role-playing games.

 1 message
 ************
 ------------
Category 26,  Topic 11
Message 1          Fri May 11, 2001
KGAGNE                       at 14:36 PDT

Please post Final Fantasy-related messages in the appropriate topic of
Category 40: Final Fantasy.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 12  CLOSED Fri May 11, 2001
KGAGNE                       at 10:50 PST
Sub: Castlevania: Symphony of the Night

See Category 44: Castlevania for discussion of Konami's whip-wielding,
vampire-hunting action games.

 1 message
 ************
 ------------
Category 26,  Topic 12
Message 1          Fri May 11, 2001
KGAGNE                       at 14:36 PDT

Please post Castlevania-related messages in the appropriate topic of
Category 44: Castlevania.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 15        Fri May 11, 2001
KGAGNE                       at 10:50 PST
Sub: Parappa the Rapper

Punch, kick, it's all in the mind!

 1 message
 ************
 ------------
Category 26,  Topic 15
Message 1          Mon Jan 14, 2002
KGAGNE [Ken]                 at 20:20 PDT

The Sony PlayStation 2 sequel to this game is due this month.

Parappa the Rapper is practically the original "rhythm" game that spawned
games such as Bust-a-Groove and Dance Dance Revolution.  You can read a full
review at

http://www.gamebits.net/psx/parappa.shtml

-Ken

 ------------
 ************
Topic 17        Fri May 11, 2001
KGAGNE                       at 10:50 PST
Sub: Metal Gear Solid

Snake is back!

 7 messages
 ************
 ------------
Category 26,  Topic 17
Message 1          Tue Oct 16, 2001
KGAGNE [Ken]                 at 13:41 PDT

Solid Snake proves himself as a philosopher in this meaningful article.

http://www.theonion.com/onion3726/video_game_character.html

 ------------
Category 26,  Topic 17
Message 2          Sat Nov 24, 2001
KGAGNE [Ken]                 at 16:09 PDT

To generate your own Metal Gear Solid codename, visit

http://www.buzzsite.com/goodies/MGSnamegen/

I'm "Crossbow Manatee".

-Ken

 ------------
Category 26,  Topic 17
Message 3          Sat Nov 24, 2001
A2.DAIN [Dain]               at 20:28 PDT


hmmm..I went there and was given the name "Humongous Bison".


-Dain

 ------------
Category 26,  Topic 17
Message 4          Sat Nov 24, 2001
KGAGNE [Ken]                 at 22:03 PDT

> hmmm..I went there and was given the name "Humongous Bison".

That's odd.  It tells me your name is "Humongous Raven".  Are you sure you
spelled it right? <G>

-Ken

 ------------
Category 26,  Topic 17
Message 5          Sun Nov 25, 2001
A2.DAIN [Dain]               at 14:16 PDT

hmmm...I got "Humongous Raven" this time too.  I must have misspelled.  I
tried the various misspellings I get everywhere and couldn't come up with
Bison...here are some that I tried.

Daine Neater
"Humongous Sea-Monkey"

Dainn Neater
"Humongous Fieldmouse"

Dane Neater
"Humongous Puffin"   wth is a Puffin?

Dan Neater
"Humongous Pirannha"

Daain Neater
"Humongous Rhinoceros"




Nice Diversion...

Anyone want to know who "Bulemic Parrot" is?  Ask me in Chat sometime:)

Humongous Raven out.

 ------------
Category 26,  Topic 17
Message 6          Sun Nov 25, 2001
SYNDICOMM [Sheppy]           at 17:01 PDT

>>>"Humongous Puffin"   wth is a Puffin?

A puffin is, IIRC, related to the penguin.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 26,  Topic 17
Message 7          Mon Jun 07, 2004
KGAGNE [Ken]                 at 07:17 PDT

Three years ago, Solid Snake wrote this editorial to protest against the
proliferation of giant robots:

http://archive.gamespy.com/legacy/fargo/metalgear_a.shtm

 ------------
 ************
Topic 18        Fri May 11, 2001
KGAGNE                       at 10:50 PST
Sub: Parasite Eve

Square's adventure-RPG series in which Aya Brea wages war against...
mitochondira.

 2 messages
 ************
 ------------
Category 26,  Topic 18
Message 1          Thu Aug 02, 2001
KGAGNE [Ken]                 at 20:38 PDT

The video game "Parasite Eve" was based on a Japanese novel, which was also
adapted to a Japanese movie.

The DVD will be released to American audiences on August 14th, and will
include English subtitles.  List price is $19.98, though you should be able to
find it online for as little as $12.99 if you preorder.

-Ken

 ------------
Category 26,  Topic 18
Message 2          Fri Sep 07, 2001
KGAGNE [Ken]                 at 14:22 PDT

Title       : PARASITE EVE
Platform    : DVD-Video
Directed by : Masayuki Ochiai
Publisher   : ADV Films
Rating      : 17+
Review by   : Ken Gagne

Video games have proven a dubious source of inspiration for films. Tomb
Raider and Final Fantasy, two well-known video game series, reached the
silver screen this summer with moderate success. Video games and movies do
not always inspire each other, though, but sometimes simply share the same
source material.

Parasite Eve was a PlayStation game released in 1998 by Square, the same
company that brought us Final Fantasy. It was based on a Japanese novel by
Hideaki Sena, as was the 1997 Japanese film Parasaito Ivu, which is now
available to American audiences on DVD under the name Parasite Eve. The disc
features the original Japanese audio track with subtitles.

Both adaptations propose a popular hypothesis: that mitochondria, the energy
producers of the human cell, were once separate organisms. 200 millennia ago,
mitochondria and our cells entered into a parasitic or symbiotic
relationship. The question is: what if the mitochondria wanted to be free
again?

Though both the movie and the video game are based on the same source
material, I suspect the movie is closer to the original novel, whereas the
game is simply "inspired" by it. Deviation from the source should not be
taken as a flaw, however.

Set in New York City and starring police officer Aya Brea, the video game
opens on Christmas Eve at an opera house, where the star singer mysteriously
sets the audience aflame. Officer Brea proceeds to face a week of deformed
animals, strange occurrences, and mysterious flashbacks that lead her to a
final showdown with a massive mitochondrial monster threatening to destroy
the city.

The movie takes a slower, more subtle approach to the threat. Other than the
title, there are two Eves in this movie. Kiyomi (Riona Hazuki), whose name is
the same Japanese character as her birthday, Christmas Eve, is married to the
scientist, Dr. Toshiaki Nagashmia (Hiroshi Mikami). The doctor is researching
mitochondria, which is inherited from a mother's cells. Toshiaki dubs
humanity's first ancestor such symbiotic cells "Mitochondria Eve."

When a sudden accident leaves Toshiaki with a difficult decision to make, he
turns his grief into a newfound obsession over his work. His dubious
practices and experiments produce a mitochondrial being with the ability to
change shape (think a more transparent Odo from Deep Space Nine) and cause
people to spontaneously combust.

Both game and film adaptations feature lackadaisical endings: the game, with
a repetitive, anticlimactic climb of the towering Chrysler Building; the
movie, atop a hospital where love proves the strongest energy of all.

I generally find movies to be more dramatic due to the total inability of the
viewer to control what's happening. Yet Parasaito Ivu, despite not being a
bad film, fails to involve its audience. We feel strangely detached from the
girl suffering from kidney failure; the surgeon who lives in shame after a
failed operation; or the mourning, depraved widower. The lack of activity in
the first hour of this 120-minute film does not help matters.

Meanwhile, the video game has a plot that progresses slowly but steadily,
combining the feel of both the book and cinematic renditions of the story.
For example, a scene that occurs halfway through Parasaito Ivu serves as the
opening for Parasite Eve.

Movies often draw fans of their video game counterparts, but in this case,
players of Parasite Eve will find little of the game's appeal in the film.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 10-Sep-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 19        Fri May 11, 2001
KGAGNE                       at 10:50 PST
Sub: Syphon Filter

Gabriel Logan fights the syphon filter virus in this series from 989 Studios.

 2 messages
 ************
 ------------
Category 26,  Topic 19
Message 1          Sat Aug 11, 2001
KGAGNE [Ken]                 at 19:56 PDT

Syphon Filter 3 ships Sep 25.

-Ken

 ------------
Category 26,  Topic 19
Message 2          Sat Sep 15, 2001
KGAGNE [Ken]                 at 15:46 PDT

Syphon Filter 3 has been pushed from 9/25 to sometime in January - presumably
in response to this week's tragedy.

-Ken

 ------------
 ************
Topic 21        Fri May 11, 2001
KGAGNE                       at 10:51 PST
Sub: Silent Hill

And you thought Resident Evil was scary...

 1 message
 ************
 ------------
Category 26,  Topic 21
Message 1          Sun Aug 24, 2003
KGAGNE [Ken]                 at 10:54 PDT

Michael G, the actor who played hero Harry Mason in the original "Silent
Hill", also played Richter Belmont in the opening sequence of "Castlevania:
Symphony of the Night" for PSOne.

 ------------
 ************
Topic 22        Fri May 11, 2001
KGAGNE                       at 10:51 PST
Sub: Tenchu

Stealth Assassins, an action game from Activision set in feudal Japan.

 3 messages
 ************
 ------------
Category 26,  Topic 22
Message 1          Thu Jan 10, 2002
KGAGNE [Ken]                 at 12:11 PDT

Tenchu: Stealth Assassins came out shortly before Metal Gear Solid.  Both
featured stealth to avoid being detected by enemies.  The difference is that,
while MGS penalized you the more enemies you killed, stealth was employed in
Tenchu in order to execute efficient killings.  Attacking an enemy head-on
would result in a noisy and drawn-out sword fight, but a quiet approach from
the rear could result in a quick and clean slit throat.

A friend of mine used this game to vent frustrations, much as some people use
Doom. :)

-Ken

 ------------
Category 26,  Topic 22
Message 2          Sat Jan 12, 2002
A2.DAIN [Dain]               at 09:49 PDT

>>A friend of mine used this game to vent frustrations, much as some people
>>use Doom. :)


Sounds kind of morbid to me.  To take out your frustrations on the simulated
killing of humans.  I guess many action games are doing this same thing just
more removed from the process.  When you blow up a ship, there is usually a
human in the ship.

I guess it just bothers me a bit, when people feel the need for games to be so
realistic that you can't distinguish fantasy from reality, and then they use
the illusion to satisfy their baser instincts.  Better that then the real
thing I guess.


Sick of being Sick,
Dain

 ------------
Category 26,  Topic 22
Message 3          Tue Mar 11, 2003
KGAGNE [Ken]                 at 11:56 PDT

See Category 27, Topic 3, Message 177 for the press release announcing the
availability of Tenchu 3, for PlayStation 2.

 ------------
 ************
Topic 24        Sun Sep 30, 2001
KGAGNE [Ken]                 at 16:43 PST
Sub: Dragon Warrior

Enix's Dragon Warrior IV & VII RPGs, as well as Torneko: The Last Hope.

 14 messages
 ************
 ------------
Category 26,  Topic 24  [MOVED]
Message 1          Thu Sep 13, 2001
KGAGNE [Ken]                 at 06:45 PDT

Dragon Warrior VII is now scheduled for a 10/23 ship date.

-Ken

 ------------
Category 26,  Topic 24  [MOVED]
Message 2          Fri Sep 21, 2001
KGAGNE [Ken]                 at 04:35 PDT

Not 1
Not 2
Not 3
Not 4
Not 5
Not 6
Not 7
Not 8

9 - It's been 9 years since a brand new edition of my beloved Dragon Warrior
series has come to North America.

Slib the Slime here and I've got momentous news!

I can't believe it. Enix has let me, Slib, let the monster out of the bag. If
anyone asks, tell them you heard it from me...

Dragon Warrior VII, the best selling title of all time for the PlayStation(R)
game console in Japan, will ship from Enix's huge warehouse to you on
November 1, 2001.

Mark your calendar, set your alarm, tell your friends, and run to your local
video game store to reserve your copy immediately. I repeat, the most epic,
engrossing and delightful adventure in the Dragon Warrior series will be here
in only 42 days!

42 days, which gives me such little time to tell you so much. In the weeks
ahead, I'll be slibing Slibmails to you chock-full of vital information about
Dragon Warrior VII, its features and behind the scenes information.

If you can't wait to learn more, go visit www.enix.com to get the latest
about Dragon Warrior VII. Enix is planning a Dragon Warrior VII website
update on September 27, so be sure to visit often. If you can't wait until
the 27th, be sure to hang out at the Dragon Warrior VII message board at
http://enix.com/b/cgi-bin/forumdisplay.cgi?action=topics&forum=Dragon+Warrior
+VII&number=10&DaysPrune=45&LastLogin= and share your warrior thoughts with
the legions of fans.

And if that still doesn't help control your thirst for Dragon Warrior
spirits, then Slib is here to remind you that Dragon Warrior Monsters 2
Cobi's Journey and Tara's Adventure, both have hundreds of Monsters found in
Dragon Warrior VII.  More about Dragon Warrior Monsters 2 can be found at
http://enix.com/dragon-warrior_monsters2/index.html.

The 9 year wait is nearly over. YOU have made it possible. YOU are the reason
Enix and I are back in North America.

Thanks from the bottom of my Slibin' heart.

Your blue friend,

Slib
the
Slime

 ------------
Category 26,  Topic 24  [MOVED]
Message 3          Fri Sep 28, 2001
KGAGNE [Ken]                 at 07:12 PDT

Hey, hey, hey, Don't think I'm going away!

Yes, I may have just sent you a notice that Dragon Warrior Monsters 2 -
Cobi's Journey and Dragon Warrior Monsters 2 - Tara's Adventure shipped on
Tuesday. (Do you have your copies yet? If not, why not? If so, what is the
thing that you love most about the DWM series? Let me know at slib@enix.com!)
But don't worry that you're getting too much Slibmail - I've got nothing but
good news and love for you!

If you can tear yourself away from DWM2 for a little bit, come visit us at
www.enix.com and check out the newly enhanced Dragon Warrior VII web site.
We've got highlights on all the cool features of the game plus a secret
section... hint, look carefully at our Dragon Warrior VII print ad for clues!

I'll be hanging out at enix.com and hope to see you there!

Your friend,
Slib the Slime

ps: only 36 days until Dragon Warrior VII ships!!

 ------------
Category 26,  Topic 24
Message 4          Sat Oct 06, 2001
KGAGNE [Ken]                 at 07:45 PDT

Dancer?  Hmmm.  I don't have feet so that could be tough.
Teen idol?   Ooh, I like that...I do have a lot of fans around the world.
Ranger?  Could be...first rank is "Bouncer" and I do love to bounce.
Jester?  Possibly...Slimes are usually pretty funny (that's why we smile all
the time).

So many choices...what to do, what to do?  What are there--50+ character
classes to choose from?

Slib the Slime here. Andrew from Enix just showed me the list of possible
classes to use to build my customized character for Dragon Warrior VII.  I
knew that Dragon Warrior VII was a huge game with an unprecedented level of
depth and detail in the game world but, let me tell you, you don't really
appreciate it until you get up close to it.  Fortunately, it is all really
intuitive and blends perfectly with the gameplay.  And the play is the thing.
And all the world's a stage...oh wait, I'm getting myself confused.

Anyway, I'm going to dig into Dragon Warrior VII a little more and I'll give
you another report on some of the other fun things I discover.  Only 27 days
until November 1st...D-Day!! (Actually, DW-Day).

Find a copy of the Dragon Warrior VII print ad that will be hitting most of
the gaming magazines this month and see if you can find all the secrets that
we've slipped in!  There might even be a secret URL somewhere in there... :-)

Remember, Dragon Warrior Monsters 2 is in stores now!

Your friend,
Slib the Slime

P.S. If you have a Dragon Warrior fan website, let me know the URL. We're
planning to do something special with the coolest Dragon Warrior websites
leading up to the launch of Drargon Warrior VII!

 ------------
Category 26,  Topic 24
Message 5          Sat Oct 13, 2001
KGAGNE [Ken]                 at 07:37 PDT

Say you
Say me
Say it together
That's the way it should be.

Slib here and I'm dreaming of the wonderful sounds of Lionel Ritchie.  We
love him in the World of Dragon Warrior.  It reminds us of the all-new
intra-party conversation system that is introduced in Dragon Warrior VII.

Let's say you are wondering how to defeat a BoltDevil.  Just ask Kiefer for
some hints (even during combat!). Wondering how Maribel is feeling about you
solving that mystery?  Just ask her. Got a hankering to know if Gabo really
wants you to push that button?  Ask him.

The conversation system adds a new layer of depth and interactivity to a
title that is already overflowing with gameplay.

I'll tell you some more interesting details about Dragon Warrior VII next
week.  In the meantime, if you haven't figured out the secret Dragon Warrior
VII web site, I'll give you a hint - look carefully at the Dragon Warrior VII
print ad that is running in most of the major gaming magazines (and shortly
in DC Comics and Marvel Comics too).  Look very carefully.  You might want to
pay particular attention to the wonderful screenshots...

Anyway, on a sidenote, I got another message from Slimon the Slime from
Japan.  He wanted me to pass on some of the games that Enix is showing at the
Tokyo Game Show.  Some of the more notable titles include Dragon Warrior IV
for PS (it's known as Dragon Quest IV in Japan), GrandiaX (for PS2), Star
Ocean 3 (for PS2), Itadaki Street 3 (for PS2), Snap Kids (for GBA) and Depth
Fantasia (for PC).  With the exception of Dragon Warrior IV which is
definitely coming to North America, I can't promise that all of these games
will make here, and if they are heading to our shores, when they might come
out.  You'll just have to stay tuned for more information!!  Remember to
check www.enix.com for all the latest news about Enix's games.

Remember, just 20 days until Dragon Warrior VII!!  Keep on playing Dragon
Warrior III and Dragon Warrior Monsters 2 in the meantime.  And spread the
word about Dragon Warrior!!

Your friend,
Slib the Slime

 ------------
Category 26,  Topic 24
Message 6          Sat Oct 20, 2001
KGAGNE [Ken]                 at 07:58 PDT

October 2001

Give it up for Slibville! No, no...Slimopolis. No? How 'bout Slibtopia?

Slib the Slime here and I'm trying to figure out a name for the Immigrant
Town that I'm creating in Dragon Warrior VII. And you know, I can create it
just how I want it. I can fill my town with slimy people (yum yum) and build
a slum populated with undesirables. Or I can take the high road and fill my
town with upper-crust types (mmm, I like crusts) to create a bustling
commerce center.

It's MY town and I'll do what I want with it.

You'll meet hundreds of characters during your travels across the world of
Dragon Warrior VII and you can send many of them (over 175 unique
individuals, each with their own story to tell) to your Immigrant Town.
Depending on the mix that you send, your town will grow in its own direction.
Commerce center or slum? Religious sanctuary or agricultural cow town? You
make the call.

You can even trade your townspeople with a friend - when your friend loads
them into his or her Immigrant Town, the townsperson will remember where they
came from and say they are from YOUR town! Pretty cool, eh?

There's more to discover about the Immigrant Town system and the rest of
Dragon Warrior VII at www.enix.com.

Tell a friend about Dragon Warrior VII. And hurry on down to your favorite
local retailer to make sure that you're on the call list for Dragon Warrior
VII so that you can get it as soon as possible after it ships.

Only 13 days to go!! Remember to get Dragon Warrior Monsters 2 - Cobi's
Journey and Dragon Warrior Monsters 2 - Tara's Adventure _before_ you get
sucked into the mysteries surrounding Estard Island.

Send me suggestions for my Immigrant Town name! I'll include the top few in
my next email.

Your friend,

Slib the Slime

ps: next week I'll tell you about the really cool monster park and monster
encyclopedia!

pps: I've seen some video footage the Slimon sent me from the Tokyo Game
Show. Ooh...I can barely wait until next year! I'll try to convince the
powers that be here at Enix to let me create a small secret web page just for
the loyal readers of my email newsletter and I'll put up some screenshots and
art for you. So pass the word to your friends to subscribe! If Enix lets me
do this, I'll let you know the URL. Let me know if this sounds like a good
idea.

ppps: Have you figured out the secret web site in the Dragon Warrior VII
print ad? If not, I'll tell you the URL in next week's Dragon Warrior VII
update.

pppps: Enix says I have to stop putting all these "ps"'s in here so this is
the last one.

ppppps: Hey Enix, pphtttph!! Heh heh heh. Slib out.

 ------------
Category 26,  Topic 24
Message 7          Sat Oct 27, 2001
KGAGNE [Ken]                 at 07:34 PDT

Welcome to more Words of Wisdom from Slib the Slime.

I've heard your calls.  Your cries.  Your wails.

And they said, "Tell us about monsters."

Amen, brothers and sisters...I'm a monster so this is a subject that warms my
little slime heart.

Let's sing together--"Moooooonsteeeers!"

You know there are monsters in Dragon Warrior.

But did you know that there are over 300 monsters in the game?  That's a
passel o' monsters.

How can you keep track of so many monsters?

Well, I'm glad you asked....there is a really cool Monster Encyclopedia in
Dragon Warrior VII.  You'll have to find it but once you do, it will show an
entry for every monster that you've met in the game--how many of that monster
you've defeated, total gold won from that type of monster and how much
experience you've earned conquering that monster.  Even better, the Monster
Encyclopedia entry also includes a portrait of the monster too so you can
remember what it looks like.  The Official Dragon Warrior VII Strategy Guide
from Prima Games will also have info on all the monsters so you may want to
pick it up as well (plus, with the fate of the world on your shoulders, you
don't want to get stuck somewhere in the massive quest!  The guide has a
complete walkthru.).

Let's sing again together--"Moooonsteeers!"

Okay, so I hear you saying that it's nice to know that monsters look like but
you really want to be able to interact with the monsters more.

I hear you brothers and sisters.

And you know what, I have the answer for you.

Dragon Warrior VII includes a whole Monster Park system.  There are over 280
monsters that you can actually collect and display in your Monster Park.
Once they're in your Monster Park, you can go visit them at any time.   You
can even find Blueprints thru your adventures and expand your Monster Park.
Talk to your monsters and you might even learn something interesting!

That's all for today's Slib's Words of Wisdom.  Check out www.enix.com for
more information on Dragon Warrior VII; we're only 6 days away from shipping
the game so make sure that you've reserved your copy at your favorite store.

If you haven't already played Dragon Warrior I&II or III on Game Boy, you
might want to pick those games up as well so that you can see where the whole
Dragon Warrior series began.  And of course, if you want to breed monsters or
just can't stop collecting, remember to pick up Dragon Warrior Monsters 2 -
Cobi's Journey and Dragon Warrior Monsters 2 - Tara's Adventure, both for
Game Boy.

And remember to tell all your friends!

So, one last time, let's sing together -- "Moooonsteeers!"

Thank you all.  I'll be back next week with another Dragon Warrior VII
update.

Your friend,

Slib the Slime

ps: I got a lot of great suggestions for my Immigrant Town name.  Slimeville
and Slibville were favorites.  PJ Wright suggested Slimandria, Paul Nguyen
suggested Slib Town, Shaun Pendergast suggested Slibinity, Nathan F liked
Draco City, Roland Sault went for Slibya, Tiger Jay suggested Hero's Square,
Cody Tuckett offered Slibania.  Thanks for all the great ideas!  And a
special thanks to Wes Snyder who told Enix to give me a raise....I'm working
on that!

pps: I did promise to reveal the secret URL this week but I think most of you
have already found it.  Try entering http://www.enix.com/secret.html and see
what you find!!

 ------------
Category 26,  Topic 24
Message 8          Fri Nov 02, 2001
KGAGNE [Ken]                 at 07:55 PDT

November 2001

Dragon Warrior VII.

Sorry folks, it's been delayed.

I hate to break the bad news to you but Enix has just passed this note to me
that reads "DW7 slipped."  I don't know when the new date is but it must have
been delayed for a while since there isn't a new date with the note.  I can't
believe this...I was so sure that it was right around the corner.

Hang on a second, somebody from Enix is waving furiously at me.

What?  It's not delayed?  OOOHHH....this note doesn't say "DW7 sLipped," it
says "DW7 sHipped!!"

As in boxes of Dragon Warrior VII have been loaded onto trucks.  Airplanes.
Boats.  Motorcycles.  Donkeys.   Whatever it takes to get to a store near
you.

Out the door.  On the road.  Heading to your greedy little fingers.

At last...it's been a long time coming but it will be worth it.  Oh so worth
it.   In fact, I'll give you my last little nugget of DW7 info and then you
can run to the store to grab a copy (call the store first as the games just
left the warehouse on 11/1 and it may take your favorite store a day or two
to actually receive them).

This week's final update is Mini-Games.

Want to take a break from the massive adventure?

Hit the casinos and try your hand at poker, slots or the famous Lucky Panel
Game.   Win big and you'll be able to buy prizes and special items.

Fancy yourself a cool hand at pulling the one-armed bandit?  Compete against
the Dragon Warrior casinos and win big!

You can even enter the World Ranking Federation and see how your characters
match up in the categories of Power, Intelligence and Style.

There's so much to explore, so much to see and so much to do in Dragon
Warrior VII that I could go on and on.

But now I don't have to because Dragon Warrior VII has shipped and you can
discover everything for yourself!  Get it, play it and let me know what you
think!  Let me know where you picked it up and when.  We love getting
feedback from ya.

And remember to come visit us at http://www.enix.com/dragon-warrior7.  (And
remember all the great Dragon Warrior games that are out there on Game Boy
Color too!).

Your friend,

Slib the Slime

ps: no ps's this time!

 ------------
Category 26,  Topic 24
Message 9          Fri Nov 02, 2001
KGAGNE [Ken]                 at 19:02 PDT

I encountered a Software Etc. employee today who was only pretending he knew
his Roman numerals.

When I spoke to him on the phone to inquire as to the price of the
newly-released Dragon Warrior VII, he told me it was $30.  But when I went to
purchase it, it rang up as $45.  I asked him why I was told something
different when I'd called; he checked the computer and said he'd accidentally
quoted me the price of "Dragon Warrior V for PlayStation.  It's old."
"Really?  I didn't know there was a Dragon Warrior V."  "Oh yeah, it's old."

Sheesh.  I always try to give the store employee the benefit of the doubt, but
times like this I want to lean over the counter, grab him by the collar, and
give him a good smack. :)

Of course, it's possible he was correctly reading an incorrect computer
listing, but I highly doubt it.

(Dragon Warrior V and VI have so far been released only for the Super Famicom,
Japan's version of the Super Nintendo.)

-Ken

 ------------
Category 26,  Topic 24
Message 10         Fri Nov 02, 2001
SYNDICOMM [Sheppy]           at 20:19 PDT

>>>(Dragon Warrior V and VI have so far been released only for the Super
Famicom, Japan's version of the Super Nintendo.)

Hehehe.  Some people just ain't quite so bright. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 26,  Topic 24
Message 11         Mon Nov 05, 2001
KGAGNE [Ken]                 at 09:10 PDT

This game starts off pretty slowly.  It took me nearly 2.5 hours to engage in
my first fight. (the hero's homeland has no monsters!)

-Ken

 ------------
Category 26,  Topic 24
Message 12         Sat Nov 17, 2001
KGAGNE [Ken]                 at 07:56 PDT

Title       : DRAGON WARRIOR VII
Platform    : Sony PlayStation
Publisher   : Enix
ESRB Rating : Teen
Game Rating : 8.4
Review by   : Ken Gagne

Enix has not released a new Dragon Warrior game in America for nine years.
The series has changed so little with Dragon Warrior VII for the PlayStation
that it seems a much shorter time.

This role-playing game (RPG)'s story begins innocuously, and develops slowly.
Our hero is the son of a fisherman on the world's only island, who discovers
that other continents once inhabited the oceans. Accompanied by his friends
Maribel (who is not named after a prize cow) and Prince Kiefer (who isn't a
Sutherland), the young lad ventures back in time to reunite the broken world.
Yes, these are humble beginnings, and it will be a few hours before players
battle their first Blue Slime.

Dragon Warrior VII is akin to a chain of adventuring vignettes. Our heroes
venture from island to solitary island, where they will solve a riddle or
overthrow a monster and, in doing so, bring the island into synch with the
rest of the world. Their rewards come as puzzle pieces necessary to access
the next island.

Experience with previous games in the series is unnecessary; Dragon Warrior
tales are told in trilogies, with the seventh installment marking the
beginning of a new epic. Veterans of the series will recognize familiar
spells, monsters, and the modus operandi for staples such as item management
and game saving.

The battle system does not employ any gimmicks found in more modern RPGs.
Players input commands using a menu system, then watch as heroes and monsters
exchange blows turn-by-turn. General strategies can be automatically assigned
to characters, helping novice players make wise battle decisions and saving
time for veterans.

Players will quickly become familiar with this battle system, as the ancient
process of "levelling up" is required here. The game is paced such that you
can't walk into a dungeon and expect to come out alive on your first try.
Only by orbiting towns and clearing fields of minor enemies can enough gold
be earned to outfit your party with the expensive equipment necessary to
survive the next onslaught. This practice adds many hours to the game's
length.

It sounds simple so far, but there are some fun gameplay enhancements.
Characters can learn classes, such as thief, mage, or shepherd, in which they
acquire both magic spells and innate skills. Players can also build their own
town and populate it with unique citizens, record a monster compendium, even
collect creatures into a zoo! These unique additions help elevate what
otherwise may be a mundane quest.

As part of that quest, gamers encounter many townspeople and other figures.
Their is no voice acting, but text-based conversations in which typos are
rare yet glaring. Some characters have totally mismatched vocabularies, which
I believe is intended to be humorous. It succeeds.

The soundtrack has not evolved as much as one might expect. It is perfectly
appropriate for an RPG, at times reminiscent of Final Fantasy II - a great
game, but one released a decade ago. And unlike that series, Dragon Warrior
lacks many variations on previous tunes, updating familiar themes for the
32-bit system.

The graphics also recall simpler days. The characters are colorful, as are
their enemies, who are swiftly animated in their attacks. Yet it's hard to
explain the presence of occasionally pixelated backgrounds or blocky lighting
effects that the PlayStation overcame years ago. The towns' and dungeons' 3D
environments can also be cause for concern. By being fully rotatable, players
are expected to view everything from many angles to find all doors, treasure
chests, and people.

Enix may add to or subtract from their basic formula, but the core never
changes. With so much experience behind this premise, Enix has mastered what
has become the Dragon Warrior series. Nobody does this kind of RPG better,
but there are better, more innovative kinds of RPGs. Gamers looking to
explore one of the most finely-executed, most familiar RPGs ever can set sail
with Dragon Warrior VII.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 12-Nov-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 26,  Topic 24
Message 13         Thu Mar 14, 2002
KGAGNE [Ken]                 at 08:21 PDT

According to nuklearpower.com/comic, poor sales of Dragon Warrior VII has
prompted Enix to cancel the release of Dragon Warrior IV for PSOne.

There is a petition at this URL:

http://www.enix.com/b/Forum11/HTML/002208.html

-Ken

 ------------
Category 26,  Topic 24
Message 14         Tue May 21, 2002
KGAGNE [Ken]                 at 14:42 PDT

Slib! Ooooh.
Slib! Give it up for...
Slib! Yeoowwww.
Slib! Oh baby.

Got your back, be back, am back. The round mound of pound, the blue clue, the
tear of cheer. That's right folks, it's Slib, back from a self-imposed exile
protesting the cancellation of Dragon Warrior IV.

While I'm still a little miffed, the folks at Enix (who are none too happy
about the cancellation of the DWIV either...you never met a bunch of
harder-core Dragon Warrior fans) explained what happened and, it pains me to
say this, but I understand.

This is what they told me: "Dragon Warrior games are hugely complex with
enormously complex programming challenges. Heartbeat, the programmers for
Dragon Warrior VII and Dragon Warrior IV, did incredible work in creating
some awesome games but the challenge took it out of them."

Enix here in North America was all set to start rolling on Dragon Warrior
IV...they had translation teams all set, they had testers all ready to go,
etc. It was then they got the bad news that Heartbeat was taking a
development sabbatical. Unfortunately, given the complexity of the DWIV PS
code, it wasn't realistic to try to move the project to another developer.

Rest assured that Enix did everything it could to try to find another
developer and announcing the cancellation of DWIV was the hardest thing that
they have had to do.

So there you have it. That is the skinny on the DWIV cancellation. Being a
slime, I've tried to look on the bright side and keep that happy smile upon
my cheery blue face. And, you know, there actually is some good stuff going
on. Hereis the scoop. Oh OH - What my slime eyes have seen!

Enix kicks out another awesome RPG game in September...the latest, greatest
game in the supreme Grandia series--Grandia Xtreme. For the PS2, Grandia
Xtreme is the first Grandia game developed exclusively for that system.

If you've played the original Grandia or Grandia 2, you know that this game
has perhaps the best combat and character development system around (next to
Dragon Warrior, of course), plus awesome story lines and great fun. Grandia
Xtreme spins the series in a slightly different direction with more
exploration and more of the fast-paced combat and magic use but still keeping
the deep, entrancing story lines and character development you know and love.

Then, in November, Enix will unleash Robot Alchemic Drive for PS2...an
action/adventure/sim game in which you take on the role of handler for
120-foot-tall giant robots. You'll control these titans via remote control
(directing every action) and, stomp, stomp, stomp, crushing everything in
your wake. Take on other huge robots in hand-to-hand combat and make sure you
don't get crushed too! Tremendous sense of scale (the robots TOWER above
you), great graphics, great action, great story will have this being a title
to watch for this holiday season.

I'll be able to tell you a little more about this game later but E3 will also
be the first unveiling of Star Ocean 3 in North America (officially called
Star Ocean: Till the End of Time). Ooh la la...you have NEVER seen graphics
this good in an RPG game. I am drooling already but it won't be out until
sometime in 2003.

Check www.enix.com for all the latest info on these games (you can see
screenshots, box shots and more now and weill keep adding more stuff so keep
comini back).

Sorry it's been so long since I've written. My updates will start coming more
frequently, I promise.

Catch you on the upside,

Your friend,

Slib the Slime

PS: Watch for pictures of me at E3! Enix got me a badge with my name on it so
I'll be heading to LA and documenting my adventures.

 ------------
 ************
Topic 25        Tue Oct 23, 2001
KGAGNE [Ken]                 at 07:33 PST
Sub: Spider-Man

Spider-Man and Spider-Man 2: Enter Electro, both for PSOne and published by
Activision.

 8 messages
 ************
 ------------
Category 26,  Topic 25
Message 1          Tue Oct 23, 2001
KGAGNE [Ken]                 at 07:35 PDT

Spider-Man 2: Enter Electro was released for the PSOne on Oct 18, having
originally been delayed due to the terrorist attacks; the game's climax
originally took place atop buildings that resembled the World Trade Center
towers.

Some neat Spider-Man wallpaper at the publisher's web site:

http://www.activision.com/games/spiderman/downloads/

-Ken

 ------------
Category 26,  Topic 25
Message 2          Wed Oct 24, 2001
A2.RYAN                      at 01:33 PDT

> the game's climax originally took place atop buildings that resembled the
> World Trade Center towers.

So what has that been changed to?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 26,  Topic 25
Message 3          Wed Oct 24, 2001
KGAGNE [Ken]                 at 07:07 PDT

Ryan,

>> the game's climax originally took place atop buildings that resembled the
>> World Trade Center towers.
>
> So what has that been changed to?

I'll let you know within a week.

-Ken

 ------------
Category 26,  Topic 25
Message 4          Wed Oct 24, 2001
KGAGNE [Ken]                 at 07:50 PDT

Ryan,

Is Electro one of Spider-Man's more serious villains, on par with Doctor
Octopus, Venom, and the Lizard?

I always considered Electro something of a joke (not even as dangerous as
Shocker), but I'm not well-versed in Spier-Man comic book lore.

-Ken

 ------------
Category 26,  Topic 25
Message 5          Thu Oct 25, 2001
A2.RYAN                      at 01:12 PDT

> Is Electro one of Spider-Man's more serious villains, on par with Doctor
> Octopus, Venom, and the Lizard?

Venom and Carnage are probably Spidey's most serious opponents nowadays,
but historically, Electro's up there with Doc Ock, The Lizard, The Vulture,
and Mysterio.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 26,  Topic 25
Message 6          Tue Oct 30, 2001
KGAGNE [Ken]                 at 08:46 PDT

Title       : SPIDER-MAN 2: ENTER ELECTRO
Platform    : Sony PlayStation
Publisher   : Activision
ESRB Rating : Everyone
Game Rating : 6.6
Review by   : Ken Gagne

Spider-Man, Spider-Man.  Makes all the mistakes a developer can.

The original Spider-Man game for the PlayStation was developed by Neversoft,
the team responsible for the blockbuster Tony Hawk's Pro Skater games. They
worked equally phenomenal magic on the wall-crawler, creating possibly the
finest superhero video game ever. Rather than demand a repeat performance,
publisher Activision has given responsibility of the sequel, Spider-Man 2:
Enter Electro, to Vicarious Visions, who got their web in a knot and failed
to follow Neversoft's act.

As per the game's subtitle, Electro, Spidey's electrifying foe, has stolen a
device to increase his strength by millions of volts. Only Peter Parker's
alter-ego can save the day! This tour of the Marvel universe will send
players toe-to-toe with some of Spider-Man's most nefarious nemeses, with
cameos by other comic book characters commonplace.

Players must become Spider-Man by learning the PlayStation controller in its
entirety. Spider-Man can punch, kick, jump, and fire webbing fluid; this last
aspect of his repertoire takes the most control. The shoulder buttons are
used for taking aim and swinging Spider-Man from web lines. By combining the
Triangle button with the directional pad, players can spin seven other forms
of webbing, from a protective web dome to impact webbing. Mastering the
timing of these combos is essential, yet the occasional mistake will still be
unavoidable.

New to this sequel is an auto-aim feature that compensates for Spider-Man's
inability to turn in small degrees. Unfortunately, this new feature has
failings of its own. It works only with nearby targets, which Spidey can
usually hit automatically anyway. Plus, since firing webbing requires using
the directional pad, a slight mistiming of button presses can throw off the
aiming slightly, spoiling the shot.

The gameplay is also hit-or-miss. The sequel has a surplus of free range
levels, where Spider-Man must explore at his leisure to accomplish goals such
as collecting keys or disabling gun turrets. The approach for these levels is
not clearly defined, leaving players to wander around knowing what to do, but
not how to do it. Other levels have imprecise endpoints; Spidey can be
swinging along from building to building when he's suddenly interrupted by a
cinema furthering the story.

The boss encounters similarly fail to tingle one's spider-sense. The original
Spider-Man game demonstrated an intimate knowledge of Spidey's rogues
gallery, providing unique and innovative measures for defeating them. In the
sequel, the electric menace Shocker is defeated by... throwing crates at him?
I fail to see either the connection or the entertainment.

As with its predecessor, Spider-Man 2 showcases a variety of voice acting
talent. Each level is narrated by Spider-Man creator Stan Lee, who could just
as well be reading introduction balloons from comic panels. The cast is
replete with experienced voice actors who bring to life Electro, the Lizard,
Professor X, and other Marvel icons, and give witty retorts that add insult
to the injuries Spidey inflicts. The common thugs, however, have a limited
arsenal of speech; after hearing the same insipid threats over and over, I
fail to feel at all intimidated.

It is on this level of quality that the music makes its presence known. It
hums along in the background, failing to create any additional atmosphere for
the webhead's exploits. The title scene is utterly silent, blasphemously
devoid of even a hint of the well-known Spider-Man theme song.

Many developers tinker with game formulas to be innovative and provide fresh
gameplay experiences. Vicarious Visions wrongly decided such change was
necessary here. A repeat performance of the friendly neighborhood
wall-crawler's daring PlayStation adventure would've been a welcome addition
to any Spider-fan's gaming library. This game, by contrast, is left caught in
its web of gameplay issues.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 30-Oct-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 26,  Topic 25
Message 7          Sat Nov 03, 2001
KGAGNE [Ken]                 at 21:07 PDT

Ryan,

I won't be getting to Spider-Man 2's climax myself, Ryan, as the game isn't
fun enough to get that far.  According to a FAQ posted on gamefaqs.com, the
ending takes place on collapsing towers, which doesn't make sense - that's
what they were supposed to have changed.  So, I don't know what to say right
now.

-Ken

 ------------
Category 26,  Topic 25
Message 8          Thu Nov 15, 2001
KGAGNE [Ken]                 at 19:50 PDT

ACTIVISION'S SPIDER-MAN(r) ACHIEVES SONY COMPUTER
ENTERTAINMENT AMERICA'S "GREATEST HITS" STATUS

Santa Monica, CA - November 14, 2001 - Activision, Inc.'s (Nasdaq: ATVI)
Spider-Man for the PlayStation game console has been included in Sony
Computer Entertainment America's "Greatest Hits" series which features
PlayStation titles that have sold more than 400,000 or more units in North
America. The game has been repackaged with the "Greatest Hits" green stripe
and carries a suggested retail price of $19.99. Earlier this year, consumers
worldwide named Spider-Man the PlayStation Choice Awards' "Game of the Year."

Spider-Man is the first free-roaming, 3D action/adventure game featuring the
most recognized Super Hero of all time. Players can employ all of
Spider-Man's trademark skills, including web-slinging, wall-crawling, agility
and "Spider-Sense." Players must utilize Spider-Man's super strength and
superior wit to battle evil-doers and protect the innocent as they help solve
a variety of puzzles and defeat old and new super villains alike.

The game's sequel, Spider-Man 2: Enter Electro is currently available for the
PlayStation game console for a suggested retail price of $39.99 and is rated
"E" ("Everyone" -Violence - content suitable for persons ages 6 and older) by
the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com/.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.


Marvel, Spider-Man and related characters are trademarks of Marvel
Characters, Inc. and are used with permission. (2001 Marvel Characters, Inc.
All rights reserved.

# # #

 ------------
Category 27 Sony PlayStation 2
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:05 PST
Sub: General Hardware Discussion

General discussion of the Sony PlayStation 2 hardware.

 49 messages
 ************
 ------------
Category 27,  Topic 1
Message 1          Wed May 30, 2001
KGAGNE [Ken]                 at 15:56 PDT

I've heard that the PlayStation 2 is a noisy DVD player.  What about the
output quality?  Has anyone noticed any video or audio difference between a
PS2 and a dedicated DVD movie player?

-Ken

 ------------
Category 27,  Topic 1
Message 2          Wed May 30, 2001
KGAGNE [Ken]                 at 18:33 PDT

Dain,

> will the PS2 take any USB keyboard and Mouse or do you need some Sony one?

Good question!  The USB port is located in the front of the PS2, but the
manual says that it will not accept all USB devices.  I'm sure Sony will
release their own peripherals which will be required for "100% compatibility",
but many other devices will probably work just as well.

If I had some USB devices and games that used them, I'd try it myself. :)

-Ken

 ------------
Category 27,  Topic 1
Message 3          Sun Jun 03, 2001
KGAGNE [Ken]                 at 20:54 PDT

Sony's 128-bit machine has had its successes and failures in the short eight
months its been out in the States.  Have you bought a PlayStation 2 yet?  If
so, why?  If not, what would need to change to get you to buy one?

-Ken

 ------------
Category 27,  Topic 1
Message 4          Sun Jun 03, 2001
SYNDICOMM                    at 23:00 PDT

I'll buy one when the price is down to $99.  I don't spend more than $99 on a
game machine. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 5          Sat Jun 09, 2001
A2.RYAN                      at 09:47 PDT

 > Have you bought a PlayStation 2 yet?

I'm waiting for the Virtual Game Station update ;-)
-
Ryan
Chief Sysop Pro Tem

 ------------
Category 27,  Topic 1
Message 6          Wed Jul 11, 2001
KGAGNE [Ken]                 at 19:16 PDT

A PlayStation 2 bundle that includes Gran Turismo 3 is now available for $329.

The system normally retails for $299; the game, $54.

-Ken

 ------------
Category 27,  Topic 1
Message 7          Wed Jul 11, 2001
A2.DAIN [Dain]               at 21:15 PDT

Replying to 'Ken' in Category 27 Topic 1:

> A PlayStation 2 bundle that includes Gran Turismo 3 is now available
> for $329.
>
> The system normally retails for $299; the game, $54.

Personally, I think they need to drop the price down to $270 on the
system and $299 for the package.  Actually, I think it should be even
cheaper.

:)

Dain


 ------------
Category 27,  Topic 1
Message 8          Wed Jul 11, 2001
KGAGNE [Ken]                 at 21:40 PDT

Dain,

GameCube's only $200. :)

-Ken

 ------------
Category 27,  Topic 1
Message 9          Fri Aug 03, 2001
KGAGNE [Ken]                 at 16:29 PDT

Well, that's convenient.  It seems the PS2 firmware does not have any function
for formatting a memory card.  You just have to hope the game you're playing
has that feature.

WinBack somehow corrupted my memcard.  The PS2 identifies the corrupt data but
cannot delete it.  I don't mind losing everything else on the card - I haven't
found any good PS2 games to save data from yet - but finding a way to format
it is a PITA.

-Ken

 ------------
Category 27,  Topic 1
Message 10         Sat Aug 04, 2001
SYNDICOMM [Sheppy]           at 17:34 PDT

That sucks, Ken.  Kinda weird not to have a formatter integrated into the PS2.
Didn't the PSone have that ability?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 11         Sat Aug 04, 2001
KGAGNE [Ken]                 at 19:28 PDT

I forget if the PSOne had a format card ability; it's been awhile (2.5 years)
since I bought a new PSOne memory card. :)

-Ken

 ------------
Category 27,  Topic 1
Message 12         Fri Aug 24, 2001
KGAGNE [Ken]                 at 10:05 PDT

Many people have applauded the PlayStation 2's backward compatibility with
PSOne games, but I don't think it's as important as they make it out to be.
I think most people whose first PlayStation is a PS2 are probably not buying
PSOne games.  The main benefit is those people who already have many PSOne
games can continue to play them without having two systems connected
simultaneously.

The compatibility feature has also, IMHO, prolonged the life of PSOne games,
since developers know people still have the capability of playing them.  To
be sure, there are still some good games coming out, but what would they be
doing if PS2 was all they had to work with?  For example, once I have my
GameCube, I don't want developers wasting time creating Nintendo 64 games.

-Ken

 ------------
Category 27,  Topic 1
Message 13         Sat Aug 25, 2001
A2.DAIN [Dain]               at 18:17 PDT

Replying to 'Ken' in Category 27 Topic 1:

> The compatibility feature has also, IMHO, prolonged the life of PSOne
> games,
> since developers know people still have the capability of playing
> them.  To
> be sure, there are still some good games coming out, but what would
> they be
> doing if PS2 was all they had to work with?  For example, once I have
> my
> GameCube, I don't want developers wasting time creating Nintendo 64
> games

Well,
  I am one of those fools who have a SNES, NES and N64 all hooked up and
I would really like to only have one machine to play these all:)  There
are both good and bad points to backwards compatibility.  It is more of
a selling point than a feature that people really use.  I used to work
at a 24 hour fitness center once.  People really grooved on the fact
that we were open all the time.    It's too bad, only about 30 people
total actually used it 24 hours a day:)

Dain Neater



 ------------
Category 27,  Topic 1
Message 14         Sat Aug 25, 2001
KGAGNE [Ken]                 at 21:21 PDT

Dain,

> I am one of those fools who have a SNES, NES and N64 all hooked up and I
> would really like to only have one machine to play these all:)

Sure, but you didn't disconnect one system to upgrade.  I don't think people
would've tossed their PSOnes in the closet in order to connect a PS2 either.

-Ken

 ------------
Category 27,  Topic 1
Message 15         Sun Sep 23, 2001
KGAGNE [Ken]                 at 10:11 PDT

http://www.playstation2.com forwards surfers to www.scee.com - Sony Computer
Entertainment Europe.  Not very helpful for us American gamers.

-Ken

 ------------
Category 27,  Topic 1
Message 16         Tue Sep 25, 2001
KGAGNE [Ken]                 at 10:00 PDT

I just got off the phone with Sony technical support.  The official answer to
removing a corrupted block from a memory card:

It's impossible.

I cannot save data from the game that created the corrupted block (in this
case, WinBack).  My only choices are to continue using the card while avoiding
the game, understanding the possibility that there may be a physical defect
with the card and that more corruption may occur later; or to buy a new card.

Swell.  Thanks, Sony.

-Ken

 ------------
Category 27,  Topic 1
Message 17         Tue Sep 25, 2001
SYNDICOMM [Sheppy]           at 20:48 PDT

>>>Swell.  Thanks, Sony.

They won't replace a potentially defective card?  Losers.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 18         Wed Sep 26, 2001
KGAGNE [Ken]                 at 06:47 PDT

Sheppy,

Nope.  I bought the card three months ago and it is now beyond warranty.
Since the defect could've been created by a static discharge, they're likely
to say it's my fault, not theirs.

-Ken

 ------------
Category 27,  Topic 1
Message 19         Wed Sep 26, 2001
SYNDICOMM [Sheppy]           at 10:11 PDT

>>>Nope.  I bought the card three months ago and it is now beyond warranty.
Since the defect could've been created by a static discharge, they're likely
to say it's my fault, not theirs.

Ah... bummer.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 21         Thu Oct 25, 2001
KGAGNE [Ken]                 at 08:15 PDT

Sony intends to launch a Linux-powered version of the PlayStation 2.

http://www.pcworld.com/news/article/0,aid,67451,tk,dn102201X,00.asp

 ------------
Category 27,  Topic 1
Message 22         Thu Oct 25, 2001
SYNDICOMM [Sheppy]           at 13:06 PDT

>>>Sony intends to launch a Linux-powered version of the PlayStation 2.

More that they plan to ship a version of Linux that will run on the PS2.

That's creepy. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 23         Tue May 14, 2002
KGAGNE [Ken]                 at 06:50 PDT

The Sony PlayStation 2 has dropped in price from $299 to $199, putting it on
equal footing with the Nintendo GameCube.

Full story at

http://money.cnn.com/2002/05/14/technology/ps2_pricecuts/index.htm

 ------------
Category 27,  Topic 1
Message 24         Tue May 14, 2002
A2.DAIN [Dain]               at 21:51 PDT

I'd be more apt to get one at $199, but I still don't plan on it anytime soon.
I don't have the time for more than one game machine and the Mac and PC will
also hold their own with games...as does the SNES and all the other consoles I
have around here.

Dain
 ------------
Category 27,  Topic 1
Message 25         Sun Dec 08, 2002
KGAGNE [Ken]                 at 06:01 PDT

I remember on the PSX it was advised to not have the memory card inserted
when the system is turned on or off, to avoid data-damaging power surges.
Does anyone know if this is still the recommended course of action with the
PS2?  What about other systems, like the GameCube?

-Ken

 ------------
Category 27,  Topic 1
Message 26         Sun Dec 08, 2002
SYNDICOMM [Sheppy]           at 14:26 PDT

>>>I remember on the PSX it was advised to not have the memory card inserted
when the system is turned on or off, to avoid data-damaging power surges.

I never heard that... I wonder if the same advice stands for the PSone.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 27         Mon Mar 17, 2003
KGAGNE [Ken]                 at 07:24 PDT

An excellent PS2 Network Adaptor FAQ can be found at this URL:

http://boardsus.playstation.com/playstation/NetworkAdaptorFAQ

 ------------
Category 27,  Topic 1
Message 28         Sat Mar 22, 2003
KGAGNE [Ken]                 at 12:55 PDT

Five specially-colored, limited-edition PS2 models are now available for
purchase at

http://www.us.playstation.com/purchase\ps2_le/

Only $314.99 - such a deal!

 ------------
Category 27,  Topic 1
Message 29         Fri Aug 08, 2003
KGAGNE [Ken]                 at 12:00 PDT

The EyeToy was touted at a $29.99 peripheral, yet both GameStop and
Electronics Boutique are advertising a price tag of $49.99 for when it is
released in October.

 ------------
Category 27,  Topic 1
Message 30         Fri Sep 05, 2003
KGAGNE [Ken]                 at 12:57 PDT

Ken Kutaragi has confirmed that the PS3 will play PS2 games.

 ------------
Category 27,  Topic 1
Message 31         Sat Sep 06, 2003
A2.DAIN [Dain]               at 22:29 PDT

Replying to 'Ken' in Category 27 Topic 1:

> Ken Kutaragi has confirmed that the PS3 will play PS2 games.

Any word on PSOne games?

Dain


 ------------
Category 27,  Topic 1
Message 32         Wed Oct 15, 2003
KGAGNE [Ken]                 at 14:00 PDT

Sony is rumored to be dropping the price of the PS2 in mid-November to $99,
to compete with the astonishing sales Nintendo has experienced since the
GameCube dropped to that price last month.

-Ken

 ------------
Category 27,  Topic 1
Message 33         Wed Oct 15, 2003
SYNDICOMM [Sheppy]           at 14:15 PDT

>>>Sony is rumored to be dropping the price of the PS2 in mid-November to $99

That's a heck of a price drop from where it started.  What's it selling for
now?

I'd be much more interested in the PS2 than the GameCube.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 34         Wed Oct 15, 2003
KGAGNE [Ken]                 at 18:54 PDT

Sheppy,

The PS2 is selling for $179 right now.  I would think a price tag of $149 or
even $129 to be a more logical move.

What makes a PS2 more appealing to you than the GameCube?

-Ken

 ------------
Category 27,  Topic 1
Message 35         Wed Oct 15, 2003
SYNDICOMM [Sheppy]           at 22:43 PDT

Traditionally, the Playstation machines have a better selection of "grown up"
games than Nintendo machines.  From what I've seen, Playstation has a better
selection of real-time strategy and FPS games, and fewer titles that are
semi-cartoonish in nature.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 27,  Topic 1
Message 36         Thu Oct 16, 2003
KGAGNE [Ken]                 at 05:46 PDT

Shep,

If what you want are strategy and FPS games, don't you get that from your
computers?

-Ken

 ------------
Category 27,  Topic 1
Message 37         Thu Oct 16, 2003
A2.DAIN [Dain]               at 20:03 PDT

Replying to 'Sheppy' in Category 27 Topic 1:

> Traditionally, the Playstation machines have a better selection of
"grown
> up"
> games than Nintendo machines.  From what I've seen, Playstation has a
> better selection of real-time strategy and FPS games, and fewer titles
> that are semi-cartoonish in nature.

I will have to agree with Ken.  None of the Consoles have anything even
close to the FPS and strategy games that the Computers have.  I've tried
to like FPS games on the consoles, but the only one I've enjoyed has
been Metroid and that is because it did much of the aiming for you.  You
just can't be precise with the controllers that are offered.

Of course if you are into Sports Games, Action Adventure games, Dance
Dance Revolution:), or the console RPG style than a console is for you:)
 I do like console racing games better as well, but mostly because I
don't have a computer wheel.

Dain


 ------------
Category 27,  Topic 1
Message 38         Fri Oct 17, 2003
SYNDICOMM [Sheppy]           at 07:09 PDT

>>>If what you want are strategy and FPS games, don't you get that from your
computers?

Ah!  That's why I've said in other topics recently that I'd come to the
conclusion that I'm better off sticking with games on my Mac. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 39         Fri Oct 17, 2003
KGAGNE [Ken]                 at 11:11 PDT

Sheppy,

> Ah! That's why I've said in other topics recently that I'd come to the
> conclusion that I'm better off sticking with games on my Mac. :)

Exactly.  Don't get a PS2, because those games duplicate your computer.  Get a
machine like the GameCube, which doesn't. :)

-Ken

 ------------
Category 27,  Topic 1
Message 40         Sun Oct 19, 2003
SYNDICOMM [Sheppy]           at 00:26 PDT

>>>Exactly.  Don't get a PS2, because those games duplicate your computer.
Get a machine like the GameCube, which doesn't. :)

Except that with only a couple of exceptions, GameCube doesn't have amuch I
want to play. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 1
Message 41         Sun Oct 26, 2003
KGAGNE [Ken]                 at 08:54 PDT

Popular Science briefly details the new EyeToy accessory:

http://www.popsci.com/popsci/computers/article/0,12543,525687,00.html

 ------------
Category 27,  Topic 1
Message 42         Fri Nov 21, 2003
KGAGNE [Ken]                 at 20:02 PDT

Mad Catz puts out a PlayStation 2 controller called the RetroCON.  It's
rectangular-shaped and, at first blush, looks very much like a classic NES
controller.  Pretty neat. :)

-Ken

 ------------
Category 27,  Topic 1
Message 43         Fri Jan 09, 2004
KGAGNE [Ken]                 at 14:45 PDT

Sony is giving away one million dollars to a random person who buys a PS2 and
registers its serial number on their web site.

No purchase is necessary; for the price of a stamp, you may request a random
serial number be emailed to you, which you may then enter on their web site.

The drawing will be held on Jan 26th.  More details at
http://www.playstationmillion.com

-Ken

 ------------
Category 27,  Topic 1
Message 44         Tue Mar 23, 2004
A2.DAIN [Dain]               at 20:27 PDT


Is the 40GB drive that comes with Final Fantasy going to get any other use,
other than for Final Fantasy??

It's a nice option, but it seems that it's going to be little used.

Dain

 ------------
Category 27,  Topic 1
Message 45         Wed Mar 24, 2004
KGAGNE [Ken]                 at 04:49 PDT

Yes, future games (and I think some current ones, such as SOCOM II, maybe)
will utilize the hard drive.

It does seem rathr late in the system's life to be introducing such a
peripheral, however.

-Ken

 ------------
Category 27,  Topic 1
Message 46         Tue Mar 30, 2004
A2.DAIN [Dain]               at 19:55 PDT


I read an article that Sony expects the shelf life of the Sony PS2 to hit 10
years.   I'm wondering if this isn't actually a breath of sanity in the console
industry.  Having to revamp and re-tool every 5 years has to be very costly.

I'm not sure I see that happening, since it might force the gaming industry to
innovate creatively instead of with the rehashes that seem to abound as of
late.

Dain
 ------------
Category 27,  Topic 1
Message 47         Tue Oct 05, 2004
KGAGNE [Ken]                 at 20:11 PDT

ToCA Race Driver 2 Roars Into Stores

Critically Acclaimed Racing Title Now Available for PlayStation(R)2

New York (Oct. 5, 2004) - Codemasters, a leading global publisher of
interactive entertainment, announced today that its acclaimed racing
simulation game, ToCA Race Driver 2, has shipped to North American retail
outlets for the PlayStation(R)2 computer entertainment system, complete with
online play.

"As ToCA Race Driver 2 has become a must-have for Xbox(R) and PC racing fans,
we're thrilled to bring this title to PlayStation 2 users," said Marc
Bennett, North American President, Codemasters. "With head-to-head online
play, stunning graphics and a huge variety of motorsports, we expect ToCA
Race Driver 2 for PlayStation 2 to stack up well against other top racing
titles this season."

Whether online or offline, players can compete in a multitude of motorsport
events against a host of deadly rivals, all out to claim victory for
themselves. In ToCA Race Driver 2, it's all about winning and there's no room
for Sunday drivers on these circuits. Drivers must fulfill their team's
objectives to earn a place in the next event; with each success, drivers will
unlock more tracks, vehicles and competitions.

Plus players can take it online and compete in races with up to 8 players
simultaneously. The game's online multiplayer modes lets players devise their
own championship for others to join, or search specifically for the kind of
competition they want; alternatively drivers can just jump straight into the
racing action. Players can judge their skill using the global rating system,
or maintain a Friends List of favorite competitors. Full voice support allows
all 8 players to talk with each other at any time, with no restrictions.

With more than 50 global racing circuits, ToCA Race Driver 2 comes to
PlayStation 2 with extra content including an additional circuit, Spain's
Catalunya, and an enhanced Championship structure that allows for 99
additional car and track combinations. Drivers will start as professionals -
there are no boring "tests" to take before playing the game - the first car
is the awesome Ford GT!

Featuring more motorsports than any other racing game, ToCA Race Driver 2 is
now available for PlayStation 2. Fans can get a taste of life in the fast
lane with images and videos at the game's dedicated website at
www.codemasters.com/tocaracedriver2
<http://www.codemasters.com/tocaracedriver2>

ToCA Race Driver 2 Key Features:


* ToCA Race Driver 2 is a real simulator: real performance cars, real damage,
real physics and real driver AI created by Codemasters' renowned motor racing
game studio.
* The most diverse range of motorsports in any one game - 15 different racing
styles over 33 championships.
* Start as a professional: get the top supercars from the start and drive the
best.
* 52 circuits - more real life and accurately modeled circuits than ever
before.
* High detail car models, each with individual realistic handling.
* Realistic damage - you can't have a "simulator" without damage.
* Go beyond ultimate - PS2 hardcore "Pro-Sim mode" for total realism!
* Race your friends - head-to-head online gameplay for up to 8 players.
* Global Rating System - gain or lose championship points depending on your
results.
* Full voice support - talk to everyone at once with no restrictions.
* Friends List - invite your friends to race or join their races when they
are online.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

# # #

 ------------
Category 27,  Topic 1
Message 48         Thu Apr 13, 2006
KGAGNE [Ken]                 at 05:38 PDT

Is the PS2 hardware going to see a price drop by the end of April?

http://money.cnn.com/2006/04/12/commentary/game_over/column_gaming/index.htm

 ------------
Category 27,  Topic 1
Message 49         Thu Apr 20, 2006
KGAGNE [Ken]                 at 15:20 PDT

NEW YORK (CNNMoney.com) - As it prepares the coming out party for the
PlayStation 3, Sony has taken steps to keep PlayStation 2 in the spotlight.
And on Thursday, the company dropped the price of the video game machine from
$149 to $129.

The widely expected move, along with a recent discounting of the company's
handheld gaming system the PSP, gives Sony momentum as it heads into E3, the
video game industry's annual trade show, where the PS3 is expected to have a
sizable presence.

Story continues at
http://money.cnn.com/2006/04/20/technology/personaltech/ps2prices/index.htm

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:05 PST
Sub: General Software Discussion

General discussion of Sony PlayStation 2 games.

 122 messages
 ************
 ------------
Category 27,  Topic 2
Message 1          Thu May 24, 2001
KGAGNE [Ken]                 at 20:36 PDT

Legend of Legaia and Wild Arms, two PlayStation RPGs, will receive PS2
sequels, it was announced this week.

The original Wild Arms was one of the two games that initially sold me on the
PSX, and I know Tony Ward is a LoL fan, so I thought I'd mention it. :)

-Ken

 ------------
Category 27,  Topic 2
Message 2          Tue May 29, 2001
A2.DAIN [Dain]               at 22:53 PDT

As a person who really donsn't follow the Sony Consoles that much, I
have seen a demo video of Baldur's Gate: Dark Vengence for the PS2.  It
looked to be an Action RPG(and I mean lots of action) similar in genre
to the Diablo game.  This is a question pointed at Ken.  Did you get to
see this game at E3, and if so...did it seem like a quality title?


Just Curious,
Dain Neater



 Moving fast is not the same as going somewhere.


 ------------
Category 27,  Topic 2
Message 3          Wed May 30, 2001
KGAGNE [Ken]                 at 07:46 PDT

Dain,

Unfortunately, I did not play Baldur's Gate: Dark Vengeance for PS2.  I'm
still grumbling about the original BG's cancellation for Dreamcast. :\

I assume BG:DV will be a direct port from the PC game, though with not as tidy
an interface (unless you buy a PS2 keyboard, mouse, etc.).

I prefer my RPGs a bit less action-packed, thanks. :)

-Ken

 ------------
Category 27,  Topic 2
Message 4          Wed May 30, 2001
SYNDICOMM                    at 13:40 PDT

>>>Unfortunately, I did not play Baldur's Gate: Dark Vengeance for PS2.  I'm
still grumbling about the original BG's cancellation for Dreamcast. :\

I never figured out the appeal to Baldur's Gate.  It's slow with a lousy
interface and horribly difficult gameplay.  Playing AD&D without a GM renders
the game complicated and usually no fun.  The thing that makes it fun is
having a GM that can react to you and work with your individual talents and
capabilities, and who can fudge the way the game is going now and then to keep
it fun and engaging.

Taking that away leaves you with a vast and complex rule system that tends to
be very abusive toward low-level characters, which doesn't work well, IMHO, in
a computer or video game.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 5          Wed May 30, 2001
KGAGNE [Ken]                 at 13:57 PDT

> Playing AD&D without a GM renders the game complicated and usually no fun.

Do you feel that way about all RPGs?  Bard's Tale, Pool of Radiance, and
Silvern Castle are still enjoyable, IMHO.

Also, I'd rather play AD&D without a GM, than with a bad one. :)

-Ken

 ------------
Category 27,  Topic 2
Message 6          Wed May 30, 2001
A2.DAIN [Dain]               at 17:06 PDT

Replying to 'Ken' in Category 27 Topic 2:

> I assume BG:DV will be a direct port from the PC game, though with not
> as tidy
> an interface (unless you buy a PS2 keyboard, mouse, etc.).

Ken,
  The demo I saw is nothing like the PC version of Baldur's Gate.  More
like Gauntlet.  Baldur's gate on the PC was a classic pseudo turn
based/pseudo realtime party based RPG.  It must be said that the
interface to Baldur's Gate on the PC wasn't anything to write home
about.  Many of the problems were fixed for Baldur's Gate II: Shadows of
Amn and Icewind Dale, these Mouse controlled RPGs are always a bit funky
to me though.  The PS2 BG isn't an RPG if you ask me..more like an
action game with RPG elements.

BTW, will the PS2 take any USB keyboard and Mouse or do you need some
Sony one?



 Dain Neater



 ------------
Category 27,  Topic 2
Message 7          Wed May 30, 2001
KGAGNE [Ken]                 at 18:31 PDT

Dain,

If you want a Gauntlet-like game for the PS2, try Gauntlet Dark Legacy, the
sequel to Gauntlet Legends.  I liked GL and am looking forward to trying GDL
(and would be reviewing it this week, if Dark Cloud hadn't just come out).

-Ken

 ------------
Category 27,  Topic 2
Message 8          Wed May 30, 2001
SYNDICOMM                    at 18:33 PDT

>>>Do you feel that way about all RPGs?  Bard's Tale, Pool of Radiance, and
Silvern Castle are still enjoyable, IMHO.

Bard's Tale and Silvern Castle were designed to be computer games.  Pool of
Radiance is based on AD&D, and it suffers some of the problems I mentioned
(hard to keep low-level characters alive, etc).

I'm talking about adaptations of AD&D rules.  AD&D is a hard game to play,
based on how the rules work, without a kind and forgiving GM.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 9          Thu May 31, 2001
A2.DAIN [Dain]               at 09:06 PDT

Replying to 'SYNDICOMM' in Category 27 Topic 2:

> I'm talking about adaptations of AD&D rules.  AD&D is a hard game to
> play,
> based on how the rules work, without a kind and forgiving GM.

We played a bit of the AD&D in the day...(not a lot) but we threw half
the rules out, because it just wasn't fun.  To me games are ruined by
extreme realism.  Encumbrance and movement was always somethings we
ignored, that is something that if it is handled by computer it is
actually fine.  The AD&D rules are definitely killer on the new players,
but then again. Start playing Bard's Tale: Tales of the Unknown on the
Apple IIe and your low level characters will die all the time.  One
thing I usually do in computer role playing games is cheat.  I just jack
all my stats up to the best you can get.  Otherwise it takes 6 years to
get started and still having your players live.



 Dain Neater



 ------------
Category 27,  Topic 2
Message 10         Thu May 31, 2001
SYNDICOMM                    at 09:15 PDT

My Bard's Tale characters didn't die near as often as my characters in AD&D
type games.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 11         Thu May 31, 2001
KGAGNE [Ken]                 at 10:00 PDT

Sheppy wrote:

> Bard's Tale and Silvern Castle were designed to be computer games. Pool of
> Radiance is based on AD&D, and it suffers some of the problems I mentioned
> (hard to keep low-level characters alive, etc).

Heh - I can't keep my low-level characters alive in Silvern Castle. <g>

-Ken

 ------------
Category 27,  Topic 2
Message 12         Thu May 31, 2001
SYNDICOMM                    at 10:57 PDT

>>>Heh - I can't keep my low-level characters alive in Silvern Castle. <g>

OK, granted.  Neither can I.  Which actually goes to prove my point, sort of
-- I quit playing it pretty much after several frustrating days of replacing
characters every few minutes.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 13         Thu Jun 07, 2001
KGAGNE [Ken]                 at 12:20 PDT

Title       : DARK CLOUD
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Teen
Game Rating : 5.7
Review by   : Ken Gagne

Dark Cloud, a PlayStation 2 game from Sony, thrusts players right into the
action with this brief prologue:

A peaceful celebration in the simple village of Norune is shattered when the
Dark Genie awakes from a 400-year slumber. Commanded by the evil Flag, the
genie ravages the world, but not before the benevolent Fairy King works his
subtle magic. The village buildings and people were not destroyed, but sealed
in giant Pokeball-like spheres which only our hero, Toan, can recover. It's
similar to the Super Nintendo game Soul Blazer: as the hero explores the
dungeon, more of the town is rebuilt and more items and clues become
available. After finding and releasing the Pokeballs in local dungeons, Toan
must combine accessories with buildings to complete each locale, then place
them on a blank landscape.

Despite this setting, Dark Cloud is typical of a modern trend in role-playing
games that emphasizes player freedom over structured storytelling. Dark Cloud
exhibits this trend in the aimless nature of the dungeons. Each floor is
randomly generated upon entry, so no two gaming sessions are alike. Though
this method of planning creates a high replay value, it deprives the catacombs
of any deliberate design, which explains why there are no hidden rooms, or why
a vital item is as likely to be guarded by a powerful monster as it is to be
lying in a corridor. As any Dungeons & Dragons player can tell you, there's
nothing like an ingenious dungeon - and in Dark Cloud, there's nothing like an
ingenious dungeon.

It may be unfair to expect such detail from Dark Cloud, however, as it is more
an adventure game than an RPG. Battles occur in real-time, not in the
menu-driven or turn-based fashions of RPGs. It's like Zelda 64, only faster
paced, and lacking much of the strategy. Most victories come from quick
button-mashing, though the occasional magic item will produce superior
results.

Toan's weapons are of the high-maintenance variety. Each blow a sword strikes
weakens the weapon, until finally it irreplaceably breaks. The only preventive
measure is Repair Powder, an item that restores a weapon to its full status.
This "feature" is an unnecessary irritation. At the beginning of the game,
when player deaths are frequent, Repair Powder can be expensive and occupies
valuable slots in Toan's inventory. It is difficult to judge the damage a
weapon will suffer per blow, so players must always keep an eye on the damage
meter and err on the side of caution. If a weapon breaks, it's gone forever,
so you might as well reboot. The more a weapon is used, the more powerful and
customized it becomes, which makes the loss of a weapon all the more painful.

It is not so easy to criticize Dark Cloud's graphics. Toan's world is bright,
colorful, and easy to navigate. Multiple characters can be animated
simultaneously, effortlessly filling the screen with movement. The dungeons
have different styles, from caves to forests, but the levels within individual
dungeons look the same, thanks to their random fashion.

Anyway, Dark Cloud gets the big things right, but stumbles on some finer
graphic details. For example, Toan is shown opening all treasure chests and
Pokeballs from the south, regardless of the direction from which he approached
them. The animation also lacks details of his surroundings. Opening a chest
only to have the game resume with Toan facing east, ringed by foes, can be
disorienting.

Though the dungeon levels are random, the music is the same - over and over
and over. It hints of faraway places, but continues to do so for the many
hours it takes to overcome a single dungeon.

Dark Cloud is a 128-bit version of old computer favorites Rogue, Moria, and
Dungeon Hack. The relatively simplistic gameplay has been dressed up with a
unique weapons system, and a dash of SimCity for good measure. Despite these
additions, Dark Cloud is a repetitive and unoriginal adventure-RPG. It is a
dark cloud on the PS2, just not the way Sony intended.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to be
distributed without permission.
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 ------------
Category 27,  Topic 2
Message 14         Thu Jun 07, 2001
SYNDICOMM                    at 15:41 PDT

Dark Cloud sounds a little bit like a simplified form of Diablo.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 15         Thu Jun 07, 2001
KGAGNE [Ken]                 at 18:34 PDT

Shep,

I haven't played Diablo, but from what I've seen of it, it's an overhead of
3/4ths-perspective game, similar to Baldur's Gate.  Dark Cloud is a more
traditional 3rd-person, over-the-shoulder game.

I don't know enough about Diablo to compare or contrast further.

-Ken

 ------------
Category 27,  Topic 2
Message 16         Thu Jun 07, 2001
SYNDICOMM                    at 22:36 PDT

Well, I meant in terms of how the game's maps are created and the theory of
gameplay rather than the game interface.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 17         Mon Jun 11, 2001
KGAGNE [Ken]                 at 20:08 PDT

Title       : GAUNTLET DARK LEGACY
Platform    : Sony PlayStation 2
Publisher   : Midway
ESRB Rating : Teen
Game Rating : 7.2
Review by   : Ken Gagne

This age of video games is rampant with revitalized classics - oldies given a
modern facelift. Some of them are surprisingly fun and innovative, and spawn
sequels of their own.

Gauntlet Dark Legacy, a PlayStation 2 game from Midway, is an example of such
a phenomenon. Gauntlet was an old game that was made fresh a few years ago by
the new Gauntlet Legends. Dark Legacy, however, is so similar to Legends as to
hardly be worth noticing.

Gauntlet Dark Legacy is an action-adventure game in a Dungeons & Dragons-like
setting. Up to four players can adopt the personas of 16 different characters,
such as the Knight, Jester, or Medusa. Eight worlds of mazes and monsters,
countless hordes of enemies, and many magical items and artifacts await brave
adventurers.

If some of those worlds appear familiar, they should: they were lifted from
Dark Legacy's predecessor, Gauntlet Legends. Though the levels have been
fitted with new enemies and items for the sequel, the actual designs are
identical to the previous game, making this not so much a sequel as an upgrade
or expansion that relies on its dark legacy a bit too much.

Moving from world to world has changed a bit, though. Golden items and
crystals (sometimes as many as a hundred) must be acquired to unlock gates to
new areas. If you've finished the areas available to you and are ready to
progress, you better have the required items. Otherwise, with no way of
telling where you overlooked an item, you'll need to re-explore many previous
levels for missed nooks and crannies - which is even more boring if you've
already seen these levels in Gauntlet Legends.

The world of Gauntlet is not entirely without changes. Featured in the
controls are several new commands. A slow, strong attack and a weak, quick one
are differentiated on the control pad. A strafe button is also available, but
more useful is the "Robotron" controller configuration, which uses both analog
sticks to separate movement and firing directions.

It is no longer possible for players to store limited-use items for later use,
or for sale between levels; all weapons are immediately accoutered and quickly
depleted. This method of item use makes the game more challenging, but is an
improvement to overall gameplay. In Gauntlet Legends, I knew a few pack rats
who sold their spoils in exchange for higher stats, which struck me as
ignoble. Now they'll have to struggle along like the rest of us, slaying
goblins for experience points. Ha!

Goblin-hunting on the PlayStation 2 looks better than it ever did on the PSOne
or Nintendo 64. The characters are large, and enjoy showing off unique combat
moves. Some tougher foes, such as dragons, are a bit stiff in their movements,
and the auto-camera can be a bit disorienting, despite the help of a compass,
but the general atmosphere is one of graphical delight.

As with the previous Gauntlet, the music is outstanding, and fits the
fantastical theme. While spelunking the depths of ancient catacombs, melodies
that carry the player to foreign places are neither subtle nor obtrusive.

If "works well with others" is one of your strong points, then invite some
friends into the catacombs. The varying strengths and weaknesses of the
different player classes can complement each other nicely, assuming the two to
four of you can agree on covering each other's backs and choosing a direction
in which to charge.

Dark Legacy has plenty of fun moments, and it looks, sounds, and controls like
a dream. Recycling levels from a previous game is a disappointing surprise
that should have been advertised - perhaps the game could've been more aptly
named "Gauntlet Legends v2.0". A further frustration is the number of
gauntlets a player must run before accessing the next world. If you can
overcome these challenges, then Dark Legacy is worth a shot.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to be
distributed without permission.
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 ------------
Category 27,  Topic 2
Message 18         Thu Jun 14, 2001
KGAGNE [Ken]                 at 20:14 PDT

Anyone looking forward to any PS2 games this year?  I think the system is
still lacking any decent titles, though Gran Turismo next month (July 10th, I
believe) might be the first.  Silent Hill 2 and Metal Gear Solid 2 (in that
order, IMHO), are gotta-haves.

It's going to be an expensive Christmas. :)

-Ken

 ------------
Category 27,  Topic 2
Message 19         Fri Jun 15, 2001
A2.DAIN [Dain]               at 12:07 PDT

Replying to 'Ken' in Category 27 Topic 2:

> Anyone looking forward to any PS2 games this year?  I think the system
> is
> still lacking any decent titles, though Gran Turismo next month (July
> 10th, I
> believe) might be the first.  Silent Hill 2 and Metal Gear Solid 2 (in
> that
> order, IMHO), are gotta-haves.
>
> It's going to be an expensive Christmas. :)

Ken,
  I have only played four different games on the PS2.  Some game racing
4x4 ATVs, a Baseball game, Crazy Taxi and Gran Turismo A-spec. Of those,
I think only Gran Turismo seemed appealing to me.  I don't know for
sure, because I only played one track.  It seemed fun, but I am not sure
if that is because it was hilarious to watch the replay of me wrecking
all over the place to Kickstart My Heart from Motley Crue.


Dain


 ------------
Category 27,  Topic 2
Message 20         Fri Jun 15, 2001
KGAGNE [Ken]                 at 14:14 PDT

Dain,

> Kickstart My Heart from Motley Crue.

Sounds like they redid the soundtrack in the PS2 version of Crazy Taxi;
originally, the tunes were provided by the bands Offspring and Bad Religion.

Where did you play Gran Turismo 3 A-Spec on PS2?  It's not out yet, as far as
I know.

-Ken

 ------------
Category 27,  Topic 2
Message 21         Sat Jun 16, 2001
A2.DAIN [Dain]               at 12:44 PDT

Replying to 'Ken' in Category 27 Topic 2:

>|Kickstart My Heart from Motley Crue.
>
> Sounds like they redid the soundtrack in the PS2 version of Crazy
> Taxi;
> originally, the tunes were provided by the bands Offspring and Bad
> Religion.
>
> Where did you play Gran Turismo 3 A-Spec on PS2?  It's not out yet, as
> far as
> I know.

Ken,
  I think you misunderstood me.  Kickstart My Heart was from Gran
Turismo A-spec.  It played during the replay feature after you race was
finished.  There is a one track demo that as far as I know was set out
to all the various mall chain stores.  I played it at Software, Etc.  It
has a time limit on it so you can only play the race for like a minute
and a half.


I don't remember what the Crazy Taxi soundtrack was.

Dain


 ------------
Category 27,  Topic 2
Message 22         Sat Jun 16, 2001
KGAGNE [Ken]                 at 13:25 PDT

Dain,

Oops.  I misread your original message, sure enough.  Sorry 'bout that. :)

-Ken

 ------------
Category 27,  Topic 2
Message 23         Mon Jul 02, 2001
KGAGNE [Ken]                 at 19:59 PDT

Title       : ESCAPE FROM MONKEY ISLAND
Platform    : Sony PlayStation 2
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 7.5
Review by   : Ken Gagne

Escape from Monkey Island is the fourth game in a long-running computer game
series, and the first one LucasArts has ported to the PlayStation 2. Video
gamers unacquainted with its computer ancestry can expect a uniquely witty -
but at times, detached - experience.

The hero of Monkey Island is Guybrush Threepwood, dim-witted do-gooder,
famous vanquisher of the Demon Zombie Ghost Pirate LeChuck. Upon returning
from a three-month honeymoon, his wife, the piratical governor Elaine Marley,
finds her island being overtaken by a mysterious land developer. While she
fights the courts, it's up to players as her loving husband to get the bottom
of this mystery - which proves to be deeper than anyone suspects.

This quest is conducted across rendered landscapes. Guybrush can walk where
he pleases, switching to a larger island map when he leaves the general
vicinity of a city or other location. Walking is not what will occupy most of
Mr. Threepwood's time, however.

The main activity on Monkey Island is interrogation. The tropical residents
have clues to Guybrush's quests, but only if he asks the right questions.
Players will need to talk to every person on every topic, sometimes more than
once.

Each line of dialogue is spoken with some of the best voice acting heard in a
video game. Each character is a walking mass of comedy, with just the right
voices, tones, and inflections to deliver his or her lines. Some jokes are
predictable, others unexpected (especially for a video game); you'll be
laughing - and groaning! - your way through this game.

This acting occurs in an equally comical setting. The cartoonish appearance
of Guybrush's world is courtesy of computer animation. The pirate and his
cronies are colorful, but outside the full motion video sequences, many are
incapable of a range of facial expressions. The finest details populate the
surroundings, from the twitching of the bartender's hand to the small items
resting on a desk.

Monkey Island's sense of humor pervades the gameplay. Guybrush finds himself
in such riotous situations, he'll need some help to get out. To solve
puzzles, players will need to be creative in how they use their inventory.
Combining a duck with a broom and a bottle of Grog is not something expected
of the average gamer. Get used either to such zaniness, or to getting stuck.

The strength of this game is that anyone can play without fear of losing.
There's no demand for quick reflexes or the memorization of long strings of
commands. You can monkey around as much or as little as you like; the game
will still be there when you're ready to proceed.

The downside is that there's not much to do on Monkey Island other than talk
and listen to people. The questions that in other games would seem a waste of
time, in Monkey Island might reveal essential clues. You'll spend more time
sitting back listening than actually exploring and solving puzzles. The genre
could best be described as "interactive mystery," better suited to a radio
play than a video game.

If you enjoy working with your brain (and the occasional banana), as opposed
to aping around with button-mashing, set sail for Monkey Island. There's
plenty to see and hear, if not do, in this game that's funnier than a barrel
full of... you know.
_________________________________________________________________
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 ------------
Category 27,  Topic 2
Message 24         Mon Jul 09, 2001
KGAGNE [Ken]                 at 19:19 PDT

Gran Turismo 3 comes out tomorrow.

 ------------
Category 27,  Topic 2
Message 25         Tue Jul 10, 2001
SYNDICOMM [Sheppy]           at 07:14 PDT

>>>Gran Turismo 3 comes out tomorrow.

Coolness.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 26         Fri Jul 13, 2001
KGAGNE [Ken]                 at 20:54 PDT

On Wednesday, our store sold the entire stock of 80 copies of Gran Turismo 3,
70 of which were preordered.

We've since been replenished with another 30 copies.  Not sure how long those
will last.

-Ken

 ------------
Category 27,  Topic 2
Message 27         Wed Jul 18, 2001
A2.RYAN                      at 22:59 PDT

> On Wednesday, our store sold the entire stock of 80 copies of Gran
> Turismo 3, 70 of which were preordered.

Geez, is it that good?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem, Palm OS, Page 590
CoPilot v2.55
Alpha Offline Syndicomm.com Message Manager


 ------------
Category 27,  Topic 2
Message 28         Thu Jul 19, 2001
KGAGNE [Ken]                 at 06:16 PDT

>> On Wednesday, our store sold the entire stock of 80 copies of Gran
>> Turismo 3, 70 of which were preordered.

> Geez, is it that good?

It's prolly the best racer on PS2.

-Ken

 ------------
Category 27,  Topic 2
Message 29         Tue Jul 31, 2001
KGAGNE [Ken]                 at 21:23 PDT

Title       : GRAN TURISMO 3 A-SPEC
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Everyone
Game Rating : 8.7
Review by   : Ken Gagne

As possibly the first mass-market 128-bit system, the PlayStation 2 holds
astonishing capabilities for unique and innovative titles, offering gameplay
unseen on any other console.

Oddly enough, the PS2's first "killer app" is one of the best entries into
one of the oldest genres there is. Enter Gran Turismo 3 A-Spec, from Sony.

GT3 is a simulation racer, which is of a slightly different form than an
arcade racer. In a sim, attention is paid to detail and realistic gameplay.
GT3 drivers are best served by understanding gear ratios and torque settings.
There are no jumps, no shortcuts, and no balloons to pop in a game such as
this.

But there's plenty that GT3 does have. Cars, for example. The Gran Turismo
series is well populated with car models from dozens of manufacturers. Ford,
Dodge, Shelby, and many others offer their machines with actual
specifications, making this game a car enthusiast's dream come true.

There are also plenty of tracks, but not enough to warrant the vast number of
cups and circuits. Players who proceed through all that the game has to offer
will encounter the same courses several times, with some tracks identical to
earlier Gran Turismo courses.

For those unfamiliar with the series, GT3 can be a tough game to crack.
Players begin with a small budget competing in small-time cups, trying to
earn money to purchases better cars and parts. The lack of speed isn't only
in the game's progression. If you're looking to hop into an Audi or Cobra
right out of the starting gate, look elsewhere; you'll need to slowly work
your way up from a Mazda Miata or Ford Taurus in this game. It's hard to get
excited over the sense of speed a 115 horsepower machine provides when you
know there are 700 HP toys out there.

The gameplay has improved very little since the original Gran Turismo. The
controls, gameplay, and goals are identical. What changes do exist are minor.
The menu system by which players access the game's various parts has been
greatly optimized: all car dealers are accessed under a single submenu, as
are tune-ups, licenses, and races. The package advertises realistic racers
that flaunt the PS2's heralded "Emotions Engine," but I've yet to encounter
computer driving that I'd describe as excited or jealous.

To balance the lack of gameplay innovation, this new installment's graphics
are lightyears beyond its predecessors, with visuals that are as detailed as
the cars. As is often the case, the instant replays look better than the
actual gameplay, but not by much. Windshields show reflections of stage
lighting, individual branches on trees whiz by, and other minutia serve to
astound.

But having played and been wooed by Vanishing Point on the Dreamcast, I can't
say that GT3 is lightyears beyond anything else on the market. It's a big
step up from other Gran Turismos, but it's a step in a direction many other
racers have taken since.

In my history books, Gran Turismo pioneered racing to vocal tunes. Lenny
Kravitz, Motley Crue, and Snoop Doggy Dogg continue that tradition with songs
on GT3's soundtrack. Though the music is great to race to, it wasn't designed
around the game, nor vice versa, and occasionally lacks the appropriateness
that other video games with unique soundtracks exhibit. Syncing the instant
replays to the music is a rare and unexpected feature, though.

Many people will claim that Gran Turismo 3 is the best racer on the
PlayStation 2, sporting the best graphics of any system. It'd be hard to
argue with that, and the graphics do make GT3 a worthy upgrade from GT2 - but
in all other departments it seems to me the the series is just spinning its
wheels.
_________________________________________________________________
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 ------------
Category 27,  Topic 2
Message 30         Sat Aug 11, 2001
KGAGNE [Ken]                 at 19:57 PDT

September 25th is a HUGE day for the PlayStation 2!  The following games
all ship that day:

Silent Hill 2
Legacy of Kain: Soul Reaver 2
Spy Hunter
ICO

Additionally, Syphon Filter 3 for the PSOne ships that day.

I think I'll need to take a month off from work. <g>

-Ken

 ------------
Category 27,  Topic 2
Message 31         Mon Aug 13, 2001
KGAGNE [Ken]                 at 21:13 PDT

Title       : KLONOA 2
Platform    : Sony PlayStation 2
Publisher   : Namco
ESRB Rating : Everyone
Game Rating : 7.1
Review by   : Ken Gagne

Klonoa is back - not the cooking oil, but the run-and-jump hero with hands
for ears. Klonoa 2: Lunatea's Veil is a PlayStation 2 offering from Namco
that features classic, simplistic platform action in a colorful, scrolling
world.

Klonoa's adventure begins when he washes up on the shore of Lunatea. His
rescuers are an apprentice priestess who can turn into a magical ring, and a
mean-tempered puppet. This unlikely pair unquestionably declares Klonoa the
Dream Traveller, annexing him into their mission to ring Lunatea's four
Harmony Bells and quell the world's chaos.

To reach those bells, players must guide Klonoa through a world of
two-and-a-half dimensions. As Klonoa moves left and right, up and down, the
world skews on a third axis to create the appearance of moving in and out of
the screen. This function is never applied in such a way as to leave the
gamer's mouth agape with amazement; though Klonoa's graphics are colorful,
there are few demonstrations of 128-bit power. Still, the 2.5D aspect is a
fun feature that continuously creates varying perspectives on the action.

Klonoa's repertoire comprises two basic moves: jump and shoot. The creatures
Klonoa encounters are more handy than threatening, as shooting them is akin
to grabbing them, from which Klonoa can produce a variety of moves. Most
enemies can be thrown as projectiles, or used as springboards for higher
jumps, while others can make Klonoa fly brief distances. Short of running
into these animals or mistiming a leap, Klonoa is unlikely to be at any great
risk during much of his travels. A few puzzles require fleet-footed movement,
if not quick thinking, as the application of the solution is more difficult
than determining what steps need be taken.

The world through which our hero traverses is gaily lit and colored, full of
flowers, mountains, amusement parks, and other attractions. Items in the
background and foreground can be gathered, so be attentive to what in other
games might be just decoration. The characters themselves look like cartoons
or caricatures whose expressions are clearly readable.

The music fits the environment, with crashing waves on the ocean and raucous
noise in the city. The rest of the music is forgettable in its mediocrity.
Between levels, character interaction advances the plot as dialogue is
printed on the screen and spoken in a combination of foreign and nonsense
languages.

Klonoa is not geared toward an older gaming audience, as is evidenced by the
silly plot and characters, and reinforced by the appearance of Meow-Meow
Kitty as an antagonist. The game reads like a storybook and plays with a
matching level of complexity. The lack of difficulty left me going through
the motions of gameplay without any of the fun. Younger gamers will enjoy the
simplistic controls, invariable challenge, and charming storyline, but other
players will not find that those aspects add up to a satisfying gaming
experience.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 12-Aug-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 27,  Topic 2
Message 32         Mon Sep 03, 2001
KGAGNE [Ken]                 at 07:27 PDT

A trailer for Namco's Xenosaga, a sequel of sorts to Square's Xenogears RPG
for PSOne, is available at this URL:

ftp://ftp.zdnet.com/xenosaga_ps2-intro_wm.zip

It's 78.8 MB and decompresses to 87.2 MB.

-Ken

 ------------
Category 27,  Topic 2
Message 33         Fri Sep 07, 2001
KGAGNE [Ken]                 at 06:41 PDT

This category has no topics for specific games.  Does anyone have suggestions
for any?

-Ken

 ------------
Category 27,  Topic 2
Message 34         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:27 PDT

I've started some title-specific message sections in this category to
represent some hot sequels due out this holiday season.  They are, by topic
order and chronological release:

Topic 5: Silent Hill 2 (9/25)
Topic 6: Soul Reaver 2 (10/15)
Topic 7: Metal Gear Solid 2 (11/13)

-Ken

 ------------
Category 27,  Topic 2
Message 35         Tue Sep 18, 2001
KGAGNE [Ken]                 at 17:55 PDT

ACTIVISION(R) ANNOUNCES ECLECTIC SOUNDTRACK FOR
SHAUN PALMER'S PRO SNOWBOARDER(tm)

Santa Monica, CA -- September 18, 2001 -- From hardcore punk to heavy metal
to alternative rock, the high-energy tracks featured in Shaun Palmer's Pro
Snowboarder(tm) will take gamers' virtual boarding experience to new heights.
Hand-picked by snowboarding legend Shaun Palmer, the music, like the rest of
the game, is an authentic reflection of the snowboarding culture. Shaun
Palmer's Pro Snowboarder will be available for the PlayStation(R)2 computer
entertainment system, Nintendo(R) Game Boy(R) Advance and Nintendo(R) Game
Boy(R) Color this fall and will feature the following artists and tracks:

Spineshank - "New Disease"
Static X - "This Is Not"
Alien Ant Farm - "Courage"
Orange 9mm - "When You Lie"
Papa Roach - "Dead Cell"
Shootyz Groove - "Mad For It"
Insolence - "Natural High"
Stereomud - "Don't Be Afraid"
Powerman 5000 - "Bombshell"
Godhead - "Inside You"
Slayer - "Here Comes The Pain"
Supersuckers - "The Evil Powers of Rock 'n' Roll"
Pantera - "Mouth For War"

Shaun Palmer's Pro Snowboarder(tm) is real life racing and freestyle
snowboarding featuring living legend and six-time Winter X-Games(tm) gold
medallist Shaun Palmer and nine of the biggest names in the sport. Players
race down the slopes of real world locations pulling hundreds of authentic
trick combos. The game has expansive interactive environments allowing
players to not only explore hidden and secret areas, but stick tricks off
anything in sight. Immediately playable yet challenging, it is a competitive,
authentic and aggressive snowboarding game that will keep even the most
hardcore snowboarders and gamers hyped.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 27,  Topic 2  [MOVED]
Message 36         Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:24 PDT

                  Sony PlayStation 2
                   Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Monster Rancher 3                        09/20/01
   Casper                                   09/24/01
   Spy Hunter                               09/24/01
   Paris Dakar Rally                        09/25/01
   Kessen II                                09/26/01
   LEGO Racers II                           09/28/01
   Yanya Caballista City Skater             09/28/01
   Ninja Gaiden                             October
   Driven                                   October
   Dragon Rage                              October
   Time Crisis 2 w/Guncon                   10/02/01
   Formula 1                                10/02/01
   Okage                                    10/02/01
   F1 2001                                  10/02/01
   BASS Strike                              10/02/01
   Soldier of Fortune                       10/04/01
   Mummy Returns                            10/04/01
   Guilty Gear X                            10/04/01
   Thunderstrike Operation Phoenix          10/09/O1
   Top Sun: Combat Zones                    10/10/01
   Legacy of Kain: Soul Reaver 2            10/12/01
   Giants: Citizen Kabuto                   10/15/01
   Supercar Street Challenge                10/16/01
   Kinetica                                 10/16/01
   No One Lives Forever                     10/16/01
   NASCAR Thunder 2002                      10/16/01
   Batman Vengeance                         10/16/01
   Project Eden                             10/16/01
   Devil May Cry                            10/17/01
   Grand Theft Auto 3                       10/22/01
   Ace Combat 4                             10/23/01
   Sunny Garcia Surfing                     10/23/01
   Victorious Boxers                        10/23/01
   Dune                                     10/25/01
   Stunt SP                                 10/26/01
   Half Life                                10/29/01
   Smuggler's Run 2: Hostile Territory      10/29/01
   ESPN NFL Prime Time                      10/30/Oi
   Legend of Alon D'ar                      10/30/01
   Crash Bandicoot The Wrath of Cortex      10/30/01
   WWF Smackdown just Bring It              10/30/01
   MX Rider                                 10/30/O1
   Tony Hawk's Pro Skater 3                 10/30/01
   Harvest Moon: Save the Homeland          10/30/01
   Monsters, Inc.                           November
   Legacy of Kain: Blood Omen 2             November
   Shadow Man 2: Second Coming              November
   SOCOM: US Navy Seals                     November
   NBA Live 2002                            11/06/01
   FIFA Soccer 2002                         11/06/01
   Herdy Gerdy                              11/06/01
   JamPack Winter 2001.                     11/06/01
   Disney's Tarzan Untamed                  11/06/01
   Capcom vs. SNK 2                         11/07/01
   Eve of Extinction                        11/12/01
   Jeremy McGrath's Supercross World        11/13/01
   Adventure Pinball: Forgotten island      11/13/01
   SSX Tricky                               11/13/01
   James Bond 007: Agent Under Fire         11/13/01
   Legion: Legend Excalibur                 11/13/01
   Metal Gear Solid 2: Sons of Liberty      11/13/01
   Shaun Palmer's Pro Snowboarder           11/13/01
   Wave Rally                               11/13/01
   Godai:Elemental Force                    11/13/01
   Simpson's Road Rage                      11/13/01
   Salt Lake 2002                           11/13/01
   Splashdown                               11/13/01
   NFL Same Day 2002                        11/13/01
   NCAA Final Four 2002                     11/13/01
   18 Wheeler: American Pro Trucker         11/13/01
   NFL 2K2                                  11/13/01
   Baldur's Gate: Dark Alliance             11/15/01
   Resident Evil Survivor 2                 11/15/01
   Woody Woodpecker                         11/15/01
   Frogger: The Great Quest                 11/19/01
   Legends of Wrestling                     11/19/01
   Shifters                                 11/20/01
   Commandos 2                              11/20/01
   Gundam: Zeonic Front                     11/20/01
   Frequency                                11/20/01
   Zorro                                    11/21/01
   Megarace Z                               11/22/01
   Evil Twin                                11/27/01
   Dynasty Warriors 2                       11/27/01
   Police911                                11/27/01
   Forever Kingdom                          11/27/01
   Max Payne                                11/27/01
   Tetris Worlds                            11/30/01
   Rainbow Six Rogue Spear                  12/03/01
   Powerpuff Girls                          12/03/01
   NFL Blitz 2002                           12/03/01
   Jonny Moseley:Mad Trix.                  12/03/01
   Grandia II                               12/04/01
   Rayman Arena                             12/04/01
   Hidden Invasion                          12/04/01
   Museum                                   12/04/01
   Jimmy Neutron Boy Genius                 12/10/01
   Jak & Daxter: The Precursor Legacy       12/11/01
   Conflict Zone                            12/11/01
   Jade Cocoon 2                            12/11/01
   NHL FaceOff 2002                         12/11/01
   NBA 2K2                                  12/11/01
   Wizardry                                 12/17/01
   Tsuguani:Atonement                       12/17/01
   Final Fantasy X                          January
   Trophy Bass                              January
   Hot Shots Golf 3                         January
   ESPN Winter Sports 2002                  January
   Duke Nukem                               January
   jurassic Park III                        January
   DRAKEN II                                01/08/02
   State of Emergency                       01/15/02
   Rez                                      01/15/02
   Caesar's Palace                          01/15/02
   World of Outlaws: Sprint Cars            01/15/02
   Maximo:Ghosts To Glory                   01/16/02
   Sitaroo-Mat-i                            01/29/02
   Downforce                                February
   Lost, The                                February
   Air Ranger                               February
   Pac Man World 2                          02/15/02
   Star Trek - Shattered Universe           02/28/02
   Hyper The Time Quest                     March
   Kelly Slater's Pro Surfer                March
   Mat Hoffman's Pro BMX 2                  March
   Virtua Fighter 3                         03/15/02
   Pryzm Chapter One: The Dark Unicorn      03/15/02
   Star Wars Racer Revenge: Racer II        03/15/02
   Monster Jam Maximum Destruction          03/26/02
   Aliens: U.S. Colonial Marines            03/26/02

 ------------
Category 27,  Topic 2
Message 41         Mon Oct 08, 2001
KGAGNE [Ken]                 at 22:13 PDT

I think I just found another reason to own a PS2.

Spy Hunter. :)

-Ken

 ------------
Category 27,  Topic 2
Message 42         Tue Oct 09, 2001
KGAGNE [Ken]                 at 12:50 PDT

Title       : PORTAL RUNNER
Platform    : Sony PlayStation 2
Publisher   : 3DO
ESRB Rating : Everyone
Game Rating : 6.5
Review by   : Ken Gagne

3DO's greatest innovation, the 3DO game machine, was a failure and nearly the
company's downfall. Having abandoned hardware technology and devoted
themselves to software, 3DO has made a name for themselves in the past few
years, especially as the publisher of the Army Men games. This multitudinous
series has resulted in claims of lack of innovation on 3DO's part.

Their Army Men spinoff game, Portal Runner, does little to alleviate those
criticisms.

In Portal Runner, Vikki G., intrepid reporter, can travel among worlds in
Gumby-like fashion, by entering portals into toy lands, prehistoric vistas,
and futuristic locales. Seductive spy Brigitte Bleu tricks Vikki into a
strange world, from which Vikki must find her way home through many portals,
with the help of her bow and arrow, and Leo the Lion. Vikki will inexplicably
find herself alone, accompanied by the lion, or mounted on the feline from
stage to stage as she accomplishes various objectives necessary to proceed.
Players will spend most of their time collecting jewels and keys, with the
occasional puzzle to solve.

Whether it's Vikki or Leo your'e taking for a spin, prepare to do battle -
with the controls. They're not near as tight as they need to be, with the
heroes always turning a few too many degrees to the left or right. Vikki
automatically aims her arrows at nearby enemies, but only if she's facing
their general direction; in the heat of battle, determining the boundaries of
"general direction" is not a luxury players have. Characters can strafe, but
can neither run diagonally nor jump sideways - both maneuvers which would
prove invaluable when navigating enemy-ridden corridors.

A helpful control feature is the use of the right analog stick to position
the camera anywhere the player likes: above, below, or to any side of the
action. When faced with precarious jumps, manually choosing a viewing angle
can help dictate the position of the platforms trying to be reached.

Portal Runner excels in the presentation department, but only outside actual
gameplay. Vikki's romps through jungles and castles are accompanied by little
or no music. The voice acting is appropriately comical and cast with
experienced actors, including Jim Cummings ("Darkwing Duck", "Transformers")
and Susan Blu ("Bionic Six", "G.I. Joe"). Their dialogue is heard primarily
between levels during full-motion video (FMV) sequences of the highest
cartoon quality. The rest of the game's visuals are better than its Army Men
brethren, but not outstanding among other PlayStation 2 games.

Among 3D platformers, Portal Runner does not send players anywhere they
haven't already been. The changing landscapes and the company of Leo
contribute to a varied experience, but the gameplay is unspectacular and
hampered by dodgy controls. Vikki may be a looker, but players won't miss
much if they run past this title.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 8-Oct-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net
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 ------------
Category 27,  Topic 2
Message 43         Tue Oct 09, 2001
KGAGNE [Ken]                 at 21:17 PDT

This is just too weird - I had to steal it.

ps2.ign.com's preview of Baldur's Gate: Dark Alliance begans as follows:

Gelatinous cubes! This game has gelatinous cubes! Everybody cheer!
Or not, in which case you may file quietly out the back and leave all the
happy gelatinous cube fans alone.

 ------------
Category 27,  Topic 2
Message 44         Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 23:19 PDT

>>>Gelatinous cubes!

What the heck is a gelatinous cube, other than a dessert served in junior
high school?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 45         Wed Oct 10, 2001
KGAGNE [Ken]                 at 08:40 PDT

> What the heck is a gelatinous cube, other than a dessert served in junior
> high school?

You never played D&D, did you? :)

-Ken

 ------------
Category 27,  Topic 2
Message 46         Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 17:59 PDT

>>>You never played D&D, did you? :)

Apparently not enough. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 47         Sat Oct 13, 2001
KGAGNE [Ken]                 at 07:55 PDT

Title       : SPY HUNTER
Platform    : Sony PlayStation 2
Publisher   : Midway
ESRB Rating : Teen
Game Rating : 9.0
Review by   : Ken Gagne

Gentlemen: on your mark, get set - Gunn it!

Peter Gunn, the TV theme song, returns from the Eighties with the video game
it is so well known to accompany: Spy Hunter, now a PlayStation 2 game from
Midway.

It's the end of the world as we know it, if the evil crime syndicate Nostra
has its way. International Espionage Services has deployed the G-6155
Interceptor vehicle, piloted by an agent last seen in 1983. Players will need
the car's smoke screens, oil slicks, and missiles to complete the many
missions that await.

Though some of the original Spy Hunter's spirit is present, this sequel is
almost entirely new. The overhead perspective has been exchanged for the
now-standard view from just behind and above the car. Rather than infinite
play, the game is now divided into mission-based levels where the player has
some choice of paths, but the end result is the same. Some levels are aquatic
in nature, for which the Interceptor adapts by converting to a boat;
regardless of the terrain, a weapons van is often available to replenish
ammunition and repair damage.

The missions are scattered across the globe, each with a primary objective
necessary for success. Secondary goals can involve finding hidden satellites,
destroying enemy installations, and minimizing civilian casualties. Access to
each consecutive stage requires a higher minimum of objectives met, so that
as the game progresses, the margin for error narrows. Continuous replaying
and learning of each course is essential to meet all goals. Exemplary
performance unlocks additional extras, such as music videos, gameplay
features, and more. This layout of gameplay works well to challenge gamers at
varying levels while increasing the game's replay value.

The game's action-oriented nature is reflected in its controls. Unlike racing
simulations, players needn't worry about standard vs. automatic, or drift
steering; with the Interceptor, it's just point and go. Reverse involves
pushing down on the analog stick, which makes turning left and right
difficult. The L1 and L2 buttons choose offensive and defensive weapons,
while R1 and R2 fire. It would be convenient to map regularly-used weapons,
such as swarm missiles, to their own buttons, but that option is not
available.

Spy Hunter tips its hat to its espionage lineage with a soundtrack heavily
influenced by James Bond and the like. Whether you're cruising the canals of
Venice or a South American rain forest, the tunes keep pace with the game's
action. Variations on the Peter Gunn tune abound, though the lyrical grunge
rendition of the theme does the Spy Hunter heritage no favors. Plenty of
sound effects accompany the Interceptor's engine and weapons, and serve as
audible clues of overhead helicopters and other aggressors.

This PlayStation 2 game is a sterling example of how new and old can be
amalgamated. The Interceptor may not have the best handling of any video game
vehicle, but no car can touch itin the "cool" factor. So get back behind the
wheel and prepare to be hunted.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 15-Oct-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
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 ------------
Category 27,  Topic 2
Message 48         Sat Oct 13, 2001
KGAGNE [Ken]                 at 10:36 PDT

I'm disappointed - I want more Spy Hunter.  In five days I finished all 14
missions, cleared all 65 objectives, and unlocked all 16 cheats.  It's rare
for me to play a game that fully.  There's no difficulty setting for me to up
a notch either...

Good game. :)

-Ken

 ------------
Category 27,  Topic 2
Message 49         Mon Oct 15, 2001
A2.DAIN [Dain]               at 15:52 PDT

Ken Wrote....


I'm disappointed - I want more Spy Hunter.  In five days I finished all 14
missions, cleared all 65 objectives, and unlocked all 16 cheats.  It's rare
for me to play a game that fully.  There's no difficulty setting for me to up
a notch either...


Dain says...

Don't worry...I am sure there will be a sequel....

Dain

 ------------
Category 27,  Topic 2
Message 51         Tue Oct 30, 2001
KGAGNE [Ken]                 at 08:46 PDT

Title       : DEVIL MAY CRY
Platform    : Sony PlayStation 2
Publisher   : Capcom
ESRB Rating : Mature
Game Rating : 6.0
Review by   : Ken Gagne

Leading worldwide publishers occasionally take a "devil may care" attitude to
developing games. They think a few hang-ups in the critical departments of
control and gameplay will be ignored as long as the game looks good.

Devil May Cry, a PlayStation 2 game from Capcom, is a less-than-divine
example.

Two thousand years ago, a demon fought to protect humanity from the devil.
Now it is the responsibility of the demon's half-human son, Dante, to prevent
the devil's return. He does so in a mix of Final Fight action and Resident
Evil puzzles. By exploring a castle and procuring obscure items, Dante can
unlock doors and acquire artifacts necessary to wage his war against the
stronghold's inhabitants.

Dante fights his demons as though possessed, wielding sword and pistols to
punish his enemies in diverse ways. Malicious marionettes and spectral souls
can be pounded into the ground, or tossed into the air and Swiss-cheesed by
Dante's marksmanship. Such performances are fun in a Mortal Kombat way:
they're impressive to execute, but add little to the overall gameplay.

These moves are made possible by an inexplicable control scheme which makes
simpler things difficult. There are two buttons with identical functions, yet
Dante's pistols require two simultaneous button presses. The "jump" button is
also located atypically. Players cannot customize the controls to surmount
these slip-ups.

Yet the most critical failing is in simple locomotion. As with Silent Hill,
the camera is dynamic, moving and panning to follow Dante's movements. It can
also suddenly switch to a different perspective, as when entering rooms or
corridors. But unlike Silent Hill and Resident Evil, the control scheme is
from the player's point of view, not the character's. Pushing "Left" to move
to the left side of the screen means nothing if the camera can instantly
redefine the perspective. Players will be reorienting themselves about the
controls regularly to maintain a constant momentum.

If this sounds like an inconvenience while wandering about, imagine
contending with this "feature" while battling a gargantuan scorpion with
apparent nuclear capabilities in close quarters.

If Dante could channel the player's frustration, he'd be unstoppable.

Get past the insect and there are plenty of other difficult bosses to occupy
Dante's attention, separated by legions of mindless minions who fall easily.
It's one extreme or the other. But don't ever let your guard down, as any
evil doll with a pair of scissors can send Dante a whole lot closer to hell.

What Devil May Cry lacks in execution, it makes up in presentation. The game
is set in a heavenly slice of hell that's nearly unmatched by other
PlayStation 2 games. The camera follows the action in a cinematic fashion, as
if our devil hunter knows he's putting on a show. From the scrolling to the
lighting effects, if such hell could exist on Earth, it'd look like this.

Superior presentation does not extend to storytelling, however. In the
opening movie, we see our protagonist skewered on a sword, only to
effortlessly pull himself free. In one of the early level's cinematic
moments, he is again skewered; should be thus be surprised when this attack
fails to harm Dante in any way?

Devil May Cry exemplifies what happens when genres collide. It is a
developer's attempt at merging action and survival-horror; sadly, the only
part that survived was the horror. If the devil may cry, he'll at least have
the company of many a gamer.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 22-Oct-01
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 ------------
Category 27,  Topic 2
Message 52         Sat Dec 01, 2001
KGAGNE [Ken]                 at 20:04 PDT

Both Baldur's Gate: Dark Alliance and Star Trek Voyager: Elite Force ship this
week.

 ------------
Category 27,  Topic 2
Message 53         Fri Dec 21, 2001
KGAGNE [Ken]                 at 08:53 PDT

                  Sony PlayStation 2
                   Release Schedule
               [Current as of 12/13/01]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Wizardry                                 12/17/01
   Jade Cocoon 2                            12/18/01
   Final Fantasy X                          12/18/01
   Giants: Citizen Kabuto                   12/21/01
   Jonny Moseley:Mad Trix.                  12/28/01
   Tetris Worlds                            12/31/01
   Zorro                                    January
   NFL Blitz 2002                           January
   March Madness 2002                       01/08/02
   Salt Lake 2002                           01/15/02
   Moto GP 2                                01/15/02
   Rez                                      01/15/02
   Gundam: Zeonic Front                     11/20/01
   Deus EX                                  01/15/02
   Top Angler                               01/15/02
   Shadow Man 2: Second Coming              01/15/02
   DRAKAN: The Ancients' Gate               01/15/02
   NBA 2K2                                  01/15/02
   Dune                                     01/21/02
   Star Wars Racer Revenge: Racer II        01/21/02
   Grandia II                               01/22/02
   Parappa the Rapper 2                     01/22/02
   Gitaroo-Man                              01/29/02
   State of Emergency                       01/31/02
   Air Ranger                               February
   Ninja Gaiden                             February
   GoDai:Elemental Force                    February
   Forever Kingdom                          02/05/02
   Caesar's Palace                          02/12/02
   Maximo:Ghosts To Glory                   02/12/02
   Herdy Gerdy                              02/15/02
   Legacy of Kain: Blood Omen 2             02/15/02
   Commandos 2: Men of Courage              02/15/02
   Woody Woodpecker                         02/18/02
   Hidden Invasion                          02/19/02
   Worm's Blast                             02/19/02
   No One Lives Forever                     02/19/02
   World Tour Soccer 2002                   02/19/02
   Pac Man World 2                          02/26/02
   Star Trek - Shattered Universe           02/28/02
   Powerpuff Girls                          March
   Rainbow Six Rogue Spear                  March
   World of Outlaws: Sprint Cars            March
   King's Field IV                          March
   Evil Twin                                March
   Conflict Zone                            March
   Shifters                                 March
   H2O Overdrive                            03/12/02
   Hot Shots Golf 3                         03/12/02
   Transworld Surf                          03/12/02
   Duke Nukem                               03/12/02
   MTV Fullburn                             03/12/02
   MLB 2003                                 03/12/02
   Pryzm Chapter One: The Dark Unicorn      03/15/02
   Megarace 3                               03/15/02
   Tekken 4                                 03/15/02
   Eve of Extinction                        03/19/02
   Monsters, Inc.                           03/19/02
   Virtua Fighter 4                         03/19/02
   Aliens: U.S. Colonial Marines            03/26/02
   Monster Jam Maximum Destruction          03/26/02
   Rayman Arena                             03/26/02
   Kelly Slater's Pro Surfer                03/26/02
   Mat Hoffman's Pro BMX 2                  03/26/02
   Test Drive                               03/26/02
   Jimmy Neutron Boy Genius                 03/29/02
   Lost, The                                April
   NHL FaceOff 2002                         04/09/02
   NBA Shootout 2002                        04/09/02
   SOCOM: US Navy Seals                     04/09/02
   Downforce                                05/21/02
   Legion: Legend Excalibur                 06/03/02

 ------------
Category 27,  Topic 2
Message 54         Fri Jan 04, 2002
KGAGNE [Ken]                 at 19:53 PDT

Dang.  I was going to review Crash Bandicoot this week, but I went to the web
page (wrathofcortex.com) and the game came out two months ago.  That's old.

The web site also appears to have none of the browser skins, screen savers, or
tips that the game's instruction manual claims I'll find there.  All I see are
four screen shots.

-Ken

 ------------
Category 27,  Topic 2
Message 58         Sat Jan 19, 2002
KGAGNE [Ken]                 at 08:51 PDT

Title       : SHADOW HEARTS
Platform    : Sony PlayStation 2
Publisher   : Midway
ESRB Rating : Mature
Game Rating : 8.9
Review by   : Ken Gagne

The occult and macabre found a place in gaming when Silent Hill, a
survival-horror game, employed them to unforgettable effect. Shadow Hearts, a
PlayStation 2 game from Midway, brings those same aspects to the role-playing
game (RPG) genre. Unlike Silent Hill, Shadow Hearts ignores subtlety in favor
of continuous action and player interaction, succeeding in an offbeat and fun
game.

It's 1914 China. Fifteen years after his last defeat, a demonic evildoer
intends to again attempt an invocation to bring Hell to Earth. But an
unlikely group of heroes, each with his or her own strange powers and
histories, may prove more of a hindrance than he expects.

There's no mysterious fog or other attempts to surprise here; Shadow Hearts
is about as blunt as having your evening dinner interrupted by a rotten
corpse falling onto your table. The mystical isn't to shock the players, but
to establish setting: accepting the main characters as exorcists is easier
when facing the proper opponents. Such oddities as contemporary lingo,
cellular phones, and "Taoist magic" place Shadow Hearts firmly in the realm
of historical fantasy.

A significant gameplay feature is the Judgment Ring - a misnomer, as there is
no judgment involved, only timing. Players are required to stop a moving
clock hand within narrowly-defined sections of the Ring to produce positive
results. Despite being used for everything from battle to buying items, the
Judgment Ring does not grow tedious, as it is innovative and quickly
executed. It also presents many interesting gameplay opportunities, including
item and attack combinations that affect the status of the Ring.

There is a refreshing lack of arenas for players to explore. The
transcendental troupe travels throughout Eurasia, but conflict tends to seek
them out as well. There are a few deep dungeons and tall towers, but major
battles are as likely to occur in towns and on trains. Very little time is
wasted backtracking through hordes of minor monsters; instead, there's
constant story progression and regular boss battles, many which will tax a
player's offensive and defense strategies. Stocking up on healing items and
selecting the right party members for each combat are essential preparations.

The gameplay and story outperform the game's presentation. The music has
interesting riffs that work well with the morbid themes, but sound odd for a
game set so early in the 20th century. There is gratefully little voice
acting, which is some of the worst of any video game - yet precious little of
the high-quality video sequences. Instead, most of the cinematic cut scenes
employ the standard character models, which are incredibly fluid and perform
admirably in any environment, be it discussion, exploring, or battle. Magic
spells' special effects are surprisingly unspectacular.

Shadow Hearts doesn't seem like it should be as fun a game as it is. There's
little minutia for players to be engrossed in; if not for its difficulty and
enjoyability, Shadow Hearts could be considered "RPG lite." But its unique
setting and genuinely likable characters make for a bright choice among
PlayStation 2 RPGs.
_________________________________________________________________
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Message 59         Sun Jan 20, 2002
KGAGNE [Ken]                 at 12:30 PDT

The dialogue in Shadow Hearts is especially inappropriate for its era.  Though
its set in 1914, references are made to comic books (which didn't exist until
1938) and science fiction movie sets.  Also the general lingo and mannerisms
seem like they come from someone closer to our own time.

Regardless, the characters have a lot of personality, so the language worked.
:)

-Ken

 ------------
Category 27,  Topic 2
Message 60         Sun Jan 20, 2002
A2.DAIN [Dain]               at 21:13 PDT

Ken,

That sounds like the makings of a really horrid Hollywood movie...one worthy
of MST3K.

Dain

 ------------
Category 27,  Topic 2
Message 61         Wed Jan 23, 2002
KGAGNE [Ken]                 at 18:58 PDT

Jonny Moseley Mad Trix EVERYTHING Code

At the start screen (the screen with the logo, picture and "press start")
press and hold IN ORDER: L2+L3+R1+ Down (dpad) + square + circle. This will
unlock all levels, skiers, outfits and skis.

 ------------
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Message 62         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:14 PDT

                  Sony PlayStation 2
                   Release Schedule
               [Current as of 01/28/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Airblade                                 01/29/02
   DRAKAN: The Ancients' Gate               01/29/02
   ESPN International Winter Sports 2002    01/29/02
   Salt Lake 2002                           01/29/02
   Grandia II                               01/29/02
   Top Angler                               02/05/02
   High Heat Baseball 2003                  02/11/02
   Maximo:Ghosts To Glory                   02/12/02
   Star Wars Racer Revenge: Racer II        02/12/02
   Woody Woodpecker                         02/18/02
   State of Emergency                       02/18/02
   World Tour Soccer 2002                   02/19/02
   Pirates Legend of Black Kat              02/19/02
   NFL Blitz 2002                           02/19/02
   Gitaroo-Man                              02/19/02
   Pac Man World 2                          02/26/02
   Tiger Woods PGA Tour 2002                02/26/02
   All Star Baseball 2003                   02/26/02
   Deus EX: Conspiracy Theory               02/26/02
   Shadow Man 2: Second Coming              02/28/02
   Rainbow Six Rogue Spear                  March
   King's Field IV                          March
   Fatal Frame                              March
   Eve of Extinction                        March
   Herdy Gerdy                              March
   Savage Skies                             March
   Racing Spirit                            March
   Hidden Invasion                          March
   Tetris Worlds                            March
   Knockout Kings 2002                      03/04/02
   Britney's Dance Beat                     03/05/02
   Star Wars Jedi Starfighter               03/11/02
   Hot Shots Golf 3                         03/12/02
   Transworld Surf                          03/12/02
   Sled Storm 2                             03/12/02
   Triple Play 2002                         03/12/02
   World of Outlaws: Sprint Cars            03/12/02
   Shifters                                 03/12/02
   IHRA Drag Racing                         03/15/02
   Monsters, Inc.                           03/19/02
   Virtua Fighter 4                         03/19/02
   Red Card Soccer                          03/19/02
   Monster Jam Maximum Destruction          03/26/02
   Smash Court Tennis Pro Tournament        03/26/02
   Worm's Blast                             03/26/02
   Caesar's Palace                          03/26/02
   Legacy of Kain: Blood Omen 2             03/26/02
   Army Men Real Time Strategy              03/26/02
   Test Drive                               03/26/02
   Commandos 2: Men of Courage              03/29/02
   MLB Slugfest                             April
   NHL FaceOff 2002                         04/09/02
   SOCOM: US Navy Seals                     04/09/02
   No One Lives Forever                     04/09/02
   Virtua Tennis 2K2                        04/15/02
   Pryzm Chapter One: The Dark Unicorn      04/15/02
   Spiderman: The Movie                     04/16/02
   Evil Twin                                04/19/02
   Conflict Zone                            04/19/02
   Legion: Legend Excalibur                 May
   Gravity Games BMX                        May
   Ultimate Fighting Championship:Throwdown May
   VIP                                      May
   King of Coliseum                         May
   Aliens: U.S. Colonial Marines            May
   Space Race                               05/07/02
   Chris Edwards Aggressive Inline Skating  05/14/02
   Jimmy Neutron Boy Genius                 05/15/02
   Skies of Arcadia                         05/15/02
   Rayman Arena                             05/15/02
   Need for Speed: Hot Pursuit 2            05/15/02
   Downforce                                05/21/02
   FreekStyle                               05/28/02
   Mat Hoffman's Pro BMX 2                  06/03/02
   H2O Overdrive                            06/03/02
   Way of the Samurai                       06/03/02
   Stuntman                                 06/04/02
   Tom & Jerry: War of the Whiskers         06/04/02
   Medal of Honor Frontline                 06/26/02
   Simpsons Skateboarding                   06/26/02
   Ninja Gaiden                             August
   Kelly Slater's Pro Surfer                August
   Tekken 4                                 08/14/02
   Turok Evolution                          08/20/02
   Lost, The                                09/02/02
   Kengo 2                                  09/02/02
   Star Trek: Shattered Universe            09/13/02
   Time Splitters 2                         09/25/02
   Armada 2: Star command                   October
   Powerpuff Girls                          October
   Duke Nukem                               10/08/02
   Rock n Roll Racing                       12/31/02

 ------------
Category 27,  Topic 2
Message 63         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:15 PDT

The most notable delays in the PS2 release schedule are Tekken 4 from March to
August, Star Trek from February to September, Duke Nukem from March to
October.

-Ken

 ------------
Category 27,  Topic 2
Message 64         Wed Jan 30, 2002
KGAGNE [Ken]                 at 20:52 PDT

Maximo: Ghosts to Glory has beaten its retail self to the rental shelves by
two weeks, and is now available at Blockbuster.

 ------------
Category 27,  Topic 2
Message 65         Thu Jan 31, 2002
KGAGNE [Ken]                 at 13:27 PDT

My friend Yasuhiro sent me this:

A few games I would like to recommend for PS2:

Onimusha (2 when it comes out)
    Somewhat like the Resident Evil series.  set in Japan in the warring

times.

AceCombat 4
    a well made Fighter Simulation with plenty of real planes to choose from.

Kessen:
    Real-time Battle simulation following the plot line of a famous Japanese
    history.  Set in a time slightly before Japan was united

Dynasty Warrior (3?)
    Action real time battle where your efforts effect the battlefield.
    very fun and exciting game.  Story based in China.

 ------------
Category 27,  Topic 2
Message 66         Fri Feb 08, 2002
KGAGNE [Ken]                 at 20:01 PDT

Title       : PARAPPA THE RAPPER 2
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Everyone
Game Rating : 6.3
Review by   : Ken Gagne

You gotta do what?

You gotta believe!

Faith is the only thing that will keep you going through Parappa the Rapper
2, Sony's PlayStation 2 sequel to the game that started the "musical game"
craze.

All the food in Parappa Town is turning into noodles. Our rapping puppy,
Parappa, and his friends and family must undo the damage and discover the
source of this nefarious noodlization. The original Parappa employed
whimsical hyperbole to good effect, but this new storyline is purely
outlandish.

Regardless, the rap is mightier than the sword, with gamers invited to wield
lyrical tunes in Parappa Town's defense. Each of its eight stages introduces
Parappa to a new teacher, who raps a tune for the hip dog to imitate in
"follow the bouncing ball" fashion. Following an icon moving across the top
of the screen, players must press buttons in timed sequence. A good sense of
timing will have Parappa belting out a solid tune and performing an
accompanying action; false moves will produce missteps and more noodles.

The basic gameplay formula is the same as in the previous Parappa game. Any
veteran of that game or its ilk, such as Bust a Groove, Dance Dance
Revolution, or Samba de Amigo, will breeze through each stage with little
trouble or need for retries. There are a few additional gameplay and
difficulty modes that welcome gamers back for more, but their flawed premise
will put players at unease.

That flaw is Parappa 2's strong emphasis on freestyle rapping. The best
players will surpass their teachers by ignoring their instructions, instead
pounding out the moves that fit the funky flow. Unfortunately, the game
awards points in an inconsistent fashion; potential rappers will often
disagree with the game's judgment of their style, frustrating them into less
inspired imitation. Playing this game well feels not so much like getting in
the groove as it does puzzling what the computer's thinking.

The same mysterious scoring system is also nearly fatal to the two-player
mode, which the original Parappa game lacked. Any of the stages can be the
backdrop for a duel between two human players, or one human and a computer
opponent. What's the point of competing if it's indecipherable who's actually
the better rapper?

Of course, the music is what the game's all about. The first Parappa had our
homedog rapping clever tunes to common chores, such as earning a driver's
license or baking a cake. The sequel's songs are no less clever, but the
situations are far less common - activating a shrink ray, practicing
"Romantic Karate", and the like - making the songs less memorable. The plays
on words still manage to be toe-tapping and innovative.

Parappa's graphical style is a combination of 2D and 3D storybook artwork.
All the characters are paper-thin, which makes for some amusing sequences
(such as an ant's slow-motion perspective on a giant, stomping Parappa). The
cartoonish look is fun and lighthearted, fitting well with the game's music.
The graphics during the raps often cut quickly from scene to scene, but
rappers' eyes will be too busy watching the command line to notice.

Overall, this sequel lacks the originality of the first Parappa. The basic
game is only a short romp, but if you want to try your hand at freestyle,
don't get cocky, because it's gonna get rocky!
_________________________________________________________________
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Message 67         Wed Feb 13, 2002
KGAGNE [Ken]                 at 07:33 PDT

Title       : DRAKAN: THE ANCIENTS' GATE
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Mature
Game Rating : 6.8
Review by   : Ken Gagne

Long ago, humans and dragons lived in peaceful coexistence, bonded into the
Order of the Flame to protect the world and its skies. That time passed, and
the world has been a dark, chaotic place. A young woman, Rynn by name, has
reawakened Arokh, who isn't a rock at all, but a vestige of that earlier
time. It's up to the first bonded human and dragon in centuries to restore
Pern - sorry, Drakan - to its former glory by discovering the Rune Gates and
reviving the Spirit Dragons therein.

This is the tale of Drakan: The Ancients' Gate, a PlayStation 2 game from
Sony. This 3D adventure game provides a fantasy world of hills and vales, but
fails to populate it with the right characters and challenges to warrant much
exploration.

Players control Rynn, who is a cross between Lara Croft and Xena, with scant,
leather clothing, hard, almond-shaped blue eyes, large, luscious lips, the
stride of a woman, not a warrior, and a lethal swing. She sometimes takes
flight aback Arokh, battling wicked winged fiends and the like, but these
opportunities are more often than not planned; don't think your
fire-breathing friend will finish all your foes for you.

Mastering the controls is the first obstacle Drakan throws at players, with
Rynn's bagful of tricks requiring full command of the control pad's buttons.
Several combinations are less than intuitive, including swapping weapons and
armor in mid-battle. The D-pad is required to execute different sword
strikes, awkwardly inviting players to abandon movement with the left analog
stick in the heat of combat. Such techniques are often unnecessary anyway;
it's just as effective to execute random dervishes of attacks and hope the
brute is reduced to a bloody pulp.

Rynn is an occasional mercenary, with several optional quests and
opportunities to create corpses. Some objectives require backtracking once
she's powerful enough to tackle them, but are worth the rewards and plot
developments they offer. When crossing land boundaries, players will be
prompted to save their game, which may also be done at anytime and is
recommended. There's nothing more frustrating than hacking one's way through
waves of lizardmen, only to fall prey to an unexpected foe and be forced to
restart.

The plot is revealed in cinematic sequences that use voice actors for the
dialogue. As with more games these days, practically all text is optional,
allowing the spoken word to capture the player's attention. Unfortunately,
this acting is only mediocre, with several voices reused for various common
peasants.

The world of Drakan is large and fantastic; Rynn can travel almost anywhere
she can see, from distant citadels to nearby waterfalls. Upon closer
examination, the game displays a variety of graphical incongruities. One
character Rynn encounters early on has an expressive face, complete with
moving eyebrows; other people will be perfect statues, except for their lips.
More noticeable than such inconsistencies are the various glitches. Rynn
quaffs not just the contents of a potion bottle, but the entire bottle.
Monsters stagger into a frozen death stance, in defiance of gravity. The lids
of demolished barrels float in midair, unaware of their beheading. It's easy
to get stuck in a corner, behind a tree, or between people, requiring one to
stop, drop, and roll to freedom.

Ultimately, getting stuck is what players will do. Whether it's dying from an
unexpected fall or fireball, or progressing through rank after rank of
minions, gamers will find themselves executing the same actions repeatedly.
Different weapons and spells become available, but are simply new means to
the same ends.

Drakan has all the trappings of a beautiful fantasy world approach to
3D games such as Tomb Raider. Unfortunately, it's also trapped by its own
lack of ambition when it comes to gameplay, and indecisiveness of whether
it's an action-adventure or a role-playing game. In either genre, this game
is drakan its feet.
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Message 68         Thu Feb 21, 2002
KGAGNE [Ken]                 at 18:47 PDT

From <http://www.lucasarts.com/products/racerrevenge/>:

----- <snip!> -----

Star Wars Racer Revenge Available Now!
LucasArts Entertainment Company LLC is pleased to announce that Star Wars
Racer Revenge (PlayStation 2) is now available! You can get your copy at the
LucasArts Company Store or a fine retailer near you. Order from the Company
Store today and receive Star Wars: Episode I The Phantom Menace for
PlayStation FREE, plus FREE shipping and handling!

----- <snip!> -----

Read Gamebits' review of this FREE game at
<http://www.gamebits.net/psx/swep1tpm.shtml>

-Ken

 ------------
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Message 69         Tue Feb 26, 2002
KGAGNE [Ken]                 at 13:53 PDT

Title       : STAR WARS RACER REVENGE
Platform    : Sony PlayStation 2
Publisher   : LucasArts
ESRB Rating : Everyone
Game Rating : 7.3
Review by   : Ken Gagne

Like "The Phantom Menace", many Star Wars games can't clear the hurdle of
mediocrity. Rogue Squadron for Nintendo GameCube is a recent and welcome
exception, but with Star Wars Racer Revenge for PlayStation 2, LucasArts
returns the race to the rut..

Racer Revenge is a sequel to a previous game based on the Episode I movie.
Anakin, Sebulba, and other aliens are again piloting small chariots strapped
to massive jet engines. This straight-out racing action comes with no
power-ups, pit jobs, or other complexities with which to contend.

The uncomplicated gameplay is assisted by the control scheme. Gas, brake,
turbo, steering, repair - there's not much else a pod pilot needs to
remember. A more intriguing setup simulates an actual pod by requiring use of
both analog sticks, one for each engine, but this advanced scheme is
difficult to master using the small joysticks.

Revenge places an unexpected emphasis on aggressive driving, without offering
players many means by which to participate in such abuse. Colliding with
other racers inflicts cumulative damage, leading to explosions and a
whittling of the competition. There are no smash attacks, weapons, or other
offensive techniques - just demolition derby-style racing. Assaulting
opponents hinders the attacker's speed, but increases the prize money for
whoever's left to claim it. Any damage inflicted on the player is easily
repaired, though at a loss of speed.

Given proper use of boost and repair, a pole position victory on a new course
is not uncommon. The experience gained from a rough first lap is sufficient
to put a player in the lead. Even those weak in the Force will have little
trouble racing these circuits.

In racing games, an important aspect of the graphics is resolution - the
quality that determines how smoothly the screen scrolls, which contributes to
the realism and sense of speed. There are no resolution issues here;
Revenge's graphics are so proficient at speeding the course along, you're
likely to miss a few turns. There are shortcuts and alternate routes aplenty,
but it's hard to spot them at high velocity. Even the main path can be
difficult to discern in the more poorly-lit levels. The screen is blurred
when boost is engaged - an unnecessary effect that makes high-speed steering
even harder than it normally is.

When many pods are on screen simultaneously is when Revenge is at its
busiest. John Williams' noncommittal score pipes up in the heat of the race,
but mutes entirely when there are no nearby racers to battle. The sound
effects comprise crashes, warning bells, and foreign exclamations from surly
drivers. A commentator offers useless observations, sensationalizing a rough
and riotous affair.

If crashing other people's pods into rock walls, Sandcrawlers, steam pipes,
and statues at hundreds of miles an hour appeals to you, then Racer Revenge
will hold your interest for a day or two. The revenge will be cold by the
time the last finish line is crossed.
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Message 70         Tue Mar 05, 2002
KGAGNE [Ken]                 at 19:07 PDT

Ecco the Dolphin: Defender of the Future was recently released by Acclaim for
the PlayStation 2.  This game came originally came from 18 months ago for the
Sega Dreamcast.  The PS2 edition costs $50.  For $60 you could probably get
the original game and an entire Sega Dreamcast console.

-Ken

 ------------
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Message 71         Tue Mar 12, 2002
KGAGNE [Ken]                 at 23:34 PDT

Title       : MAXIMO: GHOSTS TO GLORY
Platform    : Sony PlayStation 2
Publisher   : Capcom
ESRB Rating : Teen
Game Rating : 8.5
Review by   : Ken Gagne

Tom Wolfe told us we can't go home again. I defer to Capcom on the matter; few
companies have pioneered as many genres, then returned to beat them to death,
as Capcom.

Yet their reinvention of the classic and nearly-forgotten Ghosts 'n Goblins
series is surprisingly fresh and entertaining. This PlayStation 2 incarnation
goes by the name Maximo: Ghosts to Glory.

The wicked fiend Achille has seized the power of the Underworld, and with it,
good Sir Maximo's kingdom. Players must guide our hero through more than two
dozen levels to vanquish the tyrant and rescue the lovely Sophia.

Having transitioned from 2D to 3D action platformer, this series has taken on
some elements of exploration. As players battle ghouls, ghosts, and goblins,
they often must seek out keys to unlock treasure chests and gates, or armor to
provide better protection than Maximo's boxer shorts.

The controls are easy to learn. Maximo has two unique sword attacks, with some
simple but effective combinations. Players have little control over the
camera, and none when backed into a corner - precisely when such control would
be most needed.

This hindrance is all the more unfortunate, as Maximo is a jumping-intensive
game. There are plenty of platforms and pitfalls our loincloth-clad conqueror
must navigate; only a slight misstep will cost him a precious life. Without
full camera control, judging the distance from one precarious perch to the
next can be a fatal business. Such situations aren't simply the product of a
devious game designer; they're completely frustrating moments that tempt
players to hurl their joysticks against the wall in a fit of rage. You'll wish
the hero was Mario, not Maximo.

Fortunately, Maximo offers gameplay that balances these dark urges. The
collection of gold, armor, and weaponry is enticing, and though the common
foes don't vary much, the situations in which they're encountered present new
and frequent challenges. Some enemies will require further attacks once
downed, or will leave with a parting shot, proving that you can't keep a ghoul
man down. The bosses are a bit too comical to belong in the Ghosts 'n Goblins
lineage, and require only marginal thought to deduce their weakness. Again,
it's the frequent platform jumping that presents the greatest threat to
Maximo's wellbeing.

The gameplay's violence does not warrant the game's "Teen" rating. There's
plenty of undead rising from fresh graves, but brutality against them produces
neither blood nor guts. The game also isn't the comedy Capcom suggests,
despite the variety of boxerwear in which Maximo can invest his coinage.

In Maximo, there ain't no such thing as a free lunch. Lives, continues, even
the opportunity to save to a memory card all must be earned or purchased. The
gamers who most need such succor will, by virtue, be those least likely to get
it. Yet this system is vastly superior to offering finite lives, thwarting
players who have expended their allotment; or infinite lives, which can
obliterate a game's challenge.

Maximo isn't cartoonish, but he's certainly animated. Whether he's accoutered
with steel armor, or been assaulted down to his unmentionables, he's still a
lethal fighting engine. But not only does Maximo leave no footprints - why
bother having a snow level? - he also has one of the most pixelated shadows
I've ever seen. These gaffes are noticeable only because there's so much other
fine detail in the game, such as a missed swing planting Maximo's sword in a
nearby tree. The enemies and the worlds they inhabit - from graveyard to
jungle, frozen tundra and beyond - are fantastic works of PlayStation 2
graphics. The perspective on these vistas is often skewed, as though to imply
a bad B-movie.

The music consists of modern remixes on classic Ghosts 'n Goblins themes, with
a few Tim Burton-esque tunes for good measure. Players may not notice the
familiar songs until they find themselves humming them later. Sound effects
enliven the environment, as approaching enemies can be heard and anticipated.
Not only do enemies make noises (not-so-scary groans and cries), but Maximo's
audio includes fine minutia; for example, a flaming sword and an ice sword
sound distinctly different.

Maximo is an effective 3D interpretation of a classic game series. It
embellishes frustrating aspects of classic gameplay that its predecessors
avoided, while offering new challenges. Take the good with the bad. Remember:
no guts, no glory.
_________________________________________________________________
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Message 72         Tue Mar 12, 2002
KGAGNE [Ken]                 at 23:38 PDT

Titlev      : FATAL FRAME
Platform    : Sony PlayStation 2
Publisher   : Tecmo
ESRB Rating : Mature
Game Rating : 7.6
Review by   : Ken Gagne

Generations ago, Native Americans refused to have their pictures taken,
believing cameras could possess their souls. More civilized folk scoffed at
them, but never proved them wrong.

Good thing for us; that belief grants salvation in Fatal Frame, a PlayStation
2 survival-horror game from Tecmo.

It's 1986 Japan. Somewhere in the world, Ryo Hazuki is petting kittens,
drinking sodas, and seeking his father's murderer. But on the grounds of the
abandoned Himuro mansion, a famous novelist has disappeared, followed shortly
by Mafuyu, his journalist pupil. Miku, Mafuyu's sister, will be the next
victim unless players can safely guide her and rescue her brother from the
haunted mansion.

Haunted - by a gaggle of ghosts that would like nothing better than for Miku
to join their ranks. Fortunately, she's armed with some mysticism herself: a
powerful, antique camera. When a ghost attacks, gameplay switches to
first-person perspective, where Miku's photography skill will determine her
fate against these shutter-shy spooks. Taking an up-close and well-centered
shot can banish the spirit to the netherworld, earning Miku thousands of
points, while a nervously poor picture will have little effect. Points can be
spent to upgrade the camera, and more powerful film can be found throughout
the mansion.

Mistake neither the poltergeists nor the protagonist for Resident Evil cast
members. The ghosts are not zombies: they rarely appear in swarms and are not
easily disposed. Spirits are bound by neither the limitations of the physical
world nor the rules of fair play, and are frustrating adversaries. They can
float through walls, or suddenly disappear from one location and reappear
somewhere entirely inconvenient. Even a single spectre is sufficiently
sinister to slaughter our star, who is surely an accidental heroine; Miku is
more Japanese schoolgirl than Buffy the Vampire Slayer. Though the ghosts are
spooky, they're also somewhat generic and, being non-corporeal, less
threatening than real monsters. They'd like us to believe otherwise, but the
worst they can do to Miku is drain her life bar and slap a "Game Over" on the
screen. There's hardly a drop of fresh blood in the game.

The rest of the gameplay is the stuff of generic survival horror: solving
puzzles, finding keys, and the like. Since little can be accomplished in the
company of the undead, the atmosphere shifts between fighting and exploring
moods. Fatal Frame taxes the memory as players are required to backtrack to
find new items in old areas, or indulge in a photo shoot to open locked doors.
The slightly foreign architecture may confuse some gamers, but fortunately,
clues are often handy to lead the way. There's plenty of required reading,
giving the environment a rich background but also making the game more
academic than horrific.

The mansion is viewed from a mix of static and dynamic perspectives, similar
in fashion to Silent Hill, but without the graininess or fog found in that
game. Some visual static is introduced during full-motion video sequences as
Miku becomes aware of things normal people would miss.

The Himuro estate is not at all akin to the psychologically deficient Silent
Hill, or violent Raccoon City. It's a typical-looking house with no
blood-caked walls or ransacked rooms. If it weren't for the poor lighting and
occasional state of disrepair - and, well, the countless tortured souls of
flesh-hungry undead - it would be quite nice.

The lack of background music focuses on the ghosts' creepy moans, making a
frantic situation tenser. Even as they throttle Miku, they can be heard to
cry, "Help me!" The spirits become more agitated should she attempt to run
away. In contrast, the words of the living are articulate and rehearsed - that
is, stiff and unnatural.

Fatal Frame doesn't offer many staples of the survival horror genre, making it
unique among its survival-horror contemporaries. It does not try to imitate
them, but instead provided a more slowly paced adventure with a fuller history
and less surprising environment. Players are unlikely to experience Fatal
Frame as "the scariest game ever", as the box claims.

Fatal Frame is innovative, but when faced with a ghost, I can think of better
things to wield than a camera.
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Message 73         Sat Mar 16, 2002
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                  Sony PlayStation 2
                   Release Schedule
               [Current as of 03/13/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Monsters, Inc.                           03/19/02
   Tetris Worlds                            03/19/02
   Virtua Fighter 4                         03/19/02
   Shifters                                 03/20/02
   World Rally Championship                 03/21/02
   Army Men RTS                             03/26/02
   Deus EX: Conspiracy Theory               03/26/02
   King's Field: The Ancient City           03/26/02
   Legacy of Kain: Blood Omen 2             03/26/02
   Red Card Soccer                          03/26/02
   Smash Court Tennis Pro Tournament        03/26/02
   Top Angler                               03/26/02
   World of Outlaws: Sprint Cars            03/26/02
   WTA Tour Tennis                          03/26/02
   Savage Skies                             03/29/02
   No One Lives Forever                     04/09/02
   Spider-Man: The Movie                    04/16/02
   FIFA World Cup 2002                      04/23/02
   Head Hunter                              04/23/02
   Transworld Surf                          04/23/02
   Hidden Invasion                          04/30/02
   King of Coliseum                         May
   Ultimate Fighting Championship:Throwdown May
   Riding Spirit                            May
   Britney's Dance Beat                     05/06/02
   Downforce                                05/07/02
   Endgame                                  05/07/02
   Aggressive Inline                        05/14/02
   Rayman Arena                             05/14/02
   Space Race                               05/14/02
   Test Drive                               05/14/02
   Evil Twin                                05/15/02
   Jimmy Neutron Boy Genius                 05/15/02
   Scooby Doo 2: Night of 100 Frights       05/15/02
   Pryzm Chapter One: The Dark Unicorn      05/20/02
   Commandos 2: Men of Courage              05/21/02
   Barbarian                                05/28/02
   FreekStyle                               05/28/02
   Monster Jam Maximum Destruction          05/28/02
   Aliens: U.S. Colonial Marines            06/03/02
   H2O Overdrive                            06/03/02
   Way of the Samurai                       06/03/02
   Return to Castle Wolfenstein             06/03/02
   LEGO Soccer Mania                        06/04/02
   Medal of Honor Frontline                 06/04/02
   Tom & Jerry: War of the Whiskers         06/04/02
   Antz Racing                              06/11/02
   Mat Hoffman's Pro BMX 2                  06/11/02
   Star Trek: Shattered Universe            06/11/02
   Gravity Games BMX                        06/18/02
   MX SuperFly                              06/18/02
   Need for Speed: Hot Pursuit 2            06/18/02
   Skies of Arcadia                         06/18/02
   Virtua Tennis 2K2                        06/18/02
   Legion: Legend Excalibur                 06/25/02
   MLB Slugfest                             06/25/02
   Stuntman                                 06/25/02
   Terminator: Dawn of Fate                 06/25/02
   Worms Blast                              July
   NHL FaceOff 2002                         07/09/02
   SOCOM: US Navy Seals                     07/09/02
   Thing, The                               07/30/02
   VIP                                      07/30/02
   Kelly Slater's Pro Surfer                August
   Simpsons Skateboarding                   August
   Street Hoops                             August
   Dino Stalker                             08/06/02
   Run Like Hell                            08/13/02
   Tekken 4                                 08/14/02
   Turok Evolution                          08/20/02
   Kengo 2                                  09/02/02
   Lost, The                                09/02/02
   Rally Race of Champions                  09/02/02
   Reign of Fire                            09/02/02
   X-Men Next Dimension                     09/02/02
   Pac Man Fever                            09/03/02
   Robocop                                  09/03/02
   Suikoden 3                               09/10/02
   Legend of Legaia                         09/16/02
   Time Splitters 2                         09/16/02
   BUM                                      09/27/02
   Duke Nukem                               10/08/02
   Ghostmaster                              10/08/02
   Spyro                                    10/08/02
   Armada 2: Star command                   October
   Powerpuff Girls                          October
   .hack                                    10/15/02
   IHRA Drag Racing                         10/15/02
   Whirl Tour                               November
   Contra: Shattered Soldiers               11/12/02
   Gundam: Lost War chronicles              11/15/02
   Elder Scrolls Adventures                 12/02/02
   Mace Griffin Bounty Hunter               12/02/02
   Rock n Roll Racing                       12/31/02

 ------------
Category 27,  Topic 2
Message 74         Thu Mar 21, 2002
KGAGNE [Ken]                 at 17:51 PDT

In 3DO's baseball game High Heat 2003, this code will allow a player to access
the Ball Cannon and Game State Menus. These menus will let a player create any
type of hit or out (except a strike out) for the next batter up, as well as
set up any game situation (score, inning, number of outs), wind velocity.
There are an incredible number of different hits in High Heat, the Ball Cannon
is the best way to see them.


Here's the code:  At the pause menu hit:

                Square, Square, Circle, Circle, L1, R1

                Sound played

                Hold L1+R1+L2+R2

                Gives access to Ball Cannon and Game State.
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Title       : VIRTUA FIGHTER 4
Platform    : Sony PlayStation 2
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 8.5
Review by   : Ken Gagne

The venerable Virtua Fighter series was born ten years ago, with an arcade
game that can now be found in the Smithsonian under the heading, "First 3D
Video Game". Sega's fighter now appears for the first time on a non-Sega
console with the release of Virtua Fighter 4, for the Sony PlayStation 2.

Whether or not this game is for you depends on your preferred fighting style.
There are essentially two modes of fighting games: fantastic and realistic.
The former encompasses such games as Street Fighter and Mortal Kombat, where
fireballs, gravity-defying hurricane kicks, and preposterous fatalities are
the norm. Such attacks are usually executed individually using complex
joystick motions.

In comparison, in realistic games, such as Tekken and Virtua Fighter,
characters' moves are modeled after actual fighting styles and consist
primarily of punches and kicks. Single attacks are easy to perform, but must
be strung together into deadly combinations for any real effect.

Virtua Fighter is very much a realistic fighting game. It is not something
one can pick-up-and-play with any great success. The moves a character can
perform vary depending even on his or her stance; understanding these
subtleties takes practice. Though it's possible on easier difficulty settings
to mash the buttons and pray for victory, fighting veterans will perforce
dedicate themselves to learning the ins and outs of the game's mechanics and
each fighter's repertoire.

A player who becomes familiar with the flow of Virtua Fighter's style can
perform works of art, however. Deflecting and countering attacks with moves
normally seen in a Jet Li movie are not uncommon by those who know how to
execute them.

There are diverse modes in which to participate, including the standard
Arcade and Vs. Kumite mode offers a variety of awards - usually costume
accessories and other trinkets. Players can also train an artificial
intelligence (A.I.), which will copycat players' moves and learn from them.
This mode is a cross between a sports game's "Coach" mode and raising a
virtual pet - neither of which is as good as the real thing. But while
editing player and A.I. data, I was able to consistently crash the game,
forcing a reboot.

The deep gameplay is accompanied by impressive presentation. The characters
are lifelike, though their frames of animation do not always flow smoothly
from one routine to another - especially for the player who is randomly
hitting buttons and not making an effort to connect his attacks.

The backgrounds can be stunning, with numerous moving figures and plenty of
detail. The spacious arenas are ringed with walls which may or not be
breakable, the penetration of which can result in an instant "Ring Out"
defeat. Other effects can also be altered by player action, such as snow on
the ground which is pressed flat during a fight.

Virtua Fighter is an exemplary title in the genre of realistic fighters. It
offers plenty to reward the player serious about his gameplay, and a
fantastic presentation and variety of fighting styles and gameplay modes that
will immediately appeal to anyone. It can also be an intimidating game for
those new to the series. Approach with caution.
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Title       : SPIDER-MAN: THE MOVIE
Platform    : Sony PlayStation 2, Microsoft Xbox, Nintendo GameCube
Publisher   : Activision
ESRB Rating : Everyone
Game Rating : 9.1
Review by   : Ken Gagne

With great power comes great possibilities.

Spider-Man starred in one of the finest superhero video games ever a few years
ago, but disappointed fans with a lackluster sequel. Our friendly neighborhood
wall-crawler is again swinging from the pinnacles of perfection in a new,
128-bit game from publisher Activision and developer Treyarch (PlayStation 2
version reviewed here).

Though based on next month's movie, the game doesn't spoil the general plot
for anyone already familiar with the Spider-Man saga. Players are given the
rare opportunity to control the fabled web slinger from his origin, as he
hunts the thug who murdered Uncle Ben. From there it's a tour-de-force of
Spidey's rogues gallery, with special emphasis on the Green Goblin.

Spider-Man's versatile repertoire is yanked right from the pages of his comic
book. He may not be able to spin a web any size, but he can certainly catch
thieves just like flies. His web slingers can be fired as a weapon, used to
create a defensive shield, or to tie up enemies. But primarily, Spidey slings
from building to building, nook to cranny, and wall to wall, doing whatever a
spider can.

Some levels place an unfortunate focus on fighting, with plenty of punch-kick
power-ups for Spidey to acquire. But balancing this frustration are all-new,
all-aerial levels. Whether it's battling a foe or racing across town to defuse
bombs, this constant swinging suggests a sense of flight and freedom that only
Spider-Man could have. The tight camera control serves our airborne icon well,
allowing players to keep track of their surroundings, obstacles, and
opponents.

Spider-Man's web of comic book-style gameplay ensnares not only level design,
but also boss battles. From the the Shocker to the Vulture, you feel like
you're really fighting Spidey's classic villains - not just some generic video
game bosses. These nemeses appear in environments that allow them to take full
advantage of their powers, making a fierce threat against the webhead's life.
Such challenging scenarios preserve the intentions of Spider-Man's creators,
making him and his foes a unique, memorable, and powerful cast, whether it's
in a comic book or a video game.

This game does not greatly expand the gameplay of its predecessors, but it
does more deeply explore aspects of Spider-Man's world. For example, this game
makes more a web-slinger of Spidey than it does a wall-crawler. After the poor
showing developer Vicarious Visions made in Spider-Man 2: Enter Electro, even
this lack of innovation is acceptable in exchange for a return to excellent
gameplay. The four difficulty settings make the game accessible to most
gamers, though the loss of a "kid friendly" control scheme may deter younger
gamers, who are now confronted with a plethora of web schemes. At "Normal"
difficulty setting, most players will take only a day or two to put the Green
Goblin in his place.

The PlayStation 2 brings the Big Apple to life like never before. Gone are the
barren boulevards of previous games; Spider-Man is now a denizen of a bustling
metropolis of citizens and vehicles, as usually viewed from on high among the
towering buildings. Peter Parker's alter-ego swings from unseen precipices,
flexing his honed muscles with each new web. Some character models are based a
bit too much on Hollywood costumes, but the full-motion video sequence between
levels are realistic enough.

The light soundtrack is somewhat reminiscent of John Williams' work. A lack of
ambient sound from bustling city traffic is noticeable, as is the weird
megaphone effect of impressed pedestrians calling out to the passing web
slinger. Voice acting is provided by the stars of the movie. Tobey McGuire
still sounds like an unconfident "Pleasantville" high school student - which
is, admittedly, closer to Peter Parker's true nature than the mature
adaptations we're used to. Spider-Man's spotlight is nearly stolen by the
occasional narration of superstar Bruce Campbell and his typically wry sense
of humor.

Radioactive blood does not a good game make, as the previous Spider-Man game
demonstrated. But developer Treyarch has created a compelling action title
that demonstrates their understanding of the wall crawler. Hey there - here
comes Spider-Man!
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Title       : HEADHUNTER
Platform    : Sony PlayStation 2
Publisher   : Acclaim
ESRB Rating : Mature
Game Rating : 7.8
Review by   : Ken Gagne

Jack Wade, a confident if scruffy hunk of meat with partial amnesia, is a
Headhunter: an elite bounty hunter in a futuristic world of privatized law
enforcement. Recovering from whatever placed him in a coma, Jack must reclaim
his Headhunter title and his own memories while fending off threats from his
unknown past.

Headhunter, a PlayStation 2 game developed by Sega and published by Acclaim,
is said to be similar to Metal Gear Solid, but is more akin to WinBack (which
is itself similar to MGS) and Resident Evil. This amalgam contains elements
both satisfying and not, resulting in a game only slightly above average.

Players control Jack as he progresses through the Headhunter ladder and
storyline. Each bounty he captures brings him not only closer to the crime
syndicate boss, but also more information about Jack's past.

Before proving himself in the field, Jack must earn Headhunter licenses. The
right to take these tests is earned by accruing skill points, which happens
simply by driving Jack's motorcycle at high speeds without collisions.
Apparently, Headhunter considers finding an empty stretch of road and roaring
up and down it a few times a definition of "skill". Recovering from a
collision without first coming to a complete halt is an exercise in futility,
as Wade's controls become so whacked that attempting to peel out will result
in further collisions and loss of skill points.

Things get better when Jack isn't zipping between locales, as his
non-motorcycle controls don't suffer from many headaches. Jack runs at a
decent clip, unless he's holding a gun. He can switch weapons, crouch, and
roll with ease. The sneaky maneuver of standing against a wall and swinging
around a corner to surprise a goon doesn't work so well in this game, though
- due in part to the total lack of camera control. As Jack maneuvers through
the tight corridors of sleazy warehouses and abandoned gas stations, the
camera doesn't maintain a lock on his back, making it difficult to look over
his shoulder at the thugs he faces.

If the camera doesn't kill him, the bosses surely will in a series of tough
but fair encounters. In this sense, Headhunter is indeed like Metal Gear
Solid. Jack's bounties pack impressive firepower - a refreshing contrast to
the pushovers they keep for bodyguards - but follow attack patterns that can
be cracked, with practice and patience.

The levels are laden with puzzles to solve, which involve pushing crates,
repairing wires, collecting keys, and the like. The progression from one item
to the next in order to open the final door resembles Resident Evil. The
necessary items and doors can often blend in with the environment, leaving
players to wander around until they stumble upon something necessary.

Between levels, players are treated to a mock news broadcast, providing not
only a laugh but better insight into Jack's world as well. These live-action
sequences complement the fine voice acting that's part of the in-game
cinematics.

Headhunter possesses a skewed sense of humor, but also skewed gameplay
mechanics and challenge. It's best not to think of Headhunter as a Metal Gear
contender, but as an offbeat and violent adventure as society's lackey who
discovers his duty to overthrow Big Brother.
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Title       : BRITNEY'S DANCE BEAT
Platform    : Sony PlayStation 2
Publisher   : THQ
ESRB Rating : Everyone
Game Rating : 7.3
Review by   : Ken Gagne

She's young, she's beautiful, she's talented. It was only a matter of time
before she became virtual, too.

A cynical gamer may expect Britney's Dance Beat, a PlayStation 2 game
published by THQ, to be a lame video game with an expensive license - but it
isn't. Unfortunately, it is also not a great boon to the video game library,
and succeeds in providing only a short dose of fun, if shallow, gameplay.

Dance Beat follows the tradition of other dancing games, such as
Bust-a-Groove or Dance Dance Revolution. In this game, players assume the
roles of dancers auditioning for Britney's dance troupe. Outperform other
dancers to advance to more difficult songs and routines, and ultimately face
off against Britney herself.

Gameplay consists of watching a hand speed around a clock-like dial that's
labeled with constantly-changing buttons, such as 'X' or 'Left'. When the
hand crosses a label, the player must press the corresponding key on the
controller. These sequences are often in rhythm with the music, rewarding
familiarity with Britney's tunes. Performing ten successful button presses in
a row will "attack" your opponent by changing or complicating the buttons on
his dial. Each of the six dancers has unique attacks, but generally the same
repertoire of dance moves and routines.

From the above, you can gather there is little opportunity for player
initiative. Whatever commands appear on the dial are what must be entered:
there is no choice of dance moves to execute, nor opportunity to break out
with custom routines or assaults. The gameplay becomes almost mindless
(though not tedious) before too long. Given that the game's soundtrack is
comprised of only five of Britney's songs, the experience becomes a
short-lived one. After a few practice and two-player sessions, I could
complete all eleven rounds of the one-player mode on my first attempt. Doing
so took just over a half-hour.

Yet, as with Britney herself, the game looks and sounds great. The motion
capture used to animate the dancers has produced realistic movements that
complement the music nicely. As with most dancing games, it's hard to notice
these details while keeping an eye on the input requirements. The automated
camera occasionally glimpses Britney's actual music videos in the background,
though these sequences do not sync with the currently-playing audio, for
which I find no excuse.

Britney's songs, including "... Baby One More Time", "Oops!... I Did It
Again", and "I'm A Slave 4 U" (but not "Crazy"), make great dancing music.
Hearing them consecutively makes one realize how similar many of the tunes
are, but doesn't diminish the music's ability to accompany the rhythmic
gameplay.

Extra features, such as behind-the-scenes with Britney and "immersive music
videos" - live performances viewed with a manual, 3D camera - can be accessed
after performing well in the one-player mode. Sufficient points to unlock all
bonuses can be earned only by playing through the game with multiple dancers.

Britney's Dance Beat rates lowly not because it's a bad game, or even because
it's a Britney Spears video game, but because it lacks ambition. The
dance/rhythm game genre has been growing and innovating since the release of
Parappa the Rapper five years ago. Failure to understand what the genre is
about caused the Spice Girls to mar not only all video games, but everything
good and decent. Britney Spears, on the other hand, is a successful clone of
other dancing games, but nothing more. Its limited repertoire for both music
and gameplay hampers its replay value and prevents it from being a memorable
addition to the musical family of games. Oops - this has been done before.
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                  Sony PlayStation 2
                   Release Schedule
               [Current as of 07/05/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Hidden Invasion                          07/16/02
   NCAA Football 2003                       07/22/02
   Mark of Kri                              07/30/02
   Tennis                                   07/30/02
   Conflict Zone                            07/30/02
   H2O Overdrive                            August
   NCAA College Football 2K3                08/06/02
   NCAA Final Four 2003                     08/06/02
   NFL Blitz 2003                           08/12/02
   Mat Hoffman's Pro BMX 2                  08/13/02
   Street Hoops: King of the Court          08/13/02
   NFL Game Day 2003                        08/13/02
   NCAA Gamebreaker 2003                    08/13/02
   Madden NFL 2003                          08/13/02
   Tom & Jerry: War of the Whiskers         08/13/02
   NFL 2K3                                  08/20/02
   Thing, The                               08/20/02
   Riding Spirit                            08/20/02
   Onimusha 2: Samurai's Destiny            08/27/02
   Pro Race Driver                          08/27/02
   Antz Extreme Racing                      08/27/02
   SOCOM U.S. Navy Seals                    08/27/02
   Commandos 2: Men of Courage              08/27/02
   Rocket Power: Beach Bandits              08/28/02
   Turok Evolution                          08/30/02
   Dual Hearts                              09/02/02
   Pac Man Fever                            09/03/02
   Robocop                                  09/03/02
   Blade II                                 09/03/02
   Disney Golf                              09/04/02
   Conflict: Desert Storm                   09/09/02
   Jimmy Neutron Boy Genius                 09/09/02
   Armored Core 3                           09/10/02
   Simpsons Skateboarding                   09/10/02
   Scorpion King: Rise of the Akkadian      09/10/02
   Egg Mania: Eggstreme Madness             09/10/02
   Gundam: Federation vs. Zeon              09/10/02
   Rayman 3: Hoodlum Havoc                  09/16/02
   NHL Hitz 2003                            09/16/02
   Kingdom Hearts                           09/16/02
   Myst III: Exile                          09/17/02
   Kelly Slater's Pro Surfer                09/17/02
   Sly Cooper and Thievious Racoonus        09/17/02
   Wild Arms 3                              09/17/02
   NHL 2003                                 09/17/02
   Soccer Slam                              09/17/02
   Summoner 2                               09/17/02
   Need for Speed: Hot Pursuit 2            09/17/02
   Superman: Shadow of Apokolips            09/17/02
   Hitman 2                                 09/17/02
   Gungrave                                 09/17/02
   Dino Stalker                             09/17/02
   Dynasty Tactics                          09/17/02
   Ninja Assault (w/Orange Guncon)          09/17/02
   Rugrats: Royal Ransom                    09/18/02
   King of Coliseum                         09/19/02
   Dragon's Lair 3D                         09/20/02
   Mortal Kombat Deadly Alliance            09/23/02
   NASCAR Thunder 2003                      09/23/02
   Robotech: Battlecry                      09/23/02
   Robotech: Battlecry Collectors Edition   09/23/02
   Taz Wanted                               09/23/02
   Terminator: Dawn of Fate                 09/24/02
   Tekken 4                                 09/24/02
   NBA Shootout 2003                        09/24/02
   Prisoner of War                          09/24/02
   Time Splitters 2                         09/24/02
   Sega Bass Fishing Duel                   09/24/02
   Island Xtreme Stunts                     09/24/02
   Star Wars Clone Wars                     09/24/02
   Worms Blast                              09/24/02
   VIP                                      09/30/02
   Grandia Xtreme                           09/30/02
   Lost, The                                09/30/02
   Freaky Flyers                            October
   Barbie Treasures in Time                 October
   Total Immersion Racing                   October
   Legend of Legaia Duel Saga               October
   Colin McRae Rally 3                      10/02/02
   Coaster Works II                         10/02/02
   US Open Tennis                           10/02/02
   Burnout 2                                10/08/02
   Run Like Hell                            10/08/02
   .hack                                    10/08/02
   Rally Fusion: Race of Champions          10/15/02
   BloodRayne                               10/15/02
   Jackie Chan Adventures                   10/15/02
   Auto Modellista                          10/15/02
   Konami's Moto-X                          10/15/02
   NBA Starting Five                        10/15/02
   Silent Scope 3                           10/15/02
   Tribes: Aerial Assault                   10/15/02
   Black & Bruised                          10/15/02
   Legends of Wrestling 2                   10/15/02
   NHL FaceOff 2003                         10/15/02
   Nickelodeon Party Blast                  10/15/02
   Evolution Skateboarding                  10/15/02
   IHRA Motor Sports Drag Racing 2          10/15/02
   U-Rebellion                              10/15/02
   Vexx                                     10/17/02
   Ecks vs Sever 2                          10/17/02
   Hot Wheels: Velocity X                   10/21/02
   Grand Theft Auto: Vice City              10/21/02
   NBA 2K3                                  10/22/02
   X-Men Next Dimension                     10/22/02
   V-Rally                                  10/22/02
   Lord of the Rings: Fellowship            10/22/02
   NBA Live 2003                            10/29/02
   fighter Maker 2                          10/29/02
   Red Faction 2                            10/29/02
   Butt Ugly Martians: Zoom & Doom          10/29/02
   Tom Clancy's Ghost Recon                 10/29/02
   JetX20                                   10/29/02
   NHL 2K3                                  10/29/02
   WWE Smackdown! Shut Your Mouth           10/29/02
   Reign of Fire                            10/31/02
   Defender                                 November
   Dr. Muto                                 November
   Mace Griffin Bounty Hunter               November
   Whirl Tour                               November
   Crouching Tiger Hidden Dragon            November
   Minority Report                          November
   Haven: Call of the King                  November
   RPG Maker 2                              November
   Rygar: The Legendary Adventure           November
   NBA Ballers                              November
   Sponge Bob Square Pants                  11/04/02
   Pool                                     11/04/02
   Batman: Dark Tomorrow                    11/05/02
   Tony Hawk's Pro Skater 4                 11/05/02
   FIFA 2003                                11/05/02
   Tiger Woods PGA Tour 2003                11/05/02
   Harry Potter and the Chamber of Secrets  11/05/02
   Lord of the Rings: The Two Towers        11/05/02
   Spyro: Enter the Dragonfly               11/05/02
   Sims, The                                11/05/02
   BattleBots                               11/05/02
   Monopoly Party                           11/05/02
   Wheel of Fortune                         11/05/02
   Jeopardy                                 11/05/02
   Zapper                                   11/05/02
   Micromachines                            11/05/02
   Ty the Tasmanian Tiger                   11/05/02
   Chessmaster                              11/05/02
   Robot Alchemic Drive                     11/05/02
   Contra: Shattered Soldier                11/12/02
   My Street                                11/12/02
   Ratchet & Clank                          11/12/02
   Getaway, The                             11/12/02
   Air Force Delta 3                        11/12/02
   Bomberman Kart                           11/12/02
   Disney's Treasure Planet                 11/12/02
   World Tour Soccer 2003                   11/12/02
   Frogger Classic                          11/12/02
   Bond 007: Nightfire                      11/12/02
   Suikoden III                             11/12/02
   Yu-Gi-Oh! The Duelist of the Roses       11/12/02
   Fisherman's Bait 2003                    11/12/02
   Dance Dance Revolution Max               11/12/02
   Evolution Snowcross                      11/12/02
   ATV Off Road Firy 2                      11/12/02
   Malice                                   11/12/02
   Wreckless: The Yakuza Missions           11/12/02
   Mission Impossible 2                     11/12/02
   NASCAR Heat II: Road to Champion         11/12/02
   Tomb Raider: Angel of Darkness           11/12/02
   Mary Kate & Ashley: Sweet 16             11/12/02
   Drome Racers                             11/12/02
   Evolution Snowboarding                   11/12/02
   Tom Clancy's Sum of All Fears            11/12/02
   Star Wars Bounty Hunter                  11/12/02
   Powerpuff Girls: In a Pickle             11/12/02
   Marvel vs. Capcom 2                      11/12/02
   Daredevil                                11/15/02
   Tankers                                  11/15/02
   Rayman Arena                             11/18/02
   Pride FC                                 11/18/02
   Aliens: U.S. Colonel Marines             11/19/02
   Risk                                     11/19/02
   James Cameron's Dark Angel               11/19/02
   JoJo's Bizarre Adventure                 11/19/02
   Dave Mirra BMX XXX                       11/26/02
   Top Gun 2                                12/02/02
   Devil May Cry 2                          12/03/02
   Enclave                                  12/03/02
   Shinobi                                  12/03/02
   March Madness 2003                       12/03/02
   NCAA College Basketball 2K3              12/10/02
   Dark Cloud 2                             12/16/02
   Indiana Jones and the Emperor's Tomb     12/16/02
   Mystic Heroes                            12/17/02
   Tom Clancy's Rainbow Six Raven           January
   Armada 2: Star Command                   01/02/03
   War of the Monsters                      01/14/03
   Celebrity Death Match                    01/14/03
   Primal                                   01/14/03
   Midnight Club 2                          01/14/03
   Battle Engine Aquila                     01/21/03
   XIII                                     02/03/03
   Smash Cars                               02/03/03
   Dungeons & Dragons: Heroes               02/04/03
   Elder Scrolls Adventures                 02/17/03
   Fear Effect 3                            02/17/03
   Xenosaga                                 02/17/03
   Toon Shade Racing                        02/17/03
   Everquest Online Adventures              03/03/03
   Tom Clancy's Rainbow Six Splint          03/03/03
   Falcone: Into the Maelstrom              03/03/03
   RTX Red Rock                             03/03/03
   Gladius                                  03/03/03
   Starsky & Hutch                          03/03/03
   Shaun Murray's Pro Wakeboarder           03/04/03
   Duke Nukem                               03/11/03
   Silent Hill 3                            03/11/03
   Zone of the Enders: 2nd Runner           03/11/03
   Mafia                                    03/11/03
   Dynasty Warriors 4                       03/17/03
   Red Dead Revolver                        03/17/03
   Star Ocean: Till the End of Time         06/02/03
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Message 80         Tue Jul 16, 2002
KGAGNE [Ken]                 at 14:05 PDT

Title       : STUNTMAN
Platform    : Sony PlayStation 2
Publisher   : Infogrames
ESRB Rating : Teen
Game Rating : 7.8
Review by   : Ken Gagne

One of my favorite movies is "Terminator 2", with a favorite scene being when
the T-1000 hijacks a big rig to chase young John Connor. The truck's former
occupant is carelessly flung from the vehicle, tumbling onto the speeding
pavement below.

That's no easy stunt! I wanted to be that unfortunate trucker. And, in a
sense, Infogrames' new PlayStation 2 game lets gamers take on the
oft-overlooked movie role of the Stuntman.

From the makers of Driver, Stuntman challenges players to drive vehicles
through a variety of movie sets, being filmed for scenes in such fictional
films as "Toothless in Wapping" and "A Whoopin' and A Hollerin'". These
scenes range from London police chases to more rural, "Dukes of
Hazzard"-style shenanigans.

The movie director offers constant vocal direction throughout the level,
indicating which turns to make, barrels to overturn, and jumps to take.
Failing a minor stunt will reduce your score for the level, but most failures
aren't minor, and will require the entire level to be restarted. Players
cannot simply race through the entire level, practicing its entirety with
each trial; they must perfect each individual stunt before gaining the
mastery to proceed further in the stage. In other words: drive, crash,
repeat.

This repetition would be more bearable if Stuntman weren't so nostalgic about
loading times, harkening back to the early days of PlayStation games. For
every retry, gamers will wait ten seconds for the level to reset. The
demanding stunts and lack of constant progression is a bad combination,
frustrating gamers looking to engage in more regular activity.

The controls are simple, but occasionally a bit squirrelly, dependent on the
vehicle and terrain. Stunts that require precise driving, such as driving
onto a train or between two trees, will require multiple attempts.

The music is surprisingly appropriate not only for a video game, but for the
genre of movie being filmed in each level. The director's commentary
helpfully accompanies the on-screen icons that indicate each stunt. Each
level's introductory cinematics, though, feature interviews with a virtual
stuntman who lifelessly speaks, stutters, and stammers. Realistic, perhaps -
he's a stuntman, not an actor - but thoroughly uninteresting.

The other gameplay modes are equally lackluster. A series of arena games
allows the opportunity to hone driving and precision skills, but with little
direction in how to do so. A stunt construction mode lets players decorate
the arena with their own machinations, with success in the movie filming mode
providing access to a wider variety of toys and props. Anyone frustrated by
the constant refilming of scenes in the game's prebuilt levels is unlikely to
have the patience to design their own, however.

Stuntman is an innovative take on the hackneyed driving genre. The stunts
players can pull off and the practice necessary to achieve them are both
insane, with various niceties making gamers feel that they really are
shooting a movie. Sadly, the realism extends to the truth that being a
stuntman is often all work and no play.
_________________________________________________________________
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Title       : SKYGUNNER
Platform    : Sony PlayStation 2
Publisher   : Atlus
ESRB Rating : Everyone
Game Rating : 7.2
Review by   : Ken Gagne

Not every flying game need be a Top Gun. But the alternative isn't for
everyone, either. Fly the offbeat skies in the PlayStation 2 game, SkyGunner.

These skies are not ones of F14 Tomcats and heat-seeking missiles, but
colorful caricatures and impossible airships. The pirate Ventre seeks to
steal the Eternal Engine, a machine capable of perpetual motion. It's up to
the adventurous pilots known as the SkyGunners to protect it.

SkyGunner's Japanese origin is evident in both its art and character styles.
Between levels, the storyline is developed in slowly-progressing comic book
panels, forcing gamers to endure the fixed pace. At boot time, either
Japanese or English spoken dialogue can be chosen - but loading a saved game
will reset to whichever option was chosen for that saved data. The only way
to switch languages is not only to reboot, but to restart from level one.

Once the options are set and a training mode complete, gamers are launched to
do battle with the wicked Ventre and his minions. The gameplay is not
altogether different from Star Wars Rogue Leader, where squads of enemies
must be defeated or allied ships protected. Novice gamers will fall into a
routine of strafing runs, followed by quick retreats and 180-degree turns.
This practice may finish the level, but it won't earn any rewards.

A complex scoring system introduces an element of strategy into the game.
Targeting specific enemies can cause high-scoring explosions that will
eliminate entire squadrons and gun batteries. Considering this element in the
heat of battle is difficult, though, and is further unaided by the control
scheme.

Whereas most flying games provide a variety of camera angles, including from
the cockpit, SkyGunner sets the pilot as secondary to the target. The camera
is always locked on the enemy, not the hero, and no matter the dive, climb,
or barrel roll, the player, if not his plane, will always be focused in that
direction.

The controls allow many different ways to lock onto an enemy. The R2 button
switches between units, while Triangle alternates between enemies in a unit.
It is confusing to determine exactly which enemy in which unit should be
targeted, and then to do so. And since the camera doesn't point in the same
direction as the player is flying, potential targets are often limited to
whatever the game feels like showing the player.

What is shown is bright and vibrant, depicting a full world through which to
fly. Air battles in various weathers, as well as strikes against ground and
sea units, must be endured. The potential blankness of a blue sky or ocean
background is relieved with lightning storms, lighthouses, and cityscapes.
Many gauges and other information litter the screen, periodically joined by
speech balloons and environmental descriptions. Though powerful warships can
fill the screen, drawing a bead on the smaller, more standard fighter planes
is a harder task.

The music is suitably light and cheerful for the game's cartoonish
atmosphere, occasionally reminiscent of the early Final Fantasy games. The
voice acting, whether in Japanese or in English, is only average.

SkyGunner is a lighthearted romp through dangerous skies. The gameplay is as
simple or complicated as a player wishes, but gamers are likely to be
unengaged by the former and find insufficient incentive to seek the latter.
_________________________________________________________________
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Title       : THE MARK OF KRI
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Mature
Game Rating : 8.4
Review by   : Ken Gagne

Oral tradition, unlike the written word, is flexible. Tales transform as they
are passed down through generations, each time preserving a bit less of the
family's heritage.

People no longer believe in the dark spell that was long ago shattered into
six pieces, and given to six tribes to protect. But when an evil force moves
to reassemble the magic, the barbarian Rau will learn his family's part in
preventing such disaster. The tradition of 3D beat-em-up games is neatly
preserved, yet also expanded, in The Mark of Kri, a PlayStation 2 game
published by Sony.

In Kri, players control Rau in a series of 3D action-adventure quests. Though
each level starts at the village inn, where a quest or journey is issued,
little other character interaction occurs. Once out in the field, players
will be talking to people with the sharp end of a sword.

Rau is as savage as he is barbaric. Though he wields his broadsword with
finesse, he does so to merciless end, lopping off heads and limbs, skewering
and impaling with impunity. Should he sheathe his sword, his bare hands can
powerfully snap necks and crush skulls. There is much of neither blood nor
gore, but the actions themselves are no less brutal and unsettling.

The Legend of Zelda introduced the "lock-on" method by which characters in 3D
games can focus on a single enemy. Mark of Kri expands the player's range to
include up to three foes. By swinging the right analog stick, nearby enemies
can be targeted, each marked with an icon representative of a controller
button. Pressing that button will send Rau to strike that particular guard,
though the fewer enemies on which he's focused, the more damage and the more
punishing the combos he can inflict.

Despite the variety of enemies and ways of which to dispose them, if that's
all there was, Kri could be reduced to little more than button mashing.
Fortunately, other gameplay elements expand the experience.

For example, Rau's bird, Kuzo, is too old to be a combative partner
(unlike the secondary and similarly-named star of Banjo-Kazooie). But a
clairvoyant connection between the two allows Rau to use his feathered friend
to scout nearby areas. Kuzo can also activate switches and translate ancient
texts, both necessary to open the way for Rau.

There is also the value of learning to stealth kill. Though Rau can
eventually learn to target more than three enemies, even he can be overborne
by an entire camp of thugs. Rau's massive weight can become a silent killer
as he sneaks along walls and up behind unsuspecting enemies, or strings his
bow to rain death from afar.

There are secondary goals for Rau to complete in each level as well. A
primary objective must be met to advance in the game, but meeting various
other challenges will unlock new costumes, combat arenas, and other secrets.
Beyond giving the player something to do, these tasks are a deceptive way to
train the player and teach him all Rau's abilities, challenging him to use
specific methods to kill a certain number of guards, or to avoid using the
sword as a crutch and to find other innovative ways to immobilize a sentry.

Kri's graphical style is often reminiscent of Disney (though I doubt Walt
would've ever approved such carnage). Lush, tropical backgrounds cultivate
the wild atmosphere. But between levels, narration unfolds as, before the
player's eyes, a picture is inked onto brown parchment. This method by which
the story develops simultaneously aurally and visually is fitting for a game
of such ancient, tribal setting.

I've grown weary of cookie-cutter beat-em-up games, and worried that The Mark
of Kri would succumb to this chasm. If not for a unique environment and
storytelling method, and various gameplay enhancements and extras, it
would've, as Kri is such a beat-em-up game at its core. But it climbs out of
that pit far enough to leave its mark on the PS2 gaming scene for as long as
its six levels last. Comparisons to Metal Gear Solid prove inaccurate, but if
you like Tenchu, then Mark of Kri deserves your attention.
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Summertime is just Slib sliding away--
Slib sliding awaaay!

I'm just Slib sliding into your mailbox to bring you tidings of great joy.

Rejoice even though summer is rapidly coming to a close and the cold and wet
of fall and winter aren't too far off: Enix has launched the new Grandia
Xtreme web site! With Grandia Xtreme shipping on Sept. 30th, it's time to
start learnin' all about this new role-playing phenom.

You can reach the new site at www.enix.com or at www.grandiaxtreme.com.

The Grandia RPG series is acclaimed as one of the best-ever, up there with
the great Dragon Warrior franchise.

Grandia Xtreme has one of the best combat systems yet created for an RPG
(Xtreme adds new moves, new AI options, new strategic depth to the great
system seen in Grandia and Grandia 2). One of the coolest magic systems (yes,
you can create your own spells by fusing mana eggs in unusual methods). And
it's all tied up with a nice little PlayStation 2 graphics bow--you see,
Grandia Xtreme is designed from the ground up for PlayStation 2 - no more
Dreamcast ports - so it takes full advantage of the power of PS2.

Topping it all off is some brilliant voice work from Mark Hamill (remember
him from some movie series?), Dean Cain (he CAN fly, believe it or not!), and
Lisa Loeb (be still my beating heart).

Come on over to www.enix.com and check out the new site for yourself. We've
also opened up a new forum for all you Grandia fans so you can have a place
all to yourselves. You'll want to head on over to your local software shop
and make sure you're on the call list for Grandia Xtreme so you can be one of
the first to get a copy. Enix will be shipping it out of their warehouse on
September 30th so you should be able to get a copy right at the beginning of
October.

I'll follow up soon with some more detailed info on the really cool things
about Grandia.

And I'll start spilling the beans about Robot Alchemic Drive (aka "RAD").
Start countin' down the days until November 5th too--RAD is going to be so
incredible I might accidentally...?? (I'll leave this up to your imagination
- send suggestions for things that I might accidentally do to slib@enix.com
and I'll give my top 5 or 10 favorites in my next email.)

Can you tell I'm excited?

Your friend,

Slib

 ------------
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Wednesday is a big day for the PlayStation 2.  Capcom's Onimusha 2 will hit
store shelves, as will the PS2 Network Adaptor (includes both narrowband and
broadband jacks), and SOCOM: U.S. Navy Seals, the first online game for the
PS2.  SOCOM costs $60 and comes bundled with a voice headset for use when
playing the game online, which requires a broadband connection.

-Ken
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This game actually sounds interesting to me.  To Me Online gaming won't be
worth a darn, until you are on broadband with full voice capabilities.  Without
being able to talk back and forth, (trash talk or whatever), then you would be
missing half the fun.  Just being able to discuss anything while playing would
be a huge step up for online gaming.

Let me know how this game does.  I like the concept.

Dain
 ------------
Category 27,  Topic 2
Message 86         Sun Sep 01, 2002
KGAGNE [Ken]                 at 20:19 PDT

Dain,

I'm unsure I've ever liked gaming with strangers, and talking to them appeals
to me even less.  Witness Penny Arcade:

http://www.penny-arcade.com/view.php3?date=2002-08-30

-Ken
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Well, I really wasn't referring to Gaming with complete strangers:)  I have
done that before in MUDs and have had lots of fun.  Of course gaming with
friends is what I am talking about.  Most of my friends are now spread all over
the country and being able to game and talk with them would be perfect.  Even
being able to game with a friend or two in lincoln would be fun.  This one
friend of mine used to game online on DSL and a headset using the phone line so
that he could talk with a friend he played Quake (I think that was the game)
with.

Dain
 ------------
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Message 88         Sat Sep 07, 2002
KGAGNE [Ken]                 at 20:49 PDT

If you have a PS2, memory card, network adaptor, and a Sony Station account
(not sure what that is - maybe it comes with connecting your PS2 online the
first time), you can sign up to be an Everquest beta tester!

http://everquestonlineadventures.station.sony.com/beta/
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Title       : THE TERMINATOR: DAWN OF FATE
Platform    : PlayStation 2, Microsoft Xbox
Publisher   : Infogrames
ESRB Rating : Teen
Game Rating : 6.8
Review by   : Ken Gagne

Sequels seldom surpass the brilliance of the original work. However, there is
a no more sterling example of an exception than Terminator 2. I have few
hopes next year's T3 film will be its equal, and if Terminator: Dawn of Fate,
an Xbox and PlayStation 2 game from Infogrames, is any indication, my fears
are justified. [PS2 version reviewed here]

Dawn of Fate is set in the bleak future of the year 2027, long after the
nuclear holocaust known as Judgment Day. The war against Skynet and its
armada of machines is coming to a head, leading up to the events of the first
Terminator movie. Players begin as that film's hero, Kyle Reese, occasionally
switching to other characters in leader John Connor's resistance group.

The 3D action consists of battling various endos and fakies (bipedal robots),
HKs (hunter/killers), and other machines. Schwarzenegger's T-800 model is
rarely seen, and its lesser counterparts, though they can take a beating from
even futuristic weaponry, are far more destructible.

Regardless of the technology involved, Dawn of Fate dwindles down to little
more than consecutive endurance matches. Each room, plaza, and area is
teeming with Skynet's troops, requiring the humans to clear out the area. For
every robot that falls, another takes its place, until that area's supply is
exhausted. The door to the next room then opens, allowing players to repeat
the process. Each level requires various tasks to be completed, but it's
battling through the waves of cybernetics that's the challenge.

As in the movies, pieces of Skynet technology can be collected and used to
research new hardware. Though a neat device, this gameplay mechanism is no
different from finding money to spend in a shop between levels, upgrading the
player's offensive and defensive capabilities.

Unlike the seamlessly integrated worlds of most video games, loading times
disjoin the rooms of the shattered buildings players traverse, demanding they
wait several seconds when passing through doors. Various cut scenes are
dramatic and accurately depict the war-torn future, but sometimes these
interruptions come too often.

The gameplay graphics are appropriately dark for the game's grim setting. The
camera, however, suddenly shifts perspectives as Reese runs along a corridor
or down a flight of stairs, requiring players to reorient the direction of
their movement. This annoyance is even more bothersome in the heat of combat,
complicating the already imprecise targeting system. Reese takes an accurate
bead on his assailant, but selecting a specific one from many can take
several moments while caught in a crossfire. Fortunately, the difficulty
setting can be adjusted to compensate for these unfair grievances.

Dawn of Fate is akin to the terminators it depicts: cold, hard, and lifeless.
It is not a game flawed beyond playability, but one that fails to engage the
player in any emotion. You'd best leave this one on the assembly line.
_________________________________________________________________
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Title       : CONTRA: SHATTERED SOLDIER
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Teen
Game Rating : 7.9
Review by   : Ken Gagne

Up, Up, Down, Down, Left, Right, Left, Right, B, A, Start.

Even if you can't appreciate the significance of that legendary button
sequence, you can still get in on the action with Contra: Shattered Soldier,
a PlayStation 2 game from Konami.

The Contra series has ridden a roller coaster of success, beginning with the
1987 arcade game and then enjoying several popular incarnations on various
Nintendo systems. The transition to the Sony PlayStation was less
efficacious, as the developer that Konami hired to manage the two PlayStation
games updated them to 3D, destroying every fun aspect of Contra.

Shattered Soldier is what Contra always should have been: a blending of
modern technology with classic gameplay. The 2D action, two-player mode, and
huge bosses are all back where they belong.

Players troop from the left side of the stage to the right, through cities,
jungles, and oceans, shooting anything and everything that moves. But unlike
past Contras, there are no power-ups or additional weapons to acquire.
Players begin with three weapons, which they can switch between at any time.
The flamethrower and grenade launcher have such limited range, though, that
shifting to them in the heat of battle is likely a fatal choice. The lack of
acquirable weaponry removes a certain element of strategy and variability.
The rest of the controls have remained mostly unchanged since Contra's Super
Nintendo days.

The controls are one of many factors to be mastered quickly in face of
Contra's onslaught. It is virtually impossible to avoid any incoming attack
without foreknowledge. The "Normal" difficulty setting grants a mere three
lives and three continues with which to learn a stage. Even veteran gamers
will do well to try the "Easy" setting, which changes these numbers to nine
and 99. With that many opportunities, most gamers will learn the nuances of
each stage, allowing their memorization, if not their skill, to guide them to
and through each of the many bosses.

The game often throws everything imaginable at the player, moving quickly
from one abstract scenario to the next: waterskiing mechs, vomitive,
baby-faced turtles, and an evil Seaman. All this and more pack the game's
four main stages, which can be completed in any order. Ratings are earned
based on performance levels, unlocking additional endings and a total of
seven levels. Without this replay value, Contra can be played in its entirety
in only an hour or two.

Fortunately, those hours are spent in classic gameplay, as the 3D graphics
integrate with the 2D gameplay for outstanding action. Every level is played
from a side-scrolling perspective; absent are the overhead and
over-the-shoulder stages that have marred recent attempts at Contra. The
opening sequence suggests some excellent cinematics, but the movie sequences
feature neither full-motion video nor digitized speech. Considering the
brevity of game, the lack of showmanship in these rare moments is
disappointing. Unlike most Contra games, this one purports to have a story
line, but these weak moments do nothing to support this unnecessary
accessory.

The most frustrating aspect of Shattered Soldier is getting from Point A to
Point B; so much rote is necessary that it sometimes feels more like Dragon's
Lair. The lack of player initiative and the terse nature of this Contra keeps
it from rating higher, but not from being the best Contra game in the last
decade. Perhaps this series isn't so shattered after all.
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Title       : RYGAR: THE LEGENDARY ADVENTURE
Platform    : Sony PlayStation 2
Publisher   : Tecmo
ESRB Rating : Teen
Game Rating : 7.6
Review by   : Ken Gagne

In olden days of yore existed a hero of myth, who set forth on a legendary
journey. His name was not Hercules; it was Rygar, and he was beloved by the
few people who knew his name. It was the mid-Eighties on the original
Nintendo system that Rygar first ventured forth.

Today, Rygar lives again on the PlayStation 2, thanks to publisher Tecmo.
This time, his tale is more firmly rooted in Greek mythology, making
contemporaries of Athens, Zeus, Aristotle, and demons who speak in metaphors
much too obtuse for a video game. Players guide this gladiator on a quest to
save his princess and his land from the hands of the Titans' ancient evil.

When a game is updated after this long a hibernation, only trace elements of
the original can be retained. Here, the Diskarmor reappears as the weapon of
choice. This flail-like spinning shield comes in several flavors, each with
its own range, repertoire, and ability to summon a unique monster to inflict
special damage. Players will find all three Diskarmors quickly, allowing them
to upgrade and switch between them as they see fit. As Rygar grows in
abilities, so will his Diskarmor, doubling as a grappling hook, pulley, and
other devices necessary to proceed. There are a few discrete areas, but
mostly the game is set in one continuous world through which Rygar can
backtrack to open new areas as his talents increase.

This 3D adventure game features plenty of running around, some exploration,
and a bit of fighting. Overall, it focuses on the juvenile pursuit of
destroying everything in sight; players will spend more time smashing
statuary than fighting fiends. The rewards for such destruction affect
gameplay and environment little: for example, Rygar can demolish supporting
pillars without the roof suffering any loss of structural integrity.

Even the monsters have more quantity than quality on their side, coming at
Rygar in waves that must be cleared to progress. But when our brave
adventurer stumbles upon a boss - and such encounters happen suddenly enough
to warrant stumbling - he'll find himself challenged by monsters of titanic
and lethal proportions. These gargantuan opponents wield many and powerful
attacks, sometimes cascading them in unavoidable combos - essentially kicking
a man when he's down. These confrontations are reminiscent of classic video
games that first seem impossible, but where persistence and practice show the
way to victory. If the challenges tossed our legendary hero's way prove
unconquerable, players are offered the option of decreasing the difficulty
setting.

The camera angle is dramatic, highlighting the beautiful and ancient world
Rygar inhabits. Running water and golden sunsets decorate his environs,
though other times, the white marble palaces seem a bit flat and unadorned.
Artifacts of some effects can remain as Rygar moves, causing players to
question that brief glimmer they thought they saw. And why, if the Ionic
columned architecture reflects on the marble surfaces, does Rygar himself
cast no such reflection?

The penalty for these dramatic angles is that they change too abruptly
- a nasty habit Rygar shares with Devil May Cry. Gamers must suddenly
reorient their controllers to a new direction in order to keep Rygar's
movement consistent. This sudden switching of angles during combat can cause
a temporary and fatal loss of control.

Rygar doesn't try very hard to live up to its predecessor, but instead
borrows its name and some components to compose a new adventure. Though it's
a fun game, it's also a basic and short one, with innovation and name enough
to keep players interested for awhile. Thank the gods for Diskarmor!
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Title       : HAVEN: CALL OF THE KING
Platform    : Sony PlayStation 2
Publisher   : Midway
ESRB Rating : Teen
Game Rating : 3.7
Review by   : Ken Gagne

Many games try to be many things. Few games have claimed to be more, and
failed at so much, as Haven: Call of the King, a PlayStation 2 game from
Midway.

Haven is the titular name of the main character, a young lad on a foreign
planet enslaved to an evil dictator named Vetch. This conqueror controls the
antidote to the poison with which he has infected his servants. To continue
his rule unthreatened, he must eliminate Haven, who has begun having
prophetic dreams of an ancient king who will return to his people in their
time of need.

Midway touts Haven's "Freeformer" gameplay, which supposedly allows Haven to
seamlessly transition from one genre of gameplay to another. One moment,
Haven may be jumping from platform to platform; next, he'll be firing a
cannon at enemy ships. After flying his jet pack to extinguish a towering
inferno, he may hop into a speedboat to race across the lake.

Though these transitions are seamless, they are also pointless. Even Super
Mario Sunshine had Nintendo's plumber firing rockets from a monorail, but it
made no claims to be anything other than an excellent platformer.

If Haven tried harder, it might be a decent platformer, too. There are some
tense moments when the hero must leap from toppling pillar to pillar, and
classic sequences of avoiding falling boulders and the like. But Haven is
bogged down by too much lackluster gameplay. Each level comes without story
or direction, leaving the player to pause the game and consult a checklist of
activities that need to be accomplished. No matter the context, such
unadorned shopping lists are still unexciting. Why is Haven going through
these motions, anyway? In the first level, he wants to go to the mines to
find his friend. So why is he assaulting enemy guards with his yo-yo and
smashing his speedboat into power generators? Is he making a trip, or
inciting a riot? I would accept either rhyme or reason for these actions;
sadly, I find neither.

Even the standard platforming sequences have their flaws. A central focus for
Haven are pots: red pots, green pots, hint pots, smoke pots. Every room,
platform, and corner has a pot, many of which are essential to Haven's
progress. Players must learn to distinguish the various types, which ones can
and can't be broken, which are helpful and which aren't. Otherwise they'll
enjoy more than a few fireballs in the face, or overlook necessary hidden
items.

Though the graphics are from the imagination of illustrator Rodney Mattews,
they are no more attractive than any other platform game. The camera angle
keeps a tight view on the action, and the world itself is colorful, but the
graphics comprise a immature overall look. The characters have the wide eyes
of children, and the voice actors would be more at home in a Saturday morning
cartoon.

I'm sorry, Haven, but whatever you're trying to do here, it isn't going to
work. Don't try to be something you're not, and don't claim typicality to be
an innovation. It's your only salvation.
_________________________________________________________________
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Title       : STAR WARS: THE CLONE WARS
Platform    : Sony PlayStation 2, Nintendo GameCube
Publisher   : LucasArts
ESRB Rating : Everyone
Game Rating : 7.7
Review by   : Ken Gagne

Based on only a handful of movies, LucasArts has created dozens of video
games. Add to that mix Star Wars: The Clone Wars, a PlayStation 2 and
GameCube game based on Episode II. (PS2 version reviewed here)

The Clone Wars is a land-based shooting game, similar to the GameCube game
Rogue Leader. The Clone Wars begins in the closing scenes of the film, and
follows the various campaigns that reveal a dark movement by the Sith Lords.
Though this plot discards the disjointed nature of Rogue Leader, it also
offers less variety of setting, though there is still a good mix of action.

In each of the 16 levels, gamers play as Jedi Knights such as Anakin
Skywalker, Obi-Wan Kenobi, and Mace Windu, piloting five unique craft or
hoofing it. The vehicles are mostly underpowered, leaving the Jedi to more
often play the role of caravan guard than they do take the offensive. Even
given these objectives, Clone Wars will tax player's abilities to strafe and
take damage; sometimes one's best recourse is to admit their skills are more
aligned with the Padawan difficulty setting, and not Jedi Master.

Collision detection is hit-or-miss, and needs improvement regardless. While
many structures can be flown through without harm to the player's vehicle,
the slightest contact with enemy craft or terrain will instantly, jerkily
reorient the player in a seemingly random direction. Given the high-speed
maneuverability of the vehicles, this obstacle can quickly distance the gamer
from his goal, producing a frustrating failure.

An uncommon feature of recent Star Wars games makes its return with Clone
Wars' multiplayer mode. Several action- and strategy-based styles allow two
(on the PlayStation) to four (GameCube) players to flex their Force. This
mode is mostly simple, though the ability to unlock additional maps by
achieving bonus objectives in the one-player mode provides an occasional new
battlefield to test.

Whatever the playing field, the graphics succeed in various degrees. The
scenes from the movie are accurately depicted, with massive starships falling
under assault and crashing into the ground. But much action occurs haltingly,
as though the game is running at a low resolution, or has trouble animating
so many icons at once. The characters are true to their movie counterparts,
though none the film's voice actors are responsible for the game's
similar-sounding voice acting. Variations on John Williams' heroic themes
flesh out the soundtrack.

To get The Clone Wars, you could take Rogue Leader, make it a prequel, remove
the space battles and well-known epic settings, diminish the graphics a bit,
and add multiplayer modes. If that doesn't add up to ringing endorsement,
well, it's not supposed to. Clone Wars is a fun Star Wars game, and expands
on, rather than re-creates, the events of the films, but lacks some fun and
mysticism of the series. PlayStation 2 owners may find themselves satisfied,
but GameCube gamers will find the Force stronger elsewhere.
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Title       : DISASTER REPORT
Platform    : Sony PlayStation 2
Publisher   : Agetec
ESRB Rating : Teen
Game Rating : 7.5
Review by   : Ken Gagne

Keith Helm is about to have a very bad day.

Living as a reporter on the manmade Stiver Island, Keith is caught in the
wrong place at the wrong time when a massive earthquake strikes. Cut off from
civilization, he must make his way to safety, during which he'll encounter
other survivors, establish working relationships with them, and uncover
details that suggest this disaster may've been unnatural in origin.

This is the story of Disaster Report, a PlayStation 2 game from Agetec.

Players guide Keith through the dangerous landscape of Stiver Island's ruins,
helping him collect items and navigate the treacherous precipice left by the
catastrophe. In addition to fatal falls, his weakness is water, which he goes
through water like it's, uh, water: the more strenuous his activity, the more
quickly he'll dehydrate. Fortunately, sources of clean water are aplenty, and
double as save points.

Though exploring an evacuated city may seem daunting, the game is very linear
in nature. Each puzzle has a specific solution; it is up to gamers to
determine what it is. Since there is only one solution, it is also very easy
to not know what to do next and become stuck. Player initiative comes into
play by deciding which scavenged items to carry, as backpack space is
limited. For example, if you're uninjured, you may not think to hold onto
that gauze, but combining it with other items can create a crude torch. The
innovative mind will lead to the best of several endings. There are also 35
different compasses to collect. There is no functional difference among them,
but they add a bonus dimension of treasure hunting to the mix. Gotta catch
'em all!

Gameplay mostly consists of methodological surveying and puzzle-solving -
almost like Resident Evil, but without the monsters, and with more logic to
the problems. Aftershocks can quickly kick up the game's pace, though. Should
you brace for impact, protecting yourself from dangerous tumbles? Or run,
lest you be crushed by the next falling building, or find your foothold
suddenly falling into the ocean below?

Keith can not only brace himself, but also shout, hoping to hear responses
from nearby survivors. If he follow's the game's track, though - and its
hurdles are often structured such that he must - he'll happen across all
relevant refugees in due time. Both the run and first person view buttons
must be held down in order to be used. The menu system is a bit of a
curmudgeon, reacting slowly to input, but provides a variety of data and
opportunities to manipulate the inventory.

Though common scrapes and bruises will deteriorate Keith's clothing, they're
unlikely to have any long-term effect on our hero's health. Further, saved
data does not record injuries, so restoration is no more difficult than
finding a save point and reloading the current game.

The camera is mostly automated, with some fixed angles, and others that
follow Keith's movements. The only manual control available is to center the
camera behind Keith, when possible. Why Agetec didn't map total camera
control to the right analog stick - an increasingly popular layout - is
beyond me.

The city itself is barren and deserted. It's easy to become disoriented, even
with the compass, because so much of the environment looks similar. Running
among these ruins and its smoking rubble and other effects often results in
slowdown. The graphics lack definition, causing both near and distant to
appear blurry. Fortunately, mission-critical items are often highlighted,
making them hard to miss.

There is no musical score to accompany these rescue efforts, though
atmospheric effects abound, from whistling wind to pattering rain and
guttering flames. The voice acting is inexplicably clipped, and varied in
quality from a strong main character to an average sidekick and terrible
radio broadcasts.

In this new reality in which America finds itself, it's strange that we
should find entertainment in a game with so many collapsing buildings.
Regardless, Disaster Report has a lot going for it: a constantly evolving
environment, complete lack of violence or combat, original premise, and need
for strong problem-solving skills. The below-average graphics and
occasionally cumbersome control hamper it, but what's most striking is that
though the game is often intriguing, it isn't always fun.

It's worth renting, but perhaps not buying, and definitely not replaying.
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Title       : EVERBLUE 2
Platform    : Sony PlayStation 2
Publisher   : Capcom
ESRB Rating : Everyone
Game Rating : 8.3
Review by   : Ken Gagne

Few console games simulate reality without adding fantasy elements or other
gratuitous embellishments. Fewer games still are realistic, non-violent, and
fun.

Much to my surprise, Everblue 2, a PlayStation 2 game from Capcom, is such a
game.

Everblue 2 is a scuba diving game that challenges players to salvage untold
wealth and waste from the ocean. From their base of operations on Valentir
Island, gamers explore the surrounding depths in a first-person perspective,
with nothing in hand but an empty sack.

When in the open sea, players skim along the ocean floor, using sonar to
detect unseen items. The sonar can be adjusted to echolocate items of various
materials, such as wood, glass, and metal. Wreckage in interior locations can
be seen and obtained without this device. In Wizardry-style fashion, each
item is unidentified when first recovered. Players must bring their salvage
to a shop to be identified, after which it can be sold for money, combined
into more potent items, incorporated into building plans, or bequeathed as a
gift.

About a third of actual game time is spent in the water, with the rest spent
in the local village. There, a point-and-click interface provides players
with access to local shops and townspeople, many of whom have requests for
Leo to recover personal items or lost artifacts. A story plays out through
these interactions, leading players to explore increasingly dangerous and
complex sites: a crashed plane, a sunken cruise ship, submerged caverns, and
more.

These ruins are not ghost ships or booby-trapped temples of doom; the
greatest threat to Leo's health are the inherent (and realistic) risks of the
sport. Only so much can be carried away from these sites before the diver
becomes bogged down and begins losing health. Even unencumbered, Leo has a
limited air supply. As tempting as it may be to delve deeply and carry much,
nothing is as terrifying as being trapped with no way out and only seconds of
air left. (Claustrophobics need not apply.) Sure, you could strip a luxury
liner bare if you like, bagging every deck chair and light fixture - but
you'll waste time surfacing and unloading it all, while the real treasure of
the deep lies beneath. Greed and poor planning will leave you poor, dead, or
both.

Everblue uses a control scheme similar to many first-person shooting games,
where one analog stick controls movement and the other dictates camera
direction. This combination makes it easy to navigate both the open ocean
floor and the tight corridors of a scuttled ship. A flashlight automatically
activates when exploring abysses or interior environments. Especially on dry
land, the menus offer a multitude of options and information, and are also
easy to navigate.

The village is set to a background of peppy, tropical music that fits the
environment, and is in sharp contrast to the silence found beneath the waves.
There, only the sound effects of breathing through one's scuba gear accompany
the mission. But the tune that suddenly sounds when large, many-toothed fish
appear evokes Spielberg's famous shark.

This fish and others can be captured with an underwater camera and stored in
a non-threatening aquarium, but at no time did I find that Everblue captured
the beauty and majesty of aquatic life. Perhaps I was too intent on finding
more treasure (or junk - I'll collect it either way) to notice, but the
graphics do not lend to this game being a peaceful exercise in relaxation,
and lacks the aimless freedom of Pilotwings.

Despite that nature and the total lack of combat, weapons, or other threats
of violence, Everblue 2 is a strangely addicting game. It's very tempting to
submerge for one more dive, seeking the last item needed to complete a
collection or to finish pillaging a sunken trove. Amid the more mainstream
games available for the PlayStation 2, Everblue 2 is easy to overlook, but
you'll be glad you took the plunge.
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Message 96         Mon Mar 24, 2003
A2.DAIN [Dain]               at 22:22 PDT


I stumbled across this tonight on the web and thought it might be of interest.
It's a trailer for a Transformers PS2 game.  If anything, it's kind of neat to
see some computer rendered transformers.

http://www3.telus.net/Dsx2/gamefaqs_tfgen1_trailer%20TRY%202.mpg

Dain
 ------------
Category 27,  Topic 2
Message 97         Tue Mar 25, 2003
KGAGNE [Ken]                 at 04:42 PDT

Dain,

I remember reading in Game Informer that a Transformers: Generation Zero game
was in the works.  Since the original cartoon that aired in the Eighties was
unofficially known as "Generation One", some theorists suggest this new game
will be set on the Autobot homeworld of Cybertron.  Interesting, though that
the movie shows both Optimus and Rodimus Primes, and both Megatron and
Galvatron.

Thanks for the link!  I've seen CGI Transformers before, but never CGI
Generation One.  I don't think any of what I just watched was actual gameplay,
but it's exciting nonetheless. :)

-Ken

 ------------
Category 27,  Topic 2
Message 98         Sun Apr 13, 2003
KGAGNE [Ken]                 at 07:40 PDT

A friend tells me that Toys R Us begins a special today on all PlayStation 2
games: buy two, get a third of equal or lesser value free.

-Ken

 ------------
Category 27,  Topic 2
Message 99         Sat Apr 19, 2003
KGAGNE [Ken]                 at 13:50 PDT

Tomb Raider: Angel of Darkness, recently due this month (originally due long
ago - November, if not earlier), has been pushed back again - this time until
July.

Meanwhile, Indiana Jones will be released for PS2 next month.

 ------------
Category 27,  Topic 2
Message 100        Sun Apr 20, 2003
A2.DAIN [Dain]               at 18:18 PDT


Is the new Tomb Raider game more related to the games of old, or the movies of
late?  I know there is a movie coming out sometime this summer.

Dain
 ------------
Category 27,  Topic 2
Message 101        Mon Apr 21, 2003
KGAGNE [Ken]                 at 11:37 PDT

Dain,

The movies are based on the characters from the Tomb Raider games, but they
have independent plots.

I'm not sure which went into development first, the latest Tomb Raider game,
or the second Tomb Raider movie (due this summer and starring Angelina Jolie
again).

-Ken

 ------------
Category 27,  Topic 2
Message 102        Wed Apr 23, 2003
KGAGNE [Ken]                 at 16:09 PDT

Title       : DARK CLOUD 2
Platform    : Sony PlayStation 2
Publisher   : SCEA
ESRB Rating : Teen
Game Rating : 8.0
Review by   : Ken Gagne

A hero from the future has travelled to the past to change all that will be.
No, it's not this summer's Terminator 3 - it's Dark Cloud 2, a PlayStation 2
game from Sony.

Though occasionally compared to Zelda, Dark Cloud has only superficial
resemblances to that game. Dark Cloud is a 3D adventure game where the heroes
gain experience and gold, go shopping, and play out a story, as in a
role-playing game (RPG), but the battles are real-time, with buttons for
swinging swords and dodging bullets.

To describe Dark Cloud 2 in a word: busy.

Let's start with the Max's armaments. His weapons are durable, but not
indestructible, and must be restored using a limited supply of Repair Power
before they break. They can also be upgraded to new forms, or enhanced in
their current forms. This latter process involves "spectrumizing" other
items, or distilling their essences, and "synthesizing", or combining
essences with weapons to increase their attributes. Players can switch
between multiple characters, each with unique weapons and vehicles, which can
also be modified.

Next are inventions. Max can get ideas by taking photographs of nearby items,
then combining three of these hundreds of ideas into a wondrous item or
powerful weapon. A trash can, pipe, and belt can be converted into an energy
source for a robot, but a mailbox, pumpkin, and clock may not prove so
useful.

Then there's the dungeons, which may also take the form of forests,
mountains, and other settings, each a dozen "levels" or more deep. Each floor
is randomly generated, ensuring a new experience for every gamer with each
play. But without any human genius supporting these machinations, the casual
layout and stray monsters and treasures ultimately defeat this potential for
newness.

The settings don't stop there. Max must rebuild the world from scratch using
the Georama system, which allows him to plot the location of buildings,
people, and other environmental accessories. Players have more control over
this process than they did in the original Dark Cloud, granting them the
freedom to design their own setting.

Those are the essential elements of gameplay, which give players many options
and duties with which to tackle the mundane. The challenge is not what to
invent, but how; not who the enemy is, but how to defeat him.

I do not find such trials engaging. No matter my weapon, character, or
vehicle, I know that the next level will be as indeterminate as the last, and
will involve mashing buttons to defeat enemies until one reveals the key to
the next level, where I can start again.

There is more engagement to be found in the game's presentation. Using cel
shading, the graphics are colorful and cartoonish, with characters moving
animatedly through a vivid world. Everyone speaks with surprisingly effective
and comical voice acting, and adventures to music that is upbeat and catchy.

If random dungeons are to your liking, then Dark Cloud 2 offers hours of
rewarding experimentation and replay value. I found myself lost in the dark
mists of customization and a gameplay the crux of which is too repetitive.
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Message 103        Wed May 07, 2003
A2.DAIN [Dain]               at 05:12 PDT


I had a friend from work come over last night and he brought two Logitech Force
Feedback driving wheels and pedals and Need for Speed Hot Pursuit 2.   (He's a
litte more hard core than I;)  We played two player driving with him being the
cop out to stop me and I being the low life speeder in the Porshe 911.  It's
quite a lot of fun that way.  Especially since the courses we were on had some
off road areas to explore and kind of play Hide-n-seek in.

Fun stuff.  It almost makes me wish I had a PS2 and some driving wheels.  Of
course on a side note after we were done playing and tried to switch games, his
PS2 would no longer read any discs.  It looks like he needs to get a new one or
he has quite a few oddly shaped Logitech paper weights.

Dain
 ------------
Category 27,  Topic 2
Message 104        Sun Jun 22, 2003
KGAGNE [Ken]                 at 17:45 PDT

Title       : ARMORED CORE 3
Platform    : Sony PlayStation 2
Publisher   : Agetec
ESRB Rating : Teen
Game Rating : 8.5
Review by   : Jeremy Pallant

As long as there's been a Sony PlayStation, there's been an Armored Core. The
first one was published six years ago, in 1997. It is, in my opinion, the
finest series of games to have been published on any console. The basic
structure of the series has remained consistent. You play a Raven, the
mercenary pilot of a massive mechanoid known as an Armored Core, in a post
apocalyptic world where mankind has abandoned the surface to live
underground.

There are several modes of play. First, there is the story-driven game
itself: mission based, fairly traditional, with specific objectives and
limited branching through to one of two possible endings. Complete the
mission, and you get paid. Then there is the Arena mode. All the games,
except for Armored Core 2: Another Age, have had this. Here you battle
one-on-one against other Ravens and their ACs, winning prize money and parts
until you are the champion. Finally, there is multi-player, either via split
screen or system link, to allow players to pit their skills against each
other. The last three Japanese versions of AC included support for a USB
modem so that players can call each other directly to fight.

So far, however, there is no sign of domestic online play, and the modem
support never made it out of Japan, unless it was via importers such as
National Console Support (http://www.ncsx.com).

The series hasn't stagnated over the years. It has slowly evolved, becoming
better with each incarnation as subtle changes have been made, the graphics
improved, and new parts and new features added. One major exception to the
series was Armored Core 2: Another Age. The sequel to Armored Core 2, it was
a strictly missions-only game, lacking the Arena mode but featuring over 100
missions. It was the least accessible of all the games, appealing primarily
to the hard-core fans.

For the first three incarnations on the PSX, or PSOne if you prefer, the
series had more of a cult following than popular acclaim. However, with the
advent of the PlayStation 2, that seems to be changing. Armored Core 2 was
one of the release titles in the United States, for my money at least
representing the first killer app on that console. The action moved, at this
point, to Mars, returning to Earth for both Another Age, and the subject of
this review, Armored Core 3.

Now, up until this point, the series doesn't really sound particularly
special, I admit. However, what really sets it apart is the construction
system. You get to build your AC from the ground up, customizing it to your
particular style of combat, to a single mission, or to the gladiatorial
combat of the Arena. You start with the Core itself, the armored structure to
which everything else is attached. The ACs are humanoid in design, and the
Core corresponds to the torso. There are several designs available, from
light and mobile, to heavy and tough, and of varying cost.

Design is where the money you received from missions and Arena combat comes
into use. I'm not going to list all the parts, as that would take too long.
However suffice it to say, to your core you add the arms, legs, head,
generator, radiator, weapons and other parts that suit your particular style
and the depth of your purse. The number of permutations and combinations are
effectively limitless, that's not an exaggeration, and an extreme degree of
customization is possible. Want a massively armed and armored dreadnought? If
you have the cash, it's yours. Prefer a light, fast, aerial technique? You
can do that too, and all variations between.

The customization isn't the end of it. It's in your interest to retain as
much of the fee for your missions as possible, so keeping expenses down is
critical. In Arena combat, all damage and ammunition expenditure is paid for,
unlike during the missions, where you bear that burden yourself. Keeping
damage to a minimum is a priority, and monetary concerns will also affect
your weapons. In my opinion, mission combat is best conducted by machine
guns, but the ammunition costs can skyrocket. Energy weapon ammunition
doesn't cost anything, though you don't generally have the sheer volume of
ammunition, nor the rate of fire, and it can drain your generator until you
can fire no more, and your maneuverability options are severely curtailed
until you regenerate.

There are missions where energy weapons make your task much harder. They
aren't frequent, but they are nearly always present. Typically these are
pursuit missions, where a high, consistent boost is necessary, which drains
the energy available for weapons fire. There's nothing more frustrating than
catching up to your target and not having the means to shoot it. Shell
weapons are the answer in such cases. The problem is, you won't know that
until you've attempted the mission.

I've long wanted the pre-mission preparation to be extended. You don't get a
whole lot of intelligence with which to prepare. My all-purpose configuration
- four legs, twin shoulder-mounted chain guns, and a machine gun - can be
very expensive to operate outside the arena. The ammunition costs more than
major repairs to the AC.

Here's a hint. Complete Arena mode first. Get to the end of that and you will
have enough money to build any AC you want, as long as the parts are
available. Not all are; some are awarded during the story mode, or discovered
when on a mission. Another option is to use a pilot from a previous game. The
save game from the original Armored Core could be used in either of its two
sequels on the PSOne. While this wasn't possible with Armored Core 2, the
save game from that incarnation could be used in Armored Core 2: Another Age.
Regrettably, Armored Core 3 doesn't have that capability.

However I did follow my advice and attempted to complete Arena mode before
tackling the missions, only to discover that I couldn't. You can only go so
far before having to use the skills learned in single combat on a mission.
This is actually a good idea, and forces long-term fans like me to switch
between the two modes fairly regularly. It keeps the pace going.

It seems, however, that From Software has figured out how I used to get to
the top of the Arena ladder fairly quickly and painlessly. Right from the
beginning I learned to use the limitations of the games' artificial
intelligence against it. Of the several arenas available, there was always a
one, where I could gain the high ground and use missiles or ultra long-range
weapons' fire to pick off the enemy. Normally, you aim your weapons by a
lock-on feature, but this only works when you are within range. However by
observing the fall of the shot, you can adjust for elevation and windage.
Thus, with the AI-controlled AC confused by a high wall, or attempting to
jump over an obstacle, it's possible to lay in hit after hit, in comparative
safety.

Alternatively I would load up with missiles and a sniper rifle on a light,
fast, aerial AC, and boost from tower to tower, able to hit enemy ACs when
they couldn't hit me, courtesy of the indirect fire capability of
fire-and-forget weaponry. Not any more. The arena I used to use for this
purpose no longer exists, meaning I've had to learn new techniques - which is
no bad thing, as the game has thus become more complex.

Arena combat has gotten particularly ferocious in the latest version of the
series. Excluding my favorite maps has forced me to get familiar with others.
As a result, I've had fights that lasted literally only a few seconds, after
which I was almost breathless at the sheer headlong intensity. In addition
there is a new mode, only available after the mission mode has been defeated.
Now, there is team combat, in which you now choose a partner, and challenge
an opposing pair of ACs. To win, you must defeat the lead AC, which can make
for some very interesting combat.

In the previous games, there was another option that could swing the tide of
combat in your favor. Throughout the Armored Core series, many of your
opponents, both in Arena mode and during missions, can do things you cannot.
They can stay airborne longer, and can fire certain shoulder weapons while
moving. Doesn't seem fair, does it? The same applies to Armored Core 3.

The secret used to be the Plus Pilot. I liked to think of this as being a
cyborg Raven. The way it went was to go seriously in debt. 50,000 in the red,
and a video would kick in showing some kind of operation being performed.
Each time this happened, a new ability would be gained. Faster energy
regeneration, meaning longer flight time was possible. The ability to fire
certain shoulder weapons while airborne, like chainguns for example.
Experienced players would do this several times until all the enhanced skills
have been gained It became my habit to play each game, including Arena Mode,
at least twice, once as a normal pilot and once as a Plus Pilot.

It's a terribly powerful feature. With the right AC, and a lot of practice,
it was possible to stay airborne indefinitely, granting the pilot a
tremendous advantage in Arena combat. Unfortunately, in Armored Core 3, the
Plus Pilot has been replaced by an AC part that you don't get the opportunity
to acquire until you've completed the story mode. Even then, the various
abilities aren't possible until you've achieved certain goals. It's a
positive change, though irritating. The game is made more balanced in the
process in that utilizing this device compromises your ability to use others.
Known as Optional Parts, they expand the capabilities of your AC - for
example, making it more resistant to energy and shellfire, improving
stability, and a host of other subtle add-ons, the number of which varies
according to the Core you have equipped.

As I mentioned previously, the graphics quality has improved over the life of
the series. Inevitably there was a major improvement between Armored Core:
Project Phantasm and Armored Core 2, as this marked the switch from the PSOne
to the PlayStation 2. Armored Core 3 is the best looking game of the lot,
which is particularly evident during playback. After an Arena combat, you
have the option of replaying the fight. This is something I almost always do.
It's satisfying to view a combat from the opponents' perspective, plus it can
give you perspectives in how to improve your performance.

Slowly, interaction with the environment has been improved. Even very early
on it was possible to destroy parked cars by running into them. This
interaction has now been expanded to include breaking glass when fighting in
the cities. An errant shot can result in showers of glass, a rather nice
addition. One hopes that eventually it will be possible to bring down entire
buildings. Within the missions themselves, more deliberate interaction is
possible, with power strips, windows, crates, and your opponents being
satisfyingly blow-to-bitsable. The explosions are the best yet.

For me, one of the highlights of the series has always been the opening
movie. These are always fun to watch, and are moderately faithful to the
game. You can certainly build the ACs depicted, though you will often find
that they are overweight, a feature of the Plus Pilot mode/part. The latest
intro is my favorite, and captures the sheer ferocity of AC combat in this
latest game. It is somewhat long; though not long enough to be boring,
detailed, and quite engrossing.

The slowest evolving aspect of the games has been the controls. They're
aren't particularly straightforward, don't make full use of the analog
joysticks, and only a true AC cultist would say they're happy with them. I
am. Happy with them, that is. I leave the readers to draw their own
conclusions regarding that statement. After six incarnations they've become
second nature to me, and though the left analog stick can be used to control
the AC's movement, I prefer the D-pad. Using the L2 and R2 buttons to look up
and down also sounds awkward, and probably is, but for me, it's now
instinctive. Still, I'd like to see the right analog stick utilized for this
feature. It would certainly open up the game to more players.

The only aspect of the series I've had no experience with is multi-player.
Utilizing the link cable, and optionally an iLink hub, several players can
get together for what FPS players would call either Deathmatch, or Team
Deathmatch. Interestingly, with AC3, if you have three or more PS2s and
screens, one of them can be used to monitor the fighting. You will, of
course, need a comparable number of copies of the game.

My biggest gripe, and the reason I scored the game as low as I did, is the
lack of an online mode. Arena combat is a no-brainer, and holds out the
interesting possibility of online leagues. I'd love to see Capture the Flag,
Deathmatch and Team Deathmatch, which would all be made the more interesting
by the limited ammunition, no pickups and sheer toughness of these
constructions. I'd also like to see an online cooperative mode for missions.

In conclusion, I can highly recommend any of the Armored Core games available
for the PS2, but of them all, Armored Core 3 is the best. Besides, Armored
Core 3: Silent Line is due out in August, and your AC3 saved game can be
carried over to it. So get playing!
_________________________________________________________________

This article is copyright (c) 2003 by Jeremy Pallant . All rights
reserved. Not to be distributed without permission.
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Message 106        Tue Jul 01, 2003
KGAGNE [Ken]                 at 19:04 PDT

Title       : RTX RED ROCK
Platform    : Sony PlayStation 2
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 5.6
Review by   : Ken Gagne

In RTX Red Rock for PlayStation 2, publisher LucasArts, best known for games
set in a galaxy far, far away, has its sights on a section of space a bit
closer. Unfortunately, it's far, far away that this game deserves to be.

In the early 22nd century, Eugene Zeno Wheeler is a Radical Tactics Expert
(RTX) sent to Mars (Red Rock) to investigate the appearance of hostile
aliens, jocularly called LEDs (Light-Emitting Demons). E.Z. Wheeler has been
enhanced with an artificial eye and arm, and is accompanied by a portable
artificial intelligence, anthropomorphized as a jealous bimbo, which can
interface with local terminals and machines.

Ideally, these gimmicks would set RTX apart from other third-person
action-adventure games, but they offer little of consequence. The bionic eye
serves the same function as Samus Aran's visors in Metroid Prime, allowing
Wheeler to perceive various spectra. One mode acts as a heads-up map display,
and another identifies nearby devices with which Wheeler can interact and
which may otherwise blend in with the surroundings. The thermoscan and
bioscan are a bit confusing, since invisible enemies may appear on one and
not the other. The synthetic arm simply doubles as a tool kit, equipped with
a torque wrench, grappling hook, and the like.

Switching between the various items and weapons, whether inbuilt or acquired,
can be accomplished by selecting from their representative and archaic
symbols displayed on-screen. Until their meanings are puzzled out, it's far
easier to pause the game and select the appropriate item there.

The rest of Wheeler's repertoire functions without error. His jumps feel a
bit floaty - an unexpectedly realistic acknowledgment of the lighter gravity
on Mars - and is especially noticeable when he dons his Buzz Lightyear getup
to venture outside.

The main challenges are in navigating these environments and overcoming their
inherent obstacles. The LEDs will wear down his health, but the game does not
perform well as a shooter. Wheeler's cap gun-sounding firearm has unlimited
ammo to dispense at LEDs, who present unusual threats only through trickery.
Whereas the cloaked Pirates that Samus faced were fearsome creatures
accompanied by a corresponding change in aural overtones, Wheeler's invisible
LEDs simply stand by with a dagger, ready to backstab anyone who wanders too
close, with nary a clue to their presence. It's often only after health has
been depleted and Wheeler is licking his wounds - or is dead - that he has
the opportunity to engage his thermal scan and lock onto the enemy.

The remaining gameplay consists of typical seeking and puzzle-solving
elements, in which players traverse bases and caves to find tools and unlock
doors. In one early level, Wheeler must rescue station workers. With no
homing beacons and incomplete maps, Wheeler is left to wander in search of
the hostages. When he finds them, he is unhelpfully informed that a "tool is
required to rescue," while the civilians simply stand there, equally
unhelpfully. If he is equipped to save them, they mutely comply, offering
neither advice nor encouragement; Wheeler could be collecting widgets, for
all the player cares.

The graphics are drawn in a stylized, cartoonish way, especially during
cinematic moments. But during actual gameplay sequences, some actions are
composed of few frames of animation, producing stilted movement.

Though LucasArts touts the game's soundtrack by Dave Levison, it never caught
my attention. The voice acting is decent, but as with the rest of the story's
details, entrenches the game's tongue-in-cheek humor which continuously falls
flat.

RTX reminds me very much of both a farcical attempt at Blue Stinger, a
Dreamcast launch title that was not well-received, and C-12, a more
action-oriented PSOne game. RTX's unique elements are simply disguised
innovations from other games, which is not in itself bad, but the execution
isn't justified. No matter the medium, what few attempts to mesh comedic and
sci-fi elements I've encountered have not been successful; RTX is yet another
example. The mundane gameplay and presentation leave RTX to gather red dust.
_________________________________________________________________
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 ------------
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Message 107        Fri Jul 25, 2003
KGAGNE [Ken]                 at 10:14 PDT

A month after its release, the new Tomb Raider game is reviewed on cnn.com:

http://www.cnn.com/2003/TECH/fun.games/07/24/tomb.raider/index.html

 ------------
Category 27,  Topic 2
Message 108        Sat Sep 06, 2003
KGAGNE [Ken]                 at 17:21 PDT

A Grand Theft Auto Double Pack will ship for PS2 on Oct 22nd, containing both
GTA3 and GTA: Vice City for $39.39.

 ------------
Category 27,  Topic 2
Message 109        Tue Nov 18, 2003
KGAGNE [Ken]                 at 19:21 PDT

GameStop wanted $70 for Karaoke Revolution.  I went to Target (never been to
one of those before!), where they had it for $60, and I had a $10 coupon, so I
got it for $50.  I brought the packed-in Logitech USB headset to GameStop and
traded it in for $12 store credit.  So I put the $32 I'd saved thus far toward
the $35 cost of a Sony-brand USB headset, which - despite also being made by
Logitech - is made of firmer material and has a volume control and mute
button.

Not a bad setup.  And after having just hooked up my EyeToy, I now have my PS2
watching and listening to my every move. :)

-Ken

 ------------
Category 27,  Topic 2
Message 110        Sun Nov 23, 2003
A2.DAIN [Dain]               at 20:00 PDT


Ken,
  That eye thing is interesting.  I saw a setup at Best Buy.  It was a boxing
game that you stood infront of the camera and you had to swing like you were
punching an imaginary opponent and you appeared on the screen punching the
creature.  Kind of an interesting use, but it there was an obvious delay from
the time you would swing and the time it would register a hit.

Neat stuff still though.

Dain

 ------------
Category 27,  Topic 2
Message 111        Sat Dec 27, 2003
KGAGNE [Ken]                 at 12:52 PDT

Title       : KARAOKE REVOLUTION
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Everyone
Game Rating : 8.5
Review by   : Ken Gagne

While games like Bust a Groove and Parappa the Rapper were significant, it was
Konami's Bemani series of games that defined the rhythm genre - possibly the
most recent, original video game genre to be founded. Dance Dance Revolution
has spawned many incarnations, but all have exchanged the traditional hand-eye
coordination for eye-foot. They are still video games in the traditional
sense, and have been no Bemani games which required any modicum of authentic
musical talent.

Finally, the company that has left dancing gamers gasping for breath is
finding a way to put those diaphragms to better use with the PlayStation 2
game, Karaoke Revolution.

As the title suggests, a voice input device is necessary for players to sing
along with their favorite tunes as they become virtual stars. Karaoke
Revolution comes with a Logitech headset; the game will not be available alone
until January.

Several avatars, each with assorted wardrobes, are available to represent
gamers in arcade mode, which features progressively more difficult songs, and
career mode, in which they advance from singing at a late-night party to
public performances at the subway, the county fair, and the big stage. The
avatars automatically perform for the crowd as the words to the song scroll
across the bottom of the screen, accompanied by the corresponding pitches.

It's the hands-free responsibility of budding musicians to match those
pitches. Wanna-be singers need not know how to read music, as the game employs
note tubes, indicating how long to hold each note. An arrow represents the
pitch the player is currently singing - a visual representation of how sharp
or flat they are. The game automatically detects differences in octaves,
allowing performance of the many high-pitched songs in a more reasonable
range, without the need for invasive surgery.

The game includes nearly three dozen songs, encompassing a variety of modern
and classic tunes, from Avril Lavigne's "Complicated" to "Wind Beneath My
Wings", "When a Man Loves a Woman", and "Billie Jean". Despite the variety of
songs, a game of such broad interest will perforce omit many genres and
artists. The inbuilt capacity for expansion discs could repair this
installment's notable omission of Frank Sinatra and Jimmy Buffett, Elvis
Presley and the Beatles, Kenny Rogers and Garth Brooks, and Gloria Gaynor and
the Village People.

The game rates players based on pitch and timing, but not lyrics. Singing the
wrong words or sounds, or singing during rests, incurs no penalty - a handy
technique for singers interested in mastering the technique, if not the
spirit, of the game. The better a gamer performs, the more consecutive combos,
and the easier the difficulty setting, the more points he earns and the more
enthusiastically the virtual crowd responds.

The music, of course, is only as good as the singer, and it can be humbling to
determine that it's the pitch, and not the game's pitch detection, which is
off. A vocal track (not the original artist, but a suitable substitute) can be
enabled for people who need a hand, or who match pitch better aurally than
visually.

Each song, stage, and singer has its own performance style, with appropriate
lip-syncing and flashing lights in time with the music. But the choreography
of the performers is lackluster, even during the instrumental solos. The
crowd's reactions are even less imaginative, with identical clothing and
movement from a sufficient majority to suggest a "1984" setting.

With no one to mock you, root you on, or cheer for you, Karaoke Revolution
does not sustain interest in the solo gamer. Introduce it at a party, though,
and the fun factor increases significantly as three to eight players take
turns in three to five rounds of singing. Judging can be automated, like in
the one-player mode, or by one's peer contestants. Either way, the presence of
a live audience makes it more obvious that this isn't just a video game: it's
karaoke! The originality of this title finally gives gamers something to sing
about.
_________________________________________________________________
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Message 112        Sun Jan 25, 2004
KGAGNE [Ken]                 at 17:08 PDT

Title       : SPY HUNTER 2
Platform    : Sony PlayStation 2, Microsoft Xbox, Nintendo GameCube
Publisher   : Midway
ESRB Rating : Teen
Game Rating : 5.5
Review by   : Ken Gagne

Spy Hunter, a classic coin-op of the Eighties, was successfully remade into a
modern title that captured the spirit, if not the mechanics, of the original.

Developers often hunt for innovation to enliven sequels. But in this case,
what made the original Spy Hunter remake a triumph has been abandoned, leaving
publisher Midway with a mundane and unspectacular husk for PlayStation 2,
Microsoft Xbox, and Nintendo GameCube. [PS2 version reviewed here]

Players still engage in vehicular combat as they progress through global
stages, fighting terrorist cells. Though the concept is the same, the
execution is not. The faults begin with the vehicle of choice, as vintage
Interceptor super spy car has been remodeled for this sequel. The original
G6155 has been emasculated into a far less effectual, "new and improved"
G8155. The amount of damage the main vehicle can sustain is minimal, shedding
its shell at a moment's notice into weaker motorcycle and jet ski models that
look like rejects from a Terminator movie. As any of these units become
damaged, their capacity to locomote decreases; what good is a crippled spy
vehicle? Even the ability to traverse rough terrain is impaired, requiring
players to manually engage an off-road mode. The speed boost, once a finite
but renewable utility, is now granted a set number of times per level.

The changes don't stop with the wheels. Formerly a loner, Alec Sects, the man
behind the wheel, has teamed up with a female spy, and though Bond set the
precedent of working with attractive counterparts, Alec has always been a
mysterious loner. Making him part of a team has, in my eyes, weakened his
"cool" factor in this sequel. Granted, he always had help from the mysterious
weapons van, but its form in this game is just silly, especially when players
briefly take control of its turret.

The game structure has also been altered from the original's controversial
requirement to complete multiple goals to access further levels. I found this
style added depth to each stage, requiring gamers to fully explore and master
each course beyond the primary objective. Along with perfect execution, the
pre-rendered entrances, exits, and passing attempt at a plot cemented the
game's cinematic spy style.

Spy Hunter 2 is more focused on getting players from start to finish without
looking back. Secondary goals are just that, and are no longer essential to
unlocking further development. The story and non-interactive graphic sequences
are mostly absent, shedding the polish of its predecessor.

The graphics have also been reduced from their original quality. The vehicle
itself has become a more solid mass of gray, lacking the lustre and detail of
the prior Interceptor. An intuitive health meter, decreasing with damage, has
been replaced with a damage meter that increases. The cockpit view has been
completely eliminated, and the rear view mirror is just small enough to be
useless, while still taking up a portion of the screen. Pushing down on the
analog stick completely reverses the camera, but this angle cannot be
maintained while simultaneously steering left or right, rendering it, too,
useless.

Years after the Sony PlayStation 2 came out, I finally found for it a piece of
software I liked: Spy Hunter. To see what has become of the sequel truly
saddens me, but there's no sense hunting for quality that isn't there; Spy
Hunter 2 is the game that came in from the cold with none of the entertaining
qualities of any of its predecessors.
_________________________________________________________________
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Message 113        Sun Jan 25, 2004
SYNDICOMM [Sheppy]           at 18:47 PDT

Wow, that sequel sounds like a real loser.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 114        Mon Jan 26, 2004
KGAGNE [Ken]                 at 10:54 PDT

Yup - I was pretty disappointed.  I played the PS2's original Spy Hunter until
I'd not only achieved every goal, but finished each level quickly enough to
unlock every cheat.

I could barely stand to play the sequel long enough to write the review.

-Ken

 ------------
Category 27,  Topic 2
Message 115        Tue Jan 27, 2004
KGAGNE [Ken]                 at 14:05 PDT

A detail I considered too trivial to include in the official review, but which
I still want to mention:

In past Spy Hunter games, the Interceptor would drive into the back of the
weapons van, be replenished, then, either while its moving or parked, slide
back out the back of the van and back into action.

In the sequel, the Interceptor is released from the van by way of two claws
which hold and then gingerly release it from the van's SIDE and onto the road.

Lame!

-Ken

 ------------
Category 27,  Topic 2
Message 116        Tue Jan 27, 2004
SYNDICOMM [Sheppy]           at 15:29 PDT

>>>In the sequel, the Interceptor is released from the van by way of two claws
which hold and then gingerly release it from the van's SIDE and onto the road.

Ack!  That sucks!  The in and out the back of the van was one of the things
that made the game so darned cool.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 2
Message 117        Sat Jan 31, 2004
A2.DAIN [Dain]               at 14:04 PDT


Was Spy Hunter 2 designed for the Xbox and then ported to the PS2.  I know the
last version was created specifically for the PS2 then ported.  I know the
Nintendo Gamecube port was supposedly really poor on that one.  I've seen the
PC/MAC version of the original on store shelves as well.

It sounds like a truely hideous game.  I'm glad they didn't even bother to port
it to the Cube:)

Dain

 ------------
Category 27,  Topic 2
Message 118        Wed Feb 04, 2004
KGAGNE [Ken]                 at 15:09 PDT

Title       : ROGUE OPS
Platform    : Sony PlayStation 2, Microsoft Xbox, Nintendo GameCube
Publisher   : Kemco
ESRB Rating : Mature
Game Rating : 6.5
Review by   : Jeremy Pallant

In Rogue Ops, you play Nikki Conners, a cute, petite blond who had the minor
misfortune of having her husband and daughter killed in an explosion courtesy
of a terrorist group with the unlikely name of Omega 19. Your average
housewife would simply mourn, but Nikki is an ex-Green Beret, and so she joins
a distinctly shadowy, ruthless, anti-terrorist group called Phoenix,
presumably related to the notorious Operation Phoenix run by the CIA in
Vietnam and Cambodia. After two years of intense training, she is unleashed
upon those who
murdered her family.

I really wanted to like this game [PS2 version reviewed here]. It has a lot
going for it. Primarily it's all about stealth, restraint, and precision.
Nikki's equipment is relatively limited, and her armament is austere with only
limited ammunition. That's a refreshing change. I recently finished Max Payne
2, and was amused at the colossal weaponry he would accumulate by the end of a
chapter. He shouldn't have been able to keep walking with that lot.

Nikki, on the other hand, might go in with a silenced pistol, a silenced
sniper's rifle - both having very limited ammunition - and a handful of
shuriken. You have to be precise with your shots, and just going in gung-ho
doesn't work. Fortunately, the controls are sufficiently well-tuned to assist
you in this. More ammunition can be scavenged from the bodies of those you
kill, but you will rarely be comfortable with the amount you have. This was
actually an enjoyable part of the game, and certainly added to its feel. As
usual, there is an initial training mission to introduce you to the game, and
to Nikki's capabilities.

There are several ways to take aim at the enemy. There's an aiming point as
you move around that turns from red to green when it passes over an enemy.
Secondly you can switch to a view mode that zooms in slightly for greater
precision, but prevents you from moving. If equipped with a sniper rifle, you
can zoom in on a target more closely. Finally, if equipped with a thrown
weapon like a grenade, the trajectory is displayed.

Precision is important here, because hits are position sensitive. Shooting
someone through the head will result in an instant kill, but body hits,
especially if the target is wearing body armor, might require several shots,
and with limited ammunition available, this is something you want to avoid as
much as possible.

The AI is a cut above the average. Everyone's familiar with this phenomenon:
you shoot a guard, and the guy standing next to him won't notice. That doesn't
happen in Rogue Ops. Perform the same deed in this game, and the alarm will
sound, and your enemies will start to actively look for you. Where the AI
falls short is that, after a short time of your not being found, or you kill
everyone engaged in the search, the alarm will be switched off. That's hardly
realistic. Similarly, if you attract attention by, say, shooting out a
searchlight, that's a pretty obvious indication someone's around, but the
tactic described above works, and soon the heat will be off you.

Alarms will also sound if you're seen on a security camera, and that can have
rather disconcerting consequences if there are turreted guns nearby, which
will duly open up on you, and generally make life very unpleasant. This action
will also alert nearby guards.

It seems odd to me that in a game primarily about stealth, it is impossible to
avoid combat, and there's only ever one way to achieve your goal. One of the
strengths of a game like Deus Ex: Invisible War is that there are many ways to
meet mission requirements; Rogue Ops needed a feature like this. One the other
hand, it does make you pay more attention to your environment, looking for
that switch, ledge, or crawl space necessary to advance the game.

A prime weakness of the game is that it often devolves to a switch hunt, or a
search for the right swipe card. This design became old with the original
Doom; however, the means of acquiring the right swipe card, or finding the
switch is a little more interesting. Swipe cards are most often found by the
bodies of your kills, or by picking the pockets of the living. Switches are
often hidden, and might need to be found by the infrared visor you are
equipped with, which shows the extra heat given off by electrical circuitry
and hidden enemies.

Graphically, Rogue Ops does not represent the best the PS2 is capable of.
Textures are sometimes muddy and pixilated. In fact, I found myself wondering
if the game hadn't originally been intended for the PSOne, and then changed in
mid-development. The character models are surprisingly low in polygons, except
for Nikki herself who has a few more. Mind you, you spend most of the game
with a view of her shapely rear, so the extra detail was appreciated, although
I did get tired of the skin-tight, midriff-baring outfit she favored. Not
exactly what you would call practical.

The game fails to excel in its execution. While the missions themselves can be
quite long with changing objectives, and the cut-scenes do a good job of
outlining the plot, the lack of a proper save-game feature strongly detracts
from the experience. The in-game menu certainly gives you the option, but it
doesn't work as you might think. Each mission is divided into a series of
objectives, and each objective met is indicated by a green flag on the screen.
If you save at this point, should you die later, even if you make further
saves, you will be returned to the checkpoint when you reload.

To add insult to injury, the in-game menu doesn't actually have a load option.
Should you die, you get the option to resume from the last checkpoint, but if,
for example, you decide you could have tackled that last section with less
ammunition expenditure, you must exit to the main menu to reload the game. I
found this to be very irritating, and is why I scored the game as I did. If a
proper "save/load anywhere" feature had been implemented, I would have awarded
another whole point.

Further frustrating the gameplay is the sheer length between opportunities to
save. Being a stealth game, you spend a significant amount of time sneaking
carefully from place to place, which takes time. On one occasion, I came as
close as I ever have to throwing the controller on the ground, because after
spending perhaps half an hour slowly and carefully making my way around, I
made a mistake, got myself machine-gunned to death by remote turrets with no
clue what I did wrong, and was then returned to where I had been a half-hour
previously.

In summary, Rogue Ops isn't a bad game, and with a little more effort on
behalf of the development team it could have been a better game. However, the
deceptive save-game system, second-rate graphics, rigid mission structure and
endless view of Nikki Conner's odd attire all contribute to making it
something less than a competitor to Splinter Cell. If anyone's considering a
purchase, I definitely recommend renting first.
_________________________________________________________________
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 ------------
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Message 119        Fri Mar 05, 2004
KGAGNE [Ken]                 at 11:38 PDT

Here's the official web site for Atari's Transformers game:

http://www.atari.com/transformers/

 ------------
Category 27,  Topic 2
Message 120        Thu Sep 02, 2004
KGAGNE [Ken]                 at 17:41 PDT

Sega is publishing the game "Spy Fiction".  Only the last few seconds of this
lengthy movie trailer contains any actual gameplay footage - but the rest is
pretty funny, spoofing Splinter Cell and Metal Gear Solid.

ftp://ftp1.sammystudios.com/spyfiction/spy_video_sm.mov

 ------------
Category 27,  Topic 2
Message 121        Sun Nov 13, 2005
KGAGNE [Ken]                 at 06:19 PDT

The video game "Kingdom Hearts" combined the fantasy worlds of SquareSoft
(developer of the "Final Fantasy" line of video games) with those of Disney,
allowing gamers to explore the myriad worlds of multiple animated films.

The sequel, "Kingdom Hearts 2", will feature additional Disney characters and
worlds.  It's now been confirmed that among this follow-up's worlds will be one
based on the 1982 classic film "TRON":

http://www.1up.com/do/newsStory?cId=3145625

 ------------
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Message 122        Wed Nov 22, 2006
KGAGNE [Ken]                 at 12:44 PDT

**MEDIA ALERT**MEDIA ALERT**MEDIA ALERT**MEDIA ALERT**
KARAOKE REVOLUTION PRESENTS: AMERICAN IDOL GOES GOLD

Video Game Based on America's Most Watched TV Show Gets Ready
To Take the Stage with a Huge Song Library, Groundbreaking Artificial
Intelligence and Commentary from Simon Cowell and Randy Jackson

Konami Digital Entertainment, Inc., today announced that Karaoke
Revolution(R) Presents: American Idol for the PlayStation(R)2 computer
entertainment system has been certified gold master and will ship to stores
in North America on January 2, 2007. Based on the #1 hit FOX television
series, the game lets players test their singing ability as an American Idol
contestant, singing along to 40 chart-topping songs and being evaluated by
judges Simon Cowell and Randy Jackson.

The closest fans of the hit television series can get to the show without an
audition, Karaoke Revolution Presents: American Idol lets players take on the
role of an American Idol contestant in the new American Idol mode as they
audition, earn an invitation to Hollywood and face the expert evaluation of
the judges. Players can sing along to 40 different songs, ranging from
contemporary hits to classics from the 60s, 70s and 80s, using an official
PlayStation(R)2 USB microphone or headset.

Using a unique gameplay mechanic new to the series, comments from the judges
and the player's popularity with the crowd will ultimately decide whether the
player moves on to the later rounds of the competition. Further immersing the
player in the American Idol experience, Simon and Randy will critique many
specific aspects of each performance including pitch, consistency, and song
difficulty, bringing their own unique personalities to the game.

Karaoke Revolution Presents: American Idol is rated E10+ by the ESRB.
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Message 1          Tue May 15, 2001
KGAGNE                       at 22:43 PDT

NEWKIDCO BRINGS THE WORLD'S FAVORITE CARTOON DUO, TOM AND JERRY, TO NEXT
GENERATION GAME PLATFORMS

Leading Kid's Video Game Publisher Adds Two More Titles To Its Successful
Line-up of Video Games Featuring The Infamous Cat and Mouse

NEW YORK, NY - 15 May 2001- NewKidCo, a leading publisher of video games for
today's young kids, announced plans to release two new games for the next
generation of hand held and set top consoles. TOM AND JERRY: THE MAGIC RING for
Game Boy Advance will be released in October of this year and TOM AND JERRY IN
WAR OF THE WHISKERS for PlayStation 2 computer entertainment system, the
release date to be set later this year. "Tom and JerryTM," one of the most
famous cartoon series ever made, was created by legendary animators William
Hanna and Joseph Barbera. Each game will capture all the classic elements of
the immensely popular "Tom and Jerry" cartoons.

"We are delighted to be bringing out two new Tom and Jerry games," said Henry
A. Kaplan, CEO of NewKidCo. "These great characters have delighted audiences
for years, and will easily make the transition to the next generation of gaming
systems."

TOM AND JERRY: THE MAGIC RING for Game Boy Advance
Coinciding with a brand new feature-length exclusive-to-video release from
Warner Home Video, Tom and Jerry: The Magic Ring, this side-scrolling
action/adventure brings the movie's fun home. Tom and Jerry's curiosity get the
best of them when a magic ring that Tom was supposed to guard with his life
winds up stuck over Jerry's head. Now, Jerry must find a way to free himself
of the ring while fleeing from Tom - who wants to take it off any way he can.

Key Features
* Adjustable difficulty levels, catering to players with any level of
experience
* Play as either Tom or Jerry
* 8 environments and multiple themed arenas
* Features a multitude of weapons and clever ways to use them
* Co-stars a supporting cast of Tom and Jerry characters including Spike, Tyke,
Nibbles and Duckling and Butch the bulldog

TOM AND JERRY IN WAR OF THE WHISKERS for PlayStation 2
In the new console's first beat-em-up game designed for a family audience;
players will be able to select from the largest Tom and Jerry cast ever
assembled, and battle it out within a variety of arenas styled after timeless
cartoon scenarios. Headliners Tom and Jerry, are joined by Spike, Tyke,
Nibbles, Duckling, Butch as well as surprise appearances from some characters
not yet seen in a Tom and Jerry game. Featuring advanced character animation,
and a huge arsenal of weaponry; each arena will have its own set of props, and
take damage during the brawl as characters shatter windows, break furniture
and smash panels open to reveal special animated sequences and hidden
power-ups.


Key Features
* Largest selection of characters and arenas in a Tom and Jerry game to date
* Advanced character animation and high resolution character models
* Interactive environments with special level events that can radically alter
the course of the brawl.
* 4 modes of game play including: single player, two player "vs." mode, team
and tag-team battles

Both games, geared towards the 6-12 years age group, as well as older fans of
the series, will faithfully recreate the legendary cat vs. mouse contests that
so many generations have enjoyed.

TOM AND JERRY and all related characters and elements are trademarks of Turner
Entertainment Co. 2001.
Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. (c)
1989, 1998 Nintendo of America Inc.
This title has not yet been officially approved by Sony Computer Entertainment
America.

About NewKidCo International Inc. NewKidCo International Inc. (TSE:NKC; OTC BB:
NKCIF), head quartered in New York City, New York, publishes children's video
games based on popular licensed characters, for interactive entertainment game
systems from Sony, Nintendo and Microsoft. NewKidCo publishes and distributes
their products directly in North America and in Europe through distribution
partner, Ubi Soft Entertainment SA. For more information please visit
www.newkidco.com

Forward-looking statements in this release are made pursuant to the safe harbor
provisions of the Private Securities Litigation Reform Act of 1995. Investors
are cautioned that all forward-looking statements involve risk and
uncertainties, including without limitation risks related to the Company's
ability to raise additional financing, risks of intellectual property rights
and litigation, risks in technology development and commercialization, risks in
product development and market acceptance of and demand for the Company's
products, risks of downturns in economic conditions generally, risks associated
with competition and competitive pricing pressures, risks associated with
foreign sales, risks associated with the sell-through of products in the sales
channels, risks associated with customer concentration and other risks
detailed in the Company's filings with the Securities and Exchange Commission
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SONY COMPUTER ENTERTAINMENT AND MACROMEDIA TO BRING MACROMEDIA FLASH PLAYER TO
PLAYSTATION(R)2 USERS

Market-Leading Computer Entertainment System Will Now Access The Most
Compelling Interactive Web Content

San Francisco, California -- May 16, 2001 -- Sony Computer Entertainment Inc.
(SCEI) and Macromedia, Inc., (NASDAQ: MACR) today announced their partnership
to bring the Macromedia Flash Player to the Sony PlayStation(R)2 computer
entertainment system. Macromedia Flash Player is the standard for delivering
high-impact Web experiences. The PlayStation 2 computer entertainment system is
set to revolutionize the home entertainment market, offering not only the best
game titles, but a complete range of connected entertainment experiences in
the emerging broadband era.

At the Electronic Entertainment Expo (E3) in Los Angeles this week, Sony will
preview Macromedia Flash Player on PlayStation 2. This preview will focus on
how the Macromedia Flash Player can provide rich, interactive Web experiences
to Sony PlayStation 2 users.

"The Macromedia Flash Player is already installed in more than 96 percent of
Web desktops and we are excited by the opportunity of extending this momentum
to the Sony PlayStation 2," said Kevin Lynch, president of Macromedia products.
"Bringing Macromedia Flash to as many Web-enabled devices as possible will
ensure that developers can create high-impact, engaging content with an
amazingly wide reach."

"PlayStation 2 is positioned to become the focal point of the consumer's living
room Internet and entertainment experiences," said Ken Kutaragi, CEO of Sony
Computer Entertainment Inc. "The Macromedia Flash Player is essential for
delivering the interactive Web experience that consumers have come to expect.
With support for Macromedia Flash Player, SCEI immediately gains more than
700,000 Macromedia Flash developers able to deliver Web content to PlayStation
2."

ABOUT MACROMEDIA FLASH
Macromedia Flash 5 is the standard for producing high-impact Web experiences.
Leading companies like Disney, Coca-Cola, and General Motors use Macromedia
Flash to deliver engaging, branded experiences online. The broad penetration of
the Macromedia Flash Player ensures developers can author content that can be
immediately viewed by nearly every person online. Macromedia Flash Player, the
most distributed software in the history of the Web, reaches more than 96
percent of Web desktops. Macromedia Flash is also bringing its unique user
experiences to a wide variety of platforms and devices.

ABOUT SONY COMPUTER ENTERTAINMENT
Recognized as the global leader and company responsible for the progression of
consumer-based computer entertainment, Sony Computer Entertainment Inc. (SCEI)
manufacturers, distributes and markets the PlayStation game console and
PlayStation2 computer entertainment system. SCEI, along with its subsidiary
divisions Sony Computer Entertainment America Inc. and Sony Computer
Entertainment Europe Ltd., develops, publishes, markets and distributes
software, and manages the third party licensing programs for these two
platforms in the respective markets worldwide. Headquartered in Tokyo, Japan,
Sony Computer Entertainment Inc. is an independent business unit of Sony
Group.

ABOUT MACROMEDIA
Macromedia is passionate about what the Web can be. Its award-winning products
empower designers and developers to efficiently create and deliver the most
engaging experiences on the Web, and enable innovative Internet business
applications. Headquartered in San Francisco, Macromedia (NASDAQ: MACR) has
more than 1,600 employees worldwide and is available on the Internet at
www.macromedia.com.
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Images of "Devil May Cry", a PlayStation 2 game from Capcom and the same
producer of the Resident Evil games, are now available on Gamebits:

ftp://username@syndicomm.com/pub/members-only/gamebits/PS2/

Part of our "Live from E3" coverage!

-Ken
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ACTIVISION AND TRAVELLER'S TALES
TO DEVELOP ORIGINAL CHARACTER-BASED PLATFORM GAME
FOR THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

Santa Monica, CA - May 17, 2001 - Further expanding its relationship with
leading developer Traveller's Tales, Activision, Inc. (Nasdaq: ATVI) announced
today that the U.K.-based studio has been in development on an original
character-based platform game for the PlayStation(R)2 computer entertainment
system. Fueled by an advanced proprietary 3D engine, the as-yet-unnamed game
will take full advantage of the system's graphic and technical capabilities to
redefine platform action-adventure gaming.

The game takes players on a heroic quest of honor, courage and exploration.
Beginning their adventure as a simple slave who grows to become a powerful
hero, gamers must travel through a fantastic world as they uncover ancient
powers and unravel a deep mystery that helps them free an enslaved race and
save the galaxy. The game is slated to be released by Activision in late
summer 2002.

Traveller's Tales currently is developing Crash Bandicoot 5 for the
PlayStation(R)2 computer entertainment system. The company has built a strong
reputation for creating character-based games including Disney/Pixar's Toy
Story and Toy Story 2 and Disney/Pixar's A Bug's Life, as well as SonicR and
Sonic 3D Blast among others. The developer recently completed two games for
Activision --Disney/Pixar's Buzz Lightyear of Star Command and Toy Story
Racer.

"With more than a decade of experience in creating games based on some of the
most well-known characters in entertainment, Traveller's Tales is the perfect
developer to partner with on the creation of this innovative game," states
Larry Goldberg, executive vice president, Activision Worldwide Studios. "Our
shared vision, coupled with Traveller's Tales' talent and advanced technology,
will allow us to develop a game that marks an evolutionary step in
character-based gaming."

"We are excited to partner with Activision on what will be our most ambitious
title to date," commented Jon Burton, president of Traveller's Tales. "We've
been wanting to create this game for several years and feel the timing is just
right. Activision is giving us a fantastic opportunity to devote the time we
would like on this new game in order to deliver something truly spectacular for
players. Our strong relationship with Activision makes them the perfect
publishing partner to help us realize our vision."

Traveller's Tales is a UK-based developer committed to creating top-quality,
innovative computer and video games for all viable platforms, including the
next-generation consoles. Founded in 1990 by Jon Burton, Traveller's Tales has
worked with some of the most renowned company's in the industry including Sony,
Sega, Nintendo, Konami, Disney and Activision, among others. More information
on Traveller's Tales can be found at www.t-tales.com <http://www.t-tales.com>.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment and
leisure products. Founded in 1979, Activision posted revenues of $620 million
for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com <http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###
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Action-Packed Role-Playing Game Immerses Players in an Epic Adventure Of
Rebirth, Revival and Renewed Hope

FOSTER CITY, Calif., May 29 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Dark Cloud(TM), a stirring, 3D
action-adventure role-playing game (RPG) available exclusively for the
PlayStation(R)2 computer entertainment system. Featuring a strong
character-driven story with six playable characters, Dark Cloud takes full
advantage of the power of PlayStation 2. Combining traditional exploration and
battle elements with real-time strategy, world-building and puzzle-solving
gameplay, Dark Cloud will take gamers by storm, delivering a graphically
spectacular and truly imaginative adventure this spring.

The epic tale of Dark Cloud will captivate gamers as they undertake the role
of Toan, an innocent young hero who witnesses the horrifying destruction of
his world when the evil "dark cloud" is unleashed, wreaking havoc across the
land. Toan awakens only to discover that the world has been plunged into
darkness; he is visited by a mysterious figure known as the Sprit Emperor, who
bestows him with the power to rescue the world. As the sole witness and
survivor of the turmoil, Toan must bravely embark on an epic journey to
rebuild the villages in the world while rescuing townspeople, battling
monsters, restoring life and faith and unlocking the secrets of the land.

"Dark Cloud is an incredibly compelling narrative, realistically brought to
life by the technological capabilities of PlayStation 2," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc. "With
its beautifully-rendered graphics, imaginative characters, strategic gameplay,
real-time interactivity and powerful storyline, this creative new offering
will surely fulfill the appetites of gamers looking for something refreshing
and original."

Dark Cloud introduces an innovative new gameplay mechanic called "GEORAMA."
This unique element enables players to create, build and customize a fully
interactive, three-dimensional world, and allows them to roam immediately
through their newly constructed environments, all in real-time.  As Toan,
gamers will travel across vast lands uncovering clues for rebuilding the
villages and unlocking hidden secrets. By utilizing predetermined objects such
as trees, rivers, wells, homes and staircases, as well as hundreds of other
items including treasures, magic spells, keys and vehicles, players can
reconstruct the lush landscapes. Each community must be recreated accurately,
as this will directly influence the prosperity of the environments, triggering
clues for the player and unveiling pieces of the storyline as they progress.

Variable weather and time-of-day conditions add another strategic component to
developing and managing the landscape. As the time of day and the weather
begin to alter, items in the environment, events and conversations are also
subject to change. Certain characters may be more willing to offer assistance
during the daytime, for example.

Players must pay careful attention to all of the characters they encounter on
their quest, as their assistance is essential to restoring the land. Dark
Cloud allows gamers to unlock six different playable characters located
throughout the universe, each with their own specific abilities and unique
weapons. The game features a detailed weapons system, allowing players to
change and increase their weapon strength. In addition, Dark Cloud contains
many different types of real-time battles, encouraging players to
strategically consider their opponents' strengths and weaknesses when planning
attacks. Each playable character can also maintain up to 10 fully customizable
weapons at one time.

Dark Cloud was released in Japan to critical acclaim last December. For the
upcoming U.S. release, the Dark Cloud development team has enhanced the game
further, adding additional content that amounts to a 30 percent larger game
overall. New improvements to the U.S. edition include: a total new battle
system, extra weapons, new monsters, enhanced enemy artificial intelligence
(AI), an additional event battle in which pushing the right button
combinations at the right time can mean the difference between success and
failure, a completely new dungeon level with one hundred extra randomly
generated maps and much more.

The independent Entertainment Software Rating Board (ESRB) rates Dark Cloud
"T" for "Teen. For more information about the ESRB visit www.esrb.org.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes software
for the PS one game console and the PlayStation 2 computer entertainment
system for the North American market. Based in Foster City, Calif. Sony
Computer Entertainment America Inc. serves as headquarters for all North
American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

Visit us on the Web at http://www.scea.com.

MAKE YOUR OPINION COUNT - Click Here
http://tbutton.prnewswire.com/prn/11690X18198487

SOURCE Sony Computer Entertainment America Inc.
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MTV MUSIC GENERATOR(TM) 2
ROCKS RETAIL OUTLETS NATIONWIDE

Sequel to the Original Ground Breaking Title Arrives
for the PlayStation (R) 2 computer entertainment system

New York, NY - June 7, 2001 - Codemasters announced today that MTV Music
Generator(TM)2, for the PlayStation(R) 2 is now shipping to retail outlets
nationwide. With a suggested retail price of $49.99, this sequel to the
world's most innovative music creation product for the PlayStation(R) game
console brings all the excitement of the original with numerous enhancements,
including more memory, faster load times and an improved interface. Also
available is the highly anticipated sampler kit, which allows players to
record their own voice directly into their songs as well as taking samples
directly from CDs (subject to copyright restrictions), and virtually any other
audio source. The MTV Music Generator(TM)2 Sampler Kit will be sold separately
via a mail order offer included in the game box or online at
www.codemasters.com.

Players can now create original soundtracks utilizing samples from a vast
library of sounds filled with pre-recorded riffs, vocals and rhythms that
range in style from rock and R&B, to trance and house. Up to 100 songs can be
saved on a memory card at any one time. Additionally, aspiring video directors
can create original 3D videos from an impressive graphic library of integrated
shapes and objects to accompany their tracks as they play back. Players can
also choose tracks from such artists as DJ Funkmaster Flex, Gorillaz and
Apollo 440, which they can then re-mix and edit to make their own. A 16-bar
riff editor allows players to access and edit pre-recorded riffs and samples,
enabling fast and easy editing of songs as they are being built. An innovative
real-time jamming mode is also featured, which enables players to jam
simultaneously with up to eight friends.

"In terms of its improvement over the original, MTV Music Generator(TM)2 has
loads more to offer," said Mike Hayes, Codemasters' Worldwide Director of
Marketing and Sales. "We are very pleased with the final product and have no
doubt that it will have a broad and lasting appeal."

"We are very excited to once again partner with Codemasters to bring MTV Music
Generator(TM)2 to fans," said Tony Calandra, Director, Interactive Products,
MTV. "This product strengthens our presence in the video game market and
reaches a unique mix of music and interactive audiences."

MTV Music Generator 2 is the follow up to the enormously successful MTV Music
Generator, which launched in the U.S. in 1999 to rave reviews and won the Sony
Innovation award in 2000. Featuring twice as many simultaneous music channels
as its predecessor and nearly 10,000 pre-recorded samples, MTV Music
Generator(TM)2 offers endless potential for musical creations.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
game-makers, developing and publishing titles for the console platform and PC.
Codemasters products first appeared on US retail shelves in 1999. The company's
2001 slate of titles, including Blade of Darkness and Operation Flashpoint
furthers its goal of providing energetic, compelling and innovative
entertainment to gaming fans of all genres. In keeping with the company's
mission to remain on the cusp of the gaming wave, Codemasters is developing
games for online and next generation platforms. Codemasters can be found at
www.codemasters.com

ABOUT MTV
MTV Networks, a unit of Viacom International Inc. (NYSE: VIA, VIA.B), owns and
operates the following television programming services--MTV: Music Television,
MTV2, VH1, Nickelodeon/Nick at Nite, TV LAND, TNN, CMT and The Digital Suite
From MTV Networks, a package of nine US digital services, all of which are
trademarks of MTV Networks. MTV Networks also has licensing agreements, joint
ventures, and syndication deals whereby all of its programming services can be
seen worldwide. In addition, MTV Networks operates The MTVi Group and
Nickelodeon Online, a portfolio of leading Internet properties built to address
every interest of today's music fan and Internet-savvy kid.

# # #
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Twisted Metal:Black(TM) Brings Hell-Raising Car Combat to the PlayStation(R)2
                        Computer Entertainment System

    Latest Installment of Popular Twisted Metal(R) Franchise Now Available

    FOSTER CITY, Calif., June 19 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Twisted Metal:Black(TM) exclusively
for the PlayStation(R)2 computer entertainment system.  Based on the successful
Twisted Metal(R) franchise, Twisted Metal:Black brings a whole new look and
feel to the series, catapulting players into a deeper and darker gameplay
environment than ever before.  Designed by Sony Computer Entertainment America,
Santa Monica and developed by Incog Inc. Entertainment, Twisted Metal:Black
utilizes the technological prowess of the PlayStation 2 computer entertainment
system to bring the team's shocking and imaginative vision to life through
superior graphics and outstanding special effects.

    Twisted Metal:Black is designed and developed by the creators of Twisted
Metal 1 and 2. When the original Twisted Metal game was released in 1995, the
development team was credited with establishing 3D car combat in next
generation videogaming.  Twisted Metal 2 was released to critical claim in 1997
and remains one of the best-selling games of all time, with more than 1.9
million units sold in North America to date.  Overall, the Twisted Metal
franchise has sold close to five million units in North America, making it the
best-selling car combat series ever.

    "Back in 1995, we introduced PlayStation fans to a new genre in gaming with
Twisted Metal; now in 2001, we plan to redefine it with Twisted Metal:Black,"
said Ami Blaire, director, product marketing, Sony Computer Entertainment
America Inc.  "With the creative minds of the original Twisted Metal team and
the advanced technological capabilities of the PlayStation 2, gamers will
experience a familiar franchise with a whole new look and feel that provides a
deeper and darker reality than ever before."

    "With the technological advancement of the PlayStation 2, art direction has
become an integral part of the video game development process, just as it is in
the movies," said Dave Jaffe, director and lead designer, Sony Computer
Entertainment, Santa Monica. "With Twisted Metal:Black, we were finally able to
implement all of the creative ideas we had envisioned for the first two games.
The result is a darkly atmospheric, profound and strategic game, which is also
easy for gamers to get into and lots of fun to play."

    Built upon a world laced with madness and destruction, Twisted Metal:Black
sets the stage for a gruesome, yet electrifying battle.  Calypso, the
mastermind behind the Twisted Metal battles, returns once more to host the
ultimate contest of wreckage and devastation.  He has plucked some prime
contestants straight out of an asylum and has promised these o therwise doomed
souls a single wish should they defeat their opponents in a battle of twisted
metal.  As the carnage unfolds, learn how and why these mad motorists were
locked up behind the walls of insanity.  Slip into their minds, take a walk
around their mental anguish and come out screaming for more.

    Through the technological capabilities of PlayStation 2, Twisted
Metal:Black features enhanced player environments with moving traffic, changing
weather conditions, living pedestrians and interactive objects, making for a
highly-charged, living world of destruction.  Destruction is at the game's
core, but deadly strategy is essential for creative kills, made possible by the
many different weapons and combo attacks in Twisted Metal:Black.  Get ready to
rip through the foreboding battlegrounds and nightmarish landscapes in a
wickedly dark world that is sure to bring out the madness in everyone.

    Key features in Twisted Metal:Black:

    -- Created by the original designer and developer of the Twisted Metal and
Twisted Metal 2 games

    -- More than 18 death-match battlegrounds allow you to torture and
humiliate your friends

    -- Eleven vicious battlegrounds for the single-player to tear up

    -- 14 diabolically inventive vehicles

    -- Twisted Metal:Black requires more skill than ever before; master
strategic kills and then rejoice in victory

    -- Tons of weapons and combo attacks make for more creative kills

    -- Enhanced player environments with moving traffic, changing weather,
living pedestrians and interactive objects make for a highly charged, living
world of destruction

    -- Improved vehicle physics with dramatic jump and landing physics, more
exaggerated powerslides and more responsive turn rates

    -- Variety of gameplay types, including Death Match, Mode, Endurance Mode
and Co-op Mode, provide added replay value

    -- The entire game, including multi-player levels, runs at an impressive 60
frames per second

    -- Control precision has been perfected with the analog control "D" Pad.

    -- The independent Entertainment Software Rating Board (ESRB) has rated

Twisted Metal:Black "M" for Mature.  For more information about the ESRB visit
www.esrb.org.

    Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system.  The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be used
as a network terminal in the coming broadband era.

    Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

    Visit us on the Web at http://www.scea.com .
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DESIGNED BY NASCAR DRIVERS AND RACED BY THEIR FANS, INFOGRAMES NASCAR HEAT
2002 BURNS UP THE TRACK ON YOUR PLAYSTATION 2

BEVERLY, MA - June 22, 2001 - One of the hottest racing experiences of the
year comes to the PlayStation 2 computer entertainment system with the
release of Infogrames (Nasdaq: IFGM) NASCAR Heat 2002. Challenge top NASCAR
drivers like Dale Earnhardt Jr., Jeff Gordon, Rusty Wallace, Matt Kenseth and
more, head-to-head in the ultimate test of racing skill on actual NASCAR
tracks of the 2001 Winston Cup season. Selectable racing modes capture all
the thrills, drama, and split-second decisions of the on-the-edge world of
the NASCAR driver.

In NASCAR Heat 2002 players choose between Beat the Heat, Race the Pro,
Head-to-Head, Championship and Single Race modes in one of the most intense
racing games that has ever been brought to a gaming console. Single Race and
Championship modes put gamers in the seat of powerful stock cars as they try
to best the stars of NASCAR on just one track or the tracks of the entire
2001 NASCAR Winston Cup Season. More than 36 all-new Beat the Heat racing
scenarios, introduced by drivers like Jeff Gordon, give players the feeling
of a one-on-one experience with the heroes of NASCAR as they are dropped into
the most intense moments in NASCAR competition; asking them to make
split-second decisions and develop the same skills required by real NASCAR
drivers. In Race the Pro players try to out-run top drivers in the sport by
racing against iphantomi cars driven by real NASCAR Winston Cup drivers.
Head-to-Head mode allows two fans to race against each other to see who the
best driver really is.

Normal and Expert difficulty levels ensure both beginners and pros alike can
enjoy the thrill of NASCAR racing, while state-of-the-art car modeling adds
to NASCAR Heat 2002s immersive feel with a sense of speed, realistic car
damage, dents, scratches, sparks and collisions that put players in the
drivers seat for the Winston Cup championship.

NASCAR Heat 2002 for the PlayStation2 computer entertainment system unique
features include 2001 season car art, drivers and tracks; 36 Beat the Heat
challenges designed and introduced by top NASCAR drivers; 19 real-world
NASCAR tracks; 25 Winston Cup drivers and 23-car racing packs in
single-player modes.

Developed by Monster Games, Inc., NASCAR Heat 2002 for the PlayStation 2 is
available at most major retail outlets for an estimated retail price of
$49.99.

About Infogrames
Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of
video games for consoles (Sony, Sega, Nintendo, and Microsoft), personal
computers and Macintosh systems. The company's award-winning franchises
include Alone In The Dark, Driver, Deer Hunter, Test Drive, and Unreal.
Infogrames Inc.'s Humongous Entertainment division is a leader in children's
entertainment software and its Macintosh publishing label, MacSoft, is the
number one publisher of Macintosh entertainment software. Based in New York,
NY, Infogrames, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (IESA) (Euronext 5257) and serves as the
headquarters for the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games
for all platforms, as well as interactive digital television, mobile smart
devices (WAP, HDML) and in-flight entertainment systems. IESA recently
acquired Infogrames Interactive, Inc. (formerly Hasbro Interactive),
including its line of software based on well-known licenses such as Monopoly,
Jeopardy, Tonka, and Atari, which are distributed in the U.S. by Infogrames,
Inc.

For more information, visit Infogrames' US Web site at www.us.infogrames.com.

About NASCAR
Incorporated in 1948, NASCAR is the most competitive form of motorsports in
the world. Close, side-by-side competition is the foundation for NASCAR-style
racing as it strives to continue to make stock car racing in the U.S. highly
competitive, affordable and entertaining at approximately 2,200 sanctioned
events in 13 racing divisions at 135 tracks throughout 40 states in the U.S.
each year.

# # #

(C) 2001 Infogrames Interactive, Inc.
NASCAR is a registered trademark of the National Association of Stock Car
Auto Racing, Inc.
PlayStation, PlayStation 2 and the PlayStation and PlayStation2 logos are
registered trademarks of Sony Computer Entertainment Inc.
All other trademarks or registered trademarks are the property of their
respective owners.
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3DO Ships World Destruction League: WarJetz
For The PlayStation 2 Computer Entertainment System

Air Combat with Attitude

REDWOOD CITY, CA (June 27, 2001) - The 3DO Company (Nasdaq: THDO) today
announced that the World Destruction League: WarJetz game for the PlayStation
2 computer entertainment system shipped on schedule today to retailers across
the country. The World Destruction League: WarJetz game is the ultimate in
spectacle entertainment and gladiatorial competition, broadcast on
post-apocalyptic television. The WarJetz game is combat mayhem taken to the
air.

The World Destruction League: WarJetz game is action packed, using raw,
over-the-top attitude to annihilate the enemy. The WDL has set up a
battle-tournament, where twisted contestants engage in head-to-head combat
adding excitement and chaos to game play. The game offers a unique fantasy
world in which to experience air combat competition. Engage in aerial
competition, and duke it out against both ground and air targets, each with
their own special aircraft and weapons.

The WarJetz game offers air-to-air battle and ground target bombing in 8 real
world environments with recognizable landmarks. Gamers won't grow tired with
24 game battle arenas and 8 action-packed styles of tournament play. Frenetic
two-player action makes for multiplayer mayhem. The game utilizes
anti-aliasing, extensive light sourcing and dynamic lighting, and pushes the
limits of amazing special effects with a spectacular nuclear blast effect
that will blow entire cityscapes into debris. The game also features vapor
trails, extreme weather, realistic explosions and debris clouds from
collapsing buildings.

The World Destruction League: WarJetz game is also available on the
PlayStation Game Console.

More information about The 3DO Company and 3DO products can be found on the
Internet at www.3do.com.

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2000 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2000, September 30, 2000 and December
31, 2000. The Company expressly disclaims the obligation to update any
forward-looking statements to reflect events or circumstances after the date
hereof.

3DO, WarJetz, WDL, World Destruction League and their respective logos, are
trademarks or registered trademarks of The 3DO Company in the U.S. and other
countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks and tradenames belong to their respective owners.
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ACTIVISION SHIPS HIGHLY ANTICIPATED TITLES
BLOODY ROAR 3 AND BOMBERMAN TOURNAMENT

Santa Monica, CA - June 29, 2001 - Pulse-pounding arena fighting action and
explosive blast-a-thons will ambush North American retail shelves this week
with the release of Activision, Inc.'s (Nasdaq: ATVI) Bloody Roar*3 for the
PlayStation*2 computer entertainment system and Bomberman* Tournament for the
Game Boy(R) Advance handheld video game system. The latest versions of these
critically acclaimed franchises will deliver non-stop action experiences that
will appeal to fans of these popular brands and newcomers alike.

"Next generation technology is enabling us to take Bloody Roar* and
Bomberman* to all-new levels," states Larry Goldberg, executive vice
president, Activision Worldwide Studios. "Bloody Roar 3's incredible 3D
graphics and stunning special effects deliver a new twist to the popular
fighting tradition that the series is known for. While Bomberman Tournament's
highly charged four-player option offers a fast and furious gaming
adventure."

As the newest installment in the Bloody Roar series, Bloody Roar 3 immerses
players in a 3D, adrenaline pumping gameplay experience with 14 playable
characters. Each character has the ability to transform from human to an
alternate beast life form with special attack beast moves. Featuring fast and
fluid fighting action and single and two player head-to-head action, players
must use their unique fighting skills to battle their way through nine
different immersive environments that feature destructible walls and floors.
Bloody Roar 3 was developed by Hudson Soft Co., Ltd. and Eighting Co., Ltd.
and is rated "T" (Teen -- Blood, Suggestive Themes and Violence - content
suitable for persons ages 13) by the ESRB. The game carries a suggested
retail price of $49.99.

Featuring fast and furious gameplay, Bomberman Tournament delivers its
signature brand of non-stop blasting action to fans of the best-selling
franchise. In the game, players must tactically navigate through eight
different battlefield mazes while hunting down opponents and avoiding bombs.
The game is one of the first Game Boy Advance titles that allows up to four
players to battle it out from one Game Pak using the Game Boy Advance Game
Link* Cable. The game also features an in-depth adventure mode that lets
players travel on a single player quest through five expansive lands,
interact with characters, solve brain teasing puzzles and battle mega-bosses.
Bomberman Tournament was developed by Hudson Soft Co., Ltd. and is rated "E"
(Everyone - Mild Violence - content suitable for persons ages six and older)
by the ESRB. The game carries a suggested retail price of $39.99.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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THQ AND CRITERION SOFTWARE TEAM UP FOR
MX 2002 FEATURING RICKY CARMICHAEL
Latest motocross title uses RenderWare Graphics

Guildford, UK - 2nd July 2001 - Criterion Software today announced the
release of another great game developed using RenderWare Graphics. THQ Inc.
release MX 2002 featuring Ricky Carmichael, their latest sports title for the
Sony PlayStation(R) 2. MX 2002 featuring Ricky Carmichael was developed by
THQ Inc.'s subsidiary Pacific Coast Power & Light and was created using
RenderWare Graphics - Criterion's world-leading, tightly integrated, high
performance, multi-platform, 2D/3D graphics toolkit. By using RenderWare
Graphics as part of the games' development process, the MX 2002 featuring
Ricky Carmichael team were able to focus on great gameplay and outstanding
graphics.

MX 2002 featuring Ricky Carmichael is already gaining rave reviews from the
likes of Gamespot and ps2.ign.com for its outstanding graphics, realistic
bike handling and great gameplay.

"We believe that we have delivered a truly compelling motocross game for
PlayStation 2," said Don Traeger, President, Pacific Coast Power & Light. He
added, " by using RenderWare Graphics as part of our internal development
process, we were able take MX 2002 featuring Ricky Carmichael to the next
level of motocross gaming, delivering unsurpassed realism with amazing
graphics. We are extremely pleased with the finished result."

"THQ's decision to use RenderWare Graphics is a great endorsement of our
technology as well as the benefits of using middleware in game development,
said David Lau-Kee, President, Criterion Software. "MX 2002 featuring Ricky
Carmichael is a superb game that is not only immersive and fun to play, but
is visually superb, and we are delighted to have been involved in the
development of this title."

About RenderWare Graphics:
RenderWare Graphics is a module in RenderWare Platform which is a powerful,
tightly integrated game development environment that is open, flexible and
truly multi-platform. RenderWare Platform provides game developers with
unrivalled 2D/3D graphics, audio and physics modules. By using RenderWare
Platform, game developers are empowered to fully unleash their potential,
focusing their development effort on content and gameplay rather than the
technology itself.

RenderWare Graphics is used extensively among the game development community
worldwide, with more than 250 game development studios signing for licenses
including heavyweights such as Activision, Creations, DMA Design, Empire
Interactive, Interplay, Konami, Lucas Learning, Midway, Rage, Sierra-Online,
THQ, Titus and Ubisoft. RenderWare Platform is available for PlayStation(R)
2, Xbox(tm), NINTENDO GAMECUBE(tm) and PC. For the latest information on
RenderWare Platform, please visit http://www.renderware.com.

About Criterion Software:
Criterion Software is the undisputed world-leading provider of middleware
solutions for the game development industry. Founded in 1993, Criterion
Software is a rapidly expanding organisation that today employs over 160
people in its software technology and game development divisions and is
headquartered in Guildford UK, with offices in Tokyo, Austin, Paris and
Derby. Criterion Software is a wholly owned subsidiary of Canon Inc. Further
information on Criterion Software can be found at http://www.csl.com.

About THQ:
THQ Inc. develops, publishes and distributes interactive entertainment
software worldwide for a variety of hardware platforms including PC CD-ROM,
wireless devices, and those manufactured by Sony, Nintendo and Microsoft. The
THQ web site is located at www.thq.com.

MX 2002(tm) featuring Ricky Carmichael Game and Software - (C) 2001 THQ Inc.
Ricky Carmichael used under exclusive license by THQ Inc. Developed by
Pacific Coast Power and Light Company. MX, Pacific Coast Power and Light
Company, THQ and their respective Logos are trademarks and/or registered
trademarks of THQ Inc. Kawasaki(R) is a registered trademark of Kawasaki
Motor Corp., U.S.A. Portions of this software are Copyright 1998-2001
Criterion Software Ltd. and its Licensors Canon and RenderWare are registered
trademarks of Canon Inc. Microsoft is a registered trademark and Xbox is a
trademark of Microsoft Corporation. PlayStation is a registered trademark of
Sony Computer Entertainment Inc. Nintendo is a registered trademark and
NINTENDO GAMECUBE a trademark of Nintendo Co., Ltd. All other trademarks
mentioned herein are the property of their respective companies. All Rights
Reserved.
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Fear of Infection Spreads Through the Action/Adventure Experience
                          Of the Summer

FOSTER CITY, Calif., July 24 /PRNewswire/ -- Sony Computer Entertainment
America announced today the release of Extermination(TM), a dynamic
action-thriller, available exclusively for the PlayStation(R) 2 computer
entertainment system. Developed by Deep Space, Inc., Extermination is spawn
from the creator of MegaMan(TM), Ghouls and Ghosts(TM) and TOMBA!(TM) and
from  the executive producer of Bio Hazard(TM). With its innovative gameplay
design, heart-pounding excitement and intense cinematics, Extermination
delivers the action-movie experience of the summer.

Players must navigate through intricate level designs using "on-the-fly"
decision making and strategic survival tactics to outlast and defeat a deadly
mutant virus. In order to deliver the utmost realism, Deep Space, Inc.,
collaborated with weapons expert, Ichiro Nagata, who is recognized as an
expert in his field and is a writer and photographer for Combat Magazine.
Mr. Nagata is licensed to participate in FBI and SWAT weapons training and
brought invaluable knowledge to the making of Extermination. Players may
customize their weapon, the Special Purpose Rifle 4 (SPR4), with several
different types of upgrades, including a tactical grip, grenade launcher,
flame thrower, shotgun unit, zoom and night scope among many other
components.  Combining realistic combat experience with the compelling
storyline,  Extermination encourages players to use appropriate weapons and
tactical  planning for the situation at hand.

"Extermination utilizes the PlayStation 2 computer entertainment system's
phenomenal power to fill environments with rich textures, fluidly animated
creatures, unique gameplay elements and pulse-heightening music. Gamers will
certainly appreciate the spectacular visual scenes, sophisticated weaponry
and  intense action," said Ami Blaire, director, product marketing, Sony
Computer  Entertainment America Inc. "Extermination is like a suspenseful
action movie  that is going to test the mettle of even the most skilled
player with its  treacherous mutant creatures, plot twists, and terrifying
gameplay."

At a top-secret military station in Antarctica, Extermination sets the  stage
for the mission to save mankind from a virus that infects both organic  and
inorganic objects. Playing as U.S. Special Forces Marines RECON team "Red
Light" member Dennis Riley, players brave unforgiving blizzards and intense
pressure situations on a mission through a military base only to discover
this  biological disaster. Surviving all out carnage is a core element of
Extermination, but strategic planning is essential for coming home. Dennis
must defeat the mutant creatures and exterminate the virus, before he becomes
infected and mutates.

Through the technological capabilities of PlayStation 2, Extermination
features enhanced player environments with adverse weather conditions,
interactive environments and an extensive collection of creatures and weapon
accessories. See the action through a chilling third person view, or an all
too real first person view while aiming your weapon. Like a gripping movie,
Extermination uses cinematic cut scenes to portray the incredible story of
mankind's possible extermination.

The independent Entertainment Software Rating Board (ESRB) has not yet  rated
Extermination. For more information about the ESRB visit www.esrb.org.  Sony
Computer Entertainment America Inc. continues to redefine the  entertainment
lifestyle with its PlayStation(R) and PS one (TM) game console  and the
PlayStation(R) 2 computer entertainment system. The PlayStation 2  computer
entertainment system is set to revolutionize the home entertainment  market,
offering the most compelling interactive content and the capability to  be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software  for the PS one game console and the PlayStation 2 computer
entertainment  system for the North American market. Based in Foster City,
Calif. Sony  Computer Entertainment America Inc. serves as headquarters for
all North  American operations and is a wholly-owned subsidiary of Sony
Computer  Entertainment Inc.

                         MAKE YOUR OPINION COUNT - Click Here
                   http://tbutton.prnewswire.com/prn/11690X31166665
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ELECTRO SOURCE SNAGS THE SOUNDS OF RESIDENT EVIL CODE: VERONICA X.
CONTINUES SUCCESSFUL SOUNDTRACK DISTRIBUTION WITH TOKYOPOP* SOUNDTRAX

Vernon, Calif., July 23, 2001 - Electro Source, LLC, one of the nation's
leading distributors of video game products, has announced the exclusive
video game industry distribution rights to TOKYOPOP* Soundtrax' latest
musical score, Resident Evil Code: Veronica X The Official Soundtrack. The
release of this musical CD extends the successful partnership between Electro
Source and TOKYOPOP formed with the September 2000 release of several video
game soundtrack CD's including Uematsu's Best Selection - Music from the
Final Fantasy IX Video Game. The Soundtrack CD for Resident Evil Code:
Veronica X is set to launch August 6th with a suggested retail price of
$14.98.

Resident Evil Code: Veronica X, a video game published by Capcom for the
PlayStation 2 computer entertainment system and the Sega Dreamcast, is the
latest installment in the highly popular Resident Evil game series. The
soundtrack, being published by TOKYOPOP, incorporates 46 intense tracks that
power the game's dark images. More than 72 minutes of dramatic, driving,
digitally re-mastered music from both the PlayStation 2 and Dreamcast
versions is featured, including character themes, main titles, openings and
end credits.

"With each new title introduced to the market, video game soundtracks have
experienced substantial growth as a niche category," stated Electro Source's
CEO, Bill Loebbaka. "Our decision to continue our relationship with TOKYOPOP
was based on the success of the previous soundtracks we have distributed and
a confidence in video game soundtracks as a unique, significant genre for our
industry."

Embraced by both gamers and music lovers, video game soundtracks have sold
millions of units in Japan. Electro Source first began distributing TOKYOPOP
Soundtrax*'s in September of 2000, with the release of three soundtracks:
Final Fantasy IX; Parasite Eve II; Tekken Tag Tournament and the Bouncer. The
addition of video game soundtracks to Electro Source's product offering
further extends the company's success in the gaming and home entertainment
industry.

About Electro Source, LLC

Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advance,
and Microsoft X-Box*. ESL is a "one stop" stocking distributor headquartered
in Vernon, California. Electro Source, LLC is the manufacturer and exclusive
distributor of Pelican Accessories, the fastest growing accessory company in
the U.S.

About TOKYOPOP Soundtrax*

TOKYOPOP Soundtrax* is the leading provider of video game soundtracks in the
U.S. Through licensing arrangements with leading game publishers, such as
Square and Namco, TOKYOPOP Soundtrax* is expanding the way gamers experience
games and pioneering the soundtrack business in the U.S. video game market.
TOKYOPOP Soundtrax* is the video game and anime soundtrack label of TOKYOPOP,
a division of Mixx Entertainment, Inc. www.tokyopop.com
<http://www.tokyopop.com/>


About Capcom Entertainment

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans 22 years of entertaining video game players. Capcom develops, markets,
and distributes home video games for the PlayStation* game console,
PlayStation* 2 computer entertainment system, Sega Dreamcast and Nintendo 64
game consoles, Game Boy Color System, personal computers, and coin-operated
games. Worldwide recognizable product lines include Street Fighter, Mega Man,
Breath of Fire, and the Resident Evil series. World headquarters in Osaka,
Japan, the company also has offices in Tokyo, Hong Kong, London and
Sunnyvale, California. The company is publicly traded on the Tokyo Stock
Exchange code number 9697.
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CAPCOM'S ONIMUSHA WARLORDS(tm)
WINS PEOPLE'S CHOICE AWARD FOR
PLAYSTATION(r)2 COMPUTER ENTERTAINMENT SYSTEM
'GAME OF THE YEAR' AND 'BEST ACTION/ADVENTURE GAME'

-MAJOR MARKETING CAMPAIGN THIS FALL WITH NATIONAL TELEVISION-

SUNNYVALE, Calif. - August 6, 2001- Capcom(r), a worldwide developer and
publisher of video games, today announced that Onimusha Warlords for the
PlayStation(r)2 computer entertainment system has been awarded PlayStation 2
People's Choice Award for "PlayStation 2 Game of the Year" and PlayStation 2
People's Choice Award for "Best Action/Adventure Game." Onimusha: Warlords
won these prestigious awards through voting conducted on Sony Computer
Entertainment America's Web site, www.scea.com, which is accessible worldwide
to all consumers throughout the year.

"Capcom couldn't be more pleased to have Onimusha: Warlords named 'Game of
the Year' and recognized as 'Best Action/Adventure Game,' " said Todd
Thorson, director of marketing, Capcom Entertainment. "What is most
significant is this an award coming directly from PlayStation 2 customers,
hands on players of the games."

Capcom has won best honors with consumer voted awards from SCEA and twice
received Best Overall awards. In 1997, Resident Evil was named Consumer's
Choice Best PlayStation Game Overall and in 1998, Resident Evil 2 received
Sony Computer Entertainment Consumer's Choice Award for Best Overall Title
and Best Action/Adventure Game. Our thanks go out to both SCEA and our loyal
Capcom fans. To say we are thrilled is an understatement."

Onimusha: Warlords has already sold more than 1.5 million units in Japan and
United States, is currently enjoying a number one spot across Europe as the
best-selling PlayStation 2 game. In the U.S. it is ranked in the top three
best-selling PlayStation 2 titles since its introduction in October 2000.
Capcom plans a major marketing effort for Onimusha this Fall with a National
television advertising campaign, co-op ads, packaging updates and various
retail programs.

Onimusha Warlords is an epic saga of 16th century Japan inspired by the
battle scenes of famed Japanese director Akira Kurosawa. It takes place in a
world of darkness and magic, when power hungry warlords battle for control of
Feudal Japan. One brave Samurai, Samanosuke, boldly volunteers to rescue the
kidnapped princess Yuki, but does not fully realize the desperation of this
mission. An entire legion of demon warriors stands between him and his
mission to avenge the princess. Onimusha Warlords is rated "M" for mature
audiences by the Entertainment Software Rating Board and carries a suggested
retail price of $49.95.

Onimusha: Warlords is the most technically advanced video game ever conceived
and was honored with the distinction of being named "Best of Show" at the
SIGGRAPH 2000 Computer Animation Festival. The Siggraph "Best of Show" award
was bestowed to Onimusha Warlords for the five minute opening movie animation
created using an optical motion capture system to "film" six samurais
battling simultaneously. Onimusha's other motion picture quality production
values include, a script written by Flagship, the company who penned the
story lines for the Resident Evil series; a 200-piece orchestra who performs
the original musical score; and famed Japanese actor Takeshi Kaneshiro as the
lead character. Onimusha Warlords takes advantage of the power of the
PlayStation 2 by delivering finely detailed character graphics created at
10,000 polygons per character.

Capcom Co., Ltd. is a leading worldwide developer and publisher of
coin-operated and video games. A leading force in the multi-billion dollar
interactive entertainment industry, Capcom's legacy spans 22 years of
entertaining video gamers. Capcom develops, markets, and distributes home
video games for the PlayStation(r) game console, PlayStation 2, Sega
Dreamcast and Nintendo 64 game machines, Game Boy Color and Game Boy Advance
Systems and coin-operated games. Headquartered in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

(c)CAPCOM CO., LTD. 2001 (c)CAPCOM U.S.A., INC. 2001. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. ONIMUSHA
soundtrack (c)Mamoru Samuragoch. Samanosuke Akechi (c)Amuse/Fu Long
Production. Guest Creator: Takeshi Kaneshiro. All other marks are the
property of their respective owners.
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INFOGRAMES, INC. RACES ITS AWARD-WINNING LE MANS SERIES TO STORES WITH LE
MANS 24 HOURS FOR PLAYSTATION 2

Infogrames' Melbourne House Continues To Create Le Mans Racing Excellence
With Its Latest Installment-Featuring New Teams, Tracks and Gameplay
Mechanics

        LOS ANGELES, CA - August 21, 2001 - Find a comfortable spot on the
couch, stock up on food and take the phone off the hook. Infogrames, Inc.,
(Nasdaq: IFGM) a global publisher of interactive entertainment software, is
delivering the ultimate 24-hour endurance racing title, Le Mans 24 Hours for
PlayStation 2, to stores this week. Feature highlights for the game include
real-world racing teams from the 2000 Le Mans race, fully animated pit crews
and drivers, a new track from the US Le Mans racing series and advanced
artificial intelligence.

"Melbourne House and Infogrames are once again defining the endurance racing
genre with Le Mans 24 Hours," said Tom Richardson, director of marketing at
Infogrames' Los Angeles label. "We've built upon the success of Test Drive Le
Mans for Dreamcast to perfect and enhance the Le Mans racing experience for
Playstation 2. The gut wrenching racing physics, life-like pit crews and
drivers and authentic lighting and weather effects will blow gamers' minds!"

Capturing the true essence of Le Mans racing with around-the-clock,
day-to-night-to-day lighting conditions, Le Mans 24 Hours is the only
officially licensed game of the 24 Heures du Mans. The game packs more than
70 licensed vehicles, including 30 new additions from the Le Mans 2000 race.
Le Man 24 Hours also adds new teams from Le Mans competition, such as Viper
Team Oreca, Corvette Racing and Team Cadillac and boasts 12 real-world
tracks, including the US Road Atlanta from the 2000 Le Mans series in the
United States.

Le Mans 24 Hours offers five challenging game styles, including the Le Mans
2000 Race mode, which offers players the chance to simulate the 24-Hour Le
Mans 2000 competition. Players can also compete in time-compressed 10 minute,
30 minute, one hour or six hour races, or prove their endurance in an actual
24-Hour event.

Realistic physics and graphical effects such as dust, smoke, sparks and
real-time shadows immerse gamers in the hi-test world of Le Mans racing. With
up to 24 cars competing in each race at one time, players can expect the same
challenges that real Le Mans drivers face when their tires lose traction and
gas and oil levels drop, forcing them to pit their vehicles. While in the
pits, players can change tires, re-fuel their vehicle, or they can make
repairs.

Le Mans 24 Hours offers two-player multiplayer support via split-screen. The
game shipped to most major retail stores this week with an estimated retail
price of $44.95 and an ESRB rating of E for everyone.

In addition to its recent success with Test Drive Le Mans for Dreamcast,
Infogrames' Melbourne House studio also developed the highly regarded Looney
Tunes Space Race for Dreamcast.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the #2 third-party
publisher of interactive entertainment software in the U.S. The Company
develops video games for all consoles (Sony, Nintendo and Microsoft), PCs,
and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Company's Web site
at www.us.infogrames.com.
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INFOGRAMES, INC. BRINGS BRUTE FORCE OFF-ROAD RACING TO PLAYSTATION 2 WITH
TEST DRIVE OFF ROAD -- WIDE OPEN

Bigger, Badder Test Drive Off Road Ships to Stores With Licensed Vehicles,
Gigantic "Go Anywhere" Environments

LOS ANGELES - AUGUST 21, 2001 - Infogrames, Inc., (Nasdaq: IFGM) a global
publisher of interactive entertainment software, announced today that the
newest installment in the Test Drive Off-Road series, Test Drive Off-Road --
Wide Open, will hit stores this week for the PlayStation2 computer
entertainment system. Developed by Angel Studios, the game features advanced
technology enabling "go anywhere" environments, 15 licensed off-road vehicles
and 30 wide-open tracks in three untamed landscape locations..

"Weive taken off-road racing and packed it full of unstoppable brute force
and power," said Laddie Ervin, director of marketing at Infogramesi Los
Angeles label. "Test Drive Off-Road -- Wide Open gives gamers the freedom to
plow across open terrain at full throttle and freely explore massive
real-world locations, rendered in some of the largest environments seen on
Playstation 2, in some of the hottest 4x4s."

Following the Test Drive formula of racing real cars in real locations in an
unreal way, Moab, Utah, Yosemite, Calif. and the Big Island of Hawaii set the
stage for white knuckle off-road competition. Chosen for their diversity in
textures and environments as well as their potential for extreme off-road
racing, each of the gamesi three locations will contain eight to ten tracks,
including circuit courses and A-to-B races with variations in track sizes and
styles. Players will have the freedom to choose the path that is best suited
to their truck while attempting to complete the course in the fastest time
possible.

Test Drive Off-Road -- Wide Open contains a variety of fully customizable
licensed off-road vehicles, each offering its own unique handling and
abilities. Vehicles include the AM General Humvee, AM General Hummer Wagon,
AM General Hummer Open Top, Rod Hall Hummer, Jeep Wrangler, Jeep CJ5, Ford
F-150, Ford Bronco, Dodge RAM 2500, Dodge Durango, Dodge T Rex, Shelby S.P.
360, Chevrolet Blazer and the Chevrolet Silverado. Gamers can personalize
their rides with paint options and other upgrades, including tires, wheels,
light bars, brush guards, lift kits and more. Each vehicle upgrade produces a
visual change in the appearance and performance of the vehicle.

Test Drive Off-Road -- Wide Open features a licensed soundtrack including
Fear Factory, Unloco, Digital Assassins and the rock-and-roll legends
Metallica. The game shipped to most major retail stores this week with an
estimated retail price of $49.99 and an ESRB rating of E for everyone.

Angel Studios strives to create gameplay with fewer limitations and more
options by developing the most advanced video game technology. Responsible
for recent PlayStation 2 game console hits like Midnight Club and Smuggleris
Run, Angel Studios is recognized as one of the top game developers in the
industry.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the #2 third-party
publisher of interactive entertainment software in the U.S. The Company
develops video games for all consoles (Sony, Nintendo and Microsoft), PCs,
and Macintosh systems. Infogramesi catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeonis Blueis
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Companyis
Humongous Entertainment and MacSoft labels are leaders in childrenis
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Companyis Web site
at www.us.infogrames.com.

# # #
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INFOGRAMES, INC. UNLEASHES WORLD OF OUTLAWS SPRINT CARS 2002' FOR
PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

First-Ever Dedicated Console Sprint Car Racing Game Features Real Drivers,
Tracks, Single and Multi-Player Game Modes

PLYMOUTH, MN - - August 23, 2001 -- Unleashing the rocket like power of
Sprint Cars onto the PlayStation2 computer entertainment system, Infogrames,
Inc. (Nasdaq: IFGM), announces the release of World of Outlaws Sprint Cars
2002 for fall. World of Outlaws Sprint Cars 2002 features 12 real world
tracks, 24 official World of Outlaws drivers, and ultra-realistic handling
physics and graphics powered by Ratbag's critically acclaimed Difference
Engine.

"Sprint car racing is the fastest growing motor sport in America, and we're
proud to partner with its leading racing series, World of Outlaws, in
delivering the first-ever next generation console sprint car racing games,"
said Paul Rinde, senior vice president of Infogrames, Inc. N Minneapolis.
"We're confident gamers will embrace this electrifying form of racing, as
well as the incredible realism and feature sets the game will offer."

Sprint cars are easily identified by the big "wings" on top of each car. The
"wings" keep the powerful cars planted to the racetrack and prevent them from
flipping. Combining speeds in excess of 160-mph with dirt surfaces, sprint
car racing is known for its spectacular collisions and crashes.

World of Outlaws Sprint Cars 2002 will offer a variety of game modes to
choose from. In Career Mode, players can earn virtual prize money and points
on their way to the championship. Additionally, players can be approached by
sponsors for financial assistance, allowing for the purchase of vehicle
upgrades and repairs. Quick race mode allows players to quickly and easily
jump into a single event, while practice mode assists the casual gamer in
developing their driving skills for the more in-depth and realistic game
modes.

Dubbed "outlaws" in the early years because there were no rules governing
when, where or how they raced, World of Outlaws has evolved into one of the
largest racing series in the United States. The 2001 season was the 24th for
the Pennzoil World of Outlaws series and features 65 events. Over 104 race
dates and held in 25 states with a total of $10 million plus in prize money.
The booming series ranks second only to NASCAR in terms of popularity, and
continues to grow at astonishing rates.

Features Include:
* Realistic graphics and handling physics powered by Ratbag's acclaimed
Difference Engine;
* Game modes include, Practice, Career and Quick Race;
* Multi-player support for two players;
* Digital and analog controller support;
* Full use of PlayStation2 DVD capabilities. Historical video,  interviews
with 24 Outlaws drivers and real race footage;
* 3D directional sound lets players hear the roar of the crowd as they pass
grandstands, as well as the rumbling of the engines from nearby cars;
* Spectacular collisions, with realistic damage modeling, that affect vehicle
performance;
* Purchase vehicle upgrades and repairs with virtual prize and sponsor money;
* Awesome effects such as deforming tracks, dynamic lighting/particles;
* Perform power packed wheel stands;
* Compete in day and night races;
* Reactive race commentary builds the drama and excitement.

About Ratbag
Ratbag is an Australian game developer based in Adelaide with over 60
development staff. The company was founded in 1993 and developed the
critically acclaimed Powerslide, followed by the best selling Dirt Track
Racing series of games and most recently Leadfoot. .

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the #2 third-party
publisher of interactive entertainment software in the U.S. The Company
develops video games for all consoles (Sony, Nintendo and Microsoft), PCs,
and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Company's Web site
at www.us.infogrames.com.
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ACTIVISION BRINGS THE PLAYGROUND
TO THE PLAYSTATION 2 AND XBOX IN STREET HOOPS(tm)

March Madness 2001 Developer Black Ops Signs on to Create
Street Tournament Basketball Title

Santa Monica, CA - August 31, 2001 - Get ready to lace up your high-tops and
drive the lane when Activision, Inc. (Nasdaq: ATVI) introduces Street
Hoops(tm) for the PlayStation(R)2 computer entertainment system and the
Xbox(tm) video game system from Microsoft. This gritty street-style
basketball game will take players to the most notorious neighborhood courts
in 10 U.S. cities as they compete for street cred and bragging rights on the
blacktop.

Renowned developer Black Ops Entertainment has been recruited to bring a
realistic style of play and original player moves to the game. The Santa
Monica-based developer is best known for its award-winning, top-selling
traditional sports titles including Knockout Kings and the March Madness
series.

"Street Hoops will be the most authentic street basketball game ever
released," states Larry Goldberg, executive vice president, Activision
Worldwide Studios. "The game returns basketball to its roots, when being the
best meant you ruled as king of the playground court. Street Hoops will not
only focus on the action and showboating of street basketball, it will
include the popular culture and lifestyle that surrounds it."

Street Hoops is a gritty, "in your face" street-style basketball game that
encompasses the look, speed, energy and attitude of park/playground blacktop
competition. The game allows players to compete in a nationwide tournament
representing their hometown on the most notorious street courts in the
nation. Players will be able to choose from a roster of athletes and
performers, including key athletes made famous by the And 1 Mix Tapes and
Nike's "Freestyle" commercial series.

Realism is the rule, allowing players to bet cash on competitions, buy
authentic real-world gear including Sean John, Ecko Unlimited, Southpole,
Pure Playaz and more with their earnings, talk trash, shout and throw an
elbow, if need be. The game features multiple modes of play including World
Tournament, King of the Court, Multi Player vs. Mode and Half-court.
Additionally, a large variety of real freestyle basketball moves, dunking
with style and a top hip-hop music soundtrack lend to the game's
authenticity.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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3DO Ships Portal Runner*

"Exceptional" Game Receives a Gold Award from PSE2 Magazine

REDWOOD CITY, CA (September 11, 2001) * The 3DO Company (Nasdaq: THDO) today
announced that the Portal Runner game for PlayStation*2 computer
entertainment system and for Game Boy* Color handheld system shipped out to
retailers today. 3DO's most anticipated title for this Fall featuring the
courageous heroine Vikki has garnered much press, including several covers of
leading magazines.

The Portal Runner game will be featured on the cover of the October issue of
PSE2 magazine. The editors awarded the game a 97 percent rating and a Gold
Award, saying, "Portal Runner is an exceptional Action/Platform game that
offers a great mix of excellent graphics, special effects and music. ...[T]he
overall package, right down to the very entertaining CG cut scenes, screams
quality. ...[I]t offers entertainment that the entire family can enjoy, but
not at the expense of the more hard-core among us. I know you have many
choices to make this holiday season but, if you are an Action/Platform fan
like I am, you are not going to want to miss Portal Runner."

In the Portal Runner game, players are taken through an engaging story line
that will keep them glued to their seats. The story begins with Brigitte Bleu
about to unleash her diabolical scheme to trap Vikki and sink her claws into
Sarge. This plot launches Vikki on a fantastic journey through a variety of
exciting new toy worlds. She will eventually encounter a new friend and ally,
Leo the Lion, who stays by her side to fight off the evil forces of these new
worlds. The cooperative relationship that forms between the two characters
will add a new level of excitement and close combat gameplay. Players will
enjoy the option of controlling Leo or working with him as a team when
playing Vikki. With advanced Artificial Intelligence, Leo will also be able
to protect Vikki in combat and challenge gamers to restrain his savage
instincts.

The Portal Runner game will feature a surrealistic look with exotic visuals;
gamers will  be truly immersed in the astonishing graphics. Giving great
depth and variety to Portal Runner is the addictive bow and arrow gameplay.
The realistic and spectacular precision technique of the bow and arrow will
help Vikki vanquish foes and remove obstacles in her travels. To add more
excitement, Portal Runner offers a huge variety of environments including Our
World, Prehistoric World, Medieval World, and Space World, all highly
detailed and deeply interactive. Amid this blend of classic shooting and
platform action, players can experiment with different gameplay approaches to
keep things interesting.

More information about The 3DO Company and 3DO products can be found on the
Internet at www.3do.com. This release contains forward-looking statements,
which are subject to risks and uncertainties. Potential risks and
uncertainties include, without limitation, the Company's ability to complete
the development and release the referenced title as currently planned, and
the consequences of competitive factors in the marketplace. Further
information on potential factors which could affect these forward looking
statements and the Company's financial results are included in the Company's
filings with the Securities and Exchange Commission, including the Company's
Annual Report on Form 10-K for the Fiscal year ended March 31, 2001 and the
Company's Reports on Form 10-Q for the Fiscal quarters ended June 30, 2001,
December 31, 2000, and September 30, 2000. The Company expressly disclaims
the obligation to update any forward-looking statements to reflect events or
circumstances after the date hereof.

3DO, Portal Runner, and their respective logos, are trademarks or registered
trademarks of The 3DO Company in the U.S. and other countries. All other
trademarks belong to their respective owners.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Nintendo, Game Boy, and Game Boy Color are trademarks of Nintendo of America
Inc.(C) 1989,1998 Nintendo of America Inc.

# # #
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TONY HAWK'S PRO SKATER(tm) 3 SET TO SHIP OCTOBER 30TH

Highly Anticipated Skateboarding Game
On Track For Holiday Launch Nationwide

Santa Monica, CA -- October 16, 2001 -- Gamers get ready to nose slide and
pull 900's with the speed and agility of Tony Hawk when Activision, Inc.
(Nasdaq: ATVI) releases one of the most anticipated games of the holiday
season, Tony Hawk's Pro Skater(tm) 3, on October 30, 2001. The title, which is
currently in manufacturing, will be available for the PlayStation(r)2 computer
entertainment system and PlayStation(r) game console and will carry suggested
retail prices of $49.99 and $39.99 respectively.

Developed by Neversoft Entertainment, Tony Hawk's Pro Skater 3 is the
revolutionary sequel to the best-selling sports game of 2000. Offering eight
massive levels filled with people, traffic, and other interactive elements,
the environments are brought to life with richer graphics and advanced special
effects. Smoother life-like animations and significantly improved tricks
capture the style of 13 of the world's best skateboarding pros.

Tony Hawk's Pro Skater 3 will be the first online game for the PlayStation 2
computer entertainment system. Console gamers can log onto the Internet and
skate in virtual skateparks with their friends from around the world. Tony
Hawk's Pro Skater 3 has received the following ratings by the ESRB:
PlayStation 2 computer entertainment system - "T" (Teen - with blood, mild
lyrics and suggestive themes), PlayStation game console - "E" (Everyone - with
mild lyrics and violence).

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###
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Infogrames and Rainbow Studios are excited to announce that the highly
anticipated, groundbreaking watercraft racing game, Splashdown, has gone gold
and will ship to stores November 13.
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 Kinetica(TM) Brings the Ultimate Evolution in Racing to the PlayStation(R)2
                    Computer Entertainment System

  Merging of Man and Machine Provides Maximum Agility, Insane Stunts
            And Terminal Speed in Unique Racing Experience

FOSTER CITY, Calif., Oct. 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Kinetica, exclusively for the
PlayStation(R)2 computer entertainment system. Focusing on the thrill of
intense competition, Kinetica provides pure arcade-style racing and
incorporates intricate track design, aggressive opposition and futuristic
speed and maneuverability to deliver a unique adrenaline-filled racing
experience. The first fully internally developed title by Sony Computer
Entertainment America, Santa Monica, Kinetica showcases the capabilities of
the PlayStation 2 computer entertainment system, with superior graphics and
animations, intense gameplay and detailed racing atmospheres. Complex track
designs and carefully tuned artificial intelligence combine to create a fast
and competitive racing experience that will captivate gamers for hours.

Kinetica captures the spirit and competition of arcade-style futuristic
racing, as players integrate into one of nine Kinetic suits, scientifically
advanced exoskeletons, each engineered for racing in diverse, extreme
environments. Moreover, the maneuverability of the Kinetic Suits allows
racers to adhere to almost any surface, perform insane aerial stunts, and
draft behind opponents to create an unparalleled competitive environment.
Intense competition will keep racers on the edge of their seats as each
opponent contains an individually tuned artificial intelligence that adjusts
and adapts its driving over the course of the race, paving the way for
intense competitive races.

"Kinetica allows the spirited nature of racing to assert itself in the most
dramatic ways possible. Opponents create an intense rider-to-rider
interaction, showcasing the extreme essence of racing. We are thrilled to
bring Kinetica to the PlayStation 2 computer entertainment system," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America Inc.
"Through a winning combination of some of the most imaginative people in the
industry, Kinetica delivers a one-of-a-kind arcade-style racing experience
that is poised to take the racing genre to the next level."

With more than 12 futuristic tracks that have their own distinctive
personality, design tempo, and challenging obstacles, Kinetica provides a
truly unique racing experience. Kinetica tracks are specifically designed to
allow gamers to take full advantage of all conceivable maneuvers, including
multiple line corners, alternative crossover pathways and maintaining
stability at terminal speeds. Players can explore alternative routes not only
in the form of multiple paths, but wall also through riding and gravity
defying ceiling runs that give the competitive edge to players with
imagination and intestinal fortitude.

The independent Entertainment Software Rating Board (ESRB) has rated Kinetica
"T" for Teen. For more information about the ESRB visit www.esrb.org.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one console and the PlayStation 2 computer entertainment
system for the North American market. Based in Foster City, Calif., Sony
Computer Entertainment America Inc. serves as headquarters for all North
American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

Visit us on the Web at http://www.scea.com.
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THE FORCE COMES ALIVE IN LUCASARTS' NEW FLIGHT-ACTION EPIC
STAR WARS JEDI STARFIGHTER FOR PLAYSTATION 2

Features New Jedi Starfighter from Star Wars: Episode II, Introduces
Force Powers to Flight-Action Genre

SAN RAFAEL, Calif. -- October 25, 2001 -- "Remember, a Jedi can feel the
Force flowing through him." - Obi-Wan Kenobi

The critically-hailed STAR WARS Starfighter flight-action game series returns
with the power of the Force in STAR WARS Jedi Starfighter from LucasArts
Entertainment Company LLC. Inspired by the success of its predecessor, which
debuted at the top of the PlayStation 2 sales charts upon release last March
(according to NPD/TRST), Jedi Starfighter features the sleek and agile new
Jedi starfighter from the upcoming motion picture Star Wars: Episode II
Attack of the Clones. The game, expected to release spring 2002 on
PlayStation 2, also marks the first-ever availability of Force powers in a
Star Wars flight action title.

Jedi Starfighter presents 15 exhilarating one and two-player cooperative
story-based missions set amidst a variety of new and beautifully rendered
worlds and environments, as featured in Attack of the Clones. In addition to
the Jedi starfighter, players can battle in three other original heavily
armed and highly maneuverable craft, the Havoc, Zoomer and Freefall. Missions
take place over land and in space, with players skirmishing against more than
40 starships and capital-class vessels - including some notable enemy craft
from the upcoming Star Wars film.

"Jedi Starfighter presents gamers with their first opportunity to experience
the richness of Star Wars: Episode II Attack of the Clones," says Simon
Jeffery, president of LucasArts. "Not only does the game introduce players to
locations and craft from the movie, its gameplay expands beyond the story
line of the film itself and develops characters established in STAR WARS
Starfighter."

A key highlight of Jedi Starfighter is the presence of its swift and stealthy
namesake craft from Attack of the Clones. The Jedi starfighter is the ship of
choice for the Jedi, and unlike any other in the Star Wars universe. By
virtue of a Jedi pilot, players will have a variety of unique Force powers at
their fingertips throughout various points in the game. Force lightning saps
the power systems of enemy ships and renders pilots unconscious. Force shield
creates an energy barrier that deflects laser blasts. Force reflex simulates
exaggerated reflexes and perception of the Jedi Knight pilot by putting the
world in slow motion while the Jedi starship retains normal turning and
shooting abilities. Force shockwave produces a powerful energy surge, which
radiates multi-directionally.

Jedi Starfighter follows the dramatic exploits of two unlikely heroes, Jedi
Master Adi Gallia and alien pirate Nym, who forge an alliance to fight the
nefarious Captain Cavik Toth, his Sabaoth Squadron, and the evil Trade
Federation. The game's intriguing narrative is original, though it intersects
with key events from Attack of the Clones, including the climactic battle. In
the game Adi's mission is to foil a plot that could spell certain doom for
the Jedi. Nym, the skillful Havoc pilot from STAR WARS Starfighter, fights to
reclaim the home planet from which the Trade Federation so cruelly drove him.
Without the brave resistance efforts of Adi and Nym, the very existence of
the Jedi Knights and future of the Star Wars galaxy hang perilously in the
balance.

Jedi Starfighter introduces players to the two main characters and their
starships through a mini-training campaign. In one-player mode, players will
fly as Adi Gallia and Nym. Adi Gallia, a well-respected and very skillful
Jedi Master, pilots the Jedi starfighter. Nym, a former pirate who has become
a powerful rebel leader, flies the Havoc, which has been upgraded from the
original game with three new weapons: cruise missiles, cluster missiles, and
proximity mines.

Two-player cooperative mode features additional supporting characters and
ships. Reti, a crafty Toydarian, pilots the Zoomer, which is equipped with
laser cannons and a chain gun. Jinkins, Nym's resourceful right-hand man,
flies the Freefall, outfitted with laser cannons and drone fighters.

Jedi Starfighter has a significantly enhanced 3D game engine and will deliver
cutting-edge, realistic graphics, spectacular effects, greater gameplay
depth, and vastly improved performance. The game's engine is capable of
rendering truly expansive environments and extraordinarily detailed craft,
providing players with an incredible sense of immersion and realism.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

# # #
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PELICAN ACCESSORIES LAUNCHES NEW CODE BREAKER
CHEAT DEVICE FOR PLAYSTATION(r) 2 AND GAME BOY(r) ADVANCE

Vernon, Calif., October 25, 2001 - Pelican Accessories, the fastest growing
3rd party developer of video game peripherals, has announced the launch of
the new Code Breaker for the PlayStation 2 game console and Game Boy Advance,
the latest editions to their family of Code Breaker cheat devices. Code
Breaker provides access to more than 2,200 codes for more than one hundred
PlayStation 2 video games and almost 300 cheat codes for more than fifty GBA
titles. Unlike competing cheat devices on the market, Pelican's Code Breaker
works flawlessly on all PlayStation 2 consoles and GBA systems regardless of
security blocks caused by installed encryption protection. New codes are
posted daily at codebreakercodes.com in conjunction with the release of new
titles. Code Breaker will be available early November with a suggested retail
price of $34.95 for PlayStation 2 and $29.95 for GBA.

As a cheat device, Code Breaker provides the player with unlimited lives,
unlimited ammo, secret characters, extra weapons and extra vehicles. Code
Breaker also has the ability to accept Game Shark codes.

Pelican's President, Chris Richards, stated: "Unlike other cheat devices on
the market, the Code Breaker can be used on all PlayStation 2 and GBA systems
without the worry of compatibility due to encryption protection and without
the assistance of a memory card, giving gamers unlimited access to all the
hidden levels and secrets of their favorite PS2 and GBA games." Continued
Richards: "Code Breaker also comes with more cheat codes for more games than
any competing cheat devices and is much easier to use."

Code Breaker for PlayStation 2 and GBA is the latest installment in a series
of critically praised cheat devices developed by Pelican Accessories,
including versions for PSone(r) and Game Boy(r) Color and Sega Dreamcast(r).
Code Breaker will soon be available Nintendo GameCube(r) and Microsoft
Xbox(r).

About Pelican Accessories
Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox(r) from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.
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   989 Sports(TM) and the Denver Broncos Bring the PlayStation(R)2 Football
                    Frenzy to Colorado Wal-Mart Locations

Winner of NFL Gameday(TM) Tournament Held at Four Colorado Wal-Mart Locations
   Will Be Awarded Tickets to a Denver Broncos Game and Entrance to Compete
          In Tournament Championships at INVESCO Field at Mile High

FOSTER CITY, Calif., Oct. 26 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and the Denver Broncos announced today that they will team with
Wal-Mart for the PlayStation(R)2 Football Frenzy promotion.  Individuals
visiting specified Wal-Mart stores will have the opportunity to receive
autographs from Denver Broncos alumni players, meet Denver Broncos
Cheerleaders and compete in NFL GameDay tournaments for the chance to win two
tickets to attend a sold-out Denver Broncos home game.  In addition, winners
will attend a luncheon at INVESCO Field at Mile High on December 16, 2001 to
compete in the tournament championships.  The grand prize winner of the
tournament championships will be awarded a PlayStation 2 computer
entertainment system, a copy of NFL GameDay 2002 and tickets to the 2002
Denver Broncos regular season home opener.

"We are thrilled to team up with the Denver Broncos to bring football fans
and PlayStation fans alike the opportunity to meet some of their favorite
players and compete in the PlayStation 2 Football Frenzy tournament," said
Sharon Shapiro, director, promotions, Sony Computer Entertainment America
Inc. "989 Sports continues to align the best in PlayStation football action
with the best teams in the NFL, demonstrating our commitment to providing
fans with the ultimate sports experience, both on and off the field."

No other football title replicates the competition of the NFL like NFL
GameDay.  Featuring graphically impressive stadiums and player models, NFL
GameDay 2002 offers intense football gameplay and exceptional NFL realism.
Coupled with realistic animations depicting players in amazing detail and an
array of on-field actions including "shoestring" catches and drag down
tackles and shoves, NFL GameDay truly captures the intensity of the NFL and
translates to unadulterated football action.

The following locations will play host to the Sony Computer Entertainment
America and Denver Broncos' PlayStation 2 Football Frenzy promotion:


 October 27, 2001 (4:00 p.m. - 6:00 p.m.)

 Castle Rock Wal-Mart (4400 Front Street, Castle Rock, CO. 80104)

 Scheduled to appear:  Denver Bronco Deltha O'Neal


 November 3, 2001 (2:00 p.m. - 4:00 p.m.)

 Parker Wal-Mart (11101 So. Parker Rd., Parker, CO. 80134)

 Scheduled to appear:  Denver Bronco Alumni Steve Sewell


 November 10, 2001 (2:00 p.m. - 4:00 p.m.)

 Highlands Ranch Wal-Mart (6675 Business Ctr. Dr., Highlands Ranch,

  CO. 80130)

 Scheduled to appear:  Denver Bronco Kenoy Kennedy


 November 17, 2001 (2:00 p.m. - 4:00 p.m.)

 Englewood Wal-Mart (601 Englewood Pkwy., Englewood, CO. 80110)

 Scheduled to appear:  Denver Bronco Alumni Jim Ryan


 December 16, 2001 (11:00 a.m. - 3:00 p.m.)

 PlayStation 2 Football Frenzy Tournament Championships and Luncheon

  (not open to the public)

 Champions Club, INVESCO Field at Mile High

 Scheduled to appear:  Denver Bronco Alumni Billy Thompson


The Denver Broncos Football Club is in its 42nd year of existence.  The team
came into being as a charter member of the AFL in 1960, then joined the NFL
prior to the 1970 season.  The Broncos have claimed nine AFC Western Division
titles, made seven appearances in the AFC Championship Game and taken six
trips to the Super Bowl.  Their most recent Super Bowl appearances after the
1997 and 1998 seasons resulted in back-to-back World Championships, making
them one of just six NFL franchises to accomplish that feat.  The team has
compiled the best home record in football from 1974-2000 and won a
professional-football high 71 games in the past six seasons (1995-2000).

989 Sports is the sports software brand of Sony Computer Entertainment
America Inc.  Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system.  The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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Frequency(TM) Expands Line Up of Major Recording Artists Adding Unique
Musical
      And Video Content to Addictive Gameplay Experience Exclusively On
                               PlayStation(R)2

     Orbital, Powerman 5000, Meat Beat Manifesto, Funkstar De Luxe Added
       To Top-Quality Soundtrack for One of the Most Anticipated Gaming
                              Releases the Year

FOSTER CITY, Calif., Oct. 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that four additional major recording artists
have agreed to provide music and video content for the much anticipated
upcoming interactive musical game, Frequency(TM), exclusively on the
PlayStation(R)2 computer entertainment system.  Adding to the remarkable line
up of artists, the newly signed bands include Orbital, Powerman 5000, Meat
Beat Manifesto and Funkstar De Luxe.  Other top-named bands that have already
signed on to participate in Frequency include major recording artists Paul
Oakenfold, Roni Size, Lo Fidelity All Stars, Fear Factory, Crystal Method,
BT, Juno Reactor, DJ Q-Bert and Dub Pistols.  Setting the stage for the next
generation in gaming, Frequency lets gamers take part in the music revolution
by mixing and re-mixing songs from top bands in a unique new addictive gaming
experience.

Among the four newly signed acts, two have developed exclusive tracks for
Frequency.  The exclusive tracks include Funkstar De Luxe, a Danish pioneer
of house music, and Meat Beat Manifesto, electric dance beat extraordinaire,
showcasing the range of the musical genres that make up the addictive gaming
experience in Frequency.  Along with the ambient techno group Orbital, and
underground metal band Powerman 5000, Meat Beat Manifesto and Funkstar De
Luxe highlight the strong support for Frequency among all genres in the music
industry.

"I was excited for the chance to be able to create an exclusive song for
Frequency," said Martin Ottesen, also known as Funkstar De Luxe.  "Offering
the huge PlayStation 2 fan base a chance to re-create and re-mix my music is
a fantastic opportunity for more and more people, immersed in a truly unique
gaming experience, to get to the core of and be a part of what Funkstar De
Luxe is all about:  having fun!"

Developed by Harmonix, Frequency is an addictive game that will keep gamers
and music lovers in tune with the most immersive musical gameplay experience
ever.  Combining hits from multiple genres such as Electronica, House, Rap,
Trance, Drum and Bass and Alternative Rock, Frequency offers a breadth of
music to appeal to all audiences.

"As we add more and more amazing artists to Frequency, we are continuing to
blur the lines between gaming and mass entertainment," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc.  "With
the addition of bands like Powerman 5000, Funkstar De Luxe, Orbital and Meat
Beat Manifesto, Frequency continues to reach every genre of music and give
gamers the opportunity to take part in the music revolution by playing and
mixing music of their favorite bands."

In Frequency, players are called to keep tempo with and remix songs from many
different instrument types such as drums, bass, guitar and vocals.  If
matched correctly, players can then freestyle and create their own music.
Focusing on the thrill of creating and mixing music, Frequency provides an
addictive gaming and musical environment for hours of bass-thumping grooves.

Frequency allows players to choose from many different music genres as well
as compete in eight unique arenas filled with special visual environments.
Four different game modes allow players to mix music, play against four other
players in an attempt to accurately perform music faster than opponents, or
just play solo remix mode.  The stunning 3D graphics and unique gameplay
elements create an exciting, fast-paced musical environment that will
challenge and entertain gamers and music enthusiasts as they try to keep the
beat with headline recording artists.

There will be more than 25 diverse songs in Frequency, as well as unique
video content. Starting with one instrument, such as drums, players must hit
the appropriate buttons at the right time in order to match the rhythm of the
song, and incorrect timing will decrease players' time bar.  Once this
instrument is successfully mixed, players can move on to another instrument,
such as guitar and continue through all the instruments, performing all
instrumental tracks before the timing bar runs out.

The independent Entertainment Software Rating Board (ESRB) has rated
Frequency "E" for Everyone.  For more information about the ERSB visit
www.esrb.com.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one console and the PlayStation 2 computer entertainment
system for the North American market.  Based in Foster City, Calif., Sony
Computer Entertainment America Inc. serves as headquarters for all North
American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

Visit us on the Web at http://www.scea.com
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INFOGRAMES REINVENTS ATARI WITH SHIPMENT OF
MXRIDER, SPLASHDOWN FOR PLAYSTATION 2
-- Next-Gen Motocross, Watercraft Racers Showcase Atari's
Exhilarating, Genre-Defining Attitude -
-- Titles To Receive Global Launch --

LOS ANGELES, CA, AND LYON, FRANCE - OCT 31, 2001 - Infogrames, Inc., (NASDAQ:
IFGM) a global publisher of interactive entertainment software, announced
today that its Atari  brand is returning anew this holiday.  Reaching stores
throughout the U.S. and Europe this past week, MXrider for the Sony
PlayStation 2 computer entertainment system is the first game to launch under
the new Atari banner with its over-the-top motocross racing action.  Come the
week of November 5th, the highly anticipated, ultra-realistic personal
watercraft racer, Splashdown will also be sporting the Atari name in retail
outlets around the globe.

"The Atari name is synonymous with only the best in video games," said Bruno
Bonnell, Chairman and CEO of Infogrames.  "Splashdown and MXrider truly
embody the spirit of the reinvented Atari with game play innovation and
uniqueness, next-generation quality, and hours of addictive fun that will
define genres.  Atari is back - and in a big way!"

In a rare move, Infogrames is providing both MXrider and Splashdown with a
global launch, releasing the games to an estimated 15,000 retail outlets in
the U.S. and 23,800 outlets internationally the week of October 22nd and
November 5th, respectively.

"As our inaugural Atari titles, MXrider and Splashdown are going to get a
no-holds-barred release," commented Mr. Bonnell.  "We want to insure that
gamers around the world will have the chance to experience these exceptional
titles and begin to appreciate what the reinvented Atari brand stands for."

The most complete motocross racing game available and developed by
Infogrames' highly regarded development studio, Paradigm Entertainment,
MXrider features authentic motorbike speed and action with over 50 licensed
Motocross World Championship riders (FIM: Federation Internationale
Motocycliste) in all three motorbike classes (125cc, 250cc and 500 cc).

Each of MXrider's 29 tracks is a living, breathing environment with waving
flags and animated track officials, spectators, cheerleaders and cameramen.
Locations include 17 motocross tracks found in 13 countries such as France,
Italy and The Netherlands.  Officially licensed track designers were employed
to create six specially designed Supercross tracks in cities like Tokyo and
Los Angeles.  In addition, six fantasy arenas were designed exclusively for
freestyle sessions allowing players to pull off over 30 insane tricks -- some
the pros won't even try.

MXrider features a soundtrack containing a plethora of emerging alternative
bands and a music customization option where players can choose which song
they want to hear during each race.  For more information about the game
visit the official Web site at www.mxrider-game.com.

Splashdown is an advanced personal watercraft racing game developed by
Rainbow Studios featuring licensed SEA-DOO  watercraft.  The title takes full
advantage of the groundbreaking power of the PlayStation 2 to render advanced
aquatic effects like dynamic wakes, rolling waves and turbulence.  Each of
these physical attributes affects the way the watercrafts ride and respond to
each turn, jump and trick, leading to spectacular bails and wrecks.
Advanced, photo-realistic graphical effects, including water transparency,
detailed reflections, and spraying water particles complement the
cutting-edge physics to bring the aquatic world to life.

Players will select from eight wild riders, each equipped with hilarious
dialogue as well as unique attributes and skill levels for speed,
acceleration, handling, and stability.  Five licensed SEA-DOO watercraft,
each tuned with different physics and performance capabilities lend an air of
authenticity to the game.

Racers will blaze through 47 exquisitely detailed courses in 18 locations,
including the Amazon jungle, Bali, Hawaii, the Nile River, Venice and many
others.  Course layouts range from narrow, twisting riverbeds to wide-open,
wavy oceans.  Players will also face off in stadiums equipped with jumps and
pools that create supercross-style tracks.

Splashdown includes a unique performance meter feature that when kept full,
enhances character skills and increases the speed of players' SEA-DOO
watercrafts.  To keep the performance meter at maximum, players must navigate
slalom buoys that dot courses.  In addition, pulling off sick tricks during a
race adds to the performance meter.  Splashdown's hearty tricks system offers
more than 30 acrobatic stunts per character, including an exclusive
"signature trick," such as Cyclone, Top Spin, Ferris Wheel and more.

Splashdown boasts a thumping soundtrack featuring both licensed and original
music from top artists and the hottest up-and-coming acts.  Artists appearing
on the soundtrack include Blink 182, Smashmouth, Sum 41, Groovie Ghoulies and
many more.  For more information about Splashdown visit the official Web site
at www.splashdown-game.com.

For more information about Bombardier and their recreational products visit
them at http://www.bombardier.com or http://www.seadoo.com.

MXrider shipped to most retail stores this week donning the new Atari brand
with an estimated street price of $49.95 and an ESRB rating of 'E' for
everyone.  Splashdown will flash its Atari colors at most retail outlets on
Nov. 6th with an estimated retail price of $49.95 and an ESRB rating of 'T'
for Teens.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S.  The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems.  Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others.  The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems.  In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published in the U.S.
by Infogrames, Inc.  For more information, visit the Company's Web site at
www.us.infogrames.com.

#  #  #

PlayStation, PlayStation 2 and the PlayStation and PlayStation2 logos are
registered trademarks of Sony Computer Entertainment Inc.

SEA-DOO is a registered trademark of Bombardier Inc., used under license to
Infogrames.
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ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 3 FOR
PLAYSTATION(r)2 COMPUTER ENTERTAINMENT SYSTEM
DROPS ONTO NORTH AMERICAN RETAIL SHELVES

Game Receives Perfect Scores from Three Top Gaming Outlets

Santa Monica, CA. - November 1, 2001 -- Activision Inc.'s (Nasdaq: ATVI)
highly anticipated holiday game Tony Hawk's Pro Skater(tm) 3 for the
PlayStation(r)2 computer entertainment system has dropped onto North American
retail shelves. Early reviews indicate that the game is on track to continue
its winning run having scored 10 out 10 by PlayStation Magazine, 5 out of 5
from Official PlayStation Magazine and a perfect 10 from top online site
GameSpot.com. Tony Hawk's Pro Skater(tm) 3 for the PlayStation 2 computer
entertainment system is rated "T" (Teen - with blood, mild lyrics and
suggestive themes) and carries as suggested retail price of $49.99. The title
is also available for the PlayStation(r) game console and is rated "E"
(Everyone - with mild lyrics and violence) with a suggested retail price of
$39.99.

Tony Hawk's Pro Skater 3 is the revolutionary sequel to the best-selling
sports game of 2000. Featuring eight massive levels filled with people,
traffic, and other interactive elements, the game's environments are brought
to life with richer graphics and advanced special effects. Smoother life-like
animations and significantly improved tricks capture the style of the world's
best skateboarding pros. Further improving on the franchise's intuitive
control scheme, the game allows players to perform tricks and combos in some
of the world's most popular skate locations including Los Angeles, Canada and
Tokyo.

Players can also create their own custom characters with the game's robust
Create-A-Skater feature. Choosing from hundreds of options, players can
customize the look for each character by choosing gender, height, weight,
skin tones, accessories and tattoos.

Tony Hawk's Pro Skater 3 will be the first online game for the PlayStation 2
computer entertainment system. Console gamers can log onto the Internet and
skate in virtual skateparks with their friends from around the world.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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Universal Interactive Ships Crash Bandicoot: The Wrath of Cortex
for PlayStation(r)2 Computer Entertainment System to Retailers Nationwide

Critically Acclaimed Blockbuster Franchise Delivers Outstanding Graphics,
Game Design

UNIVERSAL CITY, Calif., November 1, 2001 - Universal Interactive announced
today that Crash Bandicoot: The Wrath of Cortex, co-published with KONAMI
CORPORATION, has shipped to retailers nationwide. Crash's debut on the
PlayStation(r)2 computer entertainment system was developed by celebrated
studio Traveller's Tales, based in the United Kingdom.

The trouble begins in Crash Bandicoot: The Wrath of Cortex when the evil Dr.
Neo Cortex decides to rid himself of Crash once and for all by energizing his
most diabolical creation to date. To power his super-creature, a
bandicoot-gone-bad named Crunch, Cortex channels the forces of the
troublesome Elemental Masks of Air, Earth, Water and Fire. It is up to Crash,
with the help of his brainy kid sister, Coco, to thwart Cortex's sinister
plans and restore order to the weather-beaten world. Players are thrown into
non-stop platforming action when the masks unleash their elemental power in
the form of tsunami waves, volcanoes, giant balls of fire, cyclones, and
stampeding herds of animals. In a heroic effort, Crash travels by land, sea
and air via all-new vehicles including an atlasphere, a helipack, a
mechanized robot, a giant mosquito and more to defeat his arch-nemesis.

For the very first time, Coco is a fully playable character with her own set
of moves and vehicles at the ready to assist Crash in his quest! Crash
Bandicoot: The Wrath of Cortex features the most realistic special effects
ever seen in a Crash game and offers exceptional replayability with more than
40 hours of gameplay, multiple play modes, time trial sequences, and five
unique bosses in more than 30 dynamic levels.

"Crash Bandicoot is a powerful franchise that is making its move to the
PlayStation(r)2 computer entertainment system," said Jim Wilson, president of
Universal Interactive. "Brand new moves, amazing vehicles, stunning
environments and new characters catapult Crash Bandicoot: The Wrath of Cortex
to a next-generation platform - and to the next level of gaming."

Crash Bandicoot is among the best selling character-based game franchises in
the history of the PlayStation(r) game console. The Crash franchise has sold
more than 24 million units worldwide, with more 10 million units sold in
North America alone. Crash Bandicoot: The Wrath of Cortex is rated E for
Everyone and will be offered at a SRP of $49.99.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com>. Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

Konami is a registered trademark of Konami Co., Ltd. (C)2001 Konami of
America, Inc.

About Universal Interactive
Universal Interactive develops and publishes innovative interactive
entertainment for next generation game consoles and PC platforms based on
original content and Universal Studios character, movie, and television
franchises.

About Vivendi Universal Publishing
Vivendi Universal Publishing (VU Publishing), the publishing division of the
world's second largest communications group (Vivendi Universal), is an
international leader in multi-platform publishing and content distribution.
As one of the top three players in the global publishing market and the only
publisher with an international reach, the Company's key content areas
include literature, reference, education, games and consumer press. VU
Publishing publishes content in four major languages, including English,
French, Spanish and Portuguese, and has strong local publishing brands,
including Anaya, Atica, Houghton Mifflin, Knowledge Adventure, Larousse,
Nathan and Scipione. In the games category, VU Publishing is a leading
publisher of online, PC and console-based games. Its studios include Blizzard
Entertainment, Sierra On-Line and Universal Interactive.
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SUPERCAR STREET CHALLENGE(tm) FOR THE PLAYSTATION(r)2 COMPUTER ENTERTAINMENT
SYSTEM AND PC HITS THE HIGH GEAR FOR RETAIL SHELVES

Santa Monica, CA - November 7, 2001 - Activision, Inc.'s (Nasdaq: ATVI)
Supercar Street Challenge(tm) for the PlayStation(r)2 computer entertainment
system and the PC has finished it's last lap in development and is on its way
to North American retail stores nationwide. The game challenges players to
master nine of the most exotic vehicles in the world on 23 fantasy courses
set in London, Paris, Monaco, Los Angeles, Munich, Turin and Rome. Supercar
Street Challenge is rated "E" (Everyone) by the ESRB and carries a suggested
retail price of $49.99 for the PlayStation 2 computer entertainment system
version and $39.99 for the PC.

"Supercar Street Challenge sets a new standard for arcade-style racing games
with the innovative Steve Saleen Styling Studio that, for the fist time ever,
allows players to design and race their own dream machines," states Larry
Goldberg, executive vice president of Activision Studios. "Featuring the
fastest supercars from the world's top car design houses as well as an
incredible level of detail within the tracks, Supercar Street Challenge makes
a great stocking stuffer for race fans and gamers alike."

Supercar Street Challenge features nine real-world licensed supercars
including the Lotus(tm) M220, Callaway(tm) C12, Saleen(tm) S7, Fioravanti(tm)
F100, Pagani(tm) Zonda C12s, Vision(tm) CTEK K/2, Bertone(tm) Pixster,
Rinspeed(tm) E-Go Rocket and the Pontiac(tm) Concept GTO as well a the
capiblity for players to design their own custom racers with the Steve
Saleen(tm) Styling Studio. From within the studio, players can morph any
combination of front-ends, back-ends, tires and rear wings to create a
vehicle with a completely custom body.

Once behind the wheel, players can gain an edge over the competition by
taking elaborate shortcuts over sidewalks and though obstacles and buildings.
Additionally, Supercar Street Challenge's traditional arcade-style gameplay
allow players to rub fenders or even smash into blockades without slowing
down the action.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 27,  Topic 3
Message 33         Mon Nov 12, 2001
KGAGNE [Ken]                 at 13:03 PDT

THE "CONDOR" TAKES A "ROAD TRIP" FOR
MAT HOFFMAN'S PRO BMX(tm) 2 VIDEO GAME

Four New BMX Pros Join the Top-Ranked Riders From The Original
Mat Hoffman's Pro BMX

Santa Monica, CA. -- November 12, 2001 -- Mat "Condor" Hoffman, BMX's 10-time
World Vert Champion, and 10 other top BMX pros have embarked on a seven city
"Road Trip" across America, to capture exclusive vert, street and dirt riding
footage for inclusion in Activision, Inc.'s (Nasdaq: ATVI) upcoming Mat
Hoffman's Pro BMX(tm) 2 video game. The game will incorporate live action
footage in an entirely new manner that will further immerse gamers into the
virtual BMX experience. For the first time ever, players will be able to
watch their favorite pros introduce real-world levels, present their level
objectives and demonstrate signature moves in cut scenes and reward movies.

Ruben Alcantara, Chad Kagy, Seth Kimbrough, and Nathan Wessel are the newest
riders to join the all-star line-up of returning pros, Mat Hoffman, Mike
"Rooftop" Escamilla, Joe "Butcher" Kowalski, Cory Nastazio, Kevin Robinson,
Simon Tabron and Rick Thorne. Mat Hoffman's Pro BMX 2 will be available for
the PlayStation(r)2 computer entertainment system in spring 2002.

The sequel to this year's top-selling Mat Hoffman's Pro BMX title, Mat
Hoffman's Pro BMX(tm) 2 will allow players to perform thousands of tricks as
they experience multiple modes of play: Road Trip, Wreak Havoc, HORSE and
additional multi-player split screen modes. The new Trick Morpher feature
lets gamers pull manuals, wall rides, tire-taps, grinds, and air tricks that
can be "morphed" to create new unique tricks on the fly. Players can also
build their own BMX course using the next generation Course Editor.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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ACTIVISION'S SHAUN PALMER'S PRO SNOWBOARDER(tm)
CARVES A PATH TO RETAIL STORES

Santa Monica, CA - November 14, 2001 - Gamers can now shred down a mountain
with the signature style of snowboarding's most legendary athlete, six-time
Winter X-Games(tm) gold medallist Shaun Palmer, in Activision, Inc.'s
(Nasdaq: ATVI) Shaun Palmer's Pro Snowboarder(tm) for the PlayStation2
computer entertainment system and Nintendo's Game Boy(r) Color handheld video
game system. The game, which has shipped to retail stores nationwide, is
rated "E" ("Everyone") by the ESRB and carries a suggested retail price of
$49.99 and 29.99 respectively.

"Shaun Palmer's Pro Snowboarder features the fast-paced action, tight
controls and trick style gameplay that the Activision 02(tm) sports brand is
known for," said Larry Goldberg, executive vice president, Activision
Worldwide Studios. "With massive levels, tight controls, authentic gear, and
the ability to jump, grind and slide off of virtually everything in-sight,
this title is poised to set a new standard in snowboarding games. "

Shaun Palmer's Pro Snowboarder is real life racing and freestyle snowboarding
featuring Shaun Palmer, and nine of the biggest names in the sport including
Snowboarder Magazine(tm) "Rider of the Year" Tara Dakides, Ross Powers, Shaun
White, Drew Neilson, Leslee Olson, Jimmy Halopoff, Ingemar Backman, Markus
Hurme and Tommy Czeschin. Players race down the slopes of eight real-world
locations pulling hundreds of authentic trick combos. The game has expansive
interactive environments where players can explore hidden and secret areas,
and stick tricks off anything in sight. Shaun Palmer's Pro Snowboarder
features Freeride and Career single player modes, and several multiplayer
options including Freestyle (one-on-one split screen for high score), Palmer
X (racing), Push (players compete for more of the screen) and Horse.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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 All New NFL GameDay(TM) 2002 Kicks Off Another Season on the PlayStation(R)2
                        Computer Entertainment System

   989 Sports'(TM) NFL GameDay 2002 Takes to the Gridiron Promising a Fully
         Immersive Football Experience Following a Complete Redesign

FOSTER CITY, Calif., Nov. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that the all new NFL GameDay(TM) 2002 from the
989 Sports(TM) development team will hit stores on December 4, marking the
debut of the popular football franchise following a ground-up off-season
redesign. Sporting a new game engine, NFL GameDay 2002 features updated
graphics utilizing revolutionary 3D player scanning technology, unbelievable
realism through the use of exclusive multiple-player motion capture and next
generation artificial intelligence (AI) that combine to bring authentic NFL
action to life.

NFL GameDay 2002 brings the excitement and competition of the NFL to
PlayStation 2. Revolutionary game physics allows players to spin off would be
tacklers, stiff-arm oncoming defenders or make one handed grabs and
two-handed snags in the end zone for "six." Completely new player models
promise undaunted realism as players from every position were scanned in full
uniform to bring them to life like never before.

"NFL GameDay 2002 is a completely revamped title that promises to be a fully
immersive football gaming experience," said Kelly Ryan, director, sports
product development, Sony Computer Entertainment America Inc. "Following a
ground-up redesign that includes a new game engine, the use of revolutionary
scanning technology and multiple player motion captures, NFL GameDay 2002 is
more technologically advanced than ever before."

With the addition of motion capture and game consultation from Philadelphia
Eagles Pro Bowl quarterback and cover athlete Donovan McNabb, NFL GameDay
2002 provides the ultimate in gameplay. NFL GameDay 2002 also features
all-new commentary from the legendary Dick Enberg and color commentator Dan
Fouts. Additionally, NFL GameDay 2002 features fully updated team rosters,
team and individual player statistical tracking in 163 categories and
impressive stadiums and playing environments so the football action is
nonstop whether honing your skills in Exhibition Mode, or trying to win it
all in Season or General Manager Mode.


NFL GameDay 2002 for PlayStation 2 New Features:


-- Revolutionary 3D Player Scanning Technology -- Using the latest 3D
scanning equipment and cameras, the NFL player comes to life like never
before. Portraits of faces, arms, torsos and legs have been scanned in full
uniform to deliver incredibly lifelike facial features, skin colors and
uniform textures of favorite NFL stars.

-- Exclusive Multiple Player Motion Capture -- All new technology translates
into jaw-dropping realism that captures the power and athleticism of the NFL
in amazing detail. For the first time, simultaneous motion capture sessions
with two defenders trying to tackle a relentless ball carrier deliver
sophisticated gang tackle sequences. See drag downs, multiple player tackles,
lineman battling for position, pass protection blocks and ankle tackles.

-- Awesome 3D-Physics Based Gameplay -- Feel the smoothest and most
responsive gameplay. Each player occupies their own personal 3D space that
allows players to move around the field like a ball carrier during a NFL
game. State-of-the-art physics allows gamers to spin off would be tacklers,
stiff arm oncoming defenders and drag down or throw down ball carriers with
authority.

-- Next Generation Artificial Intelligence (AI) -- See offensive lines
perform trap blocks on bull rushing defensive linemen, receivers running
underneath routes after reading a zone defense, and quarterbacks executing
screen passes to rattle blitzing defenses. On defense, players communicate
changes in coverage and alignment based on the offensive formations at the
line of scrimmage.

-- Donovan McNabb Motion Capture and Gameplay Consultation -- Philadelphia
Eagles Pro Bowl Quarterback and cover athlete, Donovan McNabb, has been
motion captured and consulted on the gameplay to deliver the most realistic
football gaming experience.

-- New Dan Fouts and Dick Enberg Commentary -- Play-by-play legend Dick
Enberg and color commentator Dan Fouts have been recorded to recreate the
ultimate TV style broadcast. Innovative back and forth banter, key play
analysis and player identification will keep gamers glued to the TV.


The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2002 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com.
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     NCAA(R) Final Four(R) 2002 Delivers All the Madness of College Hoops
             To the PlayStation(R)2 Computer Entertainment System

989 Sports'(TM) Latest Installment of the Heralded Basketball Franchise
Sports
           New Features for More In-Your-Face College Hoops Action

FOSTER CITY, Calif., Nov. 13 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NCAA(R) Final Four(R) 2002 from the 989
Sports(TM) development team is now available, marking the release of the
latest installment of the heralded PlayStation(R)2 college hoops franchise.
NCAA Final Four 2002 is better than ever as it features new player models,
all new Dynasty and Career Modes and new commentary from Billy Packer and
Eddie Doucette. With more than 300 Division I teams and arenas recreated in
amazing detail, NCAA Final Four 2002 produces the most authentic, high-flying
college hoops action for gaming enthusiasts and sports fans alike.

The next generation in the tradition of the Final Four series, NCAA Final
Four 2002 takes fans through the rigors of a full college season with more
than 300 Division I-A schools representing 31 different conferences, from the
powerhouses to the Cinderella-producers. Team-specific playbooks allow gamers
to execute trademark offensive and defensive strategies such as Florida's
full court press and Temple's match-up zone. All-new commentary by announcers
Eddie Doucette and Billy Packer combine with real college fight songs and
crowd chants to help NCAA Final Four 2002 capture the true intensity and
spirit of college basketball.

"We are thrilled to bring consumers a comprehensive and fun college
basketball game that delivers the same kind of thrill, energy and intense
competition of real college basketball," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America Inc. "With the introduction of
the all new Career and Dynasty Modes and the addition of new commentary by
Billy Packer and Eddie Doucette, 989 Sports delivers more depth and replay
value to the already popular NCAA Final Four franchise with NCAA Final Four
2002."

Fronted by former University of North Carolina All-American cover athlete
Joseph Forte, NCAA Final Four 2002 offers authentic college basketball action
with new motion captures of 25 dunks including one handed tip jams, reverse
dunks and windmill slams as well as no look and behind-the-back passes. This
paired with ten different player models recreated in amazing detail with
exact height, weight and body style makes NCAA Final Four 2002 a must-have
college hoops title this season.

NCAA Final Four 2002 for PlayStation 2 New Features:

-- All New Player Graphics -- Ten different player models means on-screen
   players are recreated in remarkable detail. Players are built to spec
   in height, weight and body style, right down to their skin tone.
   Amazingly realistic facial animations are recreated with the use of a
   proprietary, digital photo application process.

-- All New Dynasty Mode -- Build a powerhouse collegiate program over
   multiple seasons by recruiting freshman to replace graduating seniors.
   The quality of incoming freshman is determined by the success of the
   previous season.

-- All New Career Mode -- By starting off as an assistant coach at a small
   school, gamers must work their way up to head coaching positions at
   major college basketball programs. Win/loss records determine which
   schools will give offers for assistant or head coaching positions.

-- Brand New Commentary -- Eddie Doucette provides the play-by-play with
   color commentary from the illustrious Billy Packer.  Listen to all of
   the action in detail with insightful facts and entertaining
   conversation.

-- New Motion Captured Moves -- Twenty-five dunks including one handed tip
   jams, reverse dunks and windmill slams. New passes include the no look
   pass and the behind-the-back dish. Former University of North Carolina
   All-American Joseph Forte was motion captured to deliver highly
   detailed shot, dunk and dribble animations.

-- Intensely Competitive Gameplay -- The new back down button lets a
   player post up on a defender and fight for position in the paint. An
   improved Touch Shooting(TM) meter gives players total control of shot
   accuracy. Reconstructed Artificial Intelligence (AI) has the computer
   utilizing help defense against star players and using full court
   pressure to force turnovers to get back into the game. Live the
   competition.

The independent Entertainment Software Rating Board (ESRB) rates NCAA Final
Four 2002 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com.
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SEGA SPORTS NFL 2K2 LAUNCHES ONTO THE
PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM; MARKS FIRST MULTI-PLATFORM MOVE
FOR FRANCHISE

Enhancements for PlayStation 2 Version Include New Player Models With
Detailed Facial Animations, Dramatic TV-Style Presentation and Authentic
Player Physics

SAN FRANCISCO, CA (November 20, 2001) - Sega Sports(tm), the brand that
continues to set new standards in sports gaming, today announced the release
of "Sega Sports(tm) NFL 2K2" for the PlayStation(r)2 computer entertainment
system from Sony Computer Entertainment Inc, marking the first time gamers
can play a Sega Sports title on another company's video game console.
Developed by Visual Concepts, a member of the Sega group and creators of the
top-selling "Sega Sports NFL 2K series," "Sega Sports NFL 2K2" features
improved Artificial Intelligence with new "QB Logic," revamped gameplay and
detailed facial animations, as well as a new TV-style presentation.

"The launch of 'Sega Sports NFL 2K2' on the PlayStation 2 marks a major step
for Sega toward our goal of becoming the leading third party publisher
worldwide," said Chris Gilbert, executive vice president of sales and
marketing, Sega of America. "The NFL 2K franchise has set many standards in
the industry for realism and quality of gameplay, and it has been a top
seller for Sega on the Dreamcast. We're excited to bring this franchise to
the PlayStation 2 and introduce Sega Sports to an expanded, multi-platform
audience for the first time."

"Our development team has been able to harness the power of the PlayStation
2 system to develop a game that is not only incredibly rich in graphical
detail, but also provides the gamer with significantly enhanced gameplay and
features," said Greg Thomas, president of Visual Concepts. "From the lifelike
animated faces of the players to the new gameplay animations on the field,
'Sega Sports NFL 2K2' has the moves, look and feel of the NFL like no other
football video game."

The new "director's module" technology in "Sega Sports NFL 2K2" allows for an
authentic TV-style presentation that mirrors an actual NFL broadcast. Dynamic
replays, detailed telestrator analysis and in-depth play-by-play commentary
present the game in an intelligent fashion never done before in video gaming.
In addition, the innovative "history database" technology allows commentators
to highlight key plays from earlier in the game, as well as analyze replays
and comment on player trends as they occur over the course of a game.

Player models in "Sega Sports NFL 2K2" for PlayStation 2 have been enhanced
and a new facial animation technology shows the expressions and likenesses of
NFL players like never before. See players react just as they would on the
actual NFL field. Every subtle move of each player has also been motion
captured in "Sega Sports NFL 2K2," including running backs who "get skinny"
to squeeze through holes in the defensive line and defensive linemen who make
crunching "momentum-based" tackles, with respect to their size and speed.

"Sega Sports NFL 2K2" features updated rosters, stadiums and team uniforms
for the 2001 - '02 season as well as new playbooks which give gamers endless
opportunities to dominate opponents with the ability to call any play from
any formation.

New in-game effects for "Sega Sports NFL 2K2" include natural stadium
lighting and shadows as well as new 3D sideline animations which include full
teams, camera crews and chain gang, along with animated crowds and detailed
stadiums. In addition, the new "QB Logic" contains enhanced Artificial
Intelligence that allows QBs to think and react just as they do in the NFL.
Scramblers move quickly out of the pocket or tuck and run the ball up field,
while "pocket passers" throw downfield to eligible receivers. Endorsed by
Minnesota Vikings' wide receiver Randy Moss, who appears on the cover of the
game, "Sega Sports NFL 2K2" is currently available on Dreamcast and will soon
be launching on all next-generation video game platforms, including the Xbox*
video game system from Microsoft* early next year. "Sega Sports NFL 2K2" for
PlayStation 2 is available at retailers nationwide for $49.95. The game is
rated "E" for everyone.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (http://www.xbox.com) is Microsoft's future-generation video game system
that delivers the most powerful games experiences ever. Xbox empowers game
artists by giving them the technology to fulfill their creative visions as
never before, creating games that blur the lines between fantasy and reality.
Xbox is now available in North America at the suggested retail price of
$299.99. *Reseller prices may vary.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

(c) 2001 NFLP. Team names and logos are trademarks of the teams indicated.
All other (NFL-related marks) are trademarks of the National Football League
and NFL Properties. Officially Licensed product of PLAYERS INC. The PLAYERS
INC logo is a registered trademark of the NFL players. www.nflplayers.com (c)
2001 PLAYERS INC.
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 Gamers and Music Lovers of All Ages Experience Music Mixing First-Hand With
        World Renowned Music Acts in Frequency(TM) for Playstation(R)2

   Unique Music Software Title for the PlayStation 2 Computer Entertainment
            System Establishes New Category of Music Entertainment

FOSTER CITY, Calif., Nov. 20 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Frequency(TM), a unique
interactive music title, exclusively for the PlayStation(R)2 computer
entertainment system. Developed by Harmonix Music Systems, Inc., Frequency
offers a new form of interactive entertainment for PlayStation 2 by allowing
gamers to immerse themselves with world renowned music acts and begin mixing
and remixing in a musical environment filled with stunning 3D graphics and
video content. As radio and television are common mediums for bands to
showcase their music, Frequency provides a new, unique outlet for consumers
to experience music one step further through its immersive gameplay.

A game for all people, the unique gameplay in Frequency is simple and
intuitive for casual gamers (and even non-gamers) to immediately understand,
while its depth and challenge will keep hard-core gamers playing for days and
days.

Focusing on the thrill of creating and mixing music, Frequency highlights
various music genres that include Electronica, House, Drum and Bass,
Alternative Rock, Trance and Hip Hop from top music acts such as Paul
Oakenfold, The Crystal Method, No Doubt, Jungle Brothers, Orbital, DJ Q-Bert
and many more.

"Frequency provides PlayStation 2 fans with the opportunity to understand
music mixing and experience it first-hand," said Paul Oakenfold,
world-renowned DJ. "Through its user-friendly gameplay, gamers can take
advantage of their video game skills and use them to lay down music by some
of the top music acts in the world."

"Frequency is poised to push the music experience to a whole new level for
both the musician and gamer," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America Inc. "Both gamers and music fans will
appreciate this simple, yet addictive gameplay and the wide variety of music
found in Frequency. With this innovative game, we continue to expand the
breadth of unique content available for PlayStation 2.

In Frequency, music mixing begins with one instrument, such as drums where
players must hit the appropriate PlayStation 2 controller buttons at the
right time in order to match the rhythm of the song; incorrect timing will
decrease players' musical time bar. Once this instrument is successfully
mixed, players can move on to another instrument, such as guitar and continue
through all the instruments to lay down the song and perform all instrumental
tracks before the musical timing bar runs out. Players can also compete with
their friends and family by saving re-mixes they create onto memory cards and
trade them with their friends as unique levels in the game mode, providing a
"multi-player challenge." In addition, gamers can compete in a music jam
session with up to four players simultaneously.

The independent Entertainment Software Rating Board (ESRB) has rated
Frequency "E" for Everyone. For more information about the ERSB visit
www.esrb.com.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one console and the PlayStation 2 computer entertainment
system for the North American market. Based in Foster City, Calif., Sony
Computer Entertainment America Inc. serves as headquarters for all North
American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

Visit us on the Web at http://www.scea.com

                MAKE YOUR OPINION COUNT -  Click Here

           http://tbutton.prnewswire.com/prn/11690X75526862

SOURCE  Sony Computer Entertainment America Inc.
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Fort Lee, NJ (December 4, 2001) - Toysrus.com, the leading online toy and
video game retailer, is offering sports fans a way to gear up for the
hotly-anticipated movie, "Ali" with an exclusive PlayStation 2 video game
package that includes boxing gloves bearing Muhammad Ali's autograph, games
from Electronic Arts and more.

These exclusive Muhammad Ali Signature Series Video Game Packages go on sale
beginning December 4th, while supplies last. The package includes a pair of
Everlast leather boxing gloves, with one glove signed by Muhammad Ali (the
signature is backed by a certificate of authenticity from
OnlineAuthentics.com), a Sony PlayStation 2 console, an extra controller and
four popular titles from EA Sports(tm): Knock-out Kings, Madden 2002, NBA
Street and NHL 2002. This limited edition package is being offered for $799.

"This is a legend of deal for consumers and couldn't come at a better time,"
said John Sullivan, Vice President and General Manager, Toysrus.com. "It's a
great gift for video game and sports fans alike, and smart shoppers who order
quickly can get them shipped on-time for the holiday."

Shoppers who wish to purchase or get more information about the Ali
PlayStation 2 package can log on to www.toysrus.com <http://www.toysrus.com>
and search for PlayStation 2 to access a dedicated Sony PlayStation 2 store.

# # #
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      Sony Computer Entertainment America Announces Six Exclusive Titles
                             For PlayStation(R)2

    First-Party Software Titles Offer Wide Variety of Content to Consumers
             For the PlayStation 2 Computer Entertainment System

FOSTER CITY, Calif., Dec. 4 /PRNewswire/ -- Sony Computer Entertainment
America (SCEA) Inc. announced today its first party software release calendar
for the coming months for the PlayStation(R)2 computer entertainment system.
Over the course of the next four months, SCEA will release six exclusive
first-party titles for PlayStation 2, encompassing a wide variety of genres.

The lineup begins today with Jak and Daxter: The Precursor Legacy(TM), the
greatly anticipated action-adventure title from Naughty Dog, the creators of
the Crash Bandicoot(TM) series, and NFL GameDay(TM) 2002, 989 Sports' intense
football title. The new year will commence with the releases of Parappa The
Rappa(TM) 2, the return of the original music-puzzle game and with Drakan:
The Ancients' Gates(TM), the PlayStation 2 sequel to Surreal Software's 1999
hit PC game, both launching January 15, 2002. February kicks off with 989
Sports' new soccer title World Tour Soccer 2002(TM), followed by the latest
addition to the best-selling golf series, Hot Shots Golf(TM) 3 in March.

"We are pleased to offer another six exclusive titles for the PlayStation 2
library, adding to the unparalleled breadth of content available to consumers
on PlayStation 2 this holiday season and beyond," said Ami Blaire, director,
product marketing. "Whether players are immersing themselves in the exciting
world of Jak and Daxter: The Precursor Legacy, or hitting the green with our
signature comical characters in Hot Shots Golf 3, these titles are creating
new paths in gameplay technology that will enhance the interactive
entertainment experience in the home."

Jak and Daxter: The Precursor Legacy (December 4, 2001)

Created and developed by Naughty Dog, Inc., Jak and Daxter: The Precursor
Legacy has been in development for three years and is the first new venture
from Naughty Dog since the acclaimed Crash Bandicoot series, and, most
recently, CTR (Crash Team Racing)(TM). Jak and Daxter: The Precursor Legacy
combines different genres, including action, platform, puzzles, adventure,
strategy, racing and exploration into one enormous, epic fantasy. Unique and
extraordinary gameplay mechanics, technological innovations, a cast of
brilliant, new characters and huge, vibrant environments bring this amazing
world to life. Delivering amazing animation, superior technology and
absolutely stunning graphics, Jak and Daxter pushes the power of PlayStation
2, and offers an engaging, immersive entertainment experience that stretches
the imagination.

NFL GameDay 2002 (December 4, 2001)

Continuing the tradition of PlayStation's original football franchise, NFL
GameDay 2002 offers intense competitive football gameplay and unparalleled
NFL realism. By using the latest 3D scanning equipment and cameras, 989
Sports brings amazing detail to players and stadiums like never seen before.
NFL GameDay 2002 features a completely redesigned animation engine and
exclusive multiple player motion-capture technology, translating into the
most powerful and realistic tackle sequences. Play-by-play legend Dick Enberg
and color commentator Dan Fouts provide innovative back-and-forth banter and
key play analysis. In addition, Philadelphia Eagles All-Pro quarterback
Donovan McNabb was motion captured and stars as cover athlete of NFL GameDay
2002.

Parappa The Rappa 2 (January 15, 2002)

In 1997, Parappa appeared on the PlayStation game console and started the
music genre craze. Now he's back in Parappa the Rapper 2 with new hip-hop
sounds and catchy lyrics produced by Masaya Matsuura, creator of the original
Parappa the Rapper. Both new and familiar faces, from famed New York artist
Rodney Greenblat, join Parappa on his quest to rid his town of the Evil
Noodle Syndicate. The original rap star's back in the house ready for the new
year!

Drakan: The Ancients' Gates (January 15, 2002)

In the ancient, decaying world of Drakan, the immortal Spirit Dragons are
being held captive. Rynn, a brave female warrior, and Arohk, a fearless
dragon, are called to save these spiritual leaders, as well as the last
remnants of mankind. Embarking on an enchanted journey through eight vast,
foreign environments, Rynn and Arohk cast magical spells, manage a variety of
resources and utilize more than 50 powerful weapons in their quest to save
civilization. With an immersive storyline, stunning graphics and intense
battles, Surreal Software's Drakan: The Ancients' Gates places you within a
world of magical creatures, mysterious lands and courageous conquests .. with
the future of humanity at stake.

World Tour Soccer 2002 (February 2002)

Featuring more than 300 national and international club teams and over
5000 players from throughout the world, World Tour Soccer is poised to be the
choice for fans and loyalists who truly know and love soccer. World Tour
Soccer 2002 brings the fervor of the world's most popular sport to
PlayStation 2 as teams battle for victory in an array of spectacular stadiums
filled with loud, passionate fans boisterously supporting their team with
electrifying chants while waving their team and country flags. With
unparalleled depth of teams, players and gameplay, World Tour Soccer 2002
will kick off in February 2002.

Hot Shots Golf 3 (March 2002)

The award-winning gameplay of the Hot Shots Golf franchise makes its way onto
PlayStation 2 in Hot Shots Golf 3. New and enhanced features provide the
finest arcade-style for everyone. Play one of 15 off-the-wall characters each
with their own personal style and trash-talking attitude. Not to mention the
seven accompanying caddies with their hilarious antics. Tee off on six
different courses that capture every graphical detail of tree-lined fairways,
chest deep bunkers and manicured greens. Earn Hot Shots Points to upgrade
your equipment and perform crushing 300+ yard drives, and "flaming"
backspins.

The independent Entertainment Software Rating Board (ESRB) has rated

Jak and Daxter: The Precursor Legacy "E" for Everyone; NFL Gameday has been
rated "E" for Everyone; Parappa The Rappa 2 has not yet been rated; Drakan:
The Ancients' Gates has been rated "M" for mature; Hot Shots Golf 3 has not
yet been rated; World Tour Soccer 2002 has not yet been rated. For more
information about the ESRB visit www.esrb.org.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one console and the PlayStation 2 computer entertainment
system for the North American market. Based in Foster City, Calif., Sony
Computer Entertainment America Inc. serves as headquarters for all North
American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

Visit us on the Web at http://www.scea.com

                    MAKE YOUR OPINION COUNT -  Click Here
               http://tbutton.prnewswire.com/prn/11690X17467023

SOURCE  Sony Computer Entertainment America Inc.
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All New and Redesigned NFL GameDay(TM) 2002 Now Available for Gridiron Action
             On the PlayStation(R)2 Computer Entertainment System

  989 Sports'(TM) NFL GameDay 2002 Promises a Fully Immersive PlayStation 2
        Football Experience Following a Ground-Up Off-Season Redesign

FOSTER CITY, Calif., Dec. 4 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that the all-new NFL GameDay(TM) 2002 from the
989 Sports(TM) development team is now available in stores, marking the debut
of the popular football franchise following a ground-up off-season redesign.
Sporting a new game engine and unprecedented technology, NFL GameDay 2002
features all-new gameplay, updated graphics utilizing revolutionary 3D player
scanning technology and unparalleled realism through the use of exclusive
multiple-player motion capture that combine for a fully immersive NFL
experience.

NFL GameDay 2002 brings the true-to-life excitement and competition of the
NFL to PlayStation(R)2. Revolutionary game physics produce authentic NFL
action, allowing players to spin off would be tacklers, stiff-arm oncoming
defenders or make spectacular one-handed catches. The unmatched gridiron
action is further enhanced by completely new player models that promise
undaunted realism as players from every position were scanned in full uniform
to bring them to life like never before.

"989 Sports is proud to bring the all-new NFL GameDay 2002 to market, further
emphasizing our dedication to the GameDay franchise and our commitment to
offer one of the most authentic sports games available," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America Inc.
"Following a ground-up redesign that incorporates a new game engine,
revolutionary technology which creates unparalleled graphics and spectacular
gameplay, NFL GameDay 2002 is made for fans as well as gamers who live for
the competition of sports."

Highlighted by motion capture animation and game consultation from
Philadelphia Eagles Pro Bowl quarterback and cover athlete Donovan McNabb,
NFL GameDay 2002 provides the ultimate in NFL excitement. Featuring all-new
commentary from the legendary Dick Enberg and color commentator Dan Fouts,
NFL GameDay 2002 sports fully updated team rosters, team and individual
player statistical tracking in 163 categories and impressive stadiums and
playing environments so the football action is nonstop, whether honing your
skills in Exhibition Mode, or trying to win it all in Season or General
Manager Mode.

NFL GameDay 2002 for PlayStation 2 New Features:

-- Revolutionary 3D Player Scanning Technology - Using the latest 3D
   scanning equipment and cameras, the NFL players come to life like never
   before.  Portraits of faces, arms, torsos and legs have been scanned in
   full uniform to deliver incredibly lifelike facial features, skin color
   and uniform textures.  Every position has been photographed and scanned
   for maximum realism.

-- Exclusive Multiple Player Motion Capture - All new technology
   translates into realism that captures the power and athleticism of the
   NFL in amazing detail.  For the first time ever, simultaneous motion
   capture sessions with two defenders trying to tackle a relentless all
   carrier deliver sophisticated gang tackle sequences.  See drag downs,
   multiple player tackles, lineman battling for position, pass protection
   blocks and ankle tackles.  New catch animations include bobble catches,
   one handed grabs and diving two-handed snags.

-- Awesome 3D-Physics Based Gameplay - Feel the smoothest and most
   responsive gameplay.  Each player occupies his own personal, 3D space
   that allows gamers to move around the field like a ball carrier during
   a NFL game.  State-of-the art physics allow gamers to spin off would be
   tacklers, stiff-arm oncoming defenders, push off defensive backs to
   make jumping, one handed catches and drag down or throw down ball
   carriers with authority.

-- Next Generation Artificial Intelligence - See offensive lines perform
   trap blocks on bull rushing defensive linemen, receivers running
   underneath routes after reading a zone defense and quarterbacks
   executing screen passes to rattle blitzing defenses.  On defense, which
   is what put NFL GameDay on the charts, players communicate changes in
   coverage and alignment based on the offensive formations at the line of
   scrimmage.

-- Donovan McNabb Motion Capture and Gameplay Consultation - Philadelphia
   Eagles Pro Bowl quarterback, Donovan McNabb, has been motion captured
   and consulted on gameplay to deliver a truly realistic football gaming
   experience.

-- New Dan Fouts and Dick Enberg Commentary - Play-by-Play legend Dick
   Enberg and ABC Sports color commentator Dan Fouts have been recorded to
   recreate the ultimate TV style broadcast.  Innovative back and forth
   banter, key play analysis and player identification will keep gamers
   glued to the TV.

The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2002 "E" for "Everyone."  For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

                    MAKE YOUR OPINION COUNT -  Click Here
               http://tbutton.prnewswire.com/prn/11690X82496057
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Naughty Dog Inc.'s Jak and Daxter: The Precursor Legacy(TM) Provides the Next
                    Generation in Action-Adventure Gaming

   Developer of the Acclaimed Crash Bandicoot(TM) Series Delivers Must-Have
      Holiday Gift for the PlayStation(R)2 Computer Entertainment System

FOSTER CITY, Calif., Dec. 5 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of the much-anticipated
action-adventure game, Jak and Daxter: The Precursor Legacy(TM), created
exclusively for the PlayStation(R)2 computer entertainment system. Developed
by Naughty Dog Inc., the creators of the highly-acclaimed and best-selling
Crash Bandicoot(TM) series, Jak and Daxter: The Precursor Legacy takes
adventure gaming to a new level with impressive character designs and
animations, innovative gameplay, superior technology and stunning graphics,
made possible by the power of PlayStation 2.

Almost three years in the making, Jak and Daxter: The Precursor Legacy is one
of the premier titles for the PlayStation 2 platform. In preparation for the
worldwide launch of the game this holiday season, all three territories
(Japan, Europe and North America) collaborated on the development of the
title. In addition, the team that launched the original Crash Bandicoot game
was back on board for Jak and Daxter: The Precursor Legacy, including Mark
Cerny of Cerny Games, lending his technological expertise to the project.

"We are thrilled to have one of the world's premier software developers on
board to create Jak and Daxter: The Precursor Legacy, and the end result
clearly reflects the caliber of the talent involved in the project," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America Inc.
"Naughty Dog has set a new precedent with Jak and Daxter: The Precursor
Legacy, creating a completely unique and immersive entertainment experience
that will stretch gamers' imaginations beyond expectations."

Sony Computer Entertainment America will support Jak and Daxter: The
Precursor Legacy with a massive, multi-million dollar marketing campaign,
including advertising across national broadcast, print and online media as
well as promotional and retail partnerships, to extend consumer awareness for
the new title.

NATIONAL BROADCAST/CABLE ADVERTISING:

The television campaign for Jak and Daxter: The Precursor Legacy kicked off
with one of two teaser spots during "Star Wars The Phantom Menace" and the
"Macy's Thanksgiving Day Parade," as well as other key holiday features
during the Thanksgiving holiday week. Additional spots will run in various
time slots during broadcast, cable and syndicated programming from December
through March 2002. A total of four different executions will air on prime
time and late night including CBS, FOX, NBC, UPN and WBN networks reaching
viewers of "The Simpsons," "Fear Factor," "Prince of Egypt," "Buffy,"
"Roswell," "Charmed," the "Late Late Show with Craig Kilborn," "Conan
O'Brien" and "Saturday Night Live." Targeted Cable programming will also be
utilized, with spots running on BET, Comedy Central, E!, ESPN, MTV, Sci-Fi,
USA Network, TNT and TBS. A mix of sports programming will consist of spots
on ABC, CBS and Fox including "Monday Night Football" and "NFL Under the
Helmet." Targeted kids programming will include Cartoon Network, WB Kids, Fox
Kids and Nickelodeon.

NATIONAL PRINT ADVERTISING:

To support the mainstream appeal of Jak and Daxter: The Precursor Legacy, a
massive print advertising campaign running over six months will reach more
than 26 million readers through a wide variety of national consumer
publications including Maxim, Stuff, Playboy, FHM, Gear, Spin, Blender, Vibe,
Entertainment Weekly, Movieline, Wired, ESPN, Sporting News and Snowboarding
magazines. Targeted publications also include leading gaming magazines such
as GamePro, Electronic Gaming Monthly, The Official U.S. PlayStation
Magazine, PSE2, PSM and Game Informer.

NATIONAL PROMOTION:

A national promotion to support the release of Jak and Daxter: The Precursor
Legacy kicks off in conjunction with the product release and will run through
June 30, 2002. Consumers will have the chance to enter the Jak and Daxter
"Choose Your Adventure" Sweepstakes through an instant win game-piece packed
in with specially marked launch copies of Jak and Daxter: The Precursor
Legacy at participating retailers. One grand prize winner will receive an
adventure trip for two, to either Tahiti, Mexico or Hawaii, including
roundtrip airfare and hotel accommodation for two. Twenty-five first prize
winners will receive an Ericsson mobile phone with $100 of airtime service
from Cingular Wireless, and 5,000 second prize winners will win a Jak and
Daxter-branded t-shirt.

Sony Computer Entertainment America, Cingular Wireless and Sony Ericsson also
teamed up for another promotion that began in November 2001. The promotion
allows consumers who purchase an Ericsson phone or any Ericsson Original
Accessories to receive an exclusive demo disk of Jak and Daxter: The
Precursor Legacy, which includes a $5.00 coupon towards the purchase of the
game.

NATIONAL RETAIL SUPPORT:

Key merchandising support for Jak and Daxter: The Precursor Legacy includes a
dedicated point of purchase campaign at all national retailers. Support began
with a tease campaign that hit retail in October and continues with a launch
campaign that was placed in stores in November, unveiling the characters and
the game.

Jak and Daxter: The Precursor Legacy combines a variety of different genres,
including platform puzzles, adventure, strategy, racing and exploration, into
one enormous fantasy. The adventure takes place across an enormous coastline,
allowing players to walk seamlessly between levels as they progress through
the game. The story begins when a terrible accident transforms Jak's best
friend Daxter into an Ottsel -- half otter, half weasel. Together, Jak and
Daxter embark on a journey to find the one person who knows the secret to
restoring Daxter to his former self. Players are transported to another
dimension, as they enter the vivid and magical world of Jak and Daxter: The
Precursor Legacy.

The independent Entertainment Software Rating Board (ESRB) has rated Jak and
Daxter: The Precursor Legacy "E" for "Everyone." For more information about
the ESRB visit www.esrb.org.

About Naughty Dog Inc.

Naughty Dog Inc., a wholly-owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Naughty Dog is the developer of
Crash Bandicoot, Crash Bandicoot 2: Cortex Strikes Back(TM), Crash Bandicoot:
WARPED(TM) and most recently, CTR (Crash Team Racing)(TM). The highly rated
titles have sold more than 20 million units collectively, and have broken
sales records across the globe. Since releasing CTR (Crash Team Racing)(TM)
in 1999, the entire Naughty Dog team has been developing new content for
PlayStation 2. Jak and Daxter: The Precursor Legacy is the team's first new
venture on the system. Additional information can be found on the company's
web site at www.naughtydog.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.scea.com.
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MIDWAY OFFERS SPYHUNTER(r) FANS
CHANCE TO WIN CLASSIC ARCADE UNIT

CHICAGO - December 10, 2001 - Midway Games Inc. (NYSE: MWY), a software
industry publisher and developer, announced a SpyHunter(r) sweepstakes, which
gives consumers a chance to win a vintage Spy Hunter arcade unit or a pair of
SPY Optic Sunglasses. Using its patented "Scoop" technology, SPY Optic
manufactures some of the most innovative and technically advanced eyewear.
The contest runs through January 4, 2002 and celebrates the successful launch
of the all-new SpyHunter update, which shipped September 25 for the
PlayStation(r)2 computer entertainment system.

"After the fantastic response we received from the launch of SpyHunter for
PlayStation(r) 2, we wanted to give consumers a chance to have the arcade
game which kicked off the huge popularity of the Spy Hunter franchise," said
Helene Sheeler, vice president of marketing, Midway. Consumers can
participate in the sweepstakes by logging on to www.midway.com to enter to
win:

* (One) Grand Prize - 1983 Spy Hunter Arcade Unit
* (Twenty) First Prizes - SPY Optic Sunglasses

Midway's September release of SpyHunter for PlayStation(r) 2 sends players on
a mission to save the world in a non-stop, action-intense game of
mission-based vehicular espionage with breathtaking full-motion-video cut
scenes, where the hunter is also the hunted. The SpyHunter player must
complete 14 high-adrenaline missions in a variety of exotic worldwide
locations in order to defeat the evil multinational corporation, NOSTRA. With
next-generation 3D design, incredible high-tech weaponry and a sleek new
vehicle - the G-6155 Interceptor - the SpyHunter player must make
split-second decisions while engaging in offensive attacks and defensive
counter-attacks.

Midway Games Inc. is a developer and publisher of interactive entertainment
software. Midway videogames are available for play on videogame platforms
including the PlayStation(R)2 computer entertainment system, Xbox' video game
system from Microsoft, Nintendo GameCube' and Game Boy(R) Advance.

For more information about Midway Games and SpyHunter visit
spyhunter.midway.com.

# # #

SPY HUNTER is a trademark of Midway Amusement Games, LLC. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. All other trademarks are the property of their respective companies.

This press release contains forward looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 recently filed with the
Securities and Exchange Commission.

Official Rules of the SpyHunter Vintage Arcade Sweepstakes.

No Purchase Necessary:
Participation constitutes entrant's full and unconditional agreement to and
acceptance of these Official Rules. The SpyHunter Vintage Arcade Sweepstakes
begins at 12 a.m. P.S.T. on November 27, 2001 and ends at 11:59 p.m. P.S.T.
January 4, 2002.

Eligibility:
The Sweepstakes is open to all legal residents of the 48 continental United
States, who are at least 13 years old and who have internet access as of
November 27, 2001, except employees of Midway Home Entertainment Inc. or its
affiliates, related parties and their immediate families. All federal, state
and local laws apply. Void where prohibited.

Sponsor:
Contest sponsored by MIDWAY HOME ENTERTAINMENT INC., 800 North Main Street,
Corsicana, TX 75110.

To Enter:
Please read all the following information fully. Participants may only enter
the sweepstakes online at http://www.midway.com. If participants agree to
these Official Rules, participants must click on the "yes" button at the
sign-in screen. Participants will then be provided with a sign-up page. The
required fields on this sign-up page must be fully filled-out for entry into
the sweepstakes. Participants who complete this process will be automatically
be entered into the Sweepstakes. Only one entry per individual. All entries
become the property of the Sponsor. To be eligible, all entries must be
received by Sponsor no later than 11:59 PM Eastern Standard Time on January
4, 2002. Sponsor is not responsible for undeliverable, late, illegible,
incomplete, misdirected e-mail, mechanical errors, typographical errors,
computer malfunctions, display viewing problems, faulty transmissions or
network errors. Entries that are incomplete, defective, altered forged or
irregular in any way, or not in full compliance with the official rules are
void.

Prizes:

Grand Prize: (1 total) 1 vintage SpyHunter coin-op arcade unit
Retail Value: $1540

First Prize (20 total): SpyOptics Sunglasses
Retail Value: $1599.80 (79.99 ea)

Only one prize per household. No alternative prize or other substitution is
permitted except by Sponsor in its sole discretion in the event of prize
unavailability. All prizes will be awarded. Prizes are nontransferable. All
federal, state, and/or local taxes are the sole responsibility of the winner.
Winners of prizes valued over $600.00 will be issued IRS 1099 forms for the
value of the prize.

Winner Selection:
Winners will be selected in a random drawing, conducted on or about 01.10.02
by Sponsor from all eligible entries. Odds of winning depend on the total
number of entries received. Winners will be notified within 15 days of the
drawing. Winners will have 10 regular days from notification to accept the
prize, and will be instructed who to contact at that time. If winner is a
minor, the prize will be awarded in the name of winner's parents or legal
guardians, who are solely responsible for all applicable federal, state and
local taxes. If winner is a minor, winner must also provide signed parental
or guardian consent, in a form provided by the Sponsor, within 15 days of
receipt of email notice or any prize award will be void and will be awarded
to an alternate winner, who will be chosen through a random draw of remaining
entries. Sponsor is not responsible for and shall not be liable for late,
lost, misdirected, or unsuccessful efforts to notify winners or for any late,
lost, misdirected, or unsuccessful efforts of a winner who is a minor to
provide signed guardian consent. Winners will receive a notification packet
within 15 days of the drawing, containing an affidavit of eligibility, waiver
of liability, and publicity release. Winners will be required to complete the
affidavits and return those documents within 15 days of receipt, or prize
will be void and will be awarded to an alternate winner. If the winner is a
minor, winner must also provide the signed parental guardian consent form
provided by the Sponsor to receive the prize. By participating, winners
consent to use their name, address and likeness for advertising and publicity
purposes without additional compensation, except where prohibited by law. If
a selected winner cannot be contacted, is ineligible, fails to claim a prize,
or fails to timely return the completed and executed declaration and releases
as required, the prize may be forfeited.

Conditions:
By entering, participants accept and agree to be bound by these Official
Rules and the decisions of the judges. Participants further agree to release
Sponsor and its agents and their respective parent companies, subsidiaries
and affiliates, and each of their respective agents from any and all
liability, loss or damage arising out of their participation in the
Sweepstakes or with respect to the awarding, receipt, possession, use or
misuse of any prize. Sponsor and its agencies assume no responsibility for
lost, misdirected, or late entries or by any human or mechanical error, which
may occur in the processing of the entries in this Sweepstakes. Sponsor
reserves the right to cancel Sweepstakes or change any element thereof, with
or without notice, at any time, due to mistakes in the production of the
Sweepstakes.

For a winner list, please send a self addressed stamped envelope (WA and VT
residents may omit return postage) by January 20, 2002 to:

WINNERS LIST
SpyHunter Vintage Arcade Sweepstakes
ATTN: Midway.com 675 Sycamore Drive
Milpitas, CA 95035
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INFOGRAMES, INC. ANNOUNCES SPRING 2002 RELEASE OF TRANSWORLD SURF FOR THE
PLAYSTATION 2

Atari Hit on Xbox Creates Demand On Other Consoles

LOS ANGELES - Dec. 13, 2001 - PlayStation2 owners will soon be able to hang
ten on the same gnarly curls that until now, only Xbox owners have enjoyed.
Infogrames, Inc. (Nasdaq: IFGM), a global publisher of interactive
entertainment software, announced today that the genre-defining action sports
game, TransWorld SurfO, will make its Playstation 2 debut in Spring 2002.
Falling under the newly reinvented Atari brand, TransWorld Surf for
Playstation 2 will include an exclusive new location and multiplayer mode as
well as updated surfer licenses.

"TransWorld Surf has taken the gaming industry by storm with its incredible
graphics and lifelike gameplay physics. The next logical step was to offer it
to an even broader audience by bringing it to PlayStation 2," said Laddie
Ervin, director of marketing for Infogramesi Los Angeles label. "TransWorld
Surf immerses players into the surfing lifestyle like no other game. With the
addition of the Todos Santos, Mexico location, the Shark Attack multiplayer
mode and updated sponsors and licenses, PlayStation 2 owners are in for an
insanely addictive and unique gaming experience."

Working from start to finish with TransWorld Media, publisher of the worldis
most popular action sports publications, provided access to the worldis best
professional surfers, the most sought-after surfing event locations and
authentically licensed gear. With true-to-life ocean wave physics, a huge
array of tricks to perform and seven gameplay modes, TransWorld Surf brings
gamers deeper into the world of professional surfing than anything before it.

Players assume the identity of one of 13 top-ranked surfers like Taj Burrow,
Andy Irons, Shane Dorian, and many more to compete in a ten-city tour
sponsored by TransWorld Surf magazine. Locations include Pipeline (Hawaii),
Teahupoo (Tahiti), Kirra Point (Australia) and the all new PlayStation
2-exclusive location, Todos Santos (Mexico), renowned for its giant and
incredibly choppy waves. At each location, surfers must successfully complete
a basic photo shoot before moving on to the competition. They will also face
goal challenges such as completing trick combinations or freeing trapped
dolphins from fishing nets. TransWorld Surf features seven unique gameplay
modes, including single-player ProTour, Freesurf and Single Session modes, as
well as two person multiplayer Freesurf, Competition, King of the Wave and
the all new Playstation 2-exclusive Shark Attack mode. Shark Attack plays
like "Tag" on the ocean -- the ultimate goal is to avoid being "it" longer
than the other surfers. The game starts when all surfer pull their first
trick. The scores for that trick are compared, and the surfer with the lowest
score wipes out and becomes the "shark." At the end of the event, the surfer
with the least amount of time as the shark wins.

In all gameplay modes, players interact with other surfers, animals and
objects including porpoises, bodyboarders, boats and more. TransWorld Surf
also features the Karma Meter, which tracks whether players interact with
objects and people politely, leading to good karma, or rudely, leading to bad
karma. Keeping the meter high in the "Good Karma" area will lead to a better
ride - other surfers will keep clear of the playeris path and the sharks in
the surf will not attack.

Developed by the incredibly talented minds -- and hardcore surfers -- at the
San Diego-based Angel Studios, TransWorld Surf features the most
groundbreaking water technology ever seen in a video game. Currently
available for Xbox, Transworld Surf for PlayStation 2 will be released in
Spring 2002.

About TransWorld Media
TransWorld Media, a division of Time4 MediaO based in Oceanside, CA, is a
leading publisher of young menis special interest publications reaching more
than 4.5 million Generation Y males. Properties include TransWorld
Snowboarding, TransWorld Snowboarding Business, Freeze, TransWorld
SKATEboarding, Skateboarding Business, TransWorld SURF, TransWorld SURF
Business, TransWorld STANCE, TransWorld Motocross, Ride BMX, TransWorld BMX
and BMX Business. Time4 Media is a subsidiary of Time Inc., which is a wholly
owned subsidiary of AOL Time Warner Inc.(NYSE: AOL).

About Infogrames New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second
largest third-party publisher of interactive entertainment software in the
U.S. The Company develops video games for all consoles (Sony, Nintendo and
Microsoft), PCs, and Macintosh systems. Infogramesi catalogue of more than
1,000 titles includes award-winning franchises such as CivilizationO, Deer
Hunter, DriverO, RollerCoaster Tycoon, Test Drive, and Unreal, and key
licenses including SurvivorO, Warner Bros. Looney TunesO, Nickelodeonis
Blueis CluesO, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major
League Baseball, and the National Football League, among many others. The
Companyis Humongous Entertainment and MacSoft labels are leaders in
childrenis entertainment software and Macintosh entertainment software,
respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published and
distributed in the U.S. by Infogrames, Inc. For more information, visit the
Companyis Web site at www.infogrames.com.

###

PlayStation, PlayStation 2 and the PlayStation and PlayStation2 logos are
registered trademarks of Sony Computer Entertainment Inc. Xbox is a trademark
of Microsoft Corporation in the United States and/or other countries.
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Jonny Moseley Mad Trix Goes Gold
3DO Launches the First "Trick-based" Freeskiing Game for the
PlayStation 2 Computer Entertainment System

REDWOOD CITY, Calif. - December 17, 2001 - The 3DO Company (Nasdaq: THDO)
today announced that the Jonny Moseley Mad Trix game for the PlayStation 2
computer entertainment system has been approved by Sony Computer
Entertainment America and is currently being manufactured. The Jonny Moseley
Mad Trix game will ship December 26, 2001, just in time for skiing season and
the upcoming Winter Olympics in Salt Lake City, Utah.

The Jonny Moseley Mad Trix game is the first trick-based freeskiing game ever
made for the PlayStation 2 system. Maximizing the PlayStation 2 system's
capabilities, the game uses a state-of-the-art engine to create unique and
stunningly photo-realistic environments. In the Slopestyle mode, you race
through fantastical environments such as snowed-in San Francisco, Las Vegas,
Rome, Machu Picchu and many other cities, pulling off sick tricks and
competing for medals, sponsors and fame.

"With all the snowboarding games out there it's time there was a video game
about freeskiing," commented Moseley. "I'm glad I was able to work with The
3DO Company to help bring a virtual version of my sport to the PlayStation 2
system."

An aggressive and innovative marketing campaign backs the launch of the Jonny
Moseley Mad Trix game, including numerous corporate sponsorships and
partners. In addition to a national television, print and web campaign, The
3DO Company has partnered with Yahoo!, Chevy Trucks, Jones Soda Company,
Bollo, Salomon, Freeskier Magazine, Freeze Magazine, Rossignol, Phenix,
Volki, Matchstick Productions, Orage, Getfreestickers.com, Line, Dragon,
Leedom International, Head, Palm Pictures, and Dean Cummings' H2O Heli-Guides
to promote the game.

Choose between professional freeskiers Jonny Moseley, Tanner Hall, Evan
Raps, Vincent Dorion, or a host of outrageous fictional characters to
assist you in tackling the course. The Slopestyle courses are man-made,
with half-pipes, quarter-pipes, kickers, picnic tables, big air ramps, and
rails, all used to rack up huge trick points. Become famous enough, and
you will be the star of your own ski movie.

Other features of the game include:

*       Tame some of the world's tallest peaks including Mount Everest and
Mount Kilimanjaro in Big Mountain Mode.
*       Over 150 individual tricks to learn including moves that could never
be done on a snowboard.
*       All tricks and skiing animations use motion capture data captured
from Olympic Gold Medal winner Jonny Moseley and X Games Gold Medallist
Tanner Hall.
*       Star in your own ski movie via advanced camera and replay functions.
*       Soundtrack featuring Saliva's Click Click Boom (from their gold
debut, Every Six Seconds) and artists from Palm Pictures including Seven
Channels, The Mad Capsule Markets, and Super Human Strength.

One of the most dynamic American contenders for Olympic gold in the 2002
Winter Games, Jonny Moseley won the gold medal at the 1998 Winter Olympics in
Nagano, Japan, for the freestyle mogul event. He revolutionized skiing by
bringing a non-traditional, "extreme" style to the event, and became world
famous for his trademark jump, the 360 mute grab. He came home a national
hero, and is as popular in mainstream America as he is with hardcore
freeskiers. In 2000 he won the Freeze US Freeskier Slopestyle event, as well
as a silver medal in the Big Air event at the 1999 Winter X-Games.

More information about The 3DO Company and 3DO products can be found on the
Internet at www.3do.com.
This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2001, September 30, 2001 and December
31, 2000. The Company expressly disclaims the obligation to update any
forward-looking statements to reflect events or circumstances after the date
hereof.
3DO, Mad Trix, and their respective logos, are trademarks or registered
trademarks of The 3DO Company in the U.S. and other countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks and tradenames belong to their respective owners.


# # #
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     PlayStation(R)2 Continues to Lead Category With Sales of Additional
            1.5 Million Units During Critical Holiday Sales Period

     Company Outsells Competitors During Opening Month of Holiday Season
And Accounts for More Than 58 Percent of November '01 Sales, According to NPD
                                 Group Report

FOSTER CITY, Calif., Dec. 18 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced that it sold an additional 1.5 million
PlayStation 2 computer entertainment systems since Thanksgiving week,
bringing the overall installed base to 6.5 million units since its October
2000 debut. In addition, PlayStation and PlayStation 2 software sales
accounted for more than two thirds of the lucrative videogame software market
during the month of November, according to the TRSTS reports from the NPD
Group, a leading market research firm which tracks the videogame industry.
Sales from the PlayStation family of products -- hardware, software and
peripherals -- generated more than $700 million in retail revenue during this
timeframe. The company previously announced that total PlayStation category
sales are projected to bring in more than $1 billion retail revenue during
December alone.

As software sales drive hardware in the videogame business, consumers know
that the best games are available on PlayStation 2 this season. While Konami
of America's PlayStation 2 exclusive Metal Gear Solid(R) 2: Sons of
Liberty(TM) enjoyed the top spot as the best-selling videogame in November,
PlayStation software overall accounted for five of the top 10 selling
software titles and more than 60 percent of the overall sales volume.
According to the November '01 TRSTS reports, these top selling games included
Grand Theft Auto 3 from Rockstar Games, Tony Hawk's Pro Skater(TM) 3 from
Activision, Harry Potter: Sorcerer Stone(TM) from Electronic Arts, Madden NFL
2002 from EA Sports, and WWF Smackdown from THQ.

"Clearly, data for the first month of the holiday sales season indicates that
the entire PlayStation family of products will soundly outsell all
competitors combined, despite the heralded introduction of new game consoles
during this important month," said Jack Tretton, senior vice president, Sony
Computer Entertainment America Inc. "We recognize the importance of
delivering products that provide the greatest overall value for the consumer,
and are happy to see that consumers are placing their support behind the
PlayStation brand once again this holiday season."

Analysts have stated that the company's sales performance can be attributed
to its commanding lead on the software side of the business due to the
quality of its PlayStation title offerings, the number of titles available on
the market and the overall software sales volume on a month-to-month basis.
PlayStation and PlayStation 2 offer more than 1,400 game titles across a
diverse range of genres that appeal to hardcore gamers and mainstream
audiences alike for both PlayStation and PlayStation 2.


About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X23831971
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3DO Completes Holiday Lineup With GoDai Elemental Force

All Eight Games Planned for Quarter Are Delivered

REDWOOD CITY, CA (December 20, 2001) - The 3DO Company (Nasdaq: THDO) today
announced that the GoDai Elemental Force game will ship to retailers this
month. The GoDai Elemental Force game brings a stunning cinematic story and
diverse styles of action-packed gameplay to the PlayStation"2 computer
entertainment system. With the release of the GoDai game, 3DO will deliver
the eight games across five platforms that were planned for the quarter.

Other games released this quarter include the Dragon Rage game for the
PlayStation 2 system, the CUBIX - Robots For Everyone: Race 'n Robots game
for the PlayStation" game console, PC, and Game Boy" Color, and Army Men"
Operation Green as well as Army Men World War Team Assault for the
PlayStation console. The Jonny Moseley Mad Trix game for the PlayStation 2
system is expected to be available by the end of December.

"The release of the GoDai Elemental Force game will bring us up-to-date with
our forecast for this quarter," said Trip Hawkins, chairman and CEO of The
3DO Company. "We achieved our plan in terms of quantity and quality, in the
time we expected we would."

Sales of the CUBIX - Robots for Everyone: Race n' Robots game have risen each
week since its debut last month, and 3DO's games have garnered praise from
the press. "Taking the fight to a human opponent in a dojo while fully making
use of the game's rafter-high leaps and bounds can bring back memories of the
fight scene between Neo and Morpheus from the Matrix." said GameSpot of the
GoDai Elemental Force game.

Of the Jonny Moseley Mad Trix game, Next Generation said, "The courses are
huge and wild. There are some sweet animations - [a]nd the stunts are truly
over the top."

Writing about the Dragon Rage game, IGN.com said, "Controlling the dragon is
quite a thrill - [Dragon Rage] is original, action-packed, and provides a
truly unique game to the PlayStation 2 lineup."

More information about The 3DO Company and 3DO products can be found on the
Internet at www.3do.com.

This release contains forward-looking statements regarding the company's
future business and related expectations, all of which are subject to risks
and uncertainties. Factors which could cause the company's results to differ
materially include, without limitation, the timely development and release of
the company's products, popularity of the company's brands, and the
consequences of competitive factors in the marketplace. Further information
on potential factors which could affect such forward-looking statements and
the company's financial results are included in the company's filings with
the Securities and Exchange Commission, including the company's Annual Report
on Form 10-K for the fiscal year ended March 31, 2001, and the company's
reports on Form 10-Q for the fiscal quarters ended September 20, 2001 and
June 30, 2001. The company disclaims any obligation to update any
forward-looking statement to reflect events or circumstances after the date
hereof.

3DO, Army Men, Dragon Rage, GoDai, Mad Trix, Race'n Robots, and their
respective logos, are trademarks or registered trademarks of The 3DO Company
in the U.S. and other countries.

Cubix is a registered trademark of CINEPIX, Daiwon and 4Kids
Entertainment.(c) 2000 by CINEPIX, Daiwon and 4Kids Entertainment.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Game Boy Color is a trademark of Nintendo. (c) 2001 Nintendo.

All other trademarks and trade names belong to their respective owners.

###
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Sony Computer Entertainment America Inc. Posts Record-Breaking PlayStation(R)2
                 Holiday Sales Due to Buoyant Software Market

    PlayStation Category Captures 60 Percent of Overall Market Generating
          $2 Billion in Retail Revenue During Crucial Selling Season

FOSTER CITY, Calif., Jan. 9 /PRNewswire/ -- With retailers proclaiming
landmark holiday sales in the games sector, Sony Computer Entertainment
America Inc. today announced that it contributed significantly to the overall
selling season with its PlayStation(R)2 business, outpacing original internal
sales estimates and outperforming the competition.

In a period which most analysts considered to be a growth year for the
industry, Sony Computer Entertainment America sold close to three million
PlayStation 2 computer entertainment systems during November and December
2001, according to internal sales data. To put this in perspective, during
this period, which was the launch timeframe for two new market entries, the
company's PlayStation 2 holiday sales exceeded the total combined shipment
numbers reported by its competitors.

Specifically, more than 988,700 million PlayStation 2 computer entertainment
systems were sold during November 2001 and nearly two million additional
units during December 2001. The company posted sales of more than 640,000
consoles during Christmas week alone, which helped drive December sales up
more than 243 percent over the same period in 2000. These positive year-end
sales boosted the cumulative PlayStation 2 installed base to about eight
million units in North America since its debut 14 months ago.

Far outweighing expectations based on historical trending data, PlayStation 2
games flew off the shelves in record numbers this year. December is
traditionally a very strong month for total category sales, with incremental
software purchases generally increasing en masse in ensuing months. Due to
the vast array of exciting new games available for PlayStation 2, the
software-to-hardware tie ratio reached an unprecedented six-to-one in
December.

With more than 200 PlayStation 2 games to choose from, growing software sales
contributed heavily to the overall performance of the gaming business during
the holidays. Major hits topping the charts for PlayStation 2 computer
entertainment system include: Metal Gear Solid(R) 2: Sons of Liberty(TM) from
Konami of America; Devil May Cry(TM) from Capcom; Grand Theft Auto 3 from
Rockstar Games; Tony Hawk's Pro Skater(TM) 3 from Activision; Madden NFL 2002
from EA Sports; WWF SmackDown!(TM) Just Bring It from THQ; Gran Turismo 3
A-Spec(TM) from Sony Computer Entertainment America; and Jak and Daxter: The
Precursor Legacy(TM) from Sony Computer Entertainment America.

A welcome holiday surprise was the early release of Final Fantasy(R) X, the
next installment of the multi-million selling PlayStation-exclusive franchise
from Squaresoft, on December 18, 2001, which captured the number-one position
at leading retail outlets nationwide.

"PlayStation 2's phenomenal sales during the holiday season, and throughout
2001, is good news for the industry overall," said Kaz Hirai, president and
chief operating officer, Sony Computer Entertainment America. "There is a
huge consumer market in the U.S. for in-home entertainment. As more people
diversify their entertainment options, we see newer forms -- like games --
growing exponentially in comparison to traditional mediums. Looking to 2002,
we anticipate by the sheer size of our growing loyal fan base and the
strength of our established industry partners that the PlayStation business
will continue to propel this category to new heights, changing the landscape
of the living room."

Not to be outdone in its seventh holiday season on the market, the company
extended its commanding industry lead with the original PlayStation game
console posting sales of almost 1.1 million units for the November 1 through
December 31 timeframe. Fueled by the release of the redesigned PS one(TM)
console in September 2000, coupled with the introduction of the LCD Screen
(for PS one) in November 2001, Sony Computer Entertainment America continues
to deliver a wide market for its existing PlayStation business while adding
new product features like portability.

Franchise properties and family entertainment lead the sales pack on the
original PlayStation with titles like Harry Potter: Sorcerer's Stone(TM) from
Electronic Arts, Disney/Pixar's Monsters Inc. from Sony Computer
Entertainment America, Spider-Man(R) from Activision, Driver(TM) 2 from
Infogrames, and Tony Hawk's Pro Skater(TM) 3 from Activision. Year-end sales
bring the cumulative PlayStation installed base to 31.8 million units in
North America. As a result a PlayStation is now found in one out of every
three U.S. households.


About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com.
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      /C O R R E C T I O N -- Sony Computer Entertainment America Inc./

    In the news release, Sony Computer Entertainment America Inc. Posts
Record-Breaking PlayStation(R)2 Holiday Sales Due to Buoyant Software Market,
issued earlier today by Sony Computer Entertainment America Inc. over PR
Newswire, we are advised by the company that the third paragraph, first
sentence, should read "Specifically, more than 988,700 PlayStation 2" rather
than "Specifically, more than 988,700 million PlayStation 2" as originally
issued inadvertently.
    -0-                             01/09/2002
    /PRNewswire -- Jan. 9/
    /Web site:  http://www.playstation.com/
    /Web site:  http://www.scea.com/
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SEGA SPORTS NBA 2K2 TURNS PLAYSTATION 2 HOOP DREAMS INTO REALITY

The Most Realistic Basketball Video Game Series Slam Dunks its way onto the
PlayStation 2, with New Gameplay, Animations and Stellar Presentation

SAN FRANCISCO (January 15, 2002) - Making its debut on the PlayStation(r)2
computer entertainment system from Sony Computer Entertainment Inc., Sega
Sports(tm), the brand that continues to set new standards in sports gaming,
announced today the release of "Sega Sports(tm) NBA 2K2" for the PlayStation
2. Developed by Visual Concepts, a member of the Sega group and the
development house behind the sports video game revolution, "Sega Sports NBA
2K2" is the basketball game to play this year, offering all new player models
with emotion-based facial expressions, revamped computer intelligence and
enhanced player physics with improved collision detection.

"Sega Sports is committed to being the leading sports content provider for
all game systems, and by launching our successful basketball franchise on
PlayStation 2, we're continuing to make milestones in meeting that goal,"
said Tom Nichols, group director of sports marketing, Sega of America. "With
revamped offensive and defensive moves, smarter Artificial Intelligence and
additional street courts, 'Sega Sports NBA 2K2' for PlayStation 2 delivers a
basketball experience that will dominate the video game market."

Dramatic gameplay improvements have been made to "Sega Sports NBA 2K2" for
PlayStation 2 to provide a more intense gaming experience both on offense and
defense. With smarter defensive Artificial Intelligence, players in "Sega
Sports NBA 2K2" take away the baseline, quickly rotate to the open man,
jostle for the best rebound position in the key, and intercept balls in the
passing lane. "Sega Sports NBA 2K2" features an enhanced one-on-one game
experience, with new crossovers, an improved low-post game, and on the fly
alley-oops. In addition, "Sega Sports NBA 2K2" incorporates all of the new
NBA rules, such as zone defense.

"Sega Sports NBA 2K2" for PlayStation 2 takes full advantage of the system's
graphical prowess delivering dramatic improvements in the game's appearance,
with detailed player models, arenas, and the addition of sideline characters,
such as cheerleaders and camera crews. In addition, the arenas are
individually lit to recreate the specific look and feel of each NBA venue.
More than 500 new animations have been added, with detailed facial
expressions that show players reacting to each play with real emotion,
whether they are celebrating a rim-rattling dunk or having just swatted an
opponent's shot into the stands.

"Sega Sports NBA 2K2" expands on the ever popular Street mode by adding four
new authentic street courts to the PlayStation 2 version of the game - Hank
Gathers Rec Center in Philadelphia, Run N' Shoot in Atlanta, Venice Beach in
California, and Fonde Rec Center in Houston. The mode will also feature a new
scoring system while still including all the great street courts from last
year.

Gamers will have a hard time differentiating "Sega Sports NBA 2K2" for
PlayStation 2 from a regular NBA telecast. With dramatic camerawork, detailed
commentary, TV-style overlays, and exciting crowd reactions, this game is as
true-to-life as it gets. "Sega Sports NBA 2K2" also features a soundtrack
written exclusively for the game, performed by recording star R.O.C. and
produced by Jermaine Dupri.

Endorsed by Philadelphia 76ers' guard Allen Iverson, who appears on the cover
of the game, "Sega Sports NBA 2K2" keeps current with updated rosters, arenas
and team uniforms. "Sega Sports NBA 2K2" is also currently available on Sega
Dreamcast(tm) and will soon be launching on the Xbox* video game system from
Microsoft* and the Nintendo GameCube*.

The PlayStation 2 version of "Sega Sports NBA 2K2" is available at retailers
nationwide for $49.95. The game is rated "E" for everyone.

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com <http://www.sega.com/>.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(r), Nintendo(r) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario* and Donkey Kong(r) and launching such franchises as
Zelda* and Pokemon(r). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.

# # #
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ACTIVISION BRINGS ID SOFTWARE'S
LEGENDARY RETURN TO CASTLE WOLFENSTEIN(tm) TO THE
PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM AND
THE XBOX(tm) VIDEO GAME SYSTEM

Mesquite, Texas - January 18, 2002 - Axis forces are primed for a Blitzkrieg
into the console arena with the development of Return to Castle
Wolfenstein(tm) for the PlayStation(R)2 computer entertainment system and the
Xbox(tm) video game system from Microsoft. Expanding on the same wickedly
addictive gameplay that has driven the PC version to ship more than one
million units and top sales charts worldwide, Return to Castle Wolfenstein
for the next generation game consoles will feature unique design and
technical modifications that take full advantage of each platform's advanced
technology. Return to Castle Wolfenstein is being developed by Raster
Productions and executive produced by id Software, and is currently rated
"RP" Rating Pending by the ESRB.

"Return to Castle Wolfenstein has quickly become the most critically
acclaimed and widely played action shooter of 2001, and we're thrilled to
bring the Wolfenstein experience to a new generation of gamers." Todd
Hollenshead, CEO, id Software said. "We're working with Raster on a number of
technical and design modifications that will provide Xbox and PlayStation 2
owners a definitive gaming experience that is designed and built for their
systems."

"The QUAKE III Arena engine coupled with the power of these next generation
gaming systems creates a remarkable synergy that will serve as the benchmark
for future action-shooter games," states Larry Goldberg, executive vice
president of Activision Worldwide Studios.

Set against the backdrop of WWII, Return to Castle Wolfenstein plunges
players into a maelstrom of action, espionage and covert operations, as an
American soldier tasked with infiltrating the heart of Nazi Germany and
stopping the darkest plans of the Third Reich. Throughout the game, players
are locked in combat with waves of Nazi storm-troopers, undead Teutonic
knights and the twisted products of genetic experimentation. Return to Castle
Wolfenstein further draws the player into the nightmare with advanced
artificial intelligence (AI), photo-realistic character and environment
textures, revolutionary effects, and an immersive story that unfolds before
the player like a movie.

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm) and QUAKE III: Team
Arena(tm). id's advanced QUAKE III Arena engine is leading the next
revolution in 3-D interactive games with both single and multiplayer
technology. Check out more about id Software at www.idsoftware.com
<http://www.idsoftware.com> .

Headquartered in Santa Monica, California, Activision, Inc. (Nasdaq: ATVI) is
a leading worldwide developer, publisher and distributor of interactive
entertainment and leisure products. Founded in 1979, Activision posted
revenues of $620 million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2001 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Wolfenstein 3D(R), Return to
Castle Wolfenstein(tm), DOOM(R), QUAKE(tm), QUAKE II(tm), QUAKE III
Arena(tm), QUAKE III: Team Arena(tm), and the id Software(tm) name are either
registered trademarks or trademarks of Id Software, Inc. in the United States
and/or other countries. Activision is a registered trademark of Activision,
Inc. and its affiliates. All other trademarks and trade names are the
property of their respective owners.
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Electro Source Continues Successful Soundtrack Track Record;

Once More Teams with TOKYOPOP Soundtrax on Onimusha

Vernon, Calif., January 21, 2002 Electro Source, LLC, one of the nations
leading distributors of video game products, has teamed up with TOKYOPOP
Soundtrax once again to bring to market the musical release of the official
U.S. Onimusha soundtrack for PlayStation 2. Sounds of Onimusha features 30
tracks and more than 70 minutes of original music composed by Mamoura
Samuragoch. Sounds of Onimusha will be available at stores January 29th at a
retail price of $14.99.

Dubbed a "Digital Age Beethoven" by Time Magazine, composer Mamoura
Samuragoch delivers a haunting and majestic score that transcends the
standard for video game music. The symphony, titled "RISING-SUN," features
the largest orchestra ever brought together for an interactive game's
soundtrack, with 203 players (the 150-member New Japan Philharmonic Orchestra
and 53 traditional Japanese instrumentalists and vocalists). Critics were
almost unanimous in their praise of the "RISING-SUN" symphony when the
Onimusha game released in April 2001.

Stated Bill Loebbaka, Electro Source's President: "Video game soundtracks are
being recognized for not only their inherent connection to the games they
stem from, but also because of their substantial musical content." Continued
Loebbaka: "The Onimusha soundtrack is a perfect example. The title has
pre-established name recognition by virtue of the video game title, and it's
a critically acclaimed musical composition being acknowledged on its own
merits."

Sounds of Onimusha is the latest in a series of soundtracks distributed
exclusively to the video game industry by Electro Source, further extending
the companies success in the gaming and home entertainment industry.

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advanced,
and Microsoft X-Box. ESL is a "one stop" stocking distributor headquartered
in Vernon, California. Electro Source, LLC is the manufacturer and exclusive
distributor of Pelican Accessories.

TOKYOPOP
TOKYOPOP is the leading North American distributor of character-based
entertainment from Japan and the surrounding Asian region with exclusive
rights to a range of popular properties in manga, anime, live action film and
music. TOKYOPOP Soundtrax has pioneered the video game and anime soundtrack
market with official soundtracks for Trigun Spicy Stewed Donut, Sonic
Adventure 2 and several Final Fantasy video games. Find out more at
www.TOKYOPOP.com <http://www.tokyopop.com/>.
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 989 Sports(R) to Put 6-0 Super Bowl Record on the Line in New Orleans at The
                   Seventh Annual 'Game Before the Game(R)'

  Super Bowl XXXVI Contenders Battle for Gridiron Superiority on 989 Sports'
         NFL GameDay(TM) 2002 to Predict the Super Bowl Championship

FOSTER CITY, Calif., Jan. 24 /PRNewswire/ -- 989 Sports(R) will put its
unprecedented 6-0 "Game Before the Game(R)" record on the line
Thursday, January 31, 2002 at the Coca-Cola and America Online Present The
NFL
Experience at Super Bowl XXXVI in New Orleans when players from the NFC
Championship team and AFC Championship team meet head-to-head in a Super Bowl
preview on NFL GameDay(TM) 2002 for the PlayStation(R)2 computer
entertainment
system.

In what has become one of the most anticipated match-ups during Super Bowl
week, the "Game Before the Game" has seen marquee players battle it out for
virtual bragging rights and eventually the Super Bowl Championship as a
perfect six of the past six "Game Before the Game" winners have gone on to
win
the big game. Last year it was Qadry Ismail of the Baltimore Ravens who
defeated Jason Sehorn of the New York Giants in a precursor to Super Bowl
XXXV.

Open to the public beginning at 7:00 p.m. at the NFL Experience, this year
Tom Arnold, host of FOX Sports' Best Damn Sports Show Period, will announce
the action as the special guest host.

"Game Before the Game" -- Year by Year Results

     Year Winner                Loser                  Super Bowl Champion
     2001 Qadry Ismail (Balt)   Jason Sehorn (NYG)     Baltimore Ravens
     2000 Marshall Faulk (StL)  Frank Wycheck (Tenn)   St. Louis Rams
     1999 John Mobley (Den)     Terance Mathis (Atl)   Denver Broncos
     1998 Terrell Davis (Den)   Robert Brooks (GB)     Denver Broncos
     1997 Edgar Bennet (GB)     Terry Glenn (NE)       Green Bay Packers
     1996 Charles Haley (Dal)   Carnell Lake (Pitt)    Dallas Cowboys

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.
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          Drakan: The Ancients' Gates(TM) Soars Onto PlayStation(R)2

              Engage in Intense Ground and Aerial Combat with a
                     Fearless Dragon and a Brave Warrior


FOSTER CITY, Calif., Jan. 30 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the release of Drakan: The Ancients' Gates(TM),
the continuation of the popular franchise which originated on the PC.
Developed exclusively for the PlayStation(R)2 computer entertainment system
by Surreal Software Inc., Drakan: The Ancients' Gates unveils a brand new
high-flying adventure for console gamers, reuniting the brave, female
warrior, Rynn, and her fearless dragon, Arokh, on an enchanting quest.

An exciting adventure into ancient civilization, Drakan: Order of the Flame
introduces Rynn and Arokh as they embark on a mystical quest to defend their
Empire from corruption within its core. In Drakan: The Ancients' Gates, Rynn
and Arokh continue their adventures in the ancient decaying world of Drakan,
undergoing new experiences with increased abilities, sophisticated gameplay
and stunning graphics made possible by the power of PlayStation 2.

"We are excited to bring the popular Drakan franchise to the PlayStation 2
computer entertainment system," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America, Inc. "With Drakan: The Ancients' Gates,
we are adding a very unique title to the PlayStation 2 library, one that
allows players to engage in both ground and aerial combat with a fearless
dragon and a brave warrior in beautiful, lush game environments. The release
of Drakan: The Ancients' Gates on PlayStation 2 allows us to appeal to a
broad audience including fans of the series and fantasy enthusiasts,
continuing to drive the formation of the PlayStation 2 platform."

In Drakan: The Ancients' Gates, Rynn and Arokh are called upon to save the
immortal Spirit Dragons that are being held captive within the dimensional
fabric between the gates to the ancient empire. If the gates are reopened,
the Spirit Dragons will be set free and the first step towards restoring
civilization will have been taken. Rynn and Arokh are eternally linked
together by a unique bond -- one cannot survive without the other -- so they
must travel together to distant lands and reactivate four ancient Rune Gates,
utilizing magical spells and powerful weapons as they battle a motley
assortment of villainous adversaries. Only through Rynn and Arokh's
dedication, tenacity and resourcefulness can the ancient Spirit Dragons be
freed, and the salvation of humanity guaranteed.

In Drakan: The Ancients' Gates, battles alternate between air-based combat,
where Rynn and Arokh team up for aerial battle, and hand-to-hand combat with
Rynn fighting their enemies on the ground. Players can trade items and skills
to boost the abilities of rider and dragon. They can hone their fighting
abilities to master more than 80 weapons and become skilled archers, deadly
fighters or powerful sorcerers. Drakan: The Ancients' Gates allows players to
adventure through eight unique and beautiful environments including
treacherous mountains, murky swamps, barren deserts, lush islands and frigid
arctic regions, experiencing miles of diverse landscapes seen from remarkable
aerial views enabled by the superior technology of PlayStation 2.

The independent Entertainment Software Rating Board (ESRB) rated Drakan: The
Ancients' Gates 'M' for Mature. For more information about the ESRB visit
www.esrb.org .

For more information about Drakan: The Ancients' Gates visit
www.drakan.scea.com .

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software for the PS one game console and the PlayStation 2 computer
entertainment system for the North American market. Based in Foster City,
Calif., Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .
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   Sony Computer Entertainment America Announces Linux for PlayStation(R)2

  Leader in Computer Entertainment Responds to Consumer Demand by Supporting
                  Popular Open-Source Linux Operating System

LINUXWORLD CONFERENCE & EXPO, NEW YORK, Jan. 30 /PRNewswire/ -- Sony Computer
Entertainment America Inc. announced today that it is set to release "Linux
(for PlayStation 2)" Release 1.0, targeted toward the Linux development
community in North America. Designed as a hobbyist development environment,
users can not only run the wide variety of computer applications written for
the Linux operating system, but also create original programs and
applications designed to run on "Linux (for PlayStation 2)." The company
expects the kit to sell for about $199 USD when it is made available in May
2002 exclusively through its website, http://www.us.playstation.com .

As announced at the LinuxWorld Conference & Expo 2002, the leading event
focused exclusively on Linux and open source solutions, "Linux (for
PlayStation 2)" will for the first time allow developers in North America
complete access to the PlayStation 2 runtime environment and system manuals.
The "Linux (for PlayStation 2)" Release 1.0 kit includes:

-- Internal hard disk drive for PlayStation 2 (HDD) with 40 GB capacity

-- Network Adaptor (Ethernet) (for PlayStation 2) with 100 Base T Ethernet
interface

-- Linux Kernel version 2.2.1 (with USB device support)

-- "Linux (for PlayStation 2)" Version 1.0 software distribution on two DVDs

-- gcc 2.95.2 and glibc 2.2.2 with VU assemblers

-- XFree86 3.3.6 with PlayStation 2 GS support

-- Computer monitor adaptor (for PlayStation 2) (with audio connectors)

-- USB Keyboard and mouse (for PlayStation 2)

In addition to the "Linux (for PlayStation 2)" kit, users must have a
standard North American PlayStation 2 (SCPH 30001, SCPH 30001R, SCPH
35001GT), a Memory Card (8M) (for PlayStation 2), and a VESA monitor. The
graphics output requires a high-resolution computer display, with standard
output set as XGA (1024 x 768 resolution); home televisions cannot be used as
monitors. Computer displays supporting "sync on green" are mandatory.

Linux use is growing at unprecedented levels and according to IDC, a leading
market research firm, the Linux operating system marketshare is expected to
reach 38 percent worldwide by 2004. In response to many requests from the
Japanese Linux society to enjoy Linux programming on PlayStation 2, Linux
Beta Version Kit was made available to approximately 7,900 enthusiasts in
Japan in July 2001. Since then, overwhelming numbers of requests have
continued on Linux community websites all over the world, with approximately
9,500 people joining the movement.

Also, according to questionnaires conducted by Sony Computer Entertainment
America and Sony Computer Entertainment Europe, more than 28,000 people have
expressed interest in the "Linux (for PlayStation 2)" development kit to
date. This led the company to release a new version as Release 1.0 to support
users of the worldwide Linux community. The company responded to feedback
received from the Beta test program in Japan and modifications were
incorporated for "Linux (for PlayStation 2)" Release 1.0.

Customer support and other community-based features will be handled through
the North American PlayStation 2 Linux website,
http://www.playstation2-linux.com . More details regarding the "Linux (for
PlayStation 2)" release, FAQs and related news will be disseminated through
this website, as it becomes available.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

NOTE: "Linux" is a trademark or registered trademark of Linus Torvalds in the
United States and other countries.

PlayStation and the PlayStation logo, PS one and PS2 are registered
trademarks of Sony Computer Entertainment Inc. All other trademarks are
property of their respective owners.
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The 3DO Company Ships High Heat(tm) Major League Baseball(R) 2003 for
PlayStation(R)2 System

Latest Edition of Award-Winning Sports Franchise is First Baseball Game of
2002

REDWOOD CITY, CA - (February 11, 2001) - The 3DO Company (Nasdaq: THDO) today
announced it has shipped the latest edition in their award-winning baseball
game series, High Heat(tm) Major League Baseball(R) 2003 for the
PlayStation(R)2 computer entertainment system. The first PlayStation 2
baseball game of 2002, High Heat 2003 is riding a wave of recent positive
press from leading gaming publications and websites. Additionally, High Heat
Major League Baseball 2002 was just named "best sports game" by the three
leading PC gaming publications.

According to GamePro Magazine, in their recent review of the game, "...it's
hard to imagine Triple Play or even All-Star Baseball coming close to this
performance. If you have the slightest interest in baseball, run - don't walk
- to score a copy of this excellent game." Official PlayStation Magazine also
piled on the praise, naming High Heat 2003 to their "Most Wanted PS2 Games"
list and commenting, "For baseball fans who obsess over numbers like .400,
190, 56 and now, 73, 3DO's High Heat is the only game that matters."

High Heat 2003 is endorsed by Arizona Diamondbacks(tm) ace, Curt Schilling.
Schilling led the World Champion Diamondbacks with 22 wins and was named
co-MVP of the 2001 World Series(tm). Curt Schilling became a champion of the
ALS cause in 1992 when he created "Curt's Pitch for ALS."  Through the
"Curt's Pitch" program, Schilling donates $1,000 for each win and $100 for
every strikeout.  Since the program's inception, Schilling has personally
contributed $177,400 and Curt's Pitch has raised $660,000 for ALS research
and patient care.  Schilling was awarded this year's Roberto Clemente Award
given annually to the player who combines outstanding skills on the baseball
field with dedicated work in the community. A portion of the proceeds from
sales of each High Heat Major League Baseball 2003 game will be donated to
"Curt's Pitch for ALS."

The features of High Heat Major League Baseball 2003 for the PlayStation 2
system include:

* New Graphics Engine: Ultra-realistic, smoother animations, lifelike
lighting, dynamic camerawork, exceptional special effects, player model
differentials, and extremely realistic stadiums.

* New Game Modes: Create-A-Player, Player Editor, Home Run Derby(tm), Fantasy
Draft, Play-offs, Batting Practice, and the 3DO original creation "TWO ON TWO
SHOWDOWN(tm)."

* Realistic Ballpark Sound: Intelligent crowd sounds featuring 3DO's
Interactive Crowd Excitement System (crowds react to great plays by the home
team, boo stall tactics by the visitors, etc.), dynamic two man booth
featuring Dave O'Brien of the Florida Marlins(tm) and color man Chuck
Valenches of the Pittsburgh Pirates(tm) minor league organization, and
stadium announcer Roy Steele of the Oakland Athletics(tm).

* Analog Control: Full 360-degree range of motion for fielding, pitching, and
batting.

* Tuning Menu: Users can customize many game settings to their personal
liking. Elements such as base runner speed, pitch speed, computer-hitting
skill, etc. can all be adjusted.

* Loadable Custom Rosters: Users can save modified rosters from a season and
use them later in exhibition play, trade them with friends, or start a new
season with them.

* Extra 'Free Agent' Players: Extra player pool composed of unsigned players
allows for roster flexibility and injured player replacement.

* Injuries: High Heat features everything from little nagging injuries to the
season-ending kind. Injuries are a part of baseball, so they're a part of
High Heat.

* Unsurpassed Pitcher and Batter Artificial Intelligence: Batters work the
count and take you deep in you make a mistake, pitchers nibble at the
corners, and keep your hitters off-balance with a mixture of speeds and
locations.

A massive marketing and public relations campaign will support High Heat
2003 including national television, print, radio and Internet promotion. A
playable demo of the game will be on the April issue of the Official
PlayStation Magazine's insert CD (available in March 2002).

High Heat Major League Baseball 2003 will also be available for the Game
Boy(R) Advance and the PC in March 2002.

More information about The 3DO Company and 3DO's products can be found on the
Internet at www.3do.com.

###

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended June 30, 2001 and September 30, 2001. The
Company expressly disclaims the obligation to update any forward-looking
statements to reflect events or circumstances after the date hereof.

3DO, High Heat, Two On Two Showdown, and their respective logos, are
trademarks or registered trademarks of The 3DO Company in the U.S. and other
countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

(tm), (R) and Game Boy Advance is a trademark of Nintendo.

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach MLB on the web at
MLB.com.

(C)MLBPA Official Licensee - Major League Baseball Players Association. Visit
the Players Choice on the Web at www.bigleaguers.com.

All other trademarks belong to their respective owners.
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SAMMY SOARS WITH LETHAL SKIES FOR SONY PLAYSTATION (R) 2

Take to the Skies in New Action-Packed Air Combat Game

Century City, CA - February 11, 2002 - Japanese game publisher, Sammy
Entertainment, today announced that it will deliver white-knuckle action in
the new air combat game, Lethal Skies. Currently in development for Sony
PlayStation(R) 2, the game takes players into heated battles on a mission to
save their homeland. Slated to reach stores in Q2 2002, the company intends
to reveal the game to the public for the first time at E3 this spring in Los
Angeles.

"Lethal Skies is a completely immersive air combat game with beautifully
rendered environments and immense theatres of play," says Mitsuhiro Tanaka,
EVP of Sammy Entertainment. "Its combination of action and realism make it a
must have title for PlayStation(R) 2 owners of all ages."

Feel the adrenaline rush as you take off into uncharted skies! Players are
thrust into the non-stop action of Lethal Skies as an elite pilot of The
International Alliance's Team SW. Taking flight on numerous air-to-air and
air-to-ground missions that span the globe, it is up to you to win the battle
against the enemies. With an array of fighters at your disposal, pilots are
propelled through co-operative and competitive missions. Challenged by in-air
dog fights and real-life warplane physics, the heart-pounding experience
comes to life in full 3D with stunning real-time graphics not typically found
in flight simulation games.

###

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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KONAMI'S SHADOW OF DESTINY(TM) COMES TO PC

FOR IMMEDIATE RELEASE

Redwood City, CA - February 12, 2002 - Konami of America, Inc. announced
today that its successful PlayStation(R) 2 adventure game, Shadow of Destiny,
will be released for the PC in April 2002.

Originally released in Spring 2001, Shadow of Destiny has received numerous
accolades for its rich story line and stunning graphics.

Shadow of Destiny immerses players into the imaginative and chilling world of
Eike Kusch, who is given the ability to travel through time to prevent his
own murder. The game features full character voiceovers, beautifully
re-created European environments that change depending on the time period,
and multiple story paths contingent upon the actions taken.

Gamers are offered a variety of puzzles and riddles that must be solved while
searching for clues about the killer. In addition, Shadow of Destiny
showcases over three hours of real-time cinematics that reveal the story
across ten chapters, and contains additional scenarios that are unlocked when
the game is replayed.

###

About Konami Konami is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami's action and adventure titles include the popular franchises
Metal Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation Is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Shadow of Destiny(TM) is a trademark of KONAMI CORPORATION. (C) 2001 KONAMI.
KONAMI(R) is a registered trademark of KONAMI CORPORATION. All Rights
Reserved.
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989 Sports(R) to Add the World's Most Popular Sport to Its Line-Up With World
                             Tour Soccer(TM) 2002

Over 300 Club and International Teams With More Than 5,000 Players Makes
World
               Tour Soccer 2002 the Choice for True Soccer Fans

FOSTER CITY, Calif., Feb. 19 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the addition of the world's most popular sport
to the 989 Sports(R) development team line-up with World Tour Soccer(TM)
2002, now available for the PlayStation(R)2 computer entertainment system.
The title features more than 300 teams from throughout the world including
national teams like USA, England, Brazil, France, Germany, Canada and Japan
and international clubs the likes of Manchester, Leeds, Newcastle and
Liverpool, historic powerhouse clubs from the past and more than 5,000
players represented in remarkable detail. With unparalleled depth of teams,
players and gameplay, World Tour Soccer 2002 is poised to be the choice for
fans and loyalists who truly know and love soccer.

World Tour Soccer 2002 brings the fervor of the world's game to the
PlayStation(R)2 computer entertainment system as teams battle for victory in
an array of spectacular stadiums filled with loud, passionate fans
boisterously supporting their team with electrifying chants while waving
their team and country flags. All the while, gamers have the ability to pull
off authentic moves including high-flying headers, bicycle kicks and
360-degree spins while maintaining complete control of the ball.

"From the intricately detailed stadiums and roaring fans waving flags to the
fine-tuned player animations, soccer fans and gamers will appreciate the
level of detail delivered by World Tour Soccer 2002," said Kelly Ryan,
director, sports product development, Sony Computer Entertainment America
Inc. "True-to-life player models and realistic ball physics combined with
quick and responsive controls make World Tour Soccer 2002 the most authentic
and fun-playing soccer game available."

Fronted by cover athlete and USA National Team member Joe-Max Moore, World
Tour Soccer 2002 gives gamers the chance to test their soccer knowledge,
strategy and skills against the world's best. Whether playing a single
marquee exhibition match or managing their customized team through a grueling
tournament in a quest for the championship, gamers will experience
world-class gameplay and the most intense international soccer action.

"989 Sports is extremely pleased to bring a truly authentic version of the
world's most popular sport to PlayStation 2 by adding World Tour Soccer 2002
to our line-up," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "World Tour Soccer 2002's addition to the 989 Sports
brand further proves our commitment and dedication to delivering the
competitive intensity of sports to the home and to sports fans."
World Tour Soccer 2002 for PlayStation 2 Key Features:

-- 300 World-Class Team and Clubs -- More than 300 teams including
   national and club teams truly illustrate the world's passion for
   soccer. Play as or against elite national teams like France, Germany,
   Brazil and England, or play a match involving international club teams
   from 11 different leagues including classic powerhouse clubs from the
   past.
-- Authentic FIFPro License -- World Tour Soccer 2002 is officially
   licensed by the governing body of FIFPro international. The license
   gives the game authentication by providing the rights to more than
   300 teams, 5000 players and nine different stadiums replicated to
   lifelike detail. More than 250 soccer stars' faces have been mapped
   onto individual player models.
-- World-Class Player Control & Realism -- Playing the world for the
   championship has never been so realistic with controls and player
   responses so authentic gamers will think they are playing a real soccer
   match. Play with a revolutionary passing system that gives users
   complete control over the ball while running, passing and moving around
   the field. Execute a variety of moves like high-flying headers, bicycle
   kicks, slide shots, hard tackles, hurdles and 360-degree spins.
   Aggressive goaltenders perform multiple dives, blocks and moves in an
   effort to keep the world's best out of the net. Special skill moves
   including a step over along with two types of shimmy moves put gamers
   in complete control.
-- World-Class GamePlay -- Play in a physical single exhibition match or
   try your luck in a grueling tournament in a quest for the championship.
   The national season gives users the opportunity to compete in the
   English, Spanish, Dutch, French, Italian, German, Scottish, Belgian and
   Portuguese seasons and compete for the championship of each country.
   Enter the international competition and see if your team has what it
   takes to win it all in pursuit of the ultimate trophy. Special
   competitions allow you to play as or against classic clubs from the
   past as well as customize your own league and tournament giving you
   complete control of your soccer schedule.
-- Complete Team Management -- Manage your team's strategy and tactics
   with multiple customizable playing formations. Gamers can tailor all of
   the details of their team including names, numbers and uniforms.
-- Intense Soccer Action -- Players' reactions and emotions following a
   play truly illustrate the intense action packed into World Tour Soccer
   2002. Players plead and argue with referees while they are being
   booked with a red or yellow card, shout at each other following a
   mistake, look to the skies following a blown opportunity and tackle one
   another following a game-winning goal.
-- Real Weather and Field Effects -- Play during the day or in the evening
   under the stadium lights. Rain, snow and fog influence the team's
   performance. As the match unfolds, watch as the field weathers in wet
   and dry conditions. Fireworks fill the stadium sky following a
   victory in championship play.

The independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer 2002 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 999 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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KONAMI REVEALS SONG LIST FOR
DANCE DANCE REVOLUTION KONAMIX

Sequel To Hit Dancing Game Includes 52 High-Energy Songs

FOR IMMEDIATE RELEASE

REDWOOD CITY, CALIF. - FEBRUARY 22, 2002 - Konami of America, Inc., announced
today that an unprecedented 52 songs will be included in Dance Dance
Revolution KONAMIX for the Sony PlayStation(R) game console. The company also
revealed that of the 52 songs included in the game, 20 "hidden" songs will be
revealed at a later date. Dance Dance Revolution KONAMIX features a wide
variety of pulsating musical genres including pop, techno, house, R&B, drum
'n' bass, trance and more. This eagerly anticipated sequel to last year's
hit, Dance Dance Revolution, is set to ship on April 23, 2002.

Fans can look forward to 36 songs that are new to the North American market,
7 songs that were previously featured on the DDR and DDR USA arcade games
(but are now playable for the first time on a home version), 7 songs from the
previous North American PSX releases plus 2 all-new songs that are making
their worldwide debut on Dance Dance Revolution KONAMIX.

"The original Dance Dance Revolution was instantly recognized for its
combination of physical dancing, high-energy music and colorful graphics that
create a completely unique interactive gaming experience," said Jason Enos,
Product Marketing Manager for Konami of America, Inc.  "Dance Dance
Revolution KONAMIX expands on this theme and takes the hottest dancing craze
to an all-new level with an awesome song library and cool gameplay modes!"

Dance Dance Revolution KONAMIX utilizes a specially designed dance pad that
accurately re-creates the thrilling arcade experience. The game sports a
completely new graphical interface design and includes new gameplay modes.
Now, in EDIT MODE, players can save and edit dance steps to create new dance
routines that can be traded with friends. SOLO MODE is a more challenging
1-player mode featuring 6 arrows and NONSTOP ORDER allows players to create
their own nonstop remixes. The popular WORK-OUT MODE returns in Dance Dance
Revolution KONAMIX but now features more robust options including the ability
to track a work out program over weeks and/or months.

The DDR arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The home version arrived
in March 1999 and boosted the game's popularity even further, selling a
staggering 3 million units cumulatively. DDR arcade fever hit the U.S. that
same year, becoming one of the top grossing games at arcades. High profile
U.S. media outlets such as Good Morning America, Newsweek, Los Angeles Times,
Time and In Style have already enthusiastically embraced the PSX home version
of the game, confirming the title's widespread demand in the U.S. This newest
edition will be sure to keep the revolution alive and kicking!

Dance Dance Revolution KONAMIX Non-Hidden* Song List
SONG TITLE, ARTIST

.59    dj. TAKA
AFRONOVA PRIMEVAL    8bit
AFTER THE GAME    NPD3
B4U    NAOKI
BABY BABY GIMME YOUR LOVE    DIVAS
BRILLIANT 2U    NAOKI
BURNIN' THE FLOOR    NAOKI
CELEBRATE NITE    N.M.R
CUTIE CHASER    CLUB SPICE
DEAD END    N & S
DIVING MONEY    QUADRA
DON'T STOP! (AMD 2nd MIX)    Dr. VIBE feat. JP Miles
DROP THE BOMB    Scotty D.
DYNAMITE RAVE    NAOKI
END OF THE CENTURY    NO.9
GROOVE    Sho-T feat. Brenda
HIGHER    NM feat. SUNNY
HYSTERIA           NAOKI 190
LET THEM MOVE    N.M.R
LOOK TO THE SKY    System S.F. feat. ANNA
LUV TO ME (AMD MIX)    DJ KAZU feat. Tiger YAMATO
MAKE A JAM!     U1
MAKE IT BETTER (S0-REAL Mix)    mitsu-O! SUMMER
MAKE YOUR MOVE    good-cool feat. JP Miles
ON THE JAZZ    Jonny Dynamite!
PARANOiA    180
PATSENNER    dj nagureo
PERFECT FREE    nite system
SALAMANDER BEAT CRUSH MIX    nite system
THE EARTH LIGHT    L.E.D. LIGHT
THINK YA BETTER D    sAmi
WILD RUSH    FACTOR-X

* 20 hidden songs to be revealed at a later date

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. The latest
information about Konami can be found on the Web at www.konami.com. Konami
Co., Ltd. is a publicly traded company based in Tokyo, Japan with subsidiary
offices, Konami of America, Inc. in the US and Konami of Europe in Frankfurt,
Germany.

DANCE DANCE REVOLUTION KONAMIXTM and BEMANITM are trademarks of KONAMI
CORPORATION.  (C) 2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO.  ALL
RIGHTS RESERVED.  All other trademarks are properties of their respective
owners.

PlayStation and PlayStation logos are registered trademarks of Sony Computer
Entertainment Inc.

###
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       Sony Computer Entertainment America Extends Value Proposition On
       Playstation(R)2 With The Introduction of 'Greatest Hits' Series

  Millions of New, Existing Consumers Can Purchase the Best of PlayStation 2
                                For About $25

BAL HARBOUR, Fla., Feb. 26 /PRNewswire/ -- At its second annual retail and
publishers conference, "Destination PlayStation," Sony Computer Entertainment
America Inc. today announced the launch of a "Greatest Hits" series on
PlayStation 2, a line-up of game titles proven to be all-time favorites on
the platform. Following the lead of its market driving "Greatest Hits"
collection on the original PlayStation, the company expects this new
initiative to significantly contribute to category growth and overall
software sales when it is introduced April 1 through retail outlets
nationwide.

After an extraordinary holiday selling season in 2001, in which more than
3 million PlayStation 2 units were sold in a 60-day period, consumers
demonstrated their overwhelming support and loyalty to the PlayStation brand.
With the introduction of this new "Greatest Hits" series, the power of the
PlayStation 2 experience becomes attractive to an even broader audience as
top-of-the-line games become impulse purchases at an expected manufacturers
suggested retail price of $24.99.

To be included in the PlayStation 2 "Greatest Hits" series, a title must meet
two key criteria: sales must be in excess of 400,000 units and the title must
have been on the market for more than nine months. Initial offerings from
Sony Computer Entertainment America will include such titles as ATV Offroad
Fury(TM), Gran Turismo(TM) 3 A-spec, Twisted Metal: Black(TM), Dark
Cloud(TM). These four titles have become bona fide hits on PlayStation 2 with
combined unit sales of more than 2.8 million.

"With an installed hardware base of 8.6 million units, and a cumulative
software-to-hardware tie ratio of 4.5 to 1, we have outperformed original
category and general business expectations with PlayStation 2 during its
first year on the market," said Andrew House, senior vice president, Sony
Computer Entertainment America Inc. "We are proud of the fact that with our
publishing partners, we collectively have been able to deliver the most
impressive, compelling gaming experience to millions of enthusiasts around
the world. The new "Greatest Hits" collection provides an incentive for new
gamers to purchase PlayStation 2 and core gamers to add classic titles to
their existing libraries.

"Historically, we have always taken a very consumer-centric approach to the
market," added House. "We are focused on presenting users with the best
entertainment experience at compelling prices, further extending the
PlayStation 2 value proposition by consistently passing on savings to the
consumer. With such strong software support for PlayStation 2 we now are able
to offer must-have games for around $25."

In addition to the four inaugural titles from Sony Computer Entertainment
America, the company and its numerous publishing partners are planning
additional "Greatest Hits" releases throughout the course of the year. Each
title selected for "Greatest Hits" status must reach the pre-defined criteria
and will be included at the discretion of the individual publisher. Pricing
may vary per manufacturer.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com

                     MAKE YOUR OPINION COUNT - Click Here
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THQ's RED FACTION TO BE RE-LAUNCHED UNDER PLAYSTATION 2 "GREATEST HITS"
COLLECTION

Critically Acclaimed Action Game to be Available April 1 for $24.99; Highly
Anticipated Sequel Red Faction 2, Scheduled to Ship Winter 2002

CALABASAS HILLS, Calif. - February 28, 2002 - THQ Inc. (NASDAQ NMS: THQI)
today announced its critically acclaimed Red Faction(tm) for the
PlayStation(r) 2 computer entertainment system will be re-launched this
spring as part of Sony Computer Entertainment America's "Greatest Hits"
collection. Beginning April 1, Red Faction will be available for the
manufacturers suggested retail price of $24.99 at retail outlets nationwide.

Red Faction is one of the first third-party titles to be included in the
PlayStation 2 "Greatest Hits" collection. Each game considered for the
collection must have been available at retail for more than nine months and
boast sales in excess of 400,000 units. Red Faction will also be re-released
across Europe as one of only five third-party games in Sony's PS2(r)
'Platinum' collection.

THQ recently announced Red Faction 2, a sequel that expands and builds upon
the experience and technology of the original game. Developed by THQ's
studio, Volition, Red Faction 2 is scheduled for release this winter and will
be unveiled at the Electronic Entertainment Expo in May.

"We are thrilled with the worldwide success of Red Faction, as it is an
original, internally developed brand, and very excited to be part of Sony's
first 'Greatest Hits' line-up for PlayStation 2," said Alison Locke,
executive vice president, North American Publishing, THQ. "The reduced price
point of $24.99 will allow more gamers to experience the innovation and
excitement of Red Faction while building anticipation for the upcoming sequel
this winter."

About Red Faction 2
Red Faction 2 is the sequel to one of the biggest original franchise releases
of 2001. Powered by enhancements to Volition's revolutionary Geo-Mod(tm)
engine that allows players to alter and destroy the game environment in
real-time, Red Faction 2 introduces a host of new features and improvements
constructed around a gripping storyline. Players will be tasked with
completing multiple mission objectives with an arsenal of weapons and items
at their disposal. Red Faction 2 will also allow players to commandeer
different vehicles and fight alongside elite squad members each with their
own attack specialties. Refined graphics, an auto-save function, enhanced
enemy AI and dynamic environments will also be featured in Red Faction 2. New
additions to the game's multi-player action include four-player split screen,
customizable computer opponents, and new game modes.

About Volition
Located in Champaign, Illinois, Volition is one of THQ's premier internal
game development studios responsible for high-end creations on next
generation systems and PC. Its credits include the best-selling Red Faction,
Summoner(tm), the acclaimed Freespace and Freespace 2, as well as the
award-winning Descent and Descent 2 as a part of Parallax Software.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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         Hot Shots Golf(R) 3 Tees Up a Hole in One on PlayStation(R)2

Acclaimed Next-Generation Golf Franchise Delivers Fun and Realistic Golf That
                              Everyone Can Enjoy

FOSTER CITY, Calif., March 12 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the release of Hot Shots Golf(R)3, exclusively
for the PlayStation(R)2 computer entertainment system. Produced by Sony
Computer Entertainment Inc. and developed by Clap Hanz, Hot Shots Golf 3 has
already sold more than one million units globally. With wacky caddies and
characters, new features and game modes as well as six challenging courses
from around the globe, Hot Shots Golf 3 appeals to everyone from novice
gamers to scratch golfers.

With quick-paced, arcade-style action that showcases the spirit and realism
of one of the world's best-loved sports, Hot Shots Golf 3 offers
award-winning gameplay and impressive 3D graphics. Detailed ball animations,
tree-lined fairways, chest-deep bunkers and manicured greens along with
convincing weather and seasonal affects and dynamic replays, provide the true
golf experience for players with any handicap. Featuring 15 unique playable
characters and seven caddies that accompany the player throughout the game,
there will never be a dull moment on the course. Each character has its own
animations and personality, providing gamers with hilarious entertainment and
countless chances to tee-up.

"Hot Shots Golf 3 provides a truly entertaining golfing experience with rich,
lush graphics, dynamic camera angles and fast-paced arcade-style gameplay.
From the wacky antics of the new characters, to the challenging new courses,
this really is a game that golfers and non-golfers alike will embrace and
enjoy," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America Inc. "The game's intuitive controls will entice even
the most serious golf fanatics into endless hours of gameplay."

Beginning in April, Hot Shots Golf 3 will bring the golfing and gaming
communities together to compete in a new National Tournament mode which
allows players to compete in monthly tournaments across the nation to earn
bragging rights and win prizes from Toysrus.com teamed with Amazon.com. To
enter the tournament, gamers must register at the official Web site,
www.hotshotsgolf3.scea.com and retrieve a code that determines the parameters
for the monthly competition, including factors such as the course, the
character and the time of year. Upon completion of the golf challenge, each
player will receive a unique code to enter on the Web site, where they will
be ranked among other Hot Shots golfers.

Hot Shots Golf 3 features intuitive gameplay and improved controls enhanced
by a variety of new swing meters that reflect difficult lies and a
multi-dimensional grid system for putting. Five different play modes,
including Match Play, Stroke Play, Versus (VS) Mode, Nine Hole/Par Three
course, plus National Tournament Mode, allow players to compete in numerous
golf challenges. Players can win rewards and "Hot Shot Points" for superb
performances, spectacular shots and remarkable putts. The points can then be
used to upgrade golf gear including clubs and balls, and also to purchase
additional features such as the ability to control the weather or release
special "environmental capsules."

Hot Shots Golf 3 truly is "Golf for the People" and combines the franchise's
award-winning gameplay and the power of the PlayStation 2 to offer every golf
nut an exciting day at the course, and spare every rookie from those
embarrassing moments.

The independent Entertainment Software Rating Board (ESRB) has rated Hot
Shots Golf 3 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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SEGA DELIVERS KNOCKOUT BLOW WITH VIRTUA FIGHTER 4 FOR PLAYSTATION 2

World-renowned Developer Yu Suzuki Re-ignites 3D Fighting Genre

SAN FRANCISCO - (March 19, 2002) - SEGA(r) of America today announced the
release of "Virtua Fighter* 4" exclusively for the PlayStation(r)2 computer
entertainment system. Already hailed as "The Best Fighting Game Ever Made" by
gaming enthusiast publication Official U.S. PlayStation Magazine, "Virtua
Fighter 4" pounds its way onto the PlayStation 2 with lightning-fast action,
a deep training mode and breathtaking, arcade-perfect graphics.

Developed by legendary game creator Yu Suzuki and SEGA's AM2 studios, "Virtua
Fighter 4" is the latest incarnation of SEGA's genre-defining series. Suzuki
is best known for pioneering the 3D fighting genre with 1993's landmark hit
"Virtua Fighter(tm)," which is recognized as the first 3D fighting video game
and is on permanent display at the Smithsonian's National Museum of American
History in Washington D.C.

"'Virtua Fighter 4' is poised to give the 3D fighting genre a much needed
kick in the pants," said Mike Fischer, vice president of entertainment
marketing, SEGA of America. "The back-to-basics gameplay, fast action and
liquid smooth graphics in 'Virtua Fighter 4' are quickly earning the game a
reputation for being the best fighting game ever."

With new gameplay modes and innovative features, "Virtua Fighter 4" adds
layers of depth to the series' tried-and-true action. An all-new fighting
engine emphasizes speed, timing and finesse, challenging experts to master
complex combos, yet allowing beginners to jump in and get started. A deep
training mode lets gamers study moves, strategy and timing before squaring
off against their opponents. The game also features:

* Totally customizable fighting styles, with the freedom to switch stances in
mid-fight

* Ultra-high polygon character models, allowing for exacting details,
including flowing clothing and realistic facial expressions

* New Artificial Intelligence (A.I) training mode, allowing players to coach
their own computer-controlled character, which can compete against other A.I.
characters

* Two new characters, Lei Fei and Vanessa Lewis, join 11 existing characters
for a total of 13 distinctive, fierce fighters

"Virtua Fighter 4" for PlayStation 2 is rated "T" for Teen, and is available
at retailers nationwide for $49.95. For screenshots and artwork, please visit
ftp:
<ftp://ftp.accesspr.com/PUBLIC/Sega/Sega_Games/Sony_Playstation_2/Virtua_Figh
ter_4/>

About SEGA
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.
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       Academy Award(R)-Nominated Feature Disney/Pixar's Monsters, Inc.
                       Comes to Life on PlayStation(R)2

 Comedic Action-Platform Game Featuring PlayStation 2-Exclusive, Enhanced DVD
        Content Set to Captivate Gamers and Animation Fans This Spring

FOSTER CITY, Calif., March 20 /PRNewswire/ -- Sony Computer Entertainment
America Inc., Disney Interactive and Pixar Animation Studios (Nasdaq: PIXR)
announced today the release of Disney/Pixar's Monsters, Inc. for the
PlayStation(R)2 computer entertainment system. Featuring a clever story and
entertaining characters, this diverse action-platform game showcases vibrant
environments, brilliant graphics, exploration, puzzles, comically scary
activities and challenging gameplay throughout eight monstrous environments
taken directly from the beloved Academy Award(R)-nominated film.

Disney/Pixar's Monsters, Inc. is one of the first PlayStation 2 titles to
augment an interactive game with platform-exclusive, enhanced DVD features.
The software includes cut-scenes from the movie, a collection of Pixar
artwork and sketches, a behind-the-scenes look at Pixar Animation Studios,
and interviews with Pixar's John Lasseter and the Monsters, Inc. filmmakers.

Designed for gamers and animation fans of all ages, Disney/Pixar's Monsters,
Inc. for PlayStation 2 is based on the computer-animated feature released in
theaters last November. In a spine-tingling adventure that closely follows
the plot of the movie, the game allows players to navigate as Monsters,
Inc.'s top Scarer, James P. Sullivan -- a.k.a. Sulley -- a huge, intimidating
monster with blue fur, large purple spots and horns.

"We are delighted to bring Disney/Pixar's Monsters, Inc. to the PlayStation 2
computer entertainment system," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America. "The game recreates and brings to life
the magic of the animated feature in an interactive experience that appeals
to everyone from kids to adults. In addition, the enhanced DVD extras on the
disc make this a must-have title for every animation fan."

Set in the realm of things that go bump in the night, Disney/Pixar's
Monsters, Inc. for PlayStation 2 implores players to take care of an adorable
lost human child, Boo, who has accidentally made her way into the monster
world. Players must lead Boo back to her home, avoiding the CDA (Child
Detection Agency) and other obstacles along the way. Players will interact
with Sulley's best friend and Scare Assistant, Mike -- a green, opinionated,
feisty little one-eyed monster who provides helpful advice throughout the
adventure. Players also interact with some not-so-nice characters, such as
the slimy chameleon monster, Randall Boggs, and Monsters, Inc.'s CEO, Henry
J. Waternoose. With stunning graphics and eye-popping special effects made
possible by the power of PlayStation 2, the game brings all the magic of the
feature film to life in a fun-filled, fur-raising romp.

The independent Entertainment Software Rating Board (ESRB) rates
Disney/Pixar's Monsters, Inc. for PlayStation 2 "E" for Everyone. For more
information about the ESRB visit www.esrb.org.

About Disney Interactive
Disney Interactive, part of the Disney Consumer Products division of The Walt
Disney Company, develops, markets and globally distributes a wide variety of
interactive entertainment, educational and sports CD-ROMs and videogames. For
more information on Disney Interactive's products, visit
www.disneyinteractive.com .

About Pixar Animation Studios:
Pixar Animation Studios (http://www.pixar.com) combines creative and
technical artistry to create original stories in the medium of computer
animation. In partnership with Disney, Pixar has created four of the most
successful and beloved animated films of all time: Academy Award(R)-winning
Toy Story (1995); A Bug's Life (1998); Golden Globe-winner Toy Story 2
(1999); and Monsters, Inc. (2001). Pixar's four films have earned more than
$1.6 billion at the worldwide box office to date. The Northern California
studio's next film, Finding Nemo, will be released in summer 2003.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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THQ SHIPS TETRIS WORLDS FOR PLAYSTATION 2

Game Features Three New Modes And Four-Player Option

CALABASAS HILLS, Calif. - March 19, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced the release of Tetris Worlds(TM) for PlayStation 2, the next
generation of Tetris(R) -- one of the most popular video game franchises ever
created. Tetris Worlds features all of the addictive block-dropping mayhem
Tetris is known for, along with six variations of gameplay that take place in
six unique worlds. Tetris Worlds is now available at retail outlets
nationwide.
"Tetris is the world's most popular electronic game with 88 versions
available and sales in excess of 60 million units," said Jeff Lapin, vice
chairman and COO, THQ. "We are ready to build upon the already astounding
longevity of Tetris by bringing Tetris Worlds to the new generation of
consoles, starting with PlayStation 2."

"Tetris Worlds takes everything fans love about classic Tetris and spices it
up with beautiful 3D graphics," said Henk Rogers, CEO, Blue Planet Software.
"Players will find this version the most compelling and completely addictive
Tetris yet."

New modes include "Cascade Tetris," "Fusion Tetris" and "Hot-Line Tetris."
Players will be able to test their skills in the classic version of Tetris,
or the latest cutting-edge variations of the game. Developed by Blue Planet
Software, Tetris Worlds will also feature multiplayer capabilities allowing
up to four Tetris fans to compete directly against one another to see who can
clear levels the fastest.

Tetris Worlds will also be available for Nintendo GameCube(TM) and Xbox later
this year.

About Tetris
The Tetris franchise has enjoyed 88 different releases on 22 different
systems since 1988. Tetris games have appeared on every major gaming
platform, in hotel rooms, on airline in-flight entertainment systems, as part
of original equipment purchases including desktop PCs and cellular phones,
and more. With more than 60 million units sold worldwide through the life of
the franchise, Tetris remains one of the strongest original game properties
in existence. For more information on Tetris games, please visit
www.tetris.com.

About Blue Planet Software
Blue Planet Software, Inc. is a computer game design and development company
engaged in the creation of first-class intellectual properties targeted at a
mass-market, mainstream audience. A major part of its activity centers around
the long-term strategic management of the Tetris brand, for which it acts as
sole agent. Blue Planet was formed in 1996 and is based in San Francisco.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

Tetris(R); (C) Elorg 1987. Tetris Worlds(TM); (C) Elorg 2001. Cover Painting
and Tetris Worlds Logo by Roger Dean; Cover Painting (C) Roger Dean 2001.
Tetris Worlds Logo (C) The Tetris Company 2001. All Rights Reserved.
Sublicensed to THQ Inc. THQ and the THQ logo are trademarks and/or registered
trademarks of THQ Inc. All rights reserved.

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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SEGA'S VIRTUA FIGHTER 4 TOPS PLAYSTATION 2 CHARTS IN ITS DEBUT WEEK

Latest Title in Hit "Virtua Fighter" Series Catapults to the Top Spot on the
Platform

SAN FRANCISCO - (April 2, 2002) - SEGA(R) of America today announced that its
critically acclaimed fighting game, "Virtua Fighter(tm) 4" for the
PlayStation(R)2 computer entertainment system, was the #1 selling title on
the platform during its first week of sales according to independent retail
data from NPD TRSTS (week ending 3/23). With lightning-fast gameplay action,
breathtaking graphics and all new modes and features, "Virtua Fighter 4," was
recently named the "Best Fighting Game Ever Made," by gaming enthusiast
publication Official U.S. PlayStation Magazine.

Created by legendary video game developer, Yu Suzuki, "Virtua Fighter 4" is
the next generation in SEGA's blockbuster "Virtua Fighter(tm)" series.
Including a new fighting engine built for speed and arcade-perfect graphics,
"Virtua Fighter 4" adds an all new Artificial Intelligence (A.I.) "Training
Mode," which allows players to coach their own computer-controlled character
and challenge it to a match against their friends. Packed with new features,
the game also includes ultra-high polygon character models, totally
customizable fighting styles and new characters Lei Fei and Vanessa Lewis.

"'Virtua Fighter' is one of SEGA's top franchises and bringing it to
PlayStation 2 was a monumental occasion for us," said Peter Moore, president
and COO, SEGA of America. "With our incredible development talent bringing
both our established franchises and new content to all platforms, SEGA is
already a heavyweight publisher in the industry."

"Virtua Fighter 4" for PlayStation 2 is rated "T" for Teen, and is available
now at retailers nationwide for $49.95.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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CAPCOM(R) PRESENTS ONIMUSHA(tm) 2: SAMURAI'S DESTINY
EPIC SEQUEL BOASTS TECHNICAL ACHIEVEMENT AND INCARNATES LEGENDARY ACTOR

One million units shipped within two weeks of its debut in Japan

SUNNYVALE, Calif. * April 3, 2002 * Capcom Entertainment today announced an
August 27 launch for Onimusha 2: Samurai's Destiny, the highly anticipated
sequel to Onimusha: Warlords, for the PlayStation(R)2 computer entertainment
system. Based on this award winning, multi-million selling blockbuster,
Onimusha 2: Samurai's Destiny takes the series to an entirely new level.
Major achievements include more expansive environments to explore, new
character interactions, enhanced swordplay and over twice the volume of
animated movies. In a revolutionary use of talent, Onimusha 2: Samurai's
Destiny "brings-to-life" the late, famous Japanese actor, Yusaku Matsuda
(known for his numerous works including the 1989 film Black Rain) as the main
character and hero, Jubei Yagyu. Onimusha 2 has been a phenomenal success in
Japan, where it shipped one million units within two weeks of its launch.
This exceeds its predecessor, which achieved the same milestone in a two
month span. Onimusha 2: Samurai's Destiny is currently rated 'RP' (rating
pending) by the ESRB (Entertainment Software Review Board).

Onimusha 2 is an epic story that blends magical realism with accurate
historical accounts of 16th century Feudal Japan. It offers the most in-depth
adventure in Capcom's samurai action series. Onimusha 2: Samurai's Destiny
begins 10 years following the events in Onimusha: Warlords, after Nobunaga,
an infamous Japanese warlord, has brutalized a village. Players take the role
of the hero, a young warrior and master of the Yagyu Shinkage sword fighting
style, who seeks revenge against Nobunaga and to uncover his destiny.

"The opening cinematics are even more stunning than the original masterpiece.
The game is so realistic you actually feel panic and fear as Nobunaga and his
henchmen terrorize the village," said Todd Thorson, director of marketing,
Capcom Entertainment. "Onimusha 2 will be a 'must-have' video game for the
Onimusha aficionado and all PlayStation 2 game players. This is the first
time a video game has brought an actor back to life. The late Yusaku Matsuda
was an extremely popular actor and his presence adds a totally unique quality
to Onimusha 2."

To create the vastly unique and immense world of Onimusha 2, Capcom employed
the talents of Mr. Keita Amemiya, a famous Japanese character designer,
director and illustrator to perpetuate further creativity and to bring a
fresh perspective to an already detailed universe. In addition to his
creative talents, a host of other professionals in various forms of
entertainment added their expertise to the project including those in
writing, directing, character movement, special effects and motion capture.

Onimusha 2: Samurai's Destiny boasts the following features:
*       Explore new and diverse environments - Outside the castle walls
players will travel around the Town of Imasho, a lively old gold rush town,
the Sacred Place of the Oni Clan over run with demons, as well as foggy
canyons, hidden forests, a gold mine, caves and more.
*       Players can simply execute a new set of sword moves called 'Ohgi' or
'esoteric fighting' to execute devastating combos using a simplistic control
scheme.
*       Onimusha 2 will feature twice the amount of CG story line movies.
Capcom has employed the talents of live-action movie actors to add facial and
movement realism as well as an actual stage director to ensure overall
realism and continuity.
*       Revolutionary character interaction - Players can gain access to the
new fighting skills of not only the main character but up to four unique
sub-characters.
*       Features world-renowned music from composer Taro Iwashiro.
*       Epic story blends magical realism with accurate historic accounts
*       The most epic adventure in Capcom's samurai action series.

The original release, Onimusha: Warlords, became the smash hit for the
PlayStation 2 having garnered numerous awards including "Best of Show" by
SIGGRAPH 2000 Computer Animation Festival. Earlier this year, Onimusha:
Warlords was named PlayStation 2 People's Choice Award for "PlayStation 2
Game of the Year" and PlayStation 2 People's Choice Award for "Best
Action/Adventure Game." Onimusha: Warlords won these prestigious awards
through voting conducted on Sony Computer Entertainment America's Web site,
www.scea.com.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The company
is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jyubei Yagyu by (C)Yusaka Matsuda Office Saku. PlayStation and the "PS"
family logo are registered trademarks of Sony Computer Entertainment Inc.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo 64 are trademarks
of Nintendo of America Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders.
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Sammy Entertainment Reveals New Release Date and Top-Secret Prototype Jet
Fighter for Air Combat Game "Lethal Skies" for Sony PlayStation(R) 2

Images Reveal "Black Program" F-25 Experimental Aircraft will be Combat
Ready for May 17th Release

April 5, 2002 -- Sammy Entertainment today announced that its action-charged
air combat game Lethal Skies for Sony Playstation(R) 2 will be released on
May 17, 2002. The company also revealed images of the top-secret F-25
experimental aircraft, an advanced jet fighter with devastating capabilities
and one of several "black program" prototype fighters that players can fly in
the game.

Lethal Skies thrusts players into the role of an elite pilot flying as part
of a "final solution" to save civilization. Taking place in the
not-too-distant future, players fly as part of the World Alliance's Team
Sidewinder, fighting to maintain peace and balance on an Earth devastated by
the effects of global warming. The game combines realistic visuals, including
immense and graphically rich theaters of air and ground battle, with
explosive action and intuitive gameplay. Players can choose among some of the
most advanced fighters in the world, including such air fleet pride vehicles
as F-15s, F-16s and F/A-18s, as well as advanced fighters like the F-25 that
can be unlocked by meeting certain mission criteria during play.

The specifications of the F-25, uncovered as an enemy craft and made public
for the first time, reveal the extent to which these advanced fighters can
affect air superiority in Lethal Skies. The jet has extreme performance
capabilities, including stealth, enhanced maneuverability and evasive
weaponry such as Chaffs and Flares, giving any fleet flying the craft
unprecedented kill ratios.

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.

# # #
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SONY ONLINE ENTERTAINMENT BRINGS BEST-SELLING EVERQUEST(r) BRAND EXCLUSIVELY
TO PLAYSTATION(r)2 COMPUTER ENTERTAINMENT SYSTEM

-EverQuest(r) Online Adventures(tm), the World's Premier Online Only Console
Game, Delivers a Whole New Genre to Console Gaming-

-Sony Online Entertainment Becomes an Official PlayStation 2 Developer-

SAN DIEGO, CA - April 9, 2002 - Sony Online Entertainment (SOE) Inc., a
worldwide leader in massively multiplayer online gaming, announced today that
it will develop and publish EverQuest(r) Online Adventures(tm) for the
PlayStation(r)2 computer entertainment system. In addition, SOE is now an
official PlayStation 2 developer, specializing in massively multiplayer
online games, an entirely new genre for the console player. EverQuest Online
Adventures will be the world's premier online only console game, bringing the
player interaction and community that made the original EverQuest so popular
to a whole new audience of console gamers. The game is scheduled to launch in
the spring of 2003.

"We have seen phenomenal success with the original EverQuest. The look, feel
and functionality of the game provided the foundation on which we built a
truly unique console-focused game," said John Smedley, chief operating
officer, Sony Online Entertainment. "Relying on the many insights we have
gained from EverQuest over the past three years, we strongly believe that
EverQuest Online Adventures has what it takes to be a major success on the
PlayStation 2."

EverQuest Online Adventures is a completely new game, designed to take full
advantage of the PlayStation 2 system's capabilities. But like the original
EverQuest, it will feature intricate character development, continuous player
interaction and a strong sense of community, which is sure to create a
phenomenon that PlayStation 2 gamers have never experienced before. With an
installed base of more than 8.8 million units in the U.S., the PlayStation 2
represents an opportunity to expand the massively multiplayer online
role-playing game onto new platforms, delivering a whole new genre to the
console gamer.

"Quite simply, there is no other console game like this," said Don Vercelli,
vice president of sales and marketing, Sony Online Entertainment. "The
dedicated team at SOE has put in countless hours making sure that no other
game would rival the level of character customization and atmospheric detail
in EverQuest Online Adventures. This is truly a new experience for the
console gamer."

Using the PlayStation 2 system's network adaptor, available in stores this
August, EverQuest Online Adventures will connect seamlessly to the Internet,
directing players to dedicated EverQuest Online Adventures servers. By
connecting directly to dedicated servers, SOE can help to ensure low latency
gameplay and fast connection times. Gamers simply insert the disc and the
world of Norrath is just a few button pushes away. By 2005, Gartner Group
estimates that 18 percent of American households will own an online enabled
game console.
Sony Online Entertainment Inc. (SOE), the online gaming division of Sony
Pictures Digital Entertainment, is a worldwide leader in massively
multiplayer online gaming. Headquartered in San Diego, California, SOE
develops, publishes and distributes entertainment for the PC and online
markets. With more than 12 million registered users, SOE's award-winning
website, The Station(r) (www.station.com <http://www.station.com> ) hosts a
variety of entertaining games and player communities spanning all genres. In
addition to blockbuster hits EverQuest(r) and Jeopardy! Online, SOE has an
array of cutting-edge online games in development such as PlanetSide(tm),
Star Wars* Galaxies(tm) and Sovereign(tm).

# # # #
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ACTIVISION'S WRECKLESS: the Yakuza missions(tm)
delivers HIGH OCTANE FUN to the
PlayStation(R)2 Computer Entertainment System

Santa Monica, CA - April 10, 2002 - Activision, Inc. (Nasdaq: ATVI) is
bringing the high-speed, high jinx of the best-selling WRECKLESS: The Yakuza
Missions(tm) video game series to the PlayStation(R)2 computer entertainment
system. The title, which has remained a top-selling game on the Xbox(tm)
sales charts, takes mission-based driving action to new heights with platform
specific features including free-roaming interactive environments, more cars
to drive, a variety of sub-mission objectives that unlock game-enhancing
cheats and a multiplayer mode for head-to-head action. WRECKLESS: The Yakuza
Missions is not yet rated by the ESRB and is expected to ship this fall.

"The insanely reckless, pulse-pounding fun that made WRECKLESS: The Yakuza
Missions a success on the Xbox will take mission-based driving to new heights
on the PlayStation 2," said Larry Goldberg, executive vice president,
worldwide studios for Activision. "The game delivers an over-the-top action
experience by allowing players to weave through traffic, bust through
barriers, crash into parked cars, break through plate glass windows and even
race up an escalator in a local mall."

WRECKLESS: The Yakuza Missions immerses players in the unpredictable
underworld of Hong Kong by allowing players to choose from two distinct
storylines - either as part of an elite task force assigned to take down the
Hong Kong mafia or as a high-level government agent trying to uncover links
between the mafia and the police. The game lets players take full control of
the action as they pursue Yakuza thugs in 20 hair-raising missions and 20
sub-missions that unlock game enhancing cheats. Gamers choose from 25
different vehicles as they race through a free-roaming interactive city and
maneuver real traffic patterns, tear through parks and drive on sidewalks to
complete their mission.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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BATMAN: DARK TOMORROW HITS PS2 AND XBOX

Seattle, WA - April 24, 2002 -Kemco officially confirms today that Batman:
Dark Tomorrow, initially slated for the Nintendo GameCube, will roar onto to
the PlayStation(R)2 computer entertainment system and The Xbox(TM) video game
system from Microsoft this fall. HotGen Studios Limited is developing the PS2
and Xbox versions, while the GameCube version is being developed internally
by Kemco, as well as other global partners.

Explosions echo throughout the mean streets of Gotham as rival gangs battle
for control of the city. Anarchy reigns supreme with the sudden disappearance
of Police Commissioner James Gordon and the lockdown of Arkham Asylum, home
for the criminally insane. By using all of his skills, both mental and
physical, as well as a variety of gadgets, Batman must stop the gang war,
infiltrate Arkham Asylum and rescue the Commissioner. During this time,
Batman must also piece together clues to discover the mastermind behind these
seemingly unrelated events and stop an evil plan that threatens the fate of
the entire world!

Kemco brings the extensive comic book universe of the Dark Knight Detective
to the next generation of video game platforms with the action adventure game
"Batman: Dark Tomorrow."

"Batman is one of the most popular comic book characters ever created and we
want to bring a title to next generation platforms that does justice to this
legend, said Glenn Halseth Vice President of Sales and Marketing for Kemco.
"Our goal is to create a game with groundbreaking stealth animation elements
that is leaps and bounds above any other Batman title to date."

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.

###
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 The Mark of Kri(TM) Propels Epic Action, Adventure and an Innovative Combat
                   System Onto PlayStation(R)2 This Summer

       Title Offers an Exhilarating Adventure of Discovery and Conflict

FOSTER CITY, Calif., April 30 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the July 30, 2002 release of The Mark of
Kri(TM), exclusively for the PlayStation(R)2 computer entertainment system.
Featuring gorgeous animation sequences with an immersive storyline and a
unique combat system, The Mark of Kri is the first fully internally designed
and developed title by Sony Computer Entertainment America's San Diego
development studio. Through artistically sketched in-game movies that blend
seamlessly into gameplay with highly stylized characters, The Mark of Kri
presents a new vision in merging art, movies, animation and gaming into one
complete package for PlayStation 2. The collaboration of individual team
members' expertise in traditional sketch drawing, the film industry,
animation and game design converge to make this vision a reality for the
leading next generation console.

Set in richly detailed 3D environments, each with its own distinct styles and
themes, Rau, a fierce warrior, must battle the denizens of the dark world to
prevent the invoking of an ancient spell that holds the power to unleash
great evil throughout the land. Along with his loyal and trusted spirit
guide, Kuzo, a large black bird, Rau embarks on an exhilarating journey that
requires a combination of stealth, aggressive-action moves and calculated
planning. Kuzo plays a strategic role in the quest with the ability to scout
ahead to perches for a better view of looming danger, retrieve items and
distract opponents. Grounded in realism and accentuated by captivating music
from Juno Reactor, The Mark of Kri will keep gamers entertained for hours.

"With its unique combat system and intense strategic adventure, The Mark of
Kri really is the 'thinking man's fighting game,'" said Ami Blaire, director,
product marketing, Sony Computer Entertainment America Inc. "We are adding a
truly unique title to the PlayStation 2 library that takes a whole new
approach to adventure and action-fighting gaming never seen before."

The Mark of Kri offers a combat system like no other, in which the player can
attack enemies in all directions while performing fluid animated
combinations. Whether in stealth or combat mode, players use the right analog
stick to "lock-on" to up to nine challengers at a time and can perform
numerous dynamically detailed combinations to defeat increasingly persistent
enemies. Using four powerful weapons, including a broadsword, bow and arrow,
battle axe and the authentic and sacred Taiaha (spear) from New Zealand, Rau
must defeat each enemy before advancing to the next area. Selecting targets
and using the best weapon and tactic for the situation will take precedence
over pure annihilation of the denizens.

Combining the power of PlayStation 2 with the rich talents of a varied
development team, The Mark of Kri denotes the addition of another innovative
and unique title for the catalog.

The independent Entertainment Software Rating Board (ESRB) has rated The Mark
of Kri "M" for Mature. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X38680748

SOURCE  Sony Computer Entertainment America Inc.
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The 3DO Company Partners with Official PlayStation Magazine to Offer High
Heat(TM) Major League Baseball(R) 2003 Roster Update

"Best Baseball Game on the Market" Now Has the Most Up To Date Rosters, Too

REDWOOD CITY, CA (April 15, 2002) - The 3DO Company (Nasdaq: THDO) today
announced it has partnered with Ziff Davis' Official PlayStation Magazine
(OPM) exclusively to offer owners of High Heat(TM) Major League Baseball(R)
2003 for the PlayStation(R)2 computer entertainment system an "Opening Day"
roster update file. The file will be available on the OPM demo disc included
in the August issue of the publication and will provide Major League Baseball
rosters as of April 1, 2002 (Opening Day) - the most accurate 2002 season
rosters of any PlayStation 2 baseball title. The High Heat Major League
Baseball 2003 roster update will also contain a 2002 schedule that consumers
can import into their game as well. Some of the players that have been added
to the game, who you will not find in any other PlayStation 2 baseball game,
include top rookies, key imports, and returning veterans such as:

Mike Rivera, Catcher, Detroit Tigers(TM)
Hank Blalock, Third Base, Texas Rangers(TM)
Kazuhisa Ishii, Pitcher, Los Angeles Dodgers(TM)
Jon Rauch, Pitcher, Chicago White Sox(TM)
Carlos Baerga, Second Base, Boston Red Sox(TM)
Saturo Komiyama, Pitcher, New York Mets(TM)

"High Heat has always been designed with the baseball fan in mind," said Trip
Hawkins, chairman, and CEO of The 3DO Company. "A key part of making a
baseball game for baseball fans is making sure your rosters are accurate.
This season, despite it's early release, High Heat Major League Baseball 2003
for the PlayStation 2 already had rosters more on target than its
competitors. Now, with this OPM roster update, they're accurate to Opening
Day 2002."

High Heat Major League Baseball 2003 is riding a wave of positive reviews
from leading gaming publications and websites. Additionally, High Heat Major
League Baseball 2002 was just named "best sports game" by the three leading
PC gaming publications and the PlayStation 2 version of the game has been
acknowledged by the majority of gaming publications and websites as the "best
baseball game on the platform." According to Official PlayStation Magazine in
their April 2002 issue review of the game, "High Heat is the best baseball
game on the market. It's for those who pine for an afternoon at Wrigley
during the winter months." GamePro Magazine also piled on the praise,
"...it's hard to imagine Triple Play or even All-Star Baseball coming close
to this performance. If you have the slightest interest in baseball, run -
don't walk - to score a copy of this excellent game."

High Heat 2003 is endorsed by Arizona Diamondbacks(TM) ace, Curt Schilling.
Schilling led the World Champion Diamondbacks with 22 wins and was named
co-MVP of the 2001 World Series(TM). Curt Schilling became a champion in the
fight against ALS in 1992 when he created "Curt's Pitch for ALS." Through the
"Curt's Pitch" program, Schilling donates $1,000 for each win and $100 for
every strikeout. Since the program's inception, Schilling has personally
contributed $177,400 and Curt's Pitch has raised over $1 million for ALS
research and patient care. Schilling was awarded this year's Roberto Clemente
Award given annually to the player who combines outstanding skills on the
baseball field with dedicated work in the community. A portion of the
proceeds from sales of each High Heat Major League Baseball 2003 game will be
donated to "Curt's Pitch for ALS."

The features of High Heat Major League Baseball 2003 for the PlayStation 2
system include:

E New Graphics Engine: Ultra-realistic, smoother animations, lifelike
lighting, dynamic camerawork, exceptional special effects, player model
differentials, and extremely realistic stadiums.
E New Game Modes: Create-A-Player, Player Editor, Home Run Derby(TM), Fantasy
Draft, Play-offs, Batting Practice, and the 3DO original creation "TWO ON TWO
SHOWDOWN(TM)."
E Realistic Ballpark Sound: Intelligent crowd sounds featuring 3DO's
Interactive Crowd Excitement System (crowds react to great plays by the home
team, boo stall tactics by the visitors, etc.), dynamic two-man booth
featuring Dave O'Brien of the Florida Marlins(TM) and color man Chuck
Valenches of the Pittsburgh Pirates(TM) minor league organization, and
stadium announcer Roy Steele of the Oakland Athletics(TM).
E Analog Control: Full 360-degree range of motion for fielding, pitching, and
batting.
E Tuning Menu: Users can customize many game settings to their personal
liking. Elements such as base runner speed, pitch speed, computer-hitting
skill, etc. can all be adjusted.
E Loadable Custom Rosters: Users can save modified rosters from a season and
use them later in exhibition play, trade them with friends, or start a new
season with them.
E Extra 'Free Agent' Players: Extra player pool composed of unsigned players
allows for roster flexibility and injured player replacement.
E Injuries: High Heat features everything from little nagging injuries to the
season-ending kind. Injuries are a part of baseball, so they're a part of
High Heat.
E Unsurpassed Pitcher and Batter Artificial Intelligence: Batters work the
count and take you deep if you make a mistake, and pitchers nibble at the
corners, keeping your hitters off-balance with a mixture of speeds and
locations.

High Heat Major League Baseball 2003 is also available for the Game Boy(R)
Advance and the PC.

More information about The 3DO Company and 3DO's products can be found on the
Internet at www.3do.com.

###

This release contains forward-looking statements, which are subject to risks
and uncertainties. Potential risks and uncertainties include, without
limitation, the Company's ability to complete the development and release the
referenced title as currently planned, and the consequences of competitive
factors in the marketplace. Further information on potential factors which
could affect these forward looking statements and the Company's financial
results are included in the Company's filings with the Securities and
Exchange Commission, including the Company's Annual Report on Form 10-K for
the Fiscal year ended March 31, 2001 and the Company's Reports on Form 10-Q
for the Fiscal quarters ended September 30, 2001 and December 31, 2001. The
Company expressly disclaims the obligation to update any forward-looking
statements to reflect events or circumstances after the date hereof.
3DO, High Heat, Two On Two Showdown, and their respective logos, are
trademarks or registered trademarks of The 3DO Company in the U.S. and other
countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
(TM), (R) and Game Boy Advance is a trademark of Nintendo.
Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. You can reach MLB on the web at
MLB.com.
(C)MLBPA Official Licensee - Major League Baseball Players Association. Visit
the Players Choice on the Web at www.bigleaguers.com.
All other trademarks belong to their respective owners.
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Sammy Entertainment Announces the Launch of its Web Site for Lethal Skies,
the Action-Charged Air Combat Game Releasing May 17th for Sony PlayStation(R)
2

May 3, 2002 -- Sammy Entertainment today announced that the Web site for
Lethal Skies, coming to Sony PlayStation(R) 2 on May 17, 2002, has gone live.
The site, located at http://www.sammy-zone.com/ls/index.html, showcases the
game's stunning graphics through movies and dozens of screenshots and reveals
the immersive storyline driving this action-packed air combat game.

Visitors to the site get a first-hand look at the game with updated exclusive
content and access to mission briefings and game play tactics. The site even
includes secrets and strategies, gives tips on weapons management and craft
selection and provides a craft-by-craft breakdown that shows the squadron of
jets flown in the game with detailed specifications.

The story sets the stage for the action in Lethal Skies. Global warming
threatens life on Earth. Frozen regions of Siberia have melted, submerging
entire countries. As part of an elite group of pilots assembled by the World
Alliance, players embark on a mission to take out the World Order
Reorganization Front, an organization that exploits natural disasters for its
own benefits. Pilots choose from among some of the most advanced jet fighters
in the world, as well as futuristic craft that can be unlocked through game
play, to take on fighters, bombers, attack helicopters, tanks...just about
every form of weaponry under the skies.

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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          PlayStation(R)2 Worldwide Shipments Reach 30 Million Units

Sony Computer Entertainment Further Extends Its Global Lead With New
Milestone

FOSTER CITY, Calif., May 9 /PRNewswire/ -- Sony Computer Entertainment Inc.,
the Tokyo-based parent company of its North American division Sony Computer
Entertainment America Inc., announced that as of May 5, 2002, cumulative
worldwide shipments of its PlayStation(R)2 computer entertainment system
reached 30 million units.  The following is the breakdown:

    Worldwide PlayStation 2 Shipments by Region, as of May 5, 2002

    -- North America
       (Sony Computer Entertainment America Inc.)      11.3 million units
    -- Japan/Asia
       (Sony Computer Entertainment Japan)             9.9 million units
    -- Europe/PAL
       (Sony Computer Entertainment Europe Limited)    8.8 million units

    (Photo:  http://www.newscom.com/cgi-bin/prnh/20000510/SFW104-a )

The current PlayStation 2 shipments have reached unparalleled levels in North
America and abroad, further widening the gap between the competition.
International demand for PlayStation 2 has been unwavering since its launch,
with sales significantly spiking even as competitive consoles entered the
market.  Due to the accelerated growth of the PlayStation 2 business, the
company clearly has solidified its leadership position for the foreseeable
future.

"PlayStation has delivered on its entertainment promise to consumers, and, in
turn, our growing loyal fan base continues to propel the platform to
unprecedented heights," said Kaz Hirai, president and chief operating
officer, Sony Computer Entertainment America Inc.  "Even after a pivotal year
for the gaming industry in 2001, we remain confident about our opportunities
for continued growth.  As an illustration of the demand for PlayStation 2, we
announced in February 2002 that the company had shipped 26 million units
worldwide.  Now, as of May 5, 2002, just three months later, we have shipped
30 million units worldwide."

The company is preparing to announce some new business developments
-- hardware, software and broadband related -- at the industry's annual
tradeshow, Electronic Entertainment Expo (E3), May 22-24, 2002, in Los
Angeles.


About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif.  Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com

                     Tell Us What You Think -- Click Here
               http://tbutton.prnewswire.com/prn/11690X30198841

SOURCE  Sony Computer Entertainment Inc.
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TDK MEDIACTIVE'S PRYZM(TM): THE DARK UNICORN(TM) GOES GOLD

High Fantasy PlayStation(R)2 Title Breaks Price Barrier

CALABASAS, Calif. - May 10, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
its original fantasy title for the PlayStation(R)2 computer entertainment
system, PRYZM Chapter One: The Dark Unicorn has gone Gold, the game industry
term for being completed and ready for production, and will ship June 11th to
retail outlets nationwide at the breakthrough suggested launch price of
$19.99 MSRP. Not only have the evil forces of high game prices brought
darkness and strife to the lands - they have also twisted and corrupted the
inhabitants into malignant shades of their former selves, summoning renters
instead of buyers. But have no fear, PRYZM is here!

"In PRYZM, violence is a means to an end," said Vincent Bitetti, chief
executive officer of TDK Mediactive. "The end result of all the raging
battles and spectacular special effects is to heal a fantasy world where evil
has corrupted the bodies and souls of all its inhabitants. It is a truly
unique concept in gaming, being introduced on the PlayStation 2 at an impulse
price point, intended to get PRYZM into the hands of gamers everywhere for
the cost of but a few rentals."

Developed by DICE Canada, PRYZM is a high fantasy, good vs. evil action
adventure tale delivered on a grand scale, complete with an atmospheric music
soundtrack. The battle is set to begin in North America on June 11th, with
the release of this epic saga. E3 demonstrations of PRYZM will be nonstop at
TDK Mediactive's booth (South Hall, #1446) May 22, 23 and 24. Rated "T" for
Teen by the Entertainment Software Ratings Board, the game contains violent
content not suitable for children.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

PRYZM TM & (C) TDK Mediactive, Inc. All characters and related indicia are
trademarks of and copyrighted by TDK Mediactive, Inc. PRYZM Chapter One: The
Dark Unicorn TM & (C) 2002 TDK Mediactive, Inc. All Rights Reserved.
Developed by CE Digital Illusions Canada, Inc. Tools & Technology (C) CE
Digital Illusions Canada, Inc.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.
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    Sony Computer Entertainment America Expands the Market With Aggressive
                            New Pricing Structure

   Consumer Demand Expected to Explode as PlayStation 2 to Retail for $199;
                             PS one Priced at $49

FOSTER CITY, Calif., May 14 /PRNewswire/ -- Pursuing its long-term vision of
making computer entertainment accessible to mass-market audiences, Sony
Computer Entertainment America Inc. announced that effective immediately, its
leading PlayStation(R)2 computer entertainment system will be available to
consumers for $199, making it only two thirds of its original $299 suggested
retail price (SRP). As the company recently achieved cumulative worldwide
shipments of 30 million units and with a greatly enhanced value proposition,
it is well positioned to drive consumer interest in PlayStation 2 to
unforeseen levels.

In addition to the new PlayStation 2 price, the company also announced a new
price for the PS one console of $49 SRP, a reduction of 50 percent. The
combined sales of PlayStation and PS one now total more than 30 million units
in North America alone, with a PlayStation or PS one console in one out of
every three U.S. households.

Following is the pricing breakdown by platform (suggested retail pricing):

    PLAYSTATION 2                                Original Price   New Price
     PlayStation 2 computer entertainment system           $299        $199
     Memory Card (8MB) (for PlayStation(R)2)               $ 34        $ 24
     DUALSHOCK(TM)2 Analog Controller                      $ 34        $ 24

    PLAYSTATION                                  Original Price   New Price
     PS one(TM) console                                    $ 99        $ 49
     PS one Combo (console/LCD screen)                     $199        $149
     DUALSHOCK Analog Controller                           $ 29        $ 19

"The $199 price point for PlayStation 2 has always been part of Sony Computer
Entertainment America's strategy to bring the world's leading computer
entertainment system to the broadest audience," said Kaz Hirai, president and
chief operating officer, Sony Computer Entertainment America Inc. "As we
currently stand, our company has shipped more than 30 million PlayStation 2
units, and 90 million PlayStation/PS one consoles worldwide. With the
popularity of the PlayStation brand breaking all industry expectations, Sony
Computer Entertainment has been able to grow the computer entertainment
category as a whole representing tremendous opportunities for our partners
and ultimately, for the consumer."

PlayStation already enjoys a diverse spectrum of fans and offers game titles
in all genres, and the company expects the hardware price reductions to
further expand the appeal of its popular systems, exponentially growing the
software business. In addition to the more than 250 PlayStation 2 titles
available for the system today, the product offers the broadest software
catalog ever created, including the capability of playing more than 1,000
PlayStation titles currently on the market, the common link between the two
platforms.

Company executives also indicate that the new price point for the PlayStation
2 and PS one consoles, coupled with the sustained demand for PlayStation
products overall, will drive strong years for the industry.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

                     Tell Us What You Think -- Click Here
               http://tbutton.prnewswire.com/prn/11690X38678326

SOURCE  Sony Computer Entertainment America Inc.
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INFOGRAMES' TRANSWORLD SURF FOR PLAYSTATION 2 SHREDS ONTO STORE SHELVES THIS
WEEK

The Most Authentic Pro Surfing Video Game Now Available In Stores

LOS ANGELES - May 14, 2002 - Schralp! Infogrames, Inc. (Nasdaq: IFGM), a
leading global publisher of interactive entertainment software, is launching
the genre-defining action sports game, TransWorld Surf(TM), onto the
PlayStation(R)2 computer entertainment system this week. Falling under the
newly reinvented Atari brand, TransWorld Surf boasts a PlayStation 2
exclusive new location, Todos Santos, a new multiplayer gameplay mode and
pick-up-and-play controls for immediate surfing fun.

"TransWorld Surf immerses gamers in the most realistic surfing experience
available on PlayStation 2," said Jean-Philippe Agati, senior vice president
and general manager of Infogrames' Los Angeles studio. "Featuring enhanced
character models and animations, awesome water textures and wave physics,
added gameplay features and living, breathing environments, TransWorld Surf
will mesmerize gamers for hours on end!"

TransWorld Surf allows players to experience what it's like to boost 12 feet
out or get shacked at G-Land. All of the super-sick moves that made pros like
Taj Burrows, Andy Irons and Shane Dorian famous -- including massive airs,
blazing tailslides and hundreds of other mind-numbing tricks -- can be pulled
off the most realistic 3D water on any system across more than 20 of the
world's sweetest breaks.

Players will assume the identity of one of 13 top-ranked real world surfers
to compete in a ten-city tour sponsored by TransWorld Surf magazine.
Locations include Pipeline (Hawaii), Teahupoo (Tahiti), Kirra Point
(Australia) and the all new PlayStation 2 exclusive location, Todos Santos
(Mexico), renowned for its giant and incredibly choppy waves. At each
location, surfers must successfully complete a basic photo shoot before
moving on to the competition. They will also face goal challenges such as
completing trick combinations or freeing trapped dolphins from fishing nets.

TransWorld Surf features seven unique gameplay modes, including single-player
ProTour, Freesurf and Single Session modes, as well as two person multiplayer
Freesurf, Competition, King of the Wave and the all new PlayStation 2
exclusive Shark Attack Tag mode. Shark Attack Tag plays like "tag" on the
ocean -- the ultimate goal is to avoid being "it" longer than the other
surfers. The game starts when all surfers pull their first trick. The scores
for that trick are compared, and the surfer with the lowest score wipes out
and becomes the "shark." At the end of the event, the surfer with the least
amount of time as the shark wins.

In all gameplay modes, players interact with other surfers, animals and
objects including porpoises, bodyboarders, boats and more. TransWorld Surf
also features the Karma Meter, which tracks whether players interact with
objects and people politely, leading to good karma, or rudely, leading to bad
karma. Keeping the meter high in the "Good Karma" area will lead to a better
ride - other surfers will keep clear of the player's path and the sharks in
the surf will not attack.

TransWorld Surf carries the TransWorld Media stamp of approval, reflecting
the game's authenticity to the surf lifestyle and culture. Featuring surfing
lifestyle videos, 50 industry sponsors, including Hurley, Volcom, Billabong
and Nixon and a sick pumping soundtrack with more than 50 kicking tracks,
TransWorld Surf is the most authentic pro surf game available.

Developed by the talented minds -- and hardcore surfers -- at the San
Diego-based Angel Studios, TransWorld Surf features the most groundbreaking
water technology ever seen in a video game including advanced wave physics
and hyper-realistic water textures. Currently available for Xbox, Transworld
Surf for PlayStation 2 shipped to most major retail stores this week with an
estimated retail price of $49.95 and an ESRB rating of 'T' for Teens.

About TransWorld Media
TransWorld Media, a division of Time4 Media (TM) based in Oceanside, CA, is a
leading publisher of young men's special interest publications reaching more
than 4.5 million Generation Y males. Properties include TransWorld
Snowboarding, TransWorld Snowboarding Business, Freeze, TransWorld
SKATEboarding, Skateboarding Business, TransWorld SURF, TransWorld SURF
Business, TransWorld STANCE, TransWorld Motocross, Ride BMX, TransWorld BMX
and BMX Business. Time4 Media is a subsidiary of Time Inc., which is a wholly
owned subsidiary of AOL Time Warner Inc.(NYSE: AOL).

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization, Backyard SportsO,
Deer Hunter, DriverO, RollerCoaster Tycoon, and Test Drive, and key licenses
including Warner Bros. Looney TunesO, Nickelodeon's Blue's Clues, Dragon Ball
Z, Mission Impossible, Terminator, Harley-Davidson, Major League Baseball,
and the National Football League, among many others. The Company's Humongous
Entertainment and MacSoft labels are leaders in children's and Macintosh
entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy, TONKA, and
Atari, which are published and distributed in the U.S. by Infogrames, Inc.
For more information, visit the Company's Web site at www.infogrames.com.

# # #
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   Sly Cooper and the Thievius Raccoonus(TM) Broadens the Action-Adventure
            Platform Game Experience While Stealing Gamers' Hearts

 Toon-Shaded, Action-Platform Game Developed Exclusively for PlayStation(R)2
                      Features Cool, Hip, 'Sly' Raccoon

LOS ANGELES, May 15 /PRNewswire/ -- Sony Computer Entertainment America Inc.
announced today the September 2002 release of Sly Cooper and the Thievius
Raccoonus(TM), created exclusively for the PlayStation(R)2 computer
entertainment system. Developed by Seattle-based developer, Sucker Punch, Sly
Cooper and the Thievius Raccoonus takes action-adventure platform gaming to
new heights on PlayStation 2, showcasing a conceptually new type of
character, extraordinary character designs and animations with toon-shading
technology, innovative gameplay and spectacular graphics.

"We are thrilled to have Sly Cooper and the Thievius Raccoonus as part of
this year's premier PlayStation 2 lineup," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America Inc. "Sucker Punch has
implemented some remarkable details into this amazing game. When Sly Cooper
and the Thievius Raccoonus hits store shelves this fall, consumers will
experience one of the most innovative and fun action-adventure games ever."

Sly Cooper was born into the world's greatest thieving family. On his eighth
birthday, Sly is presented with the "Thievius Raccoonus," an ancient thieving
instruction guide passed down through his family for generations. Later that
evening, a gang of ruthless villains break into his harmonious home to steal
the valuable heirloom. As Sly watches in terror, the intruders overpower his
father and split the "Thievius Raccoonus" into pieces, which they divide
between themselves.

Ten years later, Sly is out to steal the "Thievius Raccoonus" back and
reclaim what is rightfully his. He enlists the help of his gadget genius pal,
Bentley, and his big eager friend Murray, and the trio embark on a quest to
help Sly prove he is the world's greatest thief and to restore honor to his
family's name.

Sly Cooper and the Thievius Raccoonus blends realistic physics in richly
detailed, toon-shaded worlds. As one of the world's greatest thieves, gamers
will enjoy smooth, seamless gameplay and animations. Gamers can choose from a
variety of gameplay options including stealth, platform, vehicle, boss and
mini-games. Stealth and smarts are required as you sneak through the day and
night ... rooftop chases, narrow escapes, dodging security guards and
ninja-like jumping ... through windows, doors and across buildings. The
adventure takes place across numerous worlds with diverse landscapes and
environments, with mini-games, hideouts and vehicles all waiting to be
experienced by gamers.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Sly Cooper and the Thievius Raccoonus. For more information about the ESRB
visit www.esrb.org.

About Sucker Punch
Sucker Punch Productions designs innovative games that feature the best in
character design, gameplay and technology for the PlayStation 2 computer
entertainment system. Sucker Punch's first title was the critically
acclaimed, Rocket: Robot on Wheels. Since releasing Rocket, the Sucker Punch
team has been committed to the development of a new title for PlayStation 2:
Sly Cooper and the Thievius Raccoonus. Additional information can be found on
the company's Web site at www.suckerpunch.com.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.scea.com.

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X04457181

SOURCE  Sony Computer Entertainment America Inc.
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THQ SHIPS BRITNEY'S DANCE BEAT(TM) FOR PLAYSTATION(R)2

Britney Spears Videogame A True Convergence Product - Mixes Music, Gameplay,
DVD Content For Complete Interactive Entertainment Experience

CALABASAS HILLS, CA,
May 9, 2002 - THQ Inc. (NASDAQ NMS: THQI) today announced that Britney's
Dance Beat(TM) for PlayStation(R)2 is now available at retailers nationwide.
The videogame, being heralded by critics, takes advantage of the multimedia
capabilities of the PlayStation 2 computer entertainment system by placing
Britney Spears music videos in the background of gameplay, and by including
bonus DVD content, unlocked as players progress throughout the game.

"It is so cool that I have my very own videogame," said Britney Spears. "THQ
totally captured my dance moves perfectly. I was blown away by how realistic
everything looks!"

"We are thrilled with how Britney's Dance Beat turned out," stated Britney
Spears Co-Manager Larry Rudolph, Rudolph & Beer, LLC. "Using PlayStation 2 as
a medium to deliver Britney to her fans started out as an experimental way to
reach new markets. But we are now confident that Britney fans and videogame
fans alike will be blown away by this product."

"Britney's Dance Beat, with its amazingly accurate Britney renders,
compelling gameplay and DVD extras, is a new form of entertainment that
blends gaming with music, videos and behind-the-scenes access for fans,"
stated Jeff Lapin, vice chairman and COO, THQ. "These factors, combined with
Britney Spears' tremendous consumer appeal, give Britney's Dance Beat the
potential to expand the entire videogame market."

About Britney's Dance Beat

Players of Britney's Dance Beat for PlayStation 2 will audition to be a
backup dancer on Britney's virtual concert tour by maneuvering one of six
characters through a series of practices and auditions to perfect their dance
moves. Rhythmic pressing of the right buttons to the beat of Britney's hit
songs will unlock exclusive behind-the-scenes video footage and concert
clips. True fans will recognize the authentic choreography and costumes from
Britney music videos and live performances. The game features Britney's
biggest hit songs, including new releases "Overprotected" and "I'm a Slave 4
U," as well as classics "...Baby One More Time," "Oops!...I Did it Again,"
and "Stronger."

Additional DVD content includes 360-degree immersive video in which the
player controls the camera at a Britney Spears concert with the controller,
deciding whether to watch Britney and her dancers on stage, or cheering fans
in the crowd.

A two-player mode allows competition among friends to see who's best at
getting their groove on. Britney's Dance Beat is compatible with most dance
or beat pads for a more active method of learning Britney's dance moves.
Players can watch digital Britney dance on-screen and attempt to match those
authentic dance moves on the dance pad. Britney Spears underwent a cyber-scan
to create the most realistic 3D model possible.

The game is the first to release for a next generation game system under
THQ's worldwide, exclusive agreement with Britney Brands Inc. to publish
games featuring Britney Spears, one of the biggest names in entertainment.
The agreement grants THQ exclusive rights to publish Britney Spears games for
PlayStation 2 through 2005. Britney's Dance Beat for Game Boy Advance is now
widely available and a PC version will ship this June.

For more information on Britney's Dance Beat or other THQ videogames, please
visit www.THQ.com.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices and
those manufactured by Sony Computer Entertainment America Inc., Microsoft and
Nintendo. The THQ website is located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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THQ AND VOLITION TO UNVEIL RED FACTION II AT
ELECTRONIC ENTERTAINMENT EXPO

Sequel to Best-Selling, Critically Acclaimed Action Game Features Enhanced
Geo-Mod Engine, New Multiplayer Modes and a Gripping Storyline

CALABASAS HILLS, Calif. - May 13, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced that it will unveil Red Faction(TM) II at the Electronic
Entertainment Expo (E3) in Los Angeles on May 22. Developed exclusively for
the PlayStation(R)2 computer entertainment system by THQ's studio,
Volition(TM), Red Faction II is the sequel to one of the best-selling and
most critically acclaimed original game franchises of 2001. Featuring an
enhanced Geo-Mod(TM) engine that allows players to strategically alter and
destroy the game environment in real-time, Red Faction II builds upon the
experience and technology of the original game with more blistering action,
highly detailed graphics, new multi-player options and an engaging storyline.
Red Faction II is scheduled to release in holiday 2002. The worldwide debut
of the Red Faction II trailer, along with more information on the game, will
be available on www.redfaction2.com beginning the morning of Wednesday, May
15.

"After selling more than one million units of the original Red Faction
worldwide, we are very excited to be delivering a sequel that builds upon the
first game in every possible facet for this holiday season," said Jack
Sorensen, executive vice president of worldwide studios, THQ. "With an
enhanced Geo-Mod engine, a multiple ending storyline and all new weapons of
mass destruction, Red Faction II continues THQ's strategy of building upon
original brands that are developed by our internal studios."

"As players will see at this year's E3, the enhancements we've made to the
Geo-Mod engine and the additional gameplay elements in Red Faction II will
make this one of the most anticipated PlayStation 2 releases of 2002," said
Mike Kulas, president, Volition. "Not only will players be involved in
non-stop action and the ability to completely interact with the game world,
they will also experience a complex storyline that will have them captivated
until the very last scene."

About Red Faction II

Developed by THQ's studio, Volition, Red Faction II is the sequel to one of
the best-selling and most critically acclaimed original game franchises of
2001. Featuring an enhanced Geo-Mod engine that allows players to
strategically alter and destroy the game environment in real-time, Red
Faction II expands and builds upon the experience and technology of the
original game. Players will defend their country as Alias, a demolitions
expert, with the help of five elite squad members, each specialized in their
own means of destruction. Tasked with completing multiple mission objectives
in a number of diverse levels, players will have a number of vehicles and an
arsenal of powerful weapons at their disposal in a rampage to overthrow the
government. Refined graphics, enhanced enemy AI and dynamic environments are
also featured in Red Faction II along with four-player split screen action
including customizable computer opponents.

About Volition

Located in Champaign, Illinois, Volition is one of THQ's premier internal
game development studios responsible for high-end creations on next
generation systems and PC. Its credits include the best-selling Red Faction,
Summoner, the acclaimed Freespace and Freespace 2, as well as the
award-winning Descent and Descent 2 as a part of Parallax Software.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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 Super Bowl XXXVI MVP Tom Brady Signs on as Cover Athlete for 989 Sports(R)'
     NFL GameDay(TM) 2003 for PlayStation(R) and PlayStation(R)2 Computer
                             Entertainment System

          NFL's Newest Superstar Will Grace the Cover of the Latest
            Version of 989 Sports' Heralded NFL GameDay Franchise

FOSTER CITY, Calif., May 16 /PRNewswire/ -- Fresh off leading his team to
victory in Super Bowl XXXVI and winning the coveted crown of Super Bowl MVP,
Sony Computer Entertainment America announced today that quarterback for the
Super Bowl Champion New England Patriots Tom Brady will be the cover athlete
for NFL GameDay(TM) 2003 from the 989 Sports(R) development team. After
bursting onto the sports scene last year while on the NFL's biggest stage,
Tom Brady has quickly established himself as the NFL's newest superstar. The
Pro Bowl quarterback will now bring his winning ways to the PlayStation(R)
and PlayStation(R)2 computer entertainment system with NFL GameDay 2003.

"In a short time Tom Brady has established himself as a true champion and one
of the NFL's most exciting young talents," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America. "His fierce competitive
nature and leadership have made him a winner on the field and his true
dedication to the sport will keep him at the top of his game for many years
to come. We, at 989 Sports are proud to be associated with an engaging
athlete of Tom's caliber as he embodies all of the hard-core football ideals
in NFL GameDay 2003."

In only his second season in the NFL, Tom Brady became the sports world's
success story of the year when he stepped in as the starting quarterback for
the New England Patriots. Taking over in the second game of the 2001 season,
Brady never looked back as he led his team to victory in Super Bowl XXXVI
where he capped off a Pro Bowl season by being named Super Bowl MVP. Making
his winning ways all the more remarkable, 24 year old Tom Brady's victory in
the Super Bowl made him the youngest starting quarterback ever to bring home
the Lombardi trophy.

Scheduled to release in September, NFL GameDay 2003 promises to capture the
power and athleticism of the NFL like no other football simulation before
with ultra realistic gameplay and new high-resolution player models that
recreate the NFL experience in intricate detail and an all-new online mode
that will allow gamers to take on challengers nationwide. Featuring new 60
frame per second gameplay, NFL GameDay 2003 brings unprecedented football
action to life with unmatched responsive control over fluid animations
including 300 new tackles, catches and blocks and over 70 new "break tackle"
animations that make for heart stopping replay action of all 32 NFL teams
including the expansion Houston Texans.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com
                     MAKE YOUR OPINION COUNT - Click Here
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SOURCE  Sony Computer Entertainment America Inc.
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ACTIVISION SET TO DEBUT TENCHU 3: WRATH OF HEAVEN(tm) AT E3

Santa Monica, CA - May 17, 2002 - Attendees of this years E3 will get a
chance to peer inside the secret shroud of the Ninja, when Activision, Inc.'s
(Nasdaq: ATVI) unveils Tenchu 3: Wrath of Heaven(tm) for the PlayStation(R)2
computer entertainment system at its booth #1224 in the South Hall on May 22
- 24.

Tenchu 3: Wrath of Heaven builds on the renowned gameplay of the popular
Tenchu franchise and delivers the most realistic, stealth-based, ninja
action/adventure game ever. The game features impressive new stealth attacks,
an enhanced fighting engine, new weapons and tools, plus larger levels,
improved character animations, new multiplayer options and a soundtrack from
famed composer Noriyuki Asakura. Tenchu 3: Wrath of Heaven is scheduled for
release in the winter of 2002 and is currently pending a rating by the ESRB.

"Tenchu 3's unique ninja style gameplay delivers an experience that's unlike
any other console game," states Larry Goldberg, executive vice president,
Activision Worldwide Studios. "Strategy and quick reflexes are equally
important as players position their character for the perfect stealth
attack."

Set one year after the events of the original Tenchu game, Tenchu 3: Wrath of
Heaven allows players to reprise their role as Rikimaru or as two other
characters. As in the first two games, players must use cunning and strategy
to prowl rooftops and overcome daunting odds with deadly stealth attacks. As
a Ninja, players will engage in espionage, theft and assassination and
explore specially designed environments that allow multiple solutions to a
given obstacle.

Taking advantage of the PlayStation(R)2 computer entertainment system's
impressive graphical capabilities, Tenchu 3: Wrath of Heaven features 25
death defying missions, detailed lighting and weather effects, and improved
character animations.

Tenchu 3: Wrath of Heaven is the sequel to the ground-breaking Tenchu:
Stealth Assassins which established the stealth-action genre and became a
worldwide hit selling more than 1.5 million copies worldwide. The title
garnered critical acclaim including winning Game Informer magazine's "1998
Action Game of the Year" award and IGN's Top 25 PlayStation titles of all
time.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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SAMMY ENTERTAINMENT'S LETHAL SKIES FOR SONY PLAYSTATION (R) 2 HITS STORE
SHELVES

New Air Combat Game Combines Realism with Fast Action

FOR IMMEDIATE RELEASE

Century City, CA - May 17, 2002 - Japanese game publisher Sammy Entertainment
today announced that Lethal Skies Elite Pilot: Team SW for Sony
PlayStation(R) 2 is available at retail outlets nationwide starting today. An
aerial combat game driven by explosive action and a unique storyline, this
title delivers fast-paced air-to-air and air-to-ground combat with superb
graphics and immense theatres of battle. Lethal Skies is rated E for
Everyone, and has an MSRP of $39.99.

"Lethal Skies combines realism with fast action, giving gamers an experience
fueled with adrenaline," says Mitsuhiro Tanaka, EVP of Sammy Entertainment.
"The game's tremendous visuals, sound and exciting storyline will thrust PS2
owners deeper into the world of Lethal Skies with each mission, immersing
them in their role as an elite pilot fighting to save mankind."

Set in the not-too-distant future on an Earth devastated by the effects of
global warming, Lethal Skies puts players in the role of an elite pilot
flying for an alliance to save civilization. Players choose from among the
most advanced fighter jets in the world, taking flight on numerous air-to-air
and air-to-ground missions that span the globe. Lethal Skies includes
accurately reproduced fighters such as the F-15, F-16, F/A-18 and F-22, as
well as "black program" futuristic prototype jets that can be unlocked
through game play. Pilots are propelled through co-operative and competitive
missions to take on bombers, fighters, attack helicopters and other enemies
in a progressive series of attack and defense scenarios. With stunning 3D
graphics not typically found in flight simulation games, Lethal Skies
delivers a heart-pounding experience.

More information on Lethal Skies is available at the game's Web site at
http://www.sammy-zone.com/ls/index.html. The site showcases the game's
stunning graphics through movies and dozens of screenshots, and even includes
a craft-by-craft breakdown and gives game play tips such as weapons
management and craft selection.

###

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a third party publisher
for such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox_ video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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   SOCOM: U.S. Navy SEALs Allows Players to Command Their Teammates Through
     Revolutionary Voice-Recognition and Online Communication Technology
                             For Playstation(R)2

      Verbal Commands and Audio Responses Available During Gameplay With
                      State-of-the-Art SOCOM USB Headset

LOS ANGELES, May 20 /PRNewswire/ -- Sony Computer Entertainment America Inc.
announced that SOCOM: U.S. Navy SEALs will be the first-ever software title
for the PlayStation(R)2 computer entertainment system released in North
America to support voice-recognition technology through the use of the SOCOM
USB headset. Developed by Logitech, the SOCOM USB headset allows players to
verbally communicate with both artificial intelligence (A.I.) and fellow
human teammates through single-player and online modes of SOCOM: U.S. Navy
SEALs. Available in August 2002, the SOCOM USB headset will be bundled with
SOCOM: U.S. Navy SEALs at a retail price of $59.99.

In SOCOM: U.S. Navy SEALs, teamwork and stealth are crucial elements of the
gameplay. As the team commander, players must instruct their team on a
mission, either through voice-recognition technology via the SOCOM USB
headset or by selecting the appropriate commands through the on-screen TCM
(Team Command Menu). Utilizing the SOCOM USB headset in single-player mode,
players can actualize the mission with their SEAL team through an
authoritative list of commands that control the A.I. teammates who respond
and follow orders appropriately. In the online mode, the SOCOM USB headset
will allow gamers to communicate directly with other players nationwide,
allowing them to coordinate detailed tactics and work more effectively as a
team. In addition, sub-channels are available so that you can split up your
online team into offensive and defensive groups.

"SOCOM provides players with an exclusive, in-depth education on the U.S.
Navy SEALS through game design, mission objectives and military strategy
developed in association with the U.S. Naval Special Warfare," said Ami
Blaire, director, product marketing, Sony Computer Entertainment Inc. "With
the availability of the first-ever PlayStation 2 USB headset for both single-
player and online modes, players will experience an unprecedented immersive
gameplay experience that raises the bar for future titles."

About the SOCOM USB headset
Developed by Logitech, the SOCOM USB headset allow players to communicate
with teammates and artificial intelligence while being kept informed on the
tactical situation from each team member and SOCOM (Special Operations
COMmand). While commanding via the SOCOM USB headset, there are three
directives that the player must follow: WHO, WHAT and either WHERE or HOW.
Based on these directives, the player can issue Movement or Tactical commands
based on the situation-at-hand.

SOCOM USB headset specifications:

 Height:   7.5 inches
 Width:    5.5 inches
 Depth:    2.75 inches
 Weight:   .75 pounds

For more information regarding the United States Navy SEALs visit
www.seal.navy.mil and www.swcc.navy.mil

The independent Entertainment Software Rating Board (ESRB) has rated
SOCOM: U.S. Navy SEALs "M" for Mature. For more information about the ESRB
visit www.esrb.org.

About Sony Computer Entertainment America
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com .

                    MAKE YOUR OPINION COUNT -  Click Here
               http://tbutton.prnewswire.com/prn/11690X39392726

SOURCE  Sony Computer Entertainment America Inc.
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ANALOG DEVICES' SOUNDMAX (TM) SPX REVS UP INFOGRAMES/PITBULL SYNDICATE'S
TEST DRIVE FOR Playstation 2

Santa Clara, CA (May 30, 2002) - Analog Devices, Inc. today announced that
its advanced audio rendering technology, SoundMAX(R) SPX, has been
incorporated into Infogrames' recently released PlayStation 2 game Test
Drive. SoundMAX SPX's "animated audio" - interactive, event-driven sounds
that respond to game physics, environmental variables and user input - allows
for hyper-realistic audio as the player races across tracks from around the
globe in a wide range of high-powered cars.

With more than three million copies sold worldwide, the award-winning Test
Drive series provides an auto racing experience for every type of racer.
Developed by Pitbull Syndicate, Test Drive for PlayStation 2 will have the
most true-to-life engine sounds and audio available.

"SoundMAX's audio rendering technology allows players to differentiate
between the Turbo charger on a V6 engine and the deep bass boar of a big
block V8," said Jean-Philippe Agati, senior vice president and general
manager of Infogrames' Los Angeles studio. "SoundMAX SPX complements our
state-of-the-art graphics with the most amazingly realistic sounds
imaginable."

"When we set out to create Test Drive we envisioned a game that would be so
realistic that gamers would feel like the race was taking place all around
them," said Scott Snyder, director of audio at Infogrames. "SoundMAX SPX was
the best solution to create an amazingly realistic and heart-pounding audio
experience. Once you hear the sounds from Test Drive, all other racing games
will seem like a soap-box derby."

"We are very pleased to be able to bring our audio rendering solution to
Infogrames and Pitbull, providing uniquely interactive sounds that contribute
significantly to game play for the Test Drive series," said Beth Doherty,
director of business development, Analog Devices. "With the addition of
SoundMAX SPX, this title sets a new standard for audio sound effects in
racing titles."

Test Drive for PlayStation 2 allows gamers to pit power versus legendary
performance in high-impact street racing mayhem. Gamers rocket through
crowded cities, with opponents and the law on their tail, in the ultimate
test of man and machine. The game features 20 of the hottest licensed exotic
sports cars and all-American muscle cars, four stunningly realistic and
highly-detailed real-world cities, and fully interactive environments with
cross-traffic, reactive pedestrians, gravity-defying jumps, and smashable
street-side objects. Racers will also experience a realistic physics model
tuned for a fun and exciting racing experience, a new interactive and
immersive back story for a tight and compelling game, and real licensed music
on the new Test Drive radio.

About Infogrames and The Pitbull Syndicate
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(r), Backyard Sport(tm), Deer Hunter(r), Driver(tm),
RollerCoaster Tycoon(r), and Test Drive(r), and key licenses including Warner
Bros. Looney Tunes(tm), Nickelodeon's Blue's Clues(r), Dragon Ball Z(r),
Unreal(r), Mission Impossible(r), Terminator(r), Harley-Davidson(r), Major
League Baseball(r), and the National Football League(r), among many others.
The Company's Humongous Entertainment and MacSoft labels are leaders in
children's and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including its line of
software based on well-known licenses such as MONOPOLY, Jeopardy(r), TONKA,
and Atari(r), which are published and distributed in the U.S. by Infogrames,
Inc. For more information, visit the Company's Web site at
www.infogrames.com.

Based in the United Kingdom, The Pitbull Syndicate, a wholly owned subsidiary
of Infogrames, is known for developing Demolition Racer(tm) and the highly
successful Test Drive 4, Test Drive 5 and Test Drive 6 games. For more
information on The Pitbull Syndicate, visit www.pitbull.co.uk.

About SoundMAX SPX
SoundMAX SPX is a cross-platform audio rendering solution that provides
highly realistic interactive audio for game titles. Based on both physical
and event modeling technologies, SoundMAX SPX alleviates the repetitive
nature of sound-effects processing by using advanced audio rendering and
manipulation techniques. This results in more organic sound effects that
reflect user input in real time. Developed and supported by Analog Devices'
Audio Rendering Technology Center, SoundMAX SPX allows game title developers
to easily create, deliver and control high-quality sounds with an unmatched
level of interactivity.

About Analog Devices
Analog Devices is a leading manufacturer of precision high-performance
integrated circuits used in analog and digital signal processing
applications. The company is headquartered in Norwood, Massachusetts, and
employs approximately 8,800 people worldwide. It has manufacturing facilities
in Massachusetts, California, North Carolina, Ireland, the Philippines,
Taiwan and the United Kingdom. Analog Devices' stock is listed on the New
York Stock Exchange and the company is included in the S&P 500 Index.
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CAPCOM's multi-million selling blockbuster titles
onimusha Warlord and resident evil code: veronica X
Move to Playstation2 Greatest Hits Series

SUNNYVALE, Calif. * June 6, 2002 - Capcom* Entertainment, a leading worldwide
developer and publisher of video games, today announced its multi-million
selling blockbuster titles, Onimusha*: Warlords and Resident Evil* Code:
Veronica X, are awarded inclusion into Sony Computer Entertainment America's
Greatest Hits program for the PlayStation*2 computer entertainment system.
The award-winning Onimusha: Warlords is an epic saga of 16th century Japan.
Inspired by the battle scenes of famed Japanese director Akira Kurosawa, the
game takes place in a time when warlords launch attacks against one another
and fight battles in the name of power. Resident Evil Code: Veronica X, marks
the continuation of the multi-million dollar Resident Evil franchise. The
game demonstrates tremendous technical achievements through advanced
character rendering that allow for life-like interpersonal relationships.
Onimusha: Warlords shipped in May and Resident Evil Code: Veronica X is
scheduled to release in August. Both products will sell at the suggested
retail price of $19.95.

Onimusha: Warlords takes place in a world of darkness and magic, when power
hungry warlords battle for control of Feudal Japan. One brave Samurai,
Samanosuke, boldly volunteers to rescue the kidnapped Princess Yuki, but even
Samanosuke does not realize the desperation of this mission. An entire legion
of demon warriors stands between him and his mission to free the princess.
Onimusha: Warlords delivers the advanced graphics, state-of-the-art
technology and incredible gameplay. It was honored with the distinction of
being named "Best of Show" at the SIGGRAPH 2000 Computer Animation Festival
for the five minute opening animated movie.

Onimusha: Warlords includes the following features:
*       Finely detailed character graphics rendered at an average of 10,000
polygons per character
*       Realistic emotion and character animation - Special emphasis on
facial animation brings characters to life.
*       Story written by Flagship - Subsidiary of Capcom responsible for
script writing, famous for their work in Resident Evil 2.
*       Dramatic storyline - Blends actual Japanese history with fictional
and non-fictional characters
*       Famous Japanese actor Takeshi Kaneshiro joins the project - He is
the face and the Japanese voice of the main character. Kaneshiro also lent
his talents in designing a few boss characters.
*       Unique weapon system - Players obtain gems that add various effects
such as fire, thunder and wind to the selected weapon.
*       Background Animation Technology - Innovative special effects that
allows players to see the wind rippling through tree branches and the
character's clothing. True to life light-sourcing and shadow design add an
eerie realism to overall game design.
*       Highly detailed 3D rendered backgrounds with dynamic camera angles -
Beginning at sunset, players will be enveloped in stunningly detailed
lighting effects that are a part of the intricate background design.
*       An award-wining opening movie sequence.

Designed by award-winning Capcom Executive Producer Shinji Mikami, Resident
Evil Code: Veronica X is the most visually stunning chapter of the Resident
Evil series and is an enhanced version of the chart-topping Sega
Dreamcast(tm) blockbuster, Resident Evil Code: Veronica. The game begins as
Claire Redfield leaves Raccoon City for Europe, headquarters of Umbrella
Corporation, in search of her brother Chris and to solve the mystery
surrounding Umbrella Corporation's secret activities. In her search, she is
captured and sent to an isolated prison on a desolate Island. Resident Evil
Code: Veronica X focuses on battles between Chris and the enigmatic
character, Wesker, and sheds new insight into the ominous Resident Evil story
line. Players will be reacquainted with Chris Redfield's iron will and
munitions expertise to seek the truth behind the dreaded Umbrella biotoxins.

Resident Evil Code: Veronica X includes the following features:
*       Advanced character rendering allows for life-like interpersonal
relationships.
*       Dynamic lighting effects, such as the subtle, flickering glow from a
lighter, a swinging light, or the "muzzle flash" from a gun.
*       Environmental effects such as thunder, lightening, rain, steam, and
fog bring the world alive as players explore and uncover the dramatic plot.
*       Players will control Claire at the beginning of the game and later
control Chris Redfield in their efforts to stop Umbrella's devious plans.
*       Real World System (R.W.S.) - Now when Claire opens doors, solves
puzzles, stores items or ammunition, they remain in the same spot when
playing the second half of the game as Chris.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation game console,
PlayStation 2 computer entertainment system, Nintendo GameCube, and Xbox*
game consoles, Game Boy Advance and Game Boy Color video game systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The company
is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jyubei Yagyu by (C)Yusaka Matsuda Office Saku. PlayStation and the "PS"
family logo are registered trademarks of Sony Computer Entertainment Inc.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo 64 are trademarks
of Nintendo of America Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders.
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HALEY JOEL OSMENT LEADS ALL-STAR VOICE CAST FOR SQUARE AND DISNEY'S
"KINGDOM HEARTS"

An Amazing New Adventure From The Creators of FINAL FANTASY(R)

LOS ANGELES, Calif., May 14, 2002 - Square Co., Ltd., (Square) and Disney
Interactive today announced the all-star voice cast for KINGDOM HEARTS, the
3D action role-playing game for the PlayStation&reg2 computer entertainment
system. The player will assume the role of the lead character, Sora, voiced
by Haley Joel Osment ("The Sixth Sense," "A.I. Artificial Intelligence").
Osment will lead an all-star voice cast, which includes David Gallagher
("Seventh Heaven") as Riku and Hayden Panettiere ("Ally McBeal," "Remember
the Titans") as Kairi. KINGDOM HEARTS will also feature the voice talents of
Sean Astin ("The Lord of the Rings," "Rudy"), Lance Bass (member of *NSYNC),
David Boreanaz ("Angel," "Valentine"), Mandy Moore ("A Walk to Remember,"
"The Princess Diaries") and Christy Romano ("Even Stevens," "Kim Possible").
In addition, many of the original film star voice actors are reprising their
role for this project.

KINGDOM HEARTS is the first project between Square and Disney Interactive,
combining classic Disney characters and worlds with newly introduced
characters and environments created in the renowned Square style. New Disney
characters making their debut in KINGDOM HEARTS - Sora, Riku, Kairi and the
Heartless - are designed by Square's Tetsuya Nomura, director and character
designer of KINGDOM HEARTS, best known for his creations in the breakthrough
titles FINAL FANTASY VII, VIII, and X.

KINGDOM HEARTS is scheduled for release this fall in North America. Combining
Square's award-winning game design and Disney's legendary cast of characters
has brought upon the creation of a game that gives players a new opportunity
to enjoy and experience with many of Disney's most adored properties. This
exceptional blend of two companies will deliver a unique interactive gaming
experience that melds Square and Disney entertainment legacies of animation,
design, story-telling and character development.

"With the immense success of the recent Japanese release, I am certain that
Kingdom Hearts will be as well received in the US," said Nomura. "I am
confident that everyone who plays this game will have an incredible
experience."

KINGDOM HEARTS follows the story of 14-year old Sora, who, while searching
for his friends Riku and Kairi, in a strange and mysterious land, meets Court
Wizard Donald and Captain Goofy, protectors of the Disney Castle. Donald and
Goofy are on a mission to find King Mickey. The three learn of ominous
creatures known as the Heartless - beings without hearts derived from an
unknown dimension and the perpetrators of the devastating storm. Upon
discovering the link between the Heartless, the storm and the disappearance
of King Mickey, Sora, Donald and Goofy join forces to recover Sora's friends,
return the King to his rightful position and save the universe from the
Heartless. KINGDOM HEARTS is an epic tale of adventure, heroism and,
ultimately, the sacrifice of what is held dearest for the greater good.

For the first time, multiple Disney characters and worlds co-exist in one
interactive product. More than 100 Disney characters appear in the game
including Jafar and Aladdin from Disney's Aladdin, Clayton and Tarzan from
Disney's Tarzan(TM), Hades and Hercules from Hercules, The Queen of Hearts
and Alice from Disney's Alice in Wonderland, Oogie Boogie and Jack
Skellington from Tim Burton's The Nightmare Before Christmas and Simba from
Disney's The Lion King. In addition, FINAL FANTASY characters, including
Cloud from FINAL FANTASY VII, Squall from FINAL FANTASY VIII, Tidus and Wakka
from FINAL FANTASY X along with others will make special guest appearances.
There will also be new features added to KINGDOM HEARTS exclusively for the
North American release that will bring additional challenges to the player,
further enhancing gameplay.

The action-packed game features a real-time battle system that incorporates
innovative new elements with traditional RPG elements found in other Square
titles. KINGDOM HEARTS fully exploits the technological possibilities of the
PlayStation 2, incorporating remarkably crafted 3D and CG worlds. KINGDOM
HEARTS is compatible with DUALSHOCK&reg2 analog controller and will carry an
ESRB rating of "E." Additional information on the title can be found at
www.kingdomhearts.com.

About Square Electronic Arts L.L.C. and Square Co., Ltd.
Square Co., Ltd. is the leading third-party developer and publisher of home
video game console software in Japan with annual sales of more than US $614
million consolidated base (based on average annual exchange rate of 123
Japanese Yen per U.S. Dollar during fiscal year ending March 31, 2001) and
900 employees worldwide. Square Co., Ltd. became famous for its role-playing
games, including its world-renowned FINAL FANTASY series, which has sold more
than 38 million units to date, and now publishes other titles under the
SQUARESOFT brand spanning all genres. Square Co., Ltd. is based in Tokyo,
Japan, and maintains a branch office in Osaka.

Square Electronic Arts L.L.C. is the exclusive publisher of all SQUARESOFT
products in North America. Square Co., Ltd. publishes its SQUARESOFT titles
in North America through Square Electronic Arts L.L.C., located in Los
Angeles, Calif. Square Electronic Arts L.L.C. is a Limited Liability Company
established on May 1, 1998 by Square Soft, Inc. and Electronic Arts to manage
the marketing and distribution of SQUARESOFT products in North America. More
information about SQUARESOFT products can be found on the Internet at
www.playonline.com.

About Disney Interactive
Disney Interactive, part of Disney Consumer Products division of The Walt
Disney Company, develops, markets and globally distributes a wide variety of
interactive entertainment, educational and sports CD-ROMs and video games.
For more information on Disney Interactive's products, visit
www.disneyinteractive.com.

(C)2002 Disney. Tarzan(TM) owned by Edgar Rice Burroughs, Inc. and used by
permission. (C)2002 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc.
All Rights Reserved. Developed by SQUARESOFT. (C)1990, 1997, 1999, 2001, 2002
Square Co., Ltd. All Rights Reserved. FINAL FANTASY and the SQUARESOFT logo
are registered trademarks of Square Co., Ltd. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
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TDK MEDIACTIVE SHIPS PRYZM: THE DARK UNICORN

High Fantasy PlayStation 2 Title Reaches Store Shelves at $19.99

CALABASAS, Calif. - June 11, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
its original fantasy title for the PlayStation(R)2 computer entertainment
system, Pryzm(TM) Chapter One: The Dark Unicorn(TM), has shipped to retail
outlets nationwide at the breakthrough suggested launch price of $19.99.

"With an impulse price point of $19.99, Pryzm delivers a Tolkien-inspired
fantasy adventure to the mass market," stated Stefan Serwe, vice president,
global marketing for TDK Mediactive. "PlayStation 2 system gamers everywhere
will be able to enter this magical, mystical world at a price that won't
leave them spellbound."

Developed by CE Digital Illusions Canada, Pryzm Chapter One: The Dark Unicorn
is a fast-paced, gothic fantasy action/adventure game that thrusts players
into a world of Elves, Nymphs, Gnomes and Trolls. In this first and third
person title the player assumes the roles of Pryzm, a noble young unicorn,
and Karrock, a powerful troll mage, as they seek the cause of a plague of
corrupt magic that has blighted the lands and hideously deformed the
inhabitants.

In their travels the unlikely duo unleash their formidable magic powers to
reverse the corruption and battle plague-infected mutants.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R&S trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc. and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

PRYZM (TM) & (C) TDK Mediactive, Inc. All characters and related indicia are
trademarks of and copyrighted by TDK Mediactive, Inc. PRYZM Chapter One: The
Dark Unicorn TM & (C) 2002 TDK Mediactive, Inc. All Rights Reserved.
Developed by CE Digital Illusions Canada, Inc. Tools & Technology (C) CE
Digital Illusions Canada, Inc.

###
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THE LEGEND OF KING ARTHUR LIVES ON THROUGH
MIDWAY'S LEGION: THE LEGEND OF EXCALIBUR

Mix of Epic Battles, Strategic Command and Intense Role-Playing
Revolutionizes Videogaming Experience for the PlayStation"2 Computer
Entertainment System

CHICAGO - June 14, 2002 - Midway Games Inc. (NYSE:MWY), a leading software
industry publisher and developer, announced today that Legion: The Legend of
Excalibur, a game that combines strategy, role-playing and action, is
scheduled to ship on June 17, for the PlayStation 2 computer entertainment
system. Delivering an intense, "never-been-done-before" experience, Legion:
The Legend of Excalibur combines sword and sorcery action with rich character
and story development familiar to the Role-Playing Genre, and strategic
depth, enjoyed by Real-Time Strategy fans.

Developed by 7 Studios and led by one of the creators of the Command &
Conquer series, Erik Yeo, Legion: The Legend of Excalibur bestows the most
enticing elements within the epic legend of King Arthur and his mystical
sword, Excalibur. Players take direct control of King Arthur and the Knights
of the Round Table, leading legions of men into dynamic battlefield
environments.

"The popular tale of King Arthur's legend provides a mystical setting for
Legion: The Legend of Excalibur to take place in," said Helene Sheeler, vice
president of marketing, Midway. "The setting, combined with the unique
mixture of gameplay with role-playing, strategy and action elements really
brings to life the richness of the game's features."

Battling through 13 in-depth missions, players must find and recruit the
eight Knights of the Round Table, while Merlin provides background and
insight to aid in uniting Camelot. Each action-based mission features primary
and secondary objectives as knights progress in rank, proceed on hard-fought
quests and discover more than 100 kinds of magic weapons, armor and other
legendary items that characters can be equipped with.

Legion: The Legend of Excalibur Key Features
* An Ensemble Cast of Characters - Find and recruit the eight Knights of the
Round Table and unite Camelot
* In-Depth Missions - Complete 13 missions, with primary and secondary
objectives, on your way to restoring Camelot
* A Compelling Story - Immerse yourself in the world of Camelot and
Excalibur, where knights lived by the sword and mages wield the might of
magic
* Magical Items and Weapons - Make use of more than 100 items, including
rings and amulets as well as unique legendary items for each knight
* Spectacular Magic System - Cast more than 20 unique mage and cleric spells
with dynamic lighting effects and results

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

LEGION: THE LEGEND OF EXCALIBUR is a trademark of Midway Home Entertainment
Inc. Developed by 7 Studios.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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PATRIOTS UNITE TO UPHOLD FREEDOM IN MIDWAY'S HELICOPTER-ACTION VIDEOGAME
FIREBLADE(tm)

Nonstop Action and Thundering Weaponry Delivered in Deadly
Military Helicopter-Action Game for Next-Generation Consoles

CHICAGO - June 17, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Fireblade', an all-new
military helicopter-action game, has shipped for the PlayStation(2 computer
entertainment system and is scheduled to ship in fall 2002 for the Nintendo
GameCube' and the Xbox' video game system from Microsoft.

Players experience the deadly impact of war firsthand in Midway's all-new
military chopper-action videogame, Fireblade.  Dropping players behind the
throttle of deadly military attack choppers, Fireblade challenges gamers to
complete dozens of intense combat missions, with day and night objectives, in
real world locales.

"Fireblade delivers an original take on the helicopter combat game genre with
intense, fiery missions that combine visceral combat and warlike strategic
plots that will challenge the finest action gamers around," said Helene
Sheeler, vice president of marketing, Midway.

Blasting through 18 missions in four campaigns, players navigate their lethal
military chopper through whizzing gunfire and thundering explosions.
Fireblade military choppers are loaded with all of the state-of-the-art
weapons needed to save the world: Sniper Cannons, Swarm Missiles, EMP
Weapons, Rail Guns and Laser-Guided Homing Missiles.  Multiple camera angles
let players zoom in and out of the frenzied action, which takes place over
treacherous environments such as the Swiss Alps, Arizona Desert, Amazon
Jungle and the Arctic Circle.  In order to conquer terrorist enemies,
Fireblade pilots can run silent in stealth mode, evade enemies with thermal
imaging sensors and prevent raising alarms by remaining undetected with EMP
weapons.

To add even more action to the Fireblade experience, the game DVD contains
content featuring a mini-documentary titled "The Roar of War," created from
actual combat helicopter footage.

Fireblade PlayStation 2 Key Features:
* Eighteen Missions in four campaigns in an amazing variety of lush
environments including the Swiss Alps, Arizona Desert, Amazon Jungle and the
Arctic Circle.
* Take the helm of two distinct choppers - fly a carrier chopper for
transport and rescue missions or pilot the Vendetta attack helicopter for
assault missions.  Each features a unique flight dynamic.
* Multiple deadly, hi-tech weapons including Sniper Cannons, Swarm Missiles,
EMP Weapons, Rail Guns and Laser-Guided Homing Missiles.
* Feel the rush of turbo upgrades as the helicopter partially transforms and
exhibits its blinding jet aircraft speed.
* Run silent in stealth mode, evade enemies with thermal imaging sensors and
use the EMP weapon to disable mechanical equipment while remaining
undetected.
* DVD content featuring a mini-documentary titled "The Roar of War," which
was created from actual footage of combat helicopters in action.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software.  Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the Xbox' video game system from Microsoft, Nintendo
GameCube' and Game Boy(r) Advance.

For more information about Midway Games visit www.midway.com.

# # #

FIREBLADE is a trademark of Midway Home Entertainment Inc.  MIDWAY is a
registered trademark of Midway Amusement Games, LLC. Xbox and Microsoft are
trademarks of Microsoft Corp. in the United States and/or other countries.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.  Nintendo GameCube and Game Boy Advance are
trademarks of Nintendo. " 2001 Nintendo. All other trademarks are the
property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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    Sony Computer Entertainment America Releases Two Action-Packed Titles
        Based on Disney's New Animated Summer Feature Lilo and Stitch

   Disney's Lilo and Stitch for PlayStation(R) and PS one(TM), and Disney's
   Stitch: Experiment 626 for PlayStation(R)2 Promise Comedy And Adventure
                            For the Entire Family

FOSTER CITY, Calif., June 18 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and Disney Interactive today announced the release of two titles
based on Disney's new feature film, Lilo and Stitch, which opens in theaters
nationwide on June 21. Disney's Lilo and Stitch is an interactive,
action-platform game for the PS one(TM) and PlayStation(R) game consoles and
allows gamers to embark on an exciting Hawaiian journey as either Lilo or
Stitch. For the PlayStation 2 computer entertainment system, Disney's Stitch:
Experiment 626, is designed as a prequel to the film, allowing gamers to take
part in the hilarious adventures of Stitch, before his fateful journey to
Earth.

"We are extremely excited to expand both our PlayStation and PlayStation 2
libraries with fresh, enchanting Disney content that brings the movie
experience directly into the home," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America Inc. "With the addition of
Disney's Lilo and Stitch to the PS one catalog, we're continuing our
commitment to deliver quality franchises and titles that are ideal for the
whole family. And, as the power of PlayStation 2 brings the magic of the
feature film to life, Disney's Stitch: Experiment 626 introduces PlayStation
2 fans to the hilarious antics of Stitch in a comical prequel to the highly
anticipated movie."

Adventure gamers and enthusiasts looking for fast-paced gameplay combined
with widespread destruction will find all the action necessary in Disney's
Stitch: Experiment 626, an action shooter for PlayStation 2. Taking place
before the film's storyline begins in the massive universe of space, the
player controls Stitch, a.k.a "626", a genetic experiment gone out of control
on an alien planet. The tiny terror known as 626 is the brainchild of Jumba,
an evil genius who wants to create the ultimate fighting machine. Jumba's
creation is a six-armed bulletproof and fireproof alien with a brain of a
super computer, and the unnatural ability of being able to lift 1000 times
his own weight.

With a constant yearning to cause mass destruction and wreak complete and
total chaos, thrill-seeking gamers can help Stitch become the universe's
"Public Nuisance #1" by using his powers to shoot, climb, dash, fly and swing
using the grapple gun. Players can immerse themselves in vibrantly rich,
alien environments and compelling clips from the movie as Stitch fights
against new out-of-this-world characters.

Disney's Lilo and Stitch for the PlayStation allows young gamers and
animation fans alike to assume the role of Lilo, the sassy surfer girl and
Stitch, a wild, pint-sized fighting machine. Set in a gorgeous Hawaiian
paradise, a lonely little girl, Lilo, adopts what she thinks is a dog, and
claims him as her new friend. Naming her new pet "Stitch", she is unaware
that he is a dangerous genetic experiment who has escaped from an alien
planet. Initially, Stitch's interest in Lilo is to use her as a human shield
to protect himself from the alien bounty hunters who are out to recapture
him. Lilo's strong commitment to "ohana," the Hawaiian tradition of family
and never leaving anybody behind, unlocks Stitch's heart and he finally gets
the one thing he was never able to have -- the ability to care for someone
else.

When playing as the rambunctious Lilo, players will be able to run, catapult
and bum-bounce their way through dangerous volcanoes of Hawaii, as Lilo's
Voodoo magic attacks ward off opponents. When gamers play as Stitch, the more
mischievous of the mismatched duo, they will find out why "Destruction" is
his middle name by engaging his spins, alien breath and angry roll attacks to
keep the alien bounty hunters at bay.

The game brings the locations of the movie vibrantly to life on the
PlayStation and PS one platforms. Twenty-three levels set in lush, tropical
Hawaii will captivate players' attention as they discover the secrets of the
islands by picking up tropical fruits along the way and smashing through pots
and boxes to unearth hidden items for extra-lives and power-ups. Disney's
Lilo and Stitch delivers fun for all gamers with bonus and hidden items
included for the more advanced players.

Whether gamers are looking for a hilarious Hawaiian adventure or a
galaxy-surfing, shoot-out, both Disney titles are sure to keep everyone in
the family glued to the wacky adventures of Disney's Lilo and Stitch this
summer.

The independent Entertainment Software Rating Board (ESRB) has rated Disney's
Stitch: Experiment 626 and Disney's Lilo and Stitch "E" for Everyone. For
more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the web at http://www.scea.com .
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  NCAA(R) Final Four Most Outstanding Player Juan Dixon Named Cover Athlete
                  For 989 Sports(R) NCAA Final Four(TM) 2003

     NBA First Round Draft Selection Becomes Newest Member of Prestigious
                      List of 989 Sports Cover Athletes

FOSTER CITY, Calif., July 8 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that Juan Dixon, leader of the National
Basketball Champion Maryland Terrapins, will grace the cover of NCAA(R) Final
Four(TM) 2003, the newest edition of the college basketball franchise from
the 989 Sports(R) development team.  Recently drafted in the first round
(17th overall) by the Washington Wizards, Dixon joins other top professional
athletes such as Super Bowl XXXVI MVP, Tom Brady, and single-season MLB(R)
Home Run king, Barry Bonds, as key contributors and honorary members of the
989 Sports team.  NCAA Final Four 2003, available for the PlayStation(R)2
entertainment system, will hit stores in November of this year.

Dixon received numerous accolades throughout his four-year career at Maryland
that was capped off by winning the NCAA National Basketball Championship.  He
was not only named the NCAA Final Four Most Outstanding Player last year but
also selected as a first-team All-American by the Associated Press and named
ACC Player of the Year.  Recognized as a tremendous leader on and off the
court, Dixon leaves Maryland as the school's all-time leading scorer and
winningest Terrapin ever with more than 110 victories. Although he is best
known for his exploits on the offensive side of the ball, Dixon was named to
the ACC All-Defensive team last season and leaves college ranked 2nd in ACC
history with 333 steals as he becomes the first player in NCAA history to net
over 2,000 points, 300 steals, and 200 three-point field goals.

"We are very proud to have Juan Dixon on our cover of NCAA Final Four
2003," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America.  "Dixon's tremendous dedication to his sport,
evidenced by his outstanding abilities both offensively and defensively, make
him a perfect fit as our cover athlete for NCAA Final Four 2003 and newest
member of the 989 Sports team."

Featuring all-new, incredibly detailed player graphics, every game mode
imaginable and new play analysis and player evaluations from broadcasters
Billy Packer and Eddie Doucette, NCAA Final Four 2003 captures the spirit and
pageantry of college hoops.  With more than 300 Division I teams from every
big and small conference including the Pac-10, Big 12, SEC and ACC, NCAA
Final Four 2003 brings to life the exhilaration of college hoops all in
remarkably recreated authentic arenas.  Advanced gameplay features allow the
performance of more than 30 new dunks including reverses, follow-ups and 360
degree jams, and an all-new "motion blending" technology creates seamless
transitions in every animation.  With true-to-life details such as the
backboard and rim shaking after a crowd-pleasing dunk, NCAA Final Four 2003
epitomizes the adrenaline-pumping action of the college hoops game.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc.  Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer, Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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 The Mark of Kri(TM) Propels Epic Action, Adventure and an Innovative Combat
                   System Onto PlayStation(R)2 This Summer

   Highly Acclaimed Title Offers a New Adventure of Discovery and Conflict

FOSTER CITY, Calif., July 30 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. announced today the release of The Mark of
Kri(TM), exclusively for the PlayStation(R)2 computer entertainment system.
The Mark of Kri features a unique combat system, gorgeous animation sequences
and an immersive storyline. Through artistically sketched in-game movies that
blend seamlessly into gameplay with highly stylized characters, The Mark of
Kri represents the platform's vision of converging multiple forms of
entertainment including art, movies, animation and gaming into one complete
package on PlayStation 2.

As the first fully internally designed and developed title by Sony Computer
Entertainment America's San Diego development studio, The Mark of Kri is set
to make a striking impact on gamers and the action-adventure genre through
its innovative approach. The collaboration of individual team members'
expertise in traditional sketch drawing, the film industry, animation and
game design converge to make this truly interactive story and adventure a
reality.

"With its proprietary and innovative combat system and intense strategic
adventure, The Mark of Kri really is the 'thinking man's fighting game,'"
said Ami Blaire, director, product marketing, Sony Computer Entertainment
America. "We are adding a truly unique title to the PlayStation 2 library
that takes a whole new approach to adventure and action-fighting gaming never
experienced before."

Set in richly detailed 3D environments, each with its own distinct styles and
themes, Rau, a fierce warrior, must battle the denizens of the dark world to
prevent the invoking of an ancient spell that holds the power to unleash
great evil throughout the land. Along with his loyal and trusted spirit
guide, Kuzo, a large black bird, Rau embarks on an exhilarating journey that
requires stealth, aggressive-action moves and calculated planning. Kuzo plays
a crucial strategic role in the quest with his ability to retrieve items,
distract opponents and scout ahead to perches for a bird's-eye view of
looming danger. Grounded in realism and accentuated by captivating music from
Juno Reactor, The Mark of Kri will keep gamers entertained for hours.

The Mark of Kri offers a combat system like no other, in which the player can
attack enemies in all directions while performing fluid animated
combinations. Whether in stealth or combat mode, players use the right analog
stick to "lock-on" to up to nine opponents at a time and can perform numerous
dynamically detailed combinations to defeat increasingly persistent enemies.
Using four powerful weapons, including a broadsword, bow and arrow, battle
axe and the authentic and sacred Taiaha (spear) from New Zealand, Rau must
defeat each enemy before advancing to the next area. Selecting targets and
using the best weapon and tactic for the situation will take precedence over
pure annihilation of the enemies.

Combining the power of PlayStation 2 with the rich talents of a diverse
development team, The Mark of Kri denotes the addition of another innovative
and unique title for the catalog. The independent Entertainment Software
Rating Board (ESRB) has rated The Mark of Kri 'M' for Mature. For more
information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com .
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SEGA ANNOUNCES THE EXCLUSIVE RELEASE OF SEGA SPORTS TENNIS FOR THE
PLAYSTATION 2

Revolutionary Tennis Franchise Brings Pick-up-and-Play Style and a Roster of
16 Internationally Ranked Men's and Women's Players to the PlayStation 2

SAN FRANCISCO (July 30, 2002) - SEGA(R) of America, Inc. announced today the
release of "SEGA Sports(TM) Tennis" for the PlayStation(R)2 computer
entertainment system. Produced by SEGA's Hitmaker studio and making its
exclusive debut on the PlayStation 2, "SEGA Sports Tennis" features top
ranked men's and women's tennis players, multiple modes of play, intuitive
gameplay that is easy to learn yet challenging to master and enhanced visuals
that highlights specific court elements and player models in vivid detail.

"SEGA's lineup of Tennis video games has single handedly redefined the genre
and pioneered a user-friendly gameplay style that appeals to both hardcore
tennis fans and casual video game players alike," said Tom Nichols, vice
president of sports marketing, SEGA of America, Inc. "Much like the game's
cover-athletes, Venus and Serena Williams, 'SEGA Sports Tennis' is a standard
bearer that sits at the top of its game. We're excited to bring this
franchise to the PlayStation 2 and introduce 'SEGA Sports Tennis' to a new
audience."

"SEGA Sports Tennis" features a dynamic and well-known roster of 16
professional men's and women's players, including the sport's top two ranked
female players Venus and Serena Williams, as well as Lindsay Davenport,
Monica Seles, Carlos Moya, Patrick Rafter, Yevgeny Kafelnikov, Arantxa
Sanchez-Vicario, and Tim Henman, among others. Taking advantage of the
powerful PlayStation 2 hardware, "SEGA Sports Tennis" has improved visually
over previous versions in the series. Realistic crowds, fully rendered 3D
courts, and generously detailed player models are all part of the game's
highly authentic presentation. The PlayStation 2 version also features subtle
details such as ball and shoe scuff marks left on the court, cloth effects
that allow the fabric on the player's clothes to move realistically as they
run, as well as ultra-smooth animations.

"SEGA Sports Tennis" also features a variety of gameplay options, including
the ability to play singles, doubles and mixed doubles matches in more than
28 unique stages with up to 4 players. Modes of play include the Exhibition
Mode, the Tournament Mode and the extensive World Tour Mode. In the World
Tour Mode, users have the ability to create their own men's and women's
players, train them in mini-games that are designed to enhance specific skill
attributes, buy rackets and tennis gear, contract partners and play in a
variety of tournaments around the world in search of the world's number #1
ranking.

"SEGA Sports Tennis" is currently available for the PlayStation 2 for a
suggested retail price of $49.95.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

SEGA, the SEGA logo and SEGA Sports are either registered trademarks or
trademarks of SEGA Corporation. Original Game (C) SEGA. (C) Hitmaker/SEGA,
2002.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective owners.

# # #
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NCAA(R) GameBreaker(R) 2003 Brings the Hard-Hitting Action of College
Football
                      To the PlayStation(R)2 This Summer

  989 Sports(R) Tackles the Fast and Furious Competition of College Football
                          With NCAA GameBreaker 2003

FOSTER CITY, Calif., Aug. 13 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NCAA(R) GameBreaker(R) 2003 from the 989
Sports(R) development team is now available in stores for the PlayStation(R)2
computer entertainment system. The latest installment of 989 Sports' college
football franchise features 117 Division I-A teams, 66 classic powerhouse
teams from the past, the Heisman(TM) Trophy, 27 bowl games plus numerous
awards including All-American and All-Conference.

Fronted by All-American running back Clinton Portis of the National Champion
Miami Hurricanes, the fast and furious gameplay of NCAA GameBreaker 2003 will
provide players with thunderous tackles and helmet jarring hits. NCAA
GameBreaker 2003 illustrates the depth and realism of college football with
comprehensive playbooks featuring college formations including the wishbone,
wing-t and option attack. Plays feature Total Control Passing(R) providing
smooth and realistic player movements while doing spins, stiff arms, high
steps, shoulder charges and dives over the line of scrimmage for six.
Featuring Coaching Career Mode and Blue Chip Recruiting, no other title
matches the complete college gridiron experience of NCAA GameBreaker 2003.

"With detailed, high-resolution player models and complete playbooks
featuring true college-style formations and plays, NCAA GameBreaker 2003 for
the PlayStation 2 is a must have for the college football enthusiast," said
Ami Blaire, director, product marketing, Sony Computer Entertainment America.
"NCAA GameBreaker 2003 is a perfect example of how 989 Sports has
reestablished itself as a true sports brand by continuing to push the
envelope for the most realistic sports games on the market."

This year the 989 Sports team has implemented the first ever two-man booth
made up of play-by-play legend Keith Jackson and color commentary from Tim
Brant, which will have players feeling closer than ever to all the non-stop
football action. Whether setting up a classic match-up between conference
rivals or seeing if players' knowledge of the X's and O's is enough to work
their way up from special teams coach at a smaller Division I-A school to
head coach at one of the nation's premier universities, NCAA GameBreaker 2003
provides a complete college football experience.

The independent Entertainment Software Rating Board (ESRB) rates NCAA
GameBreaker 2003 "E" for "Everyone." For more information about the ESRB
visit www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(R), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com
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989 Sports(R) Kicks Off the Football Season with NFL GameDay(TM) 2003 for
Both
                 PlayStation(R) and PlayStation(R)2 Platforms

  Innovative New Gameplay and Online Mode Capture the Power and Athleticism
         Of the NFL(TM) in the Most Technologically Advanced Football
                             Simulation Available

FOSTER CITY, Calif., Aug. 13 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NFL GameDay(TM) 2003 from the 989 Sports(R)
development team is now available in stores on the PlayStation(R)2 computer
entertainment system and PlayStation(R) and PS one(TM) consoles. The latest
installment of the GameDay franchise captures the power and athleticism of
the NFL with realistic gameplay and new high-resolution player models that
recreate the NFL experience in precise detail.  The new Network Adaptor
(Ethernet/Modem) (for PlayStation(R)2) revolutionizes gameplay and will allow
gamers across the country to experience this new game with the more than 300
all new tackles, catches, and blocks as they challenge players from
coast-to-coast via the new Online feature.

With consultation from dozens of NFL players, including this year's cover
athlete and Super Bowl XXXVI MVP, Tom Brady, NFL GameDay 2003 brings
authentic, hard-hitting football action to life.  The combination of more
than 70 new "break tackle" animations, causing a unique outcome to every
play, along with unmatched responsive control and detailed and fluid
animations, make NFL GameDay 2003 the must-have for the football season.

"NFL GameDay 2003 is a definitive example of how 989 Sports has rededicated
itself to producing the most technologically superior and realistic sports
titles available," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America Inc.  "No other football game replicates the
intensity and the competition of the NFL better than NFL GameDay 2003 with
all new player models, textures, detailed lighting and camera angles, and the
new Online feature that allows gamers to play anytime with anyone across the
country."

Featuring all 32 NFL teams including the expansion Houston Texans, NFL
GameDay 2003 provides the most authentic NFL simulation available, as
improved stadium models feature texture enhancements, renovations,
progressive field wear and real-time weather.  With the addition of the first
ever three-man booth made up of play-by-play legend Dick Enberg,
Hall-of-Famer Dan Fouts and Ian Eagle, the unparalleled TV-style presentation
comes to life as cameras zoom in on players doing pre-game warm-ups. Whether
playing multiple seasons and drafting, trading and signing free agents under
the salary cap in General Manager Mode, or challenging gamers across the
country for gridiron superiority in the all new Online Mode, NFL GameDay 2003
offers an array of player and game options that will have gamers feeling
closer than ever to non-stop NFL action.

The independent Entertainment Software Rating Board (ESRB) rates NFL GameDay
2003 "E" for "Everyone."  For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc.  Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com .
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    Sony Computer Entertainment America Inc. Brings PlayStation(R)2 Online
                                 On August 27

 Company Readies for Online Release With Launch Details; 13 Titles Available
                                   In 2002

FOSTER CITY, Calif., Aug. 14 /PRNewswire/ -- After firmly solidifying its
market position with sales exceeding 11 million units in North America, Sony
Computer Entertainment America Inc. today announced that it is leading the
charge in the next evolution of computer entertainment by offering users the
option to play games online through PlayStation(R)2 on August 27.

As console gaming is historically a mainstream proposition, the company is
taking a unique approach to the online gaming market specific to PlayStation
2 that is consumer friendly and content driven, requiring little investment
and offering the newest features and gameplay.  Consumers with an in-home
Internet Service Provider (ISP) account and the Network Adaptor
(Ethernet/Modem) (for PlayStation(R)2) will be able to play friends and
rivals across the Internet via PlayStation 2 games specifically designed to
take advantage of this capability.

The Network Adaptor for PlayStation 2, a first-of-its kind console
connectivity device, will be available through retail outlets nationwide on
August 27 for a suggested retail price of $39.99.  Due to increased consumer
interest in online gaming, the company announced product shipments of 250,000
units for the initial launch window, with a cumulative target of 400,000
units shipped by year-end.  PlayStation 2 will be the first online gaming
option for the mass market, and is set to amass the largest online console
gaming community in just four short months.

"The record sales levels highlight the company's continued leadership of the
gaming industry and speaks to our ability to provide what consumers want.
PlayStation has an extremely loyal fan base, and we are committed to
delivering on consumer demand through competitive pricing and innovative
entertainment offerings," said Kaz Hirai, president and chief operating
officer, Sony Computer Entertainment America Inc.  "After leading the
industry for many years, Sony Computer Entertainment America is obligated to
deliver the next evolution of videogame entertainment that makes online
console gaming a reality.  Online gaming via PlayStation 2 brings us one-step
closer to the company's broader vision of delivering a broadband-based,
in-home entertainment platform.

"Our company studied the U.S. market for three years, and feel confident that
it's finally ripe to introduce consumers to online console gaming.  We will
be the first to do it successfully," added Hirai.

Sony Computer Entertainment America will kick of a multi-million dollar
marketing campaign to support this initiative in August, which will include
the following:  advertising (print, TV, online, viral), national in-store POP
support, retail education program, dedicated promotional events, intensive
Beta testing, direct mail efforts, and direct marketing communication through
playstation.com.


PlayStation 2 Online -- How It Works

Consumers with an in-home Internet Service Provider (ISP) account and the
Network Adaptor will be able to play friends and rivals across the Internet
via PlayStation 2 games specifically designed to take advantage of this
capability.  The Network Adaptor accommodates both broadband and dial-up
connectivity, so consumers will be able to enjoy online-enabled gameplay on
their PlayStation 2 regardless of their narrowband or broadband preference.

The Network Adaptor comes with a bundled Start-Up Disc to ensure consumers
can quickly and easily equip their PlayStation 2 with online connectivity.
The disc will consist of the following:


 -- Start-Up Disc connectivity
    -- AOL
    -- AT&T WorldNet Service
    -- Earthlink
    -- SBC/ Prodigy
 -- Sympatico
 -- Help video and documentations
 -- Interactive game demos
 -- Sneak peek "coming soon" videos
 -- Mail-in coupon -- Twisted Metal: Black(TM) ONLINE

PlayStation 2 Online -- The Open Model

In keeping with the open environment of the Internet, Sony Computer
Entertainment America has established an open model for third party
developers for the creation of online content for PlayStation 2 that offers
the following benefits:

 -- No online platform royalties for free online gameplay;
 -- Freedom to establish pricing of online;
 -- Retain control of customer relationships and databases;
 -- Create online games as they choose; and
 -- Greater flexibility and are encouraged to build and maintain their own
    networks, partner with Internet Service Providers, third-party game
    sites, etc.

"Many developers favor Sony Computer Entertainment America's open model
approach, which allows them to retain control of customer relationships and
leverage existing infrastructure.  In particular, Sony has already received
strong support from larger developers, including top-ranked Electronic Arts,
which will be critical as the company builds its library of online titles,"
said Billy Pidgeon, videogame analyst.  "Developers also see the large
installed base for PlayStation 2 and the dual connectivity Network Adaptor
that lets consumers move at their own pace as advantages to working with
Sony."

PlayStation 2 Online -- Titles and Software Content

Sony Computer Entertainment America will carry over equity from the company's
immensely popular offline content to introduce consumers to the best in
online gameplay.  A great lineup of online games for PlayStation 2 is already
in the works, with:

-- Sony Computer Entertainment America first party is taking an aggressive
stance to support online gaming via PlayStation 2.

-- SOCOM: US Navy SEALs will be available in conjunction with the launch of
the Network Adaptor; SOCOM: US Navy SEALs is a multiplayer (online) game that
takes advantage of exciting new tools, like voice commands using a USB
headset.

-- The company's popular Twisted Metal(R) series is now online; Twisted
Metal:Black ONLINE will be available for FREE via mail-in coupon.

-- Madden NFL(TM) 2003 from Electronic Arts is a PlayStation 2 online
exclusive

-- EverQuest, already an immensely popular PC online franchise, will come to
PlayStation 2 in 2003 from Sony Online Entertainment.

-- Final Fantasy XI, the popular RPG series from Square, released in Japan
May 16, 2002, is coming to North America in 2003.

-- In May 2002, LucasArts announced its plans to develop an online version of
Star Wars(R) Galaxies: Empire Divided(TM) for PlayStation 2.


Initial list of online games for PlayStation 2 include:

 -- SOCOM: U.S. Navy SEALs from SCEA
 -- Twisted Metal:Black ONLINE from SCEA
 -- ATV Offroad Fury(TM) 2 from SCEA
 -- NFL GameDay(TM) 2003 from SCEA
 -- My Street(TM) from SCEA
 -- Frequency(TM) 2 from SCEA
 -- Madden NFL 2003 from EA Sports
 -- NBA Live 2003 from EA Sports
 -- Tribes(TM) Aerial Assault from Sierra Entertainment
 -- Tony Hawk's Pro Skater(TM) 4 from Activision
 -- SEGA Sports NFL 2K3 from Sega of America
 -- SEGA Sports NBA 2K3 from Sega of America
 -- SEGA Sport NCAA College Basketball from Sega of America
 -- auto modellista from Capcom

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com .
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         Sony Computer Entertainment America Collaborates With Jet Li
               On New Action-Adventure Game for PlayStation(R)2

   Foster City Studio Unveils Rise to Honor(TM), an Interactive Experience
                 Inspired by the Hong Kong Action Movie Genre

FOSTER CITY, Calif., Aug. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the Fall 2003 release of Rise to Honor(TM)
(working title), a fast-paced action-adventure game inspired by the
excitement and cinematic styling of the Hong Kong action movie genre,
developed exclusively for the PlayStation(R)2 computer entertainment system.
Created by Sony Computer Entertainment America's Foster City Studio in
collaboration with action star Jet Li (The One, Kiss of the Dragon, Lethal
Weapon 4, The Bodyguard from Beijing, Fist of Legend, Shaolin Temple), Rise
to Honor will immerse players into a chain of lethal missions that extend
from Hong Kong to San Francisco.

Rise to Honor is set to inject a new level of realism into the
action-adventure genre by incorporating signature movements of Jet Li into
the game through motion capture that delivers a completely authentic
recreation of Li's performance. Acclaimed fight choreographer Cory Yuen, who
has partnered with Li on many projects including The One, Kiss of the Dragon
and Lethal Weapon 4, is working with the development team to choreograph the
action sequences for Rise to Honor. In addition to his motion capture
performance, Li is providing voiceover for the main character in the game, as
well as contributing to the creative direction of the project.

"When we began the concept stages for Rise to Honor more than three years
ago, we knew we wanted it to be based on the style of a Hong Kong action
movie. We had Jet Li posters all over the studio and were referencing his
movies for everything we had planned in the game," said Jim Wallace,
associate director, Foster City Studio. "We were thrilled when we found out
that Jet was interested in collaborating on a PlayStation 2 project, knowing
that his creative input on Rise To Honor would help us to truly realize our
vision for this ambitious game."

"Working with the Foster City Studio team to create a game for PlayStation
2 has been an exciting experience -- very different from making a movie,"
said Jet Li. "The motion-capture system allows for extremely realistic
movements and, in addition, we were able to use a lot of actions in the game
that we can't normally put in a film. The results in the final game should
provide the player with a genuine feel for the action."

Rise to Honor follows the story of Kit Yun (Jet Li), the trusted bodyguard of
Boss Chiang, the leader of one of Hong Kong's crime gangs. Following the
assassination of Chiang, Yun is ordered by two diametrically opposed sources
to seek out Chiang's daughter in the United States and return her safely to
Hong Kong. These orders are given by Kwan, an aspiring power broker who
appoints himself the family leader after Chiang's demise, and Captain Lau --
Yun's boss in the legitimate world of the Hong Kong Organized Crime Bureau.
Yun embarks on the dangerous journey to seek out Chiang's daughter, Michelle,
in San Francisco and return her safely to Hong Kong, entangling himself in a
web of alliances and hidden agendas.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Rise To Honor. For more information about the ESRB visit www.esrb.org.

Jet Li has just completed production on the Warner Bothers project, Cradle in
the Grave for Joel Silver and will star in the upcoming Miramax epic film,
Hero, directed by Zhang Yimou.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.scea.com
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ENIX OPENS ONLINE DOOR TO 'GRANDIA XTREME' WEB SITE
New Site Offers Fans Exclusive Content and Forum

SEATTLE, WA, August 16, 2002 - Offering online visitors an exclusive array of
features, Enix America Inc. today announced that it has launched a dedicated
web site to support Grandia(r) Xtreme(tm), its highly anticipated
role-playing game for the PlayStation(r)2 computer entertainment system.
Shipping in September, Grandia Xtreme is the first original Grandia title for
the PlayStation(r)2.

"The Grandia fan base is an avid and supportive one, and we wanted to create
a place online where they could get exclusive content on their favorite game,
as well as act as a 'town square' where they can congregate and share
experiences," said Paul Handelman, president of Enix America. "However,
because the game design of Grandia Xtreme will also appeal to casual gamers,
the site serves as a resource for them, too."

Located within www.enix.com <http://www.enix.com/> , the Grandia Xtreme site
is designed for both the hardcore role-playing gamer and Grandia Xtreme fan,
as well as anyone interested in learning about one of 2002's premier
role-playing games. In addition to providing a general overview of the game
and in-depth information on the game's storyline and characters, Enix's new
Grandia Xtreme site also highlights:

Combat System: acting as a brief online tutorial, this portion of the site
provides background, hints and tips for the acclaimed Grandia Combat System,
which returns with enhanced AI and special moves;

Magic System: the renowned Magic System which allows for the creation of new
and stronger spells is overviewed in this section. Fans can familiarize
themselves with the four basic types of Mana Eggs and how to use them;

Downloads: visitors can download the latest screen shots of the game,
one-of-a-kind wallpaper as well as view the Grandia Xtreme trailer;

Forum: perhaps the most popular section of the site, in the Grandia Xtreme
Forum fans can become a part of the worldwide Grandia community and exchange
information on the game.

Grandia Xtreme for the PlayStation(r)2 is scheduled to ship September 30 and
carry an estimated retail price of $49.99.

More information regarding Enix's entire lineup of exciting products can be
found at www.enix.com <http://www.enix.com/> .

About Grandia
Developed by Game Arts and originally released in North America for the
PlayStation(r) game console in October 1999, Grandia quickly leaped to the
forefront of a new generation of RPGs. Its critically acclaimed combat system
and deep character development combined to position Grandia as a key
contributor to the emergence of RPG games into the mainstream. The series
continued its prominence at the forefront of the genre with the December 2000
North American release of Grandia 2 for Sega Dreamcast(tm); Grandia 2 remains
the all-time best selling traditional RPG game for the Dreamcast platform and
has recently been re-released for both the PlayStation(r)2 and PC. Grandia
Xtreme represents the first original Grandia series game for the
PlayStation(r)2 system and continues the legacy of the series.

About Enix America Inc.
Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia Xtreme and Robot Alchemic Drive, both
for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a wholly
owned subsidiary of Japan-based Enix Corporation.

# # #
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CAPCOM(R) RELEASES ONIMUSHA(tm) 2: SAMURAI'S DESTINY
EPIC SEQUEL BOASTS TECHNICAL ACHIEVEMENT AND
INCARNATES LEGENDARY ACTOR

One million units sold within two weeks of its debut in Japan

SUNNYVALE, Calif. - August 27, 2002 * Capcom* Entertainment today announced
the release of Onimusha* 2: Samurai's Destiny, the highly anticipated sequel
to Onimusha: Warlords, for the PlayStation(R)2 computer entertainment system.
Based on this award winning, multi-million selling blockbuster, Onimusha 2:
Samurai's Destiny takes the series to an entirely new level. Major
achievements include more expansive environments to explore, new character
interactions, enhanced swordplay and over twice the volume of animated
movies. In a revolutionary use of talent, Onimusha 2: Samurai's Destiny
"brings-to-life" the late, famous Japanese actor, Yusaku Matsuda (known for
his numerous works including the 1989 film Black Rain) as the main character
and hero, Jubei Yagyu. Onimusha 2 has been a phenomenal success in Japan,
where it sold through more than one million units within two weeks of its
launch. This exceeds its predecessor, which achieved the same milestone in a
two month span. Onimusha 2: Samurai's Destiny is rated "M" for mature
audiences by the ESRB (Entertainment Software Rating Board). It will carry
the suggested retail price of $49.95.

Onimusha 2 is an epic story that blends magical realism with accurate
historical accounts of 16th century Feudal Japan. It offers the most in-depth
adventure in Capcom's samurai action series. Onimusha 2: Samurai's Destiny
begins 10 years following the events in Onimusha: Warlords, after Nobunaga,
an infamous Japanese warlord, has brutalized a village. Players take the role
of the hero, a young warrior and master of the Yagyu Shinkage sword fighting
style, who seeks revenge against Nobunaga and to uncover his destiny.

"The opening cinematics are even more stunning than the original masterpiece.
The game is so realistic you actually feel panic and fear as Nobunaga and his
henchmen terrorize the village," said Todd Thorson, director of marketing,
Capcom Entertainment. "Onimusha 2 will be a 'must-have' video game for the
Onimusha aficionado and all PlayStation 2 game players. This is the first
time a video game has brought an actor back to life. The late Yusaku Matsuda
was an extremely popular actor and his presence adds a totally unique quality
to Onimusha 2."

To create the vastly unique and immense world of Onimusha 2, Capcom employed
the talents of Mr. Keita Amamiya, a famous Japanese character designer,
director and illustrator to perpetuate further creativity and to bring a
fresh perspective to an already detailed universe. In addition to his
creative talents, a host of other professionals in various forms of
entertainment added their expertise to the project including those in
writing, directing, character movement, special effects and motion capture.

Onimusha 2: Samurai's Destiny boasts the following features:

*       Explore new and diverse environments - Outside the castle walls
players will travel around the Town of Imasho, a lively old gold rush town,
the Sacred Place of the Oni Clan over run with demons, as well as foggy
canyons, hidden forests, a gold mine, caves and more.
*       Players can simply execute a new set of sword moves called 'Ohgi' or
'esoteric fighting' to execute devastating combos using a simplistic control
scheme.
*       Onimusha 2 features twice the amount of CG story line movies. Capcom
has employed the talents of live-action movie actors to add facial and
movement realism as well as an actual stage director to ensure overall
realism and continuity.
*       Revolutionary character interaction - Players can gain access to the
new fighting skills of not only the main character but up to four unique
sub-characters.
*       Features world-renowned music from composer Taro Iwashiro.
*       Epic story blends magical realism with accurate historic accounts
*       The most epic adventure in Capcom's samurai action series.

As an achievement for its innovative game development, Onimusha 2: Samurai's
Destiny was awarded the honor of "Best PS2 Adventure Game" for E3 2002 by IGN
Entertainment. The international award-winning McFarlane Toys has created a
line of highly detailed Onimusha 2 action figures true to the game
characters. The six figure line includes Yaguy Jubei, Oyu from Odani, Fuma
Kotaro, Saiga Magoichi, Gogandantes, and Oda Nobunaga. These accessorized
figures are incredibly detailed and feature increased articulations to allow
re-creation of specific poses. Visit http://spawn.com/features/index.html
<http://spawn.com/features/onimusha2/index.html> for full photography, figure
specs, packaging photos, sculpt and sketch photos.

The original release, Onimusha: Warlords, became the smash hit for the
PlayStation 2 having garnered numerous awards including "Best of Show" by
SIGGRAPH 2000 Computer Animation Festival. Earlier this year, Onimusha:
Warlords was named PlayStation 2 People's Choice Award for "PlayStation 2
Game of the Year" and PlayStation 2 People's Choice Award for "Best
Action/Adventure Game." Onimusha: Warlords won these prestigious awards
through voting conducted on Sony Computer Entertainment America's Web site,
www.scea.com.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The company
is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jubei Yagyu by (C)Yusaku Matsuda Office Saku. PlayStation and the "PS" family
logo are registered trademarks of Sony Computer Entertainment Inc.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo 64 are trademarks
of Nintendo of America Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders.
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    PlayStation(R)2 Players Can Now Experience Online Gameplay First-Hand
     By Joining the World's Best Trained and Most Versatile Combat Forces
                          In SOCOM: U.S. Navy seals

Action Military Shooter Offers Players an Unparalleled Console Experience
With
         Voice Recognition Technology in Online and Offline Gameplay

FOSTER CITY, Calif., Aug. 27 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. announced today the release of SOCOM: U.S. Navy
SEALs.  Developed exclusively for the PlayStation(R)2 computer entertainment
system by Zipper Interactive, Inc. with Sony Computer Entertainment America's
Foster City studio, SOCOM: U.S. Navy SEALs allows users to experience
intense, military team combat action by becoming an elite SEAL commander
trained to take down hostile forces throughout the world.  As one of the
first Sony Computer Entertainment America published entertainment titles to
take advantage of the upcoming Network Adaptor (Ethernet/Modem) (for
PlayStation(R)2), SOCOM: U.S. Navy SEALs will support up to 16-players per
game via a broadband connection.  In SOCOM: U.S. Navy SEALs, gamers will
experience the technological capabilities of PlayStation 2 by playing in a
thrilling simulation of the U.S. Navy SEAL experience, through both on- and
offline gameplay.

As an elite SEAL commander, players must lead their fire-team on a mission,
then actualize the mission through authoritative commands, involving intense
strategic and tactical skills.  Ambushes, reconnaissance and hostage rescues
are among the missions that U.S. Navy SEALs will need to accomplish. SOCOM:
U.S. Navy SEALs offers players the ability to play and communicate with
teammates in an intense military environment.  Teamwork is crucial and
commands can be communicated using voice chat over the Internet using
broadband access via an included USB microphone/headset.   In single-player
mode, players will be able to use menus and/or voice commands when
communicating with AI team members.

"SOCOM: U.S. Navy SEALs delivers an exciting mission-based single-player
mode, as well as innovative team-based online gameplay that has its own
mission locations and environments.  Communicating with your teammates
through the included SOCOM headset adds to the realism and intensifies the
gameplay experience," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America Inc.  "Working in association with Naval
Special Warfare on such features as motion-captured animation, allowed us the
opportunity to showcase the SEALs in simulated worldwide missions, as well as
portraying the SEAL teamwork and ethics from a very authentic angle,
resulting in a gripping gameplay experience."

As players take on the role of an elite SEAL commander, their team is asked
to fight terrorists throughout numerous deadly missions within four richly
detailed international locations.  The missions will take place in both
indoor and outdoor settings, in various weather conditions and during
different times of the day.  In SOCOM: U.S. Navy SEALs, there are two types
of gameplay.  More specifically:

-- Single Player -- The single-player gameplay is a linear campaign through
12 globe-spanning combat missions.  Each mission must be successfully
completed before players can advance to the next level.  Using voice commands
through the SOCOM headset, you can verbally command your teammates to perform
actions and they will respond back to you through your headset. A detailed
list of commands and tactics is available for the player to use when
directing their team. Intel from SOCOM (Special Operations Command) also
comes through the headset to guide the players and provide crucial
intelligence throughout the mission.

-- Online Gameplay -- The online gameplay can encompass up to 16 players
(eight per team) taking the role of either SEALs or terrorists and then
working with their fellow team members to defeat the other side.
Multi-player missions are unique and are altered for different types of
offensive and defensive tactical/strategic maneuvers.  There are three types
of missions within more than 10 multi-player maps.  The SOCOM headset can be
used to communicate verbally with fellow team members during online games.
Players can use sub-channels for team offense and defense to strategically
plan their assaults.

In addition to the separate gameplay modes, unique AI (Artificial
Intelligence) reactions of enemies and teammates, and numerous weapon and
equipment choices provide tons of replay value.  No two missions use the same
combination of challenges and required skills.  Some require stealth and
precision, while others require physical combat, endurance, cunning and
demolition.  Single-player missions can be played multiple times with many
varied results using a wide variety of stealth or overt tactics to complete
the SEALs' objectives.  Missions include ambushes, chases, hostage rescue,
demolitions, reconnaissance, and other exciting combat situations.  Each
mission has multiple primary and secondary objectives that must be completed.

In online gameplay, players will be able to see how they compare with other
SOCOM: U.S. Navy SEALs players worldwide.  Each player will be ranked on the
"SOCOM ranking ladder."  Team-wins, number of kills, and successful missions
will factor into a player's rankings.  Players will also be able to create
online teams and invite other players into their team or clan.  This allows
them to display their team "tag" in matches and allows for teams to compete
against other clans in special clan games.

For more information regarding the United States Navy SEALs visit
www.seal.navy.mil and www.swcc.navy.mil.

The independent Entertainment Software Rating Board (ESRB) rated
SOCOM: U.S. Navy SEALs "M" for Mature. For more information about the ESRB
visit www.esrb.org.

About Sony Computer Entertainment America
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com .

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X36387768

SOURCE  Sony Computer Entertainment America Inc.
    /Web site:  http://www.seal.navy.mil/
    /Web site:  http://www.swcc.navy.mil/
    /Web site:  http://www.esrb.org/
    /Web site:  http://www.playstation.com/
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            Let the Games Begin ... PlayStation(R)2 Is Now Online!

     Consumers Nationwide Can Now Play Games Online Via the Best-Selling
                               Gaming Platform

FOSTER CITY, Calif., Aug. 27 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. today made online console gaming a reality in
North America with the consumer release of the Network Adaptor
(Ethernet/modem) (for PlayStation(R)2). PlayStation fans in San Francisco and
New York City lined up to be among the first to experience online gameplay
via PlayStation 2 during a live, bi-coastal online tournament to launch the
Network Adaptor, which is now available at retail outlets nationwide for a
suggested retail price of $39.99.

With a North American installed base of more than 11 million units
-- nearly six times that of its closest competitor -- consumer demand for
online gaming with PlayStation 2 is expected to reach new heights as a result
of the Network Adaptor's launch. Since Sony Computer Entertainment America's
initial announcement of its online plans, consumers have been anxiously
awaiting the release of the Network Adaptor, with many retailers organizing
pre-orders prior to the launch date. Sony Computer Entertainment America will
initially ship 400,000 Network Adaptors this calendar year and expects
cumulative shipments to reach 500,000 units by March 31, 2003. PlayStation 2
will be the first online gaming option for the mass market, and is set to
amass the largest online console gaming community in just four short months.

"Today, online console gaming has officially begun with the launch of the
Network Adaptor," said Kaz Hirai, president and chief operating officer, Sony
Computer Entertainment America Inc. "This opens up entirely new worlds of
entertainment for PlayStation fans. Sony Computer Entertainment America is
honored to once again raise industry standards by being the first to deliver
this exciting next step in the evolution of computer entertainment."

During the event to launch the Network Adaptor, New Yorkers went head-to-head
with San Francisco gaming enthusiasts in the company's first-ever public
online tournament via the PlayStation 2 computer entertainment system. Fans
cheered their city's gamer-representatives as they trash-talked, smashed,
leg-sweeped and tackled their rivals on opposite ends of the continent.

Players Nationwide Tear It Up For Gridiron Superiority in NFL GameDay(TM)
2003

The NFL football season kicked off early this year as the New York Giants
took on the San Francisco 49ers in Sony Computer Entertainment America's
online tournament to determine gridiron superiority. PlayStation fans in New
York and San Francisco assumed the roles of legendary players, then blocked,
passed, tackled and punted their way towards the virtual end zone in NFL
GameDay 2003 from 989 Sports. The online tournament heated up as players from
each city took advantage of NFL GameDay's in-game chat mode to trash-talk
their opponents.

New Yorkers and San Franciscans Enlist in Special Forces on SOCOM: U.S. Navy
SEALs

New York and San Francisco PlayStation fans teamed up to battle virtual
terrorists in today's online tournament that showcased the highly anticipated
title SOCOM: U.S. Navy SEALs. Two teams of four players assumed either the
roles of SEAL commanders or terrorists, then worked with fellow team members
to defeat the other side. New Yorkers and San Franciscans teamed up to
maneuver their way through Demolition, Hostage Rescue and Suppression game
types. The highlight of the tournament was when players donned the USB
headset to verbally communicate with fellow team members located thousands of
miles away.

PlayStation Delivers on Consumer Demand for Online Games

Sony Computer Entertainment America has been aggressively developing its
online strategy for PlayStation 2 for some time, with initial consumer Beta
testing beginning in March 2002.

Overall results indicate overwhelming consumer desire for online gaming:

-- Consumers are already playing games with friends -- Nearly 70 percent of
videogame consumers play games with friends, while another 29 percent play
both by themselves and with friends. (Source: Sony Computer Entertainment
America)

-- Consumers see lots of advantages to online gameplay -- Just over 70
percent of videogame consumers say that "playing against friends" and
"playing demos of games prior to release" are the greatest advantages to
online gameplay. Other advantages consumers cited include being able to play
against gamers they don't know, testing skills against other players, winning
prizes, and playing in tournaments. (Source: Sony Computer Entertainment
America)

-- Consumers are awaiting Internet-enabled games -- Nearly all --
93 percent -- of videogame consumers are interested in connecting their
PlayStation 2 to the Internet. (Source: Sony Computer Entertainment America)

Going Online with PlayStation 2

Going online with PlayStation 2 requires the addition of a Network Adaptor
for PlayStation 2. The Network Adaptor is a first-of-its kind connectivity
device that combines a 10/100 Ethernet connection with a 56K V.90 analog
modem that allows network access to a wide spectrum of consumers regardless
of their in-home broadband or narrowband connectivity choice. Consumers with
an in-home Internet Service Provider (ISP) account and the Network Adaptor
will be able to play friends and rivals across the Internet via PlayStation 2
games specifically designed to take advantage of this capability.

The Network Adaptor comes with a bundled Start-Up Disc to ensure consumers
can quickly and easily equip their PlayStation 2 with online connectivity.
The disc will consist of the following:

-- Start-Up Disc connectivity setup
-- Help video and documentations
-- Interactive game demos
-- Sneak peek "coming soon" videos
-- Mail-in coupon - Twisted Metal:Black(TM) ONLINE for free

In addition to NFL GameDay and SOCOM: U.S. Navy SEALs, other highly
anticipated online titles available for PlayStation 2 at launch include:

-- Twisted Metal:Black ONLINE -- A perfect example of how online gameplay
creates a new world of infinite possibilities, the action in Twisted
Metal:Black ONLINE heats up with a more dynamic environment that's dependent
on the interaction of multiple live players from across the nation. With up
to eight players utilizing a broadband connection, or two players using an
analog connection, gamers will enjoy four game modes, including Death Match,
Last Man Standing, Man Hunt and Collector.

-- Madden NFL(TM) 2003 from EA Sports -- Exclusively for PlayStation 2,
Madden NFL 2003 online, from Electronic Arts, features an online lobby where
gamers can meet, greet and chat, as well as download current player rosters
throughout the NFL season; friends can also challenge one another
coast-to-coast in one of the most competitive football videogames available.

-- SEGA Sports(TM) NFL 2K3 from Sega of America -- Compete head-to-head with
other online players with Sega's NFL 2K3, that offers ESPN broadcast
presentation, new franchise modes, improved play calling, award-winning
play-by-play commentary, highly detailed player models, redesigned 3D
stadiums, and more.

In total, 13 online titles for PlayStation 2 are expected to launch this
year, including:

-- SOCOM: U.S. Navy SEALs from Sony Computer Entertainment America
-- Twisted Metal:Black ONLINE from Sony Computer Entertainment America
-- ATV Offroad Fury(TM) 2 from Sony Computer Entertainment America
-- NFL GameDay 2003 from Sony Computer Entertainment America
-- My Street(TM) from Sony Computer Entertainment America
-- Frequency(TM) 2 from Sony Computer Entertainment America
-- Madden NFL 2003 from EA Sports
-- NBA Live 2003 from EA Sports
-- Tribes(TM) Aerial Assault from Sierra Entertainment
-- Tony Hawk's Pro Skater(TM) 4 from Activision
-- SEGA Sports NFL 2K3 from Sega of America
-- SEGA Sports(TM) NBA 2K3 from Sega of America
-- SEGA Sports(TM) NCAA College Basketball from Sega of America
-- automodellista from Capcom

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com .

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X17711758

SOURCE  Sony Computer Entertainment America Inc.
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THQ AND VOLITION SET TO BRING SUMMONER 2 TO PLAYSTATION 2

Sequel to Top-Selling Role Playing Game Receiving Critical Praise for
Original Story and Enhanced Graphics

"The Interview", A Follow Up to the Original "Summoner Geeks" Comedy Sketch,
Available for Download

CALABASAS HILLS, Calif. - August 28, 2002 - THQ(R) Inc. (NASDAQ NMS: THQI)
today announced that development on its highly anticipated action,
role-playing title, Summoner(R) 2 for the PlayStation(R) 2 computer
entertainment system is complete. Summoner 2, the sequel to one of the
top-selling PlayStation 2 launch titles, Summoner, is scheduled to ship on
September 13. Developed by THQ's studio, Volition(R), creators of Red
Faction(R), Summoner 2 features an enhanced game engine, stunning graphics,
an intense real-time combat system and a compelling storyline.

Summoner 2 was recently on display at the annual GenCon role-playing game
convention in Milwaukee and has been receiving high praise from both the
videogame community and the mainstream press:

o "...Summoner 2 is well on its way to being one of those 'must-play' games
coming out this fall." - GameSpy

o "...ablaze with compelling dialogue, a great story and excellent
execution."
- Play Magazine

o "Summoner 2 promises to be an epic RPG on a grand scale." - PSE2 Magazine

o "Summoner 2 should give Volition and THQ a chance to show off an impressive
RPG, and make a big name for the Summoner series." - IGN

THQ and Volition have also released "The Interview", a follow up to the
hugely popular "Summoner Geeks" comedy sketch. "The Interview" is a humorous
look into the minds of video game characters as the cast of Summoner 2 talks
about their "real life" experiences in making the game. "The Interview" is
available for download at www.summoner2.com. Consumers can also sign-up for a
free interactive PlayStation 2 demo at www.summoner2.com, while supplies
last.

About Summoner 2
In Summoner 2, players guide Maia, Queen of the Halassar, and a host of
unique party members through an original fantasy universe inspired by
literature, folklore and mythology. Players travel to more than 30 exotic and
imaginative locales, from the tropical isle of Teomura to the bizarre and
dreamlike City of Masks. Players may fully customize their party with their
own set of skills and spells. Summoner 2 features a complex, character-driven
storyline, hundreds of skills and spells, and an all new, real-time combat
system that breaks the mold for traditional RPGs.

For more information, artwork and to view weekly updates on the game's
development please visit www.summoner2.com.

About Volition
Located in Champaign, Illinois, Volition is one of THQ's premier internal
game development studios responsible for high-end creations on next
generation systems and PC. Its credits include the best-selling Red Faction,
the original Summoner, the acclaimed Freespace and Freespace 2, as well as
the award-winning Descent and Descent 2 as a part of Parallax Software.

About THQ
THQ Inc. is a leading, worldwide developer and publisher of interactive
entertainment software for a variety of hardware platforms including PC
CD-ROM, wireless devices, and those manufactured by Sony Computer
Entertainment America Inc., Nintendo and Microsoft. The THQ web site is
located at www.thq.com. The THQ Wireless site is located at
www.thqwireless.com.

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions.
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Enix's public relations firm emailed this to me today:

-----

Last night, Enix Japan announced the eagerly anticipated Japanese release date
for Star Ocean III: Till the End of Time for the PlayStation 2 will be
November 28, 2002.

Star Ocean III: Till the End of Time will be released in the United States for
Summer 2003, courtesy of Enix America, and is sure to be the must-have RPG of
the year!

Stay tuned for more details and images on Star Ocean III: Till the End of
Time, to be released over the next few weeks.
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SKYWALKER SOUND TURNS UP THE VOLUME ON
LUCASARTS' STAR WARS BOUNTY HUNTER

Marin County, Calif. -- September 4, 2002 -- Seeking another outlet for its
Academy Award-winning sound library, Skywalker Sound, a division of Lucas
Digital Ltd. LLC, recently completed the sound design for Star Wars Bounty
Hunter, a Sony PlayStation 2 game developed by sister company LucasArts
Entertainment Company LLC. This is the most recent endeavor into games for
the legendary facility, which has been at the forefront of the audio post
industry for more than 25 years.

"The gaming industry has made great technological leaps in recent years with
regards to imagery, and it is only natural that sound design follow that
curve," said Glenn Kiser, VP and General Manager of Skywalker Sound. "This
project was a lot of fun for us, and we plan on pursuing other ventures in
this market."

The Skywalker Sound Effects Library currently contains more than 70,000
originally recorded sound effects, including master sound designer Ben
Burtt's Star Wars catalogue, which supplied the raw materials for the Star
Wars Bounty Hunter soundtrack. Recent feature production credits include
sound design and audio post-production for Minority Report, Star Wars:
Episode II Attack of the Clones, Monsters Inc., Pearl Harbor, A.I. Artificial
Intelligence, From Hell, Tomb Raider, Final Fantasy, Fight Club, Star Wars:
Episode I The Phantom Menace, Jurassic Park III and Titanic.

Inspired by events between Star Wars: Episode I and II, Star Wars Bounty
Hunter presents an original, compelling third-person action game which
establishes the bounty hunter Jango Fett's place in the Star Wars galaxy.
Gameplay emphasizes intense combat and physical action in the relentless
pursuit of prey across six fantastic worlds and 18 levels of play.

"It's a privilege for LucasArts to work with Skywalker Sound, who are world
renowned for their sound design work," says Liz Allen, director of marketing
for LucasArts. "Skywalker Sound's expertise enriches the overall game play
experience in Star Wars Bounty Hunter, and results in a greater and more
realistic level of immersion into the Star Wars universe."

About Skywalker Sound
Skywalker Sound has been associated with a total of seventeen Academy Awards
for Best Achievement in Sound and Best Achievement in Sound Effects Editing.
Located in Marin County, California, just north of San Francisco, Skywalker
Sound is a division of Lucas Digital Ltd. LLC, which also includes Industrial
Light & Magic (ILM). Formed in 1993, Lucas Digital Ltd. LLC is dedicated to
serving the digital needs of the entertainment industry for visual effects
and audio post-production.
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Initiate Alchemic Drive!
Meganites....forward march.

[incoming transmission detected. Auto decrypt enabled. Translation
commencing]

"This is Commander Slib coming to you live from Senjo Central Control. The
Volgara invasion has begun. Tsukioka Industries' Meganite warriors are
Earth's last line of defense. (system note: garbled reception)

The Volgara Phantom System seems to be too much for our robot handlers
(system note: garbled reception)....the Volgara Repton Carbonite is too
strong (system note: garbled reception)....Dr. Wiltz was...was...wrong!

They're coming at me right now...120 feet of pure steel terror. The
feet....they're huge and coming down on me.....AAIIIIEEEEE"
[end transmission]

Is this the end of Slib? Will his fate flicker like a candle in the wind?

Only you can save Senjo from the Volgara invasion.

For sneak peak at Robot Alchemic Drive ("RAD"), pick up the October issue of
the Official PlayStation Magazine and pop the Demo Disc into your PlayStation
2. Select the Vault and then start up the playable demo of RAD!You will be in
remote control of 120-foot tall, fully armored, fully armed Meganite
warriors. You will engage in brutal hand-to-hand combat with enemy Volgara
soldiers. You will stop the invasion or die trying.

Start practicing now and circle November 5th on your calendar. The Meganite's
march begins then.

For more information about RAD, visit www.enix.com. And hang on, cuz Enix's
official RAD website will be going live within the month.

Let us know what you think about the demo. Post your comments to the RAD Enix
forum at:
http://www.enix.com/b/cgi-bin/forumdisplay.cgi?action=topics&forum=RAD++Robot
+Alchemic+Drive&number=27&DaysPrune=20&LastLogin=

Your friends at Enix.

ps: Slib is pretty squishable so we think he'll be back for another email.
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HIGHLY ANTICIPATED
ROBOTECH(R): BATTLECRY(TM) GOES GOLD

Multilevel Marketing Campaign Intensifies

WESTLAKE VILLAGE, Calif. - September 13, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, today announced
Robotech(R): Battlecry(TM) for the PlayStation(R)2 computer entertainment
system and Xbox(TM) video game system from Microsoft has "gone gold" and into
manufacturing in preparation of shipping to major retail outlets nationwide.

In support of the upcoming mech fighting title, TDK Mediactive kicked off its
online grassroots campaign this week, featuring a Robotech sweepstakes at
www.robotech.com. The campaign compliments the portfolio of print ads
starting with Electronics Gaming Monthly that launched last month, as well as
a blitz of retail specific promotions.

"With a multitude of streaming missiles, furious action and gigantic
transforming robots, Robotech: Battlecry is locked and loaded, ready to
deliver a powerful action gaming experience," said Steve Ryno, vice president
of product development, TDK Mediactive. "The enormous Robotech fan base will
also rejoice when they discover how accurately the series has been captured
and recreated. It's sure to please even the most hardcore of fans, while
delivering great depth and scope."

Developed by Vicious Cycle in association with Harmony Gold and Mattel, Inc.
Robotech: Battlecry is also scheduled to release on the Nintendo GameCube(R)
along with Robotech: The Macross Saga(TM) for Game Boy(R) Advance in October.
To date, Robotech: Battlecry has generated overwhelmingly positive press,
including:

"These games kick ass!" - Silicon Magazine

"...gamers will really be heading to the store in rabid packs once they
[find] out how all of that licensed fun has been put to use." - IGN

"...looking gorgeous... it's hard to say that the wait wasn't worth it." -
Electronic Gaming Monthly

"Fans of Robotech have been waiting so long for a great game adaptation, it's
almost hard to accept that one has finally arrived." - Play

In addition to the standard version of Robotech: Battlecry, a special
Collector's Edition will also be available through Electronics Boutique and
GameStop while supplies last. The extremely limited, serialized collections
will contain the new mecha fighting game, the Robotech: Battlecry game
soundtrack on CD, an exclusive t-shirt, concept art, lenticular motion card,
and an individually numbered Defense Force dog tag.

About Robotech: Battlecry
A mission-driven cel shaded action title, Robotech: Battlecry embodies the
classic mecha-filled mayhem of the animated series. Featuring
all-encompassing destruction on a giant scale, Robotech: Battlecry is a
high-octane arcade shooter that captures the television show's spectacular
visuals and epic storyline.

As an intrepid fighter pilot, the player must protect cities of Earth from
roving bands of a giant alien race, the Zentraedi(TM). The player pilots the
versatile Veritech(TM) Fighter, a giant transformable mechanized robot that
can convert into a high-flying jet fighter, a 40-foot tall humanoid robot,
and a combination of both. Each transformation mode offers new movement
options, special abilities or weapons. To succeed in battle, the player must
use more than one mode to complete their assigned objectives. In keeping with
the Robotech identity, the environments, mecha, characters, and overall
appearance are modeled directly from the stylized look of the highly-regarded
animated series.

About the Robotech Brand
Produced by Harmony Gold in 1985 Robotech fueled the transforming robot craze
and drew legions of loyal fans with its richly detailed Japanese animation
featuring dazzling science-fiction drama. Robotech continues to be one of the
most recognized animated television series to this day. Its ground-breaking
production design also launched a worldwide licensing phenomenon that has
spawned several toy lines, musical soundtracks, dozens of novels,
role-playing games, collectibles, apparel and over 300 comic books. More
information about the Robotech brand is available at www.robotech.com.

About Harmony Gold
Formed in 1983, Harmony Gold is a leading production, acquisition and
distribution company of quality international television programming,
producing some of the most classic and history-making programs in the
industry. Harmony Gold is a division of The Harmony Gold Companies, whose
interests range from theater management, real estate and finance to film and
television production.

About Mattel, Inc.
Mattel, Inc. is a worldwide leader in the design, manufacture and marketing
of family products. With headquarters in El Segundo, Calif., Mattel has
offices and facilities in 36 countries and sells its products in more than
150 nations around the world.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, R&S trading, BKN International, DC Comics,
Hallmark Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company,
General Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #
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EXCLUSIVE DEMO OF TONY HAWK'S PRO SKATER(tm) 4 AVAILABLE ON KELLY SLATER'S
PRO SURFER(R) GAME FOR PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

Santa Monica, CA -- September 16, 2002 -- Action sports fans are getting a
double dose of high-flying action with the debut of an exclusive one-level
playable demo of Tony Hawk's Pro Skater(tm) 4 available on Activision, Inc.'s
(Nasdaq: ATVI) Kelly Slater's Pro Surfer(R) for the PlayStation(R) 2 computer
entertainment system. After catching big air on the waves of Australia's
Bells Beach and Hawaii's notorious Pipeline featured in the groundbreaking
surfing title, gamers can hone their skating skills in preparation for the
fall launch of Tony Hawk's Pro Skater 4, the latest installment in the
best-selling action sports franchise in the world. Kelly Slater's Pro Surfer
ships to retail stores nationwide on September, 17, 2002, carries an "E"
rating from the ESRB, and is available for a suggested retail price of
$49.99.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com <http://www.activision.com>.

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings. Readers of this press release are
referred to such filings.
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AN ADVENTURE OF TIME AND SPACE BEGINS IN CAPCOM'S DINO STALKER* FOR the
Playstation(R)2 computer entertainment system

SUNNYVALE, Calif. - September 17, 2002* Capcom(R) today announced the release
of Dino Stalker(tm), a new first-person shooter for the PlayStation(R)2
computer entertainment system. Dino Stalker is a mystery of time and space
that begins in World War II as Veteran pilot Lt. Mike Wired's plane is shot
down in an intense dogfight over the Atlantic Ocean. Bailing out in a last
ditch fight for survival, he is suddenly enveloped in a blinding flash of
white light. Suddenly everything has changed for this hero...lost in time.

Dino Stalker features intense first-person shooting action with arcade-style
targeting (the game supports play with the Guncon2 light gun controller).
Through its engaging story line and challenging game play, Dino Stalker
showcases interactive backgrounds and beautifully detailed visuals to immerse
players in a wicked game of 'hunt or be hunted' as players fight to survive
against an onslaught of prehistoric beasts. Dino Stalker is rated "M" for
mature audiences by the ESRB (Entertainment Software Rating Board).

Dino Stalker boasts the following list of features:

* Story written by Flagship - A premiere script writing company responsible
for writing the scripts for Resident Evil and Onimusha.
* Fourteen different types of dinosaurs! - The diverse set of dinosaurs in
Dino Stalker will attack the player from land, sea and air.
* New gun-switching system! - Players can switch their primary weapon in
real-time as they select between a sniper for distance shooting, a machine
gun for close range and special weapons including grenades to wipe out a
group of predators.
* See invisible predators with a pre-equipped sensor - Players must use this
sensor in order to determine how many enemies are looming in the vicinity.
* Varied locations - Jungle setting to futuristic city and more with fully
interactive backgrounds
* Intense first-person shooting action with arcade-style targeting
* Guncon*2 light gun controller compatible

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the

PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
Nintendo(R) GameCube and Xbox* game consoles, Game Boy(R) Advance and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders. GUNCON(tm)2 & (C)2000 NAMCO LTD., ALL RIGHTS
RESERVED
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Yo,

Hope you weren't worried about me after I got squished on the front lines in
Senjo while helping defend the free world in Robot Alchemic Drive. As you
know, Slimes bounce and I bounced right back into form.

And just in time, as it turns out.

Enix today announced that Grandia Xtreme has "gone gold" and has moved on
into manufacturing. Somewhere in Indiana is a DVD plant that is cranking out
beautiful silver PlayStation(R)2 DVDs with the Grandia Xtreme logo on 'em.

And those beautiful DVDs will be shipping out of Enix's warehouse on
September 30, 2002. So you should be able to find them in a store near you
starting on October 1st!

Make sure your local store knows to call you as soon as the games arrive!

Remember to visit us at www.enix.com for all the latest info on Grandia
Xtreme, Robot Alchemic Drive and the rest of the Enix lineup.

Your friend,
Slib
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  989 Sports(R) Strikes Gold Naming Olympic Gold Medalist and NHL Defenseman
               Rob Blake Cover Athlete for NHL FaceOff(TM) 2003

    Four-Time NHL All-Star and Former Stanley Cup Champion Brings Gritty,
      Hard-Hitting Style to the Newest Edition of the FaceOff Franchise

FOSTER CITY, Calif., Sept. 18 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NHL All-Star defenseman Rob Blake has
signed a deal to join the 989 Sports(R) team as the cover athlete for NHL
FaceOff(TM) 2003. A member of the 2002 Gold Medalist Canadian Olympic Hockey
Team, Blake becomes the newest member to join the elite list of 989 Sports
cover athletes. NHL FaceOff 2003, available for the PlayStation(R)2 computer
entertainment system, will be in stores in October.

A 12-year veteran of the NHL, Blake is a former Norris Trophy winner
(given annually to the League's top defenseman) and was a member of the 2001
Stanley Cup(R) Champion Colorado Avalanche. The six-foot, four-inch, 225
pounder is known for his strong two-way play using his size to dominate
opponents in his own zone and using his strong puck handling ability to
control the play offensively. Last season, the Simcoe, Ontario native led the
Avalanche to the Western Conference Finals as he was among the leaders of NHL
defenseman in points, plus/minus, and powerplay points. Before joining the
Avalanche in 2001, Blake spent 10 seasons with the Los Angeles Kings where he
was twice named team MVP and helped the club reach the Stanley Cup Finals for
the first time in franchise history. During his years in Los Angeles, Blake
was also a leader in the community receiving the Kings Care Foundation's
Community Service Award three times, and he was selected by The Sporting News
as one of their "Good Guys in Sports" which is awarded to professional
athletes who are active in their community.

"We are thrilled that Rob Blake has become the newest member of our heralded
989 Sports team," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Blake is a tremendous fit with our organization as he
continues our commitment to athletes that excel both in their sport and in
their community. His tenacious defense and his strong slap-shot are a perfect
fit for the high-flying, exciting NHL action replicated in NHL FaceOff 2003,
the most authentic hockey game available for the PlayStation 2.

NHL FaceOff 2003 brings all the thunderous checks, precision passing, and
hard slap-shots that are a staple of NHL hockey to the PlayStation 2
entertainment system. The franchise, long known for delivering a realistic
hockey simulation featuring fast gameplay combined with tight, intuitive play
controls, includes an all-new Career Mode this year allowing gamers to live
the life of a General Manager and build their team from scratch. With all 30
NHL arenas recreated in lifelike detail, down to the championship banners
hanging from the rafters, players will feel the intensity of playoff hockey
all season long.

The independent Entertainment Software Rating Board (ESRB) rates NHL FaceOff
2003 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PSOne game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com

                    MAKE YOUR OPINION COUNT -  Click Here
               http://tbutton.prnewswire.com/prn/11690X06223852

SOURCE  Sony Computer Entertainment America Inc.
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ENIX'S 'GRANDIA XTREME' GOES GOLD
Highly Awaited PlayStation(r)2 Title Ships Nationwide on September 30

SEATTLE, WA, September 17, 2002 - A thrilling combination of action and
role-playing adventure graces the PlayStation(r)2 computer entertainment
system as Enix America Inc. today confirmed that its acclaimed video game,
Grandia(r) Xtreme(tm) has "gone gold." The first original Grandia title for
the PlayStation(r)2, Grandia Xtreme already has consumers buzzing with
anticipation over its September 30 release date.

"Our partnership with Game Arts has delivered what we feel is the ultimate
Grandia experience and we're confident that fans both new and old will
agree," said Paul Handelman, president of Enix America. "Grandia Xtreme is a
worthy addition to Enix's library of high-quality RPG series such as Dragon
Warrior(r) and Star Ocean(r)."

A dramatic story-driven adventure featuring an extremely sophisticated AI
engine and deep character skill development, Grandia Xtreme also includes an
enhanced version of the renowned battle system. The battle system captures
the chaotic nature of group combat, and combines it with the finest elements
of real-time and turn-based combat systems. Combat highlights include an
Initiative Point System for determining who attacks first; bonuses for timing
and combos; and the ability to utilize the elemental powers of Fire, Air,
Earth and Water against enemies.

Adding a touch of Hollywood and a critical element to the overall game play,
Grandia Xtreme features the voice talents of Mark Hamill, Lisa Loeb, and Dean
Cain. Hamill expertly assumes the role of Colonel Kroitz, the Supreme
Commander, who is filled with a fierce loathing for the hero, Evann,
portrayed by actor and TV personality, Dean Cain. Recording artist Lisa Loeb
rounds out the high-profile cast, providing the voice-over talent for Lutina,
confident officer of an elite Arcadian unit and the heroine of the story.

Other features of Grandia Xtreme include:

* 360-degree viewing radius in fully rendered 3-D environments creates
dramatic worlds and integrates physical puzzles into game play;
* Sophisticated AI options ranging from 'Totally Aggressive' to 'Safety
First' streamline game play and add additional strategic depth to combat. Two
AI settings can be configured for each player and players can switch between
both settings;
* Map and radar functions to ease exploration. Radar alerts the gamer to the
presence of enemies so the user can choose to engage or run. No random combat
to frustrate the user;
* Deep character development system whereby attaching skill books and magical
Mana Eggs enable each character to grow in a variety of ways;
* Innovative strategy sessions occur in-game as characters discuss issues and
learn which actions they should take next;

Grandia Xtreme is shipping September 30 and will carry a suggested retail
price of $49.99. More information regarding Grandia Xtreme can be found at
www.enix.com/grandia-xtreme/ <http://www.enix.com/grandia-xtreme/> . Enix's
entire lineup of exciting products can be found at www.enix.com
<http://www.enix.com/> .

About Grandia
Developed by Game Arts and originally released in North America for the
PlayStation(r) game console in October 1999, Grandia quickly leaped to the
forefront of a new generation of RPGs. Its critically acclaimed combat system
and deep character development combined to position Grandia as a key
contributor to the emergence of RPG games into the mainstream. The series
continued its prominence at the forefront of the genre with the December 2000
North American release of Grandia 2 for Sega Dreamcast(tm); Grandia 2 remains
the all-time best selling traditional RPG game for the Dreamcast platform and
has recently been re-released for both the PlayStation(r)2 and PC. Grandia
Xtreme represents the first original Grandia series game for the
PlayStation(r)2 system and continues the legacy of the series.

About Enix America Inc.
Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia Xtreme and Robot Alchemic Drive, both
for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a wholly
owned subsidiary of Japan-based Enix Corporation.

# # #
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SEGA SOCCER SLAM SHIPS FOR THE PLAYSTATION 2

Critically Acclaimed Soccer Game Blends High-Intensity Gameplay, An
Irreverent Cast of Characters and Striking Visuals

SAN FRANCISCO (September 17, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA(R) Soccer Slam(TM)" for the PlayStation(R)2 computer
entertainment system. Produced by Visual Concepts Entertainment, a SEGA
development studio, and developed by Black Box Games, the genre-defining
"SEGA Soccer Slam" features lightning-quick gameplay and limitless visual
style. Employing sophisticated motion-captured 3D models and multiple modes
of play, "SEGA Soccer Slam's" lively cast of characters will dazzle gamers
with their detailed expressions, athletic prowess and exaggerated personality
traits. With its unorthodox take on the world's most popular sport, "SEGA
Soccer Slam" delivers a fresh and exhilarating experience for sports gamers.

"With the release of 'SEGA Soccer Slam' on the PlayStation 2 a wider audience
of gamers can now experience the non-stop gameplay and comical cast of
characters that are unique to this game," said Tom Nichols, vice president of
sports marketing, SEGA of America, Inc. "Arcade sports games don't get much
more dynamic or entertaining than 'SEGA Soccer Slam.'"

Cartoon-style thugs, who take pleasure in breaking rules as well as arms,
play "SEGA Soccer Slam's" brutal new brand of soccer. New to the PlayStation
2 version are an Arcade Mode with exhibition matches, a quick match option
and two totally new and addictive mini-games. Also new is an added Challenge
Mode, which lets gamers custom create their own team using existing
characters inside the game. Here gamers can also unlock three new teams, who
join the original six eccentric squads.

The intense action continues in the Quest mode, where players select one of
the six elementally themed teams and play through a 10 game regular season
and single elimination tournament in pursuit of the coveted Continental Cup.
During the course of the season, the best players are recognized in a
mid-season All-Star game, statistics are tracked in 24 categories, and money
earned from winning matches is spent on buying accessories and attributes for
the individual players. While victories unlock venues and mystery items that
boost player attributes, the game's Challenge stages, which occur in between
each match, let the players get familiar with the various special moves and
abilities in "SEGA Soccer Slam." The game also features a Tourney Mode for
sizzling multiplayer action and an additional Practice Mode.

With pick-up-and-play controls and a balanced competitive atmosphere for
players of all skill levels, "SEGA Soccer Slam" skirts the intimidating
nature of deeper simulation sports games. However, the action in "SEGA Soccer
Slam" is fast and furious, as players dole out brilliant spotlight maneuvers
and team specific powered-up plays, all shown with dazzling special effects.
The players in "SEGA Soccer Slam" are as detailed as they are aggressive.
Utilizing complex 3D models, individual voices and personalities, noticeable
facial animations, and more than 1,000 motion-captured moves, including
signature goal celebrations and character-specific kicks.

"SEGA Soccer Slam" is available at retailers nationwide for $49.95. The game
is rated "E" for everyone.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

# # #
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CAPCOM's masterpiece devil may cry*
MOVEs TO PlayStation*2 greatest hits series

SUNNYVALE, Calif. - September 20, 2002 - Capcom* Entertainment, a leading
worldwide developer and publisher of video games, today announced its
multi-million selling blockbuster title, Devil May Cry(tm), has been awarded
inclusion into Sony Computer Entertainment America's Greatest Hits program
for the PlayStation*2 computer entertainment system. Designed by Resident
Evil creator and mastermind, Shinji Mikami, Devil May Cry tells the story of
Dante, the descendent of a legendary swordsman who waged a one-man battle
against the demon world in order to carry out a 2000 year-old revenge. Devil
May Cry is now available and sells at the suggested retail price of $19.99.

As the lead character in Devil May Cry, Dante is a dark figure shrouded in
mystery. Legend has it that 2000 years ago, in the depths of hell, a demon
swordsman, awoke to justice and rebelled against the devil, to wage a one-man
war in support of the human world. Now, 2000 years later, Dante, a private
investigator of the supernatural, realizes that the devil is rallying to rise
again against mankind. How does Dante fit into this gothic puzzle? Deep
within Dante's blood lies the power of ancient demons. As his power builds he
transforms into a demon state where he can inflict unearthly powers on the
retched souls he encounters.

Devil May Cry is backed with the following features:

* Possesses an incredibly dark and gothic tone with an artistically crafted
art style.
* Unsurpassed particle effects and light-sourcing set a new standard in video
game realism.
* Fluid game play with fast action sword and gun-play combat
* Shinji Mikami, the original producer and Hideki Kamiya, the original
director of Resident Evil 2 are reunited for the first time since the
creation of the massive Resident Evil 2 blockbuster.
* Highly detailed 3D rendered backgrounds with dynamic camera angles -
Beginning at sunset, players will be enveloped in stunningly detailed
lighting effects that are a part of the intricate background design.
* An award-wining opening movie sequence.

While Dante continues his adventure he will find powerful weaponry including
his dual-pistols and shotguns. Dante will also discover powerful swords, each
possessing various elemental powers. This devil hunter will lead players into
the fantastic dark world as Dante's destiny is played out in a gothic battle
of good against evil.

As he seeks revenge for the past, Dante will face many evil beings,
including:

* Demonic marionettes - These low-class demons put their souls into
emotionless marionettes. These creatures normally are slow but can move
surprisingly fast when attacking humans.
* Death Beings - These beings encompass death and are similar to grim
reapers. Death beings can hover in the air and travel through walls. They use
over-sized scissors or a scythe as their weapons of choice.
* Phantom - These high level demons rule all other demons in the old castle.
They are huge, ugly creatures that resemble spiders with a dark aura. These
creatures are more intelligent than humans and are capable of fierce magic
using fire or ground-shaking power.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color video game
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and GameBoy are trademarks of
Nintendo of America Inc. Xbox and Microsoft are trademarks of Microsoft Corp.
All rights reserved. All other marks are the property of their respective
holders.
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ENIX AND VERSUS BOOKS ENTER EXCLUSIVE
PUBLISHING AGREEMENT FOR 'GRANDIA XTREME' STRATEGY GUIDE

SEATTLE, WA, September 20, 2002 - Underscoring the early demand and acclaim
for Grandia(r) Xtreme(tm), Enix America Inc. today announced it has entered
into an exclusive publishing agreement with Versus Books(tm) to publish the
official Grandia Xtreme strategy guide. The strategy guide is scheduled to be
available when the highly anticipated role-playing game for the
PlayStation(r)2 computer entertainment system ships this September.

"We are excited to be working with Versus Books on developing strategy guides
for what is sure to be one of 2002's most sought-after RPGs," said Paul
Handelman, president of Enix America. "In addition to expanding awareness for
the franchise, the strategy guide offers a tremendous value-added component
to consumers who want to ensure a complete gaming experience."

Featuring the voices of Mark Hamill, Dean Cain and Lisa Loeb, Grandia Xtreme
is a cinematic role-playing game whose deep story line, well-developed
characters, and heralded combat system has made it one of the "must-have"
role-playing games of the year.

"We are excited to be working with Enix on such a high-profile property as
Grandia Xtreme," said Len Ciciretto, president of Versus Books. "Both Enix
and Versus Books have an outstanding reputation for quality and we are
looking forward to making the launch of the game and strategy guide a
success."

Grandia Xtreme is shipping September 30 and will carry a suggested retail
price of $49.99. More information regarding the game can be found at
www.enix.com/grandia-xtreme/ <http://www.enix.com/grandia-xtreme/> . Enix's
entire lineup of exciting products can be found at www.enix.com
<http://www.enix.com/> .

About Grandia

Developed by Game Arts and originally released in North America for the
PlayStation(r) game console in October 1999, Grandia quickly leaped to the
forefront of a new generation of RPGs. Its critically acclaimed combat system
and deep character development combined to position Grandia as a key
contributor to the emergence of RPG games into the mainstream. The series
continued its prominence at the forefront of the genre with the December 2000
North American release of Grandia 2 for Sega Dreamcast(tm), Grandia 2 remains
the all-time, best-selling traditional RPG game for the Dreamcast platform
and has recently been re-released for both the PlayStation(r)2 and PC.
Grandia Xtreme represents the first original Grandia series game for the
PlayStation(r)2 and continues the legacy of the series.

About Versus Books

Versus Books(tm) is the fastest growing video and computer game strategy
guide publisher in the USA, due to establishing itself as the quality leader.
Versus Books(tm) is universally acclaimed by major press as the source for
accurate gaming information.

Versus Books(tm) is headquartered in Alameda California and since 1996 has
established key alliances with major software publishers, including Sony,
Nintendo, Sega, Capcom, Interplay, Namco Hometek(tm), Valve, and Ubisoft.

About Enix America Inc.

Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia Xtreme and Robot Alchemic Drive, both
for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a wholly
owned subsidiary of Japan-based Enix Corporation.

# # #
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FUTURISTIC RACER COMES TO PLAYSTATION(r)2 AS MAJESCO
ANNOUNCES 'HYPERSONIC XTREME'

Revolutionary Track Editor and Stunning Interactive Environments Highlight
Racing Action

EDISON, NJ, September 23, 2002 - A technological trailblazer for futuristic
racing comes to the PlayStation(r)2 computer entertainment system as Majesco,
one of the fastest-growing publishers of interactive entertainment software,
announces HyperSonic Xtreme(HSX). Developed by Blade Interactive Studios, the
highly interactive racer is slated to ship to stores later this year.

"Due to the wide variety of game play, the racing category is one of the most
popular genres of video games and consumers are constantly seeking those that
offer a pioneering style of interaction," said Ken Gold, Vice President of
Marketing. "With its innovative track editor HSX provides a different game
play experience every time, providing consumers with a game they can return
to again and again."

In addition to 30 existing tracks, HSX's outstanding track editor empowers
gamers to create their own personal racing experience. The tracks, which are
created in real time, can be in the form of either slalom or circuit, and can
be any length. Players can manipulate tracks by changing textures or adding
visually striking weather effects, such as snow, dust and water that cause
instantaneous handling and environmental effects.

Visually stunning, HSX features intricately textured landscapes and the
entire terrain of planet earth on which to build tracks on, affording players
with a huge canvas on which to compete. Players are able to design and
populate environments with a vast array of buildings and bridges, creating
customized cities in which to race. The ultra-realistic AI adds to overall
game play and heightens player immersion, producing an unforgettable
experience.

In addition to intense futuristic racing excitement, HSX offers the following
key features:

* Unique real-time mathematical track system;
* Select from 10 different racers each with their own racing attributes;
* Race head-to-head in the fast-paced two-player mode;
* Collect power-ups to increase speed and regenerate shields;
* All objects in game can be manipulated with instant functionality and
interactivity;
* Players are rewarded for creating and modifying tracks;
* One of the best-looking and fastest games in its niche, featuring over 60
frames per second;
* Easy to follow tutorials ease players into track creation.

HSX for PlayStation 2 will be available later this year for a suggested
retail price of $29.99. More information on this title, as well as Majesco's
entire line-up of exciting products can be found online at
<http://www.majescogames.com/> www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Sony, Nintendo and
Microsoft video game platforms, as well as the personal computer. Currently
in development are 20 titles for PlayStation*2, Xbox(tm), GameCube(tm), and
PC, as well as several titles for Game Boy*Advance. Included among these is
Majesco's multi-platform, supernatural action/thriller, BloodRayne, which
will be released in October of this year, and Black & Bruised, an
over-the-top cartoon-style boxing game, scheduled to ship in 2003. Majesco
can be found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.
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SEGA DELIVERS HIGH-OCTANE THRILLS WITH FERRARI F355 CHALLENGE FOR
PLAYSTATION 2

SAN FRANCISCO - (September 24, 2002) - SEGA(R) of America, Inc. today
announced the release of "Ferrari(R) F355(TM) Challenge" exclusively for the
PlayStation(R)2 computer entertainment system. Featuring all the excitement,
pageantry and tradition of the world's most prestigious racing series,
"Ferrari F355 Challenge" delivers the most authentic Ferrari simulation
available for the PlayStation 2.

Created by SEGA's legendary game designer and noted Ferrari enthusiast Yu
Suzuki, "Ferrari F355 Challenge" puts gamers to the test, challenging their
ability to drive fast - and drive well. The game's Good Driver Challenge Mode
teaches players how to hit turns, brake correctly and take the checkered flag
like a pro.

The game features real-life speedways, including Long Beach, Suzuka, Monza
and more. "Ferrari F355 Challenge" also offers a thrilling arcade mode,
dynamic, broadcast-style presentation and dozens of unlockable surprises,
including rare movies and photos from Ferrari's archives.

"Only a true Ferrari lover could create a game like 'Ferrari F355 Challenge'
that so accurately captures the thrill and history of the Ferrari Challenge
racing series," said Mike Fischer, vice president, entertainment marketing,
SEGA of America, Inc. "Whether you're a Ferrari owner, or you've always
dreamed of being one, 'Ferrari F355 Challenge' is the next best thing to
being there."

"Ferrari F355 Challenge" is rated "E" for Everyone and is available at
retailers nationwide for an MSRP of $49.95. For screenshots and artwork visit
the SEGA FTP site at:
<ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT>

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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      Lace Up the High Tops and Hit the Hardwood with NBA ShootOut 2003
                              From 989 Sports(R)

    Exciting New Career Mode Highlights Newest Basketball Release for both
                      PlayStation(R) and PlayStation(R)2

FOSTER CITY, Calif., Sept. 24 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NBA ShootOut 2003 from the 989 Sports(R)
development team is now available in stores, marking the latest release of
the popular NBA video game franchise. Combining a completely redesigned game
engine with exciting new game modes, NBA ShootOut 2003 brings exciting and
authentic basketball gameplay to the PlayStation(R)2 computer entertainment
system and PlayStation(R) game console.

Featuring a unique and all-new Career Mode, NBA ShootOut 2003 allows gamers
to create a player and attempt to develop him into an NBA All-Star. Starting
out in the National Basketball Development League (NBDL), the NBA's minor
league, players look to hone their skills and generate enough interest to
garner a contract from a professional team. With the Career Mode seen through
the perspective of the player, rather than that of the General Manager,
gamers may find their player traded, demoted, or cut if he doesn't play at a
high enough level. Furthermore, as the only officially licensed game with the
NBDL and NBA Summer League, the real-life teams, courts, and jerseys are
accurately replicated giving the user the full experience of all the NBA has
to offer.

"One of our more anticipated releases this year, NBA ShootOut 2003 definitely
doesn't disappoint with it's exciting above the rim action, amazing player
models, and outstanding game animations," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America Inc. "Our in-house development
team did a tremendous job implementing an all-new game engine which takes
full advantage of the PlayStation 2 and PlayStation capabilities making this
game the most authentic basketball ever available."

For the first time in a basketball video game, NBA ShootOut 2003 utilizes the
R3 analog joystick to give gamers the ultimate hoops experience. With over 30
one-touch controls, gamers directly control everything from cross-over
dribbles to behind the back spin moves. Along with the Career, Season, and
Exhibition modes, NBA ShootOut 2003 brings back the popular Create Dunk Mode
allowing users to make the most imaginative dunks possible. Gamers can then
implement these new dunks into the game using any of the authentic recreated
NBA players. To make the game even more genuine, over a dozen NBA players,
including cover athlete Ray Allen, were consulted to help develop playbooks
and ensure the most realistic gaming experience possible. The all-new
TV-style presentation combined with color commentary from Hall-of-Famer Bill
Walton will only further enhance the player's experience resulting in the
most enjoyable basketball available on the PlayStation 2 and PlayStation
consoles.

The independent Entertainment Software Rating Board (ESRB) rates NBA ShootOut
2003 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports
989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com

                     MAKE YOUR OPINION COUNT - Click Here
               http://tbutton.prnewswire.com/prn/11690X64864925

SOURCE  Sony Computer Entertainment America Inc.
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SEGA BASS FISHING DUEL NOW AVAILABLE FOR PLAYSTATION 2

SAN FRANCISCO - (September 24, 2002) - SEGA(R) of America, Inc. today
announced the release of "SEGA Bass Fishing Duel(TM)" exclusively for the
PlayStation(R)2 computer entertainment system. The only two-player fishing
game available for the PlayStation 2, "SEGA Bass Fishing Duel" blends
arcade-style fishing gameplay with the depth and variety of a traditional
fishing sim.

The next chapter in one of the best-selling fishing franchises of all time,
"SEGA Bass Fishing Duel" lets gamers go head-to head with their friends in an
all-out race to land "the big one" in the game's Tournament Mode. A colorful
cast of computer controlled anglers round out the single player mode, so
players will always have more than enough healthy competition.

"SEGA Bass Fishing Duel" features exquisitely rendered lakes, complete with
fully-realized ecologies that respond to changing seasons and even the time
of day. The beautiful underwater environments are stocked with Black Bass,
Pike, Largemouth Bass, Crappie, lush underwater plants and more. Gamers are
free to hop in their boats, explore each of the lakes and cast their line
anywhere. The game also features approximately 100 lures, unlockable tips and
surprises.

"SEGA is a big believer in the buddy system, and 'SEGA Bass Fishing Duel'
delivers the only two-player fishing experience available for the PlayStation
2," said Mike Fischer, vice president, entertainment marketing, SEGA of
America, Inc.

"SEGA Bass Fishing Duel" is rated "E" for Everyone and is available at
retailers nationwide for an MSRP of $49.95. For screenshots and artwork visit
the SEGA FTP site at:
<ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT>

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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ENIX SHIPS 'GRANDIA XTREME' NATIONWIDE TODAY
Highly Awaited Role-Playing Game Now Available at More Than 15,000 Retailers

SEATTLE, WA, September 30, 2002 - One of the year's premier role-playing
games hits retail shelves today as Enix America Inc. announced that
Grandia(R) Xtreme(tm) for the PlayStation(R)2 computer entertainment system
has shipped to stores. The first-ever original Grandia title developed
specifically for the PlayStation 2, Grandia Xtreme features an innovative
blend of strategy, exploration and combat.

"With its tremendous legacy as one of the premier role-playing franchises in
the world, we worked meticulously hard to ensure that the translation of the
game remained letter-perfect to its Japanese original," said Paul Handelman,
president of Enix America. "Our online forums have been filled with messages
from fans anxiously waiting for the game to ship, and we are pleased to
announce that the day is here."

A dramatic story-driven adventure featuring an extremely sophisticated AI
engine and deep character skill development, Grandia Xtreme also includes an
enhanced version of the renowned battle system. The battle system captures
the chaotic nature of group combat, and combines it with the finest elements
of real-time and turn-based combat systems, resulting in a unique blend of
strategy and fighting. Combat highlights include an Initiative Point System
for determining who attacks first; bonuses for timing and combos; and the
ability to utilize the elemental powers of Fire, Air, Earth and Water against
enemies.

Adding star appeal to the powerful franchise are the voice talents of Mark
Hamill, Lisa Loeb, and Dean Cain. Actor Mark Hamill expertly assumes the role
of Colonel Kroitz, the Supreme Commander, who is filled with a fierce
loathing for the hero, Evann, portrayed by actor and TV personality, Dean
Cain. Recording artist Lisa Loeb rounds out the high-profile cast, providing
the voice-over talent for Lutina, confident officer of an elite Arcadian unit
and the heroine of the story.

Other features of Grandia Xtreme include:
* 360-degree viewing radius in fully rendered 3-D environments creates
dramatic worlds and integrates physical puzzles into game play;
* Sophisticated AI options ranging from 'Totally Aggressive' to
'Safety First' streamline game play and add additional strategic depth to
combat. Two AI settings can be configured for each player and players can
switch between both settings;
* Map and radar functions to ease exploration. Radar alerts the gamer to the
presence of enemies so the user can choose to engage or run. No random combat
to frustrate the user;
* Deep character development system whereby attaching skill books and magical
Mana Eggs enable each character to grow in a variety of ways;
* Innovative strategy sessions occur in-game as characters discuss issues and
learn which actions they should take next.

Grandia Xtreme is now available for the suggested retail price of $49.99.
More information regarding the game can be found at
www.enix.com/grandia-xtreme/ <http://www.enix.com/grandia-xtreme/> . Enix's
entire lineup of exciting products can be found at www.enix.com
<http://www.enix.com> .

About Grandia
Developed by Game Arts and originally released in North America for the
PlayStation(R) game console in October 1999, Grandia quickly leaped to the
forefront of a new generation of RPGs. Its critically acclaimed combat system
and deep character development combined to position Grandia as a key
contributor to the emergence of RPG games into the mainstream. The series
continued its prominence at the forefront of the genre with the December 2000
North American release of Grandia 2 for Sega Dreamcast(tm); Grandia 2 remains
the all-time, best-selling traditional RPG game for the Dreamcast platform
and has recently been re-released for both the PlayStation(R)2 and PC.
Grandia Xtreme represents the first original Grandia series game for the
PlayStation(R)2 system and continues the legacy of the series.

About Enix America Inc.
Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next generation platforms, including
the PlayStation(R)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia Xtreme and Robot Alchemic Drive, both
for the PlayStation(R)2. Based in Seattle, WA, Enix America Inc. is a wholly
owned subsidiary of Japan-based Enix Corporation.

# # #
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Lift them boxes, you're in luck
Heave ho, heave ho,
Sling them boxes on the truck
Turn and watch them go

Grandia Xtreme, the first Grandia game exclusively for PlayStation 2 Computer
Entertainment System has shipped out to a store near you.

Ya want great Grandia combat?
Oh, you'll get it and it's even better than you remember with the new Xtreme
gauge and all the enhancements and fine-tuning the wizards at Game Arts could
toss in. And still no random combat--see a monster...attack or run away. It's
your choice.

Ya want brilliant Grandia magic?
All there and more. In fact, by fusing mana eggs, you can even customize your
own spells.

Ya want deep character development?
Oh baby, it's all good. Skills, special attacks, multi-character combos and
more.

I could go on and on about the great story, the celebrity voice acting (Mark
Hamill, Dean Cain and Lisa Loeb!), eye-bending graphical effects. But you
don't have all day to read this email - you need to be getting down to your
local software purveyor and be picking up Grandia Xtreme!

Come visit Enix at www.enix.com for a thorough rundown of Grandia Xtreme. And
get a sneak peak at Robot Alchemic Drive (RAD) for PlayStation 2 Computer
Entertainment System coming on November 5th!

Your friend,
Slib
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NBA STARTING FIVE(R) SHIPS TO STORES NATIONWIDE

Konami's Latest Hoops Game Features
Fast-Paced NBA Action And Absolute Authenticity

REDWOOD CITY, CA - October 9, 2002 - Konami of America Inc., today announced
that NBA STARTING FIVE(R) has shipped to stores nationwide. The latest hoops
game from Konami, NBA Starting Five is now available for the PlayStation(R) 2
computer entertainment system at an SRP of $39.99, while the Microsoft Xbox
edition is set to ship on October 29th at an SRP of $49.99.

NBA Starting Five recreates the fast-paced action and adrenaline of NBA
basketball through intuitive game controls, advanced AI and enhanced control
over rebounding and post-moves.

"This is the most accessible and exhilarating basketball game that Konami has
shipped thus far," said Robert Goff, Product Manager at Konami of America. "By
improving on our strengths, we're kicking-off our new basketball game with
style, and setting a strong precedent for the future."

With dramatically improved player models and hundreds of new in-game
animations, NBA Starting Five presents stunning visuals that accurately
capture the sweat and adrenaline of the NBA. Adding to the authentic NBA
experience are the memorable voice-overs of Indiana Pacers commentators, Al
Albert and Clark Kellogg, who call all of the heart-stopping action with
entertaining and insightful commentary.

Endorsed by NBA all-star Tracy McGrady of the Orlando Magic, NBA Starting Five
allows players to live the entire NBA experience with eye-popping graphics,
intelligent AI and engaging gameplay modes, including: Franchise Mode,
Create-a Player, and Season Play. Sporting one of the deepest, most
interactive franchise modes around, virtual GMs will find running their own
franchise both challenging and rewarding.

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

NBA STARTING FIVE is either a registered trademark or trademark of KONAMI
CORPORATION. KONAMI(R) is a registered trademark of KONAMI CORPORATION. (C)
1986 2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS RESERVED.

The NBA and individual member team identifications used on or in this product
are trademarks copyrighted designs, and/or other forms of intellectual
property of NBA Properties, Inc. and the respective teams and may not be used,
in whole or in part, without the prior written consent of NBA Properties, Inc.
(C)2002 NBA Properties, Inc. All rights reserved.
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Want To Make Your Sony PlayStation 2 Pads Wireless? Soon You Can!

LOS ANGELES, CA (October 10, 2002) -- Saitek Industries has unveiled the WOW
(With Out Wires) adapter for PlayStation 2. The new WOW wireless adapter
transforms up to 2 Sony PlayStation 2(R) controllers to Wireless with freedom
to move without the restrictions of a traditional cable. Simply plug one or
two of your existing controllers in the WOW Transmitter, plug the receiver
into your Playstation 2 and you're wireless.

With unblockable high-speed RF technology, the WOW adapter's self-charging
"Lock 'N' Load" power pack offers eight hours of play on a two hour charge
including shock effects. No AC adapter is necessary. A pass-through feature
lets players use other accessories, like DVD Remotes, as well.

The WOW Adapter will be available for the holidays at a suggested retail
price of $39.95. For more information, contact Saitek at 1-800-452-4377 or
visit the Web site at www.saitek.com.

Saitek Industries initially built its reputation on smart products,
establishing itself as the market leader with its Kasparov chess computers.
Saitek has continued to build on its success with award-winning game
controllers for the most popular gaming platforms. Saitek's vertical
integration has allowed the company to react quickly to emerging market
demands and ensure the highest quality control standards

###
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Burnout 2 is All Revved up with Dolby's Pro Logic II and Renderware Audio

Highly anticipated sequel blasts sound quality and experience gamers demand
without sacrificing production workflow

San Francisco, October 10, 2002 - The first title to celebrate the
integration of the Dolby Pro Logic II Interactive Content Encoder and
RenderWare Audio 2.0 is Acclaim's Burnout 2: Point of Impact, which became
available at retail for the Sony PlayStation2 last week. The combination of
the two technologies allowed the development team to program in rich, full,
enveloping sound for the game in a tight, cost-effective work environment.

"Our goal with RenderWare Audio 2.0 is to provide audio teams the very best
tools and technologies with which to deliver superior quality, cinematic
sound in their games. Dolby's Pro Logic II technology is the leader in its
field, and it's a natural step for us to have integrated it into RenderWare
Audio 2.0," said Stephen Root, head of audio for RenderWare.

"Dolby Pro Logic II technology, combined with RenderWare Audio, version 2.0,
allowed the Burnout 2 development team to concentrate on creating realistic,
full multichannel sound and invest even greater resources in the crucial
creative elements of the game," said Fiona Sperry, vice president of
Criterion Games, developers of Burnout 2.

"As more and more gamers plug their next-generation consoles into the backs
of their home theater systems enabled with Dolby technology, the call has
gone out for cinema-quality sound in games," said Jack Buser, manager of game
developer relations at Dolby. "Dolby is bringing the magic of Hollywood to
gaming by integrating the Pro Logic II encoder technology with Criterion's
middleware for the games like Burnout 2 to meet and exceed the expectations
of both the development teams and the game players."

Audio encoded in Pro Logic II carries five channels of sound in a traditional
two-channel stereo audio signal, which is then decoded back to five speakers
by using the Dolby Surround Pro Logic II decoder found in the Sony
PlayStation 2. Pro Logic II's advantages in game applications include minimal
latency, full frequency range, compatibility with existing cables, and
backwards-compatibility with stereo and surround equipment.

RenderWare Audio 2.0 simplifies the process of generating rich, exciting
multichannel audio, and further enables developers to invest even greater
resources in the crucial creative elements of the game. It is modular and
entirely open, so developers are able to provide cutting-edge audio to their
game's runtime engine "straight from the box" with minimal programmer
dependency

About Criterion Software
Criterion Software Ltd is the undisputed world-leading provider of middleware
solutions for the game development industry. Founded in 1993, Criterion
Software Ltd is a rapidly expanding organisation that today employs over 200
people in its software technology and game development divisions and is
headquartered in Guildford UK, with offices in Tokyo, Austin, Paris and
Derby. The company is a wholly owned subsidiary of Canon Inc. Further
information on Criterion Software Ltd can be found at http://www.csl.com.

Criterion Software Ltd's game development middleware solutions include
RenderWare Platform and the new RenderWare Studio. Both are available for
PlayStation 2, Xbox, NINTENDO GAMECUBE and PC. RenderWare is used extensively
among the game development community, including heavyweights such as
Activision, Acclaim, Capcom, Rockstar, EA, Empire Interactive, Infogrames,
Interplay, Konami, Lucas Learning, Midway, Rage, Sierra-Online, Sony Computer
Entertainment America, Sony Online, THQ, Titus and Ubisoft. For the latest
information on Criterion Software Ltd, RenderWare Platform, RenderWare
Studio, our other tools and technologies and our partnerships, please visit
http://www.renderware.com.

About Acclaim Entertainment
Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France, Spain and
Australia. The Company uses regional distributors in Japan and the Pacific
Rim. Acclaim also distributes entertainment software for other publishers
worldwide, publishes software gaming strategy guides and issues "special
edition" comic magazines from time to time to support its time valued brands,
Turok and Shadow Man. Acclaim's corporate headquarters are in Glen Cove, New
Yor

About Dolby in Games
Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next-generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic II are
incorporated in hundreds of game titles on every major game platform.

About Dolby Laboratories
Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products, and media, broadcasting, and music recording. Based
in San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
Technologies, please visit www.dolby.com.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. All other trademarks remain the property of their respective
owners. (c) 2002 Dolby Laboratories, Inc.
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KONAMI GRINDS INTO ACTION WITH
THE RELEASE OF EVOLUTION SKATEBOARDING

Revolutionary Extreme Sports Videogame Includes "Boss Battle" Feature
That Allows Players To Use Skateboarding Skills As A Weapon

REDWOOD CITY, CALIF. - October 10, 2002 - Leading video game publisher Konami
of America, Inc. announced today that Evolution Skateboarding for Sony
PlayStation(R) 2 has shipped to retail outlets nationwide. The first
next-generation skateboarding game to ship this season, Evolution
Skateboarding features an exciting mix of authentic tricks and pro-skaters,
incredibly detailed graphics and out-of-this-world fantasy levels. The
introduction of Boss Characters - a first in the genre - revolutionizes
extreme sports videogames by integrating game play elements inspired by
Konami's rich action videogame legacy.

"This is truly an evolutionary step in extreme sports videogames," said
Justin Kubiak, Product Manager for Konami of America. "Evolution
Skateboarding takes the best elements of the popular skateboarding genre and
infuses them with the style of action-packed gameplay that only Konami can
provide."

From the deep, dark dungeons of a European castle to the familiar walkways of
the Big Shell from Metal Gear Solid(R)2, virtual skaters can grab massive air
and perform over 70 authentic tricks in eight radical environments. Selecting
different skaters reveals access to unique areas of each level, as well as
individual mission objectives, providing replay value unmatched by any other
skateboarding game on the market.

In order to really strut their stuff, skaters will have to polish their
skills for exciting new "Boss Missions" - the first-ever featured in a
skateboarding videogame. Going head-to-head against giant opponents including
a runaway truck, a monstrous fire-breathing spider, and a tank run amok in
downtown Tokyo requires skaters to use their skating skills as weapons in
order to reach the next level or unlock hidden characters and special items.

Eight pro skaters, including Danny Way, Arto Saari, Stevie Williams are
available, but players can tailor their skateboarding experience by designing
their own deck, building and saving signature combo tricks and even creating
their own personalized skaters from scratch. An incredible head-to-head
two-player mode and full-featured replay edit mode round out the package. All
this and a soundtrack featuring 15 high-intensity tunes ensure that Evolution
Skateboarding is the first and the freshest skateboarding game available this
Fall!

Evolution Skateboarding for Sony PlayStation(R) 2 is rated T for Teen and is
available at an SRP of $39.99. A version of the game for Nintendo GameCube
will follow on November 12, 2002 and will be available at an SRP of $49.99.

###

About Konami CORPORATION
Konami CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami CORPORATION can be found on the
Web at www.konami.com/usa. Konami Co., Ltd. Is a publicly traded company
based in Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the
US and Konami of Europe in Frankfurt, Germany.

KONAMI is a registered trademark of KONAMI CORPORATION. (C) 2002 KONAMI
CORPORATION. ALL RIGHTS RESERVED. (C) 1987, 2002 Konami Computer
Entertainment Japan. All rights reserved.
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SAMMY STUDIOS ANNOUNCES GUILTY GEAR X2 COMING TO PLAYSTATION(R) 2 IN Q1 2003

Latest Title from Popular Anime Series Promises to be Fastest Fighter on the
PS2, with New Characters, Moves and Play Modes

CARLSBAD, Calif.-- October 18, 2002-- Sammy Studios Inc., a developer,
publisher and global distributor of interactive entertainment content, today
announced a new sequel based on the powerhouse Guilty Gear anime fighting
series, coming to Sony PlayStation 2 in Q1 2003. Guilty Gear X2 promises to
deliver the next-generation of blistered thumbs, bringing players the
fastest, most visually stunning 2D fighter on the PS2. Based on the franchise
now famous for its unique, out-of-this-world characters, stunningly detailed
graphics and lightning-paced and fluid gameplay, Guilty Gear X2 will combine
a number of firsts and new features with the trademarks that have propelled
the series to the forefront of 2D anime fighters.

"Guilty Gear X2 promises to raise the bar on the fighting game genre," said
John Rowe, president of Sammy Studios. "Building on the success of the
franchise, Guilty Gear X2 will take gamers to a new level of anime-style
fighting. The animation, character design and attention to detail are
incredible, and the fighting system is fast and easy to pick up, yet offers
plenty of challenge to master."

Guilty Gear X2 brings back the characters now recognized as one of the most
unique casts of any fighting series, along with six new additions for an
amazing total of 20 fighters in all. The game will have deadly new moves for
each fighter and additional special moves for returning characters, including
an all-new Burst Gauge for tactical defensive maneuvers, along with three
entirely new modes of play that build on the series' character and story
driven action premise. Returning are enhanced versions of Guilty Gear
trademarks such as "dust attack" and "roman candle," as well as the "instant
kill" move, with new improved animations for each character's trademark fatal
blow.

The Guilty Gear series is set in the 22nd century, where the discovery of a
new form of sustainable energy dubbed "magic" has reset the balance of
society. In this skewed world, science and technology are deemed as the
source of conflict and pollution and their practice is outlawed. Soon
however, the same magical force believed to be the savior of mankind is
applied to create horrible new weapons of destruction called "Gears;"
devastatingly powerful soldiers made by fusing human and animal DNA. Before
long the Gears, led by a self-aware member named Justice, declare war on
mankind. What ensues is a hundred year war that results in the ultimate
defeat of the Gears, and the birth of a fighting tournament designed to find
humans skilled enough to fight them should new threats arise. Guilty Gear's
engaging premise and unique characters are the work of renowned artist
Daisuke Ishiwatari.

(c) Sammy 2002/1998-2002 SYSTEM WORKS Co., Ltd. Published by Sammy Studios,
Inc.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks and trade names are the
properties of their respective owners.

###

About Sammy Studios, Inc.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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ENIX DEBUTS OFFICIAL WEB SITE FOR 'ROBOT ALCHEMIC DRIVE'
New Site Offers Exclusive Content Including Videos, E-Cards and More!

SEATTLE, WA, October 18, 2002 - Bolstering an already strong
consumer-friendly reputation, Enix America Inc. today announced that it has
launched the official web site for Robot Alchemic Drive(tm) (R.A.D.), the
company's highly acclaimed action/adventure title featuring 120-foot-tall
transforming robots for the PlayStation(r)2 computer entertainment system.
The official web site will offer online visitors an array of features found
only on the site www.enix.com/rad. Enix will be shipping the title nationwide
on November 5.

"Enix has long been known for supporting its large and loyal fan base, and
nowhere is this more evident than with our feature-laden web site for
R.A.D.," said Paul Handelman, president of Enix America. "Our newly designed
R.A.D. web site not only allows fans of the game to gather and share
strategies and tips, it also provides access to a wide selection of exclusive
and interactive features."

Visitors to the site are greeted by Dr. Wiltz the lead scientist on the
R.A.D. project. Via an easy navigational map, fans can access six distinct
areas within the site, including:

"Stuff That's RAD": includes video footage of the game, electronic postcards,
downloadable wallpaper, and an exclusive interview with Wataru Higuichi, the
lead producer on the game, and one of the driving forces behind its vision
and creation;

Features: provides an in-depth exploration of R.A.D.'s unique control system;
moves are fully illustrated with in-game screen shots

Characters: offers a brief biography of both the human and robotic characters
found with the R.A.D. universe (characters are designed by the world famous
anime artist, Toshihiro Kawamoto);

Game Info: highlights the innovative game-play dynamic behind R.A.D. and
highlights some of its key features;

Story: communicates the detailed history and provides a timeline for the
world depicted in the game;

Forum: provides a direct link to the popular Enix forums where players can
congregate online to share playing tips and experiences, and talk about
common interests.

Robot Alchemic Drive (R.A.D.) for the PlayStation(r)2 is scheduled to ship
November 5 and carry an estimated retail price of $49.99.

More information regarding Enix's entire lineup of exciting products can be
found at www.enix.com <http://www.enix.com/> .

About Enix America Inc.

Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next-generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia(tm) Xtreme(r) and Robot Alchemic Drive,
both for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a
wholly owned subsidiary of Japan-based Enix Corporation.

# # #
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Hey everyone, Slib the Slime checking in to once more bring you gargantuan
news of mega proportions from the bustling Enix H.Q.

Get your PlayStation(R)2 ready! Put on your gaming pants! Get ready to call
in sick! Enix is about to announce that RAD is going gold!

That's right, gold! Not as in glimmering golden robots, and not as in shiny
golden discs, but gold! As in days away from entering mass production,
packing into boxes, and getting ready to ship to a store near you on November
5th! It's only a matter of weeks until you can command 12 story Meganites in
a rock 'em, sock 'em intergalactic slugfest to save the world. Choose between
three young heroes, three massive Meganites and try your hand at saving the
city of Senjo (not to mention the fate of all humanity) in 54 massive
missions of colossal proportions!

Can't wait for that November 5th ship date?

Well, Enix has cooked up something especially delicious for all you robot
hungry gamers to snack on while the time passes. The official RAD website is
live and waiting for your eager mouse clicks! For the most detailed
information on RAD and its features, head to http://www.enix.com/RAD. The
site includes Meganite e-cards, RAD wallpaper for your desktop, robot move
descriptions, character backgrounds and much more!!! While you're there, be
sure to also check out the latest on Grandia Xtreme as well as pay a visit to
our online forums.

Still need something to tide you over until November 5th? Well, you'd be wise
to run out and pick up your own copy of Grandia Xtreme before they're all
gone. Mark my slimy words, this is one excellent game! Find out why everyone
is raving about one of the most innovative combat systems ever to be seen in
an RPG. The folks at Enix have been hard pressed to keep Grandia Xtreme on
the shelves, and with RAD on the horizon, NOW is the best time to pick it up
and play until you dribble into a slimy puddle.

So, now that I've made your day, do your best to pass the time until November
5th. Until next time my slimy friend!!

With the utmost slime-cerety,

Slib the Slime
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SAMMY STUDIOS ANNOUNCES GALERIANS: ASH COMING TO PLAYSTATION 2 IN Q1 2003

Quest-Driven Sequel to the PlayStation Thriller Promises to Redefine
Survival Horror Game Genre

CARLSBAD, Calif.--Oct. 22, 2002-- Sammy Studios, Inc., a developer, publisher
and global distributor of interactive entertainment content, today announced
that Galerians: ASH, the sequel to the "survival horror" classic Galerians,
is coming to Sony PlayStation 2 in Q1 2003. Galerians redefined quest-driven
thriller games, with innovative play and psychic-induced weaponry, and a
textured storyline that masterfully blended horror and science fiction
genres. Galerians: ASH continues the tradition, using the power of the PS2 to
fully immerse players into a frightening future-world, where an epic struggle
between artificial and organic intelligence is being waged. With incredible
3D graphics, dynamic cinematic sequences and intense, heart-thumping
gameplay, this title takes the Galerians series into the next chapter, with
new story twists and heavy concepts from a world where mind and matter have
melded.

"Galerians had a big effect on fans of horror and sci-fi games when it
debuted on the PlayStation and the series has since enjoyed a solid following
in Japan with new installments," said John Rowe, president of Sammy Studios,
Inc. "Galerians: ASH now brings a new chapter to North American game players.
With its visually stunning 3D environments, frightening and original premise
and the series' signature psychokinetic weapons and psychic abilities, this
title will be a treat for all gamers who enjoy quest-driven,
edge-of-your-seat thrillers."

Galerians: ASH promises to play on gameplayers' psyche, combining
thought-inducing puzzles with pulse-quickening action sequences, and
delivering intense concepts taken from a truly original premise. The sequel
begins with the final chapter of the first game, with the series' hero Rion
discovering that he himself is one of the Galerians rendered by the
megalomaniacal and genocidal Mother Computer Dorothy. Undaunted, Rion
destroys Dorothy, but not before she manages to execute one last catastrophic
program, unleashing a new crew of evil Galerians to fulfill her goal of human
annihilation. Galerians: ASH puts gamers back into this twisted world,
putting them back into the role of Rion to fight these Last Galerians and
their uber-evil leader, ASH, and save the future of organic life on Earth.

Galerians: ASH brings back the series' trademark arsenal of psychic attacks
and abilities, and includes all-new psychic powers and an updated portfolio
of pharmaceutical neural-enhancers. The game will feature characters from the
original game, including Rion and his human counterpart, Lilia, along with
the new formidable and frighteningly memorable Last Galerians. Stages will
include entirely new areas, as well as a few settings recognizable to fans of
the series from Michaelangelo City, with huge, gorgeous environments in full
3D.

(c) 1999,2002 ENTERBRAIN, INC/POLYGON MAGIC, INC/CHINFA KANG/SHO-U TAJIMA
(c)Sammy 2002. Publish by Sammy Studios, Inc. Sammy is a registered trademark
of Sammy Corporation. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All other trademarks and trade
names are the properties of their respective owners.

###

About Sammy Studios, Inc.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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KONAMI DELIVERS ACTION AND ADVENTURE WITH THE
RELEASE OF CONTRA: SHATTERED SOLDIER AND SUIKODEN III

Two Classic Konami Franchises Make PlayStation(R) 2 Debut

REDWOOD CITY, CA - October 24, 2002 Leading videogame publisher Konami of
America Inc., today announced that Contra: Shattered Soldier and Suikoden
III, both for the Sony PlayStation(R) 2 videogame system, have shipped to
retail outlets nationwide. First appearing in North American arcades in 1987,
Contra's signature style of 2D gameplay now returns with heart-pounding
action and stunning 3D graphics in Contra: Shattered Soldier. Suikoden III,
the latest entry in Konami's flagship RPG series, breaks new ground in the
RPG genre with an epic tale of adventure and intrigue, 3 different battle
systems, 3 main characters, 3 styles of combat and a fully detailed 3D world.

Successfully reinventing a classic 2D action game in 3D, Contra: Shattered
Soldier preserves the series' signature gameplay style to deliver all of the
frenzied action and challenging bosses that Contra is known for. The game's
celebrated side-scrolling intensity come to life with dazzling 3D visuals and
massive, screen-filling boss characters designed to keep players on their
toes. In the game's seven levels, players take on a host of human, alien and
mechanized enemies with three primary weapons; the machine gun, the mine gun
and the flamethrower (each of which also features an alternate fire resulting
in a total of six weapons). When the action gets too intense, players can opt
to take on the enemy with a friend in the cooperative 2-player simultaneous
mode.

Contra: Shattered Soldier is rated T for Teen and is available at an MSRP of
$49.99.

Suikoden III brings Konami's renowned RPG series to the PlayStation(R) 2 for
the first time. Beginning 15 years after the events of Suikoden II, the
adventure resumes when three unlikely allies, Hugo (son of the leader of the
Kayara clan), Chris (a virtuous knight of Zexen) and Geddoe (a Harmonian unit
commander) must work together to uncover the 108 Stars of Destiny and destroy
the force that has been wreaking havoc throughout the land.

Utilizing a break-through feature known as the Trinity Sight System, Suikoden
III players have the ability to see the game unfold from the perspective of
each of the three main characters. Lush 3D anime-style graphics and a
sweeping soundtrack further enrich the experience of the game.

Suikoden III is rated T for Teen and is available at an MSRP of $49.99.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

CONTRA SHATTERED SOLDIERTM is a trademark of KONAMI CORPORATION. (C) 1987
2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS RESERVED.
SUIKODEN(R) is a registered trademark of KONAMI COMPUTER ENTERTAINMENT TOKYO,
Inc. (C) 1995, 2002 KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS RESERVED.
KONAMI is a registered trademark of KONAMI CORPORATION. (C) 2002 KONAMI
CORPORATION. ALL RIGHTS RESERVED.

# # #
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KONAMI SHIPS DDRMAX DANCE DANCE REVOLUTION
TO RETAIL OUTLETS NATIONWIDE

Partial Song List Revealed in the Mega-Popular Dancing Game Series

REDWOOD CITY, CA - October 29, 2002 - Leading videogame publisher Konami of
America, Inc. announced today that DDRMAX Dance Dance Revolution (DDRMAX) for
the Sony PlayStation(R)2 computer entertainment system has shipped to retail
outlets nationwide. The first game in the revolutionary dance series created
specifically for a next-gen console, DDRMAX is the most comprehensive Dance
Dance Revolution (DDR) title to date, including never-before-released songs,
full-motion video and high-resolution graphics. DDRMAX also includes a host
of new gameplay features that will keep fans grooving, and the party going.

DDRMAX is rated E for Everyone and is available at an SRP of $39.99.

"Bringing the high-energy interactive experience of DDR to next generation
technology enabled us to take this title and the series to the next level,"
said Jason Enos, Product Manager at Konami of America. "People have been
clamoring for a dance game of this magnitude and DDRMAX delivers. It is
revolutionary to the max!"

Accurately capturing the excitement and enthusiasm of the arcade sensation,
the home version of DDRMAX boasts the largest song selection to date,
including licensed songs and international dance hits like "Sandstorm" by
Darude, one of the most recognizable dance anthems to hit the radio airwaves.
With infectiously catchy music now set to full-motion video and
high-resolution graphics, fans will enjoy a high-energy, high-impact dance
experience. The game also includes options such as the LESSON mode, enabling
novice players to raise their skill level, while the addition of the FREEZE
ARROW provides a new dancing experience by, adding an element of complexity
for the expert player. One popular feature making its return is the popular
WORK OUT option, which now allows players to translate those calories burned
during dance sessions to other activities such as jogging or swimming. DDRMAX
introduces a new nonstop challenge, called ONI mode, that puts player s
skills to the test as well as an informative section, called INFORMATION,
that tracks players status throughout the game, offers insight into the music
and announces when the player unlocks something new.

Widely appealing to dancers of all ages, DDRMAX makes use of an electronic
dance pad that accurately tracks a players dance moves. Connecting the dance
pad to a PlayStation(R)2 computer entertainment systems controller port is
simple and easy, enabling players to experience the full Dance Dance
Revolution phenomenon in the comfort of their own living rooms.  The Dance
Dance Revolution controller for the original PlayStation(R) game console is
fully compatible with the PlayStation(R)2 computer entertainment system.

Featuring over 70 songs, the largest Dance Dance Revolution in franchise
history, players have immediate access to the 37 tracks below.  Through
gameplay and player achievements, the remaining songs will unlock, creating
even more dancing fun.

      TITLE
     ARTIST

      22DUNK
     SLAKE

      AM-3P
     KTz

      BABY BABY GIMME YOUR LOVE
     DIVAS

      BRILLIANT2U (Orchestra-Groove)
     NAOKI

      BROKEN MY HEART
     NAOKI feat. PAULA TERRY

      CUTIE CHASER (MORNING MIX)
     CLUB SPICE

      Dark Black Forest (short trip)
     Steve Rhyner

      DEEP IN YOU
     dj nagureo

      ECSTASY
     d-complex

      era(nostalmix)
     TaQ

      Exotic ethnic
     RevenG

      Groove 2001
     Sho-T feat. Brenda

      Healing Vision -Angelic mix-
     2MB

      I Like To Move It
     Reel 2 Real

      INSERTiON
     NAOKI underground

      Let the beat hit em! (CLASSIC R&B STYLE)
     STONE BROS.

      Lets talk it over
     SHIN Murayama feat. Argie Phine

      Look To The Sky
     Systems S.F. feat. ANNA

      LOVE AGAIN TONIGHT (For Melissa MIX)
     NAOKI feat. PAULA TERRY

      MATSURI JAPAN
     RE-VENGE

      Midnight Blaze
     U1 Jewel Style

      MY GENERATION (Fat Beat Mix)
     CAPTAIN JACK

      never let you down
     good cool feat. JP miles

      ORDINARY WORKD
     AURORA featuring NAIMEE COLEMAN

      ORION.78 (civilization mix)
     2MB

      OVERBLAST!!
     L.E.D. LIGHT

      PARANOIA EVOLUTION
     200

      PEACE-OUT
     dj nagureo

      Remember You
     NM feat. Julie

      RUGGED ASH
     SYMPHONIC DEFOGGERS

      Sandstorm
     Darude

      Share My Love
     Julie Frost

      Stomp to my beat JS16

      SYNCHRONIZED LOVE (Red Monster Hyper Mix)
     JOE RINOIE

      Take It To The Morning Light (Extended Vocal)
     Golden Gate

      THE CUBE
     DJ SUWAMI

      You Leave Me Alone
     Venus

About Dance Dance Revolution
The original Dance Dance Revolution (DDR) game swept American pop culture
into a dancing frenzy.  High profile U.S. media outlets such as "Good Morning
America," Newsweek, Los Angeles Times, Time and In Style have already
enthusiastically reported on the game, confirming the titles widespread
popularity in the U.S. The best-selling dancing game has won over gamers,
spawned a dedicated fan community and generated regional competitions and
tournaments.

The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The first PlayStation(R)
version of the game was released in Japan in March 1999 and boosted the
franchises popularity even further, selling over 3 million units
cumulatively. DDR hit the U.S. that same year in the arcades, and Konami of
America introduced Dance Dance Revolution for Sony PlayStation(R) in March
2001, which developed a massive fan base. Subsequent releases include Dance
Dance Revolution Disney Mix and Dance Dance Revolution KONAMIX, released for
the Sony PlayStation(R) game console in September 2001 and April 2002
respectively.  Dance Dance Revolution made its first debut on the
PlayStation(R)2 computer entertainment system with DDRMAX Dance Dance
Revolution in October 2002.

To learn more about Dance Dance Revolution please visit:
http://www.konami.com/ddr/

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market.  KONAMI CORPORATIONs action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers.  The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

DANCE DANCE REVOLUTION, DANCE DANCE REVOLUTION KONAMIX, DDRMAX DANCE DANCE
REVOLUTION and BEMANI are trademarks of KONAMI CORPORATION. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. (C)1998 2002 KONAMI & KONAMI
COMPUTER ENTERTAINMENT TOKYO.  Product covered under one or more of the
following U.S. patents: Des. 433,717;  Des.  431,267;  Des. 435,604 (Patents
pending in the U.S.).  ALL RIGHTS RESERVED.
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MIDWAY REVOLUTIONIZES VIDEOGAMING
WITH FREEFORMER GAMEPLAY

FreeFormerTM Gameplay, Featured in Midway's Groundbreaking
Haven: Call Of The KingTM, Allows Players to Experience Multiple
Gameplay Mechanics Blended Together in a Virtually Boundless Universe

CHICAGO - Oct. 30, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that revolutionary
FreeFormerTM gameplay will be featured in Haven: Call Of The KingTM, a
groundbreaking action and fantasy console videogame, which is in development
and scheduled to ship Nov.18 for the PlayStation2 computer entertainment
system. The title is also scheduled to ship for the XboxTM video game system
from Microsoft and Nintendo GameCubeTM in 2003. Haven: Call Of The King is
being developed by acclaimed U.K.-based developer, Traveller's Tales.

"FreeFormer gameplay is the next major development in videogaming," said
Helene Sheeler, vice president of marketing, Midway. "The technology in
Haven: Call Of The King allows for an unbelievable cinematic-style smoothness
and experience as you encounter the varied play mechanics in the game."

The Revolutionary Technology
Utilizing FreeFormer gameplay - which allows the player to experience
multiple gameplay mechanics blended together in a virtually limitless world -
a variety of genres are fluidly integrated into one game. In the game,
players have total freedom to move anywhere in the world on foot or by
vehicle with smooth gameplay transitions between turret-based shooting, boat
racing, bike battles, plane fighting, gladiator arena combat and space
exploration. In addition, the groundbreaking technology allows players to
seamlessly travel from the earth, through the atmosphere, into outer space,
and back again.

The gameplay in Haven: Call Of The King projects a cinematic-type quality
with visually stunning worlds and environments. Like scenes from a movie, all
of the levels in Haven: Call Of The King perfectly link together the
character-driven story, which directs the gameplay and unfolds against a
backdrop of the many enchanting worlds.

The Epic Story
Haven: Call Of The King unveils a remarkable tale of exploration and
intrigue. Players embark on an epic quest as Haven, a heroic young man
haunted by dreams that awaken him to the legend of the "Golden Voice." A bell
that can be rung in times of need, the "Golden Voice" is the only way Haven
can free his people from slavery and imminent death at the hands of the evil
Lord Vetch. To emancipate his people and complete his galactic crusade, Haven
must prove his mettle in the warrior training grounds and navigate untold
dangers to recover the relic that will guide him to the "Golden Voice."

The Groundbreaking Design
Complementing the revolutionary technology in Haven: Call Of The King is the
artwork of world-renowned fantasy and science fiction illustrator Rodney
Matthews. Matthews, acknowledged worldwide as one of the top artists in his
genre, created artwork and concepts for the title. He's created a wide range
of art for record covers, books jackets, books, TV series, and videogames
over the past 30 years and his designs--published as everything from posters
to jigsaw puzzles--have sold millions across the globe.

Traveller's Tales is an independent, UK-based developer of interactive
entertainment. During thirteen years of development, they have worked with
publishers like Sega, Nintendo, Activision, Sony, Universal and Disney and
have worked on games such as Sonic R, Toy Story (1 and 2), Bug's Life and
Crash Bandicoot: The Wrath of Cortex. To date, titles developed by
Traveller's Tales have sold millions of units worldwide. You can find more
information on Traveller's Tales at the company's website: www.t-tales.com.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the XboxTM video game system from Microsoft, Nintendo
GameCubeTM and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY is a registered trademark of Midway Amusement Games, LLC. HAVEN: CALL
OF THE KING and FREEFORMER are trademarks of Midway Home Entertainment Inc.
Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries. Nintendo GameCube, the Nintendo GameCube logo and
Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. All other trademarks are the property of their respective
companies.

Midway has provided the www.t-tales.com link solely as a convenience for you.
The information on this site has been prepared by a third party, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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COLIN MCRAE RALLY 3 TO SHIP IN Q1 2003
FOR THE PLAYSTATION(R)2

New York - November 1, 2002 - Codemasters confirmed today that its highly
anticipated racing title Colin McRae Rally 3 will ship in February 2003 for
the PlayStation(R)2 computer entertainment system. Codemasters has decided to
delay the game in order to optimize the graphics and gameplay for the
platform, ensuring that consumers receive the highest quality product.

Discover more about the game and view all the action-packed movies at:
www.codemasters.com/colinmcrae3

* Colin McRae Rally 3 for the Xbox(TM) video game system from Microsoft will
ship on December 10, 2002.

About Colin McRae Rally 3
Colin McRae Rally 3, launching in mid-November on Xbox and February 2003 on
the PlayStation(R)2, is set to be an unbelievably personal experience.
Capturing the emotions and consequences of being a professional rally
champion it takes the gaming experience to the limit as the player attempts
to become the world's greatest rally driver. In a career centered game, the
pressure is on as the player takes on the role of Colin McRae as he's given a
three-year contract to win a series of championships for the Ford Rally Sport
team. Between the adrenaline-rushing rally driving, the game is seamlessly
blended with stage starts, stage checkpoint, end stage and service area
sequences. It's these sequences, when the Ford team attends to the Focus
itself that builds the atmosphere of actually being part of a championship
rally team.

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

# # #
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SQUARE AND DISNEY'S KINGDOM HEARTS VIDEO GAME MAKES
THE PERFECT HOLIDAY GIFT FOR TWEENS, TEENS AND ADULTS

Critically Acclaimed PlayStation(R)2 Title is #1 Selling New Release Across
All Platforms in September

LOS ANGELES, Calif., November 4, 2002 - KINGDOM HEARTS, the action
role-playing video game from Square Electronic Arts L.L.C. (Square Electronic
Arts) and Disney Interactive for the PlayStation(R)2 computer entertainment
system, is the perfect holiday gift for tweens, teens and adults. KINGDOM
HEARTS, which shipped to retailers on September 17, 2002, was the #1 selling
new release in September across all platforms, out of the 123 titles that
shipped that month according to NPD Funworld Video Game Data
(www.NPDfunworld.com). Square and Disney have produced a hit title that has
been well received by hardcore gamers, consumers and media critics. KINGDOM
HEARTS provides a fresh new look by taking classic Disney characters and
worlds into a new story with new characters and environments created in the
renowned Square style. KINGDOM HEARTS is available nationwide for the
suggested retail price of $50 and is rated "E" (Everyone).

"When KINGDOM HEARTS was first introduced, both the media and gamers wondered
how the concept would work, what would be the outcome of this unexpected
collaboration. We are proud of the response the game has received and
confident that it will attract even more sales this holiday season," said Jun
Iwasaki, president of Square Electronic Arts.

"Disney Interactive is thrilled to see KINGDOM HEARTS topping the
best-seller's list straight out the gate. The impressive sales and positive
response from consumers illustrate what a great product this unique venture
has produced. We couldn't be happier with the results," said Sanjeev Lamba,
vice president, International, of Disney Interactive.

KINGDOM HEARTS has received positive reviews from both consumer reporters and
the gaming industry. KINGDOM HEARTS has won several awards on top gaming
sites, including Winner for Best Overall Game, Best Role-Playing Game, and
Best Presentation on IGN.com's Best of E3 Awards, Winner for Best of E3
PlayStation 2 and Best In-Game Cinematics on Gamespy.com's Best of E3 Awards
and Editors' Choice Awards for September 2002 on IGN.com. In addition,
KINGDOM HEARTS has received accolades in major gaming publications including;
top scores of 4.5 (out of 5) in Official PlayStation Magazine, Game of the
Month (September) in Game Infomer, Editor's Choice award in Electronic Gaming
Monthly. Additional comments include:

"It's one of the best games for the PlayStation 2 this year and will no doubt
rank high on many gamers' wish lists at the holidays."

Misha Davenport, Chicago Sun Times

".Hearts is among the best games released this year."

Charles Herold, New York Times

"'Kingdom Hearts' is great because it successfully captures the spirit of
both Square and Disney in a single game and produces a title that will
mesmerize players of all ages."

Chris Stratch, San Francisco Examiner

"This is the most thoroughly well-produced game I have ever seen. The music
is perfect; the animation is perfect. And most astonishingly, the script is
nearly perfect, too."

Steven Kent, MSNBC.com

"Kingdom Hearts is a fun and refreshingly accessible RPG that fuses Japanese
storytelling and gameplay with an unprecedented repertoire of recognizable
Disney icons."

Marc Saltzman, USA Today

"The biggest video game collaboration ever.Kingdom Hearts has assembled the
best voice cast in a video game."

Access Hollywood

In KINGDOM HEARTS the player experiences the game as Sora, a 14-year-old boy
whose world is shattered when a violent storm hits his island-paradise home,
and he is separated from his two closest friends, Riku, a 15-year-old boy,
and Kairi, a 14-year-old girl. While searching for his friends in a strange
and mysterious land, Sora meets Court Wizard Donald and Captain Goofy who are
on a mission to find the King of the Disney Castle, who has also mysteriously
disappeared. The three learn of ominous creatures known as the Heartless, who
collaborate with Disney villains to realize their devious intentions. Sora,
Donald and Goofy join forces to recover Sora's friends, return the King to
his rightful position and save the universe. As Sora, the player will journey
into multiple Disney worlds and meet over 100 of their favorite Disney
characters.

KINGDOM HEARTS features an all-star voice cast that includes Haley Joel
Osment ("The Sixth Sense," "A.I. Artificial Intelligence") as Sora, while
David Gallagher ("7th Heaven") and Hayden Panettiere ("Ally McBeal,"
"Remember The Titans") voice Riku and Kairi, respectively. Other voice
talents featured in the game include Sean Astin ("The Lord of the Rings,"
"Rudy"), Lance Bass (member of *NSYNC), David Boreanaz ("Angel,"
"Valentine"), Mandy Moore ("A Walk to Remember," "The Princess Diaries"),
Christy Romano ("Even Stevens," "Kim Possible"), Steve Burton ("The Last
Castle") and Billy Zane ("Titanic"). In addition, many of the original star
Disney voice actors reprised their roles for this project.

KINGDOM HEARTS is available on DVD format and compatible with the
DUALSHOCK(R)2 analog controller. Additional information on the title can be
found at http://www.kingdomhearts.com.

About Square Electronic Arts L.L.C. and Square Co., Ltd. Square Co., Ltd. is
the leading third-party developer and publisher of home video game console
software in Japan with annual sales of more than U.S. $275 million
consolidated base (based on exchange rate of 133.20 Japanese Yen per U.S.
Dollar as of March 31, 2002) and 900 employees worldwide. Square Co., Ltd.
became famous for its role-playing games, including its world-renowned FINAL
FANTASY series, which has sold more than 40 million units to date, and now
publishes other titles under the SQUARESOFT brand spanning all genres. Square
Co., Ltd. is based in Tokyo, Japan, and maintains a branch office in Osaka.
More information about Square Co., Ltd. can be found on the Internet at
http://www.playonline.com.

Square Electronic Arts L.L.C. is the exclusive publisher of all SQUARESOFT
products in North America. Square Co., Ltd. publishes its SQUARESOFT titles
in North America through Square Electronic Arts L.L.C., located in Los
Angeles, Calif. Square Electronic Arts L.L.C. is a Limited Liability Company
established on May 1, 1998 by Square Soft, Inc. and Electronic Arts to manage
the marketing and distribution of SQUARESOFT products in North America. More
information about SQUARESOFT products can be found on the Internet at
http://www.playonline.com.

About Disney Interactive
Disney Interactive, Inc., a worldwide leader in the creation of innovative
interactive entertainment, develops, markets and globally distributes a wide
variety of interactive family-oriented entertainment, educational and sports
CD-ROMs and video games. Disney Interactive is the multimedia arm of The Walt
Disney Company's Consumer Products business unit. For more information on
Disney Interactive's products, visit http://www.disneyinteractive.com.

###

(C)2002 Disney. TarzanT owned by Edgar Rice Burroughs, Inc. and used by
permission. (C) 2002 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc.
All Rights Reserved. Developed by SQUARESOFT. (C)1990, 1997, 1999, 2001, 2002
Square Co., Ltd. All Rights Reserved. FINAL FANTASY and the SQUARESOFT logo
are registered trademarks of Square Co., Ltd. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
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KONAMI ANNOUNCES NORTH AMERICAN DEBUT OF
PREMIER SOCCER GAME WINNING ELEVEN

The World's Best-Selling PlayStation(R) 2
Soccer Game Coming To North America

REDWOOD CITY, CA  November 5, 2002 -- Videogame publisher Konami of America
Inc. announced today that its popular Winning Eleven series (known in Europe
as Pro Evolution Soccer) will be published for the first time in North
America. European and Japanese versions of Winning Eleven have sold nearly 4
million units worldwide, making it the world's best-selling soccer game for
the PlayStation(R) 2. In response to considerable demand from North American
consumers, Konami intends to continue the series' success with the launch of
it latest installment, Winning Eleven 6, on the Sony PlayStation(R) 2 in
March 2003.

"Soccer fans around the world have declared Winning Eleven as their favorite
soccer game. Now, North American soccer fans have a chance to see what they'
ve been missing," said Robert Goff, Product Manager at Konami of America.
"Winning Eleven elevates the genre to new levels with superior visuals and
exciting gameplay, setting the standard by which all others will be judged."

Developed by the Konami Computer Entertainment Tokyo, Inc., the critically
acclaimed Winning Eleven series is widely considered to be the greatest
soccer simulation to date. The Winning Eleven series is renowned for its
realistic soccer gameplay, including an expanded Master League franchise
mode, groundbreaking AI, striking graphics and staggeringly realistic
animations.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.
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GET READY TO RUBBLE!

ENIX SHIPS 'ROBOT ALCHEMIC DRIVE(tm) (R.A.D.)'
FOR PLAYSTATION(r)2

SEATTLE, WA, November 5, 2002 -Enix America Inc. today announced that Robot
Alchemic Drive(tm) (R.A.D.) for the PlayStation(r)2 computer entertainment
system is stomping its way to retailers nationwide. An action game designed
around monstrous 120-foot transforming robots, R.A.D. has drawn high praise
from the video game enthusiast media for its two-player mode, distinct visual
style, unique control mechanism, and exciting overall game play. Information
on R.A.D. can be found online at <http://www.enix.com/rad> www.enix.com/rad.

"R.A.D. is an innovative departure from the clone-like, mech-style games
which have saturated the genre," said Paul Handelman, president of Enix
America. "It is proof that Enix continually strives to combine new ideas,
great technology and powerful stories to deliver compelling video games."
R.A.D. allows players to assume the role of one of three human robot handlers
who must learn to remotely control a 75-ton, fully armed robot and engage in
earth-shaking combat against gigantic aliens that are invading Earth. More
than just an ordinary robot fighting game, R.A.D. accurately simulates the
operation of a remote-controlled metal titan in crowded, active urban
environments where strategy is as important as armament. Highlighted features
that have established R.A.D. as a departure from the normal gaming experience
include:

* Two-player mode - Allows the player to challenge a friend to a gargantuan
slugfest of epic proportions with 14 un-lockable combatants and 7 urban areas
at his/her disposal.

* Concurrent Game Play on Two Levels - Action occurs on two planes as large
scale combat between giant robots wreaks tremendous destruction upon the
environment, while at the same time, the humans controlling the robots need
to run for cover from falling debris, collapsing buildings and automobile
traffic, all while trying to avoid being crushed by their own robot.

* Catastrophic Urban Destruction - every object in the environment is a
potential subject of collateral damage as all buildings, power lines and cars
can be damaged, knocked down and destroyed by the battling giants;

* Transformation Modes - robots can transform into an alternate form for
additional skills and game-play options. Transform into a tank and crush
buildings or transform into a jet and soar high above the chaos below;

* Unique Control Mechanism - simulates remote control of huge robots- For
example, L1 and L2 buttons control the left leg and R1 and R2 buttons control
the right leg. Alternating between the L1 and R1 buttons enables the robot to
walk forward;

* Unique Character Design - characters are designed by Toshihiro Kawamoto who
also designed the characters for hit Anime series, "Cowboy Bebop";

* Innovative Design - intense graphic style enables an incredible sense of
scale lacking in other current "giant robot" titles;

Robot Alchemic Drive (R.A.D.) for the PlayStation(r)2 is expected to carry an
estimated retail price of $49.99. More information regarding Enix's entire
lineup of exciting products can be found at <http://www.enix.com/>
www.enix.com.

About Enix America Inc.

Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next-generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia(r) Xtreme(TM) and Robot Alchemic Drive,
both for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a
wholly owned subsidiary of Japan-based Enix Corporation.

# # #
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Hey everyone!!! Slib the Slime here with more exciting news from Enix coming
your w- ...

What's that rumble?
Stomping feet? Shaking earth?
Mercy me...my slime's a-jiggling!

Ay carumba!
The biggest, giantest, hugest robots I've ever seen are holding colossal
cartons crammed with copies of Robot Alchemic Drive (R.A.D.) for the
PlayStation(R)2 computer entertainment system.

It looks like... Yeah! They're headed straight to game stores all over North
America, delivering package after package of slime-squashing, robot-bashing
fun.

These are bound to fly off the shelves faster than Vavel's "Grand Charge
Assault Knuckle", so be sure to secure your copy as soon as you can.

Oh, and did we tell you about the multi-player mode on this game?

If you complete all the missions, you can unlock enemy Volgara as playable
robots in a split screen versus battle! There's been many a late night here
at the Enix office where the staff picks their favorite robot for an
off-the-clock two-player slug fest.

I'm almost good enough to beat the QA Lead, but it's hard when your body is
composed of sticky, runny, blue slime.

I wonder why they make me use my own controller...

R.A.D. ships Tuesday, November 5th, but it may take a day or two to hit store
shelves near you, so be sure to call ahead to your local video game emporium.

For more information, screen shots, downloads, and even R.A.D. e-cards, check
out Enix's official R.A.D. website at <http://www.enix.com/RAD> , Be sure to
drop us a line on our on-line message boards.

And don't forget about Enix's September release of Grandia Xtreme for
PlayStation(R)2, the latest epic chapter in the acclaimed Grandia series.

Some slime advice free of charge: when you're out shopping for all your
friend and relative slimes, don't forget to save a little extra dough and buy
yourself a present: R.A.D. and Grandia Xtreme!

Your friend and fellow gamer,

Slib the Slime
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CAPCOM'S PERENIAL RPG, BREATH OF FIRE FORGES A NEW ROAD IN
BREATH OF FIRE: DRAGON QUARTER

-NEW DESIGN APPROACH INCLUDES NEW VISUALS AND COMBAT STYLES-

SUNNYVALE, CA -- November 11, 2002 -- Capcom today revealed new details
regarding Breath of Fire: Dragon Quarter for the PlayStation 2 computer
entertainment system. Scheduled to release this February, Breath of Fire:
Dragon Quarter, is the latest installment in the highly acclaimed RPG series
that originally debuted in 1993 and has since then sold millions of units
worldwide. Renowned for its innovative gameplay mechanics, this latest
incarnation redefines the Breath of Fire role-playing game with a whole new
3D-world look, an engrossing storyline, brand new stylized visuals,
innovative gameplay features and a new "survival" style of game play.
Entertainment Software Rating Board (ESRB) rating is pending.

Breath of Fire: Dragon Quarter boasts the following features:

* "Survival" Game Play - Players are challenged with an abundance of enemies
and a large variety of strategic elements such as deciding whether to fight
or avoid enemies, or timing when to attack.
* New Visual Design - Capcom pushes past tradition and develops a completely
unique visual style. This new style allows for stunningly clear and detailed
characters and a game world that will bear new surprises around every corner.
* PETS (Positive Encounter and Tactics System) - A revolutionary feature to
RPGs in which players can set up traps and decoys in the environment prior to
going into battle against monsters.
* Combo System - An advanced combat system allows players to build upon
attacks by connecting various weapon skills. As players connect similar
levels of attacks, they execute a linked combo that inflicts bonus damage on
top of the regular attack damage. Learning this system is the key to a
successful journey.
* Ability Point System - All actions, including spells and attacks, cost
Ability Points (AP's). The accumulation of AP's can be used to deliver more
powerful attacks or combos.
* SOL (Scenario Overlay System) - What the player has accomplished up to a
certain point carries over to the newly restarted game. Based on the player's
previous accomplishments, not only do experience points and items carry over
but additional in-game events and dungeons will appear so that players can
learn more about the story.

Set in an underground world that time has forgotten, Breath of Fire: Dragon
Quarter takes players on a journey to the surface of the earth. An ecological
catastrophe has devastated the planet, forcing a civilization to settle and
live in the ancient underground city, "Shelter." Generations have passed
since man has seen the sky and no one has any recollection of how life once
was. Ryu, a Ranger for the underground civilization, is on his routine patrol
assignment when he has a sudden "awakening" and is determined to discover
what lurks above. Follow Ryu, and other members of the underground society,
as they fight their way to the surface against monsters and adversaries.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and the Xbox
game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems, personal
computers, and coin-operated games. Worldwide recognizable product lines
include the Resident Evil, Street Fighter, Mega Man, Breath of Fire, and
Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The company
is publicly traded on the Tokyo Stock Exchange code number 9697.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jyubei Yagyu by (C)Yusaka Matsuda Office Saku. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Nintendo GameCube and Nintendo 64 are trademarks of Nintendo of America Inc.
Xbox and Microsoft are trademarks of Microsoft Corp. All rights reserved. All
other marks are the property of their respective holders.


 ------------
Category 27,  Topic 3
Message 151        Mon Nov 11, 2002
KGAGNE [Ken]                 at 15:57 PDT

TRAVEL THE CARIBBEAN AND EXPLORE
THE VIRTUAL BLUE SEAS IN CAPCOM(R)'s EVERBLUE(TM) 2

SUNNYVALE, Calif. ae November 11, 2002 ae Travel around the Caribbean
exploring captivating underwater worlds in Everblue 2, Capcom's the first
diving adventure game for the PlayStation 2 computer entertainment system. In
this undersea adventure, players assume the role of a top-notch diver in
search of the treasure that has haunted his family for generations. Set sail
to explore three different environments to unearth a cache of objects for
bartering information and acquiring advanced scuba gear to help navigate the
ocean's floor. Everblue 2 utilizes the PlayStation 2 capabilities to produce
uncompromising detail showcasing the ocean's depth, beautiful coral reefs,
and engaging tropical sea life. Explore and discover the mysteries the deep
blue holds and uncover the magic that encompasses the region. Everblue 2 is
scheduled to release in January 2003. The Entertainment Software Rating Board
(ESRB) has rated this "E" for everyone.

Everblue 2's locale is every diver's dreamland: the clear blue of the
Caribbean; a place that calls forth the tales of the Bermuda and its
beautiful surroundings. Frolic amongst neighboring towns and gather
information to use for searching various treasures. Multiple element
detectors help broaden the search for riches that consist of clay, metal or
wood. Players can also swim freely surrounded by marine life and photograph
their image to start a photo album or capture them to begin an aquarium.
Everblue 2 players will be so immersed into the experience that they may feel
the need to decompress after each dive.

Everblue 2 includes the following features:
* Three expansive environments to explore:
* The Sea - Navigate and forage the main stage of the game to salvage
numerous hidden treasures to exchange for various paraphernalia to help with
future dives. However, beware of dangerous aquatic life, including the Lion
Fish, great white shark, and eels, for they can cause damage and decrease
Leo's health.
* Town -Barter anything found during your excursions at a nearby town for
better equipment. Interacting with the townspeople may prove useful to
acquire hints about the location of items or provide specific missions to
complete.
* Sunken Ships and Caves - Swim inside the interior of these forgotten
vessels and caves and discover more objects to vend for upgrading your diving
gear.
* Two "race modes"
* Drift Race - Be the first to win a one-lap race around an obstacle course.
* Salvage Race - Race to discover specific items from the sea within a time
limit. Any object in your possession is yours to keep.
* Assemble a photo album - Photograph the environment during your underwater
quest. Develop, choose, and edit up to 20 pictures to include in your album.
If the town's resident photographer deems your snapshots good enough, you
will receive special bonuses.
* Start an aquarium - If players take a photo of sea life listed on a Marine
Life Chart, they can be placed in an aquarium for viewing at anytime.

In Everblue 2, a year has passed since Leonardo, a top-notch undersea diver,
saved the island of Daidalos from disaster. Now follow Leo and his friend,
Zuccho as they set off on a world journey to uncover the secret mysteries the
emerald blue water holds and ultimately find the treasure that has haunted
his family for generations.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox' game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.
(C)ARIKA CO.,LTD. 2003 ALL RIGHTS RESERVED.
PUBLISHING AND DISTRIBUTION BY CAPCOM CO., LTD., CAPCOM U.S.A., INC.
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SEGA SPORTS NHL 2K3 TAKES TO THE ICE ON PLAYSTATION 2

The Most Accurate Hockey Simulation Delivers Exclusive Features, ESPN
Telecast-Style Presentation and Lifelike Realism Never Before Seen in Hockey
Video Games

SAN FRANCISCO - (November 12, 2002) - SEGA(R) of America, Inc. announced
today the release of "SEGA Sports(TM) NHL(R) 2K3" for the PlayStation(R)2
computer entertainment system. Delivering the most true-to-life hockey
simulation, "SEGA Sports NHL 2K3" successfully replicates the sport's details
such as lifelike goalie maneuvers, strategic line changes, battling for the
puck against the boards and extensive individual player and team attributes
that result in ultra-realistic play. Produced by Visual Concepts
Entertainment, a SEGA development studio, and developed by Treyarch LLC,
"SEGA Sports NHL 2K3" provides the features that hockey fans covet, from an
in-depth Franchise Mode and full lineup of NHL and International teams to its
authentic ESPN telecast-style presentation.

"Hockey fans and gamers alike will appreciate the action, depth and realism
built into 'SEGA Sports NHL 2K3' for PlayStation 2," said Tom Nichols, vice
president of sports marketing, SEGA of America, Inc. "'SEGA Sports NHL 2K3'
combines total control of all the on-ice action and off-ice team management
to give gamers the most intense and authentic simulation of the sport."

"SEGA Sports NHL 2K3" uses an advanced physics-based gameplay system and
unprecedented Artificial Intelligence (AI) to more accurately simulate the
NHL. Unlike other hockey games that are based on percentages, the goalies,
players and the puck in "SEGA Sports NHL 2K3" are all governed by the game's
sophisticated physics engine, allowing for more realistic shooting, checking,
skating and goaltending. Melding flawlessly with the game's physics is an
adaptive AI system that allows each player to react to hundreds of unique
on-ice situations. When setting up for a save, goalies will dynamically react
to the puck and positioning of the opposing forwards, while AI teams will
execute realistic power-plays, forechecks, perform odd-man breaks and line
changes.

While other hockey games feature goalies without specific player attributes,
who attempt saves with limited movements, "SEGA Sports NHL 2K3" shows goalies
playing the position as it is meant to be played. In "NHL 2K3," the new
Reactive Goalie Positioning lets goalies move side-to-side, and from dive to
save, without ever having to return to a center or idle position, allowing
them to make save upon save with the most realistic maneuvers of any hockey
video game. Also new in "SEGA Sports NHL 2K3" is Complete Lines Control,
which gives gamers the ability to rotate offensive, defensive, power play and
penalty kill lines independently and set strategies for each of these lines
on the fly. Along with this ability is Board Pinning, where gamers can pin
players against the boards and dig for the puck with multiple control
options, bringing yet another level of realism to hockey video games.

These exclusive features are complemented by a myriad of graphical
enhancements taking advantage of the powerful next-generation hardware.
Dynamic lighting differs by arena, while specific elements such as glass
reflections, uniform fabric, ringside decals and ice reflections are
presented in vivid detail. Player models have been enhanced to look more like
their real-world counterparts, and new motion-captured animations makes for
ultra-realistic movements on-ice. An ESPN telecast-style presentation,
featuring the signature National Hockey Night theme, TV-style player
introductions, game highlights and replays using a telestrator, wrap-up the
stellar visual package.

"SEGA Sports NHL 2K3" also gives gamers the choice of six different gameplay
modes, including Quick Game, Exhibition, Season, Playoffs, Tournament and the
brand new Franchise Mode. In the Franchise Mode gamers can select one of the
existing NHL teams or create their own custom team and develop it into a
dynasty. Users can negotiate contracts, sign, trade and release players and
scout upcoming rookies in the NHL entry draft. As they compete for the
coveted Stanley Cup(R) over multiple seasons, players also have the
opportunity to take part in mid-season All-Star games and earn a myriad of
postseason awards. Additionally, the SEGA Sports Challenge, appearing in the
SEGA Sports 2K3 games, allows fans to compare their offline stats against
other players nationwide on segasports.com.

"SEGA Sports NHL 2K3" is endorsed by the Philadelphia Flyers All-Star Center
Jeremy Roenick and is currently available for PlayStation 2 for a suggested
retail price of $49.95. The game will soon be released on the Xbox(TM) video
game system from MicrosoftAE and the Nintendo GameCube(TM). Screen shots and
package art of "SEGA Sports NHL 2K3" are available at:
<http://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and National Hockey Night are
registered trademarks of ESPN, Inc. ESPN branded elements (C)Disney. All
other trademarks are the property of their respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

# # #
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INFOGRAMES Expands $3 Billion Franchise,

ShIPS NEW dragon ball z TITLE ON PLAYSTATION(R)2 DECEMBER 4

Number One Cable TV Show Drives Anticipation for Franchise's Newest Video
Game, 'Dragon Ball Z: Budokai'

BEVERLY, Mass. - November 12, 2002 - Infogrames, Inc. (NASDAQ: IFGM) is proud
to announce today that its upcoming Dragon Ball Z(R): Budokai(tm) video game,
exclusively for the PlayStation(R)2 computer entertainment system, will ship
to retail December 4, 2002. The Dragon Ball(R) and Dragon Ball Z(R)
franchises are global blockbusters that have generated over $3 billion in
related merchandising sales worldwide and over 500 animated episodes. In
addition, DBZ was the number-one rated show among all U.S. cable TV programs
for tweens 9-14, boys 9-14 and men 12-24 during this season's launch line-up.

With the game available for the holidays, Dragon Ball Z(R) fans and fighting
game aficionados alike will be able enjoy more of this popular franchise by
entering the world of this highly-rated animated series on Cartoon Network
and engage in high-intensity fighting battles, each one more epic than the
one before. Featuring a totally authentic, high-energy Dragon Ball Z(R)
fighting experience, the Dragon Ball Z(R): Budokai(tm) game invites players
to relive some of their favorite moments from the Dragon Ball Z(R) animated
series by becoming their favorite Dragon Ball Z(R) character and conquering
all challengers.

Dragon Ball Z(R): Budokai(tm) spans from the Saiyan(tm) Saga through the Cell
Games Saga and allows players to experience the fantastic DBZ universe. The
game features five heart-pounding fighting modes, including Story Mode, where
players reenact some of the most exciting fighting scenes from the animated
series, and Tournament Mode, where players can face off to crown a single DBZ
fighting champion. The game includes 23 of the most famous DBZ heroes and
villains in full 3D, spans 29 levels, and features over 60 different combo
moves per character, including some of their infamous attacks from the
animated series.

"We are very excited to bring the Dragon Ball Z: Budokai game exclusively to
the PlayStation 2," said Paul Rinde, senior vice president of Infogrames.
"The anime series has achieved blockbuster status in North America with its
array of fantastic characters and stories, and Infogrames has authentically
captured that same magic in our PlayStation 2 game."

Gen Fukunaga, president of FUNimation productions said, "This title provides
a truly authentic DBZ experience that every avid fan has been anticipating.
>From the original FUNimation voice actors to the accuracy of the characters,
environments and storyline, this game truly brings Dragon Ball Z to life."

The Dragon Ball series, originally developed in Japan, has become the number
one animated series in many countries including Japan, France, Spain, Hong
Kong and Mexico. It is the top rated series on Cartoon Network's Toonami
block and the "Most Searched for Term of 2001" according to the Lycos 50
Daily Report on the Internet.

For additional information on Dragon Ball Z, visit www.dragonballz.com
<http://www.dragonballz.com/> .

About FUNimation

Focusing on quality entertainment properties such as Dragon Ball Z(R),
FUNimation Productions, Ltd, is a full service brand management company with
in-house production, licensing, Internet, home video distribution and toy
divisions. With over 14 million videos sold and over 7 million hits per day
on its web site, www.dragonballz.com, Dragon Ball Z(R) is the top rated
series on Cartoon Network's Toonami block and the "Most Searched for Term of
2001" according to the Lycos 50 Daily Report on the internet. FUNimation also
produces Dragon Ball(R), the exciting prequel to Dragon Ball Z(R) airing in
the USA on Cartoon Network's Toonami Block; Yu Yu Hakusho(tm), one of the top
anime of all time, airing in the USA on Carton Network's Adult Swim Action;
Lupin the 3rd(tm), one of the longest running anime classics; Fruits
Basket(tm), based on the top selling manga in Japan; and Blue Gender(tm), a
sci-fi anime series. Look for collectibles from IF Labs(tm) featuring the
Dragon Ball(R) Movie Collection, Dragon Ball(R), and Yu Yu Hakusho(tm) as
well as home video from FUNimation Productions, Ltd. and a host of other
products licensed by FUNimation's Production's licensing division. IF
Labs(tm) is a joint venture between FUNimation Productions, Ltd. and Irwin
Toy, Ltd. For additional information on FUNimation and its properties, check
out <http://www.funimation.com/> www.funimation.com. For more information
regarding Dragon Ball Z(R), contact Jeff Dronen at FUNimation at 817-788-0627
x 251 or <mailto:dave.moran@funimation.com.jeff.dronen@funimation.com>
jeff.dronen@funimation.com

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilizationa, Backyard Sportsa, Deer Hunter, Driver, RollerCoaster Tycoon,
and Test Drive, and key licenses including Warner Bros. The Matrixa, Warner
Bros. Looney Tunes, Nickelodeon's Blue's Cluesa and Dora the Explorer(tm),
Dragon Ball Z, Unreala, Mission Impossible, Terminatora, Harley-Davidson,
Major League Baseball, and the National Football League, among many others.
The Company's Humongous Entertainment and MacSoft labels are leaders in
children's and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardya,
TONKA, and Ataria, which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
<http://www.infogrames.com/> www.infogrames.com.

# # #

(C) 2002 Infogrames Interactive, Inc. All rights reserved.

(C) 2002 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimationa
Productions, Ltd. All Rights Reserved. Dragon Ball Z and all logos, character
names and distinctive likenesses thereof are trademarks of TOEI ANIMATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective
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Giant Robots' Remote Control Jams the Radio Waves
Product Giveaways in Top Markets Bolster Successful Launch

SEATTLE, WA, November 12, 2002 - Supporting the successful launch of its
highly acclaimed robot action title, Robot Alchemic Drive(tm) (R.A.D.), Enix
America Inc. today announced a nationwide radio promotion in selected major
markets, including Los Angeles, Boston, San Francisco and Seattle. Detailed
information on R.A.D. can be found online at the official web site located at
www.enix.com/rad <http://www.enix.com/rad> .

The promotion will air on the top station for the 15-24 year old demographic
in each market and will offer callers the opportunity to win free copies of
the game. In addition, each caller will be entered to win a grand prize.

More than just an ordinary robot fighting game, R.A.D. accurately simulates
the operation of a 120-foot tall remote-controlled metal titan in crowded,
active urban environments and thrusts the player into earth-shaking combat
with gigantic aliens that are invading Earth. R.A.D. for the PlayStation(r)2
computer entertainment system shipped November 5 and carries an estimated
retail price of $49.99.

"Our far-reaching radio promotion in support of R.A.D. is an ideal vehicle to
support the product," said Paul Handelman, president of Enix America. "In
addition to being the number one station in its category, the participating
radio outlets share the exact demographic as our game, thus increasing the
effectiveness of the overall program."

More information regarding Enix's entire lineup of exciting products can be
found at www.enix.com <http://www.enix.com/> .

About Enix America Inc.

Established in 2000, Enix America Inc. is a rapidly growing publisher of
interactive entertainment software for next-generation platforms, including
the PlayStation(r)2 computer entertainment system. Having enjoyed a strong
2001 which saw the company set U.S. sales records for its Dragon Warrior
products, Enix is introducing two of its most innovative and technically
advanced games this year with Grandia(tm) Xtreme(r) and Robot Alchemic Drive,
both for the PlayStation(r)2. Based in Seattle, WA, Enix America Inc. is a
wholly owned subsidiary of Japan-based Enix Corporation.

# # #
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SEGA RELEASES SHINOBI FOR THE PLAYSTATION 2

SEGA's Legendary Ninja Action Series Makes it's Triumphant Next-Generation
Console Debut

SAN FRANCISCO - (November 12, 2002) - SEGA(R) of America, Inc. today
announced the release of "Shinobi(TM)" exclusively for the PlayStation(R)2
computer entertainment system. The latest chapter in one of the most popular
and revered video game franchises of all time, "Shinobi" delivers intense,
lightening-fast gameplay, stunning 3-D graphics and a dark, tragic story of
rage and revenge.

In "Shinobi" gamers have a deadly arsenal of ninja moves and weapons at their
disposal, including the ability to run on walls, use ninja magic and stealth
dash between enemies, allowing them to get the upper hand in even the most
dire situations. The game's innovative stealth dash move allows gamers to
string together breathtaking combos and confuse their enemies with a ghostly
afterimage. The action culminates in dramatic samurai movie-inspired "Tate"
cut scenes, where enemies literally fall to pieces.

The first new Shinobi game in more than seven years, "Shinobi" casts gamers
as the ninja Hotsuma, who has defeated his brother Mouritisne to become
leader of the famous Oboro clan. As the leader of the Oboro, Hotsuma
inherited the cursed sword Aukujiki, which feeds off the souls of his
enemies. But the sword comes with a price: if Hotsuma does not feed Aukujiki,
it will eat his own soul. Then, when a mysterious earthquake decimates Tokyo
and an evil force turns his own clan against him, Hotsuma is forced onto a
dark quest for the ultimate revenge.

"One of SEGA's greatest strengths is our staggering back catalog of
blockbuster content, including seminal hits like Shinobi," said Mike Fischer,
vice president, entertainment marketing, SEGA of America, Inc. "Now fans of
the original Shinobi and new-school action gamers alike can experience the
next chapter in this legendary action series on the PlayStation 2."

"Shinobi" features 16 massive levels, ranging from the Earthquake-ravaged
streets of Tokyo to the rooftops of ancient temples, with nightmarish undead
enemies ripped straight from Japanese folklore.

Gamers can also play "Shinobi RivalClash" online for free at
www.shinobigame.com. This interactive Rock Paper Scissors-style game lets
gamers join a clan and challenge hundreds of players to interactive
turn-based battles online. The game features six characters from "Shinobi"
and more than a dozen of their in-game animations. "Shinobi RivalClash" was
created by Sega.com(TM).

"Shinobi" is rated "M" for Mature and is available at retailers nationwide
for an MSRP of $49.95. For screenshots and artwork visit the SEGA FTP site
at: ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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AKA ACCLAIM'S 'BMX XXX' IN STORES THIS WEEKEND FOR PLAYSTATION(R)2 COMPUTER
ENTERTAINMENT SYSTEM

Hottest Title of 2002 Available Now In More Than 15,000 Stores Nationwide;
More Than 2,000 BMX Tricks, Hilarious Characters, Outrageous In-Game Events
and Beautiful Women of 'Scores' Mark Exciting New Era in Interactive
Entertainment

GLEN COVE, NY, November 15, 2002 - The hottest video game of the year will be
on store shelves this weekend, as AKA Acclaim, a division of Acclaim
Entertainment, Inc. (NASDAQ.SC: AKLM), today announced that it has shipped
BMX XXX for the PlayStation(R)2 computer entertainment system. Currently
available in more than 15,000 stores nationwide, BMX XXX is a satirical romp
in the style of such popular films as "American Pie" and was designed
specifically for today's predominantly mature gaming audience.

"Consumers' early response to BMX XXX has been extremely strong at retail and
we are thrilled to bring this groundbreaking entertainment experience to the
PlayStation 2," said Ben Fischbach, Brand Director for AKA Acclaim. "BMX XXX
illustrates how video games have gotten older and can deliver pure
entertainment on par with feature films and television."

From the pages of The Wall Street Journal, The New York Times and USA Today,
to the national broadcast audiences of "CNN" and "The Howard Stern Show," BMX
XXX has quickly become the hottest video game of the year. BMX XXX combines
outrageous Hollywood humor and characters, beautiful women from New York's
famous Scores club, incredible arcade action and a dynamic soundtrack from
today's top recording artists to deliver an unparalleled interactive
entertainment experience. The version for the PlayStation(R)2 computer
entertainment system has been edited to eliminate the topless nudity, while
versions for Xbox and Nintendo GameCube will contain topless nudity.

BMX XXX continues to garner high praise from the media, who had the following
to say:

"BMX XXX delivers." - Game Informer

"BMX XXX never takes itself seriously for a moment. If movies like Animal
House is your idea of comic genius, then BMX XXX was made for you. Boobies,
brash humor and BMX bikes. This game has it all." - IGN.com

"Is BMX XXX all it's cracked up to be? Absolutely. This title represents the
very beginning of a new direction for the console game industry. A new world
of gaming has been unlocked, and indeed our lives will be changed again." -
Silicon Magazine

BMX XXX is currently available for the PlayStation(R)2 computer entertainment
system and Xbox at suggested retail prices of $49.99. The game will be
available for the Nintendo GameCube on November 29 at a suggested retail
price of $49.99. For more information on BMX XXX, please visit www.bmxxxx.com
<http://www.bmxxxx.com/> .

About AKA Acclaim

Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, ATV Quad
Power Racing 2 and Supercross.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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CAPCOM* BRINGS MARVEL* VS CAPCOM* 2 TO NEXT
GENERATION SYSTEM WITH AN ASTONISHING 50+ CHARACTERS

SUNNYVALE, Calif. - November 19, 2002- Capcom(R) today announced the release
of its number one arcade hit, Marvel(tm) vs. Capcom 2* for the
PlayStation(R)2 computer entertainment system. Delivering absolute arcade
perfection in classic Capcom style, Marvel vs. Capcom 2 pits Capcom's
legendary characters and Marvel's world famous super heroes against each
other for dream matches of epic proportions. The game features a record
number of playable characters: more than 50! The game also delivers new
innovations with real three-on-three tag team matches and numerous modes of
play. Marvel vs. Capcom 2 is rated "T" for teen audiences by the ESRB
(Entertainment Software Rating Board).

"I'm glad to see this classic fighting game is available for the PlayStation
2 owners," said Todd Thorson, director of marketing, Capcom Entertainment.
"Marvel vs. Capcom 2 offers players more than 50 playable characters, more
than any other video game, and a wide variety of game modes. Where else can
players pit an adorable Servebot against the maniacal powers of Doctor Doom
or Jill, from Resident Evil against all time favorites like Spider-Man?"

Marvel vs. Capcom 2 offers the following enhancements and the return of
popular modes of play including:

* Real 3-on-3 tag team battle!
* More than 50 playable characters
* Team Hyper Combo - Allows three characters to perform Super Combos
successively.
* Snap Back - Forces opponents to change characters
* Assist Type Select - Players choose their favorite assist attack
* Crossover Attack - Players can change characters in the thick of battle
* Crossover Assist - Waiting character rushes on screen to assist your
playing character
* Crossover Counter - Waiting character performs lifesaving counterattacks
* Crossover Combination - Three characters perform a Super Combo
simultaneously
* Advancing Guard - Allows players to push back their opponent

At the beginning of the game, players have access to 24 playable characters.
From the Marvel universe players can choose from Cable, Marrow, Cyclops,
Captain America, Dr. Doom, Rogue, Psylocke, Wolverine (bone claw version),
Iceman, Spider-Man, Hulk or Venom. The line-up of Capcom characters includes
Jill, Tron, Rubyheart, Son Son, Amingo, Hayato, Sakura, Guile, Ryu, Zangief,
Anakaris and Strider. As players meet certain conditions they will gain
access to many hidden and secret characters.

Marvel vs. Capcom 2 includes all the features from the arcade version. Now as
never before, players can choose a character to experience three-on-three
fighting mayhem. Players can perform limitless Hyper Combos, Crossover
Counters, Advancing Guard and Super Jumps, all popular features from the
acclaimed "vs" series.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

Marvel Enterprises, Inc. (NYSE:MVL) is a leading entertainment-based
marketing and licensing company operating in the comic book publishing, toy,
trading card, licensing and children's activity sticker businesses on a
worldwide basis.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. Marvel and all Marvel character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc., and are used with
permission. (C) Marvel Characters, Inc. All rights reserved. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy Advance are
trademarks of Nintendo. Xbox and Microsoft are trademarks of Microsoft Corp.
All rights reserved. All other marks are the property of their respective
holders.
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SAMMY STUDIOS ANNOUNCES RELEASE DATES FOR GUILTY GEAR X2 AND GALERIANS: ASH

Both Action-Packed Titles Will Be Available for Sony PlayStation(R) 2 on
February 4, 2003

Carlsbad, CA - November 27, 2002 - Sammy Studios Inc., a developer, publisher
and global distributor of interactive entertainment content, today announced
the release date for two upcoming action-packed titles for Sony PlayStation
2. Guilty Gear X2, the newest sequel in the exceptional 2D anime fighter
series, and Galerians: ASH, a third-person 3D action game that continues the
sci-fi horror saga that began on the PlayStation(R), will be available on
February 4, 2003. The titles are both rated T for Teen and will have an MSRP
of $39.99.

With fan momentum for the Guilty Gear series continuing to dramatically
escalate worldwide, Guilty Gear X2 brings the newest and most complete title
in the series to North American PS2 players. The title combines the
traditions that set the fighter apart with new characters, new moves, new
animation and bonus features, including the first US release of the animated
Guilty Gear narrative released in Japan. Guilty Gear X2 adds six new
characters to the most unique cast ever conceived for a total 20 playable
fighters, and delivers new modes like Story, Mission, Medal of Millionaires
and Gallery to build on the series' story of war between humans and the
bio-weapon Gears. Guilty Gear signatures such as amazing character and
backdrop animation, super-fast gameplay speed and eye-popping special moves
return, as does the brilliant character design of renowned artist Daisuke
Ishiwatari.

Galerians: ASH is the third-person 3D action sequel to the classic "survival
horror" game that became a hit on Sony PlayStation. Six years have passed
since the epic war between artificial and organic intelligence turned for the
better, when Rion defeated the biomechanical Galerians and their genocidal
leader, mother computer Dorothy. Now a catastrophic program, launched as
Dorothy died, has released a new set of evil Galerians and their powerful
leader Ash to fulfill her genocidal dreams. Employing a unique arsenal of
psychokinetic attacks, psychic abilities and neural enhancers, Rion must once
again fight for human survival. Galerians: ASH delivers extraordinary 3D
graphics, heart-pounding action, intense cinematic sequences and vast
landscapes set in a frighteningly twisted future world.

All-new screenshots and other assets for these titles are available for
download at:

http://65.126.223.162/artwork/Sammy%20Studios The login and password are both
media

(c) Sammy 2002/1998-2002 ARC SYSTEM WORKS Co., Ltd. Published by Sammy
Studios, Inc.

(c) 1999,2002 ENTERBRAIN, INC/POLYGON MAGIC, INC/CHINFA KANG/SHO-U TAJIMA
(c)Sammy 2002. Publish by Sammy Studios, Inc. Sammy is a registered trademark
of Sammy Corporation.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks and trade names are the
properties of their respective owners.

About Sammy Studios, Inc.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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KONAMI COMES OUT SWINGING WITH THE
RELEASE OF EVOLUTION SNOWBOARDING

Gamers Fight Their Way Downhill In Konami's New
Extreme Sports Title For Sony PlayStation(R) 2

REDWOOD CITY, CALIF. - November 26, 2002 - Leading video game publisher
Konami of America, Inc. announced today that Evolution Snowboarding for Sony
PlayStation(R) 2 has shipped to retail outlets nationwide.

Evolution Snowboarding offers players a unique gameplay experience that fuses
traditional snowboard racing with over-the-top combat action. Players take on
a variety of enemies and boss characters as they race to dominate the slopes.
Evolution Snowboarding features some of the world's top snowboarders,
including 2002 Olympic medallist Danny Kass, in over 80 action-packed
missions that span eight unique levels.

Featuring pick-up-and-play controls, Evolution Snowboarding combines the
fundamentals of big-air, high-speed snowboarding with combat-style action to
create an unprecedented extreme sporting experience. Thrill-seekers will rush
down uniquely styled slopes while punching, hitting and kicking opponents as
they seek to accomplish a variety of missions. Players can also pick up a
variety of weapons such as clubs, chains or swords to be used against the
enemy.

Featuring music by artists from Roadrunner Records, including Slipknot and
Stone Sour, Evolution Snowboarding is rated T for Teen and is available at an
SRP of $39.99. Read more about Evolution Snowboarding at:
http://www.konami.com/evolutionsnow.

About Konami CORPORATION
Konami CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution and
Castlevania, among other top sellers. The latest information about Konami
CORPORATION can be found on the Web at www.konami.com/usa. Konami Co., Ltd.
Is a publicly traded company based in Tokyo, Japan with subsidiary offices,
Konami of America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

KONAMI is a registered trademark of KONAMI CORPORATION. (C) 2002 KONAMI
CORPORATION. ALL RIGHTS RESERVED. (C) 1987, 2002 Konami Computer
Entertainment Japan. All rights reserved.
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SEGA SPORTS NCAA COLLEGE BASKETBALL 2K3 SHIPS FOR PLAYSTATION 2

Debut of New Franchise Brings Host of New Features Including 300 Division I
Schools, Online Play, ESPN Telecast-Style Presentation and More Than 600
College-Specific Animations

SAN FRANCISCO (December 3, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA Sports(TM) NCAA(R) College Basketball 2K3" for the
PlayStation(R)2 computer entertainment system. Produced by Visual Concepts
Entertainment, a SEGA development studio, and developed by Kush Games, "SEGA
Sports NCAA College Basketball 2K3" delivers a number of innovative features
including an impressive roster of more than 300 Division I schools, online
play, an ESPN telecast-style presentation and more than 600 college-specific
animations. SEGA Sports' new franchise features everything college hoops fans
will expect from the makers of "SEGA Sports(TM) NBA 2K3," the game Rolling
Stone Magazine calls "the best basketball simulation out there."

"'SEGA Sports NCAA College Basketball 2K3' continues to build on the dynasty
of the 'NBA 2K' franchise, bringing sports gamers the most definitive college
basketball simulation available," said Greg Thomas, president of Visual
Concepts Entertainment, a SEGA development studio. "As the only college
basketball title to offer such a vast line-up of schools, online gameplay and
an in-depth Legacy Mode, 'NCAA College Basketball 2K3' puts you right on the
court to experience the passion and excitement of the college game."

With complete 2002 NCAA schedules and playing styles for more than 300
Division I schools, "SEGA Sports NCAA College Basketball 2K3" capitalizes on
the strengths, weaknesses and specific traits of each program, immersing
gamers into the world of hoops in true college fashion. From the
college-style player models and school-specific banners to the rowdy fans at
Cameron Indoor Stadium, every last detail of NCAA hoops is replicated in
lifelike realism.

Modes of play in "SEGA Sports NCAA College Basketball 2K3" include
Exhibition, Season, Tournament, Gym Rat, Practice and Legacy. The extensive
Legacy Mode lets players build their own modern-day dynasty, as gamers can
scout and play (as early as week 10 in the regular season) as well as recruit
and sign the country's top high school prospects. It also lets players
develop their team's specific offensive and defensive styles, redshirt
players, monitor Top 25 and R.P.I. (Ratings Percentage Index) rankings and
stay glued to a bubble watch come tourney time. The exclusive Draft feature
inside the Legacy Mode lets gamers import graduating seniors into the pros in
"SEGA Sports NBA 2K3." In the Gym Rat Mode users can play "pick-up" games
while Practice Mode lets players practice their skills and get familiar with
the game. "SEGA Sports NCAA College Basketball 2K3" also lets gamers from
around the country play each other over the Internet on PlayStation 2,
bringing even the most intense conference rivalries closer to home.

These exclusive features and key elements are enhanced by more than 600
animations unique to "NCAA College Basketball 2K3," including all new dunks,
jump shots, diving saves and an enhanced passing game. Adding to this
authenticity is the addition of school-specific arenas, chants and fight
songs, which bring the flavor of college hoops to life. Team specific plays
and playing styles, accurate player models and an ESPN telecast-style
presentation with TV-style game highlights, music and replays round out the
authentic college basketball experience.

"SEGA Sports NCAA College Basketball 2K3," endorsed by former Duke University
All-American point guard Jay Williams, is currently available for the
PlayStation 2 for a suggested retail price of $49.95. It will soon be
released on the Xbox(TM) video game system from Microsoft(R) and Nintendo
GameCube(TM). Screen shots and package art of "SEGA Sports NCAA College
Basketball 2K3" are available at: http://segapr.segaamerica.com.

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN is a registered trademark of ESPN,
Inc. ESPN branded elements (c) Disney. All other trademarks are the property
of their respective owners.

Officially Licensed Collegiate Products" label is the exclusive property of
The Collegiate Licensing Company. The "Collegiate Licensed Product" label is
the property of the Independent Labeling Group. All names, logos, team icons,
and mascots associated with the NCAA, universities, and conferences are the
exclusive property of the respective institutions. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (c) 2002 NBA Properties, Inc. All rights reserved.
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INFOGRAMES UNLEASHES the power AND FURY
OF dragon ball z(R): budokai(tm)
on PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

New Fighting Game Invites Players To Relive Their Favorite Dragon Ball Z(R)
Battles On Leading Next-Generation System

BEVERLY, MA, December 4, 2002 - Achieving an incredible convergence between
one of the leading anime and television properties ever created and the
interactive entertainment world, Infogrames, Inc. (NASDAQ: IFGM) today
announced that it has shipped Dragon Ball Z(R): Budokai(tm) for the
PlayStation(R)2 computer entertainment system. Already heralded for its
authenticity, depth and excitement, Dragon Ball Z(R): Budokai(tm) is hitting
store shelves in time for the holiday season.

Dragon Ball Z(R): Budokai(tm) spans from the Saiyan(tm) Saga through Cell
Games and allows players to experience the fantastic confrontations that
define the Dragon Ball Z(R) universe. Choose from five heart-pounding
fighting modes, including Story Mode, where players reenact some of the most
exciting fighting scenes from the animated series, and Tournament Mode, where
players can face off to crown a single Dragon Ball Z(R) fighting champion.

A true parallel to the television series, which was the top rated show among
all U.S. cable TV programs for boys 9-14, tweens 9-14 and men 12-24 during
this season's launch lineup, Dragon Ball Z(R): Budokai(tm) puts players in
some of the show's most intense battles and heightens the star quality of the
game via the inclusion of the actual voice actors from the show. To date, the
Dragon Ball(R), Dragon Ball Z(R) & Dragon Ball GT(R) franchises have
generated more than three billion dollars in related merchandising and over
500 animated TV episodes.

"Never before has there been a Dragon Ball Z(R) game that is as true to the
property as Dragon Ball Z(R): Budokai(tm)," said Paul Rinde, senior vice
president of Infogrames. "The effort and attention to detail will be a huge
payoff for fans as Dragon Ball Z(R): Budokai(tm) truly recreates the epic
storyline of the Dragon Ball Z(R) series in the interactive realm."

Chris Sabat, the Voice Director of Dragon Ball Z(R) and the voice of
Vegeta(R), Piccolo(tm), and Yamcha(R), added, "To be able to actually step
inside the DBZ universe, controlling your favorite character's moves, his
attacks, in his voice, is a completely surreal experience. The battle/duel
section of the game is worth the price of the game itself."

Already an eagerly anticipated release, the media had the following to say
about the game:

"Budokai is a dream come true for every Dragon Ball Z fan." - GamePro
Magazine

"Fans of the show will drool over the voices, music, and perfectly replicated
look of the animated series." - Game Informer Magazine

"Budokai stands above any of the previous attempts to turn the series into a
fighter." - Electronic Gaming Monthly

Featuring 23 of the most famous Dragon Ball Z heroes and villains in full
3D, Dragon Ball Z(R): Budokai(tm) spans 29 levels, and features over 60
different combo moves per character, including some of their infamous
signature attacks from the animated series.

Developed by Dimps, Dragon Ball Z(R): Budokai(tm) is currently available for
the PlayStation(R)2 computer entertainment system at a suggested retail price
of $49.99 and rated "T" for Teen. For more information on this title, please
visit www.dbzgamer.com <http://www.acclaim.com/> .

About FUNimation
Focusing on quality entertainment properties such as Dragon Ball Z(R),
FUNimation Productions, Ltd, is a full-service brand management company with
in-house production, licensing, Internet, home video distribution and toy
divisions. With over 14 million videos sold and over 7 million hits per day
on its web site, www.dragonballz.com, Dragon Ball Z(R) is the top rated
series on Cartoon Network's Toonami block and the "Most Searched for Term of
2001" according to the Lycos 50 Daily Report on the internet. FUNimation also
produces Dragon Ball(R), the exciting prequel to Dragon Ball Z(R) airing in
the USA on Cartoon Network's Toonami Block; Yu Yu Hakusho(tm), one of the top
anime of all time, airing in the USA on Carton Network's Adult Swim Action;
Lupin the 3rd(tm), one of the longest running anime classics; Fruits
Basket(tm), based on the top selling manga in Japan; and Blue Gender(tm), a
sci-fi anime series. Look for collectibles from IF Labs(tm) featuring the
Dragon Ball(R) Movie Collection, Dragon Ball(R), and Yu Yu Hakusho(tm) as
well as home video from FUNimation Productions, Ltd. and a host of other
products licensed by FUNimation's Production's licensing division. IF
Labs(tm) is a joint venture between FUNimation Productions, Ltd. and Irwin
Toy, Ltd. For additional information on FUNimation and its properties, check
out <http://www.funimation.com/> www.funimation.com. For more information
regarding Dragon Ball Z(R), contact Jeff Dronen at FUNimation at 817-788-0627
x 251 or jeff.dronen@funimation.com
<mailto:dave.moran@funimation.com.jeff.dronen@funimation.com>

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization, Backyard Sportsa, Deer Hunter, Driver, RollerCoaster Tycoon,
and Test Drive, and key licenses including Warner Bros. The Matrix, Warner
Bros. Looney Tunes, Nickelodeon's Blue's Clues and Dora the Explorer(tm),
Dragon Ball Z, Unreal, Mission Impossible, Terminator, Harley-Davidson, Major
League Baseball, and the National Football League, among many others. The
Company's Humongous Entertainment and MacSoft labels are leaders in
children's and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy,
TONKA, and Atari, which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
<http://www.infogrames.com/> www.infogrames.com.

# # #

(C) 2002 Infogrames, Inc. All rights reserved.

(C) 2002 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimation
Productions, Ltd. All Rights Reserved. Dragon Ball Z and all logos, character
names and distinctive likenesses thereof are trademarks of TOEI ANIMATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective owners.
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THE RACE IS ON AS CODEMASTERS' PRO RACE DRIVER ZOOMS ONTO STORE SHELVES

New York - December 10, 2002 - READY..................SET...................GO!
Codemasters, a global video
game publishing giant today announced its revolutionary racing title, Pro
Race Driver, shipped today for the PlayStation(R)2(TM) computer entertainment
system. Pro Race Driver redefines the racing genre with the inclusion of an
innovative narrative character-based storyline and the realism of more than
40 detailed cars and 38 licensed tracks in Pro Race Driver. The game is
available on store shelves for an SRP of $39.99.

Pro Race Driver, dubbed by many as the first ever "CarPG," is the next
evolution of the smash-hit series, Touring Car Challenge. At its core, Pro
Race Driver remains an intense, realistic racing game, but it will introduce
a new feature to the racing series - a narrative character-based storyline.
Players assume the role of aspiring test driver Ryan McKane, looking to prove
himself in the world of racing. Through manager and pit chief advice, racing
drama and experience, players guide Ryan to victory as World champion in what
will be the ultimate drive of his life. The racing experience has never been
so real with 42 amazingly detailed cars, all with accurate handling, physics
and real damage, as well as 38 licensed tracks that contribute to the total
immersion of the game.

Pro Race Driver also includes several other features that raise the bar for
the racing genre. The game features the Finite Element Modelling (FEM) damage
engine, which accurately simulates the deformation of a car's structure over
the duration of an impact, calculating how both the internal structure and
outer bodywork of the cars react. This physics based approach gives
unparalleled realism with different impact results every time depending on
the exact conditions of the collision.

Codemasters has also used Dolby Surround Sound in every aspect of the game.
The game's sound track, cinematic cut-sequences, in-game engine and even
crash sounds will all be heard through Dolby's technology. Additionally, Pro
Race Driver's development team implemented an advanced motion capture (MoCap)
technology, in which character movement was recorded with full casts of
actors performing each scene with their speech recorded simultaneously. This
fusion of the movie and gaming worlds means players will be drawn into Pro
Race Driver on a whole new level.

ABOUT PRO RACE DRIVER
The aggressive, white-knuckle drive of the world racing challenge comes to
the screens of gamers in Codemasters' Pro Race Driver*. Uniquely blending a
cast of game characters with the sport's real-life drivers, locations and
championship events, Pro Race Driver moves the racing game genre on by giving
the player one central character to connect with and wraps the high speed
action with cinematic presentation. It's also set to be the only race game to
feature high-impact collision damage on the world's most expensive race cars.
Pro Race Driver features more licenses than any previous game in the series,
enabling players to race the world over in championships such as Germany's
DTM Championship, Australia's AVESCO V8 Supercar Shell Championship Series
and the UK's TOCA Tour.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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SEGA.COM AND CAPCOM TEAM UP TO BRING ONLINE RACING
GAME TO PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM

SEGA Network Application Package Tapped to Drive Auto Modellista Online

SAN FRANCISCO (December 17, 2002) - Sega.com, the world's pioneer in online
console gaming and Capcom, a leading force in the interactive entertainment
industry, today announced that Auto Modellista for PlayStation 2 computer
entertainment system will utilize SEGA Network Application Package (SNAP)
technology for networked gameplay. Tapping into Sega.com's extensive
experience in online gaming, SNAP provides Capcom with a reliable,
easy-to-use online gaming solution to take their cutting edge game to the
next level. SNAP technology is the ideal custom network transport to provide
optimal gameplay for Auto Modellista and SNAP Services will assist Capcom
with operation, maintenance, and development of a networked game environment,
as well as server hosting, in-game web development, implementation
consulting, and network quality assurance.

"SNAP has been the technology backbone for many of the leading SEGA console
games," said Ryoichi Shiratsuchi, CEO of Sega.com and general manager,
Network Business Division, SEGA Corporation. "We are very excited to be
working with Capcom on this project that combines an industry leading game,
gaming console and network technology, to offer players a seamless online
gaming experience."

Launching in spring 2003, Auto Modellista is the first true cell-shaded
online racing game to allow players to race head-to-head online via SNAP.
Auto Modellista is designed to capture the racing experience, allowing
players to customize their racecars from more than 60 real-world cars. To
create a real-world racing experience, Auto Modellista also offers players
the option of competing against up to eight other drivers online, a variety
of tracks and courses, four modes of play and a selection of background
music. Auto Modellista is scheduled to release in March 2003 and will carry
the suggested retail price of $49.95.

"Sega.com brings state-of-the-art network technology to the gaming arena and
enhances everything from community building to gameplay," said Robert
Lindsey, senior vice president of sales and marketing for Capcom
Entertainment. "Capcom looks forward to continuing its work with Sega.com
because they deliver expert network gameplay."

About Sega.com, Inc
Sega.com, Inc. (www.sega.com) is a network entertainment company that
integrates Internet technology with innovation while leveraging a video game
heritage dating back more than 50 years. Sega.com also built SegaNet the
first high-speed online console gaming network and community destination for
gamers. Sega.com is dedicated to bringing the technology and content required
for networked entertainment to game developers and game players alike,
leveraging the network possibilities for a multitude of devices including
game consoles, cellular phones and PDAs.

About Capcom, Co.
Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(r) game
console, PlayStation(r)2 computer entertainment system, Nintendo(r) GameCube,
and Xbox(tm) video game systems, Game Boy(r) Advance and Game Boy(r) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

# # #
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MIDWAY SPORTS(tm) MLB(tm) SLUGFEST 20-03
BECOMES NUMBER ONE SELLING BASEBALL
VIDEOGAME FOR PLAYSTATION2

MLB SlugFest 20-03 Leads Off First Year of Franchise and 2002 Holiday Season
as
Year-to-Date, Best-Selling Baseball Videogame for PlayStation 2

CHICAGO- Dec. 18, 2002 - Midway Sports(tm), the sports brand of leading
software industry publisher and developer Midway Games Inc. (NYSE: MWY),
announced today that MLB(tm) SlugFest 20-03, the first-ever adrenaline-style
console baseball videogame, is the top-selling baseball videogame for the
PlayStation2 computer entertainment system in 2002 thus far. MLB SlugFest
20-03 is now available on PlayStation 2, the Xbox(tm) video game system from
Microsoft and the Nintendo GameCube(tm).

According to NPD Funworld, MLB SlugFest 20-03--released in summer 2002--has
outsold every competitive baseball game individually for the PlayStation 2 by
two-to-one since its launch. In the month of July 2002, MLB SlugFest 20-03
hit a home run with consumers everywhere, outselling all competing
PlayStation 2 games' combined sales by a nearly two-to-one margin, and any
single PlayStation 2 competitor by five-to-one. Sales figures for all
PlayStation 2 baseball games from January through November have revealed that
MLB SlugFest 20-03 outsold all competing PlayStation 2 games in the category,
making it the best-selling PlayStation 2 baseball game thus far in 2002. (NPD
Funworld, July - Nov. 2002).

"MLB SlugFest 20-03 combines Midway Sports signature over-the-top gameplay
with real baseball aspects, delivering a one-of-a-kind videogame for
next-generation systems," said Helene Sheeler, vice president of marketing,
Midway. "We attribute the success of MLB SlugFest 20-03 to the game's appeal
to both longtime fans of the sport and action gamers alike."

In addition, MLB SlugFest 20-03 scored with kids and their parents this year
as the top sports videogame in NBC's national "Today Toy Test 2002." Hosted
by consumer specialist Herb Weisbaum, this annual toy test featured hundreds
of toys, and a videogame section. To select the top videogame titles,
Weisbaum and his staff tested more than 70 videogames and collected 10,000
ratings during a two-week period. Results aired on NBC's nationally
syndicated "Today" morning news program. MLB SlugFest 20-03, which ranked
number three overall in a list of the top 20 videogames, was also joined by
NHL Hitz(tm) 20-03, the popular adrenaline-style Midway Sports' hockey
franchise.

Officially licensed by Major League Baseball Properties and MLBPA, MLB
SlugFest 20-03 has changed the way people think about America's national
pastime. Developed by the creators of NFL Blitz, MLB SlugFest 20-03 features
real Major League Baseball players--including six-time MLB All-Star and cover
athlete Alex Rodriguez--as well as teams and stadiums in the first and only
over-the-top, adrenaline-style baseball videogame. Unlike any other baseball
game, MLB SlugFest 20-03 stars incredible, larger-than-life athletes who take
to the field to perform outrageous plays both offensively and defensively,
including turbo-powered throws and pitches, blistering hits, and acrobatic
diving catches.

To clearly detail each player's facial expressions and reactions, MLB
SlugFest 20-03 features advanced motion capture technology. The animations
are so precise, gamers can view players on the field chewing gum, talking to
one another and cheering for teammates. While at the plate, gamers can dig in
and unleash mammoth blasts clear out of the park.

The game also features Roadrunner Records recording act Dry Kill Logic, which
recorded a hard-rockin', new millenium version of "Take Me Out to the Ball
Game" to accompany the game's aggressive attitude and extreme-style play. Dry
Kill Logic performs in a music video, which is featured in the game's DVD
section and was created especially for MLB SlugFest 20-03. In addition,
Midway licensed music from the electronica band Curve to complement the
fast-paced action of the game.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the Xbox(tm) video game system from Microsoft, Nintendo
GameCube(tm) and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY, BLITZ and SLUGFEST are trademarks of Midway Amusement Games, LLC.
HITZ is a trademark of Midway Home Entertainment Inc. Major League Baseball
trademarks and copyrights are used with permission of Major League Baseball
Properties, Inc. You can reach Major League Baseball on the web at MLB.com. "
MLBPA-Official Licensee, Major League Baseball Players Association. Visit the
Players Choice on the Web at www.bigleaguers.com. The MLBPA logo is a
trademark of the Major League Baseball Players Association. NFL is a
trademark of the National Football League. NHL is a registered trademark of
the National Hockey League.

Midway has provided the www.bigleaguers.com and MLB.com links solely as a
convenience for you. The information on these sites has been prepared by
third parties, and Midway does not monitor, endorse or accept responsibility
for the content on non-Midway sites.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox and Microsoft are trademarks of Microsoft
Corp. in the United States and/or other countries. Nintendo GameCube, the
Nintendo GameCube logo and Game Boy Advance are trademarks of Nintendo. "
2001 Nintendo. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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ACTIVISION'S TONY HAWK'S PRO SKATER(R) 4 NAMED 2002 PLAYSTATION(R)2 GAME OF THE
YEAR AND BEST CONSOLE SPORTS GAME OF THE YEAR BY GAMESPY

Santa Monica, CA -- December 20, 2002 -- Activision, Inc.'s (Nasdaq: ATVI)
Tony Hawk's Pro Skater(R) 4 was honored with the 2002 PlayStation(R)2
computer entertainment system "Game Of The Year" (GOTY) award by GameSpy
Industries. GameSpy, which acknowledges the best in interactive entertainment
at the end of each year, also recognized the title as a GOTY runner-up on the
Xbox(tm) video game system from Microsoft, Nintendo GameCube(tm) and Nintendo
Game Boy(R) Advance. Additionally, the critically acclaimed Tony Hawk's Pro
Skater 4 was named "Best Console Sports Game Of The Year" across all
next-generation and handheld platforms. The awards were announced on
GameSpy.com throughout this week, with more honors to be handed out next
week.

Tony Hawk's Pro Skater 4 is currently available for the PlayStation(R)2
computer entertainment system, Xbox(tm) video game system from Microsoft and
Nintendo GameCube(tm) for a suggested retail price of $49.99; and the
PlayStation game console and Nintendo Game Boy(R) Advance for $29.99. The
ESRB ratings are as follows: "T" (Teen - Blood, Comic Mischief, Mild Lyrics,
Suggestive Themes) for the PlayStation 2, Xbox, Nintendo GameCube; "E"
(Everyone - Mild Lyrics, Mild Violence) for the PlayStation; and "E"
(Everyone - Animated Blood) for the Game Boy Advance.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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KINGDOM HEARTS ACHIEVES MILLION-UNIT SALES MARK IN NORTH AMERICA

Critically Acclaimed PlayStation2 Game Has Shipped 3 Million Units Worldwide
Underscoring Title's Broad Popularity

LOS ANGELES, Calif. (Dec. 23, 2002) - Square Electronic Arts L.L.C. (Square
Electronic Arts), the exclusive publisher of all SQUARESOFT products in North
America, and Disney Interactive announced today that KINGDOM HEARTS, the
action role-playing game available for the PlayStation2 computer
entertainment system, has sold through more than 1 million units in North
America, making it one of the top-selling "E" rated titles of the 2002
holiday season. This, combined with the units shipped in Japan since March
and Europe in November, brings the total of units shipped to 3 million
worldwide. Additionally, the KINGDOM HEARTS FINAL MIX version, which includes
new bosses, keyblades, abilities and Heartless is shipping in Japan on Dec.
26.

KINGDOM HEARTS combines classic Disney characters and worlds into a new story
with new characters and environments created in the renowned Square style.
The game shipped to North American retailers nationwide on Sept. 17 and was
received with overwhelmingly positive response from both gamers and critics
alike.

"KINGDOM HEARTS is one of the top-selling PlayStation 2 titles this holiday
season. This game is truly original in concept and a perfect gift for all
gamers," said Doreen McKenzie, director of merchandising, video games,
GameStop Corp. "Square has generated a lot of excitement with this title and
we are excited to offer it to our customers for the holidays."

"Since its release, KINGDOM HEARTS has been embraced by gamers of all ages
and we are pleased by the strong sales of this unique collaborative title,"
said Jun Iwasaki, president, Square Electronic Arts. "Given the large number
and variety of video games available this crowded holiday season, we are
thrilled by the success of the game with fans and at retail."

"It's exciting to see the enthusiasm for KINGDOM HEARTS continue to grow,"
said Sanjeev Lamba, vice president, Marketing and International, of Disney
Interactive. "We're absolutely delighted to broaden Disney's reach into the
gaming community with an incredible game created by an industry icon such as
Square."

In KINGDOM HEARTS, the player experiences the game as Sora, a 14-year-old boy
whose world is shattered when a violent storm hits his island-paradise home,
and he is separated from his two closest friends, Riku, a 15-year-old boy,
and Kairi, a 14-year-old girl. While searching for his friends in a strange
and mysterious land, Sora meets Court Wizard Donald and Captain Goofy who are
on a mission to find the King of the Disney Castle, who has also mysteriously
disappeared. The three learn of ominous creatures known as the Heartless, who
collaborate with Disney villains to realize their devious intentions. Sora,
Donald and Goofy join forces to recover Sora's friends, return the King to
his rightful position and save the universe. As Sora, the player will journey
into multiple Disney worlds and meet over 100 of their favorite Disney
characters.

KINGDOM HEARTS features an all-star voice cast that includes Haley Joel
Osment ("The Sixth Sense," "A.I. Artificial Intelligence") as Sora, while
David Gallagher ("7th Heaven") and Hayden Panettiere ("Ally McBeal,"
"Remember The Titans") voice Riku and Kairi, respectively. Other voice
talents featured in the game include Sean Astin ("The Lord of the Rings,"
"Rudy"), Lance Bass (member of *NSYNC), David Boreanaz ("Angel,"
"Valentine"), Mandy Moore ("A Walk to Remember," "The Princess Diaries"),
Christy Romano ("Even Stevens," "Kim Possible"), Steve Burton ("The Last
Castle") and Billy Zane ("Titanic"). In addition, many of the original star
Disney voice actors reprised their roles for this project.

The KINGDOM HEARTS video game is available nationwide for the suggested
retail price of $50 and is rated "E" (Everyone). The game is available on DVD
format and compatible with the DUALSHOCK(R)2 analog controller. Additional
information on the title can be found at http://www.kingdomhearts.com.

About Square Electronic Arts L.L.C. and Square Co., Ltd.

Square Co., Ltd. is the leading third-party developer and publisher of home
video game console software in Japan with annual sales of more than U.S. $275
million consolidated base (based on exchange rate of 133.20 Japanese Yen per
U.S. Dollar as of March 31, 2002) and 900 employees worldwide. Square Co.,
Ltd. became famous for its role-playing games, including its world-renowned
FINAL FANTASY series, which has sold more than 42 million units to date, and
now publishes other titles under the SQUARESOFT brand spanning all genres.
Square Co., Ltd. is based in Tokyo, Japan, and maintains a branch office in
Osaka. More information about Square Co., Ltd. can be found on the Internet
at http://www.playonline.com.

Square Electronic Arts L.L.C. is the exclusive publisher of all SQUARESOFT
products in North America. Square Co., Ltd. publishes its SQUARESOFT titles
in North America through Square Electronic Arts L.L.C., located in Los
Angeles, Calif. Square Electronic Arts L.L.C. is a Limited Liability Company
established on May 1, 1998 by Square Soft, Inc. and Electronic Arts to manage
the marketing and distribution of SQUARESOFT products in North America. More
information about SQUARESOFT products can be found on the Internet at
http://www.playonline.com.

About Disney Interactive

Disney Interactive, Inc., a worldwide leader in the creation of innovative
interactive entertainment, develops, markets and globally distributes a wide
variety of interactive family-oriented entertainment, educational and sports
CD-ROMs and video games. Disney Interactive is the multimedia arm of The Walt
Disney Company's Consumer Products business unit. For more information on
Disney Interactive's products, visit http://www.disneyinteractive.com.

###

(C)2002 Disney. TarzanT owned by Edgar Rice Burroughs, Inc. and used by
permission. (C) 2002 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc.
All Rights Reserved. Developed by SQUARESOFT. (C)1990, 1997, 1999, 2001, 2002
Square Co., Ltd. All Rights Reserved. FINAL FANTASY and the SQUARESOFT logo
are registered trademarks of Square Co., Ltd. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
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everquest(R) online Adventures(tm) for the Playstation(R)2 slated to ship
february 2003

-First U.S. Console Game to Bring Hundreds of Thousands of People Together
in an Online Virtual World-

SAN DIEGO, CA - January 6, 2003 - Sony Online Entertainment Inc. (SOE), a
worldwide leader in massively multiplayer online gaming, announced today that
EverQuest(R) Online Adventures(tm) for the PlayStation(R) 2 computer
entertainment system will be available at retail stores nationwide February
2003. EverQuest Online Adventures brings the player interaction and community
that have made the original EverQuest so wildly popular to a whole new
audience of console gamers. For a monthly subscription fee of $9.99, console
gamers will embark on unlimited adventures in the "virtual" land of Tunaria
with hundreds of thousands of other console gamers from all over the "real"
world. SOE is developing a variety of payment options to accommodate the
demand from gamers everywhere.

"Console gamers are demanding an entirely new and unique online gaming
experience and we've got it in EverQuest Online Adventures," said Michael
Lustenberger, director of product marketing, Sony Online Entertainment.
"We're delivering groundbreaking entertainment for the PlayStation 2 with
EverQuest Online Adventures by offering console gamers an unmatched gameplay
experience through intricate character development, continuous player
interaction and a strong sense of community."

As a console RPG, EverQuest Online Adventures focuses on exciting combat,
questing and unparalled character development. Combat is fast and tactically
rich, with each monster posing a unique challenge for the player. The
enormous gameworld offers gamers more than 323 square miles to explore and is
filled with compelling quests and intriguing subplots. With 9 races and 14
player character classes to choose from, gamers enhance their characters by
discovering items and unlocking secret abilities.

Using the PlayStation 2 system's Network Adaptor, EverQuest Online Adventures
connects seamlessly via modem or broadband to the Internet, directing players
to dedicated EverQuest Online Adventures servers. Gamers simply insert the
disc and the adventures of Tunaria are just a few button pushes away.

About Sony Online Entertainment

Sony Online Entertainment Inc. (SOE), the online gaming division of Sony
Pictures Digital Entertainment, is a worldwide leader in massively
multiplayer online gaming that creates, develops and provides online
entertainment for the personal computer, console, wireless, and online
markets. With more than 13 million registered users, SOE's award-winning
website, The Station (R) ( www.station.com <http://www.station.com/> ) hosts
a variety of entertaining games and player communities spanning numerous
genres. In addition to blockbuster hits EverQuest(R) and Jeopardy! Online,
SOE has an array of cutting-edge online games in development such as
PlanetSide(tm), Star Wars(R) Galaxies(tm), EverQuest(R) II, and the world's
premier online-only console game for the PlayStation(R)2, EverQuest(R) Online
Adventures(tm).

# # # #
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FUTURISTIC RACER BLAZES IT'S WAY ONTO THE PLAYSTATION(r)2
AS MASJECO SHIPS 'HYPERSONIC.XTREME'

Stunning Interactive Environments and Revolutionary Track Editor Highlight
Racing Action

EDISON, NJ, January 27, 2002 - A technological trailblazer for futuristic
racing hits the PlayStation(r)2 computer entertainment system as Majesco, one
of the fastest-growing publishers of interactive entertainment software,
announced that HyperSonic.Xtreme (HSX) will ship to stores nationwide
tomorrow.

"With fully realized interactive environments, an innovative track editor,
and a variety of tracks from which to choose, HSX delivers one of the most
diverse racing experiences on the PlayStation 2." said Ken Gold, Vice
President of Marketing. "HSX provides an exciting gaming experience that is
sure to appeal to racing fans everywhere, and provide consumers with a game
they can return to again and again."

In addition to 30 existing tracks, HSX's outstanding track editor empowers
gamers to create their own personal racing experience. The tracks, which are
created in real-time, take the form of either slalom or circuit, and can be
of any length. Players manipulate tracks by changing textures and adding
visually striking weather effects, such as snow, dust and water that cause
instantaneous handling and environmental effects.

HSX also features eye-catching visuals and intricately textured landscapes,
affording players a huge canvas to compete on. Players are able to design and
populate environments with a vast array of buildings and bridges, creating
customized cities in which to race. The ultra-realistic AI adds to the
overall game play and heightens player immersion, producing an unforgettable
racing experience.

In addition to the futuristic racing action and exclusive track editor, HSX
offers the following key features:

* Unique real-time mathematical track system;
* Selection of 16 different racers each with their own racing attributes;
* Race head-to-head in the fast-paced, two-player mode;
* Collect power-ups to increase speed and regenerate shields;
* All objects in game can be manipulated with instant functionality and
interactivity;
* One of the fastest games in its niche, with over 60 frames per second;
*       Easy to follow tutorials ease players into track creation.

More information on this title can be found at
<http://www.hypersonicxtreme.com> www.hypersonicxtreme.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, and Black & Bruised, an
over-the-top cartoon-style boxing game, scheduled to ship in January 28,
2003. Majesco can be found on the World Wide Web at
<http://www.majescogames.com/> http://www.majescogames.com/.
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CAPCOM RELEASES DEVIL MAY CRY 2*

MOST ANTICIPATED TITLE OF 2003 UNLEASHES YOUR INNER DEMON

SUNNYVALE, Calif. - January 28, 2003 * Capcom(R) today announced the release
of Devil May Cry* 2, the highly anticipated "gothic thriller" for the
PlayStation* 2 computer entertainment system. Sequel to Devil May Cry, that
has sold nearly three million units worldwide, Devil May Cry 2 sees the
return of Dante, a half-human, half-demon, devil hunter and introduces Lucia,
a stunning female heroine with the ability to decimate enemies using
scalpel-like precision. Devil May Cry 2 is rated 'M' for gamers over the age
of 17 by the ESRB (Entertainment Software Rating Board) and is now available
at retailers across North America.

"Devil May Cry 2 offers renewed character design and two playable
characters," said Todd Thorson, director of marketing, Capcom Entertainment
"This sequel will certainly live up to the anticipation that our fans
demand."

Devil May Cry 2 boasts the following features:

* Two playable characters - Play as the world's coolest demon slayer, Dante
or as the devilishly sexy Lucia, who backs up her good looks with quick
maneuvers and deadly accuracy.

* Twice the sizzle as the original - Devil May Cry 2's level design far
exceeds the original. Much of the game's environment is outdoors and will
include a Gotham-like cityscape and an old European town.

* Renewed character design - Dante is even more 'stylish' and tough than
before. He has more experience fighting demons and players are sure to notice
his unique style and overall look.

* Adjusting difficulty - Devil May Cry 2 tracks a player's skill level and
adjusts enemies' difficulty on how well the player performs. This feature
provides accessibility to all skill levels making the game perfect for anyone
who loves a good action game.

* New Moves - Dante now has more moves and attacks such as running and
jumping on walls, performing aerial kicks and simultaneously shooting in two
directions.

* Enhanced Devil Trigger - Once Dante's devil meter is full, he will be able
to transform into a demon. In his demon form Dante can destroy enemies with
one smashing blow.

* New and unique weapons - Not only will Devil May Cry 2 feature popular
weapons from the original, but it will also include brand new ones. Each
weapon will have a unique design and incredible particle effects.

* Visual Appeal - Incredible jaw-dropping animation and visual detail set in
rich environments.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Devil May Cry, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.

 ------------
Category 27,  Topic 3
Message 170        Tue Feb 04, 2003
KGAGNE [Ken]                 at 11:00 PDT

SAMMY STUDIOS SHIPS GUILTY GEAR X2 AND
GALERIANS: ASH TO STORES NATIONWIDE

Highly-Anticipated 2D Fighter and 3D Action-Thriller Sequels Will
Debut on the PS2 at a Competitive $39.99 MSRP

FOR IMMEDIATE RELEASE

Carlsbad, CA - February 4, 2003 --Sammy Studios, a developer, publisher and
global distributor of interactive entertainment content, today announced that
Guilty Gear X2, the new trailblazing title from the popular 2D fighter
series, and Galerians: ASH, the action-thriller sequel to the "survival
horror" classic, have shipped to retail outlets nationwide. The titles, both
for the PlayStation(R)2 computer entertainment system, are rated T for Teen
and have a debut MSRP of $39.99.

"We're pleased to bring two exceptional games, both sequels to anime-inspired
franchises with a strong following, to PS2 players," said John Rowe,
president of Sammy Studios. "We're also happy to be able to let gamers, many
of whom have been waiting for the US release of these games, bring these
titles home at a very competitive price."

Guilty Gear X2 marks a revolution in anime-style fighters for home systems,
bringing a high-resolution, progressive-scan capable fighting game that
delivers the speed, fluidity and intuitive fight system of an arcade fighter
on the PS2. The series is credited as having one of the best fight systems,
one to which beginner fighters can quickly take to while providing the depth
and sophistication sought by highly-skilled players. Guilty Gear X2 is the
most complete title in the series, adding six new open and hidden fighters,
un-lockable special characters that combine old-and-new fight styles, eight
modes with additions like Story and Medal-of-Millionaires, and an arsenal of
new and improved moves, including the all-new Burst gauge system.

"The Guilty Gear series has established a number of noteworthy trademarks,
both aesthetic and substantive," said Tim Pivnicny, Senior VP, Sales &
Marketing of Sammy Studios. "Its cast of fighters, designed by renowned
artist Daisuke Ishiwatari, is known as one of the most unique and compelling
in fighting games, notorious for outrageous moves and fighting styles
delivered with brilliant animation. And Guilty Gear's intuitive control and
balanced fighter roster is making it a favorite among hardcore and casual
fighters alike."

When it made its memorable debut on the PlayStation, Galerians injected a
heavy dose of "dark future" sci-fi into the "survival horror" genre. Now
Galerians: ASH brings back the series as a fully 3D third-person action game
on the PS2. In the bleak biomechanical world that is the series' backdrop,
humans are losing control of the planet to the Galerians; artificially
rendered beings with psychokinetic powers. Galerians: ASH is the new chapter
in this epic struggle, where survivors desperately fighting a last powerful
group of Galerians find a way to regenerate Rion, the "good Galerian" from
the first game who perished while destroying the mother computer. Armed with
Rion's arsenal of psychic-induced attacks and neural-enhancing serum, and
all-new attacks and abilities like lock-on targeting and a psychic shield,
players must maneuver through the game's bleak yet beautifully created 3D
environments to infiltrate the Galerians' lair and save a future for organic
life on Earth.

"Galerians: ASH is a highly-imaginative action-thriller that takes a classic
survival horror series born on PlayStation and revives it as a visually
masterful third-person 3D PS2 game," said Tim. "Fans of horror, sci-fi,
anime, and just plain squirm-in-your seat action and thrills shouldn't miss
this one.

(C)Sammy 2002/1998-2002 ARC SYSTEM WORKS Co., Ltd. Published by Sammy
Studios, Inc. (C)1999,2002 ENTERBRAIN, INC/POLYGON MAGIC, INC/CHINFA
KANG/SHO-U TAJIMA. (C)Sammy 2002. Publish by Sammy Studios, Inc. Sammy is a
registered trademark of Sammy Corporation. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. All other
trademarks and trade names are the properties of their respective owners.

# # #

ABOUT SAMMY STUDIOS, INC.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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ACTIVISION LAUNCHES THE TENCHU: WRATH OF HEAVEN WEB SITE

Log Onto www.tenchuwrath.com for Exclusive
Video Unveiling, Game Information and Downloads

Santa Monica, CA - February 14, 2003 - Activision, Inc. (Nasdaq: ATVI) is
giving gamers an all access pass to go behind-the-scenes for its highly
anticipated stealth-based, ninja action game at the official Tenchu: Wrath of
Heaven web site. Located at www.tenchuwrath.com <http://www.tenchuwrath.com/>
, the site will kick off with an exclusive cinematic trailer showcasing the
game's epic storyline and heart-pounding stealth action featuring all three
playable characters - Rikimaru, Ayame and Tesshu. Additionally, the site will
be updated weekly and will roll out a host of other downloads and information
including custom wallpaper, character and weapon features, links to the
online Ninja community and news updates. Named one of GameSpy's "Most Wanted
Console Games of 2003," Tenchu: Wrath of Heaven will be available at retail
early next month for a suggested retail price of $49.99.

The Tenchu: Wrath of Heaven web site will feature the following sections:

About The Game- Go back to 16th century Japan and learn about the violent
rebellion and civil strife that are behind this newest installment in the
acclaimed Tenchu series. An in-depth look at gameplay, ultra-realistic
stealth kills, individual levels and the all-new multiplayer feature will
accompany players on their journey.

Exclusive Downloads - Fans can keep the look of ancient Japan on their
desktop with customizable wallpaper. New screenshots and updated movies will
also be located here.

Characters - Intriguing tales of espionage, theft and assassination are
behind each mission Ninjas must embark upon. Here fans can delve into the
backstory of each ninja and learn about their unique abilities and the
enemies they must defeat.

Weapons - Discover authentic Ninja weapons and items that help Ninjas to live
by honor, kill by stealth.

Community - Link to the online Ninja community and experience an array of
Ninja sites and Tenchu: Wrath of Heaven fan sites.

News - Get the latest Tenchu: Wrath of Heaven updates hot off the press!

Tenchu: Wrath of Heaven builds on the renowned gameplay of the popular Tenchu
franchise and delivers the most realistic, stealth-based, ninja
action/adventure game ever. The game features impressive new stealth attacks,
an enhanced fighting engine, new weapons and tools, plus larger levels,
improved character animations, new multiplayer options and a soundtrack from
famed composer Noriyuki Asakura. Taking advantage of the PlayStation(R)2
computer entertainment system's impressive graphical capabilities, Tenchu:
Wrath of Heaven features 25 death defying missions, detailed lighting and
weather effects, and improved character animations. The game has been rated
"M" ("M" - violence, blood and gore - content suitable for persons ages 17
and older) by the ESRB.

Headquartered in Santa Monica, California, Activision Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002. Activision maintains
operations in the U.S., Canada, the United Kingdom, France, Germany, Japan,
Australia, Scandinavia and the Netherlands. More information about Activision
and its products can be found on the company's World Wide Web site, which is
located at <http://www.activision.com/> www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #
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Capcom's Perennial RPG, Breath of Fire* Forges A New Road In Breath of Fire:
Dragon Quarter

-New Design Approach Includes New Visuals And Combat Styles-

SUNNYVALE, Calif. February 18, 2003 - Capcom* today announced the release of
Breath of Fire* : Dragon Quarter for the PlayStation* 2 computer
entertainment system. Breath of Fire: Dragon Quarter, is the latest
installment in the highly acclaimed RPG series that originally debuted in
1993 and has since then sold millions of units worldwide. Renowned for its
innovative gameplay mechanics, this latest incarnation redefines the Breath
of Fire role-playing game with a whole new 3D-world look, an engrossing
storyline, brand new stylized visuals, innovative gameplay features and a new
"survival" style of game play. Breath of Fire: Dragon Quarter is rated "T"
for teen audiences by the ESRB (Entertainment Software Rating Board).

Breath of Fire: Dragon Quarter boasts the following features:

* "Survival" Game Play - Players are challenged with an abundance of enemies
and a large variety of strategic elements such as deciding whether to fight
or avoid enemies, or timing when to attack.

* New Visual Design - Capcom pushes past tradition and develops a completely
unique visual style. This new style allows for stunningly clear and detailed
characters and a game world that will bear new surprises around every corner.

* PETS (Positive Encounter and Tactics System) - A revolutionary feature to
RPGs in which players can set traps and decoys in the environment prior to
going into battle against monsters.

* Combo System - An advanced combat system allows players to build upon
attacks by connecting various weapon skills. As players connect similar
levels of attacks, they execute a linked combo that inflicts bonus damage on
top of the regular attack damage. Learning this system is the key to a
successful journey.
* Ability Point System - All actions, including spells and attacks, cost
Ability Points (AP's). The accumulation of AP's can be used to deliver more
powerful attacks or combos.

* SOL (Scenario Overlay System) - What the player has accomplished up to a
certain point carries over to the newly restarted game. Based on the player's
previous accomplishments, not only do experience points and items carry over
but additional in-game events and dungeons will appear so that players can
learn more about the story.

Set in an underground world that time has forgotten, Breath of Fire: Dragon
Quarter takes players on a journey to the surface of the earth. An ecological
catastrophe has devastated the planet, forcing a civilization to settle and
live in the ancient underground city, "Shelter." Generations have passed
since man has seen the sky and no one has any recollection of how life once
was. Ryu, a Ranger for the underground civilization, is on his routine patrol
assignment when he has a sudden "awakening" and is determined to discover
what lurks above. Follow Ryu, and other members of the underground society,
as they fight their way to the surface against monsters and adversaries.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and the Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jyubei Yagyu by (C)Yusaka Matsuda Office Saku. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
Nintendo GameCube and Nintendo 64 are trademarks of Nintendo of America Inc.
Xbox and Microsoft are trademarks of Microsoft Corp. All rights reserved. All
other marks are the property of their respective holders.
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TRAVEL THE CARIBBEAN AND EXPLORE
THE VIRTUAL BLUE SEAS IN CAPCOM(R)'s EVERBLUE(tm) 2

SUNNYVALE, Calif. * February 25, 2003. * Travel around the Caribbean
exploring captivating underwater worlds as Capcom's Everblue 2 is released
for the PlayStation* 2 computer entertainment system. In this undersea
adventure, players assume the role of a top-notch diver in search of the
treasure that has haunted his family for generations. Set sail to explore
three different environments to unearth a cache of objects for bartering
information and acquiring advanced scuba gear to help navigate the ocean's
floor. Everblue 2 utilizes the PlayStation 2 capabilities to produce
uncompromising detail showcasing the ocean's depth, beautiful coral reefs,
and engaging tropical sea life. Explore and discover the mysteries the deep
blue holds and uncover the magic that encompasses the region. The
Entertainment Software Rating Board (ESRB) has rated this "E" for everyone.

Everblue 2's locale is every diver's dreamland: the clear blue of the
Caribbean; a place that calls forth the tales of the Bermuda and its
beautiful surroundings. Frolic amongst neighboring towns and gather
information to use for searching various treasures. Multiple element
detectors help broaden the search for riches that consist of clay, metal or
wood. Players can also swim freely surrounded by marine life and photograph
their image to start a photo album or capture them to begin an aquarium.
Everblue 2 players will be so immersed into the experience that they may feel
the need to decompress after each dive.

Everblue 2 includes the following features:

* Three expansive environments to explore:
* The Sea - Navigate and forage the main stage of the game to salvage
numerous hidden treasures to exchange for various paraphernalia to help with
future dives. However, beware of dangerous aquatic life, including the Lion
Fish, great white shark, and eels, for they can cause damage and decrease
Leo's health.
* Town -Barter anything found during your excursions at a nearby town for
better equipment. Interacting with the townspeople may prove useful to
acquire hints about the location of items or provide specific missions to
complete.
* Sunken Ships and Caves - Swim inside the interior of these forgotten
vessels and caves and discover more objects to vend for upgrading your diving
gear.
* Two "race modes"
* Drift Race - Be the first to win a one-lap race around an obstacle course.
* Salvage Race - Race to discover specific items from the sea within a time
limit. Any object in your possession is yours to keep.
* Assemble a photo album - Photograph the environment during your underwater
quest. Develop, choose, and edit up to 20 pictures to include in your album.
If the town's resident photographer deems your snapshots good enough, you
will receive special bonuses.
* Start an aquarium - If players take a photo of sea life listed on a Marine
Life Chart, they can be placed in an aquarium for viewing at anytime.

In Everblue 2, a year has passed since Leonardo, a top-notch undersea diver,
saved the island of Daidalos from disaster. Now follow Leo and his friend,
Zuccho as they set off on a world journey to uncover the secret mysteries the
emerald blue water holds and ultimately find the treasure that has haunted
his family for generations.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.

(C)ARIKA CO.,LTD. 2003 ALL RIGHTS RESERVED.

PUBLISHING AND DISTRIBUTION BY CAPCOM CO., LTD., CAPCOM U.S.A., INC.
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ATARI ON POLE POSITION WITH THE RELEASE OF
GRAND PRIX CHALLENGE

Enter a Universe Born of Speed, Power and Excitement with Grand Prix
Challenge on PlayStation(r)2 computer entertainment system

BEVERLY, MA - March 7, 2003 - Leading interactive games publisher Infogrames,
Inc. (NASDAQ: IFGM) has announced today that it has shipped Grand Prix
Challenge, the most exciting Formula One game to date. Developed by
Infogrames' Melbourne House for Atari, Grand Prix Challenge hits stores this
week for the Sony Playstation 2 computer entertainment system (MSRP: $29.99).

Officially licensed by the Formula One Administration Limited and based on
the 2002 FIA Formula One World Championship, Grand Prix Challenge is designed
to conquer the hearts of all F1 followers. Developed by Infogrames Melbourne
House, Grand Prix Challenge brings a level of realism to the physics,
handling and racing strategy never before achieved in a console game. Feel
the adrenaline rush of being behind the wheel of an F1 powerhouse as you race
against 21 other cars at 60 frames-per-second.

"Grand Prix Challenge offers the ideal balance between accessibility and
depth," commented Nancy MacIntyre, Vice President of Marketing for
Infogrames' Beverly, MA studio. "With this game, our aim is to fully
entertain not only the F1 fans but all the gamers, seeking the perfect
combination between graphic quality and addictive gameplay within the
fantastic F1 universe. Grand Prix Challenge on PS2 complements the already
successful F1 Grand Prix series perfectly."

Indeed, while Grand Prix Challenge is heavily based on real world driving
physics and constraints, it has been tuned to allow instant enjoyment to the
new racer. But Grand Prix Challenge, with its 3 different level of handling
and 4 different level of artificial intelligence will also provide huge depth
and compelling challenges for the most experienced race player.

Melbourne House has modeled the 22 cars and 17 tracks to an unprecedented
level of detail. Even the many drivers' personal styles have been simulated.
Pit Stops are now interactive; you can affect the performance of your pit
crew to gain those valuable seconds.

Grand Prix Challenge offers 5 addictive game modes that will keep you coming
back for more, from championship mode where you can live all the thrill of a
full championship season to frenzy multiplayer races up to 2 players in split
screen. Formula One gaming has never been so much fun.

For more information, please visit www.us.infogrames.com.

About Melbourne House

Melbourne House, a subsidiary of Infogrames, is one of the oldest development
houses of the games industry. In business since 1980 as Melbourne House and
as Beam Software, the company developed many titles for multiple platforms
over the past 22 years. Melbourne House is Australia's leading developer of
video games for personal computers and game consoles. Melbourne House games
such as KKND and GP 500 on PC and LeMans 24 Hours on Dreamcast are
acknowledged as being milestones in games development. Today Melbourne House
is part of the internal development force of Infogrames and as such is
focused on developing for PlayStation2.

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver(tm), Enter the Matrix(tm), Neverwinter Nights(tm),
Stuntman(tm), Test Drive(r), Unreal(r) Tournament 2003, and Unreal(r)
Championship; and INFOGRAMES, mass-market and children's games such as
Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora the
Explorer(tm), Civilization(r), Dragon Ball Z(r) and RollerCoaster Tycoon(r).
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit <http://www.infogrames.com/>
www.infogrames.com.

(c) 2003 Infogrames, Inc. All rights reserved.

An official product of the 2002 FIA Formula One World Championship licensed
by Formula One Administration Ltd.

"Formula One", "Formula 1", "F1" and "FIA Formula One World Championship" are

trademarks of Formula One Licensing BV, a Formula One Group Company. Licensed
by Formula One Administration Limited, a Formula One Group Company. All
rights reserved.

(c) 2003 Infogrames, Inc. All rights reserved. Developed by Infogrames
Melbourne House. Published by Infogrames Europe SA. ATARI is a registered
trademark of Atari Interactive Inc., a wholly owned subsidiary of Infogrames
Interactive Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective owners.
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ACTIVISION'S TENCHU: WRATH OF HEAVEN(tm) STEPS OUT OF THE SHADOWS AND ONTO
RETAIL SHELVES NATIONWIDE

Santa Monica, CA - March 11, 2003 - Live by honor, kill by stealth ...
Activision, Inc. (Nasdaq: ATVI) is calling on gamers to take the ninja oath
and step into the shadows in Tenchu: Wrath of Heaven, the only stealth-based
ninja game for the PlayStation(R)2 computer entertainment system. Set in the
late 1570s, one year after the events of the original, best-selling Tenchu
game, Tenchu: Wrath of Heaven finds Rikimaru and Ayame on a quest to save
feudal Japan from the clutches of an evil sorcerer and his six lords of
darkness. Tenchu: Wrath of Heaven is currently available at North American
retail outlets, is rated "M" (Mature - content suitable for persons 17 and
older) by the ESRB and is available for a suggested retail price of $49.99.

"Tenchu: Wrath of Heaven exemplifies the true spirit of ninja abilities as
players use stealth and camouflage to achieve their goals," said Larry
Goldberg, executive vice president, Activision Worldwide Studios. "Using
skillful attacks and the ever popular grappling hook in a beautifully
detailed feudal Japan will allow everyone to capture the essence of life as a
ninja."

Tenchu: Wrath of Heaven builds on the renowned gameplay of the popular Tenchu
franchise and delivers the most realistic, stealth-based, ninja
action-adventure game ever. The game features impressive new stealth attacks,
an enhanced fighting engine, new weapons and tools, plus larger levels,
improved character animations, new multiplayer options and a soundtrack from
famed composer Noriyuki Asakura. Taking advantage of the PlayStation 2
computer entertainment system's impressive graphical capabilities, Tenchu:
Wrath of Heaven features 25 death-defying missions, detailed lighting and
weather effects and improved character animations.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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SAN FRANCISCO - (March 11, 2003) - SEGA(R) of America, Inc. today announced
the release of "Aero Elite: Combat Academy(tm)" exclusively for the
PlayStation(R)2 computer entertainment system. Featuring more than 60 of the
world's most powerful aircraft, "Aero Elite: Combat Academy" is the most
realistic aerial-combat simulation available for PlayStation 2.

Gamers will earn their wings in an in-depth training mode, mastering the
realistic in-game physics, controls and real-world weaponry for each
aircraft. Then it's off to the hostile skies for a host of customizable
combat missions throughout the world. "Aero Elite: Combat Academy" also
features a two-player split-screen mode for head-to-head combat, and a
massive arsenal of more than 60 aircraft, including real-world military
fighters, experimental next-generation aircraft, and even heavily-armed
attack helicopters.

"'Aero Elite: Combat Academy' provides more stomach-turning, real-world
aerial action than any flight-simulation ever released on a console," said
Mike Fischer, vice president of marketing, SEGA of America, Inc. "Whether
your flying sorties halfway around the world, or going head-to-head with a
friend in a helicopter battle, 'Aero Elite: Combat Academy' will not
disappoint flight fans."

"Aero Elite: Combat Academy" is rated "T" for Teen and is available at
retailers nationwide for an MSRP of $49.95. For screenshots and artwork visit
the SEGA FTP site at: <ftp://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #

 ------------
Category 27,  Topic 3
Message 179        Tue Mar 11, 2003
KGAGNE [Ken]                 at 13:33 PDT

KONAMI SHIPS ZONE OF THE ENDERS: THE 2ND RUNNER
FOR PLAYSTATION(R) 2

REDWOOD CITY, CALIF. - March 11, 2003 - Konami of America, Inc. announced
today that the critically acclaimed Zone of the Enders: The 2nd Runner (ZOE2)
for PlayStation(R) 2 has shipped to retail outlets nationwide. Developed by
Hideo Kojima (the creator of the Metal Gear Solid(R) series) and his
award-winning design team, ZOE2 is the follow-up title to the 2001 hit Zone
of the Enders. The most intense mech combat game ever, ZOE2 is packed with
non-stop action, hundreds of on-screen enemies, exciting new moves, vast
environments and a wealth of new weapons.

"ZOE2 sets a new standard for graphics and gameplay within the action genre,"
says Wilson Cheng, Product Manager at Konami of America, Inc. "This game is
everything that we had hoped it would be and more."

Set two years after the conclusion of the original game, ZOE2 once again
casts players into a deep story based on the constant struggle for power, the
intrinsic need for human freedom and the bravery of those who defend it.
Playing as the game's new hero, Dingo Egret, players must pilot a mechanized
robot into combat against swarms of enemies.

Hideo Kojima and his development team have once again masterfully created
massive, detailed environments including cityscapes, daunting enemy
fortresses and VR arenas - all of which are fully interactive. Gamers will
use an array of sub-weapons to target and destroy hundreds of on-screen
enemies at the same time. Players can also perform astonishing maneuvers,
such as tear off siding from nearby buildings to use as a shield, wield a
pole as a dangerous striking weapon or teleport out of danger.

Further setting this title apart from all others is its highly stylized and
beautifully animated universe. Based on the drawings of renowned mechanical
designer, Yoji Shinkawa, the game boasts a unique anime style that is brought
to life through the use of "toon-shading". As the camera swings around
seamlessly to catch the fighting action, explosions produce realistic smoke
and brilliant lighting effects. ZOE2 delivers an impressive visual
experience, down to the smallest details.

Zone of the Enders: The 2nd Runner is rated "M" for Mature and is available
at an SRP of $49.99. Read more about the game at:
http://www.konami.com/2ndrunner/ <http://www.konami.com/2ndrunner/> or
http://www.konamijpn.com/products/zoe2/english/index.html
<http://www.konamijpn.com/products/zoe2/english/index.html>

###

About KONAMI CORPORATION

KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution,
Castlevania, and Yu-Gi-Oh! among other top sellers. The latest information
about Konami can be found on the Web at www.konami.com
<http://www.konami.com/> . KONAMI CORPORATION is a publicly traded company
based in Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the
US and Konami of Europe in Frankfurt, Germany.

ZONE OF THE ENDERS is a trademark of KONAMI COMPUTER ENTERTAINMENT JAPAN,
INC. (C) 2001 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN. METAL GEAR(R), METAL
GEAR SOLID(R), SONS OF LIBERTY(tm) and SUBSTANCE(tm) are either registered
trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C)
1987 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a registered
trademark of KONAMI CORPORATION. "PlayStation" and the "PS" Family Logo are
registered trademarks of Sony Computer Entertainment Inc. ALL RIGHTS
RESERVED.
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CAPCOM RELEASES CLOCK TOWER 3
A CHILLING MACABRE MYSTERY OF SUSPENSE AND TERROR

SUNNYVALE, Calif. - March 18, 2003 - Capcom(R) Entertainment a leading
worldwide developer and publisher of video games, today announced the release
of Clock Tower 3 for the PlayStation2 computer entertainment system. In this
chilling mystery, an ordinary girl must unlock the mystery of her heritage
and stop the evil powers that have enslaved her ancestors for generations.
Clock Tower 3 promises to evoke fear with unnerving visuals and an equally
intense storyline. Clock Tower 3 carries an "M" rating for mature audiences
from the ESRB (Entertainment Software Rating Board) and is now available at
retailers across North America.

"Clock Tower 3 is packed with more than its fair share of intense fear and
suspense," said Todd Thorson, director of marketing, Capcom Entertainment.
"The heroine possesses secret powers to destroy evil in an intense story
which unfolds as the player progresses deeper and deeper into the game. The
engaging story will certainly draw gamers in while the intense gameplay will
keep players on the edge of their seat."

Set in London, England, Clock Tower 3 puts players in the role of Alyssa
Hamilton, an ordinary girl who learns that her ancestors have fought the
powers of evil for centuries. Throughout the game she must escape from the
murderous violence of the Evil Servants, spirits of pure hatred who thrive on
the ensnared life force of their victim's souls. In order to save herself and
the tortured souls trapped by the Evil Servants, Alyssa must unlock the
mysteries surrounding each death. But it won't be easy. The relentless
Servants want nothing more than to add her soul to their collection will
pursue Alyssa at every turn. The key to survival is unraveling these puzzles
and summoning the sacred weapons necessary to banish these demonic creatures
from which they came. Can she free the trapped souls before the Evil Servants
stop her? Who is the mysterious Dark Man and what is his connection to the
Clock Tower? Time is running out for Alyssa. Can she survive and escape the
clutches of the Evil Servants until the clock strikes midnight?

Clock Tower 3 boasts the following features:

* Cinemas directed by Kinji Fukasaku - In order to give the game a more
"realistic" feel, several cinematic sequences have been included. These
cinemas rival those of high budget films and were all directed by the highly
respected Kinji Fukasaku, 'the last great Japanese action movie director.'
The cinemas use motion capture that surpass current standards and will convey
the game's essence perfectly.

* Experience a Totally New Type of "Fear" - With each rapid heartbeat,
players will hear and feel the fear in Alyssa as she tries to escape. Alyssa
doesn't posses a particular weapon or strength to ward off Evil. She will
only have her courage and wits to survive the malevolent spirits that fill
the town.

* Story written by Flagship - A premiere script writing company responsible
for writing the scripts for Resident Evil and Onimusha.

* Fully interactive environment - Players must cleverly hide behind or
utilize objects in their environment to help escape from the Evil Servants or
to solve puzzles.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

(C)SUNSOFT, (C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. CLOCK TOWER is a trademark of CAPCOM CO., LTD. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. The ratings icon is a registered trademark of the Interactive Digital
Software Association. The ratings icon is a registered trademark of the
Interactive Digital Software Association.
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Ubi Soft obtains publishing rights for Sony Computer Entertainment Japan's
Ape Escape(tm) 2

Sequel to Best Selling Game To Launch This Summer

SAN FRANCISCO, CA - March 18, 2003 - Ubi Soft(R) Entertainment, one of the
world's leading video game publishers, today announces that it has signed a
deal to obtain publishing rights of Sony Computer Entertainment Japan's
(SCEJ) Ape Escape(tm) 2 in North America. The game will be made exclusively
for the PlayStation 2 computer entertainment system for release this summer.

"We are very excited to sign this publishing agreement with Ubi Soft to bring
one of our exciting game titles, Ape Escape 2, to our North American fans,"
said Tomikazu Kirita, Senior Vice President, Sony Computer Entertainment
Japan.
Ape Escape 2 features addictive creature-catching gameplay and is already
receiving positive early reviews from the gaming press. Ape Escape 2 is the
sequel to the Ape Escape(tm), a highly popular game franchise series
developed by SCEJ. The original game shipped more than a million copies
worldwide.

"We are thrilled to be working so closely with SCEJ on one of their featured
products," said James Regan, Ubi Soft's Director of Business Development. "A
classic brand with a strong following like Ape Escape 2, rounds out Ubi
Soft's impressive mix of titles."

About Ubi Soft(R) Entertainment Ubi Soft Entertainment is a global producer,
publisher and international distributor of interactive entertainment
products. A leading company in the industry, Ubi Soft's strong and
diversified line-up has grown considerably. As well as developing original
properties, Ubi Soft has also steadfastly partnered with several high-profile
companies and is dedicated to delivering consumers with quality videogame
titles while offering blockbuster franchises. Founded in 1986, the company
has offices in 22 countries including the United States, Canada, France,
Germany, Finland and China and sells its products in over 50 countries. For
more information about Ubi Soft, visit http://www.ubi.com
<http://www.ubi.com> .

PlayStation and Ape Escape are registered trademarks of Sony Computer
Entertainment Inc. All rights reserved.
(C)2003 Ubi Soft, Inc. All rights reserved. Ubi Soft Entertainment and the
Ubi Soft logo are registered trademarks of Ubi Soft, Inc.
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SEGA SPORTS(TM)WORLD SERIES(R)BASEBALL 2K3 SHIPS FOR PLAYSTATION(R)2

Franchise Debut on PlayStation 2 Delivers an ESPN Telecast-Style
Presentation, Historic Ballparks, New Gameplay and Enhanced Visuals

SAN FRANCISCO - (March 18, 2003) - SEGA(R) of America, Inc. officially
announced today the release of "SEGA Sports(TM)World Series(R)Baseball 2K3"
for the PlayStation(R)2 computer entertainment system. "SEGA Sports World
Series Baseball 2K3" launches with a host of gameplay and visual
enhancements, including an ESPN telecast-style presentation, Hall of Fame(TM)
legends, retro uniforms and ballparks, and new player moves and animations.
Produced by Visual Concepts Entertainment, a SEGA development studio, and
developed by Blue Shift Inc., "SEGA Sports World Series Baseball 2K3" will
once again be in a league of its own.

"The World Series Baseball 2K franchise has set many standards in the
industry for realism, innovation and quality of gameplay," said Greg Thomas,
president of Visual Concepts Entertainment, a SEGA development studio. "We're
excited to bring this franchise to the PlayStation 2 and introduce World
Series Baseball 2K3 to an expanded, multi-platform audience for the first
time."

"SEGA Sports World Series Baseball 2K3" will include a variety of gameplay
enhancements such as home run robbing jumps at the wall, dramatic running
grabs in the outfield, user-controlled leadoffs and power swings, silky
smooth double play and relay animations, offline throws, and a
behind-the-pitcher cam that brings an exciting new perspective to the game.
The unrivaled gameplay will be complemented by the deepest Franchise Mode in
any baseball video game. Playing through an unlimited number of seasons,
users will be able to assemble a full coaching staff by selecting from a pool
of managers, batting and pitching coaches, Minor League(TM) directors and
scouts. In addition to the Franchise Mode, "SEGA Sports World Series Baseball
2K3" will also include modes such as Exhibition, Big League Challenge(TM) ,
Season, Playoffs and the SEGA Sports Challenge. Appearing in all SEGA Sports
2K3 games, the SEGA Sports Challenge allows fans to compare their offline
stats against other players nationwide on Segasports.com.

On the visual front, "SEGA Sports World Series Baseball 2K3" will remain the
most graphically stunning baseball game on the market. Built to take full
advantage of the capabilities of the PlayStation 2, "SEGA Sports World Series
Baseball 2K3" will feature intricately detailed ballparks and improved player
models. From classic ballparks such as the Polo Grounds to the ballparks of
today including Great American Ballpark, the new home of the Cincinnati
Reds(R) -- no detail is too small in "SEGA Sports World Series Baseball 2K3."

"SEGA Sports World Series Baseball 2K3" is endorsed by the New York
Yankees(R) all-star first baseman Jason Giambi and is available at retailers
nationwide for $49.95. The game is also available for the Xbox(TM) video game
system from Microsoft(R). Screen shots and package art of "SEGA Sports World
Series Baseball 2K3" are now available at http://segapr.segaamerica.com.

About SEGA
SEGA(R)of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching 2003), ESPN Now, ESPN Today), ESPN HD
(high-definition simulcast service of ESPN launching April 2003), ESPN
International (25 international networks and syndication), ESPN Radio,
ESPN.com, ESPN The Magazine, ESPN Regional Television, SportsTicker and ESPN
Enterprises, overseeing brand extensions such as ESPN Zone, an interactive
sports-themed dining and entertainment experience. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. ESPN is a registered trademark of
ESPN, Inc. ESPN branded elements (C) Disney. All other trademarks are the
property of their respective owners.

World Series is a trademark owned by the Office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (C)
SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.
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SEGA ROLLS OUT THE KING OF ROUTE 66 FOR PLAYSTATION 2

SAN FRANCISCO - (March 18, 2003) - SEGA(R) of America, Inc. today announced
the release of "The King of Route 66(TM)" exclusively for the PlayStation(R)2
computer entertainment system. Challenging gamers to race from Illinois to
California in a massive nitro-powered 18 Wheeler, "The King of Route 66" is
the ultimate demolition derby-style big rig road trip.

The sequel to "18 Wheeler(TM): American Pro Trucker," "The King of Route 66"
casts gamers as one of five colorful road warriors who set out to do battle
with the soulless Tornado Corporation, which rules the historic highway with
an iron fist. On their way across the country, gamers will encounter more
than 40 characters and customize their big rigs with more than 70 upgradeable
parts ranging from mufflers to mudflaps.

But the life of a trucker isn't all work and no play - gamers will also meet
up with eight sexy truck-stop beauties known as the Queens of Route 66.
Players will have to win the hearts of these fine-lookin' ladies before
driving on to the next state.

"'The King of Route 66' is about one thing - driving really big trucks,
really fast. Well, that and impressing the ladies," said Mike Fischer, vice
president of marketing, SEGA of America, Inc. "A pure adrenaline rush of
arcade action, America's Heartland may never recover from 'The King of Route
66.'"

"The King of Route 66" is loaded up with five gameplay modes, including the
"The King of Route 66" mode, where gamers speed across the U.S. in an all-out
arcade rush, "The Queen of Route 66" mode, where players give their all to
please the fickle Queens of the road, "Rival Challenge" where gamers square
off with Tornado truckers in one-on-one competitions, "Challenge" mode,
featuring a series of over-the-top mini-games, and "Vs." mode, where gamers
can square off against their friends in two-player split screen action.

"The King of Route 66" is rated "T" for Teen and is available at retailers
nationwide for an MSRP of $49.95. For screenshots and artwork visit the SEGA
FTP site at: ftp://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.
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Crouching Tiger, Hidden Dragon(tm) Game to Hit Shelves in August 2003

Highly Anticipated Adventure Captures Martial Arts Magic of Academy Award
(R)-Winning Movie

San Francisco, CA - March 19, 2003 - Ubi Soft Entertainment, one of the
world's largest video game publishers, today announced that the Crouching
Tiger, Hidden Dragon action/adventure game will ship for retail in August
2003. Developed by Genki Co., Ltd. under license from Sony Pictures Consumer
Products and based on Sony Pictures Classics' Academy Award winning movie,
Crouching Tiger, Hidden Dragon will be available for the PlayStation2
computer entertainment system. Ubi Soft China will also develop Crouching
Tiger, Hidden Dragon for the Nintendo Game Boy Advance.

"Crouching Tiger, Hidden Dragon is one of the most innovative and exciting
movies in years, and we've dedicated ourselves to capturing the incredible
look and feel that made the film such an amazing hit," said Tony Kee, vice
president of marketing for Ubi Soft Entertainment. "With compelling
characters, action-packed fighting sequences and stunning environments, the
game will feature the martial arts magic of this classic film."

About Crouching Tiger, Hidden Dragon

Set in 19th Century China, Crouching Tiger, Hidden Dragon is a martial arts
fighting game based on the classic teachings and techniques of the Wudan
style. Combining adventure and intense, dynamic combat with the ability to
explore lush, interactive environments, Crouching Tiger, Hidden Dragon
suspends the laws of space, gravity, and the human body. Players represent
one of four characters: Li Mu Bai, Yu Shu Lien, Jen Yu, or Lo.

Each character possesses specific moves, talents, and deadly weapons; players
must work to improve their fighting skills as they compete against
intelligent foes and seek revenge against the sinister Jade Fox (killer of Li
Mu Bai's master and Yu Shu Lien's fiance). The gameplay experience
effectively captures the martial arts magic and fluidity of movement that
made the film a huge success:

* Engage in the intricate sword-fighting and superhuman acrobatics of the
movie
* Run, jump, leap, climb, hang, block, dodge, fight hand-to-hand, defy
gravity, and use special combination moves unique to each character
* Explore environments from the film including the bamboo forest, the
waterfall, the bar room, the Governors Palace, and the streets of Beijing
* Use strategy and strength to vanquish enemies on the ground, on rooftops,
atop trees, and in the water
* Relive the film experience with rich storylines, distinctive characters,
and Mandarin dialogue with English subtitles

About Genki Company

Genki Co., Ltd. is a software development company based in Tokoyo, Japan.
Established in October 1990, the company is well known for the highly
recognized videogame "Shutokou Battle." With an impressive product lineup,
Genki is continuing to build a reputation for high quality and high
performance around the world. With great emphasis on the development process,
Genki has based development on thorough research of each hardware platform,
in order to create high quality software responsive to the platform's special
features. Creating the system people will need in order to share their
enjoyment of games is Genki's mission in the 21st century. Since its
founding, Genki continues to grow in stature, from a games software company
to an entertainment services company that crafts dreams.

About Ubi Soft Entertainment

Ubi Soft Entertainment is an international producer, publisher and
distributor of interactive entertainment products. A leading company in the
multimedia industry, Ubi Soft's strong and diversified line-up has grown
considerably, as has Ubi Soft itself. As well as steadfastly continuing to
partner with several high-profile companies, Ubi Soft has also confirmed its
presence on the global market by developing its own exceptional properties.
Founded in 1986 in France, Ubi Soft is now present on every continent, both
through offices in 22 different countries including the United States,
Brazil, Morocco, Germany and China and through sales of products in over 50
countries. The group is dedicated to delivering high-quality, cutting-edge
video game titles to consumers around the world. To learn more, visit
www.ubi.com.

Sony Pictures Consumer Products

Sony Pictures Consumer Products (SPCP), based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. This includes theatrical properties such as
Spider-Man(tm), Men in Black 2(tm) and Stuart Little 2(tm), as well as
television properties, like as "Jackie Chan Adventures(tm)," "Harold and the
Purple Crayon" and "Max Steel(tm)." SPCP is a division of Sony Pictures
Entertainment (SPE), whose global operations encompass motion picture
production and distribution, television production and distribution,
worldwide channel investments, home entertainment acquisition and
distribution, operation of studio facilities, development of new
entertainment products, services and technologies, and distribution of filmed
entertainment in 67 countries.

(C)2003 Ubi Soft Entertainment. All Rights Reserved. Ubi Soft and the Ubi
Soft logo are trademarks of Ubi Soft Entertainment in the US and/or other
countries. Crouching Tiger, Hidden Dragon:TM & (C) 2002 UCV, LLC and United
China Visions Incorporated. All Rights Reserved. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc .
TM, (R), and Game Boy Advance is a trademark of Nintendo.
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CAPCOM(R) TAKES THE CHECKERED FLAG AS AUTO MODELLISTA
IS RELEASED IN STORES

- NORTH AMERICAN DEBUT FEATURES MAJOR ENHANCEMENTS AND BROADBAND SPEED -

SUNNYVALE, Calif. - March 25, 2003 <= Capcom(R) today announced the release
of Auto Modellista(tm), the highly anticipated online racing action for the
PlayStation 2 computer entertainment system. Auto Modellista is the first
true cell-shaded online racing game to utilize SEGA Network Application
Package (SNAP) technology for networked gameplay. The online feature in Auto
Modellista provides players the option of racing head-to-head with eight
driving opponents online. Among the many features in the US release are more
cars, including American muscle cars, more tuning parts and additional tracks
and races. Licenses from sixteen different car manufactures including Mazda,
Honda, Toyota, Nissan, Mitsubishi, Subaru and more are represented giving
players a total of 69 real-world cars. The customizable feature lets players
acquire essential components to soup-up their ride from the get go. Auto
Modellista is rated 'E' for everyone by the ESRB (Entertainment Software
Rating Board) and is now available at retailers across North America.

The North American release will include the following exclusive features:

*       Free online play (with a Network Adapter)
*       Nine additional vehicles including classic American muscle cars:
*       Chevrolet Camaro Z28, Chevrolet Corvette, Ford Mustang GT, Ford GT,
Dodge Viper GTS, Shelby Cobra 427 Competition, Acura Integra Type-R, Hyundai
Tiburon, Hyundai Accent Rally Car
*       100+ Additional tuning parts
*       Broadband online compatible
*       3 new tracks
*       More types of races
*       Improved car physics allowing for more power-sliding
*       Improved opponent car A.I. will create an even more exciting
experience
*       All-new opening demo
*       Additional several pieces of background music
*       Tuned game menu design for user-friendly access
*       Adjusted replay camera to offer an even cooler looking action

Other key features in Auto Modellista include:

* Easily Customizable - Vivid color schemes and a wide array of options allow
players to create incredibly unique car designs. Players can change the car's
tires, brakes, suspension, turbine kit, muffler, computer, transmission and
more. All tuning parts appear in the game along with their real names. Adding
various parts such as mirrors, wheels, decals and more, players can equally
modify the appearance of the cars. Players can even customize their garage by
changing the interior design and by adding decoration items such as posters,
a tool box and oil drums

* 3-D cell-shaded art style - A totally new visual expression that captures
the true essence of racing; the sense of speed tearing the air apart and the
impact of tires grabbing the pavement are stunningly reproduced

* Choose from an enormous selection of world-renowned vehicles:

* Mazda, Honda, Toyota, Nissan, Mitsubishi and Subaru and more

* Speed through diverse environments - Auto Modellista showcases numerous
environments including racing circuits, cityscapes and mountain passes with
an entirely new approach.

* Three different game modes - Single Player, Arcade, and VJ Mode

* Single Player Mode - Customize your own car and participate in various
races

* Arcade Mode - Split screen two player head-to-head mode or up to eight
player with the online play

* VJ Mode - Record, edit and apply various effects to your previous races to
capture all the highlights of performance racing

* Sheer intensity - Auto Modellista captures the adrenaline packed intensity
of racing. This game is simply a must for the insatiable car enthusiast who
strives to achieve unadulterated speed and experience mind-blowing graphics.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.

All manufacturers, cars, car parts and names, brands and associated imagery
featured in this game are intellectual property rights including trademarks
and/or copyrighted materials of the respective owners. All rights reserved.
aCAPCOM Co., Ltd. 2002 All rights reserved.
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Restore the Balance Between Order and Chaos with Primal(TM), Exclusively for
PlayStation(R)2

Immersive Action-Adventure Title Combines Exploration, Puzzle Solving And
Combat in a Chilling Tale

FOSTER CITY, Calif., March 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Primal(TM), an innovative
action-adventure developed exclusively for the PlayStation(R)2 computer
entertainment system by Sony Computer Entertainment Europe, Cambridge
Studios, creators of the best-selling MediEvil(R) series. Combining
exploration and puzzle elements with an advanced combat system, Primal
plunges players into an intense battle between order and chaos.

Two playable characters exist within this battle that is quickly shifting in
evil's favor -- Jen Tate, a modern-day girl who is discovering her own
supernatural origin and Scree, a stone gargoyle who is Jen's powerful ally in
the immortal universe. In order to succeed in the adventure, players must
control both characters and determine in each situation whose skills to
employ -- whether it is Jen's intense combat skills that take shape in one of
her four different demon forms or Scree's power to possess statues, absorb
energy, translate demon language and climb and explore areas freely.

In Primal, gamers are immersed into a fantasy world joined inextricably with
our own. A story-driven game, Primal is presented through the experiences of
Jen and Lewis, a present-day, human couple drawn into discord by
super-natural forces. While gameplay revolves around the momentous events
within the four vast, distinctive realms of Primal's alternate universe,
there are many personal revelations and surprises for the characters along
the way.

"Sony Computer Entertainment Europe's Cambridge Studio's first PlayStation 2
title has successfully combined a truly compelling storyline with the right
amount of exciting combat, puzzle solving and exploration to raise the bar
for the action-adventure genre," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America. "Offering incredible
graphical detail in a dark world that feels familiar and closely linked to
our own, Primal is deep enough to satisfy both the hardcore and the casual
gamer."

Complementing the combat scenes are the sounds of 16 Volt, a Los Angeles
based alternative rock band that supplied nine tracks, including three songs
specifically written for Primal from the album "SuperCoolNothing V2.0"
released by Dark City Music. Formed in 1988, the band has toured with acts
such as Korn and recently finished a national tour as the openers for KMFDM's
North American "Sturm and Drang" tour. The compelling music of 16 Volt will
also been present in upcoming episodes of "Road Rules" on MTV and on the WB's
"Angel," but inclusion of their music in games is new and exciting territory
for the band.

"As gamers ourselves, we were excited to have our music featured in Primal,"
said Eric Powell, lead vocalist and founder of 16 Volt. "With such intense
combat sequences, we wanted to create specific songs for Primal that would
keep the gamers engaged and on the edge of their seats."

Primal is set within a huge environment featuring four expansive realms
surrounding a central hub. The realms are equally divided between two
separate rulers of chaos and order, each populated by a unique demon race
living in a habitat that enhances its demon abilities. After Jen acquires the
demon form specific to each realm, Ferai, Undine, Wraith, and Djinn
varieties, she is able to transform at any time into that demon in future
quests. A dynamic loading system allows for uninterrupted gameplay between
levels, and magical portals act as links and "windows" into other worlds.
Additional technological achievements include seamless character morphing
between Jen's human and demon forms, extravagant particle effects and
environmental effects such as fog and mist, securing Primal's position as one
of the most innovative and visually stunning titles for PlayStation 2
released this year.

In conjunction with the release of Primal, Sony Computer Entertainment
America is unleashing a major marketing campaign behind the title with
national broadcast and print media, gaming publications, Web sites and
retailers. Support will be provided in the following categories:

NATIONAL PRINT/ONLINE ADVERTISING:

To support Primal, the print advertising campaign based on the tagline
"Civilization is Only Skin Deep" will reach millions of readers nationwide
through a wide variety of national consumer, gaming, music and comic book
publications, beginning in January and continuing through early May. Four
different two-page consecutive advertisements will run in publications such
as Electronic Gaming Monthly, Official PlayStation Magazine, Game Informer,
Playboy Magazine, FHM, Maxim, Spin, D.C. Comics, Marvel Comics, and many
more.

NATIONAL BROADCAST/CABLE ADVERTISING:

The television campaign targeting ages 17 and older for Primal will kick off
this month and run in various time slots on major network, cable and
syndicated programming continuing through April 2003. One 30-second
commercial will air through the launch period.

NATIONAL RETAIL SUPPORT:

Key merchandising support for Primal at all national retailers includes a
dedicated point of purchase campaign with a direct mail tie in and dedicated
strategy guide. Demo discs are available as part of the direct marketing
campaign in addition to a dedicated online campaign and official game Web
site, http://www.primalgame.com/ .

VIRAL MARKETING SUPPORT:

Consumers were encouraged to tap into their Primal being at Maxim Valentine's
Day party with featured kiosks at San Francisco's hot nightclub, Ruby Skye
and the street team of GoGorilla were in full force at the New Orleans Mardi
Gras celebration, distributing branded Primal beads.

The independent Entertainment Software Rating Board (ESRB) has rated Primal
"M" for "Mature." For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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Join the Fast-Paced Game of Rhythm and Skill and Battle Online With Songs By
Run-DMC, Garbage, David Bowie, P.O.D., Weezer, Pink and More in Amplitude

Rhythm-Action Title Builds Upon Award-Winning Frequency(TM) Gameplay With
All-New Interactive Online Gaming Experience Exclusively for PlayStation(R)2

FOSTER CITY, Calif., March 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Amplitude, an all-new edition to
the critically-acclaimed Frequency(TM) title that reinvented the music gaming
genre. Developed exclusively for the PlayStation(R)2 computer entertainment
system by Harmonix Music Systems, Amplitude is a fast-paced rhythm-action
game that allows players to test their skills in mixing and remixing hit
songs by shooting musical notes in various vibrant musical environments in
both off- and online gameplay. Via the Network Adaptor (Ethernet/modem) (for
PlayStation(R)2), the gateway into the world of online gaming, Amplitude
provides a unique, one-of-a-kind online musical forum for players of all
skill levels to compete and collaborate with more than 25 songs.

Following up on the great line-up of bands in Frequency, Amplitude expands
the music roster with a diverse and eclectic mix of genres including songs
and video content from David Bowie, blink 182, Pink, Herbie Hancock, Run DMC,
Dieselboy, Slipknot, Weezer, P.O.D., Garbage, Quarashi, Logan 7, as well as
other major recording artists. Surrounded by interactive environments with
stunning graphics and video that are tightly synchronized to each artist's
song, players are tasked to recreate their favorite songs in a spaceship that
shoots and captures vocals and instruments such as drums, bass and guitar. In
addition, players have the opportunity to create custom remixes as well, in
single- and multi-player modes.

"We are thrilled to introduce Amplitude to rhythm-action fans of PlayStation
2. Playing Amplitude online offers new opportunities for gamers to join
online communities and prove their rhythm skills against gamers across the
country," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Providing an immersive, addicting gameplay
atmosphere, the fast-paced action will keep players entertained for hours,
and provide a whole new avenue for music artists to reach their fans."

"No game out today incorporates music like Amplitude," said Marcos, P.O.D. "I
love it... it's all about the music."

Amplitude allows players to engage in a rhythm action experience within five
unique arenas filled with special visual environments from many different
music genres, including Alternative Rock, Hip-Hop, Heavy Metal, and more.
Each song will have its own path through the arena, providing a completely
different experience with every song, including music videos and other
content from the bands. Players can even watch their customized "FreQ," an
all-new 3D representation of the player jam with them. Starting with a vocal
or instrument track, such as drums, players must hit the appropriate buttons
at the right time in order to match the rhythm of the song. Once this
instrument is successfully mixed within a song section, players can move on
to another instrument, such as a guitar and continue through all the
instruments/vocals, performing all tracks and re-creating the song.

With six different game modes, including online play, players can mix music,
play against four other players without a split screen, participate in an
online multi-player live jam session, or just play solo remix mode.

In the online mode for Amplitude, players can compete and collaborate in
multi-player, remix and even a head-to-head duel match. During online
gameplay, Amplitude utilizes full-chat capabilities and other unique online
features such as a ladder-ranking system and Remix Repository. If a player
creates a remix in the online mode, they have the opportunity for their remix
to be selected and posted in the online lobby for other players to listen to,
enjoy and play. In addition, players have the opportunity to download
selected remixes to listen and sample. In the coming months, participating
music acts will have the opportunity to judge submitted songs and post them
online for the community to enjoy. Amplitude supports both broadband and
dial-up users.

The independent Entertainment Software Rating Board (ESRB) has rated
Amplitude "T" for Teen. For more information about the ERSB visit
www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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Ubi Soft Entertainment Announces Ape Escape(tm) 2 Exclusively for the
PlayStation(R)2 Computer Entertainment System

SAN FRANCISCO, CA - MARCH 31, 2003 - Those crazy Ape Escape(tm) monkeys are
back on the loose and plotting to take over the world as Ubi Soft
Entertainment, one of the world's top videogame publishers, announces plans
to publish Ape Escape(tm) 2 exclusively for the PlayStation(R)2. Developed by
Sony Computer Entertainment Inc., Ape Escape 2 promises the same fun gameplay
as the original version including advanced game features, amazing 3D
graphics, and plenty of monkey pandemonium! Ape Escape 2 has an ESRB rating
of "E" for Everyone and will have a suggested retail price of $39.99. It is
scheduled to ship July 1, 2003.

Game Storyline
There's been a terrible accident at Monkey Park! Jimmy, the main character,
has accidentally provided the monkeys with a superior intelligence and means
of escape from the park. Specter, the lead monkey from the original game,
hatches an evil plan for world domination, setting off the other monkeys on a
rampage. With his main weapons only a club and net, Jimmy is faced with the
enormous job of chasing delinquent monkeys through a large, lavish world in
order to defeat the monkey rebellion.

About the Game
Explore and discover the expansive environments of Ape Escape 2, reveling in
richly animated 3D backdrops and traveling around the world catching playful
primates. Stop the monkeys' shenanigans as they pursue their quest to take
over the world! Other game features include:

* New gadgets such as the banana boomerang and water pistol, new bosses, new
vehicles, and extra mini-games.

* 300 delinquent monkeys each with their own personalities, hilarious
attitudes, and character animations.

* 20 expansive levels plus 8 boss levels provide hours of gameplay and replay
value.

* Large and lavish environments such as Enter the Monkey, Castle Frightmare,
Panic Pyramid, and Moon Base, which provide a varied gameplay experience.

* Excellent gameplay and intuitive, smooth controls.

About Ubi Soft(R) Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com> .

(c) 2003 Sony Computer Entertainment Inc. Ape Escape is a trademark of Sony
Computer Entertainment Inc. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Ubi Soft and the
Ubi Soft logo are trademarks of Ubi Soft Entertainment in the U.S. and/or
other countries. All rights reserved.

##
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AMERICAN IDOL VIDEOGAME RIGHTS
AWARDED TO CODEMASTERS
TV Phenomenon Coming to PlayStation(R)2 and PC For This Holiday Season

New York - April 3, 2003 - The worldwide interactive video game publishing
rights to American Idol, the smash-hit reality television show, have been
secured by game publisher Codemasters. Under the license from FremantleMedia
and 19 Entertainment, joint owners of the blockbuster reality entertainment
format, Codemasters will launch an American Idol video game this fall for the
PlayStation(R)2 computer entertainment system and PC.

American Idol will be a music-based rhythm-action game, allowing players to
create, style, train a character and compete as a singer. Each virtual
contestant will then choose from more than 40 "top-ten" music tracks to
perform for the judges. To ensure the American Idol game experience is truly
authentic, Simon Cowell, Randy Jackson and Paula Abdul will be featured as
computer generated characters, complete with their colorful commentary.

The project is being developed for the PlayStation 2 and PC by Hothouse
Creations, and was acquired by Codemasters under its business development and
acquisitions program.

"To secure one of the most talked about, widely watched and most fascinating
entertainment brands of recent years is a major landmark in Codemasters'
acquisition strategy," said Gary Rowe, Codemasters' Head of Business
Development. "With the gaming industry established as a mass-market
entertainment platform, the American Idol game will have an enormous impact."

In its first season, American Idol was the highest rated show on Fox in over
a year and the final episode attracted a staggering 22.8 million viewers.
American Idol 2 is already well into its season and is achieving even more
impressive audiences, with the premiere episode attracting nearly 27 million
viewers.

"The American Idol video game is an incredibly exciting project for us and
we're delighted to have Codemasters as our worldwide publishing partner,"
said Dom Wheeler, UK Licensing Manager at Fremantle Brand Licensing.
"Codemasters has an excellent history for bringing extremely popular
big-brand video games to market in the US and throughout the world. We
strongly feel that working with Codemasters and Hothouse Creations, we have a
game that truly reflects the show and gives everyone the chance to have the
American Idol experience."

"To have a video game based on the dominating American Idol series is a major
success," added Mike Hayes, Codemasters Group Marketing Director. "The power
branding of American Idol, combined with an excellent music rhythm-based game
has immense appeal to the far-reaching gaming audience on PlayStation(R)2 and
PC."

Codemasters will feature a first look at the American Idol video game at the
2003 Electronic Entertainment Expo, this May in Los Angeles. To keep up to
date on the game, visit Codemasters online at
www.codemasters.com/americanidol .

Codemasters will also publish "Pop Idol," a UK edition of the game, based on
the original British TV series.

AMERICAN IDOL - GAME INFORMATION:
American Idol is a music-based, rhythm-action game that allows players to
create, style and train a contestant for competition. Players will see their
contestants through the auditions, various heats and ultimately, progress to
the grand finals. The game is complete with the trademark comments from the
judges, including Simon Cowell, Randy Jackson and Paula Abdul.

The gameplay has gamers "singing and dancing with their hands." Match the
right combos of buttons to what's on the screen, and the contestant sings a
sweet harmony and dances to the rhythm. Get it wrong and their voice fades
and quivers as the judges, and later the audience, grow unsettled. With a
track list of 40 international top-ten music tracks to master, players will
get full feedback from the judges that will reflect their performance. As a
single player game, American Idol will be a rewarding challenge, and in
multiplayer format, it will be fantastic fun as a brilliant party game for
everyone to watch or compete in.

###

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's
offerings include MTV Music Generator 2, IndyCar Series, Pro Race Driver and
Operation Flashpoint, which was met with critical acclaim and enormous
consumer praise. Richard Darling, the company's Design Director and
co-founder, is renowned as one of the most prolific game designers and has
been involved in the creation of 60 of the company's staggering #1 titles in
the UK. In keeping with the company's mission to remain on the crest of the
gaming wave, Codemasters is developing games for online and next generation
platforms. Additional information about the company and its products can be
found at www.codemasters.com

ABOUT FREMANTLEMEDIA

FremantleMedia is one of the largest international producers of entertainment
programs in the world, producing more than 260 programs in over 39 countries.
FremantleMedia's international distribution division distributes 19,000 hours
of programs to 150 countries worldwide. FremantleMedia is the content business
production arm of the RTL Group, Europe's largest television and radio
broadcast company, with interests in 23 television channels and 14 radio
stations in nine European countries. RTL Group is part of Bertelsmann AG, an
integrated media and entertainment company that commands leading positions in
the world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com
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SEGA ANNOUNCES VIRTUAL ON MARZ FOR PLAYSTATION 2

SAN FRANCISCO - (April 8, 2003) - SEGA(R) of America, Inc. today announced
"Virtual On Marz(tm)," a blazing-fast mech combat game exclusively for the
PlayStation(R)2 computer entertainment system.

"Virtual On Marz" casts gamers as a member of "Marz," a Robotic Special
Forces unit charged with keeping peace in the galaxy. Players are thrust into
the pilot's seat of a giant mechanized battle Virtuaroid as they blast
through dozens of missions, defend allied bases, attack enemy convoys and
fight alongside other Virtuaroids in explosive 2-on-2 battles.

"Virtual On Marz" brings home the same heart-stopping thrills that made the
"Virtual On(tm)" series a classic, and ups the ante with more than 40
characters, a deep story mode, intense head-to-head multiplayer action and
dozens of unlockable surprises. "Virtual On" experts will be able to take
advantage of a new "Virtual Twin Stick" control scheme, recreating the
legendary arcade "Twin Stick" controls in addition to a new easy-to-use
pick-up-and-play setup for beginners.

"'Virtual On Marz' is mech combat meets street brawling in a white-knuckled
battle royale to save the galaxy," said Mike Fischer, vice president of
marketing, SEGA of America, Inc. "Fans of the classic series will be thrilled
by the new story mode and massive unlockable archives. Newcomers won't know
what hit them."

"Virtual On Marz" is in development by SEGA's Hitmaker! studio and is slated
for release in November 2003.

For screenshots of "Virtual On Marz" please visit the SEGA press Web site at:
http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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Downhill Domination(TM) Delivers Speed, Challenge and an Adrenaline Rush in
the First-Ever Downhill Mountain Bike Racing Game for PlayStation(R)2

From the Developers of Twisted Metal: Black(R) and War of the Monsters(TM);
Downhill Mountain Bike Game Features Real-Life Riders, Licensed Manufacturers
and Global Courses

FOSTER CITY, Calif., April 8 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the summer 2003 release of Downhill
Domination(TM), available exclusively for the PlayStation(R)2 computer
entertainment system. Developed and created by Sony Computer Entertainment
America's Santa Monica studio and Incog Inc. Entertainment, Downhill
Domination is the first downhill mountain bike racing game ever published for
a next-generation console and features professional riders, licensed
manufacturers, a broad-appealing music roster and courses from around the
globe.

Downhill Domination is based on the extreme sport of downhill mountain bike
racing and puts players in control of a customizable mountain bike to race
down vertical mountainsides and urban environments while performing stunts at
speeds in excess of 60 miles per hour. Playable in first- and third-person
perspectives, players will be able to select from one of 14 riders, including
five pro-riders in an intense race to gain corporate sponsorship and a chance
at the coveted Downhill Domination Championship.

"Due to its vertical racing style and competitive nature, the sport of
downhill mountain bike racing has globally reached participants and
spectators throughout the U.S., Canada, Japan, United Kingdom, Belgium,
Spain, and numerous other countries," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America. "With the upcoming release of
Downhill Domination, we are able to deliver the first extreme sport of this
nature to PlayStation 2 fans while expanding the racing category to new
heights."

In Downhill Domination, there are three unique course styles including
Mountain Cross, Technical Downhill and Freeride through 27 expansive and
interactive "go anywhere" track designs. During gameplay, players have the
freedom to pick the best racing line through unforgiving canyons, forests,
city streets and more while avoiding environmental and weather hazards. For
points earned, players can upgrade with real-world mountain bike components
to enhance performance. In addition to fully customizable bikes, Downhill
Domination incorporates more than 30 super tricks and an assortment of
"combat" tactics to take down event the most hardened riders. Players can
choose from five different multi-player modes, allowing up to four players to
race simultaneously. Downhill Domination also features various licensed
alternative, punk, hip-hop, techno and classic rock tunes that capture the
energy and excitement of each race.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Downhill Domination. For more information about the ERSB visit www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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ATARI REVEALS DETAILS BEHIND SPECIAL PROJECT
'KYA(tm): DARK LINEAGE(tm)'

Newest Intellectual Property to Be
PlayStation(R)2 computer entertainment system Exclusive

BEVERLY, MA, April 9, 2003 - Answering the demand for information behind the
concealed project known as Kya(tm): Dark Lineage(tm), Atari today revealed
the first public details of the game.  Developed by Infogrames' Eden Studios
and scheduled for release this fall exclusively on the PlayStation(R)2
computer entertainment system, Kya: Dark Lineage is an adventure-action game
whose beauty, depth and immersion could potentially make it the benchmark by
which all others are judged.

"We believe that Kya: Dark Lineage is one of those rare, genre-defining
products and as such have invested the necessary time and resources to
successfully launch the property in the interactive entertainment arena,"
said John Hurlbut, senior vice president, U.S. marketing and General Manager
of the company's Beverly studio.  "Kya: Dark Lineage promises an engaging and
magical experience whose beauty, brilliance and appeal will transcend
established consumer demographics, and result in a product of global appeal."

"From the start, Kya(tm) has been meticulously developed from the ground up
both in terms of character and story development, right down to the
proprietary game engine," said Stephane Baudet, chief executive officer of
Eden Studios.  "Kya promises to be a game of epic magnitude and we are
committed to delivering unprecedented gameplay to all fans of this genre."

Plunged into a mysterious world, Kya is on a quest to find her lost brother
and a way back home.  Along her journey of discovery, she encounters the
Nativs, a peaceful tribe, oppressed by the Wolfens, the menacing army of the
evil Brazul.  Kya must lead the rebellion of the Nativs for their freedom,
and the only way is to master magical powers to liberate the Wolfens from
their mystical imprisonment and restore their Nativ identity.

Powered by a proprietary game engine that delivers high-resolution models and
textures, smooth-blended animation and utilizes spectacular physics, Kya
allows players a liberating sense of movement and freedom as they travel
across nine massive and open worlds.  Through 34 quests and side missions,
Kya must increase the power and ability of her new-found mystical powers to
unlock secret areas and fight off enemies.

Among the powers available is the ability to ride the wind currents of her
new land and slide down waterfalls and mountains to reach previously
unattainable areas.  But Brazul is out to stop her and Kya will need to match
wits and skills against the formidable evil warlord.  In the end, Kya may
ultimately discover why she was chosen to become a part of this extraordinary
world.

Developed by Infogrames' own Eden Studios, Kya: Dark Lineage will be
available this fall for the PlayStation(R)2 computer entertainment system for
a suggested retail price of $39.95.

For additional information on this product as well as the company's complete
lineup of products, please visit the Atari suite, Petree #4003 during the
Electronic Entertainment Expo May 14-16, 2003, or visit www.us.infogrames.com
<http://www.us.infogrames.com/> .

About Eden Studios
Eden Studios was formed in December 1997.  It designs and develops videogames
for game consoles.  Over its five years of sustained growth, Eden succeeded
in attracting an experienced development staff - its workforce increased to
65 employees in 2003.  Eden is currently producing an action game with
original characters, while at the same time developing V-Rally 3, which takes
advantage of its expertise in car racing.  In the past two years, Eden has
also succeeded in making a technological leap by focusing exclusively on the
development of games for the next-generation consoles Sony PlayStation 2,
Microsoft Xbox and Nintendo Game Cube.  In April 2002, Eden Studios was
acquired by Infogrames Entertainment, SA.

About Infogrames, Inc.

New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S.  The Company's 1,000+ titles are
distributed under two brand lines:  ATARI, hard-core, genre-defining games
such as Driver(tm), Enter the Matrix(tm), Neverwinter Nights(tm),
Stuntman(tm), Test Drive(R), Unreal(R) Tournament 2003, and Unreal(R)
Championship; and INFOGRAMES, mass-market and children's games such as
Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora the
Explorer(tm), Civilization(R), Dragon Ball Z(R) and RollerCoaster Tycoon(R).
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe.  For more information, visit  <http://www.infogrames.com/>
www.infogrames.com.

#  #  #

(C) 2003 Infogrames Interactive, Inc.  All Rights Reserved.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
All other trademarks are the property of their respective owners.
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COLIN MCRAE RALLY 3 DRIVES ONTO RETAIL SHELVES
Codemasters Ships PlayStation(R)2 Title To Outlets Nationwide

New York - April 15, 2003 - Codemasters, a global video game publishing
company, announced today that the latest installment of its critically
acclaimed racing series, Colin McRae Rally 3, has shipped to North American
retail outlets. To date the Colin McRae Rally game franchise has sold an
impressive 6 million units worldwide. The newest version for the
PlayStation(C)2 computer entertainment system version will be available for a
suggested retail price of $49.99.

In Colin McRae Rally 3, players assume the role of Colin McRae in his pursuit
for the World Champion Rally title. The game enables players to get close to
the action with the return of the Ford Focus RS World Rally Car. The
vehicle's fully moving and operable parts, along with the game's enhanced
damage engine, result in an intense and realistic racing experience. In
addition to the Ford Focus, players can also take the wheel behind a host of
other high-performance rally cars, including the Mitsubishi Evo 7 and Subaru
Impresza 44S.

Beyond the cars and fast-paced action come all the benefits of a real-life
rally experience. McRae's co-driver Nicky Grist, along with an interactive
chief and pit crew, provide valuable assistance throughout critical points of
gameplay. Impressive new features including incredibly realistic physics and
state-of-art graphics make Colin McRae Rally 3 the ultimate addition to
popular series of racing games.

ABOUT CODEMASTERS
Established in 1986, Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com.

# # #
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Embark on an Epic Role-Playing Adventure with Arc the Lad: Twilight of The
Spirits(TM) on the Playstation(R)2 Computer Entertainment System

Continuation of Arc the Lad Series Combines Intriguing Storyline, Adventure,
Strategy and Combat for an RPG Classic

FOSTER CITY, Calif., APRIL 16 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced that Arc the Lad:  Twilight of the Spirits(TM),
the continuation of the popular Arc the Lad series, will launch in June 2003
exclusively for the PlayStation(R)2 computer entertainment system. Arc the
Lad: Twilight of the Spirits, a true, traditional role-playing game (RPG),
takes place thousands of years after the last installment in the series with
an all-new captivating storyline, an innovative battle system and a variety
of playable characters with unique abilities.  Set in a visually stunning
world of life-like graphics and using motion-captured cut scenes to enhance
an intriguing storyline, Arc the Lad: Twilight of the Spirits delivers an
epic role-playing adventure perfect for fans of strategy, adventure and RPG
games.

Arc the Lad: Twilight of the Spirits will introduce gamers to a dark world of
betrayal and self-destruction filled with strategic combat and adventure,
allowing for an enormous RPG gameplay experience encompassing more than 60
hours of gameplay.  Players will join brothers Darc and Kharg on their
mystical journey to capture the Spirit Stones and bring peace and stability
to a chaotic world.  Utilizing more than 14 playable characters, each with
their own special abilities, weapons and combination attacks, players will
engage in tactical fighting sequences to overcome immense challenges, and
come to recognize the attributes of the characters as they vibrantly come
alive in combat through extensive battle voice-overs.

"We are thrilled to see Arc the Lad: Twilight of the Spirits continue the
popular series on PlayStation 2," said Ami Blaire, director, product
marketing, Sony Computer Entertainment America.  "By combining an all-new
storyline with strategy, fast-paced adventure and battle elements for a deep,
engaging gameplay experience, Arc the Lad: Twilight of the Spirits
revitalizes the series and is sure to satisfy fans of the role-playing
category."

Arc the Lad: Twilight of the Spirits places gamers deep into a world of chaos
and conflict where two brothers' lives are intertwined in their quest to gain
control of the Great Spirit Stones.  Separated at birth, Darc and Kharg grow
to become brave and skillful young men whose individual struggles divide, and
then reunite them.  Faced with seemingly insurmountable obstacles while
battling foes with evil intentions, their individual quests are the last hope
between the creation of a good and caring world -- or a dark and evil
underworld.

The independent Entertainment Software Rating Board (ESRB) has rated Arc the
Lad: Twilight of the Spirits "T" for Teen.  For more information about the
ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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ATARI'S TEST DRIVE AND STUNTMAN JOIN THE PLAYSTATION 2 "GREATEST HITS"
COLLECTION

Top-Selling PlayStation 2 Driving Games Earn Their Place Among PlayStation 2
System's Elite

LOS ANGELES - April 21, 2003 - Atari announced today that Test Drive and
Stuntman for the PlayStation 2 computer entertainment system, will be
relaunched as part of Sony Computer Entertainment America's "Greatest Hits"
program this summer. To be eligible for the special collection, each game
must be available at retail for more than nine months and boast sales in
excess of 400,000 units.

Test Drive challenges players to compete in an illegal street racing league
by facing off against opponents as well as the local police, who pursue the
racers as they careen through city streets avoiding pedestrians, traffic
signals and oncoming traffic. Test Drive features more than 20 licensed
sports cars -- including the Dodge Viper GTS, the Chevrolet Corvette Z06 and
the Lotus Esprit V8 -- as well as a blockbuster soundtrack of thumping
driving music from DMX, Ja Rule, Saliva and others.

Developed by Infogrames' own Reflections Interactive Limited, the company
behind the best-selling Driver series, Stuntman thrusts players into
Hollywood-style action films, completing death-defying stunts for a series of
movies and building a career to become an A-list stunt driver. After
completing a series of stunts for each movie, players can watch a full-motion
video trailer for the film that includes their gameplay stunts spliced in.
Top stunt drivers will unlock bonus items, such as jumps, burning hoops and
stacked vehicles, that can be used in the game's fully customizable "Stunt
Arena."

Test Drive and Stuntman "Greatest Hits" editions for PlayStation 2 are
expected to ship April 29 and June 26 respectively for estimated retail
prices of $19.99 and ESRB ratings of 'T' for Teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

# # #
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SEGA'S VECTORMAN FOR PLAYSTATION 2 TO DEBUT AT E3 2003

SAN FRANCISCO - (April 21, 2003) - SEGA(R) of America, Inc. today announced
that "Vectorman(TM)" (working title) is currently in development exclusively
for the PlayStation(R)2 computer entertainment system and will debut at the
Electronic Entertainment Expo (E3) 2003. "Vectorman" is being developed by
Pseudo Interactive and is slated for release in early 2004.

An explosive third-person action shooter, the game casts players as
Vectorman, a modular robotic soldier on an epic campaign to rescue Gamma 6
from the evil Orbot, Volt. A veritable walking arsenal with interchangeable,
upgradeable parts, Vectorman has access to more than 15 devastating weapons
and 25 high-tech upgrades that give gamers the freedom to explore Gamma 6 on
their own terms.

"Vectorman" features an advanced physics engine that allows for massively
destructible, fully interactive environments. As gamers lay waste to Volt's
mechanized infrastructure, pillars topple and bridges crumble, allowing
gamers to take cover behind the rubble or use debris as a deadly weapon.

The game also includes advanced artificial intelligence, supporting a unique
"living world" where Orbots go about their daily lives, working and reacting
to Vectorman's every move. Enemy soldiers adapt to their environment, take
cover when attacked and use advanced strategic tactics to create deep, varied
combat that challenges gamers to approach each encounter differently.

"'Vectorman' doles out destruction in spades," said Mike Fischer, vice
president of marketing, SEGA of America, Inc. "With a massive arsenal of
circuit-shredding weapons and upgrades, things are bound to get messy. You'll
almost start feeling bad for the Orbots. Almost."

"Vectorman" is the third game in the Vectorman series, which originally
appeared on the SEGA Genesis(TM) video game console.

This game is not yet concept approved by Sony Computer Entertainment America.

About SEGA SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based
SEGA Corporation, a worldwide leader in interactive entertainment both inside
and outside the home. The company develops, publishes and distributes
interactive entertainment software products for a variety of hardware
platforms including PC, wireless devices, and those manufactured by Nintendo,
Microsoft and Sony Computer Entertainment Inc. SEGA of America's Web site is
located at www.SEGA.com <http://www.sega.com>.

About Pseudo Interactive
Pseudo Interactive Inc., headquartered in Toronto, Canada, is an independent
video game development studio dedicated to the creation of innovative and
highly interactive entertainment properties. Founded in 1997, Pseudo
Interactive has gained a reputation as a leader in the development of
interactive physics video games, based on its "Pseudo Physics" game engine.
Using this advanced, proprietary physics and rendering technology, combined
with in-house content development, Pseudo Interactive brings highly
interactive and original game worlds to life on any game platform. For more
information please visit <http://www.pseudointeractive.com> .

About Sony Computer Entertainment America Recognized as the undisputed
industry leader, Sony Computer Entertainment America Inc. markets the
PlayStation(R) game console and develops, publishes, markets and distributes
software for the PlayStation game console and the PlayStation(R)2 computer
entertainment system for the North American market. Based in Foster City,
Calif., Sony Computer Entertainment America serves as headquarters for all
North American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

# # #
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SEGA TO DEBUT HEADHUNTER: REDEMPTION FOR PLAYSTATION 2 AT E3 2003

SAN FRANCISCO - (April 22, 2003) - SEGA(R) of America, Inc. today announced
that they will debut "Headhunter(TM): Redemption," a cinematic third-person
action epic for the PlayStation(R)2 computer entertainment system at the
Electronic Entertainment Expo (E3) 2003. The title is in development by Amuze
and is slated for release in North America and Europe in late 2003.

"Headhunter: Redemption" is the gripping story of Jack Wade, a veteran
Headhunter keeping order in a futuristic world overrun with unchecked
consumerism, vicious organized crime and mind-controlling mass media. When
Jack and his protege, the sassy, streetwise Leeza X, stumble upon an arms
smuggling operation that threatens the status quo, they must work together to
deliver an oblivious world from impending catastrophe, confronting their
darkest fears beneath a chilling shroud of evil that blankets the city.


Taking place in a world divided, "Headhunter: Redemption" features two
disparate, symbiotic realities - "Above" and "Below." "Above" is a glittering
metropolis of glass and steel towers, whose citizens are controlled by
ever-present media and the powerful corporations behind it. "Below" is a
subterranean colony, home to criminals, undesirables and misfits, sent down
by the society "Above" to work in return for the right to survive.

"'Headhunter: Redemption' delivers a blockbuster twist on the stealth/action
genre," said Mike Fischer, vice president of marketing, SEGA of America, Inc.
"Blending a twisting plot reminiscent of Hollywood thrillers and cinematic
production values with frenetic third-person combat, turbo-charged driving
and strategic stealth scenarios, 'Headhunter: Redemption' is definitely a
glimpse at the darker side of SEGA."

The sequel to the acclaimed SEGA Dreamcast(TM) and PlayStation 2 release
"Headhunter(TM)," "Headhunter: Redemption" continues the story of the first
game 20 years after the devastation caused by the Bloody Mary virus.

This game is not yet concept approved by Sony Computer Entertainment America.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Amuze
The creators of Headhunter(TM). A 100% privately owned independent developer
with offices in Stockholm, Sweden and London, UK. Amuze has established
itself as cinematic action adventure producers with a mission to provide
world-class narrative-driven electronic entertainment.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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Insomniac Games Returns with Ratchet & Clank(TM): Going Commando Exclusively
For Playstation(R)2

Sequel to the 2002 Smash Hit, Ratchet & Clank Explodes with More Weapons,
More Gadgets and an Enhanced Economic System

FOSTER CITY, Calif., April 24 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the worldwide fall 2003 release of Ratchet &
Clank(TM): Going Commando, a weapons-based, action-adventure game designed
exclusively for the PlayStation(R)2 computer entertainment system. Created by
Insomniac Games, the developer of last year's critically-acclaimed Ratchet &
Clank(TM) and the highly acclaimed and record-setting series Spyro the
Dragon(TM) on PlayStation(R), Ratchet & Clank: Going Commando incorporates
many of Insomniac's signature gameplay elements, including fun-filled action,
inventive character designs and an imaginative storyline -- plus tons of new
explosive additions!

Incorporating challenging new elements of gameplay such as a new
experience-based character growth system, upgradeable weapons and armor, a
more dynamic economic system and truly unique gameplay modes such as
gladiatorial arenas, space combat and "spherical worlds," Ratchet and Clank:
Going Commando takes gamers on a hilarious adventure to save a brand new
galaxy. Twenty of the coolest new weapons and hi-tech gadgets ever imagined
have unique upgrade capabilities that are unlocked as players gain skill and
experience, offering gamers more ways to blow things up. There are also
"maxigames" available throughout the adventure that can be played over and
over again to earn experience, money and prizes, giving gamers the chance to
test their skills in gladiatorial arenas, unique spherical worlds and
fast-paced space combat.

"We are elated to have one of the most talented and imaginative teams,
Insomniac Games, reunite the dynamic pair of Ratchet and Clank in the next
installment of the series," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America. "Ratchet and Clank: Going Commando
incorporates many of the same compelling elements that clearly differentiated
the series' first game from everything else in the market last year. No
doubt, this will be another genre-breaking title that will leave gamers
hanging onto the edge of their seats this holiday season."

Ratchet & Clank: Going Commando is set in a unique vibrant galaxy featuring
20 all-new innovative planets and filled with all-new character designs,
magnificent graphics and a compelling storyline. This invigorating sci-fi,
action-adventure also delivers beautiful diverse environments approximately
one and a half times larger than those in the first Ratchet & Clank.

All-new character designs, a compelling plot, and a unique arsenal of more of
the coolest weapons and high-tech gadgets ever created enable players to blow
up anything and everything standing in their way. With the new character
growth system, players can also enjoy building Ratchet's and his weapons'
power as they progress through the game. Furthermore, Ratchet begins the game
in a new commando suit and throughout the adventure can accumulate up to five
levels of armor.

Delving into RPG territory, the new character growth system allows players to
earn more nanotech (hit points) by defeating enemies. By gaining experience,
Ratchet can increase his nanotech units from four to 80 by the end of the
game. Enemies, grow in strength, (like Ratchet) and by the end of the game
can take up to 120 hit points of damage, forcing players to strategically
manage their powerful artillery.

With the enhanced weapons system, gamers can upgrade each of their weapons to
provide more variety, more power and added enjoyment. Featuring 20 brand-new
weapons with unique unlockable upgrades as gamers gain skill and experience,
more than 50 weapons and gadgets are available by the end of Ratchet and
Clank's journey.

Having defeated Chairman Drek in their last intergalactic adventure, Ratchet
and Clank find themselves returning to a more sedate lifestyle -- until they
are kidnapped and taken far away to the Bogon Galaxy. Upon their arrival,
they are propositioned by Abercrombie Fizzwidget, the quirky CEO of the
largest (and only) corporation in the Bogon Galaxy, to investigate the
whereabouts of one of Megacorp's most promising experimental products, which
has been stolen by a mysterious masked figure. Mr. Fizzwidget extends an
offer that Ratchet cannot refuse; the promise of adventure that he's been
longing for, a fully paid health plan, access to new weapon technology, a
penthouse suite in Megapolis, and the chance to receive training to become a
certified commando. Meanwhile, since Clank is hesitant to reunite with
Ratchet on another set of adventures, Mr. Fizzwidget lures Clank to stay by
offering him a cushy accounting job at Megacorp.

It's not before long that Ratchet and Clank find themselves entangled in
action and mayhem. Along the way, the duo encounters many dangerous foes, but
with a plethora of the coolest and most inventive weapons and gadgets ever,
Ratchet and Clank set out to destroy anything and anyone who stand in their
way of discovering the secrets that lie behind "The Experiment."

The independent Entertainment Software Rating Board (ESRB) has not yet rated

Ratchet and Clank: Going Commando. For more information about the ESRB visit
www.esrb.org.

About Insomniac Games

Insomniac Games is an independent developer which creates cutting-edge
technology, graphics and gameplay for the PlayStation 2 computer
entertainment system. Additional information can be found on the company's
web site at http://www.insomniacgames.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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KONAMI SPONSORS K-1 USA
MIXED MARTIAL ARTS CIRCUIT
SPONSORSHIP DEAL DELIVERS EXTENSIVE EXPOSURE AT K-1
EVENTS FOR KONAMI'S UPCOMING K-1 WORLD GRAND PRIX VIDEOGAME

REDWOOD CITY, CALIF. - April 29, 2003 - Leading videogame publisher Konami of
America Inc., a subsidiary of Konami Corporation (NYSE: KNM), has inked a
comprehensive deal with K-1 USA that will designate Konami the exclusive
videogame sponsor of the popular mixed martial arts circuit in North America.
Through the agreement, Konami and its upcoming PlayStation(R) 2 videogame,
K-1 World Grand Prix, will receive extensive exposure at K-1 USA's marquee
competitions including the K-1 USA Elimination (May 2, The Mirage, Las Vegas)
and K-1 USA Semi-Finals (August 15, Bellagio Hotel, Las Vegas). K-1 World
Grand Prix is scheduled to ship on July 8, 2003.

A growing combat sport that has taken Japan by storm, K-1 brings together the
toughest practitioners of various martial arts to create the world's most
challenging fighting competition. This July, players can step into the
virtual ring with Konami's new videogame, K-1 World Grand Prix - the most
realistic recreation of the sport ever, with stunning true-to-life graphics
and realistic fighting styles of over 20 real-life fighters.

Konami and K-1 World Grand Prix will have a significant presence at all live
K-1 USA events. The Konami logo will be prominently featured on the ring
canvas, fighters' gloves, event countdown clocks, arena banners and even on
the event's championship trophy. Konami will also be displayed on all event
advertising, including more than 75,000 posters that will be distributed to
martial arts schools nationwide and pay-per-view martial arts fans.
Additionally, attendees of the K-1 events will have the opportunity to sample
the videogame during all North American events. K-1 World Grand Prix booths
will be set up at each venue, enabling players to experience the game
first-hand.

Konami will garner major television exposure during the K-1 pay-per-view
events carried by DirecTV, iN DEMAND, Dish Network and TVN. ESPN will produce
six half-hour K-1 programs (each to be replayed numerous times) that will
feature Konami billboards book-ending each telecast. Konami will also receive
two 30-second advertising spots for K-1 World Grand Prix during the first two
airings of each program, totaling 24 national promotional spots. Throughout
these airings, the Konami logo will accompany "on-air scorecards" and
countdown clocks.

Additional cross-promotional opportunities in the deal include videogame
footage on K-1 promotional DVDs, a link to the Konami web site on the K-1 web
site ( <http://www.k-1usa.net/> www.k-1usa.net) and opportunities for future
promotions with other licensees.

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution and
Castlevania, among other top sellers. The latest information about Konami can
be found on the Web at www.konami.com <http://www.konami.com/> . Konami
Corporation is a publicly traded company based in Tokyo, Japan with
subsidiary offices, Konami of America, Inc. in the US and Konami of Europe in
Frankfurt, Germany. Konami Corporation, the parent company of Konami of
America, Inc., is traded in the United States on the New York Stock Exchange
under the ticker symbol KNM. Details of the products distributed by Konami of
America, Inc. can be found at www.konami.com/usa <http://www.konami.com/usa>
.

(C) K-1 2003

(C) 2003 KONAMI & Konami Computer Entertainment Osaka

 ------------
Category 27,  Topic 3  [MOVED]
Message 200        Fri May 02, 2003
KGAGNE [Ken]                 at 09:44 PDT

INDYCAR(TM) SERIES RACES INTO RETAIL IN TIME FOR THE INDIANAPOLIS 500

Video game for PlayStation(R)2 ships to stores May 20th

New York - May 2, 2003 -Codemasters has confirmed that IndyCar(TM) Series,
the official video game of the U.S. open-wheel Indy Racing League, has gone
gold. The title will ship to retail outlets nationwide for the
PlayStation(R)2 computer entertainment system on May 20 - prior to the
Indianapolis 500 (Indy 500), the largest attended one-day sporting event in
the world. Dedicated versions for the Xbox(TM) video game system from
Microsoft and PC-CD ROM to follow shortly.

"We're excited to release our IndyCar(TM) Series game in time for the world
famous Indy 500," said Steve Lux, Codemasters' senior vice president of
marketing in the U.S. "Now racing fans and gamers alike will be able to
recreate the adrenaline-pumping experience of the 'Greatest Spectacle in
Racing,' without ever leaving their living room."

Indy Car Series events are broadcast to over 313 million homes across 66
countries. With speeds exceeding 220 mph, the IndyCar(TM) Series video game
captures the exhilarating, ultra-close racing as experienced only by the
professional drivers of the Indy Racing League. Set to be the most exciting
and entertaining open-wheel racing game ever designed, IndyCar(TM) Series is
the only game that features the official cars, tracks, teams and drivers, all
in U.S. TV-style presentation.

"The Indy Racing League is thrilled that Codemasters has been able to create
a game that accurately depicts the speed, intensity and excitement of
open-wheel racing," said Nicole Polsky, director of licensing for the IRL.
"Since IndyCar(TM) Series will be available before the Indy 500 takes place,
racing fans will be able to get their first taste of the Indy 500 before it
even happens."

The game will deliver the entire Indy Racing season, including "The Greatest
Spectacle in Racing," the Indy 500. Players will experience lightning-paced
action, authentic and intuitive handling, spectacular collisions and a
dynamically adjusted level of difficulty to keep the challenges on the
circuits coming heavy and fast. Players will continuously have to overtake
other vehicles on the track by using drafting techniques, defend their
position, maximize grip in the groove and switch fuel settings to capitalize
on speed or economy.

For additional game information, check out the game's dedicated web site at:
http://www.codemasters.com/indyracingleague

ABOUT THE INDY RACING LEAGUE
The Indy Racing League is the premier open-wheel, oval-track racing series in
the world. The 16-race championship will take place on speedways around the
USA, including Indianapolis, California and Texas, and last month competed
for the first time internationally in 2003 at Twin Ring Motegi in Japan. The
sleek, aerodynamic open-wheel, single-seat cars are powered by General
Motors, Honda and Toyota engines that produce more than 650 bhp. The cars
travel from 0-100 mph in less than three seconds and race inches apart at
more than 220 mph on the larger circuits. The historic and world-famous
Indianapolis 500 is the most prestigious event on the series' racing
calendar, with a purse of more than $10 million, the largest in the world.
The race is truly "The Greatest Spectacle in Racing," with the largest
single-day spectator crowd of any sporting event in the world and telecasts
to 66 countries with a reach of 313 million homes.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's
offerings include MTV Music Generator 2, IndyCar Series, Pro Race Driver and
Operation Flashpoint, which was met with critical acclaim and enormous
consumer praise. Richard Darling, the company's Design Director and
co-founder, is renowned as one of the most prolific game designers and has
been involved in the creation of 60 of the company's staggering #1 titles in
the UK. In keeping with the company's mission to remain on the crest of the
gaming wave, Codemasters is developing games for online and next generation
platforms. Additional information about the company and its products can be
found at www.codemasters.com
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SAMMY STUDIOS UNVEILS NEW VIDEO GAME AT E3 INSPIRED BY CLASSIC FILM THE
SEVEN SAMURAI

"Seven Samurai 20XX", a Collaboration of Top Artists, Brings Kurosawa's
Masterpiece Exclusively to PlayStation(R) 2 in Q4 2003

Los Angeles, CA -- May 14, 2003--Sammy Studios, Inc., a developer, publisher
and global distributor of interactive entertainment content, today unveiled
Seven Samurai 20XX, the video game inspired by Akira Kurosawa's classic film
The Seven Samurai. The debut of the title, a collaborative effort involving
world-renowned artists, took place at a press conference at the Electronic
Entertainment Expo (E3) in Los Angeles. The event was attended by luminaries
involved in the creation of the game, among them Hisao Kurosawa, son of the
late director of the classic film, and Moebius, the legendary French comic
artist who designed character concepts for the title. Ryuichi Sakamoto, the
Academy Award(R) winning composer who created the game's opening and ending
music score, delivered a video message at the event.

Lead members of the development team from Dimps were also on hand to help
unveil the game, which is being featured as a playable title at Sammy's booth
(West Hall #2200) for the duration of E3. Seven Samurai is exclusively for
Sony PlayStation(R) 2 and is slated for release for this year's holiday
season.

"Seven Samurai 20XX is an exciting video game title on many levels," said
John Rowe, president of Sammy Studios. "It takes a film that has transcended
generations and recreates it as an intense action game set in the future, and
pays proper homage to the masterpiece that inspired it as a collaborative and
artistically-driven effort."

Seven Samurai 20XX brings video gamers a Samurai combat game inspired by the
classic The Seven Samurai, the Akira Kurosawa film considered by many to have
set standards for modern day action movies. The title takes the film's
timeless tale of chivalry in the face of greed and aggression into a
not-too-distant future. It is a time when humans have overcome a near
apocalypse but still face a treacherous enemy; one employing an army of
mechanical beasts and humanoids. Seven Samurai 20XX puts players in the role
of the young Ronin Natoe. At first fighting the enemy alone as they begin
laying siege to the human's one and only city, Natoe soon finds himself the
protector of the humans' last hope, the Holy Child, and ultimately the leader
of a band of warriors united to protect her against the invaders. Seven
Samurai 20XX engages players with an experience that combines compelling
storytelling, delivered through superb cinematic cut-scenes, with intense
melee-style combat. Players will use a variety of ancient fighting styles in
the game, employing an arsenal of moves and attacks that grow with their
mastery of the samurai way.

As a proper homage, Seven Samurai 20XX was created with the full involvement
of Kurosawa Production and its president Hisao Kurosawa, son of Akira. Mr.
Kurosawa played an instrumental role in ensuring that his father's vision was
faithfully recreated as a video game.

Development of Seven Samurai 20XX involved contributions from world-renowned
artists. Characters in the game were conceptualized by the infamous French
comic artist Moebius, best known for his Blueberry comic strip and as
designer for such visual film masterpieces as The Fifth Element and Tron. The
game also boasts a cinematic score, with opening and ending music composed by
Ryuichi Sakamoto, the world-famous music composer and winner of an Academy
Award for the soundtrack for the film The Last Emperor.

(C)Sammy 2003/Dimps Corporation 2003
(C)KUROSAWA PRODUCTION Inc./Character concept by Moebius/Opening & Ending
Theme Music by Ryuichi Sakamoto

###

About Sammy Studios, Inc.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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SAMMY STUDIOS ANNOUNCES NEWEST TITLE IN AN ACTION-CHARGED FLIGHT COMBAT
SERIES

"Lethal Skies II" Brings Arcade-Style Jet Combat to
Sony PlayStation(R) 2 in September 2003

Los Angeles, CA -- May 14, 2003--Sammy Studios, Inc., a developer, publisher
and global distributor of interactive entertainment content, today announced
the upcoming release of Lethal Skies II for Sony PlayStation(R) 2. The new
sequel, announced at the Electronic Entertainment Expo (E3) in Los Angeles,
is the most explosive title yet in the action-driven Lethal Skies jet combat
series. Developed by Asmik Ace, Lethal Skies II is an arcade-style flight
shooter that puts the most powerful real-world and classified "black ops"
fighter jets at the command of players taking on an army of futuristic
enemies and advanced combat vehicles. The title, slated for release
exclusively on PS2 in September 2003, has debuted as a playable game at
Sammy's booth at E3, located at #2200 West Hall at the Los Angeles Convention
Center.

"Lethal Skies II is a thrilling title that will bring gamers a fast-paced,
graphically rich jet combat game," said John Rowe, president of Sammy
Studios. "Players will be able to immerse themselves into this game's
single-player mode as an elite pilot commanding a powerful air fleet, or
compete with friends for Ace status in 2-player mode."

Lethal Skies II adds an amazing seven new combat jets for a total of 19
playable planes, arming players with an arsenal necessary to take on an enemy
employing an array of conventional and futuristic air, land and sea-based
combat vehicles, including battle-mechs, giant mobile fortresses and attack
satellites. The game has over 20 unique missions set in battle theaters
around the world, and allows players to unlock secret missions where they can
play as the enemy. Lethal Skies II provides five different POVs in first and
third-person, and 2-player mode that can be played as both split-screen and
using the PS2 I.Link. Among additional new and enhanced features are
interactive 3D battle maps, movie galleries and cut-scenes that progress the
action-packed story with vivid animation.

Lethal Skies II blends a science-fiction storyline with real-world
apocalyptic themes. In the game's premise, the planet is coping with the
devastating effects of global warming. As a result of massive loss of land
mass and resources, wars among the world's remaining nations have ensued,
further deteriorating an already dire situation for Earth. Lethal Skies II
puts players at the command of an entire Air Force, pitting them against a
mysteriously advanced enemy bent on pushing the world beyond the brink of
destruction. Players get access to an air fleet that boasts the world's most
powerful fighter jets, as well as declassified "black ops" jets with
devastating capabilities.

Game & Software (C)2003 Asmik Ace Entertainment, Inc.
"Lethal Skies II" is a trademark of Asmik Ace Entertainment, Inc.

# # #

About Sammy Studios, Inc.
Established in 2002 and headed by leading professionals from the interactive
and traditional entertainment industries, Sammy Studios creates and
distributes interactive entertainment content for a variety of channels,
including video game titles for Sony PlayStation(R) 2, Microsoft Xbox(TM),
Nintendo Game Cube(R) and Game Boy(R) Advance, PC and Macintosh. The company
has offices in the US and Europe, with headquarters, as well as a
state-of-the-art development studio currently under construction, in
Carlsbad, California, and a second office and video game studio complex
located in Los Angeles, California. Sammy Studios is currently publishing
third-party titles from leading developers and cultivating innovative
licensable properties while creating original, franchise-worthy content for
global distribution. Sammy Studios is a wholly-owned subsidiary of Sammy
Corporation of Tokyo, Japan, an entertainment and amusement conglomerate with
over a billion dollars in annual revenue and one of the top-rated companies
traded on the First Section of the Tokyo Stock Exchange. For more
information, please visit www.sammystudios.com.
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KONAMI HITS ALL THE RIGHT NOTES WITH
KARAOKE Revolution

A New Music Revolution Turns the PlayStation(R) 2 into a Karaoke Machine

Electronic Entertainment Expo Booth #900 - May 14, 2003 - Los Angeles, CA -
Konami of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM),
today announced that its break-though title Karaoke Revolution will be North
America's first videogame that transforms a home gaming console into a
karaoke machine. Debuting on the Sony PlayStation(R) 2 computer entertainment
system in November 2003, Karaoke Revolution will feature an outstanding
catalog of hit songs set to beautifully rendered 3D graphics. Now, game
players worldwide will be able to turn their living rooms into a concert
stage, complete with a live band and roaring audience.

Karaoke Revolution expands on Konami's popular Dance Dance Revolution series
that features music as the focus of the game and gets people of all ages up
on their feet and dancing. With this new karaoke title, music is again at the
heart of the game - but now, gamers will show off their vocal skills as they
sing along to their favorite songs.

"Karaoke Revolution transforms the way people use their PlayStation(R) 2 by
delivering the newest and most entertaining karaoke experience available,"
said Geoff Mulligan, COO, Konami of America, Inc. "Konami has dominated the
music game category with our mega-popular dancing series Dance Dance
Revolution and now our next revolution will have everyone passing the mic to
become the next pop star."

Turning the PlayStation(R) 2 console into the ultimate karaoke party machine,
Karaoke Revolution gives players the opportunity to show off their singing
abilities in the comfort of their own living rooms. Designed for amateur
singers of all ages and all levels of musical abilities, Karaoke Revolution
boasts a robust catalogue of popular songs, including karaoke favorites,
rock, dance, pop and R&B hits.

Utilizing proprietary voice recognition technology and the official Sony
headset/microphone peripheral, Karaoke Revolution judges each player's pitch
and rhythm during their performance to determine their ultimate score. Adding
to the drama and fun of playing the game is a dynamic in-game crowd that
reacts in real time to each note sung - either cheering on their favorite
performers or booing them off stage!

For players looking to take their singing career one step further, Karaoke
Revolution features the "SHOWTIME MODE" which allows players to work their
way up from singing at clubs to becoming the next pop star, headlining at the
ultimate concert venue. Additional in-game play modes including "ARCADE MODE"
and "KARAOKE MODE" will have players singing all night long!

Karaoke Revolution is being developed by cutting-edge music videogame creator
Harmonix(R) (http://www.harmonixmusic.com). Based in Cambridge, MA,
Harmonix(R) previously developed FrequencyT and AmplitudeT for the Sony
PlayStation(R) 2 computer entertainment system.

To learn more about Karaoke Revolution as well as other Konami titles, please
visit the Konami booth 900 in the Los Angeles Convention Center between May
14 - May 16, or go online to:

http://www.konami.com/karaokerevolution

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.

KONAMI(R) AND Karaoke Revolution are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2003 KONAMI. All rights reserved.
"PlayStation" and the "PS" Family are registered trademarks of Sony Computer
Entertainment, Inc. (C) 1995-2003 Harmonix Music Systems Inc. All Rights
Reserved.
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SAM HORNISH JR. CAPTURES INDIANAPOLIS 500 CHECKERED FLAG THREE DAYS BEFORE
RACE BEGINS

Codemasters declares virtual winner of Indy 500 using IndyCar(TM) Series
video game

Indianapolis, IN - May 22, 2003 - In a video game competition that ended in
classic IndyCar(TM) Series fashion, Sam Hornish, Jr. earned his first virtual
victory of the 2003 season. To celebrate the 87th running of the Indy 500 and
the launch of the IndyCar(TM) Series video game for the PlayStation(R)2
computer entertainment system on May 20, Codemasters conducted a pre-race
simulation of the race in which Sam Hornish, Jr. emerged triumphant.

Hornish, Jr. passed two-time and reigning Indianapolis 500 champion, Helio
Castroneves, with two laps remaining to win the "Greatest Spectacle in
Racing" in Codemasters' IndyCar(TM) Series video game. IndyCar(TM) Series is
the first and only next generation video game to feature the full IndyCar(TM)
experience along with all of its major circuits, including the "Brickyard"
Indianapolis Motor Speedway. Dedicated versions for the Xbox(R) video game
system from Microsoft and PC CD-ROM will be available this summer.

"Sam Hornish, Jr. is one of the hottest drivers on the racing circuit today,"
said Steve Lux, senior vice president of marketing for Codemasters U.S. "Sam
utilized advanced tactics coming into the final stretch. A last minute
adjustment to his fuel mix made for a sensational finish."

IndyCar(TM) Series will include official Indy racing teams and drivers with
up to 33 cars racing for the checkered flag, including the debut of Penske
Racing, Inc. Enhanced with TV-style presentation and commentary, interactive
crowd reactions, challenging and realistic AI components and exhilarating,
heart-pounding tracks, players will encounter a true-to-life, authentic Indy
racing experience.

"Codemasters' IndyCar(TM) Series video game captures the thrill and
excitement of IndyCar(TM) racing and gives fans the opportunity to experience
the sport firsthand in the comfort and safety of their own living rooms,"
said Nicole Polsky, director of licensing for the IRL. "The game provides an
ultra-realistic look at what the real drivers will experience this weekend at
the Indy 500."

ABOUT INDYCAR(TM) SERIES
Codemasters' IndyCar(TM) Series is the first and only videogame to feature
the full season and all of the circuits of the Indy Racing League.
Exclusively licensed, and with the full backing and support of the sports
governing body, IndyCar(TM) Series will capture the authentic driving
experience with TV-style presentation and commentary. The game will feature
interactive crowd reactions, challenging and realistic AI opponents,
exhilarating tension-packed races, true-to-life physics and realistic damage
models.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's
offerings include MTV Music Generator 2, IndyCar(TM) Series, Pro Race Driver
and Operation Flashpoint, which was met with critical acclaim and enormous
consumer praise. Richard Darling, the company's Design Director and
co-founder, is renowned as one of the most prolific game designers and has
been involved in the creation of 60 of the company's staggering #1 titles in
the UK. In keeping with the company's mission to remain on the crest of the
gaming wave, Codemasters is developing games for online and next generation
platforms. Additional information about the company and its products can be
found at www.codemasters.com

# # #
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AGETEC'S 'MAGIC PENGEL' GOES GOLD
Highly Anticipated Character Creation RPG Hits Major Development Milestone

Sunnyvale, CA, June 16, 2003 - The most talked-about game of the year took a
major step towards retail availability as AGETEC, Inc. today announced that
Magic Pengel: The Quest for Color for the PlayStation(r)2 computer
entertainment system has gone gold. Magic Pengel: The Quest for Color is on
schedule to ship nationwide on June 24.

"We are very excited about the release of Magic Pengel. For the first time in
history, gamers are able to use their creativity to interact with a game by
drawing their own characters and have them come to life," said Rob Alvarez,
Vice President of Marketing AGETEC, Inc. "As AGETEC grows, we look forward to
continuing the diversification of our product lineup with those titles that
meet our standard of excellence."

Magic Pengel: The Quest for Color is a innovative 3D adventure game that
offers a revolutionary graphics tool allowing players the ability to draw and
animate their own cast of characters. These characters are interactive within
the game and become integral parts of the player's success in completing the
adventure.

The player takes on the role of a "Doodler" who befriends two children, Zoe
and her brother Taro, who are searching for their father. As a Doodler, the
player is granted the ability to draw characters (called Doodles) in a
sketchbook that stores them until they are needed in arena matches. Along the
way, the player collects new parts and colors for the sketchbook that enables
him to draw larger, more complex Doodles. The arena matches are friendly,
where the townspeople welcome most opportunities to try their luck against
all comers. Winners of the matches are awarded with new colors and/or parts
to add to their existing characters or to create brand new Doodles.

Highlighted features that have established Magic Pengel as a departure from
the normal gaming experience include:

* All the characters you draw become automatically animated as 3D interactive
Doodles!
* As you progress in the adventure you'll earn new colors and parts for your
Doodles.
* Your imagination is the only limit to the style or type of Doodle you
create!
* Simple but powerful drawing tool is easy and intuitive for anyone to use.
* Everyone wins in the game.
* Save up to 200 individual Doodles on one Memory Card (8MB).
* Play with a friend to see who can make the greatest Doodle of them all!

Magic Pengel: The Quest for Color for the PlayStation(r)2 is scheduled to
ship June 24 and carry an estimated retail price of $39.99.

More information regarding AGETEC's entire lineup of exciting products can be
found at www.agetec.com.

About AGETEC, Inc.
AGETEC, Inc. is a rapidly growing publisher of interactive entertainment
software for next-generation platforms, including the PlayStation(r)2
computer entertainment system and hardware accessories for the North American
video game market. Agetec publishes many well-known brand titles, including:
Bass Landing(tm), RPG Maker(tm), and the Armored Core game series.

AGETEC is introducing two of its most innovative and technically advanced
games this year with Magic Pengel(tm): The Quest for Color and RPG Maker(tm)
2, both for the PlayStation(r)2.

# # #
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UNLIMITED SAGA FOR THE PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM SHIPS TO
NORTH AMERICAN RETAILERS TODAY

First Title in the Series for the PlayStation 2 Utilizes
Sophisticated Gameplay Features and New "Sketch Motion" Animation

LOS ANGELES, Calif. (June 17, 2003) - Square Enix U.S.A., Inc., the publisher
of Square EnixT products in North America announced that UNLIMITED SagaT for
the PlayStation(R)2 computer entertainment system shipped to North American
retailers today.

UNLIMITED Saga is the first title in the renowned SaGa series developed for
the PlayStation 2. The unique gameplay features are the result of series
creator Akitoshi Kawazu's goal to create an unparalleled gaming experience
with each evolution of the game. UNLIMITED Saga merges eclectic styles,
sophisticated game play, traditional animation and advanced computer
technology seamlessly to deliver a truly challenging adventure.

The story is uniquely told and experienced through the eyes of seven
different playable characters, each with their own motivations for their
journey. Their search leads to confrontations with antagonists who are
seeking the power of the "Seven Wonders," a group of structures shrouded in
mystery. Legend has it that long absent gods lie within the Wonders and their
release will trigger a rebirth of the "Golden Age." Destinies of the seven
fated adventurers cross during the hustle and bustle of a festival.

Intricate gameplay features in UNLIMITED Saga include the "Free Scenario" and
"Map Movement" systems, providing the most open-ended adventure possible and
allowing players to focus on the core of the RPG experience: Discovery and
Growth. The SaGa series, known best for its ever-evolving battle system, has
returned with the introduction of the "Reel" system, adding new variations to
familiar combos and skill development. The "Reel" battle system relies on a
slot machine-like interface in which players stop several spinning reels that
result in different actions. Throughout their sometimes treacherous quest,
players must utilize both skill and strategy to defeat various enemies and
advance their journey.

Also included are a unique character development system, 100%
hand-illustrated visuals, as well as a new form of animation named "Sketch
Motion." The "Sketch Motion" system conveys striking comic book/anime-like
graphics in ways never seen before. The game is neither 2D nor 3D; it is a
completely new technique based on technology developed with Adobe Systems.

Promotional support includes a targeted ad campaign and a "Hall of Valor"
promotion online at http://www.u-saga.com. The "Hall of Valor" will serve as
the home site for the game and promotion, as well as a community for other
gamers to share their experience and advice for this grueling adventure that
test even the toughest of gamers.

UNLIMITED Saga supports 5-channel sound throughout the entire game using
Dolby Laboratories' latest technology, Dolby Pro Logic(R)II. It is compatible
with the DUALSHOCK(R)2 analog controller. UNLIMITED Saga has a suggested
retail price of U.S. $50 and is rated "T" (Teen). Additional information on
the game and player support can be found on the Internet at
http://www.u-saga.com.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment content including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 45 million units
worldwide, and DRAGON QUEST (DRAGON WARRIOR(R) in North America), sold over
32 million units worldwide - under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 2002, 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Character Design:
Yusuke Naora Image Illustration: Tomomi Kobayashi. The SQUARE ENIX logo is a
trademark of Square Enix Co., Ltd. UNLIMITED SAGA is a trademark of Square
Enix Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Dolby, Pro Logic and the
double-D symbol are trademarks of Dolby Laboratories.
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CAPCOM(R)'S RESIDENT EVIL(R) DEAD AIM IS DEAD ON TARGET FOR PLAYSTATION(R)2

SUNNYVALE, Calif.ae June 17, 2003 -- Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced the release of
Resident Evil Dead Aim, an all new survival horror first-person shooter for
the PlayStation2 computer entertainment system. Based on the popular Resident
Evil series, which has sold more than 20 million units worldwide, Resident
Evil Dead Aim is the first title to combine the genres of adventure and
shooting with GunCon(TM)2 peripheral support. Resident Evil Dead Aim carries
a mature rating from the Entertainment Software Rating Board (ESRB) and is
available is now available at retailers across North America.

In Resident Evil Dead Aim, players join anti-Umbrella search and pursuit team
agent, Bruce McGivern, in his fight against hordes of attacking zombies
shrouded in the darkness of the night. In this all-new Resident Evil story,
players must take back control of a sea-jacked cruise ship travelling across
the Atlantic. In the true spirit of the survival horror genre, players must
use search, sneak, and battle moves to make it out alive. New weapons become
available as players progress though the game like the grenade launcher and
shotgun. Resident Evil Dead Aim maintains the action and puzzle solving the
Resident Evil series is known for, but is set in a first-person perspective
viewpoint.

"Resident Evil Dead Aim marks a new milestone in the blockbuster survival
horror series," said Todd Thorson, director of marketing at Capcom
Entertainment. "With the combination of first person action and third person
exploration, gamers are going to love the fact that Capcom has created a new
way to play one of its most popular series. Resident Evil Dead Aim pushes the
limits of reality!"

Resident Evil Dead Aim boasts the following features:
by* The first title in the Resident Evil series to combine the genres of
action
e
and shooting
* Unique mix of a first-person and third-person view that transits real time
* An intense blend of action and puzzle solving
* Two different gameplay perspectives - Shoot in a first person viewpoint and
explore in a third person perspective
* A cache of weapons will be available to help rid the waters of flesh eating
zombies including a handgun, assault rifle, grenade launcher and particle
rifle.
* Survey the bowels of a cruise ship from the upper and lower deck to the
lower cargo area and underwater test center
* GunCon'2 light gun controller compatible

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM)
and Xbox(TM) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Devil May Cry, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, GameCube, Game Boy
and Game Boy Advance are trademarks of Nintendo. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders. GUNCON(TM)2 & (C)2000 NAMCO LTD., ALL
RIGHTS RESERVED
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PREDATOR SINKS FANGS INTO PS2

Vernon, Calif., June 24, 2003 - Pelican Accessories, developer of the highly
acclaimed Eclipse Wireless controller for Microsoft Xbox(R) and the G3
Wireless controller for Nintendo GameCube(R), has announced the release of
the Predator, a wireless controller for the worlds most successful video game
platform, PlayStation(R) 2. Pelican's new wireless solution for PS2 delivers
game control from up to 50 feet and provides up to 200 hours of game play
from two AA batteries. The Predator is available now with a suggested retail
price of $39.99.

Recently, wireless control has emerged as a preferred alternative to the more
traditional and cumbersome method of controllers connected to the video game
platform via cables and extension cords. To date, Pelican Accessories has
been the leading 3rd party developer to successfully address the issue of
wireless control, and the introduction of the Predator further extends this
success to the PlayStation 2 system.

"It's a foregone conclusion that wireless game controllers will soon be as
common place as wireless television remotes and wireless phones," stated
Pelican Product Manager, Brad Strahle. "We recognized this fact early on and
have positioned ourselves at the forefront of this emerging trend with great
success, first with GameCube and Xbox, and now with the Predator for PS2."

In addition to its extensive operating range, Pelican's Predator has been
designed with greater comfort in mind by adding a satin coating to the
outside of the controller that provides a smooth textured grip. It also has a
built-in infrared so that the controller can operate the DVD function on the
PS2 without having to use a separate DVD remote. The Predator also comes to
market with Pelican's new "Console Protection Guarantee" that offers to
repair or replace any PlayStation 2 system that is damaged as a direct result
of using the Predator controller.

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

###
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Embark on an Epic Role-Playing Adventure With Arc the Lad: Twilight of The
Spirits(TM) on the PlayStation(R)2 Computer Entertainment System

Arc the Lad: Twilight of the Spirits Combines Captivating Storyline,
Adventure, Strategy and Combat for an RPG Classic

FOSTER CITY, Calif., June 27 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the release of Arc the Lad: Twilight of the
Spirits(TM) available exclusively for the PlayStation(R)2 computer
entertainment system. Arc the Lad: Twilight of the Spirits, a traditional,
fantasy role-playing game (RPG), unfolds thousands of years after the last
installment in the series with an all-new intriguing storyline, an innovative
turn-based battle system and a variety of new characters with unique
abilities. Set in a vibrant world of realistic and stunning graphics and
using motion-captured cutscenes to enhance gameplay, Arc the Lad: Twilight of
the Spirits delivers an epic adventure perfect for fans of strategy,
adventure and RPG games.

Arc the Lad: Twilight of the Spirits introduces gamers to a world of betrayal
and self-destruction filled with strategic combat and quests. An immersive
RPG experience encompassing more than 60 hours of gameplay awaits players, as
they join brothers Darc and Kharg on their journey to capture the Great
Spirit Stones and restore peace to a chaotic world. Utilizing 14 playable
characters, each with their own special abilities, weapons and combination
attacks, players will engage in tactical fighting sequences to overcome
immense challenges, and will discover more about the characters as they
vibrantly come alive in combat through extensive battle communication.

"Arc the Lad: Twilight of the Spirits optimizes the capabilities and
technology of PlayStation 2 and brings fresh elements to the popular series,
combining an all-new storyline with strategy, fast-paced adventure and unique
battle elements for a deeper, more engaging gameplay experience," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"Fans of the original series as well as role playing gamers everywhere are
sure to enjoy this next generation of the Arc the Lad series."


Arc the Lad: Twilight of the Spirits places gamers deep into a world where
the Humans and Deimos have been at war for years in their struggle to capture
the Great Spirit Stones. But fate is about to place the future of both races
in the hands of two men. Separated at birth, Darc and Kharg grow to become
brave young men whose individual struggles divide, and then reunite them.
Faced with seemingly insurmountable obstacles while battling foes with evil
intentions, their individual quests are the last hope to bring about
worldwide peace and stability.

The independent Entertainment Software Rating Board (ESRB) has rated Arc the
Lad: Twilight of the Spirits "T" for Teen. For more information about the
ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/ .
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KONAMI SHIPS K-1 WORLD GRAND PRIX
FOR SONY PLAYSTATION(r) 2

Konami Delivers the Knockout Title of the Summer
Featuring the Exclusive K-1 Fighting League License

REDWOOD CITY, CALIF. - July 9, 2003 - Leading video game publisher Konami of
America, Inc., a subsidiary of Konami Corporation (NYSE: KNM), announced
today that K-1 World Grand Prix (K-1 WGP) for the Sony PlayStation(r) 2 has
shipped to retail outlets nationwide.

K-1 is the world's premiere fighting sport that combines various martial arts
including Karate, Kickboxing, Tae Kwon Do and Kung Fu. Konami's new
videogame, K-1 WGP, merges the tactical aspects of boxing with the brutality
of sport fighting, and is the only stand-up mixed martial arts game available
in North America.

"With K-1 World Grand Prix we accurately captured the power, strategy and
speed of the real life sport resulting in a truly fun fighting game," said
Justin Kubiak, product manager, Konami of America, Inc. "Fans of fighting
games and K-1 alike will appreciate what K-1 WGP has to offer."

A rapidly growing sport in the US, K-1 brings together the toughest
practitioners of mixed martial arts to create the world's most challenging
fighting competition. The videogame, K-1 WGP, includes detailed
representations of more than 20 of the top K-1 fighters from around the
globe, including actual skin and face textures for ultra-realism.
Additionally, each opponent was individually motion captured so that every
on-screen punch, kick and taunt is authentic - right down to the fighters'
own signature attacks.

A unique, three-tiered stamina system adds incredible depth to the gameplay
and allows for more strategic use of tactics. Gamers can take advantage of
the location-specific damage feature to disable an opponent and decide where
to focus the healing of their own fighter between rounds. Fighter models even
display the damage they have taken, enhancing the true-to-life qualities of
the game.

K-1 WGP's seven distinct modes provide an unprecedented experience for the
fighting game genre. The ultimate prize can be won through Grand Prix Mode,
where gamers fight their way through challenge matches on their way to
entering the top tournament in K-1, the World Grand Prix. Revival Mode places
competitors in the ring for some of the sport's most memorable matches, where
a well-played win will reward the gamer with a clip of the actual fight!

K-1 WGP is rated T for Teen and is available for the MSRP of $39.99. Visit
http://www.konami.com/k-1/ <http://www.konami.com/k-1/> to learn more about
K-1 WGP.

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany. Konami
Corporation, the parent company of Konami of America, Inc. is traded in the
United States on the New York Stock Exchange under the ticker symbol KNM.
Details of the products distributed by Konami of America, Inc. can be found
at <http://www.konami.com/usa> www.konami.com/usa.

(c) K-1 2003 (c) 2003 KONAMI & Konami Computer Entertainment Osaka
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ATARI TO BRING
TRANSFORMERS ARMADA: PRELUDE TO ENERGON
TO PLAYSTATION(r)2

The Ultimate Interactive TRANFORMERS Experience Is "More than Meets the Eye"

BEVERLY, MA, July 17, 2003 - Atari today announced plans to bring Hasbro
Inc.'s (NYSE:HAS) TRANSFORMERS ARMADA, the enormously popular male action
property to PlayStation(r)2 computer entertainment system with TRANSFORMERS
ARMADA: PRELUDE TO ENERGON. All the rage in the '80's, the TRANSFORMERS brand
is as popular as ever with the top-selling TRANSFORMERS ARMADA toy line and
comic book series, and Cartoon Network television series.

Exclusively for the PlayStation 2, TRANSFORMERS ARMADA : PRELUDE TO ENERGON
is a revolutionary 3rd person, 3-D action/adventure game. Players enter the
world of TRANSFORMERS as they become one of three AUTOBOT robots and control
their character's every move and decision. The massive robots can explore
numerous rich 3-D environments on foot or convert to vehicle mode for
high-speed maneuvering. Players will battle DECEPTICON forces with an arsenal
of weapons including cluster rockets, homing missiles and vortex cannons.

"We're working diligently to develop a game that expands upon the
TRANSFORMERS ARMADA brand to provide a truly unique experience with intense
gameplay, vast environments and an emphasis on combat," said Andrew Carter,
vice president of product development for Atari's Melbourne House. "Every
massive environment and character model will be delivered with an
unprecedented level of visual realism by harnessing PlayStation 2 system's
powerful graphics technology and techniques - resulting in incredible
rendering effects and absolute immersion for players."

"TRANSFORMERS ARMADA: PRELUDE TO ENERGON for PlayStation 2 is being developed
to deliver a deep interactive experience that will immerse players into a
rich, bold new TRANSFORMERS world," said Nancy MacIntyre, vice president of
marketing for Atari. "TRANSFORMERS is a successful brand that continues to
thrive nearly twenty years after it was introduced and we are excited to
offer this highly anticipated title."

"Atari is a leader in interactive gaming and has the talent to bring the
world of TRANSFORMERS to life through a dynamic and engaging game that will
captivate fans of all ages," said Tom Klusaritz, Vice President of Publishing
for Hasbro Consumer Products Worldwide, the licensing and promotions arm of
Hasbro.

TRANSFORMERS characters are now armed with the ability to evolve, as players
collect different types of MINI-CON robots that power-up character's
abilities. MINI-CON characters possess a unique ability to make ordinary
Transformers characters extremely powerful and are desired by both the
AUTOBOTS and DECEPTICONS. The ultimate goal is to free the MINI-CON race,
battle to defeat MEGATRON warrior and his evil army of DECEPTICLONES to save
the Earth from destruction.

Developed by Atari's Melbourne House, TRANSFORMERS ARMADA: PRELUDE TO ENERGON
will be available in Spring 2004 for a suggested retail price of $49.95. For
more information, please visit www.atari.com.

Hasbro, Inc.

Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari

OLE_LINK4OLE_LINK1New York-based Atari, Inc. (Nasdaq: ATAR) develops
interactive games for all platforms and is one of the largest third-party
publishers of interactive entertainment software in the U.S. The Company's
1,000+ titles include hard-core, genre-defining games such as Driver(tm),
Enter the Matrix(tm), Neverwinter Nights(tm), Stuntman(tm), Test Drive(r),
Unreal(r) Tournament 2003, and Unreal(r) Championship; and mass-market and
children's games such as Backyard Sports(tm), Nickelodeon's Blue's Clues(tm)
and Dora the Explorer(tm), Civilization(r), Dragon Ball Z(r) and
RollerCoaster Tycoon(r). Atari, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.atari.com.

# # #

(c) 2003 Atari, Inc. All Rights Reserved.

HASBRO and its logo, TRANSFORMERS and all related characters are trademarks
of Hasbro and are used with permission. (c) 2003 HASBRO. All Rights Reserved.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

All other trademarks are the property of their respective owners.
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First-Ever Downhill Mountain Bike Racing Game Provides Outdoor Adrenaline
Thrills in Downhill Domination(TM) for PlayStation(R)2

Features Real-Life Riders, Licensed Manufacturers and Global Courses, Downhill
Domination To Receive Multi-Million Dollar Marketing Campaign

FOSTER CITY, Calif., July 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Downhill Domination(TM), available
exclusively for the PlayStation(R)2 computer entertainment system. Developed
and created by Sony Computer Entertainment America's Santa Monica studio with
Incog Inc. Entertainment, Downhill Domination is the first downhill mountain
bike racing game ever published for a next generation platform and features
professional riders, licensed manufacturers, a broad appealing music roster
and courses from around the globe. In addition, the company plans to back up
the release of Downhill Domination with a multi-million dollar marketing
campaign that will run through September 12.

"As the first downhill mountain bike racing game for a next-generation
console, Downhill Domination takes full advantage of the PlayStation 2
technology by providing players with the fast and edgy racing gameplay derived
from this extreme sport," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America. "Created by the same developers that brought
PlayStation 2 fans hits like War of the Monsters(TM) and Twisted
Metal:Black(R), we are confident that their game will raise the bar within the
extreme sports genre, while appealing to new and existing fans including the
mountain biking community."

Downhill Domination is based on the extreme sport of downhill mountain bike
racing and puts players in control of customizable mountain bikes to race down
vertical mountainsides and urban environments while performing stunts at
speeds in excess of 60 miles per hour. Playable in first- and third-person
perspectives, players will be able to select from one of 14 riders, including
five pro-riders in an intense race to gain corporate sponsorship and a chance
at the coveted Downhill Domination Championship. During gameplay, players will
have the opportunity to choose bikes from various manufacturers including
Specialized, GT, Intense, Mongoose, Trek, as well as more than 27 expansive
and interactive courses inspired by locations in the United States, Italy,
Japan, and others.

"When I first met with Sony Computer Entertainment, I realized the importance
that this game would have for mountain biking," said Eric Carter, world-class
mountain bike and BMX champion rider featured in the game. "Downhill
Domination could propel mountain bike racing into the forefront of the extreme
game competitions -- and this game does an awesome job of showcasing our
sport."

Downhill Domination features a high-impact soundtrack featuring various
licensed alternative, punk, hip-hop, techno and classic rock tunes that
capture the energy and excitement of each race. Highlighted artists include
Black Eyed Peas with "Get Retarded," Propellerheads with "Bang On!," Saliva
with "Your Disease," Freezepop with "Bike Thief," Brian Setzer with "8-Track"
and Cirrus with "Breakbeat Suckers."

Marketing support details for Downhill Domination are as follows:

National Broadcast/Cable Advertising Campaign


The national television campaign focuses on the ability to choose your own
path down the mountain and emphasizes the hardcore mentality of downhill
mountain bike riders. The television campaign for Downhill Domination kicks
off on July 20 and continues during primetime programming throughout the week.
The spot will run in various time slots on network, cable and syndicated
programming continuing through September 12. Executions will occur on NBC, FOX
and WBN Networks, as well as targeted cable programming including ESPN2, MTV,
Speedvision, TBS and the USA Network. Airings will reach viewers of "WWE
Smackdown," "Smallville," "Saturday Night Live," and many more shows.

National Print Advertising Campaign

To support Downhill Domination, the print advertising campaign centers on the
extreme attitude present in downhill mountain bike racing and will reach
millions of readers nationwide through placements in a wide variety of
national consumer, gaming, male lifestyle and extreme sport publications. The
print campaign will begin in July and continue through September. Print ads
will run in publications such as Electronic Gaming Monthly, bike Magazine,
Maxim and Blender.

The independent Entertainment Software Rating Board (ESRB) has rated Downhill
Domination "T" for Teen. For more information about the ERSB visit
www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era. Recognized as the
undisputed industry leader, Sony Computer Entertainment America Inc. markets
the PlayStation family of products and develops, publishes, markets and
distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/
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SQUARE ENIX AND DISNEY'S ACTION ROLE-PLAYING GAME "KINGDOM HEARTS" RECEIVES
"BEST STORY" AWARD AT FIRST ANNUAL G4 GLOW AWARDS

LOS ANGELES, Calif. (July 31, 2003) -- Square Enix U.S.A., Inc., the
publisher of Square EnixT products in North America, and Buena Vista Games,
Inc. proudly announced today that KINGDOM HEARTS, for the PlayStation(R)2
computer entertainment system, was honored with the Best Story Award at G4's
first "Glow Awards." The award winners were announced last night during G4's
G-PhoriaT, an annual televised mega-event celebrating the massive
entertainment phenomenon of video games, at the Henry Fonda Theater in
Hollywood, California.

KINGDOM HEARTS received nine nominations including Best Adaptation, Best
Cinematic, Best Graphics, Best Live Action/Live Performance-Female, Best Live
Action/Live Performance-Male, Best Soundtrack, Best Story, Best Villain and
Coolest Cheat/Easter Egg. Winners were chosen by game fans through the G4 web
site (http://www.g4tv.com) and at participating EB Games' locations.

Accepting the award, Tetsuya Nomura, director and character designer for
KINGDOM HEARTS said, "On behalf of the KINGDOM HEARTS development team, I
would like to thank G4 for this award. We are honored that our peers and fans
have chosen to bestow KINGDOM HEARTS with this award."

"We'd like to congratulate the entire KINGDOM HEARTS team on their G4 award,
and on behalf of Buena Vista Games and The Walt Disney Company, we are
honored by the recognition the game continues to receive and we're looking
forward to its ongoing success," said Graham Hopper, senior vice president
and general manager, Buena Vista Games.

The top-selling role-playing game of 2002, KINGDOM HEARTS combines classic
DISNEY characters and worlds with newly introduced characters and
environments created in the renowned Square Enix style. In KINGDOM HEARTS the
player becomes Sora, a 14-year-old boy whose world is shattered when a
violent storm hits his island-paradise home, and he is separated from his two
closest friends, Riku, a 15-year-old boy, and Kairi, a 14-year-old girl.
While searching for his friends in a strange and mysterious land, Sora meets
Court Wizard Donald and Captain Goofy who are on a mission to find the King
of the Disney Castle, who has also mysteriously disappeared. The three learn
of ominous creatures known as the Heartless, who collaborate with Disney
villains to realize their devious intentions. Sora, Donald and Goofy join
forces to recover Sora's friends, return the King to his rightful position
and save the universe.

Featuring more than 100 Disney characters, KINGDOM HEARTS features an
all-star voice cast that includes Haley Joel Osment ("The Sixth Sense," "A.I.
Artificial Intelligence") as Sora, while David Gallagher ("7th Heaven") and
Hayden Panettiere ("Ally McBeal," "Remember The Titans") are the voices of
Riku and Kairi, respectively. Other voice talents featured in the game
include Sean Astin ("The Lord of the Rings," "Rudy"), Lance Bass (member of
*NSYNC), David Boreanaz ("Angel," "Valentine"), Mandy Moore ("A Walk to
Remember," "The Princess Diaries"), Christy Romano ("Even Stevens," "Kim
Possible"), Steve Burton ("The Last Castle") and Billy Zane.

Recognized as one of the top titles of 2002, KINGDOM HEARTS has been
nominated for over 40 industry awards. The title was released in September
2002 for the PlayStation 2 and has shipped more than 1.5 million units in
North America and 3.3 million units worldwide. The game has a suggested
retail price of U.S. $50 and is rated "E" (Everyone). Additional information
on the title can be found at http://www.kingdomhearts.com.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment content including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 45 million units
worldwide, and DRAGON QUEST (DRAGON WARRIOR(R) in North America), sold over
30 million units worldwide - under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

About Buena Vista Games
Buena Vista Games, Inc. is the interactive entertainment arm of The Walt
Disney Company's Consumer Products business unit that creates, markets and
distributes a broad portfolio of PC and multi-platform video games worldwide.
The company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. Titles
for Buena Vista Games fall under two publishing labels: Buena Vista
Interactive, which focuses on high-profile multi-platform games based on
creative content from the numerous businesses within The Walt Disney Company,
and Disney Interactive, which markets and distributes the company's
award-winning children's entertainment video games and learning software
based on Disney properties.

About G4 Awards

G4 is the Comast-owned 24-hour, seven-day-a-week television network dedicated
to the world of video games. Targeted to young adults, 12-34, G4 is committed
to creating a lifestyle brand that is the premier source of entertainment,
news and information about electronic games, including video, computer,
online and wireless plateforms. G4 currently has distribution in 10 million
cable homes .

G4, held the first annual "Glow AwardsT" during the network's G-Phoria,T an
annual televised mega-event celebrating the massive entertainment phenomenon
of video games. The show brought together artists, developers, publishers,
writers, actors, musicians and gamers in a mammoth celebration featuring live
bands, video games and celebrities. The Glow Awards Nominating Committee,
comprised of video game industry leaders, top gaming and entertainment
journalists, and celebrities who are also gamers. The comittee selected the
top five games across 23 categories and final winners were chosen by game
fans on the G4 Web site. (http://www.g4tv.com).

(C) 2002 Disney. TarzanT Owned by Edgar Rice Burroughs, Inc. and Used by
Permission. Copyright (C) 2002 Edgar Rice Burroughs, Inc. and Disney
Enterprises, Inc. All Rights Reserved. Developed by SQUARE ENIX. Characters
from FINAL FANTASY video game series: (C) 1990, 1997, 1999, 2001, 2002 SQUARE
ENIX CO., LTD. All Rights Reserved. The SQUARESOFT logo is a registered
trademark of Square Enix Co., Ltd. SQUARE ENIX is a trademark of Square Enix
Co., Ltd. FINAL FANTASY is a registered trademark of Square Enix Co., Ltd.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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CAPCOM* RELEASES CHAOS LEGION(tm)
A HORDE OF MIND-BLOWING ACTION AND INCREDIBLE VISUALS
ARE UNLEASHED ONTO THE WORLD

SUNNYVALE, Calif. * August 5, 2003. - Capcom(R), a leading worldwide
developer and publisher of video games, today released Chaos Legion, a new
brand of action gaming for the PlayStation*2 computer entertainment system.
Chaos Legion submits an entirely new way to play an action game, offering
complete control over both the hero and the mighty legions he can summon.
Players have the ability to acquire a substantial variety of new defensive
and offensive moves as they are propelled through this epic saga. Chaos
Legion is rated "T" for teen audiences by the ESRB (Entertainment Software
Rating Board) and is now available at retailers across North America.

Chaos Legion is an intense tale that follows the story of two powerful
swordsman named Sieg Wahrheit and his old friend Victor Delacroix. An
incident leads Delacroix to "fall" into darkness and it is Sieg's mission to
pursue him before chaos ensues over the world. Blending action adventure and
RPG elements, Chaos Legion puts a twist on the single player melee by
allowing gamers to summon a legion of allies to counter blitz attacks from
relentless enemies. There are seven different legion units available for
assistance, each with their own signature weaponry including bow and arrows,
bombs and swords.

Chaos Legion boasts the following features:

* Increase the main character's abilities - One of the most significant
features is the player's ability to power up the main character's attributes
through the legions. For instance, if the sword legion's 'Enchant' ability is
powered up, the main character will gain more powerful sword moves.

* Varied and detailed environments - Chaos Legion possesses beautifully
rendered environments including ruins, caves and others that perfectly
represent the dark mood of the game.

* Perfect Blend of RPG and Action elements - Capcom takes an entirely new
approach to the action genre as players will find they can power up their
legions increasing the number under control, attack and defensive power they
posses.

* Full 3D Polygonal world - Players will have access to position the camera
in anyway at any time, allowing them to see the action clearly. At any point,
players can pull the camera directly behind the character with the push of a
button. This will not only center the camera, but will adjust perspective
allowing the character to be seen clearly in various situations.

* Magnificent Battles - Chaos Legion features battles in which astonishing
numbers of enemies are fighting on screen at one time. This feature will give
players a true sense of epic battles in which two massive armies fight for
victory.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games.
Worldwide recognizable product lines include the Resident Evil, Devil May
Cry, Street Fighter, Mega Man, Breath of Fire, and Onimusha series. World
headquarters in Osaka, Japan, the company also has offices in Tokyo, Hong
Kong, London and Sunnyvale, California. The company is publicly traded on the
Tokyo Stock Exchange code number 9697.
###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
Chaos Legion is a trademark of CAPCOM CO., LTD. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc. The
ratings icon is a registered trademark of the Interactive Digital Software
Association. All other marks are the property of their respective holders.
All rights reserved. *CAPCOM Co., Ltd. 2003 All rights reserved
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SEGA'S "VIRTUA FIGHTER 4 EVOLUTION" HITS STORES THIS WEEK; DUBBED "THE BEST
3D FIGHTER OF ALL TIME" BY GMR

Next Iteration of Groundbreaking Fighting Franchise Launches With New
Fighters, New Modes and Critical Acclaim in Time for 10th Anniversary

SAN FRANCISCO - (August 12, 2003) - Awarded "Gold" from Electronic Gaming
Monthly; Dubbed "Perfection" from GMR; Rated 9 out of 10 from Game Informer:
SEGA(R) of America, Inc. today announces the launch of "Virtua Fighter(TM) 4
Evolution," the next iteration of its blockbuster fighting franchise, which
celebrates its 10th Anniversary this year. Exclusively for the
PlayStation(R)2 computer entertainment system, "Virtua Fighter 4 Evolution"
ships to retail with two new characters, updated graphics, and new modes,
prompting top gaming enthusiast publication Gamepro to recommend that "every
fighting fan must have this game." In addition, "Virtua Fighter 4 Evolution"
packs a punch with a low suggested retail price of $19.99.

"'Virtua Fighter 4 Evolution' represents the closest thing to perfection a
fighting game fan will find this year," said Noah Musler, product manager,
SEGA of America. "AM2 turned up the dial to 11 on every facet of this game."

The latest version of SEGA's 2002 hit "Virtua Fighter(TM) 4," "Virtua Fighter
4 Evolution" has fully optimized graphics for exceptionally detailed arenas
and fluid play without "jaggies," raising the stakes in the fighting game
genre. Players throw-down against two new characters added to the original
cast of 13: Goh the Judoka and Brad the ferocious Muay Thai Kick Boxer. As in
"Virtua Fighter 4," players can customize their characters, but this time
around there are more than 1,500 new costume items - more than double the
amount from last year's release.

In addition, "Virtua Fighter 4 Evolution" features a new "Quest" mode where
players battle aggressive highly tuned A.I. opponents modeled after the top
players from the arcades of Japan. In this mode, gamers fight for the World
Championship through a series of simulated arcade tournaments. In each
arcade, gamers are also given missions; once accomplished, players earn items
to further customize their characters.

Finally, exclusively for the U.S. market, "Virtua Fighter 4 Evolution"
includes "Virtua Fighter 10th Anniversary" mode. In this special "old meets
new" section, players can experience the flat polygonal look and feel of the
original "Virtua Fighter," with all of the characters and most of the moves
included in "Virtua Fighter 4 Evolution" (exempted moves are those that use
walls as part of the move sequence). A true tribute to the legendary first
game in the franchise, "Virtua Fighter 10th Anniversary" mode features
classic moves like "high jump" in which players can clear their opponents'
heads to move to the opposite side of the arena, as gameplay is limited to a
2D space. This mode will be sold on a separate disc in Japan and Europe.

"Virtua Fighter 4 Evolution" for PlayStation 2 is rated "T" for Teen, and is
available at retailers nationwide for $19.99. For screenshots and artwork,
please visit:
<ftp://segapr.segaamerica.com/SEGA_GAMES/Virtua_Fighter_4_Evolution/>.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations.

# # #
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ATARI announces SEQUEL TO BEST-SELLING DRAGON BALL Z(R) GAme

Dragon Ball Z(R): Budokai(tm) 2 TO SHIP this holiday SEASON

BEVERLY, MA - August 19, 2003 - A thrilling new addition to the Dragon Ball
Z(R) series is coming to the PlayStation(R) 2 computer entertainment system,
Atari, Inc. (Nasdaq: ATAR) announced today. Dragon Ball Z(R): Budokai(tm) 2
will feature never seen before character fusions, a new single player mode,
opponents new to the video game world and "Toriyama shading," a new and
unique style of shading coined after the original author of the Dragon Ball
series, Akira Toriyama. A sequel to the best-selling Dragon Ball Z(R):
Budokai(tm) game, Dragon Ball Z(R): Budokai(tm) 2 is currently in production
by developer Dimps, and is scheduled to ship in December 2003.

"The Dragon Ball Z(R) video game franchise has achieved significant success
and fan status because they invite fans to 'play the show'," said Nancy
MacIntyre, vice president of marketing for Atari's Beverly studio.
"Budokai(tm) 2 will once again demonstrate Atari's ongoing commitment to
delivering fresh and compelling interactive entertainment."

"Atari continues to captivate fans by letting them participate in an
authentically recreated, Dragon Ball Z(R) universe, including all of the most
compelling story lines and memorable characters, said Gen Fukunaga, president
of FUNimation Productions. "With surprising gameplay features and graphics
enhancements, Budokai(tm) 2 looks to set a new standard of DBZ(R) video game
excellence."

With highly detailed Toriyama shaded graphics, Dragon Ball Z(R): Budokai(tm)
2 features 34 of the toughest, most seasoned heroes and villains from
throughout the Dragon Ball Z(R) sagas. The World Games through the Kid Buu
sagas of the Dragon Ball Z(R) animated series are "all new" in the
Budokai(tm) 2 experience. Players can battle in eight highly destructive
arenas covering four gameplay modes, including Versus, Tournament, Training
and the all-new, single-player experience, Dragon Mode, where players join
forces with a team of AI-controlled DBZ(R) fighters on a quest to capture all
seven Dragon Balls. Fans can perform fusions - the combination of two
fighters into one, taken directly from the animated series - and play as the
mighty villain Buu(tm), who appears in three forms, Maijin Buu, Super Buu and
Kid Buu.

Dragon Ball Z(R): Budokai(tm) 2 follows on the heels of its successful
predecessor, which has sold more than 1.1 million units in North America
alone. As of June 2003, the partnership between Atari and FUNimation has
resulted in Dragon Ball Z(R) video game sales totaling over 3 million units
and $110 million in the U.S. (Data according to the NPD Group, Inc.).

The Dragon Ball brand has generated over $3 billion in worldwide licensed
merchandise - a number that few animated series can compete with. It is among
the top-rated series on Cartoon Network and was the number-one rated show
among all U.S. cable TV programs for 'tweens 9-14, boys 9-14 and men 12-24
during 2002 season's launch line-up. For the second consecutive year, "Dragon
Ball" was the most searched-for term on the Internet according to Lycos.

For additional information on Dragon Ball Z(R), visit www.dragonballz.com
<http://www.dragonballz.com/> .

About FUNimation

Focusing on quality entertainment properties such as Dragon Ball Z(R),
FUNimation Productions, Ltd, is a full-service brand management company with
in-house production, licensing, Internet, home video distribution and toy
divisions. With over 15 million videos sold and over 8.5 million hits per day
on its web site, www.dragonballz.com
<file:///C:/Documents%20and%20Settings/mcollins/Local%20Settings/Temporary%2
0Internet%20Files/OLK10/www.dragonballz.com> , Dragon Ball Z(R) is a top
rated series on Cartoon Network and was the most searched for topic on the
Internet for 2002 (also #1 in 2001), becoming "the first topic to ever repeat
atop the Web's Most Wanted," according to the Lycos 50 Daily Report.
FUNimation also produces: Dragon Ball(R), now airing on Cartoon Network; the
eagerly awaited sequel to Dragon Ball Z(R), Dragon Ball GT(R); Yu Yu
Hakusho(tm), one of the top anime of all time, now airing in the USA on
Carton Network's Toonami Block; Lupin the 3rd(tm), one of the longest running
anime classics; Fruits Basket(tm), based on the top selling manga in Japan;
and Blue Gender(tm), a sci-fi anime series. For additional information on
FUNimation and its properties check out www.funimation.com
<file:///C:/Documents%20and%20Settings/mcollins/Local%20Settings/Temporary%2
0Internet%20Files/OLK10/www.funimation.com> . For more information regarding
Dragon Ball Z(R), contact Jeff Dronen at FUNimation at 817-788-0627 x 251 or
jeff.dronen@funimation.com <mailto:jeff.dronen@funimation.com> .

About Atari

OLE_LINK4New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games
for all platforms and is one of the largest third-party publishers of
interactive entertainment software in the U.S. The Company's 1,000+ titles
include hard-core, genre-defining games such as Driver(tm), Enter the
Matrix(tm), Neverwinter Nights(tm), Stuntman(tm), Test Drive(R), Unreal(R)
Tournament 2003, and Unreal(R) Championship; and mass-market and children's
games such as Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora
the Explorer(tm), Civilization(R), Dragon Ball Z(R) and RollerCoaster
Tycoon(R). Atari, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (Euronext 5257), the largest interactive games
publisher in Europe. For more information, visit www.atari.com.

# # #

(C) 2003 Atari, Inc. All rights reserved.

(C) 2003 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimationa
Productions, Ltd. All Rights Reserved. Dragon Ball Z and all logos, character
names and distinctive likenesses thereof are trademarks of TOEI ANIMATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

The NPD Group is a service mark of NPD Group, Inc.

All other trademarks are the property of their respective owners.
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PLAYSTATION(R)2 GAMERS GET SOUL AND SO MUCH MORE

Namco's SOULCALIBUR(R)II for PlayStation(R)2 To Feature
Exclusive Character and Bonus Demo Disc

San Jose, CA., (August 20, 2003) - This year's most anticipated fighting
game, SOULCALIBUR(R)II, will pack an extra punch for PlayStation(R)2 computer
entertainment system owners when it ships to retailers on August 26. The
game's publisher, Namco Hometek Inc. announced today that the initial
shipment of SOULCALIBUR(R)II for PlayStation(R)2 will include a special
in-pack demo disc featuring playable demos, game trailers and downloadable
content for some of Namco's hottest video game titles.

"SOULCALIBUR(R)II is at the top of many PlayStation(R)2 owners' must-have
list this fall," said Robert Ennis, Chief Financial Officer of Namco Hometek
Inc. "The demo disc is a great way to give those gamers a taste of Namco's
other award-winning properties, as well as some new titles being released
later this year."

The disc will include playable demos for kill.switch(TM), I-Ninja(TM) and
TEKKEN(R)4 as well as exciting game trailers of R:RACING EVOLUTION(TM) Time
Crisis(R)3 PAC-MAN WORLD(TM)2, NAMCOMUSEUM(TM), XENOSAGA(TM) EPISODE I Der
Wille zur Macht, ACECOMBAT(R)04 and MotoGP3. Also available will be
downloadable bonus content of ACECOMBAT(R)04 shattered skies, MotoGP3,
TEKKEN(R)4 and TEKKEN TAG TOURNAMENT(TM).

"The game has already taken top honors as 'Best Fighting Game' at this year's
Electronic Entertainment Expo, and will doubtlessly gain further praise in
the coming months," said Garry Cole, Senior Vice President of Sales at Namco
Hometek Inc. "The addition of the demo disc will only help to increase
awareness and anticipation for some of our other exciting franchises."

SOULCALIBUR(R)II is the ultimate sequel to one of the most revered
weapons-based fighters of all time. Improved game play, state-of-the art
graphics and exclusive console game features make it the must-have fighting
game for 2003. In addition to new and returning souls, SOULCALIBUR(R)II also
stars console exclusive guest characters with Tekken's Heihachi featured
exclusively on the PlayStation(R)2. In addition to arcade-perfect game modes,
the new Weapon Master Mode enables players to fight in different missions to
collect over 200 unique weapons. Each weapon possesses distinct attributes
that add an element of strategy to every battle and hours and hours of fun.

ABOUT NAMCO
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken, Soulcalibur, Dead to
Rights, Pac-Man, Ridge Racer, Time Crisis and AceCombat. For more information
about Namco and its products log onto www.namco.com

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
SOULCALIBUR(R)II & (C) 1995 1998 2002 2003 NAMCO LTD., ALL RIGHTS RESERVED.
The
Character named "Necrid" is created and designed by NAMCO as the derivative
work of the Illustration drawn by Todd McFarlane Productions, Inc. The
Character: (C) 2003 by Namco Limited. All rights reserved. Illustration: (C)
2003 by Todd McFarlane Productions, Inc. All rights reserved.
TEKKEN(R)4 & (C)1994 1995 1996 1999 2001 NAMCO LTD.,ALL RIGHTS RESERVED.
TEKKEN TAG TOURNAMENT(TM) & (C) 1994 1995 1996 1999 NAMCO LTD.,ALL RIGHTS
RESERVED.
XENOSAGA(TM) EPISODE I Der Wille zur Macht & (C) NAMCO LTD.,ALL RIGHTS
RESERVED.
ACECOMBAT(R)04 shattered skies & (C)2001 NAMCO LTD.,ALL RIGHTS RESERVED. F-22
Raptor, F-16 Fighting Falcon, F-117 Nighthawk, U-2 Dragon Lady, C-130
Hercules, and SR-71 Blackbird are Trademarks of Lockheed Martin Corporation
used under license to Namco.
PAC-MAN WORLD(TM)2 & (C) 1980 1999 2002 NAMCO LTD., ALL RIGHTS RESERVED.
PAC-MAN(C)
1980 2002 NAMCO LTD.,ALL RIGHTS RESERVED. Ms. Pac-Man(C) 1980 1982 2002 NAMCO
LTD.,ALL RIGHTS RESERVED. PAC-MANIA(C) 1980 1987 2002 NAMCO LTD.,ALL RIGHTS
RESERVED. PAC-ATTACK(C) 1993 2002 NAMCO LTD.,ALL RIGHTS RESERVED.
NAMCOMUSEUM(TM)
& (C) 2001 NAMCO LTD., ALL RIGHTS RESERVED. Pac-Man(C) 1980 2001 NAMCO
LTD.,ALL
RIGHTS RESERVED. Pac-Man Arrangement(C) 1980 1996 2001 NAMCO LTD.,ALL RIGHTS
RESERVED. Dig Dug(C) 1982 2001 NAMCO LTD., ALL RIGHTS RESERVED. Dig Dug
Arrangement(C) 1982 1996 2001 NAMCO LTD., ALL RIGHTS RESERVED. Galaga(C) 1981
2001 NAMCO LTD.,ALL RIGHTS RESERVED. Galaga Arrangement(C) 1981 1995 2001
NAMCO LTD., ALL RIGHTS RESERVED. Pole Position(C) 1982 2001 NAMCO LTD., ALL
RIGHTS RESERVED. Pole Position 2(C) 1982 1983 2001 NAMCO LTD., ALL RIGHTS
RESERVED. Ms. Pac-Man(C) 1980 1982 2001 NAMCO LTD., ALL RIGHTS RESERVED.
Galaxian(C) 1979 2001 NAMCO LTD., ALL RIGHTS RESERVED. Pac-Attack(C) 1993
2001
NAMCO LTD., ALL RIGHTS RESERVED. Pac-Mania(C) 1980 1987 2001 NAMCO LTD.,ALL
RIGHTS RESERVED.
Time Crisis(R)3& (C) 1995 1997 2001 2002 2003 NAMCO LTD., ALL RIGHTS
RESERVED.
GUNCON(TM)2&(C)2000 NAMCO LTD.,ALL RIGHTS RESERVED.
MotoGP3 (C) 1998 2000 2001 2002 NAMCO LTD.,ALL RIGHTS RESERVED. Licensed by
Dorna. MotoGP and related logos, characters, names, and distinctive
likenesses thereof are the exclusive property of DORNA and used under
license. All Rights Reserved.
R: RACING EVOLUTION(TM) & (C) 2003 NAMCO LTD.,ALL RIGHTS RESERVED. All
trademarks
and copyrights associated with the manufacturers, cars, models, trade names,
brands, and visual images depicted in this game are the property of their
respective owners. All rights reserved.
DE TOMASO Pantera GT5S are trademarks of DE TOMASO
DE TOMASO Pantera GT5S (C) 2003 DE TOMASO. All rights reserved
I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek Inc.
kill.switch(TM) & (C) 2003 Namco Hometek Inc.,All rights reserved. RenderWare
is a registered trademark of Canon Inc.
Portions of this software are Copyright 1998-2003 Criterion Software Ltd. and
its Licensors
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Sony Computer Entertainment America Announces New PlayStation(R)2 Pricing
Structure

Company Prepares for Key Selling Season with Dual Hardware Plan; Furthers its
Commitment to Online Gaming with New $60 Value-Added Option

FOSTER CITY, Calif., Aug. 19 /PRNewswire/ -- Preparing the market for the
upcoming holiday selling season, industry leader Sony Computer Entertainment
America Inc. today announced exciting new consumer pricing options for the
PlayStation(R)2 computer entertainment system. Effective immediately,
consumers looking to own the world's most popular gaming platform now have
multiple choices at retail, including an extension of the current value
proposition via the PlayStation(R)2 Combo Pack which provides $60 of free
merchandise and software with each hardware purchase. Available for the first
time, the PlayStation 2 Combo Pack is a special offer that includes the
PlayStation 2 console, Network Adaptor (Ethernet/modem) (for
PlayStation(R)2), and a copy of the online-enabled game, ATV Offroad Fury(TM)
2, all for $199 suggested retail price (SRP). Both the Network Adaptor and
ATV Offroad Fury 2 are also sold separately for $39 SRP. In addition, the
company confirmed the continuation of the standalone PlayStation 2 console,
now available for $179 SRP.

To support these plans, the company will execute a multimillion-dollar
marketing campaign centered on consumer value and entertainment via the
PlayStation 2 platform. The first wave of the campaign targets national
retail and consumer newspaper advertising. A dedicated television advertising
initiative will debut later on in the fall. In addition, the company will
have point-of-sale materials available at retail outlets nationwide through
year-end.

"As we moved past the 20-million-unit sales milestone this summer, it is
clear, through our ability to attract a broad audience, that PlayStation 2
has become an even stronger focal point of the living room entertainment
experience," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "Preparing for the holidays we know that in order to
grow this massive base we must continue to engage new users through great
gaming content, consumer friendly pricing and new technology. The new
PlayStation 2 pricing plan will ensure sustained demand for PlayStation
products overall and help drive a strong year for the category, particularly
during the key selling season."

The Importance of Online Gaming

August 27 marks the one-year anniversary of the Network Adaptor, the
connectivity device that introduced the PlayStation 2 consumer to the world
of console online gaming. Sony Computer Entertainment America has amassed the
largest online gaming community in North America, demonstrated by the more
than 750,000 Network Adaptors sold to date. During this year's Electronic
Entertainment Expo (E3) in May, the company announced its plans to accelerate
growth and mass-market consumer adoption by removing the initial barrier to
entry by bundling the Network Adaptor with the PlayStation 2 hardware,
further demonstrating its commitment to the online gaming market.

The company is preparing to introduce a series of technology and content
advancements to engage consumers within this community and build customer
loyalty now and for future PlayStation platforms. PlayStation 2 online gamers
will be able to choose from up to 50 online-enabled titles by the end of
2003, including many popular franchise properties from leading publisher
Electronic Arts, available exclusively for the platform.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Celebrates One Year of Online Gaming In
the Comfort of the Living Room

PlayStation 2 Online Delivers an Entertainment Experience With Mass-Market
Appeal

FOSTER CITY, Calif., Aug. 26 /PRNewswire/ -- Just one year after Sony
Computer Entertainment America led the industry by introducing online gaming
in the living room, the company today announced the PlayStation(R)2 online
community is nearing critical mass with more than 780,000 gamers with online
connectivity. While the company celebrates the accomplishments achieved over
the last year, Sony Computer Entertainment America continues to broaden the
potential of the online gaming market by delivering an exciting mass-market
entertainment experience that taps into the fundamental need for community
through camaraderie and competition.

Last August, Sony Computer Entertainment America brought online gaming from
the back-dens and offices to the living rooms of North America with the
launch of the Network Adaptor (Ethernet/modem) (for PlayStation(R)2), the
gateway to the PlayStation 2 online arena. A year later, Sony Computer
Entertainment America has established itself as the leader in the online
console gaming market, earning this distinction by empowering the largest
online gaming community with choice, value, easy access and the best online
games available. Earlier this month, Sony Computer Entertainment America
announced plans to accelerate further growth of its online community by
making it even easier and more enticing for consumers to get online. The
company introduced the PlayStation 2 Combo Pack, a special offer that
includes the PlayStation 2 computer entertainment system, Network Adaptor,
and a copy of the online-enabled game, ATV Offroad Fury(TM) 2, all for $199
suggested retail price. The PlayStation 2 Combo Pack provides consumers with
a turnkey solution for online gaming by providing the console, connectivity
and content all in one package, just in time for the holidays.

A Solution Fit for the Masses

More than two years ago, Sony Computer Entertainment America led the industry
by building key strategies with the potential to create an online gaming
community in millions of homes across the nation. The company approached the
launch of online gaming with a unique understanding of what attracts the
mass-market consumer and how to empower the creative community to deliver an
entertainment experience worthy of the living room. Sony Computer
Entertainment America focused on creating an open platform for developers and
publishers, giving them the flexibility and control needed to create
compelling content that would engage consumers online. In addition, the open
platform provided PlayStation 2 partners with a sound business model as they
were empowered with control over intellectual property, distribution, the
customer relationship and revenue streams. The result was an environment that
thrived on success of all involved parties, not just the platform holder.

"To make online console gaming a success and get consumers comfortable with
being online in front of their TV, we needed to create an experience that
would meet the standards consumers expect when they sit down in their living
room -- it has to be fun, compelling content that is easy to enjoy and value
priced," said Kaz Hirai, president and chief operating officer, Sony Computer
Entertainment America Inc. "We attribute this philosophy to the success we've
achieved not only with online gaming, but with the PlayStation 2 platform
overall. From the very beginning, we developed a platform with the right mix
of technology and consumer appeal for its time, but one that would also
evolve with our consumers, a system that we could seamlessly enhance and
expand when the time was right. As a result, we've penetrated the mass market
more quickly than anyone expected with more than 20 million gamers to date."

Milestones Along the Road of Year One

In the first year of its life, PlayStation 2 Online surpassed all
expectations and racked up a series of key milestones in the process. At
launch, the company projected that it would ship 500,000 Network Adaptors in
the fiscal year in its quest to lead consumers online. Proving that the
company could successfully sell a peripheral to create an online market, Sony
Computer Entertainment America not only met but also doubled the forecasted
amount of Network Adaptors, shipping more than one million units in the
fiscal year. In addition to growing demand for online gaming, over the last
year the company also penetrated the PlayStation 2 platform into the
mass-market circle more quickly than anticipated, nearly doubling the size of
the installed base from 11 million to more than 20 million in just 12 months.

As Sony Computer Entertainment America set down the path for online gaming,
it also committed to leading consumers online by driving compelling content
from its first party studios. With more than one million units sold through
to consumers, Sony Computer Entertainment America delivered on this promise
in spades with the success of SOCOM: U.S. Navy SEALs. Not only did the first
party title garner an overwhelming interest from gamers at launch, but it has
sustained that interest over time by appealing to consumers' desire to be
part of an ever-changing gaming experience. Even a year after its release,
gamers are still averaging more than three hours of online gameplay a day
with the first party killer app for PlayStation 2.

The company also began the online journey with a belief that third party
publishers needed to be provided flexibility and control in order to create
compelling content. One year later, the results of the open model approach
include more than 20 publishers developing more than 50 titles for the
PlayStation 2 platform by the year-end. In a widely publicized support of the
company's open approach to third party software development, Electronic Arts,
the world's largest videogame publisher, announced at E3 that it will make
its best-selling sports franchises PlayStation 2 online exclusives for the
2003-2004 season including Madden NFL(TM) 2004, Tiger Woods PGA Tour(R) 2004,
NBA Live 2004, and more.

Applying the Knowledge Learned Along the Way

Year one of online console gaming on PlayStation 2 was about leading
consumers online, but it was also about listening to consumers, developers
and partners along the way. Sony Computer Entertainment America believes that
the online console gaming community is a dynamic universe that will continue
to grow and evolve as consumer adoption increases. As such, the company is
preparing to introduce a series of technology and content advancements to
engage consumers within this community and build customer loyalty now and for
future PlayStation platforms.

According to an internal survey, PlayStation 2 gamers play online for the
competition and camaraderie that a community provides. To further engage
mainstream consumers in the PlayStation 2 online community, today Sony
Computer Entertainment America launched a compelling, new online environment
-- the 989 Sports(R) Lobby. The 989 Sports Lobby is the ultimate hangout for
sports fans providing a live streaming sports ticker with sports scores from
the MLB, NFL, NCAA Football, Basketball and NHL, voice chat across varying
games, and accessibility to the 989 Sports Lobby via personal computer or
PlayStation 2. In the lobby, avid sports fans will find the perfect arena to
showcase their sports trivia knowledge, compete against their peers and stay
at the top of their game with roster updates and live stats regarding their
favorite teams and players.

Adding a new level of realism and interactive gameplay to the PlayStation 2
online community, Sony Computer Entertainment America will launch a USB
Headset (for PlayStation 2) this fall that utilizes Voice Over Internet
Protocol (VoIP) and voice recognition technologies for use with online and
offline first and third party games. The USB Headset will enable users to
engage online in real-time, where they can trash-talk with their opponents in
NBA ShootOut 2004 or strategize with teammates in SOCOM II: U.S. Navy SEALs.
Further differentiating itself from it competitors, Sony Computer
Entertainment America will also introduce titles that leverage voice
recognition technologies via the USB Headset, meeting consumers demand for an
easy gaming experience. Instead of fumbling through intricate plays, gamers
can simply call out plays via the USB Headset in NFL GameDay(TM) 2004 and
NCAA(R) GameBreaker(R) 2004.

In addition to building community with the 989 Sports Lobby and USB Headset,
Sony Computer Entertainment America also plans to launch an internal hard
drive (40 GB) in conjunction with Square Enix's highly anticipated massively
multiplayer online role-playing game (MMORPG) FINAL FANTASY(R)XI, which will
allow cross-platform play between a console and personal computer. The
introduction of the internal hard drive enhances the possibilities for larger
online communities, complex gameplay in intense online environments, and
further demonstrates the company's focus on extending the functionalities and
capabilities of the PlayStation 2 for a total living room experience
including games, movies and music.

Rounding out its commitment to enhancing the online gaming experience, Sony
Computer Entertainment America continues to deliver a diverse online title
library including the most in-demand genres according to consumers --
action/adventure, sports, racing and role-playing games. As more and more
consumers view online gameplay as a competitive advantage, first and third
party publishers will provide more than 50 online-enabled titles for
consumers to choose from this holiday season. Continuing to deliver on first
party content, Sony Computer Entertainment America will capitalize on the
success of the online killer app, SOCOM, with the launch SOCOM II: U.S. Navy
SEALs this November. And for the sports fanatic, between 989 Sports and EA
Sports, consumers will have a bevy of online exclusive content to choose
from. The full PlayStation 2 fall online line-up will be announced in the
coming weeks.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.playstation.com.
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989 Sports(R) NCAA(R) GameBreaker(R) 2004 Takes College Football Online for
PlayStation(R)2

Highly Anticipated College Gridiron Title Features Revolutionary Online Mode
Creating Best Ever College Football Gaming Experience

FOSTER CITY, Calif., Aug. 26 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NCAA(R) GameBreaker(R) 2004 from the 989
Sports(R) development team is now available in stores, marking the highly
anticipated launch of the most advanced online-compatible college football
game available for the PlayStation(R)2 computer entertainment system. With
more than 117 teams to choose from, 27 bowl games and more than 50 new
animated mascots, cheerleaders, and sideline personnel, NCAA GameBreaker 2004
also features revolutionary online play through 989SportsOnline, allowing
gamers to go head-to-head nationwide for college gridiron superiority.

Fronted by All-American running back Larry Johnson from Penn State
University, NCAA GameBreaker 2004 sports the most realistic gameplay
imaginable with all-new features including Practice Mode, Coaching Career
Mode and Play Editor where gamers can create their own plays and incorporate
them into their team's playbook. For the first time in the history of the
NCAA GameBreaker franchise, sports fans can also take their football skills
online and battle it out for the national championship. Through
989SportsOnline, the revolutionary central lobby connecting all 989 Sports
titles, NCAA GameBreaker 2004 allows sports gamers nationwide to compete in
tournaments, check stats for their favorite college team with live sports
ticker updates, and voice chat live with their opponent in-game or in the
989SportsOnline lobby using a USB headset.

"NCAA GameBreaker 2004 brings to life the pageantry and spirit of college
football while allowing gamers to play online against opponents nationwide
with 989SportsOnline, the most complete and feature rich online sports site
ever created," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "NCAA GameBreaker 2004's combination of new features
and online gameplay sets it apart as the benchmark for college football games
and is an absolute must-have for gamers and college football fans alike."

NCAA GameBreaker 2004 features authentic college formations like the
wishbone, flexbone, full house, power-I and wing-T to deliver the non-stop
college gridiron action that gamers crave. Additionally, new offensive and
defensive playbooks have been created to offer a variety of plays that cater
specifically to the college football gaming enthusiast. Whether using
Practice Mode to sharpen skills, trying to climb the ladder to the nation's
top programs in Coaching Career Mode or using the new Online Mode to
challenge friends across the country, NCAA GameBreaker 2004 will have gamers
singing along to authentic fight songs and cheering for their favorite team
as they battle it out in search of the national championship.

Sony Computer Entertainment America will support NCAA GameBreaker 2004 with a
multimillion dollar marketing campaign. Marketing efforts for NCAA
GameBreaker 2004 will include national television and print across
newspapers, sports and consumer publications, online advertising, national
consumer promotions, dedicated point-of-purchase displays and merchandising
support, and public relations support.

The independent Entertainment Software Rating Board (ESRB) rates NCAA
GameBreaker 2004 "E" or "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R),
NCAA(R) GameBreaker(TM), and World Tour Soccer(TM), 989 Sports is committed
to developing authentic and innovative sports games to appeal to both the
professional athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.989sports.com
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Atlus U.S.A., Inc. ships the critically acclaimed strategy RPG,
Disgaea: Hour of Darkness to retailers nationwide

Irvine, CA (August 25, 2003) - The critically acclaimed strategy role-playing
game from Japan, Disgaea: Hour of Darkness for the PlayStation 2 computer
entertainment system has shipped to retailers, courtesy of Atlus U.S.A.,
Inc., the publishers of last year's award winning Tactics Ogre: The Knight of
Lodis.

To accompany the launch of the game, the Official Disgaea Website has gone
live and can be found at: http://www.atlus.com/dis The site will feature
exclusive screenshots, downloads, game information and a dedicated message
board.

Story

The Netherworld - a place darker than a pitch-black cave, located deeper than
the depth of the seas. It is a cursed land where evil reigns and foul beings
dwell. Nobody knows its whereabouts, but everybody fears its existence...

The story takes place two years after the death of King Krichevskoy, the
ruler of the Netherworld. His son Laharl slept for two full years, unaware of
his father's death, while demons fought for supremacy over the Netherworld.
With the help of his subordinate Etna and her underlings, the egocentric,
megalomaniac Prince Laharl fights his way to become the next king.

"Disgaea: Hour of Darkness combines a compelling gothic narrative with a
comical twist." said Yu Namba, Project Leader at Atlus. "With its
breathtaking spells and innovative new strategy elements, Disgaea will be the
must play strategy RPG game of 2003 on the PlayStation 2."

Disgaea: Hour of Darkness Key Features:

Unleash over 100 mind-blowing spells and special skills to lay waste to your
enemies!
New Formation Attack System allows up to 4 of your characters to do quadruple
the damage on one enemy!
Customize your army with over 150 character classes and monsters!
Dynamic battle system allows you to actively switch your characters in and
out of battle to take on the toughest opponents!
Never before seen gameplay elements add a new dimension of strategy! Throw
enemy or friendly characters to achieve a tactical advantage over your
adversaries! Use the environmental Geo Panels to decimate an entire army!
Open a dimensional portal into the Item World and do battle there to increase
the power of your weapons!
Over 40 Hours of gameplay with multiple endings!

Disgaea: Hour of Darkness has a suggested retail price of US $49.99 and has
been rated by Teen by the ESRB. For more information, visit the Official
Disgaea Website at www.atlus.com/dis

(C) 2003 NIPPON ICHI SOFTWARE INC. Licensed to and published by ATLUS USA.
PlayStation and the PlayStation logos are registered trademarks of Sony
Computer Entertainment Inc. All rights reserved.
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CAPCOM* RELEASES BOMBASTIC(tm)
EXPLOSIVE FUN AND FRENZIED ACTION AWAITS PLAYERS

SUNNYVALE, CA * August 26, 2003. - Capcom(R), a leading worldwide developer
and publisher of video games, today announced the release of Bombastic for
the PlayStation*2 computer entertainment system. Bombastic puts players in
control of a veritable minefield of explosive, moving dice. Players are
challenged to connect dice in "like" combinations, such as four four's or six
six's. As this happens, the dice "blink" briefly before they explode causing
deviating chains and clearing each stage of the volatile dice. It is fast
paced action and explosive fun that will entertain players for hours.
Bombastic (tm) is rated "E" for everyone by the ESRB (Entertainment Software
Rating Board) and is now available at retailers across North America.

Bombastic boasts the following features:
* Explosive puzzle action that will leave players frantic
* Five character to choose from to roll your dice
* Over seven modes of play including:
o Quest Mode - This world / stage selection mode offers an adventure where
players travel to many worlds. Players will strive to make it to the final
stage as they face many enemy attacks and exploding dice.
o Battle Mode - In this mode players scramble to get to specific spots on
each die. Each time they are successful their meter will increase. Once this
meter is full, they have won the game.
o War Mode - This pulse-pounding mode pits five characters against each other
in a battle of survival. The key to victory is to be the last character
alive.
o Classic Mode - In this mode the goal is to eliminate dice by linking like
numbers. The player earns points each time a link is made.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games.
Worldwide recognizable product lines include the Resident Evil, Devil May
Cry, Street Fighter, Mega Man, Breath of Fire, and Onimusha series. World
headquarters in Osaka, Japan, the company also has offices in Tokyo, Hong
Kong, London and Sunnyvale, California. The company is publicly traded on the
Tokyo Stock Exchange code number 9697.
###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
*PlayStation* and *Bombastic* are registered trademarks of Sony Computer
Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association. All other marks are the property of
their respective holders. All rights reserved.* *CAPCOM Co., Ltd. 2003 All
rights reserved
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Zomax Expands Gaming Software Services with PlayStation 2 Assembly

Sony Computer Entertainment America Approves Zomax Fremont California
Facility

MINNEAPOLIS, Minn., Sept. 3, 2003 /PRNewswire-FirstCall/ -- Zomax
Incorporated (NASDAQ:ZOMX) today announced the approval of its Fremont,
California facility as an authorized assembly site for PlayStation(R)2
computer entertainment center. This authorization was granted by Sony
Computer Entertainment America and is another step by Zomax to expand its
suite of outsourced supply chain services for the gaming software market.

The new services authorization includes assembly and distribution of CDs and
DVDs for PlayStation 2 games. Complete integration into the entire suite of
Zomax Supply Chain Services enable gaming publishers to deliver their
products to market more efficiently. The PlayStation 2 approval gives
publishers a new choice for services for their games to help them meet
seasonal peaks or unique requirements. The services adhere to the strict
quality and security guidelines set by Sony Computer Entertainment America
and are executed from Zomax' ISO certified full-production facility in
Fremont, California.

"This is another successful step in expanding our services for current and
future customers in the gaming software market," said Michael Miller, Zomax
Executive Vice President of Sales, Marketing and Business Development. "The
PlayStation 2 assembly approval by Sony Computer Entertainment America is a
testament of the quality of our processes and services."

The new PlayStation 2 services and Zomax' full-suite of Supply Chain Services
for gaming publishers are available immediately.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

About Zomax Incorporated

Zomax helps companies more efficiently bring their products and content to
market worldwide. Zomax' solutions enhance the process of sourcing,
production, and fulfillment through a modular suite of supply chain services.
These services include "front-end" customer contact and ecommerce services,
material management, CD/DVD production, assembly and kitting services, JIT
physical and electronic fulfillment and returns management. Founded in 1993,
Zomax operates 12 facilities across the United States, Canada, Mexico, and
Ireland. The Company's Common Stock is traded on the NASDAQ Stock Market
under the symbol "ZOMX". For more information on Zomax, visit www.zomax.com
or call (866) 553-9393.

Source: Zomax Incorporated
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GAMERS TO EXPERIENCE A NEW RACING GENRE THIS FALL ON SONY PLAY STATION 2 IN
XS GAMES' SUPER TRUCKS

Massive Destruction Ensues in Super Truck Arena Racing

NEW YORK, NY. - Sept. 04, 2003 - XS Games today announced Super Trucks, a
racing game for the PlayStation 2 from Sony.

Introducing console gamers to a new racing genre, Super Trucks' massive rigs
maneuvering small auto race tracks provides a thrilling ride for the most
avid racing fans.

Each of the 15 unique trucks feature their own sponsor, individual handling
and top-speeds; Game modes such as single race, championship mode, last
one-standing, skid pan and two player mode will ensure longevity of gameplay.

Fifteen arena-racing tracks provide massive damage as drivers test their
skill in navigating 5-ton rigs at average speeds of up to 170 MPH in narrow
quarters. Already a hit title in Europe, Super Trucks will release in the US
market October 2003.

About XS Games
XS Games is a worldwide publisher of Sony PlayStation(R) and Nintendo Game
Boy Advance(R) products. Although in business only a year, XS has released
more than 16 titles and plans to release 10-plus titles this Fall including
Super Trucks Racing (PS2), FunkMaster Flex Hitz Factory (PS2), Jr. League
Soccer (PS1), Jr. League DodgeBall (PS1), WarChess (PS2), Virtual Pool 3
(PS1), Ten Pin Alley (GBA), Thunder Alley (GBA) and XS Moto (GBA).

XS titles are distributed by Take 2's Jack of All Games in the U.S. and by
Take 2 Europe.

Chief Executive Officer Steve Grossman headquarters XS Games in New York.
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Gamers Rejoice!
THE KING OF FIGHTERS(R) is Available for the Home at Last!

SNK NEOGEO USA CONSUMER CORPORATION to Release Special Combination Pack -
THE KING OF FIGHTERS 2000/2001 for the PlayStation(R)2

WALL, NJ. - September 9, 2003 - One of the greatest fighting game franchises
of all time will finally come to next generation gaming platforms in the US,
as SNK NEOGEO USA CONSUMER CORPORATION, the recently launched US publishing
arm of the SNK NEOGEO CORPORATION, announced today that they will publish THE
KING OF FIGHTERS(R) 2000 and THE KING OF FIGHTERS 2001 in a special
combination pack exclusively for the PlayStation(R)2 computer entertainment
system. THE KING OF FIGHTERS combo pack will be available at the end of
November for a special suggested retail price of $39.99.

Since 1994, THE KING OF FIGHTERS series has appeared on a variety of gaming
platforms, as well as in the arcade, where it has garnered a legion of fans.
Over 3 million copies of the series have sold to date. THE KING OF FIGHTERS
2000 and THE KING OF FIGHTERS 2001 are the seventh and eighth installments in
this wildly popular franchise.

Exclusive Modes and Upgrades for PlayStation(R)2
THE KING OF FIGHTERS 2000 and 2001 will boast numerous upgrades and additions
exclusively for the PlayStation(R)2, including "Memory Mode," which will give
players access to opening movie demos from previous KOF games. Additionally,
brand new Strikers, never before seen in the arcade or on any home system,
will join the KOF battle on the PlayStation(R)2.

THE KING OF FIGHTERS 2001 will feature original 3D stages and an additional
game mode, "Party Mode," where randomly generated computer opponents appear
one after another to compete against the player character in matches with
limited life energy and match times.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

# # #

The King of Fighters is a registered trademark of SNK PLAYMORE CORPORATION
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Sony Computer Entertainment America Expands Extensive 'Greatest Hits'
Software Library by Adding Three New Titles

New Additions Validate That PlayStation(R) Platforms Continue to Offer the
Best Value in Interactive Entertainment

FOSTER CITY, Calif., Sept. 11 /PRNewswire/ -- Demonstrating the massive
appeal of the PlayStation(R) platforms and its software libraries, Sony
Computer Entertainment America Inc. today announced three additions to its
PlayStation(R)2 "Greatest Hits" lineup, including:  SOCOM: U.S. Navy SEALs,
Ratchet & Clank(TM) and Sly Cooper and the Thievius Raccoonus(TM).

In addition, earlier this year Hot Shots Golf(R)3 for PlayStation 2 and
Stuart Little 2(TM) for the PlayStation console also earned "Greatest Hits"
status, showcasing the enduring appeal of the best-selling console and the
continued demand for its games.

To qualify as a PlayStation 2 "Greatest Hit," a title must have been on the
market for one year with 400,000 copies produced, proving to be a force in
driving software sales and the demand for the hardware that supports it.
PlayStation "Greatest Hits" game sales must be in excess of 250,000 units
during the life of the product. Today's announcement marks a total of 52
"Greatest Hits" titles for PlayStation 2, and 169 for the PlayStation
console.  As context, there are over 550 PlayStation 2 games and over 1,300
PlayStation games available today.

PlayStation 2 "Greatest Hits" games are available in stores for as low as
$19.99 while PlayStation "Greatest Hits" games retail for as low as $14.99 --
offering consumers maximum value by giving them access to the best games at a
low price.

The success of SOCOM: U.S. Navy SEALs, Ratchet and Clank, and Sly Cooper and
the Thievius Raccoonus underscores Sony Computer Entertainment America's
leadership position in both the online and offline gaming market.  The
popularity of these games has helped the company claim the largest online and
offline console gaming community in North America.  In fact, SOCOM: U.S. Navy
SEALs is one of the most widely played online titles, with approximately
60,000 people hosting gameplay sessions each day.  SOCOM: U.S. Navy SEALs
fans are able to access the games' online communities free of charge, using
the broadband service of their choice -- a feature that can only be offered
by a company that's committed to providing the most compelling content and
the greatest degree of access at the best value.  As further evidence of its
value proposition, Sony Computer Entertainment America recently announced the
PlayStation 2 Combo Pack, which includes ATV Offroad Fury 2 and a Network
Adaptor (Ethernet/modem) (for PlayStation(R)2) for $199 suggested retail
price.

"We're excited about crowning our newest 'Greatest Hits' titles because it
reaffirms our reputation as the leader in computer entertainment and further
demonstrates our ability to offer compelling blockbuster games across
multiple generations," said Ami Blaire, director, product marketing, Sony
Computer Entertainment America.  "These serve as a testament to the fact that
our titles represent the best value for any console on the market today."

  About Recently Added "Greatest Hits" Titles:
  --    SOCOM: U.S. Navy SEALS:  SOCOM: U.S. Navy SEALs puts players in the
        role of an elite SEAL commander whose team is asked to fight
        terrorists with more than 30 weapons in 16 of the most intense
        operations ever.  Players must instruct their team on a mission,
        either through voice recognition technology (with USB headset), or
        via on-screen text options to complete objectives.  Through online,
        team-based gameplay, players can engage enemy terrorists with fellow
        SEAL team members, or play as terrorists themselves.  Rated "M" for
        Mature.
  --    Ratchet & Clank:  An innovative action-platform game, Ratchet &
        Clank reinvents the action category, blending action-platform,
        exploration, adventure, puzzle-solving, strategy and racing genres
        while fusing these elements into a creatively original,
        inter-galactic sci-fi fantasy.  Players follow Ratchet and Clank
        from planet to planet across a vast solar system, toying with more
        than 35 different gadgets and weapons along the way.  Rated "T" for
        Teen.
  --    Sly Cooper and the Thievius Raccoonus:  Sly Cooper and the Thievius
        Raccoonus takes action-adventure platform gaming to new heights,
        showcasing a conceptually new type of character, extraordinary
        character designs, toon-shaded animations, innovative gameplay and
        spectacular graphics.  Rated "E" for Everyone.
  --    Hot Shots Golf 3:  Hot Shots Golf 3 is an arcade style, fantasy golf
        game that delivers realistic gameplay and is packed with features
        that make it the best in its class.  The game incorporates real
        physics to add an authentic feel to the player's swing and flight
        trajectory of the ball, as well as imposing weather conditions and
        sound effects.  Rated "E" for Everyone.
  --    Stuart Little 2:  Stuart Little 2 is an exciting and heroic
        action-adventure game based upon the film of the same name.
        Featuring a clever storyline and entertaining characters, this
        exciting escapade takes gamers on a rip-roaring journey through a
        variety of Manhattan locations.  Stuart Little 2 appeals to all
        gamers, big and small.  Rated "E" for Everyone.

About Sony Computer Entertainment America
Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/

Source: Sony Computer Entertainment America Inc.
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YOUR FATE IS IN YOUR HANDS;
NEC Interchannel Announces Culdcept for PlayStation(R)2

Strategic Collectable Card Videogame Comes to the USA After Laying Waste to
Japan

SANTA CLARA, CA - (September 15, 2003)-NEC Interchannel, Ltd., a subsidiary
of NEC Corporation, today announced that it will release the first US version
of the highly addictive strategy game, Culdcept, for the PlayStation(R)2
computer entertainment system in October 2003. Culdcept combines the best
elements of a fantasy card battling game with a tabletop tactical board game,
to create a unique gaming experience that has already captivated a legion of
followers in Japan.

About Culdcept
In Culdcept, each player has a customizable deck of 50 cards that come from a
total in-game deck of 480. Up to four players (human or computer-driven)
maneuver around the map, taking control of unclaimed land in an effort to
build their power. Players defend their land by placing creatures from their
card hand on the individual terrains. Battles ensue when opposing players
land on occupied space and don't wish to pay the "toll."

The game is loaded with options that will extend its playability well over
100 hours including:

* 42 unique map layouts to choose from, including maps used in the All Japan
Cepters Cup, and one designed by the Japanese national champion player. *
Tutorial modes and an electronic hint guide allows anyone to jump right in
and play. * Special medals to be collected during the game unlock additional
hidden cards and maps. * A scarily addictive quality that will make players
forgo other games, friends, sleep, and perhaps, personal hygiene, to play
"just one more
round."

Culdcept features art from a cadre of well-known Japanese fantasy artists
such as Kastsuya Terada (Blood: The Last Vampire), and music from Yuzo
Koshiro (Streets of Rage) and Kenji Ito (Romancing SaGa).

History and Hype
The Culdcept series was launched in Japan in 1999 and has appeared overseas
on earlier gaming platforms such as the Sega Saturn, Sega Dreamcast, and the
PlayStation(R) game console. The game quickly built up a huge following,
ultimately leading to the launch of the Culdcept National Championship. This
event has seen thousands of the country's best Culdcept players compete for
cash and prizes, including the chance to have their winning tips featured on
the annual "Secrets of the Culdcept Masters" DVD, released every year since
the inception of the tournament.

"We'd like to apologize in advance to those gamers who end up getting hooked
on Culdcept," stated Norman Evangelista, vice-president, NEC Interchannel.
"We realize that unleashing something like this on an unsuspecting gaming
public is a bit irresponsible; however, we also believe the greatest games in
the world should be available to all gamers, not just those in the games'
country of origin."

About NEC Interchannel, Ltd.
NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NEC's
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###

Culdcept is a trademark of Omiya Soft, Co. Ltd. (C) 2003

All other trademarks or registered trademarks are property of their
respective owners.

Copyright (C) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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Sony Computer Entertainment America Announces March 2004 Release For
PlayStation(R)2 Hard Disk Drive

Hardware Evolution to Enhance Consumers' Overall Online Entertainment
Experience

SAN FRANCISCO, Sept. 16 /PRNewswire/ -- Continuing to extend the capabilities
of PlayStation(R)2 through technology and content, industry leader Sony
Computer Entertainment America Inc. today unveiled specifics on its internal
Hard Disk Drive (40GB) (for PlayStation(R)2) and while also announcing an
impressive line-up of first and third party online-enabled titles that will
be available for the holiday season and beyond.

The Hard Disk Drive is a further step toward a new era of digital in-home
entertainment, creating a total living room experience that includes games,
movies and music.  True to its business philosophy of delivering technology
when the market is ready and with full content support, the Hard Disk Drive
will take advantage of the active PlayStation 2 online community by providing
consumers an extended world that is dynamic through expanded applications and
downloadable content.

The Hard Disk Drive will come pre-installed with Square Enix's highly
anticipated massively multiplayer online role-playing game (MMORPG), FINAL
FANTASY(R)XI, allowing cross-platform play between the PlayStation 2 and a
personal computer.   In addition, the company plans to include sneak-peek
product demos as well as PlayStation 2 titles, to be announced, pre-installed
as part of the product package.  Other product features or benefits include
40GB of storage, faster loading times, saving CDs to create a personal
jukebox, and the ability to download content - levels, missions, characters,
and much more.

Soon-to-be-released PlayStation 2 titles SOCOM II: U.S. Navy SEALs and Syphon
Filter(R): The Omega Strain, published by Sony Computer Entertainment
America, will be among the first to utilize the Hard Disk Drive with new
content for consumers to download.

In addition to the gaming content, the internal Hard Disk Drive will also
include a customized media player specifically designed for PlayStation 2.
The media player offers a myriad of entertainment options to the consumer
including playing MP3s, storing CDs, further expanding the functionalities of
the top-selling console.  The media player will also incorporate a photo
manager allowing users to store, display and edit digital photos, as well as
a games manager to organize and browse games stored on the drive.

Available in March 2004 for $99 suggested retail price (SRP), the internal
Hard Disk Drive attaches to the Network Adaptor (Ethernet/modem) (for
PlayStation(R)2), which connects to both broadband or dial-up networks, and
rests in the expansion bay of the PlayStation 2 console.

"With the battle for console supremacy decided, we are departing from the
status quo in an effort to broaden the in-home entertainment market with the
release of the Hard Disk Drive for PlayStation 2," said Andrew House,
executive vice president, Sony Computer Entertainment America. "The online
world is dynamic and constantly changing, and with the Hard Disk Drive
consumers can truly capitalize on the fusion of content -- whether it be
gaming applications, communities, digital media delivery -- and refresh and
expand the experience infinitely."

New Online Titles for PlayStation 2

As the PlayStation 2 online community nears critical mass, with more than
800,000 connected gamers to date, the industry leader is set to create one of
the fastest growing business areas, allowing the company to transition online
console gaming from an early adaptor to a mainstream proposition.

Sony Computer Entertainment America has established itself as the leader in
the online console gaming market, earning this distinction by empowering the
largest online gaming community with choice, value, easy access and the best
online games available.  In keeping with these promises and with the
knowledge that content is king in continuing to lead consumers online,
publishers are preparing to roll out dozens of new first and third party
online titles for PlayStation 2.  Consumers will be able to choose from an
impressive line-up of more than 50 online-enabled titles by year-end.

Validating the company's approach of giving third party publishers
flexibility and control in order to create compelling content and control the
customer relationship, more than 20 publishers are developing online-enabled
titles for the PlayStation 2 platform.  Electronic Arts, the world's largest
videogame publisher, continues to make its best-selling sports franchises
PlayStation 2 online exclusive, including Madden NFL(TM) 2004, Tiger Woods
PGA Tour(TM) 2004, NBA Live 2004, NASCAR Thunder(TM) 2004, and more.  In
addition, Electronic Arts is also bringing other key franchises to
PlayStation 2 online including The Lord of the Rings(TM), The Return of the
King(TM), SSX 3, Medal of Honor(TM) Rising Sun and The Sims(TM) Bustin' Out,
the widely popular role- playing game from Electronic Arts due out in
December 2003.

Other highly anticipated titles set to launch by year-end include Warhammer
40,000(R): Fire Warrior(TM) from THQ, XIII from Ubi Soft and Tony Hawk's
Underground from Activision.

  Online Titles for PlayStation 2
  First Party Online Title List
  -- Amplitude (available now)
  -- ATV Offroad Fury(TM)2 (available now)
  -- FINAL FANTASY(R) XI (available March 2004)
  -- My Street(TM) (available now)
  -- NBA ShootOut 2004 (available October 2003)
  -- NCAA(R) GameBreaker(TM) 2004 (available now)
  -- NCAA(R) Final Four(R) 2004 (available November 2003)
  -- NFL GameDay(TM) 2003 (available now)
  -- NFL GameDay(TM) 2004  (available now)
  -- SOCOM: U.S. Navy SEALs  (available now)
  -- SOCOM II: U.S. Navy SEALs  (available November 2003)
  -- Syphon Filter(R): The Omega Strain  (available February 2004)
  -- Twisted Metal: Black(TM) ONLINE  (available now)

  Third Party Online Title List
  -- All-Star Baseball(TM) 2004 from Acclaim (available now)
  -- Auto Modellista(TM) from Capcom (available now)
  -- Champions of Norrath(TM) from Sony Online Entertainment (available
     February 2, 2004)
  -- Chessmaster(R) from Ubi Soft Entertainment (available now)
  -- Deer Hunter(TM) from Atari (available October 28, 2003)
  -- ESPN NBA Basketball from ESPN Videogames (available October 2003)
  -- ESPN College Hoops from ESPN Videogames (available November 2003)
  -- ESPN NFL Football from ESPN Videogames (available now)
  -- ESPN NHL(R) Hockey from ESPN Videogames (available now)
  -- EverQuest(R) Online Adventures(TM) from Sony Online Entertainment
     (available now)
  -- EverQuest(R) Online Adventures(TM): Frontiers from Sony Online
     Entertainment (November 17, 2003)
  -- FIFA Soccer 2004 from Electronic Arts (available October 2003)
  -- Madden NFL(TM) 2003 from Electronic Arts (available now)
  -- Madden NFL(TM) 2004 from Electronic Arts (available now)
  -- Medal of Honor(TM) Rising Sun from Electronic Arts (available fall
     2003)
  -- Midnight Club II(TM) from Rockstar Games (available now)
  -- NASCAR Thunder(TM) 2004 from Electronic Arts (available fall 2003)
  -- NBA Live 2003 from Electronic Arts (available now)
  -- NBA Live 2004 from Electronic Arts (available October 2003)
  -- NCAA(R) Football 2004 from Electronic Arts (available now)
  -- NCAA(R) March Madness(TM) 2004 from Electronic Arts (available November
     2003)
  -- Need for Speed Underground(TM) from Electronic Arts (available fall
     2003)
  -- NFL(TM)Blitz(TM) Pro from Midway Sports (available October 20, 2003)
  -- NHL(R) 2004 from Electronic Arts (available September 2003)
  -- NHL(R) Hitz(R) Pro from Midway Sports (available September 26, 2003)
  -- Resident Evil(R) Outbreak from Capcom (available March 2003)
  -- Risk(TM): Global Domination from Atari (available December 28, 2003)
  -- SEGA Sports(TM) NBA 2K3 (available now)
  -- SEGA Sports(TM) NCAA(R) College Basketball 2K3 (available now)
  -- SEGA Sports(TM) NFL 2K3 (available now)
  -- SSX 3 from Electronic Arts (available October 2003)
  -- The Lord of the Rings(TM), The Return of the King(TM) from Electronic
     Arts (available fall 2003)
  -- The Sims(TM) Bustin' Out (available December 2003)
  -- Tiger Woods PGA Tour(TM) 2004 from Electronic Arts (available
     September 23, 2003)
  -- Tom Clancy's Ghost Recon(TM): Jungle Storm from Ubi Soft (available
     November 2003)
  -- Tony Hawk's Pro Skater(TM)4 from Activision (available now)
  -- Tony Hawk's Underground from Activision (available October 28, 2003)
  -- Tribes(TM) Aerial Assault from Sierra Entertainment (available now)
  -- Trivial Pursuit(R) Unhinged from Atari (available December 9, 2003)
  -- Warhammer 40,000(R): Fire Warrior(TM) from THQ (available fall 2003)
  -- World Championship Pool 2004 from Jaleco (available November 11, 2003)
  -- XIII from Ubisoft (available fall 2003)

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.

Source: Sony Computer Entertainment America
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KONAMI SHIPS DDRMAX2 DANCE DANCE REVOLUTION(tm) FOR PLAYSTATION(r)2

Revolution Rocks On With Hit Songs From Kylie Minogue, The Crystal Method,
Dirty Vegas and more

REDWOOD CITY, CA - September 23, 2003 - It's time to shape up with the
ultimate groove machine! Leading videogame publisher Konami of America, Inc.,
a subsidiary of Konami Corporation (NYSE: KNM), announced today that the
newest and most exciting addition in the Dance Dance Revolution(tm) series,
DDRMAX2(tm) Dance Dance Revolution(tm) has shipped to retail outlets
nationwide. Available for the Sony PlayStation(r)2 computer entertainment
system, the game includes chart-topping songs by high-profile musical acts,
such as Kylie Minogue, The Crystal Method, K.C. & The Sunshine Band and Dirty
Vegas, as well as a wealth of new game modes and features that will have
gamers dancing the night away.

"Konami's dedication to the music genre is unmatched in the industry and the
Revolution brand is taken to new heights with DDRMAX2(tm)," said Jason Enos,
Product Manager at Konami of America. "DDRMAX2(tm) is packed with an awesome
selection of music and new game modes that will excite newcomers, as well as
long-time fans of the series."

In DDRMAX2(tm), players enjoy a robust library of over 65 songs and 100+
minutes of authentic dance music. Included in the line-up is an exciting mix
of licensed dance hits and original tunes.

Complementing the music is a wide variety of gameplay modes. The ever-popular
WORKOUT MODE returns, allowing players to track calories burned while
dancing, and the EDIT MODE gives players an opportunity to create their own
dance moves. DDRMAX2(tm) also brings new gameplay modes to the series,
including a BEGINNER MODE that eases new players into the rhythmic style of
gameplay, a NONSTOP MODE that offers numerous themed courses that are played
without any breaks between songs, and an ENDLESS MODE that lets players dance
to all the songs in the game as one continuous mix.

The visual appeal of DDRMAX2(tm) is also enhanced with the addition of
licensed music videos that play in real-time during gameplay and the return
of the animated dancing characters. These graphical improvements provide
entertainment that both players and spectators can enjoy.

Appealing to players of all ages, DDRMAX2(tm) uses a dancepad controller that
accurately tracks the players' dance moves to the corresponding steps
scrolling on the screen. The dancepad plugs into the PlayStation(r)2
controller port and replaces the handheld controller.

DDRMAX2(tm) is available nationwide as a stand-alone title or as a bundle
pack containing the game and dancepad. DDRMAX2(tm) is rated E for Everyone
and is available at a SRP of $39.99 (stand-alone game) or $59.99 (bundle
pack). Additionally, the Konami dancepad is available separately at a SRP of
$29.99.

To learn more about DDRMAX2 Dance Dance Revolution(tm), visit
http://www.konami.com/ddrmax2

About Dance Dance Revolution

In 1999, the original Dance Dance Revolution(tm) (DDR) game swept American
pop culture into a dancing frenzy. High profile U.S. media outlets such as
"Good Morning America," Newsweek, Los Angeles Times, Time and In Style have
enthusiastically embraced the game, confirming the title's widespread
popularity in the U.S. The best-selling dancing game has won over gamers,
spawned a dedicated fan community and generated regional competitions and
tournaments.

The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The first PlayStation(r)
version of the game was released in Japan in March 1999 and boosted the
franchise's popularity even further, selling over 3 million units
cumulatively. DDR hit the U.S. that same year, and Konami of America
introduced Dance Dance Revolution(tm) for Sony PlayStation(r), which
developed a massive fan base. Subsequent releases include Dance Dance
Revolution* Disney Mix and Dance Dance Revolution KONAMIX*, released for the
Sony PlayStation(r) game console in September 2001 and April 2002
respectively and the series' first debut on the PlayStation(r)2, DDRMAX Dance
Dance Revolution(tm), released October 2002.

About KONAMI CORPORATION

KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . KONAMI CORPORATION is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

DANCE DANCE REVOLUTION(tm), Dance Dance Revolution KONAMIX(tm), DDRMAX DANCE
DANCE REVOLUTION* and BEMANI* are trademarks of KONAMI CORPORATION. KONAMI(r)
is a registered trademark of KONAMI CORPORATION. (c)1998 2003 KONAMI & Konami
Computer Entertainment Tokyo. Product covered under one or more of the
following U.S. patents: Des. 433,717; Des. 431,267; Des. 435,604; Des.
437,267; Des. 437,619 (Patents pending in the U.S.). ALL RIGHTS RESERVED. USP
6450888
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TIME CRISIS(R)3 GOES GOLD!

Namco Hometek Inc. Announces Game's Dedicated Web Site
Goes Live

San Jose, Ca., (September 29, 2003) - Leading video games publisher Namco
Hometek Inc. announced today the latest installment in its popular light gun
shooter franchise, Time Crisis(R)3, has gone gold. Exclusively for the
PlayStation(R)2 computer entertainment system, Time Crisis(R)3 is on track
for a late October release. Additionally, the company announced today the
launch of the Time Crisis(R)3 official Web site at
http://timecrisis3.namco.com. Currently, the site offers readers the first
look at the game's Crisis Mission Mode. Unique to the console version of Time
Crisis(R)3, Crisis Mission Mode allows players to participate in a variety of
missions, each with its own, unique objective--with an outstanding
performance earning the player different medals. The site also provides
visitors with large, detailed images of its primary characters, links to
screenshots and the official game trailer. Time Crisis(R)3 fans are also
offered a registration area to sign up for e-mail updates on the game.

Time Crisis(R)3 offers exciting, fast-paced shooting action through the
adventures of the world-renowned VSSE's elite agents. Players are transported
to Lukano, a Mediterranean coastal nation, where Zagorian Federation troops
have invaded the land and taken key members of the Lukano Liberation Force
hostage. As local residents and neighboring countries face the worst from a
potential missile strike, the VSSE commits agents, Wesley Lambert and Alan
Dunaway, to neutralize the threatening forces and return power to the leaders
and citizens of Lukano.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.

(C) NAMCO LTD.
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CAPCOM RELEASES CINEMAWARE'S
ROBIN HOOD: DEFENDER OF THE CROWN

FANS REJOICE AS THE SEQUEL TO A MEGA-HIT RETURNS

SUNNYVALE, CA * September 30, 2003 - Capcom*, a leading worldwide developer
and publisher of video games, today announced the release of Robin Hood:
Defender of the Crown for the PC and PlayStation*2 computer entertainment
system. Based on Cinemaware's mega hit Defender of the Crown franchise which
has sold more than one million units worldwide, Robin Hood: Defender of the
Crown is a fusion of action, role-playing and strategy genres that seamlessly
blends cinematic presentations with unique medieval action-sequences. Players
must rely on their skill at sword fighting, castle sieges, jousting, daring
archery ambushes and massive army battles to restore England to its glory and
remove the tyranny that plagues the land. Robin Hood: Defender of the Crown
is rated "T" for teen audiences by the ESRB (Entertainment Software Rating
Board).

Featuring an epic storyline that unfolds through the eyes of Robin Hood,
players battle their way to victory through action-oriented sequences. Their
quest is to defeat all rival lords and the vile, yet powerful, Prince John.
This malevolent aristocrat has usurped the throne and now sits as the
illegitimate King of England. Acting on behalf of the people, Robin Hood must
reunite England, end the dictatorial rule of Prince John and restore the
rightful king to the throne. Throughout the player's journey, they will
interact with many of the characters that populate this timeless legend
including Maid Marian, Little John and Will Scarlet. These characters of old
are presented through beautiful cut-scene movies and voiced-over by
professional British actors, and the game features a fully-orchestrated
soundtrack. Full of surprising plot twists, the storyline will present the
myth of Robin Hood in a way that will appeal to today's gaming audience while
staying true to Defender of the Crown's heritage.

Robin Hood: Defender of the Crown boasts the following features:

* Based upon the mega-hit Defender of the Crown franchise which has sold over
one million units worldwide.

* Play as Robin Hood - Take the roll of the legendary hero as gorgeous
cut-scenes featuring full voice-over and fully animated in-game character
dialogues tell the classic tale.

* Open-ended gameplay - Players can choose their own path through the story
and control the pacing of the entire experience.

* Five Medieval Action-Sequences - Sword fighting, archery, jousting, siege
warfare and army battles.

* Strategic planning is required - As the twisting plot unfolds, players will
have access to dozens of military units, strongholds and equipment in their
A+campaign to conquer 38 territories.

* Multiple endings - Over 8 different endings determined by game conditions
and player performance.

* Numerous characters from the legend of Robin Hood join the quest for
liberation - Interact with legendary characters including Maid Marian, Little
John, Friar Tuck, Will Scarlet and many more!

* Richly detailed 3D world and environments - Players will be immersed in
twelfth century England as they interact in richly detailed landscapes.

* Fully-orchestrated - Comprised of a fully-orchestrated musical score,
players will become enthralled with the immersive setting and the overall
epic scope of the game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation game console,
PlayStation2 computer entertainment system, Nintendo GameCube and Xbox game
consoles, Game Boy Advance and Game Boy Color Systems, personal computers,
and coin-operated games. Worldwide recognizable product lines include the
Resident Evil, Devil May Cry, Street Fighter, Mega Man, Breath of Fire, and
Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association. All other marks are the property of
their respective holders. All rights reserved. *CAPCOM Co., Ltd. 2003 All
rights reserved

Cinemaware, Inc., headquartered in Burlingame, California, is a developer of
interactive entertainment software. Originally founded in 1986, Cinemaware
has a long history of developing a wide range of critically acclaimed and
highly successful games for a variety of personal computers and video game
systems. These titles include Defender of the Crown , S.D.I., The King of
Chicago, Sinbad and the Throne of the Falcon, Rocket Ranger, The Three
Stooges, Lords of the Rising Sun, It Came from the Desert, Wings and the TV
Sports franchise of Football, Basketball, Baseball, Boxing and Hockey. For
additional information please visit www.cinemaware.com
<http://www.cinemaware.com/> .

Robin Hood: Defender of the Crown (C) 2003 Cinemaware, Inc. All Rights
Reserved. Cinemaware, the Cinemaware logo, "Heroes Live Forever" and Defender
of the Crown are registered trademarks of Cinemaware, Inc. S.D.I., The King
of Chicago, Sinbad and the Throne of the Falcon, Rocket Ranger, Lords of the
Rising Sun, It Came from the Desert, Antheads: It Came from the Desert II,
Wings and TV Sports are trademarks of Cinemaware, Inc.
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MORE CODES, MORE GAMES & AN AMAZING NEW FEATURE.
PELICAN CODEBREAKER 7.0 BREATHES NEW LIFE INTO CHEAT MARKET

Vernon, Calif., October 6th, 2003 Pelican, a prominent manufacturer of video
game accessories, has announced the release of CodeBreaker Version 7.0 for
PlayStation(R) 2, the most advanced iteration of their critically acclaimed
line of game enhancement devices. CodeBreaker 7.0 contains over 30,000 cheat
codes for more than 500 PlayStation 2 games as well as a completely new
category of codes called "super codes". CodeBreaker 7.0 also introduces a
revolutionary feature called "Day 1." CodeBreaker's Day 1 feature provides
users with the ability to download and store cheat codes from the Internet
the 1st day a new PS2 game is released.

Since entering the game enhancement device market in 1999, the CodeBreaker
brand has earned critical praise and consumer popularity. By utilizing
thousands of pre-loaded access codes, CodeBreaker provides gamers with
infinite lives, unlimited ammunition, secret characters, extra weapons and
extra vehicles. CodeBreaker is also quick and easy to navigate.

"Not only is CodeBreaker packed with more codes and features than any other
game enhancement device in the market, it is priced significantly below the
competition at only $19.99," noted Pelican's President, Chris Richards.
According to Richards, with the revolutionary Day 1 feature, there is no
reason to ever buy another PS2 cheat device.

Pelican further announced that "Day 1" will also be offered as a stand alone
product.

CodeBreaker 7.0 Highlights Include:

More Than 30,000 Codes
Supports More Than 500 PS2 Games
More Than 1000 Super Codes
More Than 120,000 Online Codes Available
New "Day 1" feature
Supports all PS2 Systems

CodeBreaker 7.0 is the latest addition to Pelican's family of cheat devices
and continues Pelican's efforts to produce new and innovative quality
products for the video game market. CodeBreaker 7.0 will be released October
6th, 2003.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including Sega* Dreamcast, PlayStation*, PlayStation*2,
Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy* Advance, Game
Boy(R) Advance SP and Xbox* from Microsoft. Product design, testing and
research take place in the USA with the majority of manufacturing occurring
in Asia. Pelican is headquartered in Vernon, California.

###
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TAKE COVER. TAKE AIM. TAKE OVER.
KILL.SWITCH GOES GOLD

Third-Person Tactical Military Shooter Moves One Step Closer To Store
Shelves

San Jose, Ca., (October 6, 2003) - Leading video games publisher Namco
Hometek Inc. announced today its highly anticipated, internally developed
tactical military shooter, kill.switch, has gone gold. Coming to the
PlayStation(R)2 computer entertainment system and the Xbox(R) videogame
system from Microsoft, kill.switch is scheduled to flip on the fun and reveal
its mysterious plot with a late October release.

"kill.switch promises to raise the bar in the third-person action military
genre," said Matt Sentell, Senior Producer at Namco Hometek Inc. "The unique
gameplay mechanics, clever storyline and real-world environments make
kill.switch a must-have title for fans of military shooters."

An intense and innovative military shooter, kill.switch allows for the
ultimate experience in combat game play by combining realistic cover tactics
with highly explosive firepower. The game's unique Offensive Cover System and
lethal Blindfire gunplay distinguish kill.switch in its genre by demanding
the use of realistic warfare cover tactics. Throughout game play, players
adapt to their surroundings and must manage their environment while quickly
adjusting on the fly through each action-packed mission. The countdown to
kill.switch is on! Join the recruits at http://www.killswitch.com for more
information.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited
in the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries. (C) NAMCO LTD.
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ESPN VIDEOGAMES ANNOUNCES THE FIRST REAL ONLINE LEAGUE EXPERIENCE

"Create and control history with online league play in realistic ESPN style."

SAN RAFAEL, CA - (October 7, 2003) - ESPN Videogames today announced details
of the ESPN Videogames Online Leagues for PlayStation(R) 2 gamers who eagerly
await the company's sports game lineup for the 2003-04 season. ESPN
Videogames Online Leagues invite ESPN NFL Football, ESPN NBA Basketball, and
ESPN College Hoops players to create and manage their own leagues with other
sports gamers across the country. The leagues are now accessible at
<http://www.espnvideogames.com> by clicking on the 'PS2 Online Gaming' link.
This feature can be accessed through any PC with an Internet connection.

"The ESPN Videogames Online Leagues is the most robust offering for sports
fans who are dedicated to the spirit of competition," states Greg Thomas,
president of ESPN Videogames. "Created in tandem with our sports titles, they
will surpass gamers' expectations with their deep play-by-play and
statistical reporting."

The ESPN Videogames Online Leagues will deliver the following:

* Fully Automated Stat Updates - After completing a scheduled game,
statistical data, including a won-lost record and game stats (rushing yards,
points per game, etc.), will be uploaded directly to the league page;

* Control the league - Players can create and manage the league right through
the PC. Up to 32 players can take control of their favorite franchise and
meet online to battle. The league manager can determine the length of the
schedule, the length of quarters, and can set all difficulty settings;

* Full Play-by-Play Recap - For each league game that is played, a recap of
every play in the game will be automatically uploaded to the league page.
This innovative new feature will show everyone in the league exactly how the
game went down;

* Players Provide the ESPN Game Summary - After each game, users will be able
to, in their own words, provide a game recap for their league's page. Funny
or serious, taunting or polite - it will all be there for the rest of the
league to see;

* 'Click and Go' Interface - Creating and managing a league is as easy as
'point and click' as the league interface walks league managers through the
process and takes care of all the calculations. Simply 'click and go;'

* Instant Messaging - Want to talk some smack? Or maybe just see if a friend
is interested in playing? Players online can use the league's IM system to
chat with a rival or best friend - whether across the street or across the
country. Players can meet others through the message board and send them a
personal IM to discuss the league further;

* League News - Each league page features a news section on which league
managers can post player achievements, transactions or any other noteworthy
items;

* Interactive Tour - Before players start or join a league, an online
interactive tutorial is available to walk them through the process.

ESPN Videogames titles are produced by Visual Concepts. For more information
on the games, visit <http://www.espnvideogames.com>

About Visual Concepts Entertainment
Visual Concepts Entertainment is the maker of the critically acclaimed 2K
series of sports games. The company is responsible for the full development
and marketing for all ESPN Videogames titles and is committed to delivering
the best, fully integrated sports gaming experience for all consumers. Visual
Concepts Entertainment is wholly owned by Japan-based SEGA Corporation.

About ESPN
ESPN, Inc., is the world's leading multinational, multimedia sports
entertainment company featuring a portfolio of over 40 multimedia sports
assets. The company is comprised of seven domestic television networks (ESPN,
ESPN2, ESPN Classic, ESPNEWS, ESPN Deportes (to be launched around the new
year), ESPN Now, ESPN Today), ESPN HD (a high-definition simulcast service of
ESPN), ESPN Regional Television, ESPN International (25 international
networks and syndication), ESPN Radio, ESPN.com, ESPN The Magazine,
SportsTicker, ESPN Enterprises, ESPN Zones (sports-themed restaurants), and
other growing new businesses including ESPN Broadband, ESPN Wireless, ESPN
Video-on-Demand, ESPN Interactive and ESPN PPV. Based in Bristol, Ct., ESPN
is 80 percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.

NBA, NFL, NCAA, and NHL are trademarks of their respective owners and used
with permission. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Xbox is a registered trademark
of Microsoft Corporation in the United States and/or other countries. (TM),
(R), Game Boy Advance and the Nintendo GameCube are trademarks of Nintendo.
ESPN is a registered trademark of ESPN, Inc. ESPN branded elements (C)
Disney. All other trademarks are the property of their respective owners.

About Sony Computer Entertainment America Recognized as the undisputed
industry leader, Sony Computer Entertainment America markets the
PlayStation(R) game console and develops, publishes, markets and distributes
software for the PlayStation game console and the PlayStation(R)2 computer
entertainment system for the North American market. Based in Foster City,
Calif., Sony Computer Entertainment America serves as headquarters for all
North American operations and is a wholly-owned subsidiary of Sony Computer
Entertainment Inc.

# # #
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THE KING OF FIGHTERS(R) 2000/2001 for PlayStation(R)2
To Include Bonus Collectible Card Set

WALL, NJ. - October 9, 2003 - SNK NEOGEO USA CONSUMER CORPORATION announced
today it will be offering free, collectible trading cards of THE KING OF
FIGHTERS 2000/2001 characters for consumers that purchase the PlayStation(R)2
computer entertainment system version of THE KING OF FIGHTERS 2000/2001. The
quantity is available only to intial shipments to retailers and distributors.
To get a free, assorted 5-card set of KOF 00/01 cards, consumers need only
send in their registration card and store receipt. THE KING OF FIGHTERS
2000/2001 series has 27 cards in all. THE KING OF FIGHTERS 2000/2001 2 game
pack will be available in November 2003 for a special suggested retail price
of $39.99.

"THE KING OF FIGHTERS thrives as one of the most popular fighting series of
all time, thanks to the loyalty of our fans," commented Ben Herman, SNK
NEOGEO USA CONSUMER CORPORATION president. "We wanted to give something extra
special to those fans with our first PlayStation(R)2 release."

Since 1994, THE KING OF FIGHTERS series has appeared on a variety of gaming
platforms, as well as in the arcade, where it has garnered a legion of fans.
Over 3 million copies of the series have sold to date. THE KING OF FIGHTERS
2000 and THE KING OF FIGHTERS 2001 are the sixth and seventh installments in
this wildly popular franchise.

Exclusive Modes and Upgrades for PlayStation(R)2
THE KING OF FIGHTERS 2000 and 2001 will boast numerous upgrades and additions
exclusively for the PlayStation(R)2, including "Memory Mode," which will give
players access to opening movie demos from previous KOF games. Additionally,
brand new Strikers, never before seen in the arcade or on any home system,
will join the KOF battle on the PlayStation(R)2.

THE KING OF FIGHTERS 2001 will feature original 3D stages and an additional
game mode, "Party Mode," where randomly generated computer opponents appear
one after another to compete against the player character in matches with
limited life energy and match times.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and hand held systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION
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Sony Computer Entertainment America Announces the Availability of Highly
Anticipated Jak II(TM) Exclusively for PlayStation(R)2

The Follow-up to Its 'Greatest Hits' Predecessor Gets a Head Start Just in
Time for the Holiday Season

FOSTER CITY, Calif., Oct. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Jak II(TM), a gripping,
imaginative action adventure game created exclusively for the PlayStation(R)2
computer entertainment system. Developed by Naughty Dog Inc., the company
responsible for the 2001 hit game Jak and Daxter: The Precursor Legacy(R) and
the highly acclaimed, multi-million unit selling Crash Bandicoot(TM) series
on PlayStation, the newest installment of the Jak and Daxter series, Jak II,
takes action-adventure gaming to a new level.

Featuring advanced technology and characters both familiar and new, Jak II is
a true plot-driven adventure game, where every mission has a direct effect on
the storyline. Featuring breathtaking graphics and intricate animations, Jak
II takes gamers on a journey through an enormous mystical world, darker than
they have ever experienced, as an immersive tale unfolds.

"In Jak II we set out to create an entirely new gameplay experience that was
more than just adding new features to those already present in Jak and
Daxter: The Precursor Legacy. Our goal was to introduce a seamlessly
integrated style of play that gave players a choice in how they wanted to
interact with the game," said Jason Rubin, co-founder, Naughty Dog, Inc. "We
are extremely proud of the outcome and believe Jak II truly brings modern
gameplay and universe ideas together with classic playability -- a magical
combination."

"We're kicking off the start of the holiday season with what is one of the
biggest titles of the year," added Ami Blaire, director, product marketing,
Sony Computer Entertainment America. "Changing the face of character action
gaming as we know it, Jak II delivers a deep, compelling storyline full of
twists and turns, more than 90 minutes of cinematic movies, perilous
exploration and challenging gameplay. Jak II is the perfect choice for any
gamer looking for a fun and immersive adventure."

Sony Computer Entertainment America introduced Naughty Dog's first smash hit
on PlayStation(R), Crash Bandicoot, to the world in 1996 and since then, the
series has sold more than 20 million units collectively, breaking many sales
records worldwide. The team's first venture on the PlayStation 2, Jak and
Daxter: The Precursor Legacy, was released during the holiday season in 2001
and was met with much praise and excitement from both industry onlookers and
consumers. Only nine months after its release, Jak and Daxter: The Precursor
Legacy became a bona fide hit and entered the PlayStation 2 "Greatest Hits"
program.

The legendary duo returns in Jak II, where Jak has grown into a mature, young
hero with a cynical attitude and hardened edge. Following the finale of Jak
and Daxter: The Precursor Legacy, Jak and Daxter investigate a strange energy
portal that propels them into the future where they find themselves in a
foreign area called Haven City. The world, under siege and ruled by the
tyrannical Baron Praxis, is surrounded by a dying wasteland on the brink of
destruction, with menacing armies of Metal Heads destroying the land.

Upon arriving in the city, Jak is immediately captured by the Baron's guards
and thrown into prison where he is experimented on with Dark Eco. These
terrible experiments change Jak forever, giving him new powers, the full
extent of which no one knows. But with Daxter assisting in Jak's prison
escape, the two begin their quest to find out where they are, what has
happened to their friends, and ultimately seek revenge on the Baron himself.
Along the way, Jak and Daxter will uncover a darker plot as they encounter
numerous diverse characters greatly impacting the adventure as it unfolds. In
the end, Jak and Daxter must face foes lurking within the shadowed walls, and
brace themselves as dark forces converge on the city for a final assault.

The independent Entertainment Software Rating Board (ESRB) has rated Jak II
"T" for Teen. For more information about the ESRB visit www.esrb.org.

About Naughty Dog Inc.

Naughty Dog Inc., a wholly owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Additional information can be
found on the company's web site at http://www.naughtydog.com/.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/.
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Sega Releases Virtual On Marz to U.S. Market; Exclusively on PS2
----------------------------------------------------------------

SAN FRANCISCO (October 14, 2003) -- SEGA of America, Inc. today announces the
release of "Virtual on Marz," exclusively for PlayStation2 computer
entertainment system. The latest version of the Virtual On series from Sega's
Hitmaker! studio offers a combination of mech combat and street brawling in a
lightning-fast weapon-intensive arena-based Battle Royal.

As a member of "Marz," a Special Investigation unit, players are thrust into
the pilotis seat of a giant mech known as a Virtuaroid (VR), an immensely
capable machine built specifically for combat. Blasting through a variety of
missions on various planets, players will set out to defeat enemy VRs, locate
new areas, attack enemy locations and convoys, defend allied bases, and fight
alongside other VRs in explosive 2-on-2 battles.

Players choose from Challenge Mode, Dramatic Mode, and 2-player Versus Mode.
For "Virtual On" experts, a new "Virtual twin stick" setting enables the
analog thumbsticks to be used just like the famous arcade unit "twin sticks."

Virtual on Marz" for PS2 is rated "T" for Teen, and is available at retailers
nationwide for $49.99. For screenshots and artwork, please visit:
ftp://segapr.segaamerica.com/SEGA_GAMES/Virtual_On_Marz/.

* Screens

* Logos/ Art

About Virtual On Marz

With strategy and skill, gamers will ultimately discover the true identity of
the mysterious enemy forces that have infiltrated Mars and wreaked havoc on
the solar system. With more than 35 VRs to choose from, players will
encounter exciting and varied missions include assisted combat, boss battles,
exploration, destruction of placement turrets, and more.

About SEGA

SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of Americais Web site is located at www.sega.com.

# # #
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GET YOUR GUNCON(R)2 FIRED UP! NAMCO HOMETEK INC. SHIPS TIME CRISIS(R)3

Franchise Addition Now Available Exclusively
For The PlayStation(R)2 Computer Entertainment System

San Jose, Ca., (October 22, 2003) - Leading video games publisher Namco
Hometek Inc. announced today its highly anticipated light gun shooter Time
Crisis(R)3 has begun shipping to retail outlets nationwide. The latest
installment in the company's popular light gun shooter franchise, Time
Crisis(R)3, is available exclusively for the PlayStation(R)2 computer
entertainment system and is compatible with the Guncon(R)2 controller, the
unique light gun peripheral that allows players to take aim at their TV
screen and shoot.

"We're committed to bringing the best game play experience to our Time
Crisis(R) fans, and we've improved the game in many areas, making Time
Crisis(R)3 the most exciting installment in the series," said Yasuhiro
Noguchi, Senior Director of Research and Development at Namco Hometek Inc.
"Time Crisis(R)3 takes first-person action shooting to the next level."

Time Crisis(R)3 delivers intense, fast-paced shooting action through the high
stakes adventures of the world-renowned VSSE's top agents. In this
installment of the franchise, players take to the Mediterranean coastal
nation of Lukano, where Zagorias Federation troops have invaded the land and
taken key members of the Lukano Liberation Force hostage. With local
residents and neighboring countries facing the worst from a potential missile
strike, the VSSE commits its most highly skilled operatives, Wesley Lambert
and Alan Dunaway, to neutralize threatening forces and return power to the
leaders and citizens of Lukano.

Featuring an all-new Weapon Select System, Time Crisis(R)3 enables players to
choose from four weapons on the fly to optimize their game play strategy. The
Guncon(R)2 serves as an essential piece of equipment in the player's arsenal.
In addition, Time Crisis(R)3 includes the original arcade game and console
exclusive features, including a more complex storyline, multiple game play
modes, sniper combat, and a new playable character.

Time Crisis(R)3 is rated T for Teen and is available at retail outlets
nationwide. The game comes conveniently packaged for consumers either as
software only or bundled with the Guncon(R)2.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com.

###

TIME CRISIS(R) 3 & (C) 1995 1997 2001 2002 2003 NAMCO LTD., ALL RIGHTS
RESERVED. GUNCON(R)2 & (C) 2000 Namco Ltd., ALL RIGHTS RESERVED.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM),
Ridge Racer(R), Time Crisis(R) and ACECOMBAT(R) are the trademarks or
registered trademarks of Namco Limited in the United States and/or other
countries. Dead to Rights(R) is the registered trademark of Namco Hometek
Inc. in the United States and/or other countries. (C) NAMCO LTD.
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Sony Computer Entertainment America Launches Multi-Million Dollar Marketing
Campaign for SOCOM II: U.S. Navy SEALs

Gamers Are Encouraged to 'Choose Your Teammates Wisely' in the Sequel to the
Number One Online Console Game

FOSTER CITY, Calif., Oct. 30 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the details of the extensive marketing campaign
for SOCOM II: U.S. Navy SEALs, the sequel to the number one online console
game, SOCOM: U.S. Navy SEALs. The tagline, "Choose Your Teammates Wisely"
will be highlighted in national television advertising, alongside a dedicated
national print, viral and online media campaign with a strategy guide,
promotional and retail support.

Following the original SOCOM: U.S. Navy SEALs which is in the hands of more
than 1.6 million gamers in North America, and now a "Greatest Hits" for
PlayStation 2, SOCOM II: U.S. Navy SEALs is available exclusively for the
PlayStation(R)2 computer entertainment system on November 4. Developed by
Zipper Interactive, Inc. and produced by Sony Computer Entertainment
America's Foster City Studio, SOCOM II: U.S. Navy SEALs is created in
association with Naval Special Warfare Command, enabling the most realistic
SEAL gameplay and mission designs of any military shooter.

"Backed by widespread marketing support, SOCOM II: U.S. Navy SEALs, delivers
a compelling new gameplay experience to gamers this holiday season," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"Through dedicated programs across broadcast, print, Web sites, major
retailers and the e-SEALs team, we are generating awareness and excitement
nationwide for the next evolution in this successful franchise."

National Broadcast/Cable Advertising Campaign

Targeting the 18 and older male audience, the national television campaign is
comprised of two distinct themes. The first television spot shows clan
members engaging in online gameplay, demonstrating the importance of the
tagline, "Choose Your Teammates Wisely."

The second television ad showcases a single-player scenario gamers may
encounter as SEALs are attempting to breakdown a terrorist stronghold. The
television campaign for SOCOM II: U.S. Navy SEALs kicks off on November 2.
The spots will run in various time slots on network, cable and syndicated
programming continuing through January 2004.

Executions will air on FOX, NBC, UPN, CBS, and WBN networks, reaching viewers
of "Cops," "Saturday Night Live," "Skin," "Late Night with Conan O'Brien,"
"Angel," "Drew Carey," "Last Call with Carson Daily," "Mad TV," "WWE
Smackdown" and more. Targeted Cable programming on "South Park," "Wild On,"
"Howard Stern," "TRL," "Big PlayStation Saturday," and "College Football"
will also be utilized with spots running on BET, Comedy Central, E!, ESPN,
ESPN2, FoxFX, MTV, MTV2, Speedvision, TBS, TNN, VH1, and USA Network.

National Print Advertising Campaign

To support SOCOM II: U.S. Navy SEALs, the print advertising campaign
showcases the varied SEAL areas of operations, including a jungle and a city
setting, emphasizing the urban warfare theme.

The campaign will reach millions of readers nationwide through placements in
a wide variety of national consumer, gaming, men's lifestyle, and
military-themed publications. The print campaign will begin in November and
continue through January 2004. Print ads will run in publications such as
Military Times, S.W.A.T. Magazine, Playboy, Maxim, FHM, Men's Health, Stuff,
Wired, Game Informer, Official PlayStation Magazine, Electronic Gaming
Monthly and many more.

Viral and Online Advertising

Viral advertising will consist of tournament-style promotions with Playboy.
Playboy's promotion will include several college tournaments in November and
December, followed by an online sweepstakes that provides consumers the
chance to participate in a boot camp with the Playboy X-treme team. Online
advertising will commence in October and continue through the end of
December. The ad highlights a "search and destroy" tactic and will be run on
Web sites such as atomfilms.com, ign.com, espn.com, and military.com.

National Retail Support and Viral Promotions

Major retailers will be providing customers who preorder SOCOM II: U.S. Navy
SEALs, a single-player demo disc that encompasses the game's first mission.
The retailers will be supporting this program with Point-of-Purchase displays
and advertising.

The viral promotion component will target the e-SEALs team, which is a
fanbase of more than 25,000 players that fanatically supports the SOCOM
franchise. Individual missions provide the opportunity to win SOCOM-themed
prizes as well as clan tournaments.

About SOCOM II: U.S. NAVY SEALs

Protect America from enemy forces in urban and rural warfare throughout the
world in SOCOM II: U.S. Navy SEALs, exclusively for the PlayStation(R)2
computer entertainment system. Featuring new gameplay, chat functionality,
mission types, weapons and more, players will again be able to play and
communicate online in a competitive environment using online broadband or LAN
play through all new combat environments and maps. In addition to demolition,
suppression and extraction (hostage rescue), new mission types such as escort
and breach are available in the online mode. Teamwork is crucial and players
can communicate real-time either in the game lobby or in online play using a
SOCOM headset or USB headset (for PlayStation 2) and view the "who's talking
display."

In single-player mode, SOCOM II places you in the role of an elite SEAL
commander whose team's orders are simple -- strike targets of importance
within 12 all new intense international missions ranging from Algeria and
Albania to Brazil and Russia. Utilizing the best weaponry, technology and
training available, players will battle through new terrain and urban
environments and can accept no outcome but victory.

The independent Entertainment Software Rating Board (ESRB) has rated SOCOM
II: U.S. Navy SEALs "M" for Mature. For more information about the ESRB visit
www.esrb.org.

The U.S. Navy provided technical assistance during the development of this
game, but does not officially endorse this product.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/.
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Exclusive MTX: MOTOTRAX(tm) PLAYABLE Game Demo
AVAILABLE on Tony Hawk's Underground

Santa Monica, CA - October 30, 2003 - Gamers will get an extra dose of
adrenaline pumping action when Activision, Inc. (Nasdaq: ATVI) releases a
one-level demo of its upcoming MTX: Mototrax(tm) game on Tony Hawk's
Underground for the PlayStation(R)2 computer entertainment system. MTX
Mototrax, which will be available in Spring 2004, delivers the fastest, most
complete racing game ever by offering a non-linear career mode that
challenges players to master motocross, supercross and freestyle using
authentic equipment and deep customization options that allow players to
create their ultimate MX experience. The MTX: Mototrax demo includes both a
single player and multiplayer race and gives gamers a chance to score
themselves an exclusive cheat code for Tony Hawk's Underground.

Developed by Left Field Productions, MTX: Mototrax allows players to battle
it out for first place against a pack of seven fearless pro riders in
supercross (indoor) and motocross (outdoor) races, and show off their
high-flying skills in Freestyle events. The game's career mode lets players
map out their own game progression using their skill and the money they earn.
Players can pay for upgraded gear and exclusive freeride levels plus earn
authentic sponsorships and bikes from manufacturers including Thor, Suzuki
and Yamaha. Gamers can choose to compete through 25 levels set in a variety
of locations from around the globe, or they can mastermind their own personal
riding experience with an extensive track builder option and the ability to
create the ultimate MX athlete. Gamers will be able to share their creations
with friends, as well as compete against other players online with
PlayStation 2 Online and Xbox(tm) Live. MTX: Mototrax will be available for
the PlayStation 2, the Xbox(R) video game system from Microsoft and the
Nintendo GameCube(tm) and is currently rated "RP" (Rating Pending) by the
ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

###
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P.O.D.'S New Album, 'Payable on Death,' Arrives in Stores with First-ever
Music CD/PlayStation(R)2 Videogame Package

Sony Computer Entertainment America and Atlantic Records Break New Ground
with CD/DVD Bundle, Providing Consumers with Greater Value

FOSTER CITY, Calif., Nov. 3 /PRNewswire/ --
  WHO:    Atlantic Records' multi-platinum recording group P.O.D. and Sony
          Computer Entertainment America (SCEA), the undisputed leader of
          the video game industry.

  WHAT:   The first one million copies of P.O.D.'s eagerly awaited new
          album, "PAYABLE ON DEATH," will include an exclusive bonus
          PlayStation(R)2 DVD from SCEA, making good on an October 1
          announcement with the group's label, Atlantic Records, to provide
          P.O.D. fans and gaming enthusiasts with an unprecedented added
          value.  The bonus DVD -- playable only on the PlayStation 2
          computer entertainment system -- will contain a custom videogame
          track from the critically acclaimed PlayStation 2 music game
          title, Amplitude, featuring a newly recorded, non-album P.O.D.
          track, "Space."  The two-disc package will carry a suggested list
          price of only $19.98.

          The release of the two-disc package demonstrates a groundbreaking,
          cross-media approach for the gaming and recording industries to
          deliver greater value to consumers.

          Developed by Harmonix Music Systems, Amplitude takes advantage of
          players' videogame/rhythm skills and allows them to recreate a
          song via the PlayStation 2 DUALSHOCK(R)2 analog controller
          -- players can build and remix the song's individual tracks, in
          effect to "jam" with the music, regardless of musical ability.

          The full version of Amplitude is currently available for
          PlayStation 2 nationwide and features more than 25 tracks from
          various artists across all music genres for players to interact
          with both in offline and online gameplay.  This game has been
          rated T for Teen by the ESRB.

  WHEN:   Tuesday, November 4, 2003

  WHERE:  Various retail stores nationwide

Source: Sony Computer Entertainment America Inc.
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GRIND! RUN! SWING! SOAR!
I-NINJA(TM) GOES GOLD

Action-Adventure Character Game Charges One Step Closer
To Store Shelves

San Jose, Ca., (November 3, 2003) - Leading video games developer and
publisher Namco Hometek Inc. announced today that its popular 3rd person
action adventure character-based game, I-Ninja, has been approved for
manufacturing for the PlayStation(R)2 computer entertainment system. The game
is scheduled to swing into action with a late November release. I-Ninja will
also ship for the Nintendo GameCube(TM) and the Xbox(R) videogame system from
Microsoft later this year.

"I-Ninja promises to make a splash on the character platform scene," said Jon
Kromrey, Senior Producer at Namco Hometek Inc. "Players can look forward to
wall running, rail grinds, eyeball rolling, barrel running, rocket steering
and more. Your game library will NOT be complete without I-Ninja."

I-Ninja delivers an adrenaline-charged action-adventure experience in
beautifully detailed environments; each uniquely designed to challenge the
rookie protagonist Ninja and his special abilities. With a small, earthlike
planet called "The World" as his stage, Ninja travels from beaches to
mountains and beyond earning new Ninja belts, recovering lost relics and
facing his ultimate nemesis. Along the way, he fights a cast of challenging
enemies and overcomes obstacles as he attempts to outwit guardians, masters,
mini bosses and evil army henchmen. Challenging the powers of gravity, Ninja
grinds rails, hovers long distances with a sword-copter, utilizes powerful
chains and grapple hooks, runs on walls and performs other smart-aleck ninja
moves to navigate through any situation.

For more information on I-Ninja, including downloads, games and exclusive
art, visit www.ininjagame.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.


###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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EyeToy(TM) is Set to Revolutionize the Market With One-Of-a-Kind Gameplay
Experience Only Available on PlayStation 2

Players Become the Star of the Game With EyeToy(TM): Play, First Title To
Utilize Unique EyeToy USB Camera's Motion-Tracking Technology

FOSTER CITY, Calif., Nov. 4 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the much-anticipated release of EyeToy(TM), a
revolutionary technology set to change the future of gaming by providing
players with a truly immersive and interactive experience. Developed
exclusively for the PlayStation(R)2 computer entertainment system, the EyeToy
USB camera features unique motion-tracking technology to enable gamers to
become physically part of the game. The EyeToy USB Camera comes with EyeToy:
Play, developed by Sony Computer Entertainment Europe, London Studio, the
first title to showcase the PlayStation 2 exclusive EyeToy technology.

EyeToy: Play has already surpassed mass-market penetration in Europe (1
Million Units sold in 4 months) and continues to be one of the hottest
selling products. The appeal of EyeToy: Play lies in its simplicity. Instead
of relying on a traditional controller, a player's physical movement controls
the game. Simply by plugging the EyeToy USB Camera into one of the two USB
ports on the front of the PlayStation 2, the image of the player is projected
on-screen. Players must then use their hands, head, knees and more to play
one of the 12 mini-games included on the EyeToy: Play game disc. Each
mini-game requires the player to use their body in unique ways, from quick
jabs to beat back ninjas in Kung Foo, rhythmical dancing in Beat Freak, and
even high-knees in Soccer Craze. With EyeToy's instantly accessible gameplay,
the opportunity exists to appeal to a broad range of consumers, regardless of
age or gaming experience.

"EyeToy: Play will change the face of traditional gaming as we know it
because of its universal appeal and innovative technology. It's easy and fun,
so anyone and everyone will be able to pick it up and play," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America. "Based on
its European success and the buzz already received in the US, we expect
EyeToy to be one of this holiday's must-have products."

In addition to the mini games, EyeToy: Play includes added features such as a
Play Room and Video Messaging. The Play Room enables players to apply a
variety of different visual effects to their image such as being surrounded
by bees, standing in a snow storm, swimming with fish, or "de-materializing."
Additionally, EyeToy: Play can be used for video messaging, further expanding
the capabilities of PlayStation 2. Using the EyeToy USB camera, up to 60
seconds of personal video messages can be recorded onto a Memory Card (8MB)
(PlayStation(R)2) (sold separately) and left for friends and family. Various
backgrounds are available, allowing each message to be specially made for any
occasion. A visual indicator will alert others of a saved message, so there
is no more need for "sticky" notes that can get lost.

"The migration of this generation of videogame consoles into the mass market
presents opportunities to sell products that will appeal to the casual gamer
by expanding the traditional notions of playing videogames into new and
diverse areas," said Schelley Olhava, analyst, IDC. "EyeToy falls within this
new category of devices that expand the gaming experience beyond the
controller."

To prepare for this holiday season, EyeToy is receiving full marketing
support in the following categories to extend consumer awareness for this
genre-breaking title.

National Broadcast/Cable Advertising Campaign

The television campaign for EyeToy kicked off on October 24, 2003 and will
run in various time slots on broadcast, cable and syndicated programming
continuing through the end of December. A total of two different executions
will air on primetime and late night including "Threat Matrix," and "Fear
Factor." Targeted Cable programming will also be utilized, with spots running
on MTV, E!, USA, FX, ESPN, and more. Targeted child and teen programming will
include spots on Nickelodeon, The Cartoon Network, Family Channel, and more.

National Print Advertising Campaign

To support the mainstream appeal of EyeToy, a massive print advertising
campaign running through March 2004, will reach more than 13 million readers
through a wide variety of national consumer publications including
Entertainment Weekly, Wired, Disney Adventures and many more. Targeted
publications also include leading gaming magazines such as Electronic Gaming
Monthly, The Official U.S. PlayStation Magazine, GameNow, Game Informer, PSM,
Game Pro, and PLAY. In addition an aggressive online advertising campaign
will reach over 9 million viewers through outlets such as Nick.com, YM.com
and many more.

The independent Entertainment Software Rating Board (ESRB) has rated EyeToy E
for Everyone. For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Announces Availability of Standalone USB
Headset for PlayStation(R)2

Voice Technology Enhances Online and Offline Gameplay

FOSTER CITY, Calif., Nov. 4 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the availability of the USB headset (for
PlayStation(R)2) that utilizes Voice Over Internet Protocol (VoIP) and voice
recognition technologies for use with online and offline games, exclusively
for the PlayStation(R)2 computer entertainment system. The strengthened
support of voice technology underscores the company's commitment to expanding
the capabilities of the PlayStation 2 while delivering on the promise of a
great online and offline entertainment experience for consumers. The USB
headset (for PlayStation(R)2) has a suggested retail price of $29.99.

Sony Computer Entertainment America was the first company to utilize VoIP
technology with last year's launch of the military strategy game SOCOM: U.S.
Navy SEALs. The impressive consumer response to the 1.6 million-unit seller
provided a compelling case study in how voice technology can enhance a title
and create a richer, more intense gaming experience. With the goal of
creating a diverse library of voice-enabled titles, Sony Computer
Entertainment America announced the launch of a stand-alone USB headset (for
PlayStation(R)2) earlier this year and encouraged first and third party
developers to incorporate the technology into PlayStation 2 titles.
Developers quickly embraced voice technology, recognizing the success of VoIP
with SOCOM: U.S. Navy SEALs and realizing the potential applications of
voice-recognition technology as demonstrated by first party titles such as
NFL GameDay 2004. As a result, first and third party developers are creating
nearly 30 voice-enabled online and offline titles for PlayStation 2 that will
be available this holiday season including SOCOM II: U.S. Navy SEALs, the
sequel to last year's online hit with increased chat functionality, making it
one of the most interactive and dynamic team-based games available to date.

"We've seen first-hand how voice technology can enhance gameplay, providing
consumers with a dynamic experience and a more intuitive way to interact with
the game, as well as other gamers when it comes to online play," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"With the launch of the stand-alone USB headset (for PlayStation(R)2), we've
opened the doors for our first and third party developers to incorporate
voice technology in new and creative ways with the goal of providing our
consumers with a completely immersive experience." The new USB headset (for
PlayStation(R)2) boasts innovative features including a sleek re-design that
is more comfortable and durable, a higher quality boom microphone for superb
voice recognition, volume controls and a mute button to provide an even more
compelling voice experience.

Sony Computer Entertainment America first party titles that utilize USB
headset (for PlayStation(R)2) technology include:

-- SOCOM II: U.S. Navy SEALs (available now)
-- NBA ShootOut 2004 (available now)
-- NFL GameDay(TM) 2004 (available now)
-- NCAA(R) GameBreaker(R) 2004 (available now)
-- NCAA(R) Final Four(R) 2004 (available on November 11)

In addition to first party content, top third party publishers have created
titles for PlayStation 2 that utilize voice technology via the USB headset
(for PlayStation(R)2) including:

-- FIFA Soccer 2004 from Electronic Arts (available now)
-- Madden NFL(TM) 2004 from Electronic Arts (available now)
-- NBA Live 2004 from Electronic Arts (available now)
-- NCAA(R) Football 2004 from Electronic Arts (available now)
-- NCAA(R) March Madness(TM) 2004 from Electronic Arts (available
November 2003)
-- SSX 3 from Electronic Arts (available now)
-- Trivial Pursuit(TM) Unhinged(TM) from Atari (available December 2003)
-- NASCAR Thunder(TM) 2004 from Electronic Arts (available now)
-- ESPN NFL Football from Visual Concepts (available now)
-- ESPN NBA Basketball from Visual Concepts (available now)
-- ESPN College Hoops from Visual Concepts (available November 2003)
-- ESPN NHL(R) Hockey from Visual Concepts (available now)
-- NHL(R) 2004 from Electronic Arts (available now)
-- Tony Hawk's Underground from Activision (available now)
-- Medal of Honor(TM) Rising Sun from Electronic Arts (available November
2003)
-- The Lord of the Rings(TM) The Return of the King from Electronic Arts
(available now)
-- Tom Clancy's Ghost Recon(TM) Jungle Storm(TM) from Ubisoft (available
December 2003)
-- The Sims(TM) Bustin' Out from Electronic Arts (available December
2003)
-- LifeLine from Konami (February)
-- Karaoke Revolution(TM) from Konami (available now)
-- SWAT(TM): Global Strike Team from Vivendi (available now)
-- Tiger Woods PGA Tour(R) 2004 from (available now)
-- Manhunt from Rockstar Games (available November 2003)

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Launches SOCOM II: U.S. Navy SEALs for
the PlayStation(R)2, Sequel to the Number One Online Console Game

Featuring New Multi-Player Missions, Weapons, and Enhanced Online
Capabilities, SOCOM II: U.S. Navy SEALs Will Be One of the Hottest Titles
This Holiday Season and Beyond

FOSTER CITY, Calif., Nov. 4 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of SOCOM II: U.S. Navy SEALs, the
sequel to last year's number one online console game and "Greatest Hit"
title, SOCOM: U.S. Navy SEALs. Developed exclusively for the PlayStation(R)2
computer entertainment system by Zipper Interactive, Inc., and produced by
Sony Computer Entertainment America's Foster City Studio, SOCOM II: U.S. Navy
SEALs improves and expands upon its predecessor, a game already in the hands
of more than two million people worldwide.

SOCOM II: U.S. Navy SEALs, created in association with Naval Special Warfare
Command, places gamers in the role of an elite SEAL commander trained to
protect America from hostile forces throughout the world, collaborating with
international allied forces in unified missions. Playable both in
single-player offline and up to 16 players online (broadband) via the Network
Adaptor (Ethernet/modem) (for PlayStation(R)2) or over a LAN (Local Area
Network) connection, SOCOM II: U.S. Navy SEALs features all new gameplay
within an urban warfare theme, incredibly detailed graphics, increased chat
and online functionality, unique mission types, additional weapons and more.
Robust communication (voice and text chat) improvements make SOCOM II: U.S.
Navy SEALs one of the most interactive and dynamic team-based games available
to date.

"In addition to launching a global franchise, SOCOM: U.S. Navy SEALs
demonstrates the demand and driving force behind online gaming," said Ami
Blaire, director, product marketing, Sony Computer Entertainment America.
"SOCOM II: U.S. Navy SEALs further expands the franchise with 22 playable
maps, the addition of new communication and chat features, as well as all new
weapons and armaments, reaffirming its role as the online game of choice."

In online mode via broadband or LAN gameplay, up to 16 players (eight per
team) can join the fight to take down hostile forces in 22 different online
missions (12 new SOCOM II online missions and 10 updated, enhanced SOCOM
online missions) with five different mission types including new "escort" and
"breach" missions. Using the USB headset (for PlayStation(R)2) or SOCOM
headset (each sold separately), enhanced online communication enables team
members to more easily communicate either in-game or in the game lobby while
viewing the new "who's talking" display, as well as use voice alteration and
sub-channels for offensive and defensive gameplay strategy. Players can also
utilize the friends list to find fellow gamers online or conversely take
advantage of an ignore list to deny communication with others. Players can
create customized games and match sets or join one according to their rank,
assuring compatible skill-level in online play. Featuring interactive
environments, the ability to call in air strikes and supporting artillery
fire capabilities, detailed player stat tracking and a spectator mode where
up to eight players can observe the action, the online gameplay in SOCOM II
is more robust and intense than ever.

In single-player mode, gamers must battle through a combination of 12 intense
international missions that take place in both urban and rural settings, in
various weather conditions and during different times of the day in
treacherous international locations such as Algeria, Albania, Brazil and
Russia. Some missions will require partnering with other international
Special Ops forces, including (Russian) Spetznaz and (British) SAS units.
Utilizing the best weaponry available, players will have at their disposal
all new items such as the AT-4, LAW (Light Armored Weapon), RPGs, machine gun
turrets, shotguns and other artillery to assure that victory is the only
outcome.

In September, Sony Computer Entertainment America announced that SOCOM: U.S.
Navy SEALs had become a PlayStation 2 "Greatest Hit" title, as it proved to
be a force in driving software sales and a demand factor that lead to the
largest online console gaming audience.

The independent Entertainment Software Rating Board (ESRB) has rated SOCOM
II: U.S. Navy SEALs "M" for "mature." For more information about the ESRB
visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game consoles,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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SOCOM II: U.S. Navy SEALs Breaks Online Console Penetration Records in First
Two Days of Release

With More Than 22,000 Simultaneous Players in its First 48 Hours, SOCOM II:
U.S. Navy SEALs Sets the Standard as the Number One Online Console Title

FOSTER CITY, Calif., Nov. 6 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that SOCOM II: U.S. Navy SEALs, the sequel to
the number one online console game and "Greatest Hit" title, SOCOM: U.S. Navy
SEALs, set a new standard for online console gaming in its first two days of
release, even before the title was in full retail distribution. Expanding on
the success of the original, which has sold more than two million units
worldwide, the highly anticipated sequel, released on November 4th, quickly
bumped its predecessor from the number one online console game spot. On
November 4th, the two titles in the SOCOM franchise ranked as the number one
and number two online console games in terms of simultaneous players, and the
user base is quickly growing.

Developed exclusively for the PlayStation(R)2 computer entertainment system
by Zipper Interactive, Inc., and produced by Sony Computer Entertainment
America's Foster City Studio, SOCOM II: U.S. Navy SEALs sets the standard for
online console gameplay. Revolutionizing the online gameplay experience with
extensive online community support, LAN support, customizable friends and
ignore lists, spectator mode and clan and ladder rankings, SOCOM II: U.S.
Navy SEALs is the most thoroughly designed online experience available to
date.

"With SOCOM II: U.S. Navy SEALs, we have created one of the most intense and
complete online experiences available on any console or personal computer,"
said Seth Luisi, senior producer, Sony Computer Entertainment America. "SOCOM
II raises the bar for online gaming, and we are thrilled about the amazing
consumer adoption in the first two days."

Supporting up to 16 players per game with player communication (voice and
text chat) including voice alteration, SOCOM II: U.S. Navy SEALs is one of
the most interactive and dynamic team-based games ever created. Players can
join clans and battle it out for the ultimate rank of 'Admiral', and see
exactly where their clan ranks in the SOCOM universe. With detailed player
statistics that track everything from a player's hit percentage to hostages
rescued, the title offers a detailed look at what it is like to be a real
Navy SEAL.

In addition to enhanced and updated versions of the original multi-player
missions, SOCOM II: U.S. Navy SEALs has twelve new online operations that
take place in Brazil, Russia, Albania and Algeria. Two new online mission
types of 'Breach' and 'Escort' add to the highly popular game modes of
Demolition, Extraction and Suppression.

In online mode via broadband or LAN gameplay, up to 16 players (eight per
team) can join the fight to take down hostile forces in 22 different online
missions with five different mission types. Using the USB headset (for
PlayStation(R)2), also released on November 4th, or the original SOCOM: U.S.
Navy SEALs USB headset (each sold separately), enhanced online communication
enables team members to more easily communicate either in-game or in the game
lobby while viewing the new "who's talking" display, as well as use voice
alteration and sub-channels for offensive and defensive gameplay strategy.
Players can also utilize the friends list to find fellow gamers online or
conversely take advantage of an ignore list to deny communication with
others. Players can create customized games and match sets or join one
according to their rank, assuring compatible skill-level in online play.
Featuring interactive environments, the ability to call in air strikes and
supporting artillery fire capabilities, detailed player stat tracking, a
spectator mode where up to eight players can observe the action, the online
gameplay in SOCOM II: U.S. Navy SEALs is more intense than ever.

Sony Computer Entertainment America recently announced at Gamers' Day 2003,
that SOCOM II: U.S. Navy SEALs will be among the first titles to utilize the
Internal Hard Disk Drive (40GB)(for PlayStation(R)2) with new content for
consumers to download.

The original SOCOM: U.S. Navy SEALs, which has sold more than two million
copies worldwide, has the largest online console gaming community in North
America. During peak times, the original SOCOM: U.S. Navy SEALs supports
11,000-14,500 simultaneous players and between 50,000 and 60,000 people are
playing every day at an average of three hours per session. Between 110,000 -
150,000 gameplay hours are logged everyday, and there are more than 66,000
active clans registered with SOCOM: U.S. Navy SEALs. In September, Sony
Computer Entertainment America announced that SOCOM: U.S. Navy SEALs had
become a PlayStation 2 "Greatest Hits" title, as it proved to be a force in
driving software sales and a demand factor that lead to the largest online
console gaming audience.

The independent Entertainment Software Rating Board (ESRB) has rated SOCOM
II: U.S. Navy SEALs "M" for "Mature." For more information about the ESRB
visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/.
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Sparks Fly as Sony Computer Entertainment America Explodes on the Scene with
Ratchet & Clank(TM): Going Commando for PlayStation(R)2

Ratchet and Clank Reunite for an All-New Intergalactic Adventure Featuring
More Weapons, Gadgets and a Unique Character Growth System

FOSTER CITY, Calif., Nov. 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Ratchet & Clank(TM): Going
Commando, a weapons-based, action-adventure game designed exclusively for the
PlayStation(R)2 computer entertainment system. Created by Insomniac Games,
the developer of last year's "Greatest Hits" title Ratchet & Clank(TM) and
the highly acclaimed and record-setting series Spyro the Dragon(TM) on the
PlayStation(R) game console, Ratchet & Clank: Going Commando incorporates
many of Insomniac's signature gameplay elements, including fun-filled action,
inventive character designs, an imaginative storyline, plus a variety of
explosive additions.

Incorporating challenging new elements of gameplay such as an experience-
based character growth system, upgradeable weapons and armor, a more dynamic
economic system, and truly unique gameplay modes like gladiatorial arenas,
space combat and spherical worlds, Ratchet and Clank: Going Commando takes
gamers on an entertaining adventure to save a brand new galaxy. Twenty of the
coolest new weapons ever imagined have unique upgrade capabilities that are
unlocked as players gain skill and experience, offering gamers the challenge
of learning to use the perfect weapon for the appropriate enemy. There are
also "maxigames" available throughout the adventure that can be replayed in
order to earn experience and money, giving players the chance to test their
skills in gladiatorial arenas, unique spherical worlds and fast-paced space
combat.

"Ratchet and Clank: Going Commando is by and far one of the most action-
intensive and extraordinarily thrilling games to hit the market this holiday
season," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "We are thrilled to be working with one of the most
talented and imaginative teams in the industry as Insomniac Games continues
to revolutionize the category with characters that are full of life and
exciting gameplay that's fun for the entire family."

Ratchet & Clank: Going Commando is set in a vibrant galaxy featuring 20
all-new innovative planets and filled with all-new character designs,
magnificent graphics and a compelling storyline. This invigorating sci-fi,
action-adventure also delivers beautiful diverse environments approximately
one and a half times larger than those in the first Ratchet & Clank.

New character designs, a compelling plot, and an extraordinary arsenal of
more of the coolest weapons and high-tech gadgets enable players to blow up
anything and everything standing in their way. The character growth system
allows players to build Ratchet's and his weapons' power as they progress
through the game. Furthermore, Ratchet begins the game in a new commando suit
and can accumulate up to four other levels of armor by the end of his
adventure.

"Our goal from the beginning of this project was to rejuvenate the platform
genre," said Ted Price, president of Insomniac Games. "With Ratchet & Clank:
Going Commando, we've taken significant steps away from traditional
platformer design. By adding elements that have previously only existed in
shooters and role-playing games, we're interested in not only creating a
bigger and better gameplay experience, but in doing our part to keep the
platformer genre alive, healthy and evolving."

Delving into role-playing game(RPG) territory, the new character growth
system allows players to earn more nanotech (hit points) by defeating
enemies. By gaining experience, Ratchet can increase his nanotech units from
four to 80 by the end of the game. Enemies, grow in strength (like Ratchet),
and by the end of the game can take up to 120 hit points of damage, forcing
players to strategically manage their powerful artillery.

With the enhanced weapons system, gamers can upgrade each of their weapons to
provide more variety, more power and added enjoyment. Featuring 20 brand- new
weapons with unlockable upgrades as gamers gain skill and experience, more
than 50 weapons and gadgets are available by the end of Ratchet and Clank's
journey. In addition, some of the weapons feature "weapon mods" that can be
used to outfit a weapon and create post attack damage. These mods can only be
fitted to certain weapons at special illegal modification shops that players
will find throughout the game.

Having defeated Chairman Drek in their last intergalactic adventure, Ratchet
and Clank find themselves returning to a more sedate lifestyle -- until they
are kidnapped and taken far away to the Bogon Galaxy. Upon their arrival,
they are propositioned by Abercrombie Fizzwidget, the quirky CEO of the
largest (and only) corporation in the Bogon Galaxy, to investigate the
whereabouts of one of Megacorp's most promising experimental products, which
has been stolen by a mysterious masked figure. Mr. Fizzwidget extends an
offer that Ratchet cannot refuse -- the promise of adventure that he's been
longing for, a fully paid health plan, access to new weapon technology, a
penthouse suite in Megapolis, and the chance to receive training to become a
certified commando. Meanwhile, since Clank is hesitant to reunite with
Ratchet on another set of adventures, Mr. Fizzwidget lures Clank to stay by
offering him a cushy accounting job at Megacorp.

Before long Ratchet and Clank find themselves entangled in action and mayhem.
Along the way, the duo encounters many dangerous foes, but with a plethora of
the coolest and most inventive weapons and gadgets ever Ratchet and Clank set
out to destroy anything and anyone who stand in their way of discovering the
secrets that lie behind "The Experiment."

The independent Entertainment Software Rating Board (ESRB) has rated Ratchet
and Clank: Going Commando "T" for Teen. For more information about the ESRB
visit www.esrb.org.

About Insomniac Games

Insomniac Games is an independent videogame developer creating cutting- edge
technology, graphics and gameplay for the PlayStation 2 computer
entertainment system. Since the release of its first game in 1996,
Insomniac's titles have shipped more than 12 million units worldwide.
Additional information can be found on the company's web site at
http://www.insomniacgames.com/

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/

Source: Sony Computer Entertainment America Inc.
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989 Sports(R) Announces the Release of NCAA(R) Final Four(R) 2004 for
PlayStation(R)2

The Franchise's Latest College Basketball Game Features Superior Graphics and
a New Online Mode

FOSTER CITY, Calif., Nov. 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that NCAA(R) Final Four(R) 2004 from the 989
Sports(R) development team is now available in stores, marking the newest
installment of the popular college basketball videogame franchise. A newly
designed graphics engine presents college hoopsters in intricate and lifelike
detail, while the deepest Online Mode in sports gaming allows gamers to
challenge college rivals from around the country via dial-up or broadband
connection. NCAA Final Four 2004 brings the most authentic college basketball
action to your living room, only on the PlayStation(R)2 computer
entertainment system.

Fronted by NABC National Player of the Year and All-American Kansas star Nick
Collison, NCAA Final Four 2004 is highlighted by brand new gameplay and
revived artificial intelligence. Gamers can perform spin moves, drop steps
and daze defenders with behind-the-back and crossover dribbling by using the
right analog stick, bringing tighter player control than ever before in
college hoops gaming. Players can have their own jam session with more than
30 new dunks, including tomahawk jams and reverse slams. Icons mark which
player is the best shooter, quickest runner or star player for each of the
303 IA college teams, from conferences like the Big East, the ACC and the
SEC. Furthering college basketball realism, upgraded artificial intelligence
automatically double teams star players and provides additional defensive
support when necessary.

"NCAA Final Four 2004 captures the unparalleled spirit and realism of college
basketball," said Ami Blaire, director, of product marketing, for Sony
Computer Entertainment America. "Combining a redesigned graphics engine with
all new and superior online technology, NCAA Final Four 2004 is the most
authentic and exciting college basketball game on PlayStation 2."

The popular Dynasty Mode returns in NCAA Final Four 2004, allowing gamers to
coach their favorite college team over several seasons, recruiting freshmen
and replacing graduating seniors, in an attempt to build a college basketball
powerhouse that claims the ultimate prize, a National Championship. Another
play option, Career Mode, is an opportunity to start out as an assistant
coach at a small school and work up the career ladder to head coach at a
major college program. Players can sharpen their three-point shot or
two-handed jams in Practice Mode, play a full season or skip to the Big
Dance(TM) in Tournament Mode. Various play options, along with new arenas,
mascots, coaches and fights songs, bring the energy and feel of college
basketball to your home like never before.

Furthermore, for the first time in franchise history, NCAA Final Four 2004 is
online. Players can gather at 989SportsOnline.com, a central lobby that
provides a plethora of online features for college basketball fans. Challenge
friends and rivals from across the country, represent your favorite college
hoops program, enter or set up user tournaments, check out message boards,
user mail, buddy lists, and large-scale stat tracking. A real-time sports
ticker scrolls the current scores so players never miss a beat.

The independent Entertainment Software Rating Board (ESRB) rates NCAA Final
Four 2003 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/

Source: Sony Computer Entertainment America Inc.
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It's Time to Get Things Started!

TDK Mediactive Ships Muppets* Party Cruise and Spy Muppets*: License to Croak

WESTLAKE VILLAGE, Calif. - November 12, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
two Muppet-filled games have shipped to retail shelves. Muppets(tm) Party
Cruise is available for the PlayStation*2 computer entertainment system and
Spy Muppets*: License to Croak is available for the Game Boy* Advance
handheld system. Additionally, Muppets(tm) Party Cruise for the Nintendo
GameCube(tm) video game system will release in late November.

"The Muppet characters are pop-culture icons that appeal to fans of all
ages," said Michael Devine, executive vice president of sales and marketing,
TDK Mediactive. "Embodying the Muppets' quirky humor and style that has made
them so famous, Muppets Party Cruise includes comical bonus shorts and voice
talent direct from Henson studios while Spy Muppets: License to Croak spoofs
the spy genre and includes characters such as Piggy Galore and Dr. Nose. Both
of these games truly capture the heart of the brand while bringing fun and
challenging gameplay to the consumer."

About Muppets* Party Cruise
No one parties harder than the Muppets, and in Muppet Party Cruise players
set sail with the Muppet crew for tons of hilarious, family-friendly fun. One
to four players can play as one of six Muppet characters, including Kermit
the Frog(tm), Miss Piggy(tm), Animal(tm), Fozzie Bear(tm), Pepe the King
Prawn(tm) and The Great Gonzo(tm) in 30 action-packed mini-games! Muppet
Party Cruise also features authentic Muppet voice talent and bonus movie
shorts created by The Jim Henson Company. Come aboard the wackiest party boat
around!

About Spy Muppets*: License to Croak
In Spy Muppets: License to Croak, your favorite frog is now the planet's most
famous secret agent. On his latest mission, Agent Kermit the Frog must stop
the secret plan of a mysterious Master Villain in 15 spy-themed levels! You
will out-run your enemies in your super spy car, getaway in a speed boat,
sneak through warehouses, and fight your way out of the Swedish Chef's giant
omelet pan!?! Enjoy spy spoof fun for all ages with appearances by over 10 of
your favorite Muppet characters.

About the Jim Henson Company
For over 48 years, Jim Henson's Muppets* have continued to bring joy to all
generations. Notorious for their unique style of entertainment, the Muppets
are international superstars. Last year, Kermit the Frog received a star on
the world-famous Hollywood Walk of Fame and the Muppets celebrated the 25th
anniversary of The Muppet Show*, the Emmy Award-winning television series
that aired in over 120 countries. The Muppets are pop culture icons with over
5,000 licensed products in the marketplace and promotional deals with
MasterCard, Macy's, McDonald's, NASCAR, General Mills and Virgin Atlantic
among others. In the past year alone, the characters have appeared on Good
Morning America, Today, Hannity & Colmes, Live with Regis and Kelly, Jimmy
Kimmel Live, Access Hollywood and The Queen's Golden Jubilee. The Jim Henson
Company recently produced It's A Very Merry Muppet Christmas Movie that aired
primetime on NBC and was seen by over 11 million viewers.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation*2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy* Advance and Game Boy* Color systems. The company also
publishes titles for personal computers via a co-publishing agreement with
Activision Value, a subsidiary of Activision, Inc. The company's games are
based on licensed and original content derived from major motion pictures,
video franchises, popular literature and popular culture. TDK Mediactive has
exclusive technology and content licenses with Sony Computer Entertainment
America Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks
SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic
Media, BKN International, DC Comics, Hallmark Entertainment Distribution LLC,
BDSP Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdk-mediactive.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. As previously announced, TDKM has engaged
Europlay Capital Advisors to identify potential strategic alternatives,
including the possible sale of the company. Readers should carefully review
the risk factors described in the documents the Company files from time to
time with the Securities and Exchange Commission.

# # #
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Sony Computer Entertainment America To Make One Lucky PlayStation(R)2
Consumer a Millionaire

Company Unveils Holiday Promotional Campaign for the PlayStation(R)2 Combo
Pack

FOSTER CITY, Calif., Nov. 17 /PRNewswire/ -- This holiday season, Sony
Computer Entertainment America Inc. is poised to give one lucky consumer the
ultimate gift -- one million dollars. The "PlayStation's Million Reasons to
Play PlayStation(R)2 Combo Pack $1 Million Giveaway," marks the first time
the company has offered a hardware promotion of this magnitude. For a chance
to win the million dollars, consumers can enter the serial number from their
new PlayStation 2 Combo Pack online at www.us.playstation.com by January 16.
A winner will be randomly chosen on January 26, and presented with a check
for a one-time payment of one-million dollars by the beginning of March,
2004. See official rules at www.us.playstation.com to enter without purchase.

The PlayStation 2 Combo Pack offers consumers everything they need for a
compelling gaming experience -- the console, online connectivity and gaming
content -- in one simple package. For $199 suggested retail price (SRP), the
PlayStation 2 Combo Pack offers a savings of $60 with each purchase, and
includes the PlayStation 2 computer entertainment system, Network Adaptor
(Ethernet/modem) (for PlayStation(R)2), and a copy of the online-enabled game
ATV Offroad Fury(TM) 2 (savings comparison based on MSRP of items sold
separately).

"'PlayStation's Million Reasons to Play' marks the largest hardware promotion
of its kind and is a great way for us to kick off our holiday season," said
Sharon Shapiro, director, promotions, Sony Computer Entertainment America.
"The PlayStation 2 Combo Pack gives gift-givers and receivers an incredible
entertainment package, and with the giveaway we are taking this value
proposition one step further."

The "PlayStation's Million Reasons to Play" is a national campaign supported
by radio advertising, Internet marketing as well as a heavy in-store retail
presence. National radio ads will run in 11 markets nationwide, from November
24 through December 23, 2003. In addition, the company will conduct a
large-scale POP campaign consisting of multiple in-store elements, such as
static clings, monitor shrouds on approximately 20,000 retail TV monitors
nationwide, tent cards, tearpads and promotional buttons for in-store sales
forces. For more information on "PlayStation's Million Reasons to Play
PlayStation 2 Combo Pack $1 Million Giveaway," visit www.us.playstation.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com

Source: Sony Computer Entertainment America Inc.
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Sony Computer Entertainment America Launches Multi-Million-Dollar Holiday
Marketing Blitz For PlayStation(R)2

New Integrated Campaign Developed to Communicate Brand Strength and Product
Value; Spans Across All Major Media Vehicles

FOSTER CITY, Calif., Nov. 17 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced a multi-million-dollar integrated brand campaign
designed to further expand the renowned PlayStation(R)2 gaming experience
among mass-market consumers, specifically targeting new users, gift-givers
and kids. This campaign comes at a time when the industry-leading platform is
poised for another record-breaking holiday season fueled in part by the
company's ability to offer an unparalleled experience, an incredible library
of games and the best overall value in home entertainment. Exceeding previous
efforts, the five-tiered multimedia campaign, including television, cinema,
print, outdoor and online advertisements, breaks in mid-November and will run
through the end of the year.

The holiday push is an extension of the existing PlayStation 2 brand promise,
a world of entertainment in which dreams and aspirations can be realized, as
defined under the "Live in Your World. Play in Ours.(TM)" umbrella. This
year's campaign stays true to the existing vision while evolving the theme to
define the PlayStation 2 gaming experience as the "The Only Place to Play."
In addition to the brand thematic, the new campaign is also designed to
communicate the highly attractive PlayStation 2 consumer value proposition.

"As the industry leader, it is our responsibility to broaden the reach of
gaming deep into the mass market," said Andrew House, executive vice
president, Sony Computer Entertainment America. "Our brand campaign
demonstrates to new audiences that PlayStation is 'The Only Place to Play'
through our commitment to value, choice and a fun, exciting entertainment
experience.

"The holidays, as the biggest shopping season, offer a unique opportunity to
reinforce that PlayStation 2 products are not only the most desirable gifts
but also affordable options," added House. "As an example, the 'Greatest
Hits' software line, the most popular and established titles developed for
the platform, are impulse buys retailing for less than $20."

The campaign kicks off on television through three separate spots running
across network, syndication, cable, and kids programming. The first two ads,
"Future" and "Jingle Bell Rocks," began airing in early November and feature
footage from a wide variety of key PlayStation 2 titles. The brand spot, the
third in the series entitled "Playground," will air in both 30-second and 60-
second executions and demonstrates exciting and fun events happening to
otherwise normal people. At the end of the spot it is revealed that
PlayStation 2 is the direct cause of these immersive, unusual occurrences,
which empower and entertain both the participants and a growing crowd of
observers.

Beginning in December during the busiest movie-going period, the company will
kick off the cinema campaign in more than 1,800 theaters and on 8,000
screens. Two 30-second trailers will be seen by millions of moviegoers
through the company's national buy with Screenvision. Both will utilize the
massive in-theater venue to accentuate the splendor of the PlayStation 2
gaming experience, visually, sensually and emotionally.

The television and cinema portions of the campaign will close with the value
message featuring the PlayStation 2 Combo Pack, a package that includes the
PlayStation 2 computer entertainment system, Network Adaptor (Ethernet/modem)
(for PlayStation(R)2), and a copy of the online-enabled game, ATV Offroad
Fury(TM) 2, all for $199 suggested retail price.

The print and outdoor components will feature two product messages, carrying
through the value theme, and one of five different taglines that talk
directly to the PlayStation 2 gaming experience as part of consumers' varying
lifestyles. The taglines include: "Technically, this is 'doing something
around the house,'" "No matter how fast they grow, it'll still fit, " "Want
to conquer the world? Here's your chance," "The Only Place to Play," and
"Tell your parents you want to study the classics."

Consumers will find the print advertisements in news and entertainment
magazines, including Entertainment Weekly, People Magazine, Time Magazine, TV
Guide, US Weekly, etc., and newspapers in the top 10 markets throughout the
country. The outdoor execution will include billboards, bus shelters, bus
kings, and wild postings in target markets, including Los Angeles, New York,
Baltimore, Detroit, Philadelphia, Chicago, Washington D.C., Cleveland, St.
Louis, Miami/Ft. Lauderdale, Houston, and Dallas/Ft. Worth.

The online advertising will run across broad-reaching sites such as
entertainment, gift-giving and kids destinations. A sample of the online
media buy features domains like AOL, Yahoo!, Disney, iVillage, etc.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com

Source: Sony Computer Entertainment America Inc.
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NOW EVERYONE CAN PLAY FOR THE TITLE OF AMERICAN IDOL AS CODEMASTERS SHIPS
OFFICIAL AMERICAN IDOL VIDEO GAME

Game featuring Judges Simon Cowell, Randy Jackson and Paula Abdul Now
Available on PlayStation"2 computer entertainment system

New York, NY - November 18, 2003 - Codemasters, a global interactive
entertainment software publisher, announced today that the officially
licensed American Idol video game, based on the reality television
phenomenon, has shipped for the PlayStation(R)2 computer entertainment
system. The American Idol video game lets players create, train and compete
as "American Idol" contestants. Like the television show, players will be
critiqued by "American Idol" judges Simon Cowell, Paula Abdul and Randy
Jackson. American Idol for PlayStation(R)2 has a MSRP of $39.99.

"Now everyone in the family has a chance to become an "American Idol" right
in their own living room," said Steven Lux, Senior Vice President of U.S.
Marketing for Codemasters. "The American Idol video game captures all of the
excitement and drama of the show, from auditions to the finals. Players can
perform their favorite songs and even get judged by the celebrity trio,
Simon, Paula and Randy."

American Idol for the PlayStation(R)2 is a music-based rhythm/action game,
providing players the chance to experience the energy and excitement felt by
real-life Idol contestants through interactive gameplay. As a contestant in
the American Idol video game, players will have the option to create, style
and train their "virtual self" in the hopes of eventually being crowned as
the new "American Idol." New fashions and styles will also become available
as players progress, to help create an even more customized Idol personality.

With 40 "top ten" music tracks to master, players can perform favorites
including "A Moment Like This," "Oops, I Did It Again," "Genie In a Bottle,"
and "Bye, Bye, Bye." Up to 4 friends can play American Idol and secretly vote
on each other's performances in the special Party and Karaoke Modes. To
really mix things up, players can try out their moves by using a Dance Pad to
control the gameplay.

American Idol is supported by a multimillion dollar marketing campaign
featuring national TV, print, radio and on-line promotion and will also be
available for the PC and Game Boy(R) Advance later this month. For additional
game information, check out the game's dedicated web site at:
http://www.codemasters.com/americanidol.

# # #

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

ABOUT FREMANTLEMEDIA
FremantleMedia, formerly known as Pearson Television, is one of the largest
international producers of entertainment programs in the world, producing
more than 260 programs in over 40 territories a year. The company's
international distribution division distributes over 19,000 hours of programs
to 150 countries worldwide. FremantleMedia is the content business production
arm of the RTL Group, Europe's largest television and radio broadcast
company, with interests in 23 television channels and 22 radio stations in
nine European countries. RTL Group is part of Bertelsmann AG, an integrated
media and entertainment company that commands leading positions in the
world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com.
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NAMCO HOMETEK INC. SHIPS I-NINJA(TM)
TO RETAIL OUTLETS NATIONWIDE

Action-Adventure Character Game Now Available For the
PlayStation(R)2 Computer Entertainment System

San Jose, Ca., (November 19, 2003) - Leading video games developer and
publisher Namco Hometek Inc. announced today its character-based action
adventure game, I-Ninja, has begun shipping to retail outlets nationwide. The
game, available for the PlayStation(R)2 computer entertainment system, is
rated T for Teen and carries an MSRP of $49.99. I-Ninja will also ship for
the Nintendo GameCube(TM) and the Xbox(R) videogame system from Microsoft in
early December.

"He may be small in stature, but not in attitude," said Jon Kromrey, Senior
Producer at Namco Hometek Inc. "Ninja is the ultimate warrior--defying
gravity at every turn, slicing and dicing enemies and sharpening his ninja
skills--all in the pursuit of kicking bad guy butt."

I-Ninja offers an adrenaline-charged action adventure experience in
beautifully rendered environments; each specifically designed to challenge
the rookie protagonist, Ninja, and his unique abilities. With a small,
earthlike planet called "The World" as his backdrop, Ninja travels from
beaches to mountains and beyond, earning new Ninja belts, recovering lost
relics and facing his ultimate nemesis.

Throughout the course of his travels, Ninja fights a host of fearsome enemies
and overcomes a variety of obstacles as he attempts to outwit guardians,
masters, mini bosses and evil army henchmen. Challenging the powers of
gravity, Ninja grinds rails, hovers long distances with a sword-copter,
utilizes powerful chains and grapple hooks, runs on walls and performs other
slick ninja moves to traverse and succeed in any situation.

With a combination of high-end CGI graphics and meticulous hand-painted
environments, renowned animated filmmakers Don Bluth and Gary Goldman of Don
Bluth Films, Inc., created and directed six cinematic movies for I-Ninja,
including the opening and closing. Famous for bringing memorable characters
to life in the animated film world, the duo's work includes "The Secret of
N.I.M.H.;" "An American Tail," a collaboration with Steven Spielberg;
Universal Pictures' "A Land Before Time;" "All Dogs Go to Heaven", the hit
animated musical "Anastasia" and much more.

For more information on I-Ninja, including downloads, exclusive art and
games, visit www.ininjagame.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for the next generation game consoles. Namco has created some of the
industry's greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and Ace
Combat(R). For more information about Namco and its products log onto
www.namco.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
Nintendo(TM), (R) and Nintendo GameCube are trademarks of Nintendo.
Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek
Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.

Dead to Rights(R) is the trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.
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THE KING OF FIGHTERS(R) 2000/2001 for the PlayStation(R)2 is Golden

SNK NEOGEO USA CONSUMER CORPORATION To Ship THE KING OF FIGHTERS 2000/2001
for the PlayStation(R)2 December 9th.

WALL, NJ. - November 24, 2003 - SNK NEOGEO USA CONSUMER CORPORATION, the
recently launched US publishing arm of the SNK NEOGEO CORPORATION, announced
today that THE KING OF FIGHTERS(R) 2000 and THE KING OF FIGHTERS 2001 has
gone gold and will ship to retail stores throughout North America in a
special combination pack exclusively for the PlayStation(R)2 computer
entertainment system on December 9, 2003. THE KING OF FIGHTERS combo pack is
available for a special suggested retail price of $39.99.

"The enthusiasm that has greeted our first release for the PlayStation(R)2
has been fantastic," said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
president. "Both longtime fans of THE KING OF FIGHTERS series and the gaming
press have been tremendously supportive."

"THE KING OF FIGHTERS 2000 is still one of the best experiences the series
has to offer and remains near the top of our list for all-time fighting game
greatsE.This is truly the ultimate collection for 2D fighting fans," said
PSM: 100% Independent PlayStation 2 Magazine.

As an added bonus, consumers that purchase the PlayStation(R)2 computer
entertainment system version of THE KING OF FIGHTERS 2000/2001 will receive
free, collectible trading cards of THE KING OF FIGHTERS 2000/2001 characters.
The quantity is available only to initial shipments to retailers and
distributors. To get a free, assorted 5-card set of THE KING OF FIGHTERS
2000/2001 cards, consumers need only send in their registration card and
store receipt. THE KING OF FIGHTERS 2000/2001 series has 27 cards in all.

Since 1994, THE KING OF FIGHTERS series has appeared on a variety of gaming
platforms, as well as in the arcade, where it has garnered a legion of fans.
Over 3 million copies of the series have sold to date. THE KING OF FIGHTERS
2000 and THE KING OF FIGHTERS 2001 are the six and seventh installments in
this wildly popular franchise.

Exclusive Modes and Upgrades for PlayStation(R)2 THE KING OF FIGHTERS 2000
and 2001 will boast numerous upgrades and additions exclusively for the
PlayStation(R)2; including "Memory Mode," which will give players access to
opening movie demos from previous KOF games. Additionally, brand new
Strikers, never before seen in the arcade or on any home system, will join
the KOF battle on the PlayStation(R)2.

THE KING OF FIGHTERS 2001 will feature original 3D stages and an additional
game mode, "Party Mode," where randomly generated computer opponents appear
one after another to compete against the player character in matches with
limited life energy and match times.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNKNEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION
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NEC Interchannel Ships Culdcept for PlayStation(R)2

Strategic Collectable Card Videogame Named A "Top PlayStation(R)2 Holiday"
Buy
by GameSpy

SANTA CLARA, CA - (November 25, 2003)-NEC Interchannel, Ltd., a subsidiary of
NEC Corporation, today announced that it has shipped the first US version of
the highly addictive strategy game, Culdcept, for the PlayStation(R)2
computer entertainment system. Culdcept combines the best elements of a
fantasy card battling game with a tabletop tactical board game, to create a
unique gaming experience that has already captivated a legion of followers in
Japan.

Strong Praise from the Press
Culdcept has already received a ton of praise by the lucky few that have had
a chance to play early versions of the title. GameSpy just recently named
Culdcept as a top holiday buy for the PlayStation 2. "If you're a strategy
gamer, a collectible card game fan, a board game player, or just like a good
game on par with a well-constructed RPG, Culdcept will almost assuredly prove
to your liking," commented Christian Nutt of GameSpy in his extensive
preview.

About Culdcept
In Culdcept, each player has a customizable deck of 50 cards that come from a
total in-game deck of 480. Up to four players (human or computer-driven)
maneuver around the map, taking control of unclaimed land in an effort to
build their power. Players defend their land by placing creatures from their
card hand on the individual terrains. Battles ensue when opposing players
land on occupied space and dont wish to pay the "toll."

The game is loaded with options that will extend its playability well over
100 hours including:

* 42 unique map layouts to choose from, including maps used in the All Japan
Cepters Cup, and one designed by the Japanese national champion player.
* Tutorial modes and an electronic hint guide allows anyone to jump right in
and play.
* Special medals to be collected during the game unlock additional hidden
cards and maps.
* A scarily addictive quality that will make players forgo other games,
friends, sleep, and perhaps, personal hygiene, to play "just one more
round."

Culdcept features art from a cadre of well-known Japanese fantasy artists
such as Kastsuya Terada (Blood: The Last Vampire), and music from Yuzo
Koshiro (Streets of Rage) and Kenji Ito (Romancing SaGa).

History and Hype
The Culdcept series was launched in Japan in 1999 and has appeared overseas
on earlier gaming platforms such as the Sega Saturn, Sega Dreamcast, and the
PlayStation(R) game console. The game quickly built up a huge following,
ultimately leading to the launch of the Culdcept National Championship. This
event has seen thousands of the countrys best Culdcept players compete for
cash and prizes, including the chance to have their winning tips featured on
the annual "Culdcept National Tournament" DVD, released every year since the
inception of the tournament.

About NEC Interchannel, Ltd.
NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NECs
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###

Culdcept is a trademark of Omiya Soft, Co. Ltd. (C) 2003

All other trademarks or registered trademarks are property of their
respective owners.

Copyright (C) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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THE KING OF FIGHTERS 2000/2001 for the PlayStation(R)2 is Now Available!

SNK NEOGEO USA CONSUMER CORPORATION Ships THE KING OF FIGHTERS 2000/2001 for
the PlayStation(R)2

WALL, NJ. - December 9, 2003 - SNK NEOGEO USA CONSUMER CORPORATION, the
recently launched US publishing arm of the SNK NEOGEO CORPORATION, announced
today that THE KING OF FIGHTERS 2000 and THE KING OF FIGHTERS 2001 has
shipped to retail stores throughout North America in a special combination
pack exclusively for the PlayStation(R)2 computer entertainment system. THE
KING OF FIGHTERS combo pack is available for a special suggested retail price
of $39.99.

"We've been overwhelmed by the enthusiastic reception for this pair of
games," said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION president. "Fans
should stay alert for more great games in the coming months."

"THE KING OF FIGHTERS 2000 is still one of the best experiences the series
has to offer and remains near the top of our list for all-time fighting game
greats. This is truly the ultimate collection for 2D fighting fans," said
PSM: 100% Independent PlayStation 2 Magazine. The Official U.S. PlayStation
Magazine said, "Give it a go, and maybe you'll find yourself joining the
cult." GameNOW commented, "If the world we live in no longer has room for
games like these, I want not another moment in it."

As an added bonus, consumers that purchase the PlayStation(R)2 version of THE
KING OF FIGHTERS 2000/2001 will receive free, collectible trading cards of
THE KING OF FIGHTERS 2000/2001 characters. The quantity is available only to
initial shipments to retailers and distributors. To get a free, assorted
5-card set of THE KING OF FIGHTERS 2000/2001 cards, consumers need only send
in their registration card and store receipt. THE KING OF FIGHTERS 2000/2001
series has 27 cards in all.

Since 1994, THE KING OF FIGHTERS series has appeared on a variety of gaming
platforms, as well as in the arcade, where it has garnered a legion of fans.
Over 3 million copies of the series have sold to date. THE KING OF FIGHTERS
2000 and THE KING OF FIGHTERS 2001 are the six and seventh installments in
this wildly popular franchise.

Exclusive Modes and Upgrades for PlayStation(R)2

THE KING OF FIGHTERS 2000 and 2001 will boast numerous upgrades and additions
exclusively for the PlayStation(R)2; including "Memory Mode," which will give
players access to opening movie demos from previous KOF games. Additionally,
brand new Strikers, never before seen in the arcade or on any home system,
will join the KOF battle on the PlayStation(R)2.

THE KING OF FIGHTERS 2001 will feature original 3D stages and an additional
game mode, "Party Mode," where randomly generated computer opponents appear
one after another to compete against the player character in matches with
limited life energy and match times.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNKNEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #
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They Like It! They Like It!

NEC Interchannel Ships Culdcept for PlayStation(R)2Culdcept Named in
Year'sOne of the Top PlayStation(R)2 Games of 2003 by Leading Gaming Website,
GameSpy

"Hidden Treasure" Strategic Collectable Card Videogame Named A "Top
PlayStation(R)2 Holiday" Buy by GameSpy GameSpy Honors Culdcept in List of
PlayStation 2 Games of the YearCult Strategy Game Elbows Out Bigger
Competitors to Make Exclusive List

SANTA CLARA, CA (December 17, 2003)NEC Interchannel, Ltd., a subsidiary of
NEC Corporation, today announced that it has shipped the first US version of
the highly addictive strategy game, Culdcept , for the PlayStation(R)2
computer entertainment systemhas beenis one of only ten games to be named in
the GameSpy (www.gamespy.com) list of best named in GameSpy's list of
PlayStation(R)2 Games of the Year. Culdcept combines the best elements of a
fantasy card battling game with a tabletop tactical board game, to create a
unique gaming experience that has already captivated a legion of followers in
Japan.

"We're thrilled to get this kind of recognition from GameSpy," said Norman
Evangelista, vice president of NEC Interchannel Ltd. "We always felt that
Culdcept was a hidden treasure of a game, which is why we made such an effort
to bring it to the US. and it'sIt's fantastic that aso many top gaming sites
and publications hasve recognized what a fun and addictive game it is."

"Truthfully, it's easy to explain what Culdcept is like, but it's much more
problematic to try and articulate why that's so great," said the GameSpy
editors of the game. "[I]t's no small task to take two complex ideas and mesh
theym perfectly, and that's just what Culdcept does. Culdcept may not be the
kind of game that captures a lot of attention, but given its easily
understandable mechanics and depth-along with its sheer fun-it should."

Strong Praise from the Press
Culdcept has already received a ton of praise by the lucky few that have had
a chance to play early versions of the title. GameSpy just recently named
Culdcept as a top holiday buy for the PlayStation 2. "If you're a strategy
gamer, a collectible card game fan, a board game player, or just like a good
game on par with a well-constructed RPG, Culdcept will almost assuredly prove
to your liking," commented Christian Nutt of GameSpy in his extensive
preview.

Strong Praise from the Press
Other press have been lavishing praise on the game as well. Game Informer
wrote, "Culdcept is one of the best turn-based titles to ever come to
consoles." GMR concurred, "The best board game and card game of this
generation, Culdcept features simple, deep, addictive gameplay that's topped
off with great four-player multiplayer support. Snap it up before it's
gone." Deeko.com said, "[S]imply a must have for anyone who loves games," and
The Next Level warned, "Culdcept is like heroin to strategy addicts."

About Culdcept
In Culdcept, each player has a customizable deck of 50 cards that come from a
total in-game deck of 480. Up to four players (human or computer-driven)
maneuver around the map, taking control of unclaimed land in an effort to
build their power. Players defend their land by placing creatures from their
card hand on the individual terrains. Battles ensue when opposing players
land on occupied space and don't wish to pay the "toll."

The game is loaded with options that will extend its playability well over
100 hours including:

* 42 unique map layouts to choose from, including maps used in the All Japan
Cepters Cup, and one designed by the Japanese national champion player.
* Tutorial modes and an electronic hint guide allows anyone to jump right in
and play.
* Special medals to be collected during the game unlock additional hidden
cards and maps.
* A scarily addictive quality that will make players forgo other games,
friends, sleep, and perhaps, personal hygiene, to play "just one more round."

Culdcept features art from a cadre of well-known Japanese fantasy artists
such as Kastsuya Terada (Blood: The Last Vampire), and music from Yuzo
Koshiro (Streets of Rage) and Kenji Ito (Romancing SaGa).

History and Hype
The Culdcept series was launched in Japan in 1999 and has appeared overseas
on earlier gaming platforms such as the Sega Saturn, Sega Dreamcast, and the
PlayStation(R) game console. The game quickly built up a huge following,
ultimately leading to the launch of the Culdcept National Championship. This
event has seen thousands of the country's best Culdcept players compete for
cash and prizes, including the chance to have their winning tips featured on
the annual "Secrets of the Culdcept MastersCuldcept National Tournament" DVD,
released every year since the inception of the tournament.

About NEC Interchannel, Ltd.
NEC Interchannel, Ltd., an interactive entertainment company headquartered in
Tokyo, Japan develops and publishes for video game systems, personal
computers and other digital devices. Established as an NEC group company to
specialize in planning, development and sales of digital content, in only a
short time, NEC Interchannel, Ltd. has built a solid reputation for producing
a wide variety of digital content in the areas of culture,
education/edutainment, amusement and music. More information about NEC's
products and full text of press releases can be found on the Internet at
http://www.necgames.com.

###


Culdcept is a trademark of Omiya Soft, Co. Ltd. (C) 2003

Culdcept, Culdcept logo and related artwork (C) 2003 Omiya Soft All other
trademarks or registered trademarks are property of their respective owners.

Copyright (C) 2003, NEC Interchannel, Ltd, All rights reserved

All other trademarks belong to their respective owners.
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CAPCOM's onimusha* 2: Samurai's Destiny and Devil May cry 2*
MOVE TO playstation*2 greatest hits series

SUNNYVALE, Calif. * December 29, 2003 - Capcom*, a leading worldwide
developer and publisher of video games, today announced its blockbuster
titles, Onimusha*2: Samurai's Destiny and Devil May Cry 2 are awarded
inclusion into Sony Computer Entertainment America's Greatest Hits program
for the PlayStation*2 computer entertainment system. The sequel on the award
winning, multi-million selling blockbuster Onimusha: Warlords, Onimusha 2:
Samurai's Destiny takes the series to an entirely new level. In a
revolutionary use of talent, the game "brings-to-life" the late, famous
Japanese actor, Yusaku Matsuda (known for his numerous works including the
1989 film Black Rain) as the main character and hero, Jubei Yagyu. Major
achievements include more expansive environments to explore, enhanced
swordplay and over twice the volume of animated movies than its predecessor.
The sequel to Devil May Cry, which has sold nearly three million units
worldwide, Devil May Cry 2 sees the return of Dante, a half-human,
half-demon, devil hunter and introduces Lucia, a stunning female heroine with
the ability to decimate enemies using scalpel-like precision. Onimusha 2:
Samurai's Destiny is now available and Devil May Cry 2 is scheduled to be
released in January. Both games are rated "M" for mature audiences by the
ESRB (Entertainment Software Rating Board) and will sell at the suggested
retail price of $19.95.

Onimusha 2 is an epic story that blends magical realism with accurate
historical accounts of 16th century Feudal Japan. It offers the most in-depth
adventure in Capcom's samurai action series. Onimusha 2: Samurai's Destiny
begins 10 years following the events in Onimusha: Warlords, after Nobunaga,
an infamous Japanese warlord, has brutalized a village. Players take the role
of the hero, a young warrior and master of the Yagyu Shinkage sword fighting
style, who seeks revenge against Nobunaga and to uncover his destiny.

Onimusha 2: Samurai's Destiny boasts the following features:
* Explore new and diverse environments - Outside the castle walls players
will travel around the Town of Imasho, a lively old gold rush town, the
Sacred Place of the Oni Clan over run with demons, as well as foggy canyons,
hidden forests, a gold mine, caves and more.
* Players can simply execute a new set of sword moves called 'Ohgi' or
'esoteric fighting' to execute devastating combos using a simplistic control
scheme.
* Onimusha 2 features twice the amount of CG story line movies. Capcom has
employed the talents of live-action movie actors to add facial and movement
realism as well as an actual stage director to ensure overall realism and
continuity.
* Revolutionary character interaction - Players can gain access to the new
fighting skills of not only the main character but up to four unique
sub-characters.
* Features world-renowned music from composer Taro Iwashiro.
* Epic story blends magical realism with accurate historic accounts

In Devil May Cry 2 the devil-hunter-for-hire, Dante, returns to do what he
does best. This time around, he is joined by a second playable character, the
knife wielding Lucia who has her own unique moves and motives. It is up to
Dante to stop evil international corporations from possessing the special
"ores" that are found on the Dumary Islands, a place where unique gods are
worshipped and rites performed resemble exorcisms and demon sealing
ceremonies.

Devil May Cry 2 boasts the following features:
* Two playable characters - Play as the world's coolest demon slayer, Dante
or as the devilishly sexy Lucia, who backs up her good looks with quick
maneuvers and deadly accuracy.
* Twice the sizzle as the original - Devil May Cry 2's level design far
exceeds the original. Much of the game's environment is outdoors and will
include a Gotham-like cityscape and an old European town.
* Renewed character design - Dante is even more 'stylish' and tough than
before. He has more experience fighting demons and players are sure to notice
his unique style and overall look.
* Adjusting difficulty - Devil May Cry 2 tracks a player's skill level and
adjusts enemies' difficulty on how well the player performs. This feature
provides accessibility to all skill levels making the game perfect for anyone
who loves a good action game.
* New Moves - Dante now has more moves and attacks such as running and
jumping on walls, performing aerial kicks and simultaneously shooting in two
directions.
* Enhanced Devil Trigger - Once Dante's devil meter is full, he will be able
to transform into a demon. In his demon form Dante can destroy enemies with
one smashing blow.
* New and unique weapons - Not only will Devil May Cry 2 feature popular
weapons from the original, but it will also include brand new ones. Each
weapon will have a unique design and incredible particle effects.
* Visual Appeal - Incredible jaw-dropping animation and visual detail set in
rich environments.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found at www.capcom.com.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. ONIMUSHA and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Character
Jyubei Yagyu by (C)Yusaka Matsuda Office Saku. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
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PGA Tour Players at Sony Open in Hawaii Test Out Off-The-Wall Golf Action in
Hot Shots Golf(R)Fore! for PlayStation(R)2

Sneak-Peek Look at Fourth Installment of Popular Worldwide Golf Franchise in
Hawaii

FOSTER CITY, Calif., Jan. 15 /PRNewswire/ -- Sony Computer Entertainment
America announced today the upcoming 2004 release of Hot Shots Golf(R)Fore!,
available exclusively for the PlayStation(R)2 computer entertainment system.
Developed by Clap Hanz, Hot Shots Golf Fore! returns as the fourth installment
in the extremely popular franchise that has sold more than 7.5 million units
worldwide. PGA TOUR players competing in the Pro-Am at the Sony Open in
Hawaii, held at the Waialae Country Club on January 14, 2004 were given a
sneak peek of Hot Shots Golf Fore!, as they tested out their PlayStation 2
skills in the "longest-drive competition." The winner of the "longest-drive
competition" received $5,000 towards their favorite charity, provided by Sony
Computer Entertainment America. Held in conjunction with the Sony Open in
Hawaii, viewers can experience highlights of the 'longest-drive competition'
on ESPN during the weekend of January 17 and 18.

Based on the fast-paced gameplay that fans of the franchise have grown to
love, Hot Shots Golf Fore! will be the North American version of the recent
PlayStation 2 hit, Minnano Golf 4, which released in Japan, on November 27,
2003, has sold more than one million units sold to date. Hot Shots Golf Fore!
provides breathtaking graphics and true-to-life golf physics that will include
more golfers, caddies and courses than ever before, and by popular demand,
miniature golf, as well as a unique online gameplay mode.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Hot Shots Golf Fore!. For more information about the ERSB visit www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif. Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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CAPCOM RELEASES MAXIMO VS. ARMY OF ZIN(TM)

FANS DELIGHT AS THEIR HERO RETURNS

SUNNYVALE, Calif. -- January 20, 2004. - Capcom(R), a leading worldwide
developer and publisher of video games, today released Maximo vs. Army of Zin
for the PlayStationa2 computer entertainment system. The sequel to one of the
most critically acclaimed video games of 2002, Maximo vs. Army of Zin enriches
the 'Maximo' experience by offering multiple gameplay enhancements from its
predecessor. The action has never been more furious as Maximo, aided by his
pal Grim, strikes back with new powerful combo attacks and even more daring
moves. Building on the success of the franchise, Maximo vs. Army of Zin has
secured several corporate partnerships that will lead to a special edition
comic book, a variety of action figures and more. Maximo vs. Army of Zin is
rated "T" for teen audiences by the ESRB (Entertainment Software Rating
Board).

In Maximo vs. Army of Zin, eight months have passed since the original story
and Maximo and Grim have searched in vain for Sophia. Their search is
interrupted when they are attacked by a strange 'clockwork' monster and
realize it is being powered by the captured souls of the dead. Maximo's quest
to uncover the secret of the Zin takes him through Crystal Mountains and Dead
Seas, making new alliances and terrifying enemies along the way. Can this
ancient evil be defeated? Who released them? Who gave Maximo the scar on his
face? Will this saga have a happier ending than the last?

Players of Maximo vs. Army of Zin will enjoy the following features:

* A more heroic hero - Maximo must focus not only on saving his own skin, but
he must worry about the innocent and sometimes, not so innocent folk. Players
will be faced with the choice of saving the innocents in exchange for a
reward.
* Pump him up with more attack moves and weapons - Maximo has over 30 cool
combat moves and combos. Players will find that the character is simple to
command and grows deeper as the player progresses allowing for new and
expanded attacks. As the game continues, Maximo will gain powerful abilities,
stronger armor and a variety of new weapons!
* Boxers that do more - Now the collectable boxer shorts have functionality.
Unleash the power of 'Treasure seeker' underwear and the 'Boxers of burning
vigor!'
* 21 intense missions for Maximo to conquer.
* Compelling storyline - Learn the secrets of the Zin and how Maximo got his
scar.
* Responsive movement - Overall control gives players a true combat feel.
Maximo will react with precision as new attacks and moves are learned.



In preparation for its release, Capcom has been working with several licensors
to expand the world of Maximo vs. Army of Zin. These licensors are as follows:

* Dreamwave Productions is proud to announce a special edition comic book that
will coincide with the game's release. This 32-page one-shot will feature an
all-new Maximo vs. Army of Zin story and promises to bring all the action,
humor and drama of the adventures from the small screen to the four-color
page. Having enjoyed tremendous success with such properties as Transformers
and Teenage Mutant Ninja Turtles, Dreamwave is focused on translating that
formula to all of its upcoming Capcom licenses.
* Toycom, a leader in the collectibles arena, is proud to announce the future
release of action figures based on Capcom's Maximo. Toycom offers a wide range
of action figures, resin statues, model kits and accessories based on some of
the most popular anime, manga and video game series. For a complete picture of
Toycom's product line, please visit www.toycom.net.
* BMA Toys of Plymouth, Michigan have entered into an agreement with Capcom to
manufacture and distribute action figures of the highly successful video game
"Maximo" and upcoming game "Maximo vs. Army of Zin." Bill Martin, Tony
Billotto, and Paul Burke, all former McFarlane Toys executives, own BMA. "We
are excited about the opportunity to work with Capcom to produce Maximo
figures". For more information email BMA at bmatoys@hotmail.com.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka, Japan,
the company maintains operations in the U.S., United Kingdom, Germany, Tokyo
and Hong Kong. More information about Capcom and its products can be found on
the company's web site atwww.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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SEGA PROPELS "ASTRO BOY" TO U.S. ON PLAYSTATION 2 & GBA; PARTNERS WITH SONY
PICTURES CONSUMER PRODUCTS AND TEZUKA PRODUCTIONS

Yuji Naka to Supervise PS2 Development at Sonic Team

SAN FRANCISCO - (January 27, 2004) - SEGA(R) of America, Inc. today announced
a partnership with Sony Pictures Consumer Products to bring Tezuka
Productions' legendary Japanese comic Astro Boy to life on the PlayStation(R)2
computer entertainment system and Game Boy(R) Advance. Astro Boy, created by
Osamu Tezuka in 1951, is one of the most recognized characters in Japanese
animation and is poised to captivate television audiences as the star of a
brand-new animated series on the Kids' WB!.

The console version of "Astro Boy(tm)," created exclusively for the
PlayStation 2, is currently in development at Sonic Team under the direction
of Yuji Naka, the creator of SEGA's world-famous Sonic The Hedgehog(R) series.
The Game Boy Advance release, entitled "Astro Boy(tm): Omega Factor," is
currently in development at SEGA's Hitmaker studios (in cooperation with
legendary Japanese developer Treasure).

"We plan to take full advantage of the powerful marketing rollout behind this
license, led by the Astro Boy animated series," said Scott A. Steinberg, vice
president of entertainment marketing, SEGA of America, Inc. "Bringing the
Astro Boy franchise to the PS2 and GBA, in partnership with Sony Pictures
Consumer Products and Tezuka Productions, underscores our ongoing commitment
to publish exciting, revenue generating licensed content for the U.S. market."

"We're very excited to be partnering with Sega for 'Astro Boy'," said Al
Ovadia, executive vice president, Sony Pictures Consumer Products. "Sega is a
leader in the interactive entertainment category. We're sure they'll develop a
video game that captures all the action packed adventure of the new anime
series."

Tezuka, known as the pioneer of Japanese animation and "father of manga,"
created the Astro Boy character more than 50 years ago. Often compared in
popularity to Mickey Mouse, Astro Boy was also the first Japanese animated
television show shown in America and, during the 1960s, the highest rated show
in syndication. Airing in more than 40 countries Sand selling more than 80
million comic books and $3 billion in merchandise and airing in over 40
countries, the beloved character has amassed a global following that borders
on cult status.

Astro Boy Animated Series: Show Description
Astro Boy - the classic icon of Japanese animation - was introduced to a new
generation on Kids' WB! with 25 exciting, all new episodes, which premiered
Saturday, January 17, 2004. Based on the original manga character from the
popular comic book series of the 1950s, Astro Boy tells the story of youthful,
atomic-powered robot, Astro, who becomes a reluctant superhero fighting for
justice and peace for humans and robots alike. Astro Boy is produced by Sony
Pictures Entertainment Japan and Tezuka Productions, and distributed in the
U.S. by Sony Pictures Television.

"Astro Boy" and "Astro Boy: Omega Factor" are slated for release in the U.S.
in Summer 2004.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(tm). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(R) and launching
such franchises as Zelda(tm) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters for
Nintendo's operation in the Western Hemisphere.

About Sony Pictures Consumer Products (SPCP)
Sony Pictures Consumer Products (SPCP), a division of Sony Pictures
Entertainment (SPE), is based in Los Angeles and London. SPCP handles the
merchandising and branding efforts for some of the most recognized properties
in film and television and, through Spider-Man Merchandising, L.P., a limited
partnership with Marvel Enterprises, the upcoming motion picture Spider-Man
2(tm) and the Spider-Man(tm) animated series. Additionally, SPCP properties
include such theatrical titles as the highly anticipated "Underworld" and
"Ultraviolet", the Academy Award winning short, "The ChubbChubbs(tm)",
television properties such as "Astro Boy(tm)", "Stuart Little(tm)" animated,"
and "Jackie Chan Adventures(tm)." SPE is a division of Sony Corporation of
America (SCA), a subsidiary of Tokyo-based Sony Corporation. SPE's global
operations encompass motion picture production and distribution; television
production and distribution; digital content creation and distribution;
worldwide channel investments; home entertainment acquisition and
distribution; operation of studio facilities; development of new entertainment
products, services and technologies; and distribution of filmed entertainment
in 67 countries. Sony Pictures Entertainment can be found on the World Wide
Web at http://www.sonypictures.com.

# # #
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SONIC HEROES SHIPS ON PLAYSTATION 2 AND XBOX; DUBBED "BREATHTAKINGLY GORGEOUS"
BY ELECTRONIC GAMING MONTHLY

SEGA's #1 Selling Franchise Runs Across all Platforms for First Time

SAN FRANCISCO (January 27, 2004) - Awarded "Game of the Month" and rated "A"
by Play Magazine; billed "downright amazing" by IGN: SEGA(r) of America, Inc.
today announced the availability of "Sonic Heroes(tm)" on the Xbox(tm)
videogame system from Microsoft Xbox(tm) and PlayStation(r)2 computer
entertainment system. The first original Sonic The Hedgehog(tm) console game
in three years is also the legendary speed demon's first appearance on Xbox
and PlayStation 2 consoles. "Sonic Heroes" on Nintendo GameCube(tm) was
released on January 6.

"Sonic Heroes" challenges gamers to control three characters simultaneously,
each offering the unique individual ability of speed, power or flight.
Multiple teams follow their own unique story paths across 14 massive stages.
Their combined objective: to thwart the plans of Sonic's arch nemesis, the
nefarious Dr. Eggman.

"We are proud to see our marquee franchise reaching the largest possible
gaming audience and running at Sonic speed onto PlayStation 2 and Xbox for the
first time," said Scott A. Steinberg, vice president of entertainment
marketing, SEGA of America, Inc. "We look forward to quickly establishing as
strong a marketing presence on PlayStation 2 and Xbox as we have on Nintendo
GameCube."

"Sonic Heroes" is designed to appeal to players of all ages and skill levels
as they experiment with four unique teams comprised of classic Sonic friends
and foes for a total of 12 playable characters. "Sonic Heroes" changes the
face of Sonic the Hedgehog and action-platform games in general by offering
innovative design while still maintaining the unrelenting action and speed
that made the Sonic franchise so enduring over the years. "Sonic Heroes" also
includes seven multi-player mini-games to ensure maximum replay value.

Since his birth 12 years ago, Sonic The Hedgehog has spanned several
generations of videogame systems to appear in over 30 games that have sold
more than 33 million units of software. Consistently a top-selling franchise,
Sonic The Hedgehog continues to be a popular icon worldwide in 2004 and one of
the most recognized and celebrated video game characters of all time.

"Sonic Heroes" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.95. For screenshots and artwork visit the SEGA
FTP site at: http://segapr.segaamerica.com/.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

# # #

SEGA and Sonic the Hedgehog are trademarks or registered trademarks of SEGA
Corporation in the U.S. and/or other countries. "PlayStation" and the "PS"
family logos are registered trademarks of Sony Computer Entertainment Inc.
Nintendo GameCube is a trademark of Nintendo. Microsoft and Xbox are either
trademarks oris a registered trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft. All
other trademarks are the property of their respective owners.

 ------------
Category 27,  Topic 3
Message 263        Tue Jan 27, 2004
KGAGNE [Ken]                 at 13:45 PDT

New England Patriots Troy Brown and Carolina Panthers Steve Smith Compete in a
Super Bowl XXXVIII Preview at 989 Sports(R) 9th Annual 'Game Before The
Game(R)'

Super Bowl XXXVIII Players Battle for the Inside Track to the Big Game Winners
of the 'Game Before The Game' Have Gone on to Super Bowl Victory Eight
Consecutive Years

FOSTER CITY, Calif., Jan. 26 /PRNewswire/ -- 989 Sports(R) will put its
undefeated 8-0 record on the line Wednesday, January 28, 2004 at 7:00 p.m. at
Hotel ICON in Houston, Texas, when Troy Brown of the New England Patriots and
Steve Smith of the Carolina Panthers meet head-to-head in a Super Bowl XXXVIII
preview on NFL GameDay(TM) 2004 on the PlayStation(R)2 computer entertainment
system in the 9th annual "Game Before The Game(R)".

In what has become the most anticipated match-up during Super Bowl week, the
"Game Before The Game" has seen marquee players including Keenan McCardell,
Marshall Faulk, Qadry Ismail, Terrell Davis, and Troy Brown battle it out for
virtual bragging rights, and eventually the Super Bowl Championship.  The
numbers don't lie; a perfect eight of the past eight "Game Before The Game"
winners have gone on to win the big game.

"After the Super Bowl I had some time to think and there was definitely some
pressure creeping when I was playing in the 'Game Before The Game,'" said
Keenan McCardell of the Tampa Bay Buccaneers who defeated Charlie Garner of
the Oakland Raiders en route to victory in Super Bowl XXXVII and an 8-0 record
for the "Game Before The Game."  "Because of the undefeated record of the
'Game Before The Game' predicting the winner of the Super Bowl, I knew we had
a good chance, but I didn't want to let it get to me. I'm happy the record is
still in tact because that means we won the Super Bowl."

Hosted by Deion Sanders and Access Hollywood's Pat O'Brien, the 9th annual
"Game Before The Game" will put its unprecedented 8-0 record on the line at
Super Bowl XXXVIII and be the place to find out which team is the early
favorite to win the Super Bowl.  Troy Brown and Steve Smith will be available
for post-game interviews for the final time before the Super Bowl, and
highlights will be available via satellite uplink following the action.

              "Game Before The Game" - Year by Year Results

  Year  Winner                 Loser                  Super Bowl Champion
  2003  Keenan McCardell (TB)  Charlie Garner (Oak)   Tampa Bay Buccaneers
  2002  Troy Brown (NE)        Isaac Bruce (StL)      New England Patriots
  2001  Qadry Ismail (Balt)    Jason Sehorn (NYG)     Baltimore Ravens
  2000  Marshall Faulk (StL)   Frank Wycheck (Tenn)   St. Louis Rams
  1999  John Mobley (Den)      Terance Mathis (Atl)   Denver Broncos
  1998  Terrell Davis (Den)    Robert Brooks (GB)     Denver Broncos
  1997  Edgar Bennett (GB)     Terry Glenn (NE)       Green Bay Packers
  1996  Charles Haley (Dal)    Carnell Lake (Pitt)    Dallas Cowboys


                       Satellite Uplink Information

   KU-BAND TELSTAR 5 TRANSPONDER 25
   DOWNLINK FREQ.  12144.0 MHz  (H) Audio 6.2  6.8

   January 28 - 22:45 p.m.-23:00 p.m. (ET)
   January 29 - 12:30 a.m.-1:00 a.m. (ET)
   January 29 - 10:00 a.m.-10:30 a.m. (ET)

  About 989 Sports


989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc.  Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R) and
NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era. Recognized as the
undisputed industry leader, Sony Computer Entertainment America Inc. markets
the PlayStation family of products and develops, publishes, markets and
distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/

Source: Sony Computer Entertainment America Inc.
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KONAMI SHIPS AIRFORCE DELTA STRIKE FOR PLAYSTATION(r)2

Reach for Skies and Beyond with the Latest Installment in the Popular Aerial
Combat Series

REDWOOD CITY, CALIF. - February 3, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced it
has shipped AirForce Delta Strike for the PlayStation(r)2 computer
entertainment system. Taking the flight combat genre to new heights, AirForce
Delta Strike features more than 20 unique anime pilot-characters, an intense
futuristic story line and an unprecedented selection of planes.

In the game, players will choose from over 100 different types of aircraft
ranging from WWII propeller classics to 21st century stealth fighters, as well
Konami's Vic Viper from the hit game, Gradius(tm). As players progress through
the game, they can purchase and sell new aircraft as well as customize each
plane with special weapons.

Delivering a unique arcade-style experience, gamers will navigate through a
wide variety of creative missions on Earth as well as in space. Gamers will
soar in the air in style as they venture through over 60 intense squad-based
missions that vary with each pilot. Gamers can also replay any mission that
they have cleared using a different pilot and aircraft. Innovative missions,
non-stop action and multiple endings will keep players on the edge of their
seat.

For a more intense flight combat experience, plug in the Logitech(r) Flight
Force(tm) joystick and jump right into the cockpit of a fighter plane.

AirForce Delta Strike(tm) is rated T by the Entertainment Software Association
and is available at retail outlets nationwide for an SRP of $39.99. To learn
more about AirForce Delta Strike, please visit
http://www.konami.com/airforcedeltastrike/

###

About AirForce Delta Series

Konami's AirForce Delta series debuted in the United States in 1999 with the
release of AirForce Delta for Sega(r) Dreamcast(tm). The game's intuitive
controls and high-flying action set it apart from other games within the genre
and propelled the game's critical and commercial success. In 2001, Konami
released Air Force Delta Storm for the Microsoft Xbox(tm), which was followed
in 2002 with the release for the Nintendo Game Boy Advance.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

"KONAMI(R)" and "Airforce Delta Strike TM" are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2003 KONAMI & Konami Computer
Entertainment Studios

Lockheed Martin Trademarks used under license to Konami Corporation. Produced
under license from Boeing Management Company. Produced under a license from
Northrop Grumman Systems Corporation Produced under licence from BAE SYSTEMS
PLC. Certain Aircraft names and designs are protected by Trade Marks,
copyright and other rights owned by BAE SYSTEMS PLC and its partners and are
not to be reproduced except as permitted by the licence without the prior
written consent of BAE SYSTEMS PLC. With support of JGSDF, JMSDF, and JASDF
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SEGA UNLEASHES 'NIGHTSHADE' ON PLAYSTATION 2

'Shinobi' Brand Extension Introduces Hibana, a Female Ninja Equipped with
Deadly Weapons and a Killer Body

SAN FRANCISCO - (February 10, 2004) - SEGA(r) of America, Inc. today
announced the release of "Nightshade(tm)" exclusively for the PlayStation(r)2
computer entertainment system. The latest chapter in one of the longest
running and most revered videogame franchises, "Nightshade" delivers more
intense gameplay, bigger environments, and sharper visuals than its popular
2002 predecessor, "Shinobi". It also offers a more reasonable learning curve
and a new 'Easy' mode, making the title more accessible for casual players.

Taking place one year after the events chronicled in "Shinobi", "Nightshade"
casts gamers as the female ninja Hibana, who must save the civilians of Tokyo
from the fallout of a new rift that has opened between earth and the demon
realm. Tension mounts when she realizes that her former mentor is largely
responsible for the chaos, and an emotionally charged battle for control of
the legendary Akujiki blade ensues.

"'Nightshade' represents an innovative leap forward in action-game design,
created to become progressively addictive as gamers master the combo-driven
play mechanics of the 'Tate' fighting system," said Scott A. Steinberg, vice
president of entertainment marketing, SEGA of America, Inc. "The development
team at Sega WOW has refined the core elements of the "Shinobi" franchise on
PlayStation 2 to create an unbelievably tense and exciting follow-up
adventure."

"Nightshade" features 13 massive levels, allowing players to fight atop
moving fighter jets, trains, trucks, boats, and industrial cranes. Playing as
Hibana, gamers have an all-new arsenal of ninja moves and weapons at their
disposal, including a 'Chakra Gauge' which fills in relation to a player's
gaming prowess. With full Chakra, gamers can unleash a powerful 'stealth
attack' upon the many devious end-level bosses.

Key enhancements to this franchise include aerial combat and an expanded
'Tate' fighting system, which allows for unlimited combinations, giving
hardcore players a challenge reminiscent of the game's predecessor. Also
notable is the inclusion of a 'kick' button for shattering armor and the
introduction of dual short swords, which allow for more stylized kills and
increased combo opportunities.

The game is rated "M" for Mature and is available at retailers nationwide for
an MSRP of $49.95. For screenshots and artwork visit the SEGA FTP site at:

http://segapr.segaamerica.com/.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation(r) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(r)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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Sony Computer Entertainment America's First-Party Playstation(R)2 Titles
Honored With Numerous Industry Accolades

Six Titles Receive More Than 24 Awards From Leading Consumer and Enthusiast
Publications

FOSTER CITY, Calif., Feb. 12 /PRNewswire/ -- Sony Computer Entertainment
America sealed 2003 with a successful holiday season, fueled by a strong
roster of first-party PlayStation(R)2 titles that earned more than two dozen
top honors from leading enthusiast and consumer outlets such as Electronic
Gaming Monthly (EGM), PlayStation Magazine (PSM), PLAY Magazine, Gamespy,
Gamespot, TechTV, Spike TV, Rolling Stone, and the Dallas Morning News.
Expanding on successful franchises such as SOCOM II: U.S. Navy SEALs, Jak
II(TM), Ratchet & Clank(TM): Going Commando, and introducing original,
innovative titles such as EyeToy(TM), Amplitude, and Downhill Domination,
Sony Computer Entertainment America has further cemented its position as one
of the industry's premier publishers.

Six different PlayStation 2 titles, published by Sony Computer Entertainment
America, are award winners with some garnering multiple honors. The many
accolades stem from the company's commitment to expand the capabilities of
the PlayStation 2 computer entertainment system through compelling content
that delivers on consumer expectations. In 2003, Sony Computer Entertainment
America delivered some of the most innovative content to date, engaging
consumers in new and exciting ways. SOCOM II: U.S. Navy SEALs set a new
standard for online console gaming in its first two days of release and
continues to be the number one online console game. Amplitude and P.O.D.
joined in a groundbreaking collaboration to create the entertainment
industry's first-ever combined music CD/PlayStation 2 videogame release, and
EyeToy provided consumers with a glimpse into the future possibilities of
gaming through its ability to put the player in the game.

"We are honored that our first-party titles, produced by what we believe to
be the industry's best developers, continue to be recognized by experts,
enthusiasts and most importantly, the consumer," said Shuhei Yoshida, vice
president, product development, Sony Computer Entertainment America. "We
believe our commitment to innovation and our passion to deliver the most
creative content is what brings the PlayStation experience to life, and why
our lineup received such distinct praise."

The following is a complete list of award-winning Sony Computer Entertainment
America first party software titles:

SOCOM II: US NAVY SEALs

SOCOM II: U.S. Navy SEALs, the sequel to the number one online console game
and "Greatest Hit" title, continues to lead the online race selling more than
850,000 copies since its November release. SOCOM II: U.S. Navy SEALs was
honored by PLAY Magazine and GameSpy as Best Online Game of 2003, was ranked
by PlayStation Magazine (PSM) as a Top Five Game of 2003, and was named one
of the best games of 2003 on CNN.com.

SOCOM II: U.S. Navy SEALs also received a nomination for Best Action Game at
the Spike Video Game Awards, and was nominated by 1up.com in both the Best
Shooter and Game of the Year categories. The game has been recognized as
being among the year's best by newspapers such as the Detroit Free Press, the
San Jose Mercury News, Austin American-Statesman and the Columbus (Ohio)
Dispatch. Created in association with Naval Special Warfare Command, SOCOM
II: U.S. Navy SEALs places gamers in the role of an elite SEAL commander
trained to protect America from hostile forces throughout the world,
collaborating with international allied forces in unified missions.

EyeToy

EyeToy, recognized as one of the most innovative devices introduced by the
gaming industry in 2003, was also one of the most honored. EyeToy was lauded
Most Innovative Game of 2003 by PLAY Magazine, GameSpy, GameSpot, 1up.com and
the Dallas Morning News. In addition, EyeToy was rated among the 10 best
games of 2003 by the San Jose Mercury News and Amazon.com, and won fourth
place in NBC Today's "Toy Test 2003," America's biggest toy test. Developed
exclusively for PlayStation 2, EyeToy is an entirely unique gaming experience
for people of all ages. Incorporating a unique USB camera that utilizes
motion-tracking technology, gamers instantly become the main character in
their own game as interactive entertainment is taken to a new level.

Ratchet & Clank: Going Commando

One of the most anticipated games of the year, Ratchet & Clank: Going
Commando was honored by IGN, Cinescape and Electronic Gaming Monthly (EGM) as
the Best Game of 2003. The game was included in PSM's Top 10 Games of 2003,
was chosen by TechTV's "X-Play", GameSpot and the Dallas Morning News as Best
Platformer of the year, and was nominated by 1up.com for Game of the Year.
GamingWorldX.com also acknowledged Ratchet & Clank: Going Commando as both
Best Platformer and Best PlayStation 2 Game of the Year. PLAY Magazine
labeled the title as both PlayStation 2 Game of the Year and Action-Shooting
Game of the Year, and the San Francisco Chronicle and the San Jose Mercury
News included Ratchet & Clank: Going Commando among its Top 10 Best Games of
2003.

Ratchet & Clank: Going Commando is a weapons-based, action-adventure game
designed exclusively for PlayStation 2. The game's multi-faceted nature
satisfies the conventional platform fan but brings them to a whole new level
of gameplay with innovative elements never seen before in this genre.

Jak II

Jak II is a gripping, imaginative action adventure game that is plot- driven,
with every mission having a direct effect on the storyline. Chosen as PSM's
Game of the Year, Best Character Design and Best Story, PLAY Magazine's
Hybrid Game of the Year, Best Graphics and Editors Choice and awarded Action
Game of the Year as well as tied for Game of the Year by PSE2, Jak II
delivers a deep, compelling storyline full of twists and turns, with more
than 90 minutes of cinematic movies, perilous exploration and challenging
gameplay. Jak II was also honored with an IGN Editors Choice Award, as well
as IGN's pick for Best Graphics. In addition, Jak II was chosen as GameSpot's
Best Platform Game and Game of the Year for PS2, Gamezone.com's Best
Adventure Game and UGO's Best Platform Game. Jak II was also ranked among the
year's best games in the San Jose Mercury News and Austin American-Statesman,
and also received an honorable mention for the best games of 2003 by CNN.com.

Downhill Domination

Downhill Domination, the first downhill mountain bike racing game published
for a next generation platform, received PLAY Magazine's Xtreme Sports Game
of the Year and placed seventh in NBC Today's "Toy Test 2003." Downhill
Domination features professional riders, licensed manufacturers, a broad,
appealing music roster and courses from around the globe.

Amplitude

Amplitude is the first online music franchise for PlayStation 2. Voted by
Rolling Stone as one of the four Best Console Games of 2003, Amplitude allows
players to take part in the music and gaming revolution by keeping beat with
top named recording artists and gamers around the world in an all-new
auditory and visual gaming experience.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Launches Multi-Million Dollar Marketing
Campaign for Rise to Honor(TM) Exclusively on PlayStation(R)2

Jet Li Plays as Kit Yun in His First Television Commercial for the U.S.
Market

FOSTER CITY, Calif., Feb. 13 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the details of an extensive marketing campaign
for Rise to Honor(TM), a fast-paced action game inspired by the cinematic
style of the Hong Kong movie genre. Highlighting the print and television
campaign tagline, "For Kit Yun, the only way out of the Hong Kong underworld
is to go back in," worldwide action star Jet Li not only participated in the
creative development of the game, but also offered support for the marketing
campaign.

Available exclusively for the PlayStation(R)2 computer entertainment system
on February 17, Rise to Honor will receive national advertising across
television, print and online vehicles, key promotional and retail support
along with a strategic viral marketing campaign. Developed by Sony Computer
Entertainment America's Foster City Studio, Rise to Honor features Jet Li's
signature moves in a unique 360-degree fight system that enables gamers to
simultaneously battle multiple enemies in any direction without reorienting
the player.

"Rise to Honor appeals to the movie-watcher in all of us by making you feel
like the star of your very own Hong Kong action film through performing Jet
Li's moves," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "We are generating awareness and excitement nationwide
through dedicated programs across broadcast, print, Web sites and major
retailers that are already well underway."

National Broadcast/Cable Advertising Campaign

Targeting the 13 and older male audience, the national television campaign
premiered during the Super Bowl pre-game show. Featuring intense martial arts
fighting and gun scenes shown in reverse sequence, the television spot for
Rise to Honor is the first time Jet Li has participated in an original TV
advertisement for one of his projects in the United States.

"I've always wanted to be as involved as possible in Rise to Honor," said Jet
Li. "From the motion capture and voice recording sessions to the commercial
production, the making of Rise to Honor has been a great experience, and I
hope consumers will enjoy the end result." Action Director and Rise to
Honor's fight choreographer, Cory Yuen, also took part in the directing the
action sequences for the TV commercial.

The spots will run in various time slots on network, cable and syndicated
programming through April 2004. Executions will air on FOX, NBC, CBS, UPN,
and WBN networks, reaching viewers of "Arrested Development," "Saturday Night
Live," "Late Night with Conan O'Brien," "The Surreal Life," "Cops 2," "The
Late Late Show with Craig Kilborn," "Mad TV," "WWE Smackdown," and more.
Targeted cable programming on shows such as "South Park," "Howard Stern,"
"Real World," "The Osbournes," "SportsCenter," and "Winter X Games" will also
be utilized with spots running on BET, Comedy Central, E!, ESPN, ESPN2,
FoxFX, MTV, MTV2, Speedvision, TBS, TNN, VH1, G4, USA and additional
networks.

National Print Advertising Campaign

To support Rise to Honor, the print advertising campaign focuses on the story
of a cop sworn to fulfill his duty, yet bound by a promise to a crime lord in
the Hong Kong underworld.

The campaign will reach millions of readers nationwide through placements in
a wide variety of national consumer, gaming, men's lifestyle, music, and
entertainment publications. The print campaign will begin in January and
continue through April. Print ads will run in publications such as Playboy,
FHM, Complex, The Source, SuperStreet, Black Belt, Rolling Stone,
Entertainment Weekly, GamePro, Game Informer, PlayStation Magazine, and many
more. The print ad will also run in various alternative newspapers including
LA Weekly and SF Weekly.

Viral and Online Advertising

Viral advertising will consist of "wild postings" in San Francisco, Los
Angeles, and New York. Online advertising will commence in February and
continue through the end of April. The ad will be run on Web sites such as
atomfilms.com, ifilm.com, ign.com, gamespot.com, and maximonline.com.

National Retail Support and Promotions

Many major retailers will be providing customers who pre-order Rise to Honor
a demo disc that encompasses the game's first mission. The retailers will be
supporting this program with Point-of-Purchase displays and advertising.

Rise to Honor will be available for consumers to play at various PlayStation
sponsored events including the Winter X-Games, NFL Experience and at a
dedicated San Francisco launch event to be held at the Metreon on February
17.

About Rise to Honor

Inspired by the excitement and cinematic styling of the Hong Kong action
movie genre, Rise to Honor is a fast-paced action game developed exclusively
for the PlayStation(R)2 computer entertainment system. Created by Sony
Computer Entertainment America's Foster City Studio in collaboration with
worldwide action star Jet Li, Rise to Honor will immerse players into an
action packed story line centered on family, deceit and honor in a chain of
dangerous events extending from Hong Kong to San Francisco.

Using motion capture technology to incorporate Jet Li's signature moves, Rise
to Honor adds a new level of realism and authenticity into the action genre.
Rise to Honor lets gamers simultaneously battle multiple enemies through a
360-degree fight system with cinematic impact. Players will utilize
hand-to-hand moves, weapon based attacks, and interactive objects to defeat
enemies.

The independent Entertainment Software Rating Board (ESRB) has rated Rise to
Honor "T" for Teen. For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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Blurring the Line Between Action Films and Videogames, Rise To Honor(TM)
Launches Exclusively on PlayStation(R)2

Worldwide Film Star Jet Li and Action Director Cory Yuen Team Up with Sony
Computer Entertainment America, to Create a Cinematic Hong Kong-Style Gaming
Experience

FOSTER CITY, Calif., Feb. 17 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Rise To Honor(TM), a thrilling
action combat game inspired by the cinematic style of the Hong Kong movie
genre, developed exclusively for the PlayStation(R)2 computer entertainment
system. One of the first PlayStation 2 games created and developed by Sony
Computer Entertainment America's Foster City, Calif. Studios, Rise To Honor
features the martial arts style and voice talent of the world-renown film
star and legendary martial artist, Jet Li. Cory Yuen, the highly acclaimed
action director who has collaborated with Li on numerous films, assisted with
the development and creative processes of the game, helping to make Rise To
Honor the most cinematic, authentic martial arts action game available on the
market.

"I love the stories that motion pictures tell, but video games are able to
take that story a step further by allowing players to experience the action
first-hand, playing as me instead of just observing the action," Jet Li said.
"I enjoyed the opportunity to help bring Rise To Honor to life, a process
that allowed me to develop a newfound appreciation for the hard work that
goes into the development of a videogame."

By utilizing motion capture technology to incorporate Jet Li's signature
moves and the action of up to six additional martial arts professionals on
the set at one time, Rise To Honor brings a higher level of realism and
authenticity to the action genre. Staying true to Li's unmatched fighting
style, Rise To Honor introduces a unique 360-degree fight system -- a style
inherent to the Hong Kong action film genre.

This system inserts players at the core of fight sequences with the ability
to take on multiple enemies in any direction without reorienting the player.
The innovative fighting structure uses a dual-analog control scheme. The left
stick is used to move the player in the environment while the attacks are
executed through strategically tapping the right analog stick in the
direction of the enemies. Forgoing a dedicated punch or kick button
implemented in traditional fighting games, Rise to Honor uses this method to
retain the look of Jet Li's fighting style while leaving it up to the player
to decide how best to approach the fighting scenarios.

Directed in association with Cory Yuen, these sequences include combos,
counter moves and adrenaline-enhanced super strikes that were achieved
working with wires and an expert stunt team. The majority of the gameplay in
Rise to Honor is hand-to-hand fighting with the ability to creatively
interact with environments, using contextual actions such as "wall run" near
a wall or "pick up" chairs and wield stick weapons to fend off and attack
enemies. Intense gunplay, single and double-stick weapon attacks, as well as
single-player collaborative fighting with the female character, Michelle,
adds variety to the fast-paced gameplay.

"When we teamed up with Jet Li and Cory Yuen, it was important to the Foster
City Studios to create a game that lived up to their reputation and
standards, as well as our own. With Rise To Honor, we've done just that, and
are very proud that it represents our first internally developed release for
PlayStation 2," said Jim Wallace, associate director of product development,
Sony Computer Entertainment America and Rise to Honor producer. "For the
first time, you don't need a black belt or a Hollywood agent to be an
on-screen martial arts star -- you just need a PlayStation 2."

The origins of Rise To Honor began three years ago when Wallace and his
international production team at Foster City Studios began working on a
martial arts game that drew inspiration from Hong Kong action films, many of
which were Jet Li's. In a twist of irony, Li was looking to get involved with
a videogame at the same time.

Li's first platform of choice was PlayStation 2, and when his manager called
Sony Computer Entertainment America to inquire about the possibility of
presenting a game idea, they learned about Rise to Honor, which was already
in development, and agreed it was the perfect fit. He met with the team,
eagerly signed on to the project and called his good friend, Yuen, in hopes
of extending the partnership. Foster City Studios, Li and Yuen immediately
began collaborating and from there, the game's plotline began to take shape.

Rise To Honor follows the story of Kit Yun (Jet Li), the trusted bodyguard of
Boss Chiang, the leader of one of Hong Kong's crime gangs. As Chiang is
assassinated, he whispers his dying wish to Kit -- to deliver an important
message to Chiang's estranged daughter, Michelle, in San Francisco. By
fulfilling this wish, Kit embarks on a quest, which takes him through 11
action-packed worlds set in thriving metropolises where dramatic camera
angles and cinematic animations enhance the world of martial arts. In a story
where danger lurks around every turn, Kit Yun's greatest struggle will be
between his conflicting sense of duty and honor.

"We were thrilled when we learned that Jet wanted to collaborate on this
project; his creative input on Rise To Honor helped us achieve our vision of
merging the worlds of motion picture and videogames," said Ami Blaire,
director of product marketing for Sony Computer Entertainment America. "This
is an excellent game that will give fans of the Hong Kong genre a new
opportunity to live and play as a martial arts action hero."

The independent Entertainment Software Rating Board (ESRB) has rated Rise To
Honor "T" for Teen. For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/.

Source: Sony Computer Entertainment America Inc.
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KONAMI SHIPS WORLD SOCCER WINNING ELEVEN 7 INTERNATIONAL(tm) FOR
PLAYSTATION(R) 2

REDWOOD CITY, CALIF. - February 17, 2004 - Leading video game publisher
Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today announced that it has shipped World Soccer Winning
Eleven 7 International(tm) (WE7) for the PlayStation(R) 2 computer
entertainment system to retail outlets nationwide. The latest installment of
the lauded Winning Eleven series (known in Europe as Pro Evolution Soccer)
once again raises the standard for soccer simulations. Following the success
of last year's Winning Eleven 6, the series U.S. debut, the franchise returns
to the playing field with an entirely new game engine, true-to-life graphics
and unparalleled realism in gameplay.

"Winning Eleven 7 continues to push the boundaries of gameplay to create the
best soccer simulation available, if not the best sports game," said Rob
Goff, Product Manager at KDEA. "We strive to keep the Winning Eleven
franchise the world's most realistic soccer game year after year, and the
unprecedented additions and improvements we have made to this year's game
clearly demonstrate that commitment."

Now featuring more than 100 national and club teams, and 21 beautifully
rendered stadiums, WE7 leads the soccer genre with astounding player control,
ball physics and playmaking abilities. The title's new graphics engine
delivers the greatest level of detail seen in any soccer series. Hundreds of
new player animations mean that players not only look identical to their
real-life counterparts, but they also move like them. The game includes
amazing detail from players' changing facial expressions to bandages that
protect their recent injuries.

As gamers navigate improved menu screens, they will have their choice of
several cup and league modes, including the deepest franchise mode of any
sports game, the Master League. Expanded to become the ultimate in league
play, the Master League now features competition within four regional
leagues. Teams must battle through their own divisions for a chance at club
team supremacy in the Champs Division. Aided by a brand new player "search
engine", virtual managers can search through the entire league for the
perfect player to take them over the top.

Additionally, carefully refined A.I. creates the best challenge in sports
gaming, along with realistic pace and balance. The computer will bring a much
more challenging defensive scheme to the pitch and ever-so-human referees
will be playing the advantage in foul situations or even favoring the home
team! For those looking to go even further in their play, Winning Eleven 7
introduces a "Shop Mode" where players earn points that can be traded for new
players, teams, stadiums, crowd effects, and strategies.

WE7 is rated E for Everyone and is available at an MSRP of $39.99.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

(C)2004 KONAMI & Konami Computer Entertainment Tokyo

(C)1996 JAPAN FOOTBALL ASSOCIATION (C)2002 JFA.MAX

(C)2001 KFA. Officially Licensed by Korea Football Association

Special thanks to Fortuna, MUKTA, SEJIN, Denis for Korea National Team data.

"KONAMI" is a registered trademark of KONAMI CORPORATION. "World Soccer
Winning Eleven 7 International" is a trademark of KONAMI CORPORATION. adidas,
the adidas logo and the 3-Stripe trade mark are registered trade marks of the
adidas-Salomon group, used with permission. the use of real player names and
likenesses is authorised by FIFPro and its member associations. Special
thanks to Fortuna, MUKTA, SEJIN, Denis for Korea National Team data. Milan's
trademarks, name and logo appear under license from Milan A.C. S.p.A.
Official product manufactured and distributed by KONAMI under licence granted
by Roma International Football Service S.r.l. Produced under the license from
Lazio Societa Sportiva S.p.A. Parma and Parma Logo are trademarks of Parma
Associazione Calcio S.p.A. Official Juventus Product. JUVENTUS and the
JUVENTUS logo are registered trademarks owned by Juventus F.C. S.p.A. (C)
1993/all rights reserved Stichting Feyenoord, Rotterdam. Licensed by:
Stichting Feyenoord, Rotterdam.
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CAPCOM(R) ANNOUNCES WAY OF THE SAMURAI 2
FOR THE PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM

Sequel to Successful Samurai Series Transports Players to Feudal Era Japan

SUNNYVALE, Calif. - February 17, 2004 - Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced Way of the
Samurai 2, the long awaited sequel to Acquire's Samurai series for the
PlayStation(R)2 computer entertainment system. With a multitude of new
features including expanded content, new characters and enhanced fighting
mechanics, Way of the Samurai 2 improves upon every facet of the original to
deliver an even deeper samurai based action adventure. Developed by Acquire,
the creators of the Tenchu series and published by Spike in Japan, Capcom
plans to publish the title for North America this summer. Way of the Samurai
2 will carry an "M" rating for mature audiences by the ESRB (Entertainment
Software Rating Board).

Way of the Samurai 2 is set during feudal era Japan at the end of the Edo
period, in the conflict laden town of Amahara. A once peaceful town, Amahara
has become the center of a tense conflict between two powerful forces at the
expense of its innocent townspeople. The Amahara magistrate office, which
once upheld peace and justice, has succumbed to the suppression ideology of
the rising feudal government and has become an extreme tyrannical force that
rules the innocent townsfolk. They are at odds with a rogue group of warriors
known as the Aoto gang. Like the magistrate office, this group had long
represented values of loyalty and chivalry, but the death of their former
leader left them vulnerable. Several would-be successors began claiming
rights to leadership and the gang soon transformed into an uncontrollable
group of arrogant and violent vigilantes that terrorize the defenseless
citizens of Amahara.

Way of the Samurai was marked by its open-ended gameplay and the sequel not
only continues this formula but expands upon it. In Way of the Samurai 2,
players take on the role of a wandering samurai who has come upon the
conflicted town of Amahara during his travels. Instead of a two day period as
in the original, players will proceed in a deeper ten day adventure where
they explore the town and become entwined in its turmoil. How the main
character chooses to proceed through the game and which people he chooses to
help or fight will determine the subsequent storyline and consequences for
the people around him. Players must prove their sword fighting skills in
heated confrontations, interact with a wide spectrum of characters and
explore various locales throughout the town.

Way of the Samurai 2 includes the following features:

* Realistic sword fighting action based on traditional Japanese samurai films
- dodge and slash attacks from multiple enemies in thrilling battles

* Outcomes determined by the choices a player makes - how a player chooses to
proceed will affect those around him, change how people react to him and lead
to different scenarios and endings

* Choose to play as one of three different samurai "types"

* Young male - a wandering samurai who has been weathered by many rough
experiences

* Fierce warrior - a true fighter adorned with animal skins and tattered
clothing

* Master - a modest and controlled swords expert

* New sword positions and fighting techniques - twin sword style, quick slash
and more!

* More than 400 special moves - kick, throw and defend moves that vary
depending on the weapon used

* Upgrade and collect more than 60 swords - defeat enemies to obtain more
powerful swords, strengthen blades at the blacksmith and master new
techniques as you advance through the game

* New one slash kill system - knock an enemy off balance with a hard attack
or counter attack, then finish them off with a one slash hit; this system
allows you to slash numerous enemies in a row

* More interactive setting - visit shops, talk to locals and earn money
through jobs or tasks

* Purchase and find an array of collectors items throughout the game

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

Spike Co., Ltd, headquartered in Tokyo, Japan, is a publishing enterprise for
interactive entertainment software. Originally founded in 1991, the company
has focused its efforts on being a leading concept-developing content
provider. More information about Spike and its products can be found on the
company's web site at http://www.spike.co.jp/2003en/.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. (C) Spike Co., Ltd. All rights
reserved. All other marks are the property of their respective holders.
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989 Sports(R) Signs L.A. Galaxy Forward and Guatemalan National Star Carlos
Ruiz to Cover World Tour Soccer 2005 for PlayStation(R)2

Major League Soccer's 2003 League Leading Goal Scorer to be on the Pitch for
the Los Angeles Galaxy and PlayStation(R)2

FOSTER CITY, Calif., Feb. 19 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports announced today that it has signed Los Angeles
Galaxy forward and Guatemalan National Team member, Carlos Ruiz, to be the
cover athlete for the upcoming release World Tour Soccer 2005 for the
PlayStation(R)2 computer entertainment system. After bursting onto the
international scene as captain of the 2000 Guatemalan Olympic Team, appearing
in 24 international matches and scoring 12 goals, Ruiz made an immediate
impact in Major League Soccer (MLS) by leading the league in goals scored
with 24 tallies for the 2002 season.

Known as "The Little Fish" (Pescadito), Ruiz joins the 989 Sports team after
setting a new MLS record with nine game-winning goals, being named MLS Player
of the Week three times, and was twice named MLS Player of the Month (May and
July 2002). Capping off his rookie season, Ruiz earned the Galaxy its first
league championship in club history by scoring the game-winning goal, was
awarded the 2002 MLS Cup MVP, 2002 MLS Goal of the Year and the 2002 MLS Most
Valuable Player.

"Carlos Ruiz has established himself as one of the MLS' most dominating
players," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Ruiz's enthusiasm, talent and international
recognition make him an ideal ambassador for World Tour Soccer 2005."

Last season, the five-foot, nine-inch, 170-pound forward not only led the
Galaxy to a 2003 playoff berth, the team's eighth playoff appearance, but
finished the season by averaging 1.35 points per game, led the league in
goals scored for the second consecutive year (15), was named to the 2003 MLS
Best-11 and an MLS All-Star for a second consecutive year and was named the
2003 MLS All-Star Game MVP.

Set for a spring release, World Tour Soccer 2005 promises to build upon the
popular videogame franchise and deliver a true soccer simulation for the
PlayStation(R)2 computer entertainment system. Now in its third year, the
World Tour Soccer franchise has set the tone for unmatched play options and
realism for the core soccer enthusiast.

Furthering the global soccer experience, World Tour Soccer 2005 now offers
more than 900 international and league teams from around the globe, 18,700
players from 30 divisions and 22 leagues including classic teams from the
past like the 90's Barcelona team, the 80's Milan team and the 70's Liverpool
team.

With multiple modes of play including Exhibition Match, Season, Career, and
Challenge Mode to choose from, combined with intuitive controls, the
revolutionary icon passing system, incredibly smart AI, and immaculately
detailed stadiums from across the globe, soccer fans will experience
unparalleled gaming action.

The independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer "RP" for Rating Pending. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard- core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/
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PlayStation(R)2 Fans Will Have Much to Look Forward to Through April 2004
With A Stellar First Party Software Line Up

With New Properties and Extensions of Popular Franchises Consumers Can Be Jet
Li, Play FINAL FANTASY(R)XI and Test Their Swing

FOSTER CITY, Calif., Feb. 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today its first party software release calendar
through April 2004 for the PlayStation(R)2 computer entertainment system.
With five exclusive titles and a one-of-a-kind cross-platform release, Sony
Computer Entertainment America's software lineup features a wide variety of
characters and genres, motivating fans to add new titles to their existing
PlayStation 2 library every month. The first party software lineup through
April 2004 includes Rise to Honor(TM), 989 Sports' MLB(TM) 2005, FINAL
FANTASY(R) XI, 989 Sports' World Tour Soccer 2005, EyeToy(TM): Groove, and
Siren.

Available now, Rise to Honor puts gamers in the role of Kit Yun (Jet Li) to
play as the ultimate film star and simultaneously battle multiple enemies
with a truly unique 360-degree fighting system. Launching on March 16, MLB
2005 promises to be the most authentic baseball simulation for the
PlayStation 2 computer entertainment system to date. On March 23, gamers can
welcome a new evolution of online play -- cross-platform compatibility.
PlayStation 2 gamers will be able to team up with players around the world
when FINAL FANTASY XI releases simultaneously with the internal Hard Disk
Drive (40GB) exclusively for PlayStation 2.

Carlos Ruiz of the Los Angeles Galaxy kicks off the soccer season as he
graces the cover of 989 Sports' World Tour Soccer 2005 set to hit retail
shelves on April 13. On April 20, Siren will immerse players into a
mysterious, spine-tingling horror entertainment thriller playable through 10
diverse characters looking to solve a mysterious force that has transformed a
fictional Japanese village into a living nightmare. Completing the season's
lineup is EyeToy: Groove, which is the first interactive videogame that
enables players to dance in time with music simply by moving their bodies,
with no controller or dance pad necessary.

"This diverse selection of titles includes several new franchises, and the
extension of some of the best-selling franchises ever. We are constantly
looking to deliver a full range of interactive entertainment content to meet
the growing demands of our consumers with solid first party titles," said Ami
Blaire, director of product marketing. "Whether players are looking for
fast-paced fighting action in Rise to Honor, a chilling fear-provoking
adventure in Siren, or the pure competitive intensity of sports in MLB 2005
and World Tour Soccer 2005, or to experience the FINAL FANTASY franchise in a
whole new way, gamers have something to look forward to in early 2004."

Rise to Honor(TM) (Available now)

Inspired by the excitement and cinematic styling of the Hong Kong action
movie genre, Rise to Honor is a fast-paced action game created by Sony
Computer Entertainment America's Foster City Studio in collaboration with
worldwide action star Jet Li. Rise to Honor immerses players into an action
packed story line centered around family, deceit and honor in a chain of
dangerous events extending from Hong Kong to San Francisco.

Rise to Honor incorporates a unique 360-degree fight system -- one that
allows players to simultaneously battle multiple enemies without reorienting
the character. In addition to hand-to-hand fighting, players will engage in
intense gunplay, single-player collaborative fighting, and the opportunity to
use single and double-stick weapons, featuring unique animations. Using
motion capture technology to incorporate Jet Li's signature moves, Rise to
Honor adds a new level of realism and authenticity into the action genre.

989 Sports(R) MLB(TM) 2005 (March 16, 2004)

Set for a March 16, 2004 release, MLB 2005 promises to be the most authentic
baseball simulation for the PlayStation 2 computer entertainment system. MLB
2005 features 13 extensive gameplay modes including EyeToy functionality that
puts the player's face in the game, an all-new Franchise Mode that allows
players to control every aspect of running a ball club from parking prices to
player contracts, an innovative Career Mode takes gamers from Class-A ball to
the Fall Classic, Online playability through 989SportsOnline.com complete
with 32-team tournaments and live sports tickers, and an all-new SportsCast
Manager that provides players the ability to simulate in style while managing
the game head-to-head or versus the CPU. MLB 2005 has integrated new gameplay
enhancements like pressure sensitive controls, Voice Recognition that allows
gamers to bark out plays like a manager with a USB headset, and player scaled
strike zones that are proportionate to every batter. All this along with more
than 3,500 personalized animations, 60 frames-per-second gameplay, new player
models and fully animated crowds, will make MLB 2005 one of the deepest
baseball games yet.

FINAL FANTASY(R) XI (March 23, 2004)

For decades, gamers have embarked upon journeys through the unforgettable
worlds of the FINAL FANTASY franchise. The FINAL FANTASY series is
world-renowned for creating new standards in the role-playing game (RPG)
genre, while redefining the limits of existing technology. FINAL FANTASY has
entered its next phase -- online play. FINAL FANTASY XI, will be available
pre-installed on the upcoming internal Hard Disk Drive (40GB) exclusively for
the PlayStation 2 computer entertainment system. Entering the next
evolutionary phase in the PlayStation 2 experience, the internal Hard Disk
Drive and FINAL FANTASY XI will utilize the Network Adaptor
(Ethernet/modem)(for PlayStation(R)2) to get online, while fostering in a new
era of console gaming by allowing gamers to connect to the same exact world
regardless of whether they are playing on a PlayStation 2 (broadband or
narrowband) or a personal computer (PC).

FINAL FANTASY XI showcases the same award-winning visual content, innovative
gameplay and deep storyline that has made the FINAL FANTASY series one of the
most popular videogame series in the world, with more than 45 million units
sold to date. In FINAL FANTASY XI, players are immersed in an expansive,
original storyline as they embark on missions and build up their character's
skills and attributes, either alone or with other members of the community,
ultimately creating the history of an expansive world called Vana'diel.
Vana'diel is truly a persistent world, composed of three unique regions: the
Republic of Bastok, the Kingdom of San d'Oria, and the Federation of
Windurst, all with vast environments ranging from mountains forests, ice
plains, deserts, oceans, rivers, castles and dungeons. With the ability to
create unique characters, encompassing a variety of races, facial features,
size, hair-styles and attributes, players will be able to play at their own
pace and form parties with other players while embarking on multiple
adventures.

989 Sports(R) World Tour Soccer 2005 (April 13, 2004)

Set for an April 13 release, World Tour Soccer 2005 takes the passion,
pageantry and excitement of the world's most popular sport and delivers a
true soccer simulation for the PlayStation(R)2 computer entertainment system.
Now in its third year, the World Tour Soccer franchise has set the tone for
unmatched play options and realism for the core soccer enthusiast.

To further the global soccer experience, World Tour Soccer 2005 now offers
more than 900 international and league teams from around the globe, 18,700
FIFPro licensed players from 30 divisions and 22 leagues including classic
teams from the past like the 70s Liverpool team, the 80s Milan team and the
90s Barcelona team. With multiple modes of play such as Exhibition Match and
Competition Mode, Season Mode, Career Mode, combined with intuitive controls,
incredibly smart AI, and immaculately detailed stadiums from across the
globe,

World Tour Soccer 2005 is sure to provide an authentic soccer experience by
capturing the enormous scope and popularity of the global game.

Siren (April 20, 2004)

Developed by Sony Computer Entertainment Japan in conjunction with SCEA Santa
Monica Studios, Siren puts the player into an alternate reality, capable of
raising the heartbeat and creating a true sense of suspense and fear,
allowing for a new horror entertainment experience. In the blink of an eye,
everything can change in Siren. Set in a fictional Japanese village, a
terrible force slowly turns the civilians into vile creatures looking to
destroy the player. Seen through the eyes of 10 characters, Siren immerses
the player into a personal fight for survival and to unravel the truth behind
the mysterious force.

EyeToy(TM): Groove (April 20, 2004)

EyeToy: Groove, exclusive to the PlayStation 2 computer entertainment system,
is the first interactive videogame that enables players to dance in time with
music simply by moving their bodies, with no controller or dance pad
necessary. Developed by Sony Computer Entertainment London Studio, EyeToy:
Groove is scheduled for release in April 20, 2004.

The follow up to the highly successful EyeToy: Play, EyeToy: Groove
challenges players to take their coordination and rhythm skills one step
further. Simply by linking the EyeToy USB camera to a PlayStation 2, the
player will appear live, on TV, enabling them to dance along with the
on-screen prompts. Technique, style and timing are required as players move
their arms, hips and body to the beat of one of the 25 licensed songs from
such artists as Madonna, Jamiroquai, and Fatboy Slim.

The independent Entertainment Software Rating Board (ESRB) has rated Rise To
Honor and FINAL FANTASY XI "T" for Teen. MLB 2005 has been rated "E" for
everyone. World Tour Soccer 2005, Siren, and EyeToy: Groove have not yet been
rated. For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Third Installments of Best-Selling Jak and Daxter and Ratchet & Clank
Franchises Arriving Fall 2004 Exclusively on PlayStation(R)2

Jak II(TM) and Ratchet & Clank(TM): Going Commando Continue to Shine at
Retail

FOSTER CITY, Calif., Feb. 24 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that the popular and critically acclaimed Jak
and Daxter and Ratchet & Clank series, created and developed by Naughty Dog,
Inc., and Insomniac Games respectively, will return exclusively to the
PlayStation(R) 2 computer entertainment system in Fall 2004.

"We are delighted to continue our relationship with two of the most talented
and imaginative development teams in the industry," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America. "Consumers
want more from traditional platform games and Naughty Dog and Insomniac Games
have made strides to implement technology innovation in order to raise the
industry standard and invigorate the genre. The upcoming sequels will
continue to push the boundaries as both teams incorporate revolutionary
gameplay elements."

The announcement follows a successful retail season as Jak II(TM) and Ratchet
& Clank(TM): Going Commando, last year's sequels to the "Greatest Hits"
titles Jak and Daxter: The Precursor Legacy(R) and Ratchet & Clank(TM),
continue to flourish as top selling titles since their launch.

"Both Insomniac Games and Naughty Dog continue to push the envelope with each
game that they bring to the market," said Andy Reiner, Executive Editor of
Game Informer, the world's largest multi-platform gaming magazine on the
market today. "The level of craftsmanship that goes into each project truly
is remarkable. I can't wait to see what they have up their sleeves this
time!"

As both franchises have sold through to consumers more than one million units
internationally since their inception, Sony Computer Entertainment America
has proven that the platform genre continues to prosper. Demonstrating this,
Jak II was chosen by PlayStation Magazine (PSM) for Game of the Year, Best
Character Design and Best Story, it was awarded Action Game of the Year as
well as tied for Game of the Year by PSE2 and it received PLAY Magazine's
Hybrid Game of the Year. Jak II also was honored with an IGN Editors Choice
Award for 2003, as well as IGN's pick for Best Graphics.

Ratchet & Clank: Going Commando, was honored by IGN, Cinescape and Electronic
Gaming Monthly (EGM) as the Best PlayStation 2 Game of 2003. The game was
included in PSM's Top 10 Games of 2003, was chosen by TechTV's "X-Play,"
GameSpot and the Dallas Morning News as Best Platformer of the Year, received
an IGN Editors Choice Award for 2003 from IGN and was nominated by 1up.com
for Game of the Year. PLAY Magazine labeled the title as both PlayStation 2
Game of the Year and Action-Shooting Game of the Year, and the San Francisco
Chronicle and the San Jose Mercury News included Ratchet & Clank: Going
Commando among its Top 10 Best Games of 2003.

The independent Entertainment Software Rating Board (ESRB) has rated Ratchet
and Clank: Going Commando and Jak II "T" for Teen. For more information about
the ESRB visit www.esrb.org.

About Insomniac Games

Insomniac Games is an independent videogame developer creating cutting- edge
technology, graphics and gameplay for the PlayStation 2 computer
entertainment system. Since the release of its first game in 1996,
Insomniac's titles have shipped more than 12 million units worldwide.
Additional information can be found on the company's web site at
http://www.insomniacgames.com/ .

About Naughty Dog Inc.

Naughty Dog Inc., a wholly owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Naughty Dog, the creator of the
Crash Bandicoot and Jak and Daxter series, has shipped more than 30 million
games worldwide making it one of the most successful videogame developers.
Additional information can be found on the company's web site at
http://www.naughtydog.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Sony Computer Entertainment America Announces EyeToy(TM): Groove, the Second
Application to Use the Award-Winning EyeToy Technology

With Nearly Three Million EyeToy(TM) Units Sold Worldwide, Sony Computer
Entertainment America Continues the Momentum With EyeToy(TM): Groove

FOSTER CITY, Calif., Feb. 25 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today announced the second title to utilize the EyeToy(TM)
camera technology. EyeToy(TM): Groove, exclusive to the PlayStation(R)2
computer entertainment system, is the first interactive videogame that
enables players to dance in time with one of the 28 licensed songs, from such
artists as Elvis, Madonna, Jessica Simpson, Jamiroquai, and Fatboy Slim, with
no controller or dance pad necessary. Developed by Sony Computer
Entertainment London Studio, EyeToy: Groove is scheduled for release in
Spring 2004 and will be available at an SRP of $49.99 with the EyeToy USB
camera or $29.99 without.

EyeToy: Groove is the follow up to the highly successful EyeToy: Play, a game
that has taken the consumer industry by storm. Labeled by GameSpot.com and
Play Magazine as the most innovative of 2003, and selling nearly three
million units worldwide, EyeToy has proven to be a must-have largely because
players of any age can be on television and become the star of the game. The
technology, which introduces players to an entirely new gaming experience,
has created unprecedented consumer interest spurring Sony Computer
Entertainment America to release a second EyeToy-compatible title.

With EyeToy: Groove, players are challenged to take their coordination and
rhythm skills one step further. Simply by linking the EyeToy USB camera to a
PlayStation 2, the player will appear live, on TV, enabling them to dance
along with the on-screen prompts. Technique, style and timing are required as
players move their arms, hips and body to the beat of one of the 28 licensed
songs. Groove bonus points are given just for trying, so the more movement
the higher the score.

"We are pleased to announce the second title in the EyeToy family so soon
after the highly successful EyeToy: Play launch," said Ami Blaire, director,
product marketing, Sony Computer Entertainment America. "The interest and
success of the EyeToy technology proves that consumers are looking for an
active alternative to traditional forms of entertainment, and EyeToy: Groove
is just another step in making the world of interactive entertainment a
reality."

EyeToy: Groove provides a gameplay option for everyone. If playing solo,
gamers may try out dance moves in One Player Mode, or choose to just interact
with on-screen special effects in the Chill Out Room. EyeToy: Groove also
includes a number of multi-player options. In Tournament Mode players take
turns to determine who has the best rhythm, reaction time and accuracy. Team
Sync Mode allows friends to conquer the dance floor together, or go one step
further with Battle Sync Mode, which allows players to dance together while
being judged separately.

The popular Video Message feature from EyeToy: Play returns, allowing
consumers to record personal messages onto a Memory Card
(8MB)(PlayStation(R)2.) that is sold separately. Messages are also
interchangeable; video messages created in EyeToy: Groove can be viewed with
EyeToy: Play and vice versa. The Memory Card may also be used to save and
replay photos and videos automatically captured while playing the various
game modes. As the EyeToy experience is all about movement, players looking
to get a little exercise can take advantage of the Calorie Counter, they
simply enter their weight and watch how many calories can be danced away.

The independent Entertainment Software Rating Board (ESRB) has rated EyeToy:
Groove (E) for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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KONAMI SHIPS LIFELINE(tm) FOR PLAYSTATION(r)2

First-Ever Voice Controlled Action-Adventure Title Gives a True Voice to
Innovative Gameplay

REDWOOD CITY, CALIF. - March 2, 2004 - Leading videogame publisher, Konami
Digital Entertainment - America, a division of Konami Digital Entertainment,
Inc., today announced it has shipped Lifeline(tm) for the PlayStation(r)2
computer entertainment system to retail outlets nationwide. The latest in a
series of Konami titles to make innovative use of peripheral devices (Dance
Dance Revolution(tm), Karaoke Revolution(tm)), Lifeline breaks new ground as
the first voice controlled action-adventure game for any console.

"Bringing voice recognition into gaming, Lifeline offers players an
experience unlike anything seen or heard before," said Rob Goff, product
manager, Konami Digital Entertainment - America. "Not only will players guide
the main character, Rio, through intense battles with ferocious creatures,
but they will actually have to interact and build trust with Rio through
verbal communication."

Lifeline takes players to a futuristic space station hotel where they will
find themselves trapped in the structure's control room after a massive
attack. The only sign of life is the mysterious woman named Rio - voiced by
Kristen Miller of syndicated TV hit She Spies - with whom players must use
verbal communication to solve the mystery of the attack and save themselves
from certain death.

When stepping into the control room, voice commands such as "shoot and
reload," "dodge to the right," "look behind you," and countless others will
come in handy as players battle with a variety of deadly creatures and solve
puzzles that require fast thinking. Lifeline utilizes unprecedented voice
technology and any USB headset microphone to recognize more than 5,000 words
and 100,000 phrases.

Developed by Sony Computer Entertainment Inc., Lifeline is rated M for mature
by the Entertainment Software Association and is available for an SRP of
$39.99. To learn more about Lifeline, please visit
http://www.konami.com/lifeline.



###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

KONAMI(r) is a registered trademark of KONAMI CORPORATION."PlayStation" is a
registered trademark of Sony Computer Entertainment Inc. All rights reserved.
(C)2004 Sony Computer Entertainment Inc. Lifeline is a trademark of Sony
Computer Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association.
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Sony Computer Entertainment America's PlayStation(R)2 Hits 25 Million Sales
Mark, Underscoring Market Leadership

Company Surpasses Lifecycle Goal of Bringing 10 Percent of Installed Base
Online

FOSTER CITY, Calif., March 2 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that North American sales of the PlayStation(R)2
computer entertainment system have reached 25 million units, contributing to
overall worldwide shipments of more than 70 million units and once again
highlighting the company's leading market position over all competitors. With
more than a quarter of a billion gamers and counting, Sony Computer
Entertainment America simultaneously achieved its lifecycle goal of bringing
more than 10 percent of the PlayStation 2 installed base online, with more
than 2.6 million connected consoles to date.

"PlayStation 2 continues to lead an incredibly successful life filled with
significant milestones that provide a clear course for others to follow,"
said Kaz Hirai, president and chief executive officer, Sony Computer
Entertainment America Inc. "With more than a quarter of a billion gamers and
2.6 million connected consoles, we have yet again surpassed all expectations.
While our competitors strive to meet the new standards we've laid before
them, our focus remains fixed on driving the momentum of our platform and the
industry forward."

Sony Computer Entertainment America has grown the largest console online
community in record time. In just over a year, the company attained critical
mass with more than one million online gamers. While others struggled to
reach this milestone, the company forged a new, more aggressive goal -- to
bring 5 percent to 10 percent of the installed base online within the
platform's lifecycle. In just eight months of setting that goal, the company
surpassed it, having grown the installed base to more than 25 million gamers
and bringing more than 10 percent of the massive installed base online.

The PlayStation 2 Combo Pack [includes the PlayStation 2 console, Network
Adaptor (Ethernet/modem) (for PlayStation(R)2), and a copy of the
online-enabled game, ATV Offroad Fury(TM) 2], continues to fuel online gaming
by making it second-nature to bring home a console with online connectivity.
In addition, the upcoming launch of the Hard Disk Drive on March 23, 2004
will further broaden and invigorate the PlayStation 2 online community by
providing consumers control over an extended, dynamic world through expanded
applications and downloadable content. With the best selection of online
games available, easy access and choice, the community's voice is growing
stronger, with millions of consumers taking their game to the next level --
online.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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The New Prime Time Hit - PlayStation(R)2 Online Gaming

18-34 Age Group Tuning In To Online Gaming During Traditional Prime Time
Viewing Hours, PlayStation 2 Online Gaming Audience Grows 239% Percent in One
Year

FOSTER CITY, Calif., March 4 /PRNewswire/ -- The newest hit during prime time
television hours is not showing on any of the major networks. Sony Computer
Entertainment America Inc. said today the audience for online gaming with the
PlayStation(R)2 computer entertainment system grew to 2.6 million this month
and the majority of gamers were online during traditional prime time
television hours.

According to the first ever analysis of online gaming released by the world's
leading game console maker and online gaming experience, during the month of
February the audience for online gaming with PlayStation 2 was at its
strongest from 5 to 11 p.m., hours before traditional prime time kicks in and
long after it has concluded. And 18-34 year old males made up about 65
percent of the online audience during prime time hours in the month of
February, a sweeps ratings period for the television industry. Online gaming
may increasingly pose a challenge for broadcasters. The audience for online
gaming with PlayStation 2 was up 239 percent when compared to February of
last year, with 67,708 new gamers registering during the 29 day month.

"When people go looking for their favorite entertainment, some are turning to
online gaming with PlayStation 2 instead of tuning into broadcast
television," said Andrew House, executive vice president, Sony Computer
Entertainment America. "We believe the compelling content we offer online
gamers will continue to drive the growth of our online platform, far
outpacing other online gaming destinations and potentially rivaling the
popularity of more traditional entertainment mediums like television."

Nielsen Media Research reported in September an unusual 8 percent decline
among the already elusive audience of men ages 18 to 34. Many television
analysts said they suspected electronic gaming was pulling these young
viewers away from television.

Sony Computer Entertainment America expects the growth in the audience for
online gaming with PlayStation 2 will accelerate as the company adds new
titles to the online library. In the past 12 months, 42 new titles have gone
online and Sony Computer Entertainment America plans to double the total
number of titles available for online gaming with PlayStation 2 before years
end.

House pointed to the company's SOCOM II: U.S. Navy SEALs title as an example
of how great content builds the online audience.

Nearly 1 million copies of SOCOM II: U.S. Navy SEALs were sold in a few short
months and nearly 50 percent of this audience has played the game online.
SOCOM II: U.S. Navy SEALs players spend an average of 4.2 hours a day playing
the game online. SOCOM II: U.S. Navy SEALs has logged a cumulative 31.5
million player hours in the first 100 days, proving the demand for compelling
online content from consumers is high.

"SOCOM II: U.S. Navy SEALs is the most popular online console game, allowing
consumers to interact with a huge community of players. It is setting the bar
for online entertainment," House said.

Sony Computer Entertainment America has the advantage of leveraging the huge
installed base of PlayStation 2 users into online gamers. Recently, Sony
Computer Entertainment America announced PlayStation 2 surpassed the 25
million sales mark in North America. Already more than 10 percent of this
staggering installed base is online, beating initial platform lifetime
projections for online gaming in less than nine months.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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KONAMI SHIPS FIREFIGHTER F.D. 18(tm) FOR PLAYSTATION(r) 2

Players Take on the Role of America's Heroes in Konami's Action-Packed
Firefighting Action Game

Redwood City, Calif. - March 9, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Firefighter F.D.18(tm) for the PlayStation(r) 2 computer entertainment
system has shipped to retail outlets nationwide. Packing the excitement and
tension of battling real-life infernos into the ultimate firefighting game,
Firefighter F.D.18(tm) places players in the heat of the action as they
unravel the mystery of random eruptions of fire throughout a sprawling
metropolis.

In the game, players will assume the role of firefighter Dean McGregor to
uncover the identity of a serial arsonist setting fires to the beautiful city
of Port Serena. As one of the bravest firemen at Port Serena FD18, players
will step into the boots of a modern day hero, as they hunt down the culprit
responsible for the rampant fires. Along the way, players will run into an
eclectic group of individuals including Emilie Arvin, an exuberant TV
reporter looking for the inside scoop on the recent crimes, and Jason Hunt, a
mysterious research worker at Cyclone Networks who may have more insight into
the explosions in the city than he leads on.

Firefighter F.D. 18 recreates real-life fires including dangerous backdrafts
and flashovers. In addition to blazing fires, players will overcome obstacles
such as smoke, gas, explosive chemicals and environmental dangers that lurk
throughout the city. In order to rescue civilians, players will utilize a
wide range of firefighting equipment from water hoses to the IFEX impulse
gun.

Firefighter F.D. 18 is rated T for Teen by the Entertainment Software
Association and is available for an SRP of $39.99. To learn more about
Firefighter F.D.18 visit http://www.konami.com/firefighter.

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.


FIREFIGHTER F.D.18(tm) and FIREFIGHTER/F.D.18 LOGO(tm) are trademarks of
Konami Computer Entertainment Tokyo, Inc. (c) 2004 Konami Computer
Entertainment Tokyo. IFEX is a registered trademark in Japan, the USA, in
Europe and South America, furthermore the design of the impulse gun (outlet
piece) is protected by a three dimensional trademark in the USA, in Europe
and South America. Music arranged by Klaus Badelt for Tweak Multimedia Inc.
Composer Management: Media Ventures
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KONAMI SHIPS FIREFIGHTER F.D. 18(tm) FOR PLAYSTATION(r) 2

Players Take on the Role of America's Heroes in Konami's Action-Packed
Firefighting Action Game

Redwood City, Calif. - March 9, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Firefighter F.D.18(tm) for the PlayStation(r) 2 computer entertainment
system has shipped to retail outlets nationwide. Packing the excitement and
tension of battling real-life infernos into the ultimate firefighting game,
Firefighter F.D.18(tm) places players in the heat of the action as they
unravel the mystery of random eruptions of fire throughout a sprawling
metropolis.

In the game, players will assume the role of firefighter Dean McGregor to
uncover the identity of a serial arsonist setting fires to the beautiful city
of Port Serena. As one of the bravest firemen at Port Serena FD18, players
will step into the boots of a modern day hero, as they hunt down the culprit
responsible for the rampant fires. Along the way, players will run into an
eclectic group of individuals including Emilie Arvin, an exuberant TV
reporter looking for the inside scoop on the recent crimes, and Jason Hunt, a
mysterious research worker at Cyclone Networks who may have more insight into
the explosions in the city than he leads on.

Firefighter F.D. 18 recreates real-life fires including dangerous backdrafts
and flashovers. In addition to blazing fires, players will overcome obstacles
such as smoke, gas, explosive chemicals and environmental dangers that lurk
throughout the city. In order to rescue civilians, players will utilize a
wide range of firefighting equipment from water hoses to the IFEX impulse
gun.

Firefighter F.D. 18 is rated T for Teen by the Entertainment Software
Association and is available for an SRP of $39.99. To learn more about
Firefighter F.D.18 visit http://www.konami.com/firefighter.

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

FIREFIGHTER F.D.18(tm) and FIREFIGHTER/F.D.18 LOGO(tm) are trademarks of
Konami Computer Entertainment Tokyo, Inc. (c) 2004 Konami Computer
Entertainment Tokyo. IFEX is a registered trademark in Japan, the USA, in
Europe and South America, furthermore the design of the impulse gun (outlet
piece) is protected by a three dimensional trademark in the USA, in Europe
and South America. Music arranged by Klaus Badelt for Tweak Multimedia Inc.
Composer Management: Media Ventures
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PlayStation(R)2 Favorite Raccoon 'Sly Cooper' Returns Once Again to Steal
Gamers Hearts in Sly 2: Band of Thieves(TM)

Sequel to the Critically Acclaimed Sly Cooper and the Thievius Raccoonus(R)
Delivers Innovative Heist Gameplay, New Playable Characters, Interactive
Environments, and Spectacular Comic-Book Inspired Graphics

FOSTER CITY, Calif., March 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the September 2004 release of Sly 2: Band of
Thieves(TM), a comic crime caper, action-adventure game designed exclusively
for the PlayStation(R)2 computer entertainment system. Created by
Seattle-based developer, Sucker Punch Productions, the company responsible
for the worldwide million unit seller and "Greatest Hits" title Sly Cooper
and the Thievius Raccoonus(R), Sly 2: Band of Thieves incorporates many of
Sucker Punch's signature talents including award winning toon-shaded
animation and art direction, visual style, immersive storylines, strong
characters, and highly interactive worlds. Sly 2: Band of Thieves introduces
never seen before design innovations, including all-new heist gameplay as
players experience the next level of story driven, team based adventures.

"We are thrilled to have Sly 2: Band of Thieves as part of this year's
premier PlayStation 2 lineup," said Ami Blaire, director, product marketing,
Sony Computer Entertainment America. "Recognized for their artistic style,
creativity, superior technology and brilliant storytelling abilities, Sucker
Punch continues to push the boundaries and revolutionizes the character-based
action adventure genre once again."

Incorporating a creative new approach to team play, Sly and his crew work
together to plan and pull off a series of big heists. With an enhanced move
set, including pick-pocketing, vent crawls, rooftop chases, and stealth
attacks, and a team of unique playable characters, Sly 2: Band of Thieves
delivers a true thieving experience as players explore the open environments
and must think on their feet to survive. Sly 2: Band of Thieves breaks the
rules of convention and truly immerses players into a world with no laws or
boundaries.

Sly and his crew are back! Say goodbye to the Brat Pack as you know it
because there's a new Raccoon Pack in town that is raring to go. Word is out
that Interpol has excavated the robotic remains of Clockwerk -- Sly's nemesis
and sworn enemy of the Cooper clan. Sly and his gang discover the parts of
Clockwerk are missing, and embark on a quest to ensure Clockwerk is never
reassembled. The journey takes Sly and his crew to the far reaches of the
globe, and along the way experience a plot full of deceit, surprising twists,
and an exciting romantic triangle that will leave you wanting more.

Sly 2: Band of Thieves blends many gameplay elements together, including
stealth, thievery, platform adventure, combat, strategy, and exploration,
into one huge world. The adventure takes place across numerous locations,
including Paris, Prague, India, the Canadian Wilderness and more, each with
unique and diverse landscapes and environments all waiting to be explored.
With its unique cel-shaded illustrated rendering technology, innovative
character designs, realistic physics and variety of gameplay, Sly 2: Band of
Thieves is set to become one of the biggest hits on PlayStation 2 this
holiday season.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Sly 2: Band of Thieves. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

About Sucker Punch

Sucker Punch Productions creates innovative games featuring award winning
characters, artwork and technology for the PlayStation 2 computer
entertainment system. The Seattle based studio is the creator of the million
unit selling, Greatest Hits title Sly Cooper and the Thievius Raccoonus.
Additional information can be found on the company's Web site at
http://www.suckerpunch.com/ .

Visit us on the Web at www.us.playstation.com
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Major League Baseball Slugger Eric Chavez to Grace the Cover of MLB(TM)2005
For PlayStation(R)2

Oakland A's Eric Chavez Joins Anaheim Angels Troy Glaus, Los Angeles Dodgers
Shawn Green and Cincinnati Reds Adam Dunn to Promote 989 Sports(R) Popular
Baseball Franchise

FOSTER CITY, Calif., March 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports(R) announced today that it has signed one of
Major League Baseball's premier third basemen to grace the cover of its
MLB(TM) 2005 videogame, due to hit store shelves in March 2004, for the
PlayStation(R)2 computer entertainment system and PlayStation(R) game
console. Oakland A's third baseman, Eric Chavez, one of baseball's top young
talents, will be the cover athlete for MLB 2005. Chavez joins a host of other
top MLB players to promote the 989 Sports popular baseball title including
Anaheim Angels third baseman, Troy Glaus, Los Angeles Dodgers outfielder,
Shawn Green, and Cincinnati Reds outfielder, Adam Dunn, each of whom will be
working with the company as contributors, consultants, and spokespersons.

Chavez, a two-time Gold Glove and Silver Slugger award winner, is widely
regarded as the top young third baseman in Major League Baseball and joins
989 Sports following a season where he led American League third baseman with
101 RBI and tied for the league lead with 29 home runs. One of the core
members of an always competitive Oakland A's team, in 2003 Chavez posted
career highs in games, at bats, runs, hits, triples and total bases, and
matched his best in stolen bases while leading the club in home runs,
multiple hit games, total bases and extra base hits.

Troy Glaus joins the 989 Sports line-up just one year removed from capturing
the 2002 World Series Championship and the 2002 World Series MVP award,
completing one of the most dominant individual performances in major league
baseball postseason history by tying the World Series record with seven home
runs. Despite having his 2003 season cut short by a shoulder injury, the
three-time All-Star is poised to return to dominance this season, having
knocked in more than 100 RBIs and scoring at least 99 runs in three
consecutive seasons from 2000-2002. Glaus will serve as a spokesperson for
989 Sports and the MLB franchise while participating in motion capture and
consulting sessions, further enhancing the videogame's authentic baseball
pedigree.

"Eric Chavez has established himself as one of baseball's rising young
stars," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Not only are we aligning ourselves with one of the
best young power hitters in baseball, but we are working with four young,
incredibly talented players in Chavez, Glaus, Green and Dunn who promise to
put up outstanding numbers for many years to come. From marketing to product
development, we are excited and honored to be working with some of the most
dedicated and skilled players in baseball today."

Los Angeles Dodger and MLB 2004 cover athlete, Shawn Green, returns as a
company spokesperson. Green has become one of the most feared left-handed
sluggers in the game. The right-fielder has posted more than 250 home runs,
750 runs batted in (RBI) and 1,400 hits during his 11-year career. Joining
Green, Cincinnati Red, Adam Dunn, also returns for his second year as a 989
Sports spokesperson. The six foot, six inch, 240-pound All-Star quickly
established himself as power hitter, racking up 72 home runs in only two and
half seasons.

Set for a March 2004 release, MLB 2005 promises to be the most authentic
baseball simulation created for the PlayStation 2 computer entertainment
system. MLB 2005 features 13 extensive gameplay modes including Historical
All-Time Greats, an all-new Franchise Mode that allows players to control
every aspect of running a baseball franchise, an innovative Career Mode that
takes gamers from Class-A ball to the Fall Classic and Online playability
through the revolutionary 989SportsOnline.com.

MLB 2005 integrates new gameplay options like pressure sensitive controls,
all-new pitcher and batter interfaces, and Voice Recognition that allows
gamers to call their pitch via a USB headset without the touch of a button.
With more than 3,500 personalized animations, 60 frame-per-second gameplay,
new player models, fully animated crowds and more, MLB 2005 promises an
unmatched baseball experience.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2005 "E"
for Everyone. For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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Sony Computer Entertainment America Launches Internal Hard Disk Drive for
PlayStation(R)2, the Next Step in the Evolution of Online Gaming

Highly Anticipated FINAL FANTASY(R)XI to be Pre-installed on 40GB Hard Disk
Drive

FOSTER CITY, Calif., March 23 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today a new internal Hard Disk Drive (40GB) (for
PlayStation(R)2) and said the new hardware comes pre-installed with the
wildly popular FINAL FANTASY(R)XI. Developed by Square Enix and published by
Sony Computer Entertainment America, FINAL FANTASY XI is the new online-only
title that comes exclusively on the internal Hard Disk Drive for a suggested
retail price of $99.

The launch of the internal Hard Disk Drive is the next evolution in Sony
Computer Entertainment America's commitment to offering an unparalleled
entertainment experience to its rapidly growing online community. The launch
of this hardware addition and content offering is the first step to ushering
in a new era of digital entertainment through the PlayStation 2.

FINAL FANTASY XI offers gamers a dynamic online adventure in a persistent
world, breaking traditional gaming barriers and expanding the opportunities
with online gaming by allowing cross-platform, cross-continent gameplay
between a PlayStation 2 and a PC. Now for the first time gamers won't be
bound by geographic region or platform obstacles, and can enter an ever
evolving world of online gaming.

"True to its business philosophy of delivering technology when the market is
ready and with full content support, the Hard Disk Drive delivers the
features that consumers want most," said Andrew House, executive vice
president, Sony Computer Entertainment America. "With 2.6 million network
ready PlayStation 2 consoles in more than 25 million homes throughout North
America, the internal Hard Disk Drive paves the way for delivering countless
forms of digital entertainment to this massive audience."

Internal Hard Disk Drive: Expanding the Entertainment Experience

The launch of the internal Hard Disk Drive opens a new world for gamers by
enabling the possibility of new entertainment experiences with PlayStation 2
such as downloadable and episodic content and episodic experiences. This is
the next phase of Sony Computer Entertainment's vision to use PlayStation 2
as an entertainment vehicle to distribute new forms of entertainment content.
Product features include 40GB of storage, faster caching times and the
ability to download content for online games such as new tracks, stadiums and
characters.

FINAL FANTASY XI: Experiencing A New Online World

FINAL FANTASY XI is a multiplayer online role-playing-game (MMORPG) that
brings the same innovative gameplay and deep storyline from the FINAL FANTASY
series, which made the franchise one of the most popular videogame series in
the world, with more than 49 million units sold to date.

A brand-new FINAL FANTASY experience awaits gamers as they live in and
navigate through a "persistent world" that continues to evolve and develop,
even when they are not playing. The introduction of the internal Hard Disk
Drive provides players with the unique opportunity to experience a completely
new gaming world online with large communities, complex gameplay in intense
online environments and a constantly, refreshed gameplay experience with the
ability to download updates. Various communication tools have been
incorporated into FINAL FANTASY XI to assist in interaction between players,
including easy-to-use chat and messaging systems.

FINAL FANTASY XI utilizes the Network Adaptor (Ethernet/modem)(for
PlayStation 2) and the internal Hard Disk Drive (40GB) (for PlayStation 2) to
allow players to connect online, either via broadband or dial-up connection,
and join in the ever-changing world of "Vana'deil." Players can create their
alter ego that will exist in the world of Vana'deil, and be able to customize
characters by race, sex, country of origin, and numerous physical traits. In
FINAL FANTASY XI, players will become immersed in an expansive, original
storyline as they go on missions and build up their character's skills and
attributes, either alone or with other members of the community, ultimately
creating the history of Vana'deil.

Pricing and Availability

Available immediately for a $99 suggested retail price (SRP), the internal
Hard Disk Drive attaches to the Network Adaptor (Ethernet/modem) (for
PlayStation 2), which connects to both broadband or dial-up networks, and
slides easily into the expansion bay of the PlayStation 2 system.

About PlayOnline(TM) from Square Enix

FINAL FANTASY XI for PlayStation 2 will give gamers an innovative, online
cross-platform gameplay experience between console and personal computer, and
allows players to connect either via broadband or dial-up connections.
Players will be required to register via PlayOnline, a network service
created by Square Enix serving as the gateway to the FINAL FANTASY XI
universe. Players will be charged a monthly fee to play FINAL FANTASY XI
separate from Internet Service Provider (ISP) access charges. Subscribers
will receive their first 30 days of access without charge. After 30 days,
FINAL FANTASY XI will be available on a month-to-month subscription basis for
$12.95 (USD) a month, which includes one character. Players can create new
characters for an additional charge of $1.00 (USD) per character, per month.
Tetra Master(R), the online version of the immensely popular mini-game from
FINAL FANTASY IX will also be included with the package and available for
$1.00 (USD) per month.

About Square Enix Co., Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises -- FINAL FANTASY(R), sold over 49 million units
worldwide and DRAGON QUEST (DRAGON WARRIOR(R) in North America) sold over 34
million units worldwide -- under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com
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CAPCOM(R) RELEASES ONIMUSHA(TM) BLADE WARRIORS

- HEROES AND VILLAINS FROM ONIMUSHA SERIES STAR IN AN ALL NEW ACTION FIGHTING
GAME -

SUNNYVALE, Calif. - March 23, 2004 - Capcoma, a powerhouse in the
multi-billion dollar video game industry, today announced the release of
Onimusha(TM) Blade Warriors for the PlayStationa2 computer entertainment
system. An action fighting game based on the award winning Onimusha world,
Onimusha Blade Warriors challenges players to enter into battle alone, or
with up to three other opponents for lighting quick multi-player action
battles that show off their skills as a warrior. Onimusha Blade Warriors
brings together a bold cast of characters including famed Japanese actors,
Takeshi Kaneshiro as Samanosuke Akechi from Onimusha: Warlords and the late
Yusaku Matsuda, known for his role in the 1989 film Black Rain, as Jubei
Yagyu from Onimusha 2: Samurai's Destiny who star as the main characters in
the title. Onimusha Blade Warriors is rated "T" for teen audiences by the
ESRB (Entertainment Software Rating Board) and is now available at retailers
across North America.

Onimusha Blade Warriors boasts the following features:
* New Style of Play - Onimusha Blade Warriors is an entirely new concept that
pushes the action element in the series to an all-new level. The design of
the game provides lightening quick sword slashing and the ability to strike
down opponents one after the other.

* Two modes of gameplay -

* Story Mode - Single player mode where gamers can follow their chosen
character's storyline as they progress through the game, all the while
strengthening and upgrading their character by absorbing specific souls.

* VS. Mode - A multi-player mode where up to four players can battle
simultaneously in teams or against one another for exciting multi-player
matches.

* Variety of characters - Onimusha Blade Warriors lets the player choose
between a total of 24 characters from the Onimusha series. Gamers can fight
as the noble Samanosuke Akechi and Jubei Yagyu or play as sub-characters
including the various enemies from the series.

* Stunning rendered stages - Fight in beautiful interactive backgrounds;
life-like worlds with cool fighting effects.

* Unlock special objects - Treasure chests appear which contain weapons that
can be used during battle including laser cannons, a hammer that can dizzy an
opponent, items that block an enemy's attack, and orbs that can enhance a
character's ability.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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KONAMI SHIPS CY GIRLS FOR PLAYSTATION(R)2

Sexy Cyber Action Adventure Now Available At Retail Outlets Nationwide

REDWOOD CITY, CALIF. - March 23, 2004 - Konami Digital Entertainment -
America (KDEA), a division of Konami Digital Entertainment, Inc., today
announced that the new stealth action adventure game, Cy Girls, has shipped
to retail outlets in North America. Marking the debut of two new action
heroines, Ice and Aska, gamers lead these spy divas on a perilous mission
around the globe to fight crime and put an end to cyber-terrorism. Cy Girls
packs two discs in one box so players can experience two distinct adventures
as either Ice or Aska. Based on the popular Japanese action figures 'Cy
Girls' from toy maker Takara(R), Cy Girls for the PlayStation(R)2 computer
entertainment system is a new and unique action game with two different
worlds, two styles of gameplay and two sexy female action stars.

With the use of explosive firepower and deadly martial arts skills, players
must choose between Ice or Aska to take down criminals with their own
individualized moves, abilities and storylines. A highly skilled markswoman
with an arsenal of weapons at her disposal, Ice has the ability to shoot in
all directions while executing acrobatic, death-defying moves. Aska, on the
other hand, is a ninja master trained to wield the katana while utilizing a
variety of fighting techniques to take down enemies.

Traveling from South America to the Far East to North America and beyond, the
Cy Girls romp through a series of unique levels in both the real world and a
parallel virtual world. While in the real world, players must master their
characters' physical strengths in order to overcome their respective
opponents. However, upon entering a parallel virtual universe, players will
have to tap into their character's hacking abilities to uncover clues that
will lead them to the mastermind whose intent is to destroy the world's
infrastructure.

The story is enhanced by a sophisticated control scheme and never-before-seen
game mechanics that allow the Cy Girls to perform amazing acrobatic moves.
Players will discover a multitude of gameplay options within the game,
including a unique eight-way directional control that allows players to move
the girls in multiple directions while attacking. Moreover, gamers will also
be able to fully control the camera view at all times, ensuring that the
angles capture all of the intense, action-based gameplay.

Cy Girls is rated "M" (Mature) by the ESRB and is available at retail outlets
nationwide for an SRP of $39.99. To learn more about Cy Girls, please visit
the official website at http://www.konami.com/cygirls.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

###

(C) 2004 KONAMI & Konami Computer Entertainment Japan (C) TAKARA CO., LTD.
2004 "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

 ------------
Category 27,  Topic 3
Message 285        Thu Mar 25, 2004
KGAGNE [Ken]                 at 11:12 PDT

Capcom BREAKS OUT A NATIONAL marketing campaign
to SUPPORT THE RELEASE OF RESIDENT EVIL(R) OUTBREAK
FOR THE PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

SUNNYVALE, Calif. - March 25, 2004 - Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced a national
marketing campaign to support the upcoming release of Resident Evil Outbreak
for the PlayStation2 computer entertainment system. For the first time ever,
Capcom will be running an in-theater campaign where spots will run during the
month of April to an estimated audience of more than 5 million movie goers.
There will also be an extensive television marketing campaign, which begins
on March 29th and runs throughout April, generating more than 57 million
consumer impressions. These ads will support the overall marketing
initiative, which includes print and online advertising, an online street
team, promotional and retail partnerships, as well as several consumer launch
events.

Fear is redefined in Resident Evil Outbreak, a new concept for the Resident
Evil universe. The game supports both off-line single player and online
multiplayer game modes. The Resident Evil series is one of the most
successful video game franchises in history having sold more than 24 million
units worldwide. Resident Evil Outbreak will carry an "M" rating for mature
audiences by the ESRB (Entertainment Software Rating Board). Capcom plans to
release Resident Evil Outbreak on March 30th throughout North America.

"To mark the exciting return of the Resident Evil franchise to the
PlayStation 2, we are rolling out the most comprehensive marketing program
ever for Resident Evil Outbreak," said Todd Thorson, director of marketing,
Capcom Entertainment. "A game of this caliber deserves the star treatment and
we will use multiple avenues to let the millions of Resident Evil fans know
about the most remarkable survival horror game to date."

The :30 second cinema spots will run nationwide in the top 20 U.S. markets
alongside "R" rated movies including "Kill Bill Vol. 2," "The Punisher,"
"Dawn of the Dead," and "The Whole Ten Yards." The :30 and :15 second
television spots are aimed at the adult markets, ages 18 to 34 years old, and
will appear on network primetime, syndicated and cable programming in the
U.S. and Canada such as "24," "Saturday Night Live," "The Daily Show," and
"WWE." Further initiatives include a print campaign which features high
profile ads that will run in all major video game magazines including Game
Informer, Electronic Gaming Monthly and GamePro just to name a few. Online
efforts include web site advertising as well as an 800+ member online street
team whose goal is to evangelize the game. National retail support will
consist of programs such as pre-order and point of sale purchase campaigns at
major retail outlets.

Several events in April will help generate awareness for the release of
Resident Evil Outbreak. Simultaneous stunts will take place in New York,
Chicago and Los Angeles from April 1st through April 3rd where Resident Evil
zombies will roam high traffic epicenters in these three major markets. In
addition, a public launch event for the game will be held at the Sony Metreon
in San Francisco on April 2nd. The venue will be themed in the spirit of
Raccoon City and attendees will be able to play demos of the game as well as
enter raffle contests to win a variety of Resident Evil related prizes.

Resident Evil Outbreak tells the dramatic story of an outbreak caused by a
secret biological weapon infecting the people of Raccoon City. Citizens are
turning into flesh-eating zombies that swarm the streets. Players wage war
against the pharmaceutical giant, Umbrella, who is responsible for the events
leading up to this disaster. In the shadow of this nightmare are a few
desperate survivors. They must find a way to get out of the city before the
government quarantines the entire area by firing a missile and destroying all
proof of existence. Players must beat the clock or die trying.

Resident Evil Outbreak retains the signature Resident Evil storytelling,
visuals, and bone-chilling audio that Capcom's survival-horror fans demand.
The game introduces an all-new story, an assortment of new playable
characters, and dozens of non-player characters (NPC's). Players can
experience the horror with up to four concurrent players in network mode or
one-player accompanied by two computer AI characters in single player
off-line mode. By cooperating with and helping fellow characters, players
work together to advance through a variety of scenarios as they try to escape
the city.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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SNK NEOGEO USA CONSUMER CORPORATION Announces KOF: MAXIMUM IMPACT
for PlayStation(R)2

All New KOF for the Home is also First 3D KOF!

WALL, NJ. - March 29, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today the company is
developing the first original THE KING OF FIGHTERS title for the
PlayStation(R)2 computer entertainment system. KOF: MAXIMUM IMPACT will ship
in Fall 2004 and is the first KOF title to be designed specifically for the
PlayStation(R)2, rather than being based on any existing SNK arcade version.

THE KING OF FIGHTERS is one of the most popular fighting game series in video
games since its inception in 1994, and KOF: MAXIMUM IMPACT will truly be one
of the most revolutionary chapters in this franchise's storied history.  The
launch of KOF: MAXIMUM IMPACT represents the first time a THE KING OF
FIGHTERS game will be in 3D!

KOF: MAXIMUM IMPACT will feature the most popular KOF characters such as
Terry Bogard and Kyo Kusanagi all rendered in 3D.  The game will also feature
several brand new characters to the franchise and a wide assortment of
detailed battlegrounds and fighting maneuvers.

"THE KING OF FIGHTERS franchise is one of the anchor franchises of the SNK
product line," said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
President. "We're confident that KOF fans worldwide will be very excited
about this great evolution for the series."

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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Atlus U.S.A., Inc. begins U.S. production on Shin Megami Tensei: Nocturne(TM)
for release exclusively on the PlayStation(R)2 Computer Entertainment System
in the fall of 2004

Irvine, CA (April 2, 2004) - Atlus U.S.A., Inc., a leading publisher of
console role playing games, announced today that, Shin Megami Tensei:
Nocturne, a game in the best-selling role-playing series from Japan, will
debut in North American on the PlayStation(R)2 Computer Entertainment System
and will ship to retailers in the fall of 2004. Shin Megami Tensei: Nocturne
is based on the special edition "director's cut" version of the game that was
released in Japan earlier this year, which features an appearance from one of
videogaming's most popular characters, Dante, from Capcom's Devil May Cry
series.

"In a word... Finally! After many long years, we are proud to present the
groundbreaking Shin Megami Tensei series to the American market," said Yu
Namba, Project Lead at Atlus. "With its breathtaking graphics,
post-apocalyptic real world setting and mature themes, Nocturne will redefine
the genre and deliver a gaming experience unlike any other."

About SHIN MEGAMI TENSEI: NOCTURNE
Shin Megami Tensei: Nocturne is actually the third game in the series, which
first appeared on the Super Famicom. Remakes of the first two titles were
recently released in Japan for the PlayStation and Game Boy Advance. While
Nocturne continues the series' tradition of a modern-day post-apocalyptic
setting, demonic overtones and mature themes, the PlayStation 2 version
brings it into the next-generation of gaming with mind-blowing graphics and
refinement of the gameplay system.

Set in post-apocalyptic Tokyo, the game begins as nearly the entire
population of the world is annihilated by a global catastrophe called the
Conception. Now, the fate of the entire world lies on the shoulders of one
boy, who must battle his way through opposing demonic forces and shape the
world to come... or destroy it.

Shin Megami Tensei: Nocturne Key Features:
* Yesterday's foe is today's ally! Persuade over 100 different demons to join
your party. Some demons may evolve into new forms on their own or fuse them
to form even more powerful demons.
* Customize your character with Magatama, living parasites that grant the
host demonic powers!
* Depending on the choices you make, you'll follow one of several ideologies
which will ultimately determine the fate of the entire world!
* Special guest appearance by Dante, from Capcom's Devil May Cry series. Will
he become your most feared enemy or your greatest ally?
* Over 50 hours of gameplay!

Shin Megami Tensei: Nocturne(TM) has a suggested retail price of US $49.99
and has not yet been rated by the ESRB. More information on Atlus U.S.A.,
Inc. can be found on the internet at www.atlus.com

(C) ATLUS 2004 DANTE from Devil May Cry 2:(C)CAPCOM CO. LTD. 2003 ALL RIGHTS
RESERVED
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CAPCOM(R) ANNOUNCES CRIMSON TEARS
FOR THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

-Futuristic 3D Action Game Blends Unique Story and Stylish Visuals-

SUNNYVALE, Calif. - April 6, 2004 -- Capcom, a leading worldwide developer
and publisher of video games, today announced Crimson Tears for the
PlayStation2 computer entertainment system.  Crimson Tears is a futuristic 3D
action game set in Tokyo, year 2049.  Players take on the role of one of
three inhuman "biological war weapons" that must battle hordes of enemies and
maneuver through maze like environments as they investigate the cause of a
mysterious disaster that has left the city incapacitated.  Crimson Tears is
planned for release throughout North America this July and will carry a "T"
rating for teen audiences by the ESRB (Entertainment Software Rating Board.)

Crimson Tears features distinctive cel-shaded 3D characters and fast-paced
fighting action intermixed with stylish CG movie sequences that unfold the
enigmatic sci-fi story.   The three main characters explore the headquarters
of "A.R.M.A.," the weapons manufacturer that created them.  A mysterious
incident has affected areas around the compound and has warped the city and
buildings into a persistently shifting labyrinth.  Utilizing their martial
arts training and weapons they find in the labyrinth, they must battle their
way past waves of biological weapon creations and fight their way to the core
of A.R.M.A., where the answers to the mysteries lie.

Crimson Tears includes the following features:

* Three playable characters - Each has unique special abilities and unique
moves

o        Amber - An android who was created as a weapon; she is quick and
skilled with close-range weapons, especially when wielding her twin swords

o        Kadie - A newly created humanoid biological weapon who is naive due
to her lack of experience; despite an innocent appearance she is very
powerful and is a master at handling large weapons

o        Tokio - A quick-witted humanoid biological weapon who has a keen
sense of justice; he is an expert with firearms and is especially adept with
twin pistols

* Automatic "dungeon" creation system - The labyrinths are comprised of
various "dungeons" which are based on futuristic conceptualizations of areas
in Tokyo including sewers, subway stations and more with layouts, enemies,
and items changing each time through

* Central home base - Various routes to the different dungeons can be
accessed through a home base point where players can exchange items found in
the labyrinth between the three main characters, expand their repertoire of
moves and view various data

* Numerous enemy threats - Different kinds of enemies, which are also
biological war weapons, appear in each dungeon, requiring strategic
combinations of martial arts attacks and weapon-based combat for victory

* Customizable weapons and martial arts moves - The dynamic battle system
involves collecting items to customize the arsenal of fighting moves and the
various weapons

* Wide range of weapons - Swords, fighting gloves, bazookas, flame throwers
and more

* Collect items and weapons - As players explore dungeons and defeat enemies,
a variety of objects can be obtained and used to increase the characters'
abilities

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong.  More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd.  Onimusha, Devil May Cry and Breath of Fire are
trademarks of Capcom Co., Ltd.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc.  All rights
reserved. All other marks are the property of their respective holders.
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NAMCO WINS A GRAND SLAM WITH
SMASH COURT TENNIS PRO TOURNAMENT 2

San Jose, Ca., (April 13, 2004) - Leading video games publisher and developer
Namco Hometek Inc. announced today that the company is developing the second
installment in its Smash Court series. Scheduled for release exclusively on
the PlayStation(R)2 computer entertainment system, Smash Court Tennis Pro
Tournament 2 will ship in the summer of 2004.

Smash Court Tennis Pro Tournament 2 features top licensed tennis stars James
Blake, Jennifer Capriati, Kim Clijsters, Lindsay Davenport, Juan Carlos
Ferrero, Richard Gasquet, Tommy Haas, Daniela Hantuchova, Justine
Henin-Hardenne, Tim Henman, Lleyton Hewitt, Anna Kournikova, Amelie Mauresmo,
Andy Roddick, Marat Safin and Serena Williams.

With licensed Grand Slam tournament venues, tennis fans can choose their
favorite player and tour tennis' most prestigious events, including the
Australian Open, Roland Garros (French Open), Wimbledon, and the US Open.

"We're excited to be working with today's hottest tennis stars," said Rod
Nakamoto, Executive Vice President of Research and Development at Namco
Hometek Inc. "We're also thrilled to be able to offer fans the chance to
compete in the world's most prominent tennis tournaments."

Incorporating six game modes, Smash Court Tennis Pro Tournament 2 offers
center court action for novices and experts alike. Players can create their
own character in Pro Tour Mode and work their way up through the ranking
system by winning major tournament trophies and collecting points.  In Arcade
Mode, players advance through three difficulty levels as they compete in the
Grand Slam tournaments.  Exhibition Mode allows players to select their
desired playing conditions (number of games, sets, difficulty level,
characters, venues) to play a singles game or team up with up to three other
players for a doubles match using a Multitap for PlayStation(R)2.  In
Challenge Mode, players must complete several mini-games to unlock more
challenging stages. Players can alter the camera angles in Spectator Mode to
become a spectator and watch CPU players going head-to-head.

For newcomers to the Smash Court series, the Tutorial Mode provides a
step-by-step tutorial session, while novices can learn to use the variety of
shots and serves including topspin backhands, half-volley drop shots, lobs,
smashes and pinpoint passing shots.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles.  Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

###

SMASH COURT TENNIS(R) PRO TOURNAMENT2&(C)2001 2004 NAMCO LTD., ALL RIGHTS
RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.

Dead to Rights is the trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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World Tour Soccer 2005 Brings the Global Game to PlayStation(R)2

989 Sports(R) Popular Soccer Franchise Cues up Cyber Strikers, Midfielders,
Defenders and Goalies for Realistic Gaming Action

FOSTER CITY, Calif., April 13 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that World Tour Soccer 2005 from 989 Sports(R)
is now available in stores. Now in its third year, the World Tour Soccer
franchise, developed exclusively for the PlayStation(R)2 computer
entertainment system, has set the tone for unmatched play options and realism
for the core soccer enthusiast.

Featuring more than 900 league, club and international teams from around the
world, including classic teams from the past like the 70's Liverpool team,
the 80's Milan team and the 90's Barcelona team, along with 18,700 FIFPro
licensed players from 30 divisions and 22 leagues, World Tour Soccer 2005
captures the enormous scope and popularity of the global game. From realistic
players that have been recreated with intricate detail, to stadiums filled
with passionate fans cheering and waving their club and country flags, World
Tour Soccer 2005 provides a truly authentic soccer simulation.

With multiple modes of play such as Exhibition Match Challenge and
Competition Mode, soccer fans will experience unparalleled gaming action
while attempting to qualify for five different continental cups.

Additionally, Season Mode will challenge a gamer's ability to act as owner
and provide them the opportunity to manage player contracts, trades, salary
caps and injuries, while Career Mode challenges gamers to take a young team
and lead them from the School League to the Semi-Pro League and on to a
Domestic League of their choosing.

"World Tour Soccer 2005 delivers a captivating performance by recreating the
passion, pageantry and excitement of the world's most popular sport," said
Ami Blaire, director, product marketing, Sony Computer Entertainment America.
"The combination of state-of-the-art graphics, attention to detail and
endless gameplay options are sure to excite soccer fans of all ages."

Developed by Sony Computer Entertainment Europe's London Studios, World Tour
Soccer 2005 features some of the most realistic soccer action ever produced
for PlayStation 2. Intuitive controls, immaculately detailed stadiums and
successful play that is rewarded by unlocking hidden teams, stadiums and a
variety of trophies, provide everything but the post-game oranges for the
core soccer fan.

Gracing the cover of World Tour Soccer 2005 is L.A. Galaxy Forward and
Guatemalan National Soccer Star, Carlos Ruiz. After bursting onto the
international scene as captain of the 2000 Guatemalan Olympic Team, appearing
in 24 international matches and scoring 12 goals, Ruiz made an immediate
impact in Major League Soccer by leading the league in goals scored two years
in a row (2002-2003), was named an MLS All-Star for the second consecutive
year and was named the 2003 MLS All-Star Game MVP.

Marketing efforts for World Tour Soccer 2005 will include national print
advertising across newspapers, sports and consumer publications, online
advertising, dedicated point-of-purchase displays and merchandising support,
and public relations support.

The Independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R),
NCAA(R) GameBreaker(TM), and World Tour Soccer(TM), 989 Sports is committed
to developing authentic and innovative sports games to appeal to both the
professional athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.989sports.com
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Mastiff Announces La Pucelle: Tactics for PlayStation(R)2 Has Gone Gold

Stellar Tactical RPG from Creators of the Award-Winning Disgaea on Schedule
for Early May Store Date

SAN FRANCISCO, CA ? (April 6, 2004)? Interactive entertainment publisher
Mastiff announced today that Nippon Ichi Software Inc's great tactical RPGs,
La Pucelle: Tactics, has gone gold, and will be in stores in early May 2004.
La Pucelle is exclusively for the PlayStation(R)2 computer entertainment
system and uses a similar battle system to the 2003 award-winning game,
Disgaea, also a Nippon Ichi Software title.

La Pucelle: Tactics is a tale of betrayal and double cross, monsters in human
form and humans in monster form, set in an alternate medieval Europe. The
unlikely hero is a smart mouthed and undisciplined sixteen year old who just
passed her exorcism exams and her comrades in La Pucelle, a demon hunting
squad.

Additionally, Mastiff has announced the launch of the official La Pucelle
website: www.lapucelletactics.com. The website will feature game and
character details, screenshots, movies and strategies for the upcoming
release. It will also include bios of principal voice actors and sound clips
from the game."

Early previews of the game already have the US gaming press gushing. "If La
Pucelle is as big a hit as it deserves to be, the future should be bright not
just for Nippon Ichi--which plans to release all of its games in the United
States from here on out--but for the strategy fans who've fallen in love with
them," said GMR Magazine in their exclusive multi-page preview in the May
2004 issue.

Many American gamers became familiar with talented developer Nippon Ichi in
late summer 2003 when their spectacular game, Disgaea, shipped for the
PlayStation 2. Disgaea captivated consumers and critics alike and recently
won a number of "2003 Best of" awards including:

Simulation/Strategy Game of the Year - Play Magazine

Reader's Choice- Best Strategy Game - IGN.com

Top PS2 Strategy Game of 2003, Top 10 PS2 Game of Year - GameSpy.com

Top Strategy Game - GMR Magazine

La Pucelle: Tactics Features

* Choose from Japanese or English voice.

* Dark Portals and Purification: Brand new to the RPG world, use your powers
to purify defiled ground and enemies. If pulled off right the effect is like
having a super-giant combo.

* Damage multiple enemies at once

* Stop new enemies from appearing

* Strengthen items in real time

* More detailed story and character development than Disgaea

* Fast leveling system: Items, characters and skills can increase every round
of battle for well earned instant gratification.

* Carry up to 149 items and use them to learn special magic.

* Turn enemies to allies. Bring up to 8 units into battle.

* Seize the high ground! Battlefield terrain will vary in height: attacking
down is way better than being attacked from above.

* Attack in formation with your allies -- Wave Attack and Simultaneous Attack

* Great balance of difficulty with early stages functioning as a tutorial,
characters with real personality, beautiful hand drawn backgrounds

* Over 100 hours of gameplay with multiple endings

* Winner of a coveted Gold Award from Famitsu, Japan's leading game magazine.

About Mastiff LLC
Mastiff LLC is a publisher of interactive entertainment with offices in
Tokyo, San Francisco and Los Angeles. Please see www.mastiff-games.com for
more information.

La Pucelle: Tactics is (C) 2002, 2004 Nippon Ichi Software Inc. Licensed to
and published by Mastiff LLC.

Find out more about La Pucelle:Tactics at the game's official website:
www.lapucelletactics.com
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Ratchet & Clank(R): Up Your Arsenal Delivers Online Gameplay Experience for
First Time to the Action Platform Genre on PlayStation(R)2

Award-winning Ratchet & Clank Franchise Builds Upon its Tradition of
Innovation by Delivering One of the Most Diverse Single-Player and
Multiplayer Experiences FOSTER CITY, Calif., April 19 /PRNewswire/ -- Sony
Computer Entertainment America Inc. announced today the first details behind
the Fall 2004 release of Ratchet & Clank(R): Up Your Arsenal, created
exclusively for the PlayStation(R)2 computer entertainment system. Developed
by Insomniac Games, the company that helped define the action platform genre
with the award-winning Ratchet & Clank franchise on PlayStation(R)2 and the
highly acclaimed multimillion unit selling Spyro the Dragon(TM) series on
PlayStation, Ratchet & Clank: Up Your Arsenal once again sets the standard in
its category by delivering online gameplay for the first time in an action
platform game, as well as featuring the much-anticipated return of the
dynamic duo Ratchet and Clank.

The third installment of the Ratchet & Clank franchise incorporates new
elements of gameplay not seen previously in the series, including online and
offline multiplayer capabilities that will appeal to a wide variety of
players. Ratchet and Clank: Up Your Arsenal returns gamers to Planet Veldin,
the setting of the original Ratchet & Clank, where the duo set off on a
gripping new adventure through a multitude of diverse planets to fight for
galactic peace. Players will be able to earn up to 20 weapons (including
online and offline) with up to four levels of upgrades for most weapons, plus
new high-tech gadgets to help them through their journey.

"With more than 10 percent of the North American PlayStation 2 installed base
now network ready, Insomniac Games is playing a huge role in delivering
online console gaming into a new frontier for future generations of gamers,"
said Ami Blaire, director, product marketing, Sony Computer Entertainment
America. "With the addition of online gameplay to one of the most successful
franchises on PlayStation 2, Ratchet & Clank: Up Your Arsenal will deliver a
breath of fresh air to consumers this holiday season."

After word spreads of Ratchet and Clank's recent conquest in Ratchet & Clank:
Going Commando, Clank finds himself recognized as an interstellar robot of
mystery and intrigue after starring in his own television series, Secret
Agent Clank. While Ratchet is dismayed by his new sidekick status, the
feelings are put aside when the twosome is called together by the Galactic
President to bring peace to the universe. They find themselves traveling back
to Planet Veldin to battle Dr. Nefarious, a robotic supervillain who has
devised a diabolical scheme to wipe out all organic life in the galaxy. To
reach his goal, he has instructed the Tyhrranoids, a race of multi-eye aliens
to annihilate the organics. However, while Dr. Nefarious is aware that if the
Tyhrranoids are successful, they will end up causing their own extinction,
the Tyhrranoids are not aware of this danger.

To fight back, Ratchet and Clank are able to recruit Captain Qwark, a
favorite from previous games, out of retirement to lead the Q-Force, an
unlikely band of heroic space cadets comprised of some of the most memorable
characters from the Ratchet & Clank franchise. This includes Helga, the
robotic seductress; Big Al, a techno-geek with the ability to encrypt
technology systems; and Skidd McMarxx, a former hoverboarding champ and pro
slacker turned spy. Together with the Q-Force, Ratchet and Clank set off on
another hilarious interstellar romp to uncover the schemes of the sinister
Dr. Nefarious and keep the galaxy safe for organic life.

The Starship Phoenix, headquarters for the Q-Force, is the flagship in the
fight against Dr. Nefarious and serves as a key information hub. The Starship
is also where players can expect to receive new missions and training, and
purchase armor and weapons. In addition, players will gain access to new
vehicles, like the Turbo Slider or Hovership, to compete in races and combat
enemies in intense battlefield missions. Refined intuitive enemy artificial
intelligence means non-playable characters behave more intelligently by
gathering information about their environments and forthcoming attacks,
ultimately providing the player with more challenging gameplay.

The multiplayer gameplay featured in Ratchet & Clank: Up Your Arsenal is
naturally suited for both the offline and online universe because it includes
the variety of weapons, gadgets, vehicles and gameplay made famous throughout
the Ratchet & Clank franchise. For those who want to experience the split
screen multiplayer capabilities, up to four players can play offline, while
the multiplayer online mode accommodates up to eight players over a broadband
connection. In addition, six new levels are introduced for online play,
featuring several elements that encourage team-based activities in modes such
as capturing an enemy's base. For example, destructible environment obstacles
in battlefield environments create strategic gameplay decisions and general
mayhem. Commandeering multiple vehicles further encourages strategic co-op
gameplay by allowing players to work together as one person navigates the
vehicle while the other works its weapon's arsenal.

In order to promote community gameplay, voice communication will be supported
online via the USB headset (for PlayStation(R)2), allowing players to
communicate with fellow team members during online games, either in-game or
in the main lobby. The lobby area will feature an online friends list,
allowing players to be matched up based on their gameplay statistics and will
offer the ability to select from a variety of player skins.

Insomniac's first smash hit on PlayStation(R), Spyro the Dragon, was
introduced to the world in 1996. Since then, the series has sold more than 10
million units collectively. The team's first venture on PlayStation 2,
Ratchet & Clank, was released in November 2002, and was embraced by
enthusiasts and consumers. Nine months after its release, it entered the
PlayStation 2 "Greatest Hits" program. Ratchet & Clank: Going Commando
launched in November 2003 and has celebrated similar success with more than
one million units worldwide sold to date.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Ratchet & Clank: Up Your Arsenal. For more information about the ESRB visit
www.esrb.org.

About Insomniac Games

Insomniac Games is an independent videogame developer that has released
award-winning hits for PlayStation and the PlayStation 2 computer
entertainment system for 10 years. The company created the first three Spyro
the Dragon games and the Ratchet & Clank franchise, which have combined to
sell nearly 14 million units worldwide. Additional information can be found
on the company's web site at http://www.insomniacgames.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console, develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Highly Anticipated Sequel, Jak 3(TM), Arrives This Fall Only on
PlayStation(R)2

Sony Computer Entertainment America Breaks the Videogame Mold With Jak 3
Through a Cohesive Blend of Strong Characters, Compelling Content and
Innovative Gameplay

FOSTER CITY, Calif., April 19 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the first details behind the Fall 2004 release
of Jak 3(TM), created exclusively for the PlayStation(R)2 computer
entertainment system. Developed by Naughty Dog Inc., the company responsible
for the award winning Jak and Daxter franchise and the highly acclaimed,
multimillion unit selling Crash Bandicoot(TM) series on PlayStation(R), Jak 3
concludes the Jak and Daxter trilogy with a truly plot-driven adventure game
filled with friendship, betrayal, death, and a long awaited understanding of
the Precursor civilization that has, until now, remained a mystery.

"Naughty Dog is not just creating a sequel, it is marking an end to one of
the greatest storylines found on the PlayStation 2," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America. "True to
the Jak and Daxter franchise, players will be immediately thrown into
fast-paced action and seamless adventure that will drive the story along
through twists and turns until the final climax -where all is revealed."

One year has passed since Jak and Daxter saved Haven City from Kor and the
attacking Metal Heads, yet Haven City is still immersed in deadly chaos as
three groups fight for control of the streets. The people of Haven City have
grown to distrust Jak's dark powers, and as rumors boil of Jak's ties with
Krew and Kor, the city blames Jak for its current woeful circumstances. When
the palace is destroyed by a surprise Metal Head attack, even Ashelin cannot
protect Jak as the High Council's power broker, Count Veger, forces Jak into
banishment to the desolate Wasteland. Jak is flown to the harsh island and
dumped. With Daxter and Pecker bravely by his side, the three begin their
next adventure where the battle for the city has just begun.

Five times the size of Haven City, the Wasteland is a desert environment with
multiple areas including mines and a volcano. Given the enormity and variance
in terrain, vehicles play a large role as off-road transportation is
introduced, fueled by a true-to-life physics engine. With a rugged new look
and suited with armor, Jak is also equipped with an arsenal of new weapons
with upgradeable mods that enable players to increase their firepower and
enjoy the freedom to strategize and activate their arsenal at any time.

As Jak has been exposed to Light Eco, players can now experience Jak's
magnificent transformation to Light Jak. With a glowing electric blue aura
and a massive wing span, Light Jak introduces new move sets, including the
ability to glide great distances, emit an energy to block enemy attack, and
power up at anytime, all of which provide the player with a sense of being
invincible. Dark Jak also returns with more capabilities, forcing Jak to find
a balance between light and dark.

Additionally, Naughty Dog continues to push the genre forward with the
introduction of new technology. For the first time in the franchise, enemies
feature realistic "Ragdoll Physics," which will allow gamers to witness a
unique death for each enemy that is killed. Naughty Dog has also implemented
independent cloth movement technology and enhanced the enemy artificial
intelligence (AI) with wall climbing and smart formation capabilities.

Naughty Dog's first smash hit on PlayStation, Crash Bandicoot, was introduced
to the world in 1996. Since then, the series has sold more than 25 million
units collectively, breaking many sales records worldwide. The team's first
venture on PlayStation 2, Jak and Daxter: The Precursor Legacy(TM), was
released holiday of 2001, and was met with much praise from both industry
onlookers and consumers. Nine months after its release, it became a bona fide
hit and entered the PlayStation 2 "Greatest Hits" program. Jak II launched in
October 2003 and has celebrated similar success with over 1.6 million units
worldwide, and also won more "Game of the Year" awards than any previous
Naughty Dog title.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Jak 3. For more information about the ESRB visit www.esrb.org.

About Naughty Dog Inc.

Naughty Dog Inc., a wholly owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Additional information can be
found on the company's web site at http://www.naughtydog.com/.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/.
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Survival-Horror is Redefined as Players Suspend Their Disbeliefs in the
Unsettling World of SIREN for PlayStation(R)2

Upcoming Release Immerses the Gamer Into an Alternate World of Fear, Mystery
and Suspense

FOSTER CITY, Calif., April 20 /PRNewswire/ -- Sony Computer Entertainment
America announced today the release of SIREN, available exclusively for the
PlayStation 2 computer entertainment system. Developed by Sony Computer
Entertainment Japan, in conjunction with Sony Computer Entertainment
America's Santa Monica Studios, SIREN puts the player into an alternate
reality, capable of raising the heartbeat and creating a true sense of
suspense and fear allowing for a new horror thriller entertainment
experience. Set in a fictional Japanese village, a terrible force slowly
turns the civilians into vile creatures. Seen through the eyes of ten
characters, SIREN immerses the player into a personal fight for survival and
to unravel the truth behind the mysterious force.

With a story loosely inspired by Japanese folklore and horror movies from
around the world, SIREN places the gamer right in the center of the village
of Hanuda. Building upon a dark atmosphere and creeping terror, SIREN heralds
an exciting new genre of horror thriller games -- from a world of fear,
mystery and suspense that is focused on extreme background detail and
storyline, rather than 'slasher-style' shocks traditionally found in horror
entertainment.

"SIREN represents the changing face of horror thriller entertainment and
pushes the PlayStation 2 technology to new heights," said Ami Blaire,
director, product marketing, Sony Computer Entertainment America. "By placing
the player in a riveting setting and chilling experience, SIREN is a unique
adventure that transcends traditional boundaries between the player and
terror by presenting a unique twist on reality that will keep gamers on their
feet as they unravel the mystery occurrence in the game and leaving them
wanting more."

In SIREN, which takes place over the course of three days, time is made
irrelevant as episodes do not happen in chronological order and the story
builds as the player uses their own character's psychic abilities to look
through the eyes of the shibito. The shibito or 'living dead' are civilians
in the village that have been slowly transforming into evil creatures that
are out to destroy the player. Players can steal the viewpoint of the shibito
in their surroundings by using the innovative 'sightjack' system, foreseeing
danger and predicting enemies' actions. However, in this world of unspeakable
evil and horrific visions, this extraordinary observational power could be
more of a curse than a blessing. With 78 missions in the game, every
individual has their own chilling story to tell throughout the various
episodes, providing not only a mission to survive, but an opportunity to
slowly piece together the horrifying events that have overcome the village of
Hanuda.

The independent Entertainment Software Rating Board (ESRB) has rated SIREN
"M" for Mature. For more information about the ESRB visit www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Dance the Night Away With EyeToy(TM): Groove, the Second Title Based Upon the
Award-Winning EyeToy Technology

EyeToy USB Camera for PlayStation(R)2 Plants Itself on Over 3.5 Million
Televisions Worldwide

FOSTER CITY, Calif., April 20 /PRNewswire/ -- Sony Computer Entertainment
America announced today the release of EyeToy(TM): Groove, available
exclusively for the PlayStation(R)2 computer entertainment system. Developed
by Sony Computer Entertainment Europe's London Studio, EyeToy: Groove, is the
first interactive videogame that enables players to dance in time with one of
the 28 licensed songs, from such artists as Elvis, Madonna, Jessica Simpson,
Village People, and Fatboy Slim, with no controller or dance pad necessary. A
follow up to the highly successful EyeToy: Play, which took the industry by
storm selling over 3.5 million units worldwide since its release, EyeToy:
Groove will be sold with the EyeToy USB camera for $49.99 (SRP) or without
for $29.99 (SRP).

Labeled by PLAY Magazine, GameSpy, GameSpot, 1up.com, and AIAS at D.I.C.E as
the most innovative product of 2003, the EyeToy technology has proven to be a
must-have largely because of its ability to introduce gamers to an
environment that requires no gaming skills or controller. Taking the idea one
step further, EyeToy: Groove challenges players to dance along to 28 licensed
tracks in the game in order to win points for technique, style, and timing.
Groove bonus points are given just for trying, so the more movement the
higher the score.

"As Sony Computer Entertainment America is dedicated to expanding the
PlayStation 2 lifecycle through the introduction of innovative products, we
are pleased to announce the second title in the EyeToy family so soon after
the highly successful EyeToy: Play launch," said Ami Blaire, director,
product marketing, Sony Computer Entertainment America. "The interest and
success of the EyeToy technology proves that consumers are looking for an
active alternative to traditional forms of entertainment, and EyeToy: Groove
is just another step in bringing the world of interactive entertainment to
life on PlayStation 2."

EyeToy: Groove provides gameplay options for everyone. If playing solo,
gamers may try out dance moves in One Player Mode, or choose to just interact
with on-screen special effects in the Chill Out Room. EyeToy: Groove also
includes a number of multi-player options. In Tournament Mode players take
turns to determine who has the best rhythm, reaction time and accuracy. Team
Sync Mode allows friends to conquer the dance floor together, or go one step
further with Battle Sync Mode, which allows players to dance together while
being judged separately.

In addition to the game modes, EyeToy: Groove features a Dance Move Maker
option that enables players to be their own choreographer by creating a
custom routine to the song of their choice. Simply pick a song, record
movements as it plays, and at the end of the tune, import the routine into
the solo groove mode in place of a difficulty level.

The popular Video Message feature from EyeToy: Play returns, allowing
consumers to record personal messages onto a Memory Card
(8MB)(PlayStation(R)2), sold separately. Messages are also interchangeable;
video messages created in EyeToy: Groove can be viewed with EyeToy: Play and
vice versa. The Memory Card may also be used to save and replay photos and
videos automatically captured while playing the various game modes. As the
EyeToy experience is all about movement, players looking to get a little
exercise can take advantage of the Calorie Counter by simply entering in
their weight, then watching how many calories can be danced away.

The independent Entertainment Software Rating Board (ESRB) has rated EyeToy:
Groove (E) for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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CAPCOM ANNOUNCES UNDER THE SKIN(TM) FOR THE

PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

- Aliens Have Come to Cause Mischief and Pandemonium -

SUNNYVALE, Calif. ? April 20, 2004 -- Capcom, a leading worldwide developer
and publisher of video games, today presents Under the Skin(TM) for the
PlayStation2 computer entertainment system. Under the Skin allows gamers to
take the reigns of a mischievous alien named Cosmi who travels the galaxy on
a training mission to pull pranks and initiate panic on the planet Earth.
Transform into the personas of the individuals Cosmi meets in order to
complete the tasks for returning home in this unique and interesting twist on
the action genre. Under the Skin is scheduled for release throughout North
America this fall. Entertainment Software Rating Board (ESRB) rating is
pending.

When residents of Planet Trick turn three they must head towards a different
galactic star for 'trick training.' These underlings are not allowed to
return home until they've reached mischief maturity and have achieved victory
over their cunning rivals who happen to occupy the same planet they've chosen
to inhabit. In Under the Skin, players take on the role of Cosmi who is an
impish alien embarking on the road to adulthood. If growing up wasn't hard
enough, Cosmi has taken upon himself to choose the farthest and most
dangerous planet to wreak havoc onto its barbaric creatures, Earth. Can our
resident alien pass through his training on Earth unscathed and return home
to a hero's welcome?

In Under the Skin, players must cause as much chaos and panic as possible by
taking on the identity of the various people he or she encounters throughout
CoCo Town and other environments. Equipped with a special ray gun, gamers can
scan and absorb the DNA of anyone they target. With this genetic material,
Cosmi can take the form and attributes of anyone he's zapped. For example
while in human form, sing a song only dogs could appreciate, causing those
nearby to drop coins that must be collected. Catch them all as these coins
are what Cosmi and his enemies are being judged on in order to return home.
But beware; causing such disruption puts Cosmi in danger of being caught and
having his true alien identity revealed.

Under the Skin offers the following features:  Diverse stages to cause
mischief - Explore various environments on earth to unleash Cosmi's havoc
onto humans including CoCo Town, Pirate Land and Resident Evil Land.

Use a special ray gun to help Cosmi pull pranks , absorb human personas and
pull various type of high jinx including:

o Warping to a different location in order to escape panicked mobs  O Passing
gas behind you  O Turning humans into giant bowling pins and send them flying
by throwing giant bowling balls after them

Stylish cel-shaded graphics

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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CAPCOM'S AWARD WINNING VIEWTIFUL JOE(TM) TO BE enhanced and UNLEASHED ON THE
PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

- Some Heroes Just Can't Be Contained -

SUNNYVALE, Calif. - April 21, 2004 - Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced plans to release
the critically acclaimed and award winning Viewtiful Joe for the PlayStation2
computer entertainment system. Heralded by USA Today as 2003 Game of the
Year, Viewtiful Joe blends state-of-the-art cel-shaded graphics with classic
side-scrolling action gameplay to introduce the world's quirkiest action
superhero, Joe! Villains beware as Viewtiful Joe redefines the action genre
by mixing innovative "viewpoint" fighting and amazing cartoon-noir
environments, resulting in a super unique brawler full of style and
substance. Viewtiful Joe is the brainchild of Capcom's Atsushi Inaba,
acclaimed producer of Steel Battalion and Hideki Kamiya, director of Devil
May Cry and Resident Evil 2. Viewtiful Joe will be available for the millions
of North American PlayStation 2 owners this fall. The Entertainment Software
Rating Board (ESRB) rating is pending.

"Viewtiful Joe is the most innovative creation in videogames and we are
thrilled to bring it to the millions and millions of PlayStation 2 owners,"
said Todd Thorson, director of marketing at Capcom Entertainment. "The
combination of a classic side scrolling brawler and state of the art
Hollywood-esque special effects makes Viewtiful Joe a one of a kind game that
delivers a compelling and fun experience for every type of gamer."

Viewtiful Joe is a super hero with all the attitude, confidence, punch and
style of a million-dollar action-hero caught up in the world of a Hollywood
movie. It begins as Joe and his girlfriend, Silvia, are at the movies
watching his favorite superhero, Captain Blue. Silvia is somehow warped into
the motion picture realm and it is up to Joe to fight the on-screen bad guys
and rescue her. In the effort of saving his damsel in distress, Joe becomes
more than just any ordinary dude. Granted superhero powers by Captain Blue,
he gains visual effects powers to perform special fighting techniques that
can be utilized to affect time, initiate a variety of combos to annihilate
enemies and solve various innovative puzzles.

Players will progress through various quasi 2D/3D cel-shaded environments
utilizing Joe's visual effect abilities to bash enemies with beautiful style.
It is up to gamers to activate the correct view mode, such as "Slow," a
technique for instantaneously slowing down the action to inflict devastating
damage reminiscent of today's films, or "Mach Speed" to destroy enemies using
lightning-quick martial-arts combat animations. The viewtifully cinematic
visual effects and innovative stylized action definitely sets Viewtiful Joe
apart from all other games on the market.

Viewtiful Joe boasts the following features:
* Innovative 2D/3D hybrid action
* Unlock 'devilish' hidden playable characters that cry in awe of Viewtiful
Joe's stunning gameplay.
* Vividly comic and funky cartoon-style visuals
* Unique combat system - Use visual effect powers (VFX) to obliterate
enemies!

o Slow down - "Slow Power" lets Joe inflict detailed attacks and moves
O Speed up - "Mach Speed" gives Joe lighting fists of fury
O Zoom - Enhance the fighting experience by getting up close and personal to
the action while simultaneously executing other VFX powers to take down
anything that stands in the way

The critically acclaimed original release, Viewtiful Joe, garnered several
accolades for its innovative gameplay and design including USA Today 2003
Game of the Year. During the 2004 Game Developers Conference (GDC) Viewtiful
Joe was honored with a "Game Innovation Spotlight" award and nominated for
"Original Game Character of the Year," at the Game Developers Choice Awards,
presented by the International Game Developers Association (IGDA). The
Pulitzers of interactive entertainment, the Choice Awards are the premier
accolades for peer-recognition in game development, celebrating creativity,
artistry and technological genius. Professional game developers around the
world nominated and voted for the awards. For more information about the
awards, please visit http://www.igda.org/awards/.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective holders.
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KONAMI RETURNS TO THE SPOTLIGHT WITH KARAOKE REVOLUTION(tm) VOLUME 2

Time Magazine's 2003 Game of the Year Returns to the PlayStation(r)2 with 35
New Songs

April 21, 2004 - Redwood City, Calif. - Encore! Encore! Konami Digital
Entertainment - America, a division of Konami Digital Entertainment, Inc.,
today announced that Karaoke Revolution(tm) Volume 2, the follow-up to last
year's critically-acclaimed music game, will hit the stage this July for the
PlayStation(r)2 computer entertainment system. Building on the success of
Karaoke Revolution's groundbreaking and innovative karaoke video game
experience, this edition will feature an all-new line-up of 35 hit songs,
additional characters and venues and a new Medley Mode that allows for
multiplayer gameplay.

Last year's award-winning title and only interactive karaoke video game for
the PlayStation 2, Karaoke Revolution(tm) was praised for its innovation,
superb gameplay and sheer enjoyment as a party game for all ages. The
critical acclaim for the game reached multi-platinum status when Time
Magazine hailed it as the best video game of 2003. The Karaoke Revolution
series of video games features a unique vocal analyzer which rates the pitch
and rhythm of the player's vocals - providing the ultimate interactive
karaoke experience.

Karaoke Revolution Volume 2 expands upon the original game in the series,
featuring seven new characters, three new venues and more than 30 new
character outfits - making it even easier for gamers to step up to the mic.
Choose from a hit-filled catalog of well-known rock, dance, pop, and R&B
tunes, including songs such as "Every Breath You Take," "Friends in Low
Places" and "I Will Survive." Compatible with any PlayStation 2
headset/microphone peripheral, the games' proprietary voice recognition
technology challenges players as they strive to become the next pop star.
Real-time feedback is offered by the dynamic crowds that fill each virtual
venue, either by booing you off the stage or cheering your every note.

In addition to the original Training, Arcade and Karaoke Modes, Karaoke
Revolution Volume 2 also includes an enhanced Showtime campaign and the new
Medley Mode. With this feature, players can link up to 5 song clips together
in rapid fire succession for a unique twist on multi-player karaoke
competition.

Like its predecessor, Karaoke Revolution Volume 2 is developed by leading
music video game creator Harmonix Music Systems
(http://www.harmonixmusic.com).

Karaoke Revolution Volume 2 has not yet been rated by the ESRB.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

###

KONAMI(r) and Karaoke Revolution(tm) are either registered trademarks or
trademarks of KONAMI CORPORATION. (c)2004 KONAMI. Developed by Harmonix Music
System. Harmonix is a registered trademark of Harmonix Music Systems, Inc.
"PlayStation" and the "PS" Family are registered trademarks of Sony Computer
Entertainment Inc. The ratings icon is a registered trademark of the
Entertainment Software Association. All Rights Reserved.
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SNK NEOGEO USA CONSUMER CORP Announces Development
of Four Great Arcade Games for the PlayStation(R)2

WALL, NJ. - April 21, 2004 - SNK NEOGEO USA CONSUMER CORPORATION announced
today that they will be publishing a series of special game combination packs
for the PlayStation(R)2 computer entertainment system - two of SNK's classic
arcade titles in one DVD case. Each combination pack will have an MSRP of
$39.99.

The classic SNK franchises, THE KING OF FIGHTERS and METAL SLUG, will be
launched during the second half of 2004 and the first half of 2005. THE KING
OF FIGHTERS 2002 & 2003 will ship in Winter 2004, and the popular METAL SLUG
4 & 5 Combo will follow in Spring 2005. Each of these game combos feature
full versions of each game.

"We are excited about offering these four great games for the
PlayStation(R)2" commented Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
president. "This is a chance for all gamers to learn of the rich SNK history
by easily acquiring an SNK title library fryor their PlayStation 2."

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS and METAL SLUG are registered trademarks of SNK PLAYMORE
CORPORATION
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NAMCO TO SEND CHILLS THROUGH
PLAYERS' SPINES WITH GHOSTHUNTER

San Jose, Ca., (April 22, 2004) - Leading video games publisher Namco Hometek
Inc. announced today that it is bringing Ghosthunter, a dark and atmospheric
third-person action-adventure game from Sony Computer Entertainment Europe's
Cambridge Studio, to the U.S. market. Scheduled for release on the
PlayStation(R)2 computer entertainment system in August, Ghosthunter is set
in a paranormal environment and features film-quality graphics with stunning
ghost effects.

"We are always working to deliver new and distinctive experiences to gamers,
and Ghosthunter definitely qualifies," said Rod Nakamoto, Executive Vice
President of Research and Development." "With its all-out action,
supernatural universe, cinematic gameplay, dark and eerie atmosphere, and
even humor, Ghosthunter gives gamers a truly unique action-horror
experience."

During a routine patrol through a derelict high school that was once the site
of a brutal and unexplained massacre, Lazarus Jones, a rookie Detroit cop,
and his partner, Anna Steele, stumble across the ghost research laboratory of
Professor Peter Richmond. Lazarus unintentionally liberates a legion of
ghosts and spirits that begin to wreak havoc around the world. A malevolent
spirit abducts Anna, while another ghost fuses with Lazarus, giving him the
ability to see into the spectral realm. Armed with second sight and a cache
of weapons and gadgets, the idealistic cop is forced to take on the entire
spirit realm in hopes of finding his valued partner -- and saving the world.

Developed by the award winning SCEE Studio Cambridge, Ghosthunter blends the
action and adventure aspects of a third-person shooter with macabre humor.
Players battling the vengeful sprits are equipped with a selection of
high-tech weaponry and gadgets specially designed for hunting and capturing
ghosts. Diverse cinematic locations set the scene and make the game come to
life with haunted versions of familiar sights, including an Alcatraz-style
prison and a sunken ship.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights is the trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
(C) NAMCO LTD.
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Playboy: The Mansion(TM) Ready for Action on PlayStation(R)2

Players To Slip Into Hef's Slippers and Live the Ultimate Lifestyle Later
This Year

SCOTTSDALE, Ariz., April 22 /PRNewswire/ -- Co-publishers Groove Games and
ARUSH Entertainment today announced that their upcoming, highly anticipated
title Playboy: The Mansion(TM), published under license from Playboy
Enterprises, will be available on the PlayStation(R)2 computer entertainment
system during the 2004 Holiday season.

Currently under development at Cyberlore Studios, Playboy: The Mansion(TM) is
a unique gaming experience that seamlessly combines intriguing social
interaction, party-throwing simulation and empire- building challenges.

"As you can imagine, we're all very excited about this project," said Joe
Minton, CEO of Cyberlore Studios. "From the very beginning we've put a great
deal of effort into making this groundbreaking game a fun and sexy experience
for the PS2."

The game puts the player into the virtual slippers of world-famous Playboy
Founder Hugh Hefner, building Playboy Magazine and the Playboy Mansion into
dynamic cultural icons. Gamers also will live the lifestyle, rubbing elbows
with stunning women and popular celebrities, and share the mystique of the
Mansion by hosting extravagant, exciting parties. Smart management of the
Mansion's social scene is required to keep the business thriving, and scoring
hot celebrity interviews and arranging sexy photo shoots are just some of the
tasks that players will encounter in growing the empire. The innovative
Photoshoot gameplay allows the player to take control of the camera, shoot
models for magazine covers and pick and choose the best overall theme for
each issue in order to maintain the excellence that the buying public
demands.

"Playboy: The Mansion(TM) is an ambitious, clever title that will be right at
home on the PlayStation2 system," said Jim Perkins, president and CEO of
ARUSH Entertainment. "This game is unlike anything console gamers have ever
seen before, and will raise the bar for simulation and empire-building
games."

Rendered in a beautiful 3D environment including actual Playboy estate areas
such as the Game House and the world-famous Playboy Grotto, the game portrays
an accurate, virtually livable version of the actual Playboy Mansion. Gamers
can also create their own versions of the Mansion as they step into the role
of the Playboy mogul, hosting lavish parties designed to be the envy of
Hollywood. With Campaign and Empire modes, players can either follow an
intriguing and involved storyline, or be set loose to explore and create on
their own.

The release of Playboy: The Mansion(TM) marks Playboy's entry into the video
game category and underlines the growth of Playboy's licensing business in
the entertainment arena. In addition to game industry advertising and
merchandising initiatives, ARUSH and Groove will aggressively market the game
in Playboy magazine and on Playboy.com to support the launch. Playboy readers
spent over $300 million on video games over the last year with more than 3.1
million readers owning a video game system.

Playboy: The Mansion, distributed in North America by Hip Interactive, will
be on display at the Electronic Entertainment Expo in May 2004 in West Hall
Booth 2208. For more information on the game, please visit www.PlayHef.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

About ARUSH Entertainment

Based in Scottsdale, Ariz., ARUSH Entertainment is a worldwide publisher of
interactive entertainment software for personal computers and advanced
entertainment consoles. As a division of World Entertainment Broadcasting
Corporation (WEB Corp.) ARUSH publishes PC and console video games for sale
in retail outlets and on the Internet. The Company recently published Duke
Nukem: Manhattan Project(TM), Hunting Unlimited(R), and Devastation(R). For
more information, please visit www.ArushGames.com.

About Groove Games

Headquartered in Toronto, Canada, Groove Games partners with leading
developers to deliver great games for avid gamers everywhere. Currently
Groove is publishing Digital Extremes' cutting-edge new first-person action
game, Pariah as well as co-publishing the highly anticipated multi-platform
game, Playboy: The Mansion(TM) scheduled to release in the fall of 2004. For
more information visit www.groovegames.com

About Cyberlore Studios

Based in Northampton, Massachusetts, Cyberlore Studios, Inc. has been
creating great, award-winning games for over a decade. Cyberlore's mission is
to create games that focus on providing fun and innovative play. The company
also values its employees, offering them an open, healthy and fun workplace
along with great benefits. For more information about Cyberlore Studios and
their games, please visit their website at www.cyberlore.com.

About Hip Interactive

Hip Interactive (www.hipinteractive.com) is a leading provider of electronic
entertainment products, including PC and video games, movies, video arcade
games, and proprietary games, branded as Hip Games(TM), and accessories,
branded as Hip Gear(TM). The Company distributes all first party products,
including Sony, Microsoft and Nintendo hardware, software and accessories, as
well as third party licensed video game software. With offices across North
America and in Europe, Hip uses its distribution business to leverage into
higher margin, higher growth areas of the electronic entertainment industry,
such as licensing, publishing and its proprietary games and accessories. Hip
Interactive trades on The Toronto Stock Exchange under the trading symbol
"HP".

About Playboy Enterprises, Inc.

Playboy Enterprises is a brand-driven, international multimedia entertainment
company that publishes editions of Playboy magazine around the world;
operates Playboy and Spice television networks and distributes programming
via home video and DVD globally; licenses the Playboy and Spice trademarks
internationally for a range of consumer products and services; and operates
Playboy.com, a leading men's lifestyle and entertainment Web site

Source: ARUSH Entertainment
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Capcom(R) reaches the souls of gamers with A NATIONAL marketing campaign to
SUPPORT THE RELEASE OF Onimusha 3 demon siege

Campaign Generates Massive Consumer Awareness for Final Chapter in Onimusha
Epic Saga

SUNNYVALE, Calif. - April 22, 2004 - Capcom(R), a leading worldwide developer
and publisher of video games, today announced details of a national marketing
campaign to support the upcoming release of  Onimusha(TM) 3 Demon Siege for
the PlayStation2 computer entertainment system.  Highlighting the campaign
tagline "Two Heroes. One Destiny." an extensive television and in-theater
marketing program will begin to run on April 23 and continue throughout May,
generating more than 61 million consumer impressions.  These ads will support
the overall marketing initiative which also includes national print
advertising and online vehicles, key promotional and retail support along
with a strategic viral marketing campaign.

The concluding chapter of the critically acclaimed Onimusha epic saga,
Onimusha 3 Demon Siege introduces newly designed 3D polygonal environments,
more expansive settings to explore, a new dual hero fighting system, enhanced
gameplay and motion picture quality cinematics that the series is known to
deliver. Onimusha 3 Demon Siege intertwines two different stories that
transcend four centuries from ancient feudal Japan to modern day France.  Set
to star in the last chapter of the award-winning series is Takeshi Kaneshiro,
who reprises his role as Samanosuke Akechi from the original title in the
series.  Joining him is Jean Reno the world-renowned movie star who is best
known for his roles in 'The Professional', 'Mission Impossible', 'Big Blue'
and 'La Femme Nikita,' starring as French military officer Jacques Blanc. To
date, the entire Onimusha series has sold more than five million units world
wide.

"Onimusha 3 Demon Siege is the concluding chapter to an epic samurai trilogy,
and we have readied a marketing campaign that will send off this franchise in
style," said Todd Thorson, director of marketing, Capcom Entertainment.
"With Hollywood level production values, a compelling storyline and a
gripping gameplay experience, Onimusha 3 Demon Siege will appeal to the
early-adopter, hardcore gamers and the broader casual audience as well."

To support a cinematic game that rivals even the biggest blockbuster movies,
:60 second cinema spots will run nationwide in the top 20 U.S. markets
alongside "R" rated movies including the upcoming Trojan War epic "Troy," and
the noir action film "Kill Bill Vol. 2." :30 and :15 second television spots
are aimed at the adult markets, ages 18 to 34 years old, will run in various
time slots on syndicated and cable programming in the U.S. and Canada.
Targeted cable programming on shows such as "The Shield," "The Daily Show,"
"American Chopper," and "WWE," will also be utilized with spots running on
Comedy Central, E!, FX, G4 and additional networks.  Further initiatives
include a print campaign which features high profile ads that will run in all
major video game magazines and dedicated men's lifestyle publications
including Game Informer, Electronic Gaming Monthly and GamePro just to name a
few.  Online efforts include web site advertising as well as an 800+ member
online street team whose goal is to evangelize the game.  National retail
support will consist of programs such as pre-order and point of sale purchase
campaigns at major retail outlets.

In Onimusha 3 Demon Siege the year is 1582 and 10 years have passed since the
events that unfolded in Onimusha 2 Samurai's Destiny.  The stage is set at
the burning Honnoji Temple, as the famous Onimusha warrior Samanosuke Akechi
continues to fight the demons in his path. The moment has finally arrived for
Samanosuke to confront the true enemy that has eluded him until now, the
undying Nobunaga Oda.  Unfortunately before the long-awaited final battle
begins, Samanosuke is suddenly engulfed in a whirlpool of light and
disappears.

The year is 2004. A peaceful French metropolis is suddenly attacked by
demons. In the blink of an eye, the city is transformed into a hellish sea of
blood as Genma demons slaughter civilians and soldiers one by one. Within
this pit of darkness appears one man who stands up against the Genma demons,
Jacques Blanc (Jean Reno). As a member of the French army, Jacques is
deployed to the nightmarish scene only to discover himself amid a plague of
horrific enemies that are beyond anyone's imagination. An ancient samurai
warrior unexpectedly appears to help him defend the helpless city.  As they
cooperatively fight off the demons, Jacques is caught in a mysterious vortex
and vanishes to feudal Japan, leaving the warrior behind in modern day
France.

Why has Samanosuke appeared in present Paris and Jacques in feudal Japan?
What fate awaits these two men?  The fierce and bloody battle is unfurled as
the beginning of the final Onimusha chapter unfolds when the game is released
on April 27.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong.  More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd.  Onimusha, Devil May Cry and Breath of Fire are
trademarks of Capcom Co., Ltd.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. All rights
reserved. All other marks are the property of their respective holders.
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SEGA Announces 'SEGA SuperStars' for EyeToy
-------------------------------------------
New Camera-based Game for EyeToy to be Previewed at E3 2004

SAN FRANCISCO, LONDON, TOKYO (April 26, 2004) -- SEGA(R) today announced the
development of SEGA SuperStars - a new game for the EyeToy(TM) interactive
camera add-on for the PlayStation(R)2 computer entertainment system. The new
game, which will feature a collection of SEGA's best known properties, is due
to be previewed with selected teaser levels at the forthcoming E3 2004 Expo,
May 12-14, Los Angeles. SEGA SuperStars for EyeToy, currently in development
at SEGA's Sonic Team studio, will leverage the camera control-method featured
in EyeToy to bring a new level of interactivity to the company's core brands
such as Sonic the Hedgehog, Samba de Amigo, Virtua Fighter and more. Visitors
to E3 will be able to sample the game on the SEGA stand - Room 151, Concourse
Hall, Los Angeles Convention Center. SEGA SuperStars for EyeToy is due for a
global release towards late 2004.

Yuji Naka, President, SONICTEAM, commented, "EyeToy is a whole new way of
interfacing with a game and in this respect, a very interesting proposition
for a game developer. I think there are many creative ways we'll be able to
use the camera with great potential for fun. It's great to have the
opportunity to reach a wider audience through a new system like this and I'm
really excited to be developing a game like SEGA SuperStars for EyeToy."

"With innovative peripherals like EyeToy, Sony demonstrates how new,
interactive experiences will extend the PlayStation 2 lifecycle," said Scott
A. Steinberg, Vice President of Entertainment Marketing, SEGA of America,
Inc. "SEGA SuperStars offers up many of our marquee franchises - Sonic the
Hedgehog, Virtua Fighter, and Samba de Amigo - all enhanced for this fresh,
social, and interactive gaming medium." Matthew Woodley, European Marketing
Director, SEGA Europe Ltd, commented "EyeToy is such a perfect way of
engaging a broader base of consumers in a very social, fun style of gaming.
With a huge portfolio of recognisable IP, and popularity with diverse groups
of gamers, we're really excited to be able to revitalize some of our greatest
stars using this great new technology."

For screenshots, visit the SEGA FTP site at: http://segapr.segaamerica.com.

About SEGA(R)

SEGA Corporation, a $3.5 billion corporation by market capitalization, is
recognized as a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA Corporation's website is located at
www.sega.co.jp. SEGA of America, Inc is the American publishing arm of SEGA
Corporation. Its website is located at www.sega.com/usa. SEGA Europe Ltd is
the European publishing arm of SEGA Corporation. Its website is located at
www.sega-europe.com.

PlayStation and the PlayStation logo, PS one, PS2 and EyeToy are registered
trademarks or trademarks of Sony Computer Entertainment Inc.
(C)SONICTEAM/SEGA, 2004. SEGA, the SEGA logo, SEGA SuperStars, Sonic the
Hedgehog, Samba de Amigo and Virtua Fighter are either registered trademarks
or trademarks of SEGA Corporation or its affiliates. Each original game
(C)SONICTEAM/SEGA, (C)SEGA-AM2/SEGA, (C)SEGAWOW/SEGA.
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CAPCOM RELEASES ONIMUSHA 3 DEMON SIEGE(TM)

INTERNATIONAL CAST OF TALENT DELIVERS DRAMATIC CONCLUSION TO FINAL CHAPTER OF
CRITICALLY ACCLAIMED NOBUNAGA TRILOGY

SUNNYVALE, Calif. - April 27, 2004 - Capcom Entertainment, a leading
worldwide developer and publisher of video games, today released the
concluding chapter of the critically acclaimed Onimusha epic saga, Onimusha 3
Demon Siege(TM) for the PlayStation(R)2 computer entertainment system.
Onimusha 3 Demon Siege introduces newly designed 3D polygonal environments,
more expansive settings to explore, a new dual hero fighting system, enhanced
gameplay and motion picture quality cinematics that the series is known to
deliver. Onimusha 3 Demon Siege intertwines two different stories that
transcend four centuries from ancient feudal Japan to modern day France. Set
to star in the last chapter of the award-winning series is Takeshi Kaneshiro,
who reprises his role as Samanosuke Akechi from the original title in the
series. Joining him is Jean Reno the world-renowned movie star who is best
known for his roles in 'The Professional', 'Mission Impossible', 'Big Blue'
and 'La Femme Nikita', starring as French military officer Jacques Blanc.
Onimusha 3 Demon Siege is rated "M" for mature audiences by the ESRB
(Entertainment Software Rating Board) and is now available at retail outlets
throughout North America.

Onimusha 3 Demon Siege employs a 'dual hero system' that offers two very
different kinds of action, delivering both a deeper story but a unique
experience that offers the player a diversity of gameplay elements. Not only
can gamers experience the exhilaration of slashing enemies with powerful
swords but new weapons have been incorporated to add challenge and depth. A
whip weapon, especially equipped for Jacques Blanc (Reno), lends itself to
combat situations and to perform combos and also helps access new areas for
further exploration by latching onto objects and swinging across various
platforms. This extra functionality broadens the game's adventure appeal and
adds variety to gameplay.

"Onimusha 3 Demon Siege will surpass its predecessors in all areas: gameplay,
art, cinematics and technology to become the ultimate installment to complete
this epic trilogy," said Todd Thorson, director of marketing, Capcom USA.
"Onimusha: Warlords and Onimusha 2: Samurai's Destiny set an unprecedented
standard for the PlayStation 2. The team behind Onimusha 3 Demon Siege
realized those standards and has stepped forward to surpass them. By evolving
the technology to create highly detailed 3D environments and enlisting the
talents of Jean Reno and martial arts choreographer Donnie Yen, Onimusha 3
Demon Siege is the most epic game of the amazing trilogy. A game that can't
be missed."

Onimusha 3 Demon Siege further boosts its CG movie production quality to
motion picture standards by enlisting the talents of acclaimed movie director
Takashi Yamazaki, and Donnie Yen whose recent work can be seen in such movies
as 'Blade 2', 'Shanghai Nights', the Oscar nominated film 'Hero' and is
currently the action supervisor for several popular Japanese films. The
dramatic six minute opening cinematic is epic in scope and garners.

Onimusha 3 Demon Siege boasts the following features:
* As a first for the series, Onimusha 3 Demon Siege utilizes full polygonal
backgrounds as Capcom strives to realize the title's real and dramatic camera
work. Gamers will exalt the battle scenes, as they are full of depth and with
even more sword slashing action.

* Explore new and diverse environments - Onimusha 3 Demon Siege not only
includes familiar feudal Japan backdrops such as Anshi Castle, Sakai Town or
Honnoji Temple, but also showcases world renowned Paris landmarks, such as
Notre Dame and the Arc de Triumph, all of which have been painstakingly
recreated with such rich detail that it exceeds the scale of the previous
incarnations of the series.

* The opening CG movies have been pushed to a new level. Returning to the
Onimusha project is Robot, the company responsible for making all of the
Onimusha opening movies and Yamazaki Takeshi, the CG movie director. Capcom
has enlisted the talents of Hong Kong action star and director Donnie Yen as
the CG action director. Onimusha 3 is a collaboration of several talented
staff members as they focus on bringing a masterpiece that rivals even the
biggest blockbuster movies.

* Flagship, the company responsible for scripting the stories for Onimusha:
Warlords and Onimusha 2: Samurai's Destiny increase the level and depth of
the story for Onimusha 3 Demon Siege. With more drama and thrills than
before, Onimusha 3 Demon Siege weaves an epic tale bringing the series to a
whole new level in this final battle against Oda Nobunaga.

* Master devastating one-hit moves - Now enemies can effectively be defeated
with an unprecedented one-time dramatic slash.

In Onimusha 3 Demon Siege the year is 1582 and 10 years have passed since the
events that unfolded in Onimusha 2 Samurai's Destiny. The stage is set at the
burning Honnoji Temple, as the famous Onimusha warrior Samanosuke Akechi
(Takeshi Kaneshiro) continues to fight the demons in his path. The moment has
finally arrived for Samanosuke to confront the true enemy that has eluded him
until now, the undying Nobunaga Oda. Unfortunately before the long-awaited
final battle begins, Samanosuke is suddenly engulfed in a whirlpool of light
and disappears.

The year is 2004. A peaceful French metropolis is suddenly attacked by
demons. In the blink of an eye, the city is transformed into a hellish sea of
blood as Genma demons slaughter civilians and soldiers one by one. Within
this pit of darkness appears one man who stands up against the Genma demons,
Jacques Blanc (Jean Reno). As a member of the French army, Jacques is
deployed to the nightmarish scene only to discover himself amid a plague of
horrific enemies that are beyond anyone's imagination. An ancient samurai
warrior unexpectedly appears to help him defend the helpless city. As they
cooperatively fight off the demons, Jacques is caught in a mysterious vortex
and vanishes to feudal Japan, leaving the warrior behind in modern day
France.

Why has Samanosuke appeared in present Paris and Jacques in feudal Japan?
What fate awaits these two men? The fierce and bloody battle is unfurled as
the beginning of the final Onimusha chapter unfolds.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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Midway Acquires North American and European Publishing Rights to Shadow
Hearts: Covenant

Sequel to Critically Acclaimed Role-Playing Adventure, Shadow Hearts,
Scheduled For Release This Fall

CHICAGO -- April 29, 2004 -- Midway Games Inc. (NYSE: MWY, news), a leading
interactive entertainment publisher and developer, announced today that
Shadow Hearts(R): Covenant, the sequel to the critically acclaimed,
fantasy-style role-playing game (RPG) Shadow Hearts, is scheduled to be
published this fall in North America and Europe for the PlayStation(R)2
computer entertainment system. With a mix of turn-based strategy and RPG
elements, Shadow Hearts: Covenant provides players with an even greater
magical quest than its predecessor. Shadow Hearts and Shadow Hearts:
Covenant, known as Shadow Hearts 2 in Japan, were created and published in
Japan by Aruze Corporation.

"We are very excited to be bringing a role-playing adventure of this
magnitude to the North American and European markets," said Mark Beaumont,
senior vice president entertainment, Midway. "With its considerable
production value and two DVDs of story driven gameplay, Shadow Hearts:
Covenant is a massive RPG experience."

The story unfolds via amazingly detailed cutscenes which bring the
enthralling and complex characters, powerful battle sequences and unique
gameplay to life. Shadow Hearts: Covenant also brings back the innovative
combat system, the Judgment Ring, which not only allows players to choose
which characters to bring to battle, but also determines the final outcome of
the battle based on the players' speed and accuracy. New to the Shadow Hearts
sequel, are enhancements to the Judgment Ring which allow team-based combo
attacks.

Set during World War I in a fantastical world of magic and creatures, the
game takes place six months after the original Shadow Hearts ended. Yuri, the
main character is back, and he embarks on a new expedition with friends
Gepetto, a puppet master, and Kallen, a German female soldier. Yuri's
morphing abilities have been weakened because he has been cursed by Nicholas,
a member of a secret society taking advantage of the war to fulfill their
evil ambitions of ruling the world. Yuri and his companions must journey to
find a cure for his curse and defeat the malevolent cult.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox, Nintendo GameCube(TM) and Game Boy(R) Advance.

SHADOW HEARTS is a registered trademark of Aruze Corporation. Used under
license. MIDWAY is a registered trademark of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."
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NIS America and Atlus U.S.A., Inc. announce Phantom Brave,(TM) the follow-up
to the top selling Disgaea: Hour of Darkness, for release exclusively on the
PlayStation 2 Computer Entertainment System in the fall of 2004.

Another defining strategy RPG from the masters of the genre!

Irvine, CA (April 30, 2004) - The spiritual successor to 2003's hit strategy
role-playing game Disgaea: Hour of Darkness, Phantom Brave comes to North
America on the Playstation 2 this fall. Developed by Nippon Ichi and
exclusively distributed by Atlus, Phantom Brave continues the intriguing game
play of Disgaea while adding an immense number of new graphical and game play
features.

"Phantom Brave improves upon the tactical gameplay found in Disgaea and La
Pucelle in every way. Its redone, open-ended battle system is limited only by
the user's imagination," said Akibo Shieh, Project Lead at Atlus. "If you
fell in love with Disgaea, you definitely won't want to miss out on what's
sure to be this year's best Strategy RPG."

About Phantom Brave

Enter thirteen-year-old orphan Marona who lives alone on Phantom Isle Island.
Marona isn't your average child, as she has the uncanny ability to see and
manipulate spirits, one of whom happens to be Ash, a swordsman who died
alongside Marona's mother and father. Ash serves as a companion and guardian
to Marona, counseling her as she works to help people in the surrounding
islands who rely on her abilities.

Phantom Brave Key Features:
* No more grids! Free-roaming battle system allows you to strategically place
your characters anywhere you want on the battle field.
* Create and customize the jobs of your soldiers with over 400 different
skills and magical spells!
* Step-by-step tutorials will have even the novice player up and running in
no time.
* Experience 20 heart-warming episodes spread over 100 hours of game play!
* Dual language option! Select either the original Japanese voices or the all
new English dub!

"If you love the thought involved in strategy battles, you'll be in heaven
with this game."
- IGN.com

Nippon Ichi is an award winning developer responsible for Rhapsody: A Musical
Adventure, La Pucelle and Disgaea: Hour of Darkness.

Atlus U.S.A., Inc. has been a leader in publishing RPGs for over 14 years
with such hits as Tactics Ogre, Ogre Battle, Persona, Wizardry and Thousand
Arms.

Phantom Brave has a suggested retail price of US $49.99 and has not yet been
rated by the ESRB.

(C) 2004 NIPPON ICHI SOFTWARE INC. Exclusively distributed by ATLUS USA
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KONAMI TAKES THE WHEEL WITH ENTHUSIA(tm) PROFESSIONAL RACING FOR
PLAYSTATION(r)2

Ultimate Racing Simulation Features Groundbreaking Visual Gravity System and
True-To-Life Physics

REDWOOD CITY, CALIF. - May 3, 2004 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today announced
Enthusia(tm) Professional Racing, a new racing game developed by Konami
Computer Entertainment Studios, scheduled for release on the PlayStation(r)2
computer entertainment system in 2005. Designed to bring all of the
white-knuckle energy and thrill of car racing to life, Enthusia features
groundbreaking gameplay mechanics, enhanced physics and pixel-perfect
graphics to deliver an unprecedented racing experience.

Enthusia steps away from the norm in the racing genre, opting to focus on the
driving experience rather than the time spent "under the hood." Winning will
require superior driving ability, establishing Enthusia as a true racer for
driving enthusiasts who appreciate the details of car physics, performance
and motion. The realism of the game is bolstered by the innovative and
proprietary Visual Gravity System which conveys a true sense of G-forces
experienced by high-speed driving and maneuvering around a race track. This
innovative feature is a first for the racing genre and gives gamers the
ability to see and "feel" the pressure exerted on a car during racing.

Set to be the most realistic racing game to date, Enthusia will include
hundreds of cars from more than 40 real manufacturers - each car driven and
captured in real life by the development team. Photo-realistic graphics stand
out as players race on dozens of real and fictional tracks around the world.
Multiple camera views, including both a first- and third-person orientation,
allow for players to either get behind the wheel or on top of the action.
Variable weather conditions pose additional challenges that require players
to stay on their toes.

As players pass and weave their way to the front of the pack, they benefit
from on-the-fly information about car handling, tire traction and more. While
stage-based tuning allows even those who could never do their own oil changes
a chance to upgrade their cars, proprietary AI demands that even the most
"supped-up" entry make the right moves on track. Approachable gameplay for
novice drivers yet challenging for experts, Enthusia is a racing game that
will appeal to players of all levels.

Playable in single or two player mode, Enthusia takes advantage of the
PlayStation 2 controller with pressure sensitive control of the analog
buttons - allowing players to "feather" the gas and brake. For gamers that
want to take complete control of the action, Enthusia will also be compatible
with PlayStation 2 driving wheels, including the Logitech GT Force(tm)
steering wheel.

To learn more about Enthusia, please visit: http://www.enthusia-racing.com.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

###

KONAMI(r) is a registered trademark of KONAMI CORPORATION. (c) 2004 KONAMI.
All manufacturers, cars, names, brands and associated imagery featured in
this game are trademarks and/or copyrighted materials of their respective
owners. "Enthusia(tm)" and "Enthusia Professional Racing" are trademarks of
KONAMI CORPORATION. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. (c)2004
Sony Computer Entertainment Inc.
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La Pucelle: Tactics Ships for PlayStation(R)2 Stellar Tactical RPG Receiving
Critical Acclaim from the Press

SAN FRANCISCO, CA (May 3, 2004) Interactive entertainment publisher Mastiff
announced today that Nippon Ichi Software Inc's great tactical RPG, La
Pucelle: Tactics, has shipped to retailers across North America. La Pucelle:
Tactics is exclusive for the PlayStation(R)2 computer entertainment system
and uses a similar battle system to the 2003 award-winning game, Disgaea,
also a Nippon Ichi Software title.

La Pucelle: Tactics is a tale of betrayal and double cross, monsters in human
form and humans in monster form, set in an alternate medieval Europe. The
unlikely hero is a smart mouthed and undisciplined sixteen year old who just
passed her exorcism exams and her comrades in La Pucelle, a demon hunting
squad.

La Pucelle: Tactics is already receiving glowing praise and editor's awards
(including an Editor's Silver in this month's EGM) from the gaming press, and
is being featured as the lead preview in the current issue of Ziff Davis' GMR
Magazine. According to Electronic Gaming Monthly, "This game has it all:
monsters to capture and raise, upgradeable items and spells, and incredibly
rich character customization. I got sucked in to this as badly as I did with
both Final Fantasy Tactics, so that's saying a lot: 50-some great hours,
lots." Yahoo Games was equally enthusiastic, "La Pucelle: Tactics is the next
big thing in tactical RPGs... you won't want to put this game down..." And
IGN gushed, "La Pucelle: Tactics has a boatload of charm and the mechanics to
match. In fact, we've only just begun to scratch the surface of what promises
to be more than 60 hours worth of adventuring so far, and we're already
curious to see what's going to happen next."

Mastiff recruited top voice talent from the television and gaming industries
to make sure the English and Japanese dialogue (completely selectable by the
player) impressed even the most discerning RPG fan. English dialogue features
Jennifer Hale (ER, Cindrella II) as Prier, Colleen O'Shaughnessy (King of
Queens) as Alouette, Jill Talley (Seinfeld, Frasier) as Culotte, James Horan
(Star Trek: Enterprise) as Noir, Gabrielle Carteris (Beverly Hills 90210) as
Angelique, Tara Strong (Rugrats) as Chocolat and great gaming voices such
Amber Hood (Baldurs Gate I and II, Lineage II) as Eclair and Paula Tiso
(Final Fantasy X and XII) as Papillon.

For the Japanese dialogue, veteran Anime voice Mai Nakahara (Please*Twins,
Magic Detective Roki RAGNAROK, .hack) stars as Prier, Hikari Tachibana (The
Legend of Zelda: The Wind Waker) is Alouette, and Kaori Mizuhashi (Bluer Than
Indigo, Disgaea) plays the role of Culotte.

La Pucelle: Tactics Features
* Choice of Japanese or English voice.

* Hard-core battle system: Attack simultaneously or in waves of up to 8
units. Use obstacles on the battlefield and elevated terrain to your
strategic advantage. Get closer to the fray when head-to-head battles play
out in a more detailed fighting view. Win over highly intelligent enemies so
they will join your unit

* Dark portals and purification: Brand new to the RPG world, purify defiled
ground or dramatically wipe out all enemies on the battlefield with a single
massive Miracle Attack.

* 149 different items: Use your weapons in special combinations for magical
abilities. Strengthen objects in real time.

* Instant level up: Gain valuable items and skills - even new allies - after
each unit's turn for fast gratification and furious fun.

* Over 120 hours of gameplay with multiple endings: Traverse 12 enormously
deep and distinctly different chapters - uncover unique abilities, optional
side quests and multiple endings.

* Winner of a coveted Gold Award from Famitsu, Japan's leading game magazine.

About Mastiff LLC
Mastiff LLC is a publisher of interactive entertainment with offices in
Tokyo, San Francisco and Los Angeles. Please see www.mastiff-games.com for
more information.

La Pucelle: Tactics is (C) 2002, 2004 Nippon Ichi Software Inc. Licensed to
and published by Mastiff LLC.

Find out more about La Pucelle:Tactics at the game's official website:
www.lapucelletactics.com.
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Syphon Filter(R): The Omega Strain Launches Exclusively on PlayStation(R)2,
Raising the Bar for Online Cooperative Gameplay

Multimillion-Unit-Selling Syphon Filter Franchise Breaks the Mold With
Team-Based Cooperative Online Gameplay and Thrilling Offline Action

FOSTER CITY, Calif., May 4 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Syphon Filter(R): The Omega
Strain, the newest installment in the multimillion-unit-selling Syphon Filter
franchise, designed exclusively for the PlayStation(R)2 computer
entertainment system. Developed by Sony Computer Entertainment America's Bend
group, Syphon Filter: The Omega Strain incorporates many of the franchise's
signature gameplay elements with the addition of four-player cooperative
peer-to-peer online play, an innovative character customization feature, and
larger, richly-detailed international environments. Featuring a dangerous
arsenal of all-new, high-tech weaponry and sophisticated gunplay, Syphon
Filter: The Omega Strain places gamers in the role of a counter-terrorism
agent where they can combat hostile terrorists alone or join together with up
to three other agents online via a broadband connection to take down global
terror as a team. Going online with Syphon Filter: The Omega Strain will not
only allow gamers to access new areas of the offline environments and
discover bonus objectives, but also will test their teamwork abilities as
they face a new set of challenges which must be overcome as a team.

As the latest chapter in the compelling story of Gabe Logan, Syphon Filter:
The Omega Strain is back with more intrigue and international espionage and
explodes with non-stop online and offline action. Rather than watching the
story unfold through the eyes of Gabe Logan as in past iterations of the
franchise, Syphon Filter: The Omega Strain draws players into the storyline
more than ever before with the ability to create their own richly detailed
playable remote operative, with customizable options such as their agent's
look, uniform and equipment. Selected as one of the chosen few to be a
trained operative within Gabe Logan's reformed Agency (I.P.C.A.), players
must use both tactical strategy and deadly weapons to battle the most deadly
commandos in the world in exhilarating missions spanning the globe.

"Building upon the series' immense popularity, we aimed to deliver a dynamic
online and offline gaming experience, true to the evolution of the Syphon
Filter franchise," said Ami Blaire, director, marketing, Sony Computer
Entertainment America. "Syphon Filter: The Omega Strain further expands the
series and revolutionizes the action genre with innovative cooperative online
gameplay, a competitive rewards system, intense strategic challenges, and an
all-new spy thriller storyline."

Gamers will immerse themselves in Gabe Logan's covert operation as they
exchange gun shots or fight hand-to-hand with a knife against all-new
terrorists and enemies in visually-stunning international locations
approximately three times larger than previous installments in the franchise.
To assist gamers in taking on terrorists, Syphon Filter: The Omega Strain
arms players with an arsenal of more than 100 unique weapons and gadgets and
allows them to upgrade their artillery as they progress through the levels.
Players must carefully plot out which weapons to use for a particular
mission, and are limited to carrying four weapons at a time for a truly
realistic and strategic gameplay experience. Detailed animations have been
created for enhanced seamless gameplay motions, allowing players new
abilities to keep enemies in target, creating one of the most fluid
experiences on a console to date.

In both the online and offline modes, players will progress up the I.P.C.A.
chain-of-command and earn new weapons, accessories and awards by successfully
completing various objectives within the missions and within the timeframe
allowed for the missions. Gamers determined to rise up the ranks and
eventually reach Gabe's inner circle will have an incentive to team-up with
other agents online to strive for the highest game rankings and align
themselves with the best players online.

What ultimately distinguishes Syphon Filter: The Omega Strain from other
games is that online teamwork is a prerequisite for success. Teamwork skills
are put to the test in a unique setting as players will take on different
responsibilities to complete the mission faster, while encountering obstacles
that require two or more players to overcome. For example, online gamers can
use options like the "buddy climb" -- working together to scale a wall or an
otherwise insurmountable obstacle -- to complete team mission objectives more
efficiently. Communication is crucial to achieve the pinnacle online
experience and gamers will have the opportunity to utilize a USB headset (for
PlayStation(R)2) or SOCOM headset for voice chat to discuss strategies with
teammates and provide updates while playing. Players can also use the
directional pad instead of a headset to communicate with fellow agents to
strategize their next maneuver.

Syphon Filter: The Omega Strain's storyline begins when outbreaks of a fatal,
mysterious virus erupt in such diverse locations as Italy, Belarus,
Switzerland, and Myanmar. No one seems to know where the virus originated
from or how it has spread. The enigmatic Mara Aramov also has escaped from a
high-security prison and is seen in locations all over the world. Gabe Logan
suspects that Mara somehow plays a part in the outbreak of the deadly virus
with the help of whoever is behind the Syphon Filter conspiracy. Put in
charge of a powerful new black-box Agency, Gabe uses all of his resources in
a desperate battle against the clock. He and his team battle terrorists from
all over the world, as they struggle to discover who mutated the original
virus, and why. If a cure is not found soon, the fate of the world's
population is in jeopardy.

The independent Entertainment Software Rating Board (ESRB) has rated Syphon
Filter: The Omega Strain "M" for Mature. For more information about the ESRB
visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Market Leader Sony Computer Entertainment America Lowers Price of
PlayStation(R)2 to $149

New Price Point Enhances Value to Consumers; Expected to Extend Mass Market
Uptake

LOS ANGELES, May 11 /PRNewswire/ -- Market leader Sony Computer Entertainment
America Inc. announced today that effective immediately consumers seeking the
world's most popular gaming platform can now purchase the standalone
PlayStation 2 computer entertainment system or the PlayStation(R)2 Combo Pack
for $149 suggested retail price (SRP), while supplies last. With 25 million
consoles in North America, one out of every four households, and 60 percent
of next generation console hardware market share, according to NPD FunWorld,
a division of The NPD Group, Sony Computer Entertainment America expects the
price drop to fuel consumer uptake of PlayStation 2, further extending its
lead.

"The new $149 price point is part of our long-term vision for the PlayStation
2 platform. The consumer appetite for our system has been staggering -- over
90% of our original PlayStation sales came at $149 or less, and given our
current 25 million installed base, the potential growth for PlayStation 2 is
promising," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "As market leader, we remain focused on making the
PlayStation 2 experience the best entertainment value in the gaming category,
and we will continue to break all industry expectations by providing
solutions that expand our consumer base and grow the category as a whole."

The PlayStation 2 Combo Pack [includes the PlayStation 2 console, Network
Adaptor (Ethernet/modem) (for PlayStation(R)2), and a copy of the
online-enabled game, ATV Offroad Fury(TM) 2] provides an extended value
proposition to consumers, giving them $80 of merchandise and software with
each hardware purchase, making it even easier to join the PlayStation 2
online gaming community. The PlayStation 2 Combo Pack gives the value
conscious consumer the best value proposition on the market.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Leave the Lights On...
Namco Releases Chilling New Assets From Ghosthunter(R)

San Jose (May 27, 2004) --Namco Hometek Inc., a leading developer and
publisher of interactive entertainment content, announced today the release
of new screenshots and dedicated website for Ghosthunter, the dark and
atmospheric third-person action-adventure game, due out this fall for the
PlayStation(R)2 computer entertainment system.

New screens showcase the variety of chilling environments in which rookie cop
Lazarus Jones tries to survive. Environments include a school, prison, swamp
and even an abandoned ship possessed by its ghoulish crew. Each gritty
screenshot offers a close-up look at the horde of paranormal characters, from
freakish teddy bear ghosts and undead soldiers to skeleton spirits and
demonic little girls.

For those who aren't easily spooked and can't get enough of Ghosthunter's
sinister plot, film-quality graphics and ghostly effects, Namco has also
released a website dedicated to the game. Travel down hallways and search
through the infamous high school that was once the site of a brutal and
unexplained massacre - the location where the game's main characters first
stumble across the ghost research laboratory. If you think you can handle it,
visit http://ghosthunter.namco.com <http://ghosthunter.namco.com/> and read
up on character bios, become an expert in ghost hunting weapons and send a
final chill up your spine with additional movie trailers form the game.

You might want to leave the lights on.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Committed
to providing the ultimate entertainment experience, Namco uses cutting-edge
technology and advanced electronics to take their theme parks, arcades, and
home video games far beyond traditional entertainment.
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Mastiff Announces Technic Beat for PlayStation 2
Players dance to their own tunes in this innovative and addictive music game

SAN FRANCISCO, CA - June 8, 2004 - Video Game publisher Mastiff today
announced Technic Beat, an innovative and addictive music game for the
PlayStation 2 computer entertainment system that allows players to actually
create, alter and dance on screen to their own music. Developed by Arika and
featuring tunes from some of Namco's most popular games, Technic Beat is
expected to release in late summer 2004.

In Technic Beat, players listen to music represented in the game by radiating
concentric rings of sound. Picking up the beat, they dance into the middle of
the rings and try to "catch" the music. If successful, they achieve the power
to manipulate the sound rings and create entirely new music. As players
progress and gain skill they are rewarded with spectacular visual displays,
bonuses, and power ups.

"Technic Beat is family entertainment with something for music and dance
lovers, Namco fans, and anyone else looking for something different." says
Bill Swartz, Head Woof at Mastiff LLC.

"Technic Beat was an extremely popular game in Japan, both in the arcades and
on the PS2, and we are thrilled to see it released in the US" said Producer
Masaharu Ogata of Arika, the game's Japanese developer.

Technic Beat features include:
* Arcade mode - use the Tension Meter to measure your performance. Push it up
and you're on to the next round!
* Free mode - choose the songs you want to play. Save and replay your
performances, and control the camera and music.
* Challenge mode - choose the difficulty level and let the game pick your
test!
* Sudden death - Can you play all the songs in order without a single
mistake?
* Supports one or two players playing cooperatively or competitively.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include and La
Pucelle: Tactics, which was recently awarded an Editor's Choice Award from
leading gaming website, IGN.com, and a "Must Buy" from top PlayStation 2
publication, PSM. Please see www.mastiff-games.com for more information.
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SMASH COURT TENNIS(R) PRO TOURNAMENT 2 FOR PLAYSTATION(R) 2 SHIPS TO RETAIL
OUTLETS NATIONWIDE

Namco's Smash Court Tennis Series Sequel Features Top Tennis Stars and
Licensed Grand Slam Tournament Venues

San Jose, Ca., (June 9, 2004) - Leading video games developer and publisher
Namco Hometek Inc. announced today that the company has begun shipping Smash
Court Tennis Pro Tournament 2 to retail outlets nationwide. Exclusively for
the PlayStation(R)2 computer entertainment system, the game is rated "E" for
everyone and has a suggested retail price of $39.99.

Smash Court Tennis Pro Tournament 2 features top licensed tennis stars Andy
Roddick, Justine Henin-Hardenne, Juan Carlos Ferrero, Kim Clijsters, Tim
Henman, Serena Williams, Leyton Hewitt, Amelie Mauresmo, James Blake, Lindsay
Davenport, Marat Safin, Jennifer Capriati, Richard Gasquet, Daniela
Hantuchova, Tommy Hass and Anna Kournikova.

With licensed Grand Slam tournament venues, tennis fans can choose their
favorite player and tour tennis' most prestigious events, including the
Australian Open, Roland Garros (French Open), Wimbledon, and the US Open.

"As the pro tennis circuit heats up this summer, tennis fans now have a fun
new way to interact with their favorite sport and favorite players," said Rod
Nakamoto, Executive Vice President of Research and Development at Namco
Hometek Inc. "Smash Court Tennis Pro Tournament 2 lets players progress
through the professional tennis rankings alongside the greatest names in the
sport today."

Incorporating six game modes, Smash Court Tennis Pro Tournament 2 offers
center court action for novices and experts alike. Players can create their
own character in Pro Tour Mode and work their way up through the ranking
system by winning major tournament trophies and collecting points. In Arcade
Mode, players advance through three difficulty levels as they compete in the
Grand Slam tournaments. Exhibition Mode allows players to select their
desired playing conditions (number of games, sets, difficulty level,
characters, venues) to play a singles game or team up with up to three other
players for a doubles match using a Multi-tap for PlayStation(R)2. In
Challenge Mode, players must complete several mini-games to unlock more
challenging stages. Players can alter the camera angles in Spectator Mode to
become a spectator and watch CPU players going head-to-head.

For newcomers to the Smash Court Tennis series, the Tutorial Mode provides a
step-by-step tutorial session, while novices can learn to use the variety of
shots and serves including topspin backhands, half-volley drop shots, lobs,
smashes and pinpoint passing shots.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R) and Time Crisis(R). For more information about
Namco and its products log onto www.namco.com <http://www.namco.com/> .

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R) and Time Crisis(R)
are trademarks or registered trademarks of Namco Limited in the United States
and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

 ------------
Category 27,  Topic 3
Message 314        Mon Jun 14, 2004
KGAGNE [Ken]                 at 10:49 PDT

New PlayStation(R)2 $149 Price Point Bolsters Sales More Than Twofold Within
First 30 Days

Consumers Enthusiastically Respond to Lower Pricing, Underscoring Company's
Leadership Position

FOSTER CITY, Calif., June 14 /PRNewswire/ -- Market leader Sony Computer
Entertainment America Inc. announced today a more than twofold increase in
sales since it reduced the price of the PlayStation(R)2 computer
entertainment system, validating the company's strategy in the timing and
approach to the price drop. The company announced the lower price point of
$149 suggested retail price (SRP) for the standalone PlayStation 2 computer
entertainment system or the PlayStation(R)2 Combo Pack, while supplies last,
last month at the Electronic Entertainment Expo (E3) in Los Angeles.

Immediately following the announcement, Sony Computer Entertainment America's
major retail partners saw a dramatic increase in sales. Initial data shows a
week-over-week increase of 216 percent during the first full week of sales at
the $149 price point and an increase of 141 percent to-date since the price
drop, in comparison to the three weeks prior to the announcement. In
addition, the new price point spurred year-over-year growth with sales during
the three-week period immediately following the price drop, up 26 percent
over the same time period a year prior.

"Response to the $149 price point has been amazing," said Debbie Mola,
divisional vice president of merchandising for Electronics Boutique, a
leading videogame retailer. "We've seen a steady increase in consumer demand
throughout our stores nationwide, with sales of PlayStation 2 rising to well
above our expectations."

"This price drop came when we felt it was strategically the best timing to
expand the market, and it's gratifying to see consumers respond so
aggressively to our commitment to meet their growing expectations," said Jack
Tretton, executive vice president, Sony Computer Entertainment America. "The
new sales data provides a powerful proof point that consumers-both our
mass-market, core audience and casual gamers-are placing their confidence in
the longevity of PlayStation 2, which we see as absolutely essential to the
health of the industry. We will continue to make the PlayStation 2 experience
the best entertainment value in the gaming category."

The escalation of sales further solidifies Sony Computer Entertainment
America and Playstation 2 as the industry leader, adding to the company's
existing dominance with 26 million consoles in North America, or one out of
every four households, and more than 70 million consoles shipped worldwide.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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KONAMI SHIPS MCFARLANE'S EVIL PROPHECY(tm) FOR PLAYSTATION(R)2

New Action Video Game Brings to Life the Popular Action Figures by World
Renowned Artist, Todd McFarlane

REDWOOD CITY, CALIF. - June 15, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that it has shipped McFarlane's Evil Prophecy(tm) for the PlayStation(R)2
computer entertainment system to retail outlets nationwide. The
action-fighting game brings to life the popular McFarlane's Monsters line of
action figures from McFarlane Toys. Players will battle hundreds of monsters,
including six boss enemies from the action figure series featuring Dracula,
Mummy, Werewolf, Frankenstein, Sea Creature and Voodoo Queen.

Set in the early 19th Century, McFarlane's Evil Prophecy thrust players into
a time when six evil forces have awakened, setting off a string of
unexplained phenomena occurring worldwide. A team of four McFarlane-designed
monster hunters with magical powers set out to destroy the deadly creatures
before they shroud the world in darkness. Players will control all four
hunters as they venture through six expansive worlds and over 30 stages to
save humanity from the clutches of evil.

In McFarlane's Evil Prophecy, gamers can choose to face the army of monsters
alone or battle in the cooperative multi-player mode. The game delivers real
time party-based melee combat with up to three other gamers via the Multitap
for PlayStation(R)2. Players can assume the role of four unique characters,
each armed with an arsenal of deadly moves as well as their own strengths and
weaknesses. Add the in-depth combo attack system and gamers will be on the
edge of their seat as they fight through a slew of frightening monsters.

In addition to the intense gameplay, McFarlane's Evil Prophecy features
exclusive content from renowned artist/creator and McFarlane Toys CEO, Todd
McFarlane, including artwork, interviews and more.

McFarlane's Evil Prophecy is rated "M" for Mature by the ESRB and is
available at retail outlets nationwide for an SRP of $39.99. To learn more
about McFarlane's Evil Prophecy, please visit:
http://www.konami.com/evilprophecy.

###

ABOUT KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

ABOUT McFarlane Toys

Grammy- and Emmy-winning Producer/Director Todd McFarlane, well-known as the
creator of Spawn and founder of spawn.com, is the creative force behind
McFarlane Toys, a leading action figure manufacturer. The international award
winning company has several successful music lines, including KISS, the
Beatles' Yellow Submarine, Metallica, Ozzy Osbourne, Jim Morrison, Iron
Maiden's 'Eddie, Angus Young, Jerry Garcia, and more. Additionally, the
company has released figures from Warner Brothers' The Matrix trilogy,
Terminator plus many other blockbuster films. McFarlane Toys makes officially
licensed baseball, football, basketball and hockey figures under its Sports
Picks(tm) brand, as well as gaming and Spawn products. McFarlane also has a
line of NASCAR figures through its Action McFarlane joint venture. Check out
Spawn.com for information.

McFarlane's Monsters and its logo are registered trademarks of Todd McFarlane
Productions, Inc., as are many of its characters and symbols. (C) 2004 Todd
McFarlane Productions, Inc. All rights reserved. KONAMI(R) is a registered
trademark of Konami Corporation. (C) 2004 KONAMI.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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Atlus U.S.A., Inc. begins U.S. production on ChoroQ(R) for release
exclusively on the PlayStation 2 Computer Entertainment System in the fall of
2004. A wonderfully addictive racing game and role playing game all rolled
into one!

Irvine, CA - June 18, 2004 - Atlus U.S.A., Inc. announced today the fall
release of ChoroQ, available exclusively for the PlayStation(R)2 computer
entertainment system. The ChoroQ brand and toy line--also known as Penny
Racers(TM) in the U.S.--has its own long-running series of games, and this
iteration is by far the most refined. Developed by Takara, ChoroQ uses an
updated graphical engine, containing more cars, parts and extras than any
previous version.

"ChoroQ can best be described as a CAR-PG - a slick combination of a fantasy
style racer with the depth and story of a traditional role playing game."
said Akibo Shieh, Project Leader at Atlus. "With its endless customization
options, 160 crazy fantasy tracks and lengthy story mode you'll never run out
of things to do in ChoroQ."

ChoroQ Key Features:
Experience a car racing game unlike any other! Combines the elements of a
deep role playing adventure and intense racing action that will ensure hours
upon hours of gameplay!

Race on tricky, wacky and extreme courses that only Choro Q could present!
From earthquake country to zero-gravity space, haunted castles, mid-air
highways and even underwater, there are over 160 adventurous races!

Participate in more than 100 events to earn 200 kinds of vehicles. Fully
customizable vehicle bodies feature tons of interchangeable parts and colors!

Race head-to-head against a friend or compete in over 30 mini-games.

ChoroQ has a suggested retail price of US $19.99 and has not yet been rated
by the ESRB. For more information, visit Atlus' Web site at www.atlus.com.

(C) TAKARA CO.,LTD. 2004 "ChoroQ" is a trademark of Takara Co., Ltd.
PlayStation and the PlayStation logos are registered trademarks of Sony
Computer Entertainment Inc. All rights reserved.
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Mastiff Announces Gungrave: Overdose for PlayStation(R)2

Everything that made the original great but way, way more of it

SAN FRANCISCO, CA - (June 18, 2004)- Video Game publisher Mastiff today
announced Gungrave: Overdose for the PlayStation(R)2 computer entertainment
system. Gungrave: Overdose features more of everything that made its
predecessor great: more adrenaline, more over-the-top action, more
cell-shaded coolness, more outrageous story, more pumped-up volume, and more
non-stop gameplay. The game features the character design of noted anime
artists Yasuhiro Nightow (Trigun) and Kosuke Fujishima (Sakura Wars) and a
soundtrack composed by Tsuneo Imahori (Trigun, Hajime No Ippo). Gungrave:
Overdose ships in early fall 2004.

Beyond-The-Grave, our favorite undead-Mafioso-turned-almost-good-guy, is back
to kick ass against the Corsione family and prevent them from using the Seed
to gain control of the world. Joining Grave are two new unlockable
characters: Juji Kabane, a blind, foul-mouthed, and perpetually angry
swordsman who wears a shabby overcoat and carries a pair of gunblades, and
Rocketbilly Redcadillac, a rock star who wears a red riding jacket and sports
a slick ducktail.

The designers of Gungrave: Overdose believe in the art of the kill, and to
prove it they introduced Artistic Points, earned through elegant and
effective destruction. Artistic Points unlock hidden moves and power-ups.

"Gungrave: Overdose blows up real good. It's over-the-top, non-stop action.
I'm just worried someone is going to make us slap a 'Warning: Danger of
Addiction' label on the box." says Bill Swartz, Head Woof at Mastiff.

Joining Gungrave: Overdose for the PlayStation 2 on retail shelves will be a
series of DVDs and soundtracks from the anime TV series published by Geneon
Entertainment. Please see http://www.GungraveDVD.com for more information.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include La Pucelle:
Tactics, which was recently awarded an Editor's Choice Award from leading
gaming website, IGN.com, and a "Must Buy" from top PlayStation 2 publication,
PSM. Please see www.mastiff-games.com for more information.
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CAPCOM(R) RELEASES WAY OF THE SAMURAI 2
FOR THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

-Sequel to Successful Samurai Series Transports Players to Feudal Era Japan-

SUNNYVALE, Calif. ? July 6, 2004 ? Capcom(R), a leading worldwide developer
and publisher of video games, today announced the release of Way of the
Samurai 2, the long awaited sequel to Acquire's Samurai series for the
PlayStation(R)2 computer entertainment system. With a multitude of new
features including expanded content, new characters and enhanced fighting
mechanics, Way of the Samurai 2 improves upon every facet of the original to
deliver an even deeper samurai based action adventure. Developed by Acquire,
the creators of the Tenchu series and published by Spike in Japan, Way of the
Samurai 2 is now available at retailers across North America. The game
carries an "M" rating for mature audiences by the ESRB (Entertainment
Software Rating Board).

Way of the Samurai 2 is set during feudal era Japan at the end of the Edo
period, in the conflict laden town of Amahara. A once peaceful town, Amahara
has become the center of a tense conflict between two powerful forces at the
expense of its innocent townspeople. The Amahara magistrate office, which
once upheld peace and justice, has succumbed to the suppression ideology of
the rising feudal government and has become an extreme tyrannical force that
rules the innocent townsfolk. They are at odds with a rogue group of warriors
known as the Aoto gang. Like the magistrate office, this group had long
represented values of loyalty and chivalry, but the death of their former
leader left them vulnerable. Several would-be successors began claiming
rights to leadership and the gang soon transformed into an uncontrollable
group of arrogant and violent vigilantes that terrorize the defenseless
citizens of Amahara.

Way of the Samurai was marked by its open-ended gameplay and the sequel not
only continues this formula but expands upon it. In Way of the Samurai 2,
players take on the role of a wandering samurai who has come upon the
conflicted town of Amahara during his travels. Instead of a two day period as
in the original, players will proceed in a deeper ten day adventure where
they explore the town and become entwined in its turmoil. How the main
character chooses to proceed through the game and which people he chooses to
help or fight will determine the subsequent storyline and consequences for
the people around him. Players must prove their sword fighting skills in
heated confrontations, interact with a wide spectrum of characters and
explore various locales throughout the town.

Way of the Samurai 2 includes the following features:

Realistic sword fighting action based on traditional Japanese samurai films -
dodge and slash attacks from multiple enemies in thrilling battles

Outcomes determined by the choices a player makes - how a player chooses to
proceed will affect those around him, change how people react to him and lead
to different scenarios and endings

Choose to play as one of three different samurai "types"

Young male - a wandering samurai who has been weathered by many rough
experiences

Fierce warrior - a true fighter adorned with animal skins and tattered
clothing

Master - a modest and controlled swords expert

New sword positions and fighting techniques - twin sword style, quick slash
and more!

More than 400 special moves - kick, throw and defend moves that vary
depending on the weapon used

Upgrade and collect more than 60 swords - defeat enemies to obtain more
powerful swords, strengthen blades at the blacksmith and master new
techniques as you advance through the game

New one slash kill system - knock an enemy off balance with a hard attack or
counter attack, then finish them off with a one slash hit; this system allows
you to slash numerous enemies in a row

More interactive setting - visit shops, talk to locals and earn money through
jobs or tasks

Purchase and find an array of collectors items throughout the game

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

Spike Co., Ltd, headquartered in Tokyo, Japan, is a publishing enterprise for
interactive entertainment software. Originally founded in 1991, the company
has focused its efforts on being a leading concept-developing content
provider. More information about Spike and its products can be found on the
company's web site at http://www.spike.co.jp/2003en/.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. (C) Spike Co., Ltd. All rights
reserved. All other marks are the property of their respective holders.
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Athens 2004(TM), the Official Video Game of the Olympic Games, Available on
Playstation(R)2

New Video Game From 989 Sports(R) Sets the Stage for Gold With Multiple Modes
Of Gameplay, Countries, Characters and a Variety of Olympic Events

FOSTER CITY, Calif., July 13 /PRNewswire-FirstCall/ -- PlayStation announced
today the launch of Athens 2004(TM), The Official Video Game of the Olympic
Games, from 989 Sports(R). Now available in stores for the PlayStation(R)2
computer entertainment system, Athens 2004(TM) is designed to capture the
spirit and emotion of the Olympic Games while providing the most detailed and
comprehensive licensed video game ever made in connection with the Olympic
Games. Featuring a variety of Game Modes, along with venues that have been
recreated down to the smallest detail, players will be able to choose one of
64 countries and 800 different athletes while attempting to break an Olympic
or World Record in 25 events.

By featuring four Arcade and eight Competition Game Modes ranging from
Practice to the Official Decathlon and Heptathlon combined events, Athens
2004(TM) provides gamers with an unparalleled gaming experience while
celebrating the diversity of the Olympic Games by delivering a wide variety
of Olympic sports including Athletics (Track & Field), Aquatics (Swimming),
Gymnastics, Shooting, Archery, Weightlifting and Equestrian.

For those gamers seeking an enhanced interactive experience, Athens 2004(TM)
is Dance Mat compatible. By utilizing the Dance Mat for (PlayStation 2), sold
separately, Athens 2004(TM) becomes a truly interactive experience as gamers
attempt to run faster, swim stronger and jump higher, all while competing on
the Dance Mat.

"Athens 2004(TM) truly captures the passion and atmosphere of the Olympic
Games," said Ami Blaire, director, product marketing, PlayStation. "This game
provides the opportunity to compete in the events and venues of the ATHENS
2004 Olympic Games within a virtual setting."

Developed by Eurocom, in close cooperation with International Sports
Multimedia (ISM) and the Organizing Committee of the ATHENS 2004 Olympic
Games to ensure the authenticity of the game, Athens 2004(TM) is the only
official licensed video game product of the IOC on console and features some
of the Olympic Games' most challenging sports. Athletics (Track & Field)
events include the High Jump, Long Jump, Triple Jump, Discus Throw, Javelin
Throw, Pole Vault, Shot Put, 100m, 200m, 400m, 800m, 1500m, 100m Hurdles and
110m Hurdles events, as well as the Decathlon and Heptathlon. The Aquatics
events include Swimming disciplines featuring 100m Backstroke, 100m
Breaststroke, 100m Butterfly and 100m Freestyle events. Gymnastics events
feature the Artistic discipline including Floor Exercises, Rings and Vault
events. Additional sports include Archery (Individual 70m event); Equestrian
(Individual Mixed event for Jumping); Shooting (Skeet event); and
Weightlifting (Clean & Jerk event).

Additionally, Athens 2004(TM) features seven venues which have been recreated
using architectural plans and photography to ensure an exact replication of
the real-life environments, including the Olympic Stadium for Athletics, the
Markopoulo Olympic Shooting Centre, the Olympic Aquatic Centre, the Nikaia
Olympic Weightlifting Hall, the Olympic Indoor Hall for Gymnastics, the
Markopoulo Olympic Equestrian Centre and the historic Panathinaiko Stadium
for Archery.

By utilizing advanced motion-capture techniques, Athens 2004(TM) delivers
unprecedented control and flexibility allowing for more complex and realistic
movement, guaranteeing an accurate and immersive experience for players. To
provide a true-to-life experience, some of the World's Top Athletes from
Athletics (Track & Field), Gymnastics, Archery, Weightlifting and even horses
for Equestrian were motion captured in an effort to deliver animations and
realism like never before. Additionally, both World and Olympic Records are
stored within Athens 2004(TM), allowing gamers to attempt to go for the Gold
and break actual existing records.

The independent Entertainment Software Rating Board (ESRB) rates Athens
2004(TM),The Official Video Game of the Olympic Games "E" for Everyone. For
more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NHL FaceOff(TM), NCAA(R) Final Four(R)
and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports video game fan.
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NAMCO PROVES SIZE DOES MATTER
WITH KATAMARI DAMACY

Innovative Action Game Set To Ship This September
Exclusively For PlayStation(R)2

San Jose, Ca., (July 20, 2004) - Leading video games publisher and developer
Namco Hometek Inc. announced today that the highly addictive and innovative
action game, Katamari Damacy, will be coming to the U.S. market in September.
The ever expanding, article accumulating, swiftly swelling sphere game that
is fun for the whole family is set to ship exclusively on the PlayStation(R)2
computer entertainment system.

"Eccentric, quirky, weird, goofy, wild, outrageous, addictive, intriguing,
charismatic and captivating -- they all apply," said Rod Nakamoto, Executive
Vice President of Research and Development for Namco Hometek Inc. "There are
many words to describe Katamari Damacy -- and the most important one is FUN."

In Katamari Damacy, players take on the role of Prince of the Cosmos, whose
father - the great King - managed to inadvertently knock the stars out of the
sky. As the prince, a player's duty is to clean up the King's mess and
re-create the starry skies by rolling around the cleverly designed locations
to collect objects and build up their "katamari" -- a Japanese word for clump
or large mass. The catch is that it's not the quality or the actual number of
objects gathered that is most critical to the player's success, but instead
the sheer size of the player's "katamari" that is most important.

Along the way, players can roll over hundreds of unusual objects of all sizes
and shapes including cookies, cars, mermaids, planes, clouds and even people.
The larger the player's "katamari" grows, the more objects the player can
amass along the way -- thus proving if you want to succeed in Katamari Damacy
-- size does matter.

Katamari Damacy features a single-player story mode and a two-player battle
mode. The simple game play mechanics allow for optimal ball rolling and
object collecting fun.

Namco's "rolling, sticking, never-stopping, ever-swelling clump of stuff that
makes a star out of everyone and everything" game will be available this
fall.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc.

is an award-winning video games publisher for next generation game consoles.
Namco has created some of the industry's greatest video game franchises:
Tekken(R), SOULCALIBUR(R), Dead to Rights(R), Pac-Man World, Ridge Racer(R),
Time Crisis(R) and ACECOMBAT. For more information about Namco and its
products log onto www.namco.com <http://www.namco.com/> .

###

Katamari Damacy&(C)2003 NAMCO LTD., ALL RIGHTS RESERVED.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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CAPCOM(R) RELEASES CRIMSON TEARS
FOR THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

-Futuristic 3D Action Game Blends Unique Story and Stylish Visuals-

SUNNYVALE, Calif - July 20, 2004 -- Capcom, a leading worldwide developer and
publisher of video games, today announced the release of Crimson Tears for
the PlayStation2 computer entertainment system. Crimson Tears is a futuristic
3D action game set in Tokyo, year 2049. Players take on the role of one of
three inhuman "biological war weapons" that must battle hordes of enemies and
maneuver through maze like environments as they investigate the cause of a
mysterious disaster that has left the city incapacitated. Crimson Tears is
now available at retailers across North America and carries a "T" rating for
teen audiences by the ESRB (Entertainment Software Rating Board.)

Crimson Tears features distinctive cel-shaded 3D characters and fast-paced
fighting action intermixed with stylish CG movie sequences that unfold the
enigmatic sci-fi story. The three main characters explore the headquarters of
"A.R.M.A.," the weapons manufacturer that created them. A mysterious incident
has affected areas around the compound and has warped the city and buildings
into a persistently shifting labyrinth. Utilizing their martial arts training
and weapons they find in the labyrinth, they must battle their way past waves
of biological weapon creations and fight their way to the core of A.R.M.A.,
where the answers to the mysteries lie.

Crimson Tears includes the following features:

Three playable characters - Each has unique special abilities and unique
moves

o Amber - An android who was created as a weapon; she is quick and skilled
with close-range weapons, especially when wielding her twin swords

o Kadie - A newly created humanoid biological weapon who is naive due to her
lack of experience; despite an innocent appearance she is very powerful and
is a master at handling large weapons

o Tokio - A quick-witted humanoid biological weapon who has a keen sense of
justice; he is an expert with firearms and is especially adept with twin
pistols

Automatic "dungeon" creation system - The labyrinths are comprised of various
"dungeons" which are based on futuristic conceptualizations of areas in Tokyo
including sewers, subway stations and more with layouts, enemies, and items
changing each time through

Central home base - Various routes to the different dungeons can be accessed
through a home base point where players can exchange items found in the
labyrinth between the three main characters, expand their repertoire of moves
and view various data

Numerous enemy threats - Different kinds of enemies, which are also
biological war weapons, appear in each dungeon, requiring strategic
combinations of martial arts attacks and weapon-based combat for victory

Customizable weapons and martial arts moves - The dynamic battle system
involves collecting items to customize the arsenal of fighting moves and the
various weapons

Wide range of weapons - Swords, fighting gloves, bazookas, flame throwers and
more

Collect items and weapons - As players explore dungeons and defeat enemies, a
variety of objects can be obtained and used to increase the characters'
abilities

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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MIDWAY ANNOUNCES SHADOW HEARTS(R): COVENANT(TM) PRE-ORDER PROGRAM

Pre-Order Shadow Hearts: Covenant and Receive a Copy of Shadow Hearts(R), the
Acclaimed Original, For Free

CHICAGO - August 3, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced its
official pre-order campaign for Shadow Hearts: Covenant, the sequel to the
critically acclaimed role-playing game in 2001. Consumers can now pre-order
Covenant from selected retailers and receive a copy of the original Shadow
Hearts for free, while supplies last. Scheduled to ship on September 27, 2004
exclusively for PlayStation(R)2 computer entertainment system, Shadow Hearts:
Covenant is a deep, engaging RPG set in a fantastical world filled with
ancient magic, mystical lore, unspeakable curses and a diabolical plot.

Amidst the chaos of World War I over a year after the original Shadow Hearts
ended, Yuri and Karin embark on an epic journey testing their power and magic
skills to combat terrifying creatures and conquer the evil that Rasputin
plans to unleash upon the world.

The epic adventure that fills 2 DVDs with over 40 hours of intense gameplay
brings back its innovative combat system, The Judgment Ring, allowing players
to wield the power necessary to fulfill their destiny. Players must combine
split second timing and skillful combat strategy to master the Judgment
Ring's powerful and stackable attacks. The improved Judgment Ring allows
players to choose which characters to bring to battle and features new
team-based combo attacks and defensive formations. Also featured in Covenant
is an inventive magic system where players must build skill sets, strategize
gameplay moves, earn and cast spells with a team of complex characters, based
on distinct personalities, attributes and magical abilities.

Bonus item (approximate retail value $19.95) will ship with purchased
product. Order while supplies last. Only limited quantities will be
available. For more information on Shadow Hearts: Covenant visit:
www.shadowheartscovenant.com .

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

# # #

SHADOW HEARTS is a registered trademark of Aruze Corporation. Used under
license. MIDWAY is a registered trademark of Midway Amusement Games, LLC.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective companies. (C)2004 ARUZE CORP. All Rights Reserved. (C)2004
Nautilus Inc.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission."
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Wayne Gretzky Takes the Ice With 989 Sports(R) for Signature Hockey Franchise

World's Greatest Hockey Player Joins 989 Sports as Cover Athlete and
Spokesperson for Gretzky(TM) NHL(R) 2005

FOSTER CITY, Calif., Aug. 3 /PRNewswire-FirstCall/ -- Sony Computer
Entertainment America Inc. and 989 Sports(R) announced today that "The Great
One," Wayne Gretzky, will be the cover athlete and spokesperson for an
all-new signature hockey franchise from the 989 Sports development team.
Gretzky(TM) NHL(R) 2005 will be available in stores this fall for the
PlayStation(R)2 computer entertainment system.

Widely considered the greatest player to ever take to the ice, Wayne Gretzky
has signed a three-year contract to serve as the official spokesman for
Gretzky NHL 2005 and will be involved with every aspect of the game from
consulting with new developer Page 44 Studios, to product development and
gameplay. Additionally, as part of the partnership Sony Computer
Entertainment America will be the exclusive videogame partner of the Wayne
Gretzky Foundation.

Gretzky's goal scoring feats are legendary, but it was as a passer and
playmaker that Gretzky's skills were truly beyond those of anyone else who
ever took to the ice. Gretzky owned and dominated the game of hockey for two
decades, winning four Stanley Cup Championships over an illustrious career in
which he played for the Edmonton Oilers, Los Angeles Kings, St. Louis Blues,
and New York Rangers. Gretzky is the NHL's all-time leading goal, assist and
point producer for both the regular season and playoffs. Gretzky also won 10
Art Ross Trophies as the NHL's leading scorer, nine Hart Trophies as the
League's MVP, five Lester B. Pearson Awards as the players' voted MVP, and
two Conn Smythe Trophies as playoff MVP.

In his career, Gretzky also earned five Lady Byng Trophies as the NHL's most
gentlemanly player and made 18 consecutive All-Star game appearances,
securing three All-Star MVP awards. He holds virtually every offensive record
in the NHL and has contributed significantly to the NHL's popularity. For all
of his contributions, the NHL bestowed on Gretzky the unique distinction of
being the only player in the history of the NHL to have his jersey number
retired by all member clubs. "No. 99" was formally retired at the 2000 NHL
All-Star Game in Toronto and will never again be worn by an NHL player.

After retiring in 1999, it only took seven months for Gretzky to be inducted
into the Hockey Hall of Fame, becoming the tenth and final player in Hockey
Hall of Fame history to have the mandatory three-year waiting period for
enshrinement waived. Gretzky is now entering his fifth season as managing
partner of the Phoenix Coyotes.

"This is a special opportunity for 989 Sports to partner with the greatest
player in the history of hockey," said Jack Tretton, executive vice
president, Sony Computer Entertainment America. "The Gretzky name is
synonymous with greatness, respect, class and an undying passion for the
game, and we are truly honored to be working with him. Gretzky is a legend
and with all of his accomplishments, it seems only fitting that The Great One
would have his own signature franchise with 989 Sports."

Set for a fall 2004 release, Gretzky NHL 2005, the officially licensed
videogame of the NHL and the NHLPA, promises to deliver exciting and
authentic hockey action. Simulating the intense action of professional
hockey, the new franchise

Gretzky NHL 2005 features fast-paced skating, precision passing and bone-
jarring checks. Combining true NHL intensity with all-new graphics and a deep
Online Mode, Gretzky NHL 2005 will feature EyeToy(TM) capabilities that allow
gamers to put their face into the game and become an actual player, further
increasing the authentic power and emotion of the NHL.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NCAA(R) Final Four(R) and NCAA(R)
GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and hard-
core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

About The Wayne Gretzky Foundation

The Wayne Gretzky Foundation is dedicated to providing less fortunate youth
with the opportunity to experience the sport of hockey. This goal will be
accomplished through the donation of hockey equipment and ice time, as well
as providing the opportunity for young people to attend professional hockey
games. The Wayne Gretzky Foundation believes that hockey instills many
positive life skills and contributes to the physical, emotional and social
growth of young people.

Visit us on the Web at http://www.989sports.com/
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REACHING OUT FROM THE BEYOND...

GHOSTHUNTER(R) GOES GOLD!
It's a Living Hell, Minus the Living

San Jose, Ca., (August 5, 2004) - There are thousands of ghost stories, tales
of loss, suffering and rejection--into a few--intrude the living. Leading
video games developer and publisher Namco Hometek Inc. announced today that
Ghosthunter(R), a third-person action adventure game from Sony Computer
Entertainment's Cambridge Studio, has gone gold. Exclusively for the
PlayStation(R)2 computer entertainment system, Ghosthunter will take players
on a thrilling quest to conquer the world of the dead.

"If you think you can't get spooked while playing a game, think again," said
Rod Nakamoto, executive director of research and development at Namco Hometek
Inc. Namco. "Ghosthunter brings the action and suspense flavors together
combining stealth, strategy, and all out blasting action with creepy
characters and locales."

During a routine patrol through a derelict high school, Lazarus Jones, a
rookie Detroit cop, and his partner, Anna Steele, stumble across the ghost
research laboratory of Professor Peter Richmond. Lazarus unintentionally
liberates a legion of ghosts and spirits that begin to wreak havoc around the
world and a malevolent spirit abducts Anna. Armed with second sight and a
cache of weapons and gadgets, the idealistic cop is forced to take on the
entire spirit realm in hopes of finding his valued partner -- and saving the
world. An emotionally driven storyline with a mentally disturbing cast of
characters, including monster teddy bears, giant reptiles and insane little
girls, help Ghosthunter redefine the action adventure genre.

Ghosthunter is rated T for Teen by the Entertainment Software Ratings Board
(ESRB) and
carries a suggested retail price of $49.99. The game will be available in
stores nationwide beginning August 17, 2004. For more information about the
game visit the Ghosthunter web site at http://ghosthunter.namco.com/.


About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries. Dead to Rights is a trademark or
registered trademark of Namco Hometek Inc. in the United States and/or other
countries.
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NAMCO'S EPIC JOURNEY TO CONTINUE WITH
XENOSAGA(R) EPISODE II

Sequel To Million-Unit Selling Predecessor Embarks On Its New Quest

San Jose, Ca., (August 10, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today the upcoming U.S. release of
Xenosaga(R) EPISODE II: Jenseits von Gut und BOse, shipping exclusively for
the PlayStation(R)2 computer entertainment system in February 2005. The
sequel to the million-unit selling Xenosaga(R) EPISODE I: Der Wille zur
Macht, the game is being developed by Monolith Software Inc. in Japan.
Featuring an elite cast of characters, breathtaking graphics and an
unparalleled storyline, Xenosaga EPISODE II is a premier role playing game
combining self-contained cinematics and charismatic game play with the
adrenaline rush of claiming destiny in an unpredictable, futuristic world.

"More than one million people embraced Xenosaga EPISODE I, so there is an
amazing following already in place for this sequel," said Rod Nakamoto,
Executive Vice President of Research and Development for Namco Hometek Inc.
"Xenosaga EPISODE II is sure to give players the quintessential role playing
game experience."

Taking place thousands of years into the future in a civilization devoid of
Earth's existence, Shion, KOS-MOS and the beloved characters from the
original cast return to race and retrieve the original Zohar to prevent it
from falling into the wrong hands. Some believe the Zohar holds the key to
unlocking infinite power, while others feel the Zohar will unravel the
mysteries of the past and save the world from the ethereal alien race, the
Gnosis.

Xenosaga EPISODE II's epic storyline begins in Second Miltia, with the group
reaching the city to unlock the key to the Y-data hidden inside MOMO. Driven
by an unknown future and fears of the world, players will attempt to uncover
the mystery surrounding the Miltian Conflict and delve further into many
unresolved questions and mysteries posed in Xenosaga EPISODE I. Offering a
large number of characters in expansive worlds filled with multiple
destinations, Xenosaga EPISODE II routes players on a magical journey filled
with intrigue and surprises.

Characters in Xenosaga EPISODE II are equipped with substantial features to
tackle the most difficult situations. Players can customize characters to
their liking using more than 100 different skills such as Last Revenge,
Overload and Double Power. They can also use the game's new battle system
including combination attacks, a refined boost system and double team attacks
including Archangel's Requiem, Fiery Ritornelle and Gravity Bomb.

For more information on Xenosaga EPISODE II, please visit www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

XENOSAGA(R) EPISODE II JENSEITS VON GUT UND BOSE & (C)2001 2004 NAMCO LTD.,
ALL RIGHTS RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), ACECOMBAT and Time
Crisis(R) are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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NAMCO'S GHOSTHUNTER(R) SCREAMS
ONTO STORE SHELVES

Macabre And Spooky Action-Adventure Title Now Available Exclusively for
PlayStation(R)2

San Jose, Ca. (August 17, 2004) -- Sometimes the undead just won't rest in
peace. Leading video games developer and publisher Namco Hometek Inc.
announced today that Ghosthunter, the dark and atmospheric third-person
action-adventure game available exclusively for the PlayStation(R)2 computer
entertainment system, has begun shipping to retail stores nationwide.

A routine disturbance call. A startling discovery. A catastrophe of
supernatural proportions. During a late night patrol, rookie Detroit cop
Lazarus Jones and his partner Anna Steele stumble across the ghost research
laboratory of Professor Peter Richmond. Lazarus unintentionally releases a
legion of ghosts and spirits that begin to wreak havoc around the world while
a malevolent spirit abducts Anna. Armed with second sight and an arsenal of
weapons and gadgets, the idealistic cop is forced to take on the entire
spirit realm in hopes of finding his partner -- and saving the world.

"For those craving a creepy, yet humorous action-adventure game, Ghosthunter
certainly delivers," said Rod Nakamoto, Executive Vice President of Research
and Development. "Not only must gamers rely on strategy and puzzle-solving,
but they must be prepared to test their stamina and go head-to-head, weapons
blazing."

Developed by the award winning SCEE Studio Cambridge, Ghosthunter's blend of
action-adventure third-person shooter gameplay and dark humor has players
battling vengeful spirits, horrific apparitions, demonic children, and
freakish phantoms. Equipped with a selection of high-tech weaponry and
gadgets specially designed for hunting and capturing ghosts, players will
experience diverse cinematic locations in haunted versions of famous places,
including an "Alcatraz"-like prison, a "Titanic"-like sunken ship, a
"Deliverance"-style backcountry and an "Area 51"-like military base.

Ghosthunter is rated T for Teen by the Entertainment Software Ratings Board
(ESRB) and carries a suggested retail price of $49.99. For more information
about the game visit the Ghosthunter web site at
http://ghosthunter.namco.com/.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and Ace Combat. For more
information about Namco and its products log onto www.namco.com.

###

(C)2003-4 Sony Computer Entertainment Europe. All rights reserved. Developed
by SCEE Cambridge Studio. Published by Namco Hometek Inc. under license from
Sony Computer Entertainment Europe.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries. Dead to Rights is a trademark or
registered trademark of Namco Hometek Inc. in the United States and/or other
countries.
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PlayStation(R)2 Fans Tee-Off Online With Players Across the Nation as Popular
Worldwide Golf Franchise Returns With Hot Shots Golf(R)Fore!

Fourth Installment Features New Zany Characters, Courses and Various Gameplay
Modes

FOSTER CITY, Calif., Aug. 17 /PRNewswire/ -- Sony Computer Entertainment
America announced today the release of Hot Shots Golf(R) FORE!, created
exclusively for the PlayStation(R)2 computer entertainment system. Developed
by Clap Hanz in conjunction with SCEA Santa Monica Studios, Hot Shots Golf
FORE! returns as the fourth installment in the extremely popular franchise
that helped bring interest in golf indoors, and sold more than 7.5 million
units worldwide in the process. Hot Shots Golf FORE! offers unique online
gameplay via the Network Adaptor (Ethernet/modem) (for PlayStation(R)2) that
allows players to share the course with thousands of others in head-to-head
play and real-time tournaments, as well as providing a robust offline mode
for up to four players.

Delivering the familiar fast-paced gameplay that fans of the franchise have
grown to love, Hot Shots Golf FORE! includes breathtaking graphics and
true-to-life golf physics that includes more golfers and caddies than ever
before -- 34 in all featuring new off-the-wall characters, returning
favorites and popular PlayStation 2 characters including Jak, Daxter, Ratchet
and Clank. During gameplay, players can enjoy a variety of 15 different
courses, ranging from challenging 18-hole layouts to demanding par three
executive courses. Miniature golf also returns to the franchise adding more
variety to the gameplay.

"Hot Shots Golf FORE! provides a truly entertaining golfing experience with
brilliant graphics, dramatic camera angles and fast-paced arcade, style
gameplay. The intuitive controls and adjustable difficulty settings will
entice even the most serious golf fanatics into endless hours of gameplay,"
said Ami Blaire, director, product marketing, Sony Computer Entertainment
America. "From the wacky antics of the new characters to the challenging new
courses and online gameplay, this is a game that all PlayStation 2 fans will
embrace and enjoy."

Hot Shots Golf FORE! features touch-sensitive controls that demand careful
consideration to golf's many variables, such as wind, ball lie and course
elevation. In addition, players can test their golf skills in several
different modes including Tour, Tournament, Versus (VS) Mode, Training, and
online play. "Hot Shots Points" is also back where players redeem points to
unlock more prizes than before including advanced golf equipment, new
courses, characters, and tons of wacky golf gadgets.

For the first-time in the history of the franchise, the online gameplay
experience includes a comprehensive line-up of features allowing players to
access a new online community with a single username and password when they
connect using a broadband connection. Once online, players have access to
online tournaments, message boards, universal rankings, while enjoying the
unique camaraderie of the new Hot Shots Golf community.

The independent Entertainment Software Rating Board (ESRB) has rated Hot
Shots Golf FORE! "E" for Everyone. For more information about the ESRB visit
www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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KONAMI DOUBLES THE FUN WITH DUEL MIC SUPPORT FOR
KARAOKE REVOLUTION VOLUME 3

Perform Duets or Battle Head-To-Head on more than 35 New Songs in the Latest
Addition to the Smash Hit Series, Coming this November 2004

REDWOOD CITY, CALIF. - August 20, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Karaoke Revolution Volume 3 will take the hit music video game franchise
to new heights this November when it debuts for the PlayStation(R)2 computer
entertainment system. In response to popular demand, the newest title in the
groundbreaking music series will let karaoke crooners sing with - and compete
against - friends with the addition of duel microphone support and exciting
new modes for two mic gameplay. In addition, Karaoke Revolution Volume 3
includes more than 35 new songs - from timeless classics to today's hottest
pop, rock and R&B hits to deliver the ultimate party game for the entire
family.

Karaoke Revolution Volume 3's multiple two-microphone gameplay modes allow
for karaoke fun for hours on end. Duets mode lets aspiring pop stars play as
a team and shoot for high scores by singing along to classic karaoke duet
tunes such as "Under Pressure," "Love Shack" and "Ain't No Mountain High
Enough." Players can even practice their separate parts and learn how to
harmonize with each other to achieve the perfect score. For some friendly
competition, two players can square off and take turns singing every other
phrase in a song while joining together during the chorus in Sing-Off mode.
The player with the most points at the end of the track wins. Knockout mode
offers the fiercest karaoke battle yet, pitting players against each other
while singing the same song in unison. A battle meter keeps track of the
gamers' progress and when it fills up for one player, the other is knocked
out!

Karaoke Revolution Volume 3 combines the game's proprietary voice recognition
technology - which judges and scores players as they sing their way to
stardom - with a variety of new characters, outfits and venues, including
many hidden and bonus items. Compatible with any PlayStation(R) 2 USB headset
or microphone peripheral, the collection of well-known tunes includes "Beat
It," "Killing Me Softly," "New York, New York" and "You're The One That I
Want." Following is a partial list of songs included in the game:

KARAOKE REVOLUTION VOLUME 3 SONG LIST

ABC
Against All Odds
Ain't No Mountain High Enough
Beat It
Burn
California Dreaming
Careless Whisper
China Grove
Come Clean
Don't You (Forget About Me)
Flashdance... What A Feeling
Hold On
I Got You Babe
If I Ain't Got You
In the Midnight Hour
Joy To The World
Killing Me Softly
Leave (Get Out)
Love Shack
Meant to Live
My Immortal
New York New York
Oops!...I Did It Again
Respect
Shining Star
Someday
Take My Breath Away
Thank You
The Reason
Twist & Shout
Unchained Melody
Under Pressure
When I'm Gone
Why Can't I
You're the One that I Want

Karaoke Revolution Volume 3 is developed by leading music video game creator
Harmonix Music Systems (http://www.harmonixmusic.com
<http://www.harmonixmusic.com/> <http://www.harmonixmusic.com/> ). Karaoke
Revolution Volume 3 is scheduled to ship in November 2004. For more
information on the game, please visit: www.konami.com/usa

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

KONAMI(R) and Karaoke Revolution are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2004 KONAMI. Developed by Harmonix Music
System. Harmonix is a registered trademark of Harmonix Music Systems, Inc.
"PlayStation" and the "PS" Family are registered trademarks of Sony Computer
Entertainment Inc.
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CAPCOM'S AWARD WINNING VIEWTIFUL JOE(TM) is released for THE PLAYSTATION 2
COMPUTER ENTERTAINMENT SYSTEM

- Some Heroes Just Can't Be Contained -

SUNNYVALE, Calif. - August 24, 2004 - Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced the release of its
critically acclaimed and award winning Viewtiful Joe for the PlayStation2
computer entertainment system. Heralded by USA Today as 2003 Game of the Year
and recently selected as "Best New Franchise" at G4techTV's "G-Phoria - The
Award Show 4 Gamers," Viewtiful Joe blends vivid comic book style cel-shaded
graphics with classic side-scrolling action gameplay to introduce the world's
quirkiest action superhero, Joe! Villains beware as Viewtiful Joe redefines
the action genre by mixing innovative "viewpoint" fighting and amazing
cartoon-noir environments, resulting in a super unique brawler full of style
and substance. Viewtiful Joe is the brainchild of Capcom's Atsushi Inaba,
acclaimed producer of Steel Battalion and Hideki Kamiya, director of Devil
May Cry and Resident Evil 2. Viewtiful Joe is now available at retailers
across North America and carries a "T" rating for teen audiences by the ESRB
(Entertainment Software Rating Board).

"Viewtiful Joe is the most innovative creation in videogames and we are
thrilled to bring it to the millions and millions of PlayStation 2 owners,"
said Todd Thorson, director of marketing at Capcom Entertainment. "The
combination of a classic side scrolling brawler and state of the art
Hollywood-esque special effects makes Viewtiful Joe a one of a kind game that
delivers a compelling and fun experience for every type of gamer."

Viewtiful Joe is a super hero with all the attitude, confidence, punch and
style of a million-dollar action-hero caught up in the world of a Hollywood
movie. It begins as Joe and his girlfriend, Silvia, are at the movies
watching his favorite superhero, Captain Blue. Silvia is somehow warped into
the motion picture realm and it is up to Joe to fight the on-screen bad guys
and rescue her. In the effort of saving his damsel in distress, Joe becomes
more than just any ordinary dude. Granted superhero powers by Captain Blue,
he gains visual effects powers to perform special fighting techniques that
can be utilized to affect time, initiate a variety of combos to annihilate
enemies and solve various innovative puzzles.

Players will progress through various quasi 2D/3D cel-shaded environments
utilizing Joe's visual effect abilities to bash enemies with beautiful style.
It is up to gamers to activate the correct view mode, such as "Slow," a
technique for instantaneously slowing down the action to inflict devastating
damage reminiscent of today's films, or "Mach Speed" to destroy enemies using
lightning-quick martial-arts combat animations. The viewtifully cinematic
visual effects and innovative stylized action definitely sets Viewtiful Joe
apart from all other games on the market.

Viewtiful Joe boasts the following features:
Innovative 2D/3D hybrid action
Unlock Dante, of Devil May Cry fame, and other hidden playable characters
that cry in awe of Viewtiful Joe's stunning gameplay.

Vividly comic and funky cartoon-style visuals
Unique combat system - Use visual effect powers (VFX) to obliterate enemies!

o Slow down - "Slow Power" lets Joe inflict detailed attacks and moves
o Speed up - "Mach Speed" gives Joe lighting fists of fury
o Zoom - Enhance the fighting experience by getting up close and personal to
the action while simultaneously executing other VFX powers to take down
anything that stands in the way

The critically acclaimed original release, Viewtiful Joe, garnered several
accolades for its innovative design including USA Today 2003 Game of the
Year. The title was also recently named "Best New Franchise" by videogame
fans at G4techTV's "G-Phoria - The Award Show 4 Gamers," which toasted this
year's hottest games. Furthermore, during the 2004 Game Developers Conference
(GDC) Viewtiful Joe was honored with a "Game Innovation Spotlight" award and
nominated for "Original Game Character of the Year," at the Game Developers
Choice Awards, presented by the International Game Developers Association
(IGDA). The Pulitzers of interactive entertainment, the Choice Awards are the
premier accolades for peer-recognition in game development, celebrating
creativity, artistry and technological genius. Professional game developers
around the world nominated and voted for the awards. For more information
about the awards, please visit http://www.igda.org/awards/.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective holders.
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AGETEC DEPLOYS 'ARMORED CORE: NEXUS' WEB SITE
New Site Offers Fans Chance To Learn About Latest Installment

SUNNYVALE, CA, August 25, 2004 - Offering online visitors an exclusive array
of features, AGETEC Inc. today announced that it has launched a dedicated web
site to support Armored Core: Nexus, its highly anticipated mech action game
for the PlayStation(R)2 computer entertainment system. Shipping in September,
Armored Core: Nexus is the latest title in the Armored Core series for the
PlayStation(R)2.

"The Armored Core fan base is incredibly avid and supportive, and we wanted
to create a place online where they could get exclusive content on their
favorite game, as well as act as a 'briefing room' where they can congregate
and share experiences," said Justin Lucas, Marketing Director, AGETEC Inc.

Located at http://armoredcore.agetec.com/, the Armored Core site is designed
to provide a general overview of the game and in-depth information on the
game's storyline for the hardcore gamer and Armored Core fan, as well as
anyone interested in learning about one of 2004's premier action games.

Armored Core: Nexus for the PlayStation(R)2 is scheduled to ship this
September and carry an estimated retail price of $49.99. More information
regarding AGETEC's entire lineup of exciting products can be found at
http://www.agetec.com/.

About Armored Core

Developed by From Software and originally released in North America for the
PlayStation(R) game console in October 1997, Armored Core quickly leapt to
the forefront of the new generation of the Robot Action genre. Its critically
acclaimed combat system and deep customization combined to position Armored
Core as a key contributor to the emergence of robot games into the
mainstream. The series continued its prominence at the forefront of the genre
with the July 2003 North American release of Silent Line: Armored Core for
the PlayStation(R)2; Armored Core remains the all-time best selling robot
game for the PlayStation(R)2 platform. Armored Core: Nexus pushes the
envelope of robotic gaming for the PlayStation(R)2 system and propels the
series even further into the mainstream.

About AGETEC, Inc.

AGETEC, Inc. is a rapidly growing publisher of interactive entertainment
software for next-generation platforms, including the PlayStation(R)2
computer entertainment system and hardware accessories for the North American
video game market. Agetec publishes many well-known brand titles, including:
Bass Landing(TM), RPG Maker(TM), and the Armored Core game series.

# # #
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Sony Computer Entertainment America Celebrates Two-Year Anniversary of
PlayStation(R)2 Online Console Gaming

Online Console Gaming Pioneer Poised to Further Consumer Adoption

FOSTER CITY, Calif., Aug. 27 /PRNewswire/ -- On August 27, 2002, Sony
Computer Entertainment America Inc. introduced PlayStation(R)2 online console
gaming to the masses, pioneering the new frontier of the interactive gaming
experience. Forging this new growth area within the industry and setting an
example to follow, the company is now poised to bring even more consumers
online through compelling first and third party content this holiday season.

With the largest and most loyal installed base at more than 27 million, or
one out of every four U.S. households, Sony Computer Entertainment America is
best positioned to bring online console gaming to the mass market, and
envisions the online arena as one that should be open to and enjoyed by all.
PlayStation 2 is the only online offering on the market that offers both
analog and broadband connectivity -- a strategy that continues to pay off
with more than 38 percent of consumers still playing via their dial-up
connection. With a registered online user base in North America of more than
1.4 million, consumers have cast their vote for PlayStation 2 online, and
continue to thirst for this new compelling experience that takes gaming to a
whole new level. Just two years after its launch, the company has built the
largest online console gaming community, and continues to add 1,400 new
registered users each day, and up to 50,000 each month, equivalent to a
sell-out crowd at a Major League Baseball game.

Consumers Crave Online Console Gaming Experience

Growing demand for the online console gaming experience has created a whole
new audience. Who are these gamers? More than 90 percent are male, ages
18-34, with peak registrations and online gameplay taking place between 5:00
p.m. and 11:00 p.m., key TV prime-time viewing hours and an interesting trend
to watch heading into the new fall TV viewing season. According to an
IDC/GameSpy Study, 53 percent of PlayStation 2 online gamers said online
capabilities were a very important factor in their decision to purchase games
(Q403 Gamer Survey: Online Console Gaming, IDC #30881, March 2004). According
to a Ziff-Davis media survey of U.S. videogamers, when asked how they play
games online, 9 percent of respondents stated that they play via PlayStation
2 versus 6 percent for Xbox, and that number doubles for hard-core gamers at
18 percent. Gamers logon to PlayStation 2 online to experience a new level of
competition and camaraderie.

Compelling Online Content is Key to Driving Consumer Adoption

Sony Computer Entertainment America has proven over the past 10 years that
compelling content drives the market. The company has seamlessly carried this
philosophy into online console gaming as demonstrated by introducing
platform-defining franchises, and bringing online capabilities to more than
60 percent of first party titles launching in 2004. The company's SOCOM
franchise has become the most popular online title for PlayStation 2, and is
logging more player hours daily than ALL Xbox titles worldwide. Even nine
months after launch, SOCOM II: U.S. Navy SEALs is still seeing more than
30,000 simultaneous users per day, far and away more than any other console
title -- evidence that online capabilities extends the life of a game.

"Two years ago, we paved the way by taking creative risks for the industry to
follow," said Andrew House, executive vice president, Sony Computer
Entertainment America. "Going into year three, we will continue to innovate
through our online content offerings, and will embark on a series of
initiatives that include enhanced community building and moving toward the
monetization of the online initiative."

Another key factor to the success of PlayStation 2 online is the broad third
party publisher support. At the time of launch, a selection of Electronic
Arts' EA SPORTS franchises were exclusively available online for PlayStation
2, giving consumers the opportunity to play these popular sports franchises
online in the comfort of their living rooms. Today, the EA library for
PlayStation 2 online includes not only top sports franchises, but other
genres including action adventure, racing, and more. This holiday, EA will
launch a fresh new batch of online titles for PlayStation 2 including: Need
for Speed(TM) Underground 2, NASCAR: Chase For the Cup 2005, Tiger Woods PGA
TOUR(TM) 2005, NCAA March Madness(TM) 2005, NBA Live 2005 and Lord of the
Rings(TM): The Third Age(TM).

"As long time partners of Sony Computer Entertainment America, it was natural
for us to work exclusively with them during the launch timeframe for
PlayStation 2 online. To date, we have launched more online-enabled titles
for PlayStation 2 than on any other console," said Chip Lange, Vice President
EA Nation for Electronic Arts. "We believe that the investment we are making
in online will pay off as we head into the future, and we've already seen the
benefits; online elements extend the value-proposition of a game for
consumers, as well as the life of the game itself."

The Madden NFL Football franchise from Electronic Arts has driven mass-market
consumers to PlayStation 2 online. Madden NFL 2004 sold more than 3 million
units on PlayStation 2 alone, more than any other console, and has inspired
the largest third party online community. With the recent launch of Madden
NFL 2005, which sold 1.3 million copies in its first week of release, EA
expects to see even more consumers logging-on to experience real-time
football gameplay than ever before.

Holiday 2004 Brings Fresh Wave of PlayStation 2 Online Options

Holiday is traditionally a key selling season in the videogame industry, and
2004 boasts a large line-up of blockbuster hits. With an already diverse
line-up of online enabled titles spanning top genres, including action,
sports, racing and role-playing games, consumers will be faced with an even
broader array of compelling online titles to choose from, with more than 120
online-enabled titles available by year-end.

In November, Sony Computer Entertainment America will deliver online gameplay
for the first time in an action platform game with Ratchet & Clank(R): Up
Your Arsenal, the highly anticipated third installment of the Ratchet & Clank
franchise. This holiday season also marks the debut of Gran Turismo(TM) 4,
the fourth installment of the worldwide blockbuster-selling Gran Turismo
series, for the first time featuring an online mode, sure to bring the most
authentic driving simulation experience to a whole new level. Additional
first party online offerings this holiday season include Killzone(TM) and Hot
Shots Golf(R) FORE! With this fresh new line-up of online-enabled software
titles, Sony Computer Entertainment America anticipates a surge in online
activity over the holidays.

The Future's so Bright ... .

Analysts anticipate the online console game market to continue to expand. DFC
Intelligence forecasts online console game revenue to reach $2.9 billion
worldwide by 2009 (The Online Game Market 2004), and JupiterResearch believes
that connected console revenues will outpace PC revenue by nearly $100
million in that same year (March 2004 "US Video Games Forecast 2004).

"More than ever, gamers prefer the thrill of networking player to player
competition over player versus console," said Richard Doherty,
Envisioneering. "Online capability is no longer a feature, it is the future
of gaming. "

In the coming year, Sony Computer Entertainment America plans to make a
series of announcements regarding new content extensions, the evolving
business model of online console gaming, and how online gaming as the new
frontier fits into the long-term strategy for the PlayStation platforms.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com

Source: Sony Computer Entertainment America Inc.
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AGETEC ANNOUNCES ARMORED CORE: NEXUS SHIP DATE

Latest Installment of Armored Core Series Boosting to Stores September 28th

Sunnyvale, CA, September 3, 2004 - AGETEC Inc., a leading publisher of
entertainment software, today announced it will ship ARMORED CORE: NEXUS, the
newest iteration of the highly regarded ARMORED CORE franchise for the
PlayStation(R)2 computer entertainment system September 28th.

"The Armored Core brand has a very enthusiastic fan base that are greatly
looking forward to the latest chapter in the Armored Core Universe" said Mark
Johnson, Vice-President of Marketing AGETEC, Inc. "Pushing the date back 2
weeks, allows us to ensure that our fan base receives nothing less than the
complete Nexus experience."

About Armored Core: Nexus

Time has long since passed since humans came out of the underground shelters.
The Organization of Controlling Corporations (OCC), which was founded in
order to begin reconstructing society, quickly loses its power as stability
returns to the land. But the intention of the OCC is anything but benign.
Realizing the power that could be had in controlling the planetary resources
the OCC quickly launches into action a plan that will erupt in civil war and
completely destabilize society for their own evil gain.

Highlighted features that have established Armored Core Nexus as a departure
from the normal gaming experience include:

* Dynamic Action - Considerable refinement of the game's engine makes Armored
Core Nexus the most realistic title in the series yet. The player's sense of
participation has been improved by providing a wider diversity of
destructible objects, accentuating variations in speed, enhancing
combat-related details, and including a more robust suite of sound effects.

* Open-Ended Assembly - AC unit customization, a core element of all the
games in the series, has also been addressed. Players now have access to over
400 different parts that can be used to construct literally millions of
different AC designs. Weapons and parts from previous titles are also
included, thereby allowing longtime users to replicate preferred AC designs.

* Mission Environments - Just as with its predecessors, Armored Core Nexus
offers players complete freedom of movement in a fully 3D polygon space. New
to the series is Nexus' "Active

Mission" feature, which takes into consideration a player's in-mission
actions in order to determine how they advance through the game. This allows
the player to become more immersed in the adventure and derive a better sense
of cause and effect.

* Multiplayer Options - Quite possibly the series' most popular feature,
head-to-head multi-play is included with the title and enables up to four
players to compete against one another using either i.LINK or for the first
time ever LAN.

* Dolby Surround Pro Logic II Sound - a realistic audio experience you can
feel as well as hear!

* 2 Discs filled with over 150 Missions - 40+ Arena Opponents- 14 VS. Battle
Maps- 400+ Total Parts

Located at http://armoredcore.agetec.com/, the Armored Core site is designed
to provide a general overview of the game and in-depth information on the
game's storyline. The Entertainment Software Rating Board (ESRB) has rated
ARMORED CORE: NEXUS "T" for Teen. For more information about the ESRB, visit
http://www.esrb.org/.

More information regarding AGETEC's entire lineup of exciting products can be
found at http://www.agetec.com/.

About Armored Core

Developed by From Software and originally released in North America for the
PlayStation(R) game console in October 1997, Armored Core quickly leapt to
the forefront of the new generation of the Robot Action genre. Its critically
acclaimed combat system and deep customization combined to position Armored
Core as a key contributor to the emergence of robot games into the
mainstream. The series continued its prominence at the forefront of the genre
with the July 2003 North American release of Silent Line: Armored Core for
the PlayStation(R)2; Armored Core remains the all-time best selling Robot
game for the PlayStation(R)2 platform. Armored Core: Nexus pushes the
envelope of robotic gaming for the PlayStation(R)2 system and propels the
series even further into the mainstream.

About AGETEC, Inc.

AGETEC, Inc. is a rapidly growing publisher of interactive entertainment
software for next-generation platforms, including the PlayStation(R)2
computer entertainment system and hardware accessories for the North American
video game market. Agetec publishes many well-known brand titles, including:
Bass Landing(TM), RPG Maker(TM), and the Armored Core game series.

# # #
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ATLUS ANNOUNCES MATURE RATING FOR SHIN MEGAMI TENSEI(TM): NOCTURNE(R)

Third party publisher reveals that its controversial RPG title, Shin Megami
Tensei: Nocturne, has been given a Mature rating by governing board ESRB

Irvine, CA, September 3, 2004 - Atlus U.S.A., Inc. announced today that its
highly anticipated title, Shin Megami Tensei: Nocturne for the
PlayStation(R)2 Computer Entertainment System, has been given a Mature rating
by the Entertainment Software Rating Board (ESRB) along with four
descriptors, Blood, Intense Violence, Language and Sexual Themes.

"RPGs have finally grown up with the release of Shin Megami Tensei:
Nocturne," said Gail Salamanca, Atlus' Marketing Manager. "We've taken great
care to keep the localization as true to the creators' original vision with
its dark and often controversial themes, as doing anything else would be a
disservice to the gaming public. The developer's have crafted a game that
raises the bar on mature storytelling and have combined it with a deep combat
system and an overwhelming amount of character customization options never
before seen in any RPG. SMT: Nocturne is definitely not for people with
delicate sensibilities, but for those brave enough to play it, you'll be in
for a gaming experience unlike any other."

About Shin Megami Tensei: Nocturne
Atlus' platinum selling RPG series from across the pacific finally comes
stateside this September when

Shin Megami Tensei: Nocturne hits store shelves. Set in post-apocalyptic
Tokyo, the entire population of the world has been annihilated by a global
catastrophe called the Conception. Now, the fate of the entire world lies on
the shoulders of a young man turned demon, who must battle his way through
opposing demonic forces to bring balance to the world to come...or possibly
become the harbinger of its destruction.
Shin Megami Tensei: Nocturne Key Features:

* Yesterday's foe is today's ally! Persuade over 150 different demons to join
your party. Some demons may evolve into new forms on their own or fuse them
to form even more powerful demons.

* Customize your character with Magatama, living parasites that grant the
host demonic powers!

* Depending on the choices you make you'll follow one of several ideologies
which will ultimately determine the fate of the entire world!

* Special guest appearance by Dante, from Capcom's Devil May Cry series. Will
he become your most feared enemy or your greatest ally?

* Over 50 Hours of gameplay!

Shin Megami Tensei: Nocturne is scheduled to launch onto store shelves in the
fall with a suggested retail price of $49.99. As a bonus, the game will come
packaged with a Limited Edition Soundtrack that contains over 30 tracks from
the in-game music. For additional information on the game, visit the official
Shin Megami Tensei website at www.shinmegamitensei.com.

About Atlus U.S.A., Inc.
Located in Irvine, CA, Atlus U.S.A., Inc. is a publisher of challenging and
engaging video games for a variety of platforms including Microsoft's Xbox
and Sony's PlayStation(R)2. Atlus is best known for releasing unique RPGs and
Strategy RPGs such as Ogre Battle, Tactics Ogre, Disgaea: Hour of Darkness,
Wizardry, and Persona and the upcoming Shin Megami Tensei: Nocturne and SMT:
Digital Devil Saga. For more information visit: www.atlus.com
(C) 2004 Atlus SHIN MEGAMI TENSEI and SMT are trademarks of Atlus USA.
NOCTURNE(R) is a trademark of Terminal Reality, Inc. and is used with
permission; all rights reserved. DANTE from Devil May Cry 2 : (C) CAPCOM CO.,
LTD. 2003 ALL RIGHTS RESERVED.
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Get Ready To Roll... Katamari Damacy Goes Gold!

Namco's New Clever and Quirky Title Set To Tumble Onto
Store Shelves This September

San Jose, Ca., (September 7, 2004) - It is time to get the ball rolling...
Leading video games developer and publisher Namco Hometek Inc. announced today
that Katamari Damacy, the highly addictive and immensely entertaining action
game has gone gold. Available this September exclusively for the
PlayStation(R)2 computer entertainment system, Katamari Damacy is set to
capture the attention of gamers of all ages.

In Katamari Damacy, the player assumes the role of the Prince of the Cosmos,
whose father - the great King - managed to accidentally destroy all of the
stars in the sky. As the pint-sized princely son, the player is tasked with
re-creating the starry skies by rolling around the cleverly designed locations
to collect objects and build up their "katamari" -- a Japanese word for clump
or large mass. The Prince must gather as many objects as possible, regardless
of their shape or size, to clean up the King's gigantic mistake.

"Namco's 'rolling, sticking, never-stopping, ever-swelling clump of stuff that
makes a star out of everyone and everything game' couldn't be more addictive,
more eccentric, or more fun," said Rod Nakamoto, Executive Vice President of
Research and Development for Namco Hometek Inc. "Katamari Damacy's
easy-to-pick-up gameplay mechanics and humorous storyline are sure to appeal to
people of all ages."

In Katamari Damacy, (which translates to "clump of souls" in Japanese), players
must grow their "katamari" by rolling over anything and everything, stopping at
nothing -- and we mean nothing -- to ensure they have gathered enough objects
to re-create the starry skies. The larger the player's "katamari" grows, the
larger the objects the player can amass along the way. The player's "katamari"
can quickly grow from a fraction of an inch to a monstrous mass in no time by
rolling over hundreds of unusual objects of all sizes and shapes including
cars, cookies, lamp posts, people, skyscrapers, whales, Ferris wheels and
cruise ships.

Katamari Damacy features a single-player story mode and a two-player battle
mode to allow for optimal ball rolling pandemonium and object collecting fun.
Katamari Damacy is rated 'E" for "everyone" by the Entertainment Software
Ratings Board and carries a suggested retail price of $19.99. The game will be
available in stores nationwide beginning the week of September 21, 2004. For
more information please visit the Katamari Damacy Web site at:
http://www.namco.com

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in San
Jose, CA, Namco Hometek Inc. is an award-winning video games publisher for next
generation game consoles. Namco has created some of the industry's greatest
video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R), Pac-Man
World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more information about
Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc. in
the United States and/or other countries.

Katamari Damacy&(C)2003 NAMCO LTD., ALL RIGHTS RESERVED.
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Evo Sport Wheel Goes Wireless for GTA

Vernon, Calif., September 9, 2004 - Moving in to the next phase of their
wireless evolution, Pelican has introduced the Evo Sport Wireless Racing
Wheel for PlayStation(R) 2 with an operating range of 30 feet and up to 200
hours of battery life from 4 AA batteries. The Evo Sport is the only wireless
wheel designed for use with Grand Theft Auto(TM) 3, Grand Theft Auto(TM):
Vice City and Grand Theft Auto(TM): San Andreas. In addition to its GTA
compatibility, The Evo Wireless Wheel also works with many other driving
games including NASCAR 2005(TM), Burnout(TM) 3 and Gran Turismo(TM) 4. The
Evo Wheel, currently the only controller that works with action/driving games
as well as driving sim and driving arcade games, will be available in stores
the first week of October with a suggested retail price of $59.99.

The Evo Sport Wireless Racing Wheel is designed with many unique features
that make it stand out from the crowd of other driving wheels on the market.
The Evo Wheel is equipped with a left analog stick on the front face of the
wheel that provides exceptional driving control with action/driving games.
The Evo also was designed with an Active Torgue System (ATS) that simulates
the realistic feel of a steering column without relying on such gimmicks as
springs or force feedback. Many driving wheels are extremely touchy and
suffer from over-sensitive steering, causing the user to lose control and
spend too much time crashing into walls and other objects. The Pelican design
team compensates for this by including a "Sensitivity Dial" that allows the
user to adjust the sensitivity of the wheel to better suit his style, on the
fly. Also included are two different driving control set-ups to more closely
match what the controller needs to do in various types of games as well as
analog and digital driving modes.

"The launch of the Evo Wheel coincides perfectly with the upcoming release of
many anticipated driving games, most notably GTA San Andreas," noted Pelican
product manager, Matt Waldron. "Q4 will be filled with numerous driving games
available at retail and we wanted to provide the gaming public with a
wireless wheel with outstanding control qualities. The Evo Wheel is
exceptional in many respects, not only because it is wireless, but also
because it provides a very tight, realistic driving experience at a great
price to the consumer. You can't find a wheel that delivers this kind of
freedom, realism and comfort anywhere, especially at this price point."

The Evo Wheel also has several notable features including: a Battery Meter
designed to look like a cars fuel gauge; full-size gas and brake pedals; a
manual gearbox that simulates manual transmission; an F1 gear shift on the
wheel mount; and a fully rubberized steering wheel. The Evo Sport Wireless
Wheel is also equipped with traction-control table mounts and a lap top
control mount.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including PlayStationa, PlayStationa2, Xbox(TM) from
Microsoft, Nintendoa 64, Nintendoa GameCubea, Game Boya Color, Game Boya
Advance and Game Boy(R) Advance SP. Product design, testing and research take
place in the USA with the majority of manufacturing occurring in Asia.
Pelican is headquartered in Vernon, California.
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SHADOW HEARTS: COVENANT HAS GONE GOLD

Midway Readies to Ship Its Epic RPG on September 27th

Chicago-based Midway Amusement Games, LLC, announced today that their epic,
fantasy role-playing game has gone gold. Scheduled to ship on September 27th
for the PlayStation(R)2 computer entertainment system, Shadow Hearts:
Covenant is the sequel to the critically acclaimed original that debuted in
2001.

The epic adventure that fills 2 DVDs with over 40 hours of intense gameplay
brings back its innovative combat system, The Judgment Ring, allowing players
to wield the power necessary to fulfill their destiny. Players must combine
split second timing and skillful combat strategy to master the Judgment
Ring's powerful and stackable attacks. The improved Judgment Ring allows
players to choose which characters to bring to battle and features new
team-based combo attacks and defensive formations. Also featured in Covenant
is an inventive magic system where players must build skill sets, strategize
gameplay moves, earn and cast spells with a team of complex characters, based
on distinct personalities, attributes and magical abilities.
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Sony Computer Entertainment America Inducts Five New Titles Into Extensive
"Greatest Hits" Software Library

Additions of Jak II(TM), Ratchet & Clank(R): Going Commando, Rise to
Honor(TM), SOCOM II: U.S. Navy SEALs and ATV Offroad Fury(R)2 Validate
PlayStation(R)2 Offerings as the Best Value in Interactive Entertainment

FOSTER CITY, Calif., Sept. 8 /PRNewswire/ -- Demonstrating the massive appeal
of the PlayStation(R)2 computer entertainment system and its software
library, Sony Computer Entertainment America Inc. today announced five
additions to its PlayStation(R)2 "Greatest Hits" lineup: Jak II(TM), Ratchet
& Clank(R): Going Commando, Rise to Honor(TM), SOCOM II: U.S. Navy SEALs and
ATV Offroad Fury(R)2. Today's announcement marks a total of 87 "Greatest
Hits" titles for PlayStation 2.

To qualify as a PlayStation 2 "Greatest Hit" a title must have sold 400,000
copies, proving to be a driving force in driving software sales and
heightening the demand for the hardware that supports it. PlayStation 2
"Greatest Hits" games are available in stores for as low as $19.99, providing
an incentive for casual gamers.

"We are proud to deliver the most impressive, compelling gaming experience to
millions of consumers around the world," said Andrew House, executive vice
president, Sony Computer Entertainment America. "This holiday season, we are
excited to introduce our latest 'Greatest Hits' titles, presenting users with
the best entertainment experience they can imagine, all while further
extending the PlayStation 2 value proposition."

The success of Jak II, Ratchet & Clank: Going Commando, Rise to Honor, ATV
Offroad Fury 2 and SOCOM II: U.S. Navy SEALs validate Sony Computer
Entertainment America's leadership position in both the online and offline
gaming market. Through games like SOCOM II and ATV Offroad Fury 2, Sony
Computer Entertainment America has claimed the largest online console gaming
community in North America. In fact, SOCOM II is one of the most widely
played online titles, garnering more than 370,000 player hours per day. In
addition, more than 30,000 simultaneous users are logging on each day, far
more than any other console title on the market. SOCOM II: U.S. Navy SEALs
fans are able to access the games' online community at no extra charge, using
the broadband service of their choice -- a feature that can only be offered
by a company that's committed to providing innovative content and the
greatest degree of access at the best value.

  About Recently Added "Greatest Hits" Titles:

  -- ATV Offroad Fury 2 provides intense, free-roaming offroad racing
     gameplay, packed with additional courses, large environments, extra
     modes, mini-games, ATVs and all-new online gameplay for an immersive
     racing experience.
     Rated "E" for Everyone.
  -- Jak II combines adventure, action-platform, puzzles, strategy, racing
     and exploration into one vast, epic interactive experience. Winner of
     numerous awards and one of the hottest titles of the year, Jak II stuns
     players with its innovative character designs and animations, superior
     technology and spectacular graphics.
     Rated "T" for Teen.
  -- Ratchet & Clank: Going Commando takes consumers on a high flying,
     inter-galactic, sci-fi, action-shooting adventure filled with plenty of
     explosions and devastation. Featuring brand new experienced-based
     character growth and weapons upgrade systems, beautifully diverse
     environments, an engaging storyline and a unique arsenal of the coolest
     weapons and hi-tech gadgets ever imagined.
     Rated "T" for Teen.
  -- Rise to Honor represents three years of collaboration with Jet Li and
     acclaimed action director, Cory Yuen to produce the grand master
     champion of action-fighters. Rise to Honor incorporates a unique
     360 degree fight system that puts players in the center of the action
     by allowing them to simultaneously battle multiple enemies. In addition
     to hand-to-hand fighting, players will engage in intense gunplay,
     single-player fighting sequences, contextual action and the opportunity
     to use single and double-stick weapons, all featuring unique and
     dynamic animations.
     Rated "T" for Teen.
  -- SOCOM II: U.S. Navy SEALs is one of the most popular online games of
     all time, selling over 900,000 copies in its first 100 days on store
     shelves. SOCOM II places you in the role of an elite SEAL commander
     whose team's orders are simple -- strike targets of importance within
     12 all new intense international missions ranging from Algeria,
     Albania, Brazil and Russia.
     Rated "M" for Mature.

  About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

Source: Sony Computer Entertainment America Inc.
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ATARI'S FORGOTTEN REALMS: DEMON STONE HITS RETAIL STORES
Popular Dungeons & Dragons World Explodes Onto PlayStation(R)2;
Xbox and PC Versions to Ship in November

LOS ANGELES - Sept. 14, 2004 - Atari, Inc. (Nasdaq: ATAR) under license from
Hasbro, Inc., today announced that the highly anticipated Forgotten
Realms(R): Demon Stone, an action game set in the popular Dungeons &
Dragons(R) world created by Wizards of the Coast, is now available at retail
outlets nationwide. Demon Stone for the PlayStation(R)2 computer
entertainment system is retailing for an estimated price of $49.95 and is
rated 'T' for Teen. Demon Stone is expected to become available for the
Xbox(R) videogame system from Microsoft and the personal computer in
November.

Designed by Stormfront Studios, developers of The Lord of the Rings(R): The
Two Towers, Demon Stone features a storyline developed by New York Times
best-selling author R.A. Salvatore, and includes the extraordinary talents of
actors Patrick Stewart and Michael Clarke Duncan, who provided their voices
to two prominent roles in the video game. These combined talents bring Demon
Stone to life in a classic story of good versus evil, with a world on the
brink of destruction and a party of heroes seeking redemption.

"Demon Stone's intense, action-oriented and cinematic gameplay represents the
transition of a brand that has traditionally been associated with niche
gameplay to one that is more accessible to a mainstream consumer audience,"
said John Hight, executive producer, Atari's Los Angeles studio. "Demon Stone
also demonstrates Stormfront Studios' perfection of the immersive,
interactive experience by combining all of the important elements into a
cohesive presentation, including: the prodigious vocal talents of Patrick
Stewart and Michael Clarke Duncan; a powerful story by R.A. Salvatore and a
moving orchestral score."

In Demon Stone, the player directs a party of three characters - Fighter,
Sorcerer and Rogue. Each of the characters excels at a certain type of
gameplay. The Fighter thrives in melee combat, the Sorcerer is excellent at
ranged and magical combat and the Rogue excels at jumping, sneaking and
disarming traps. The player controls one party member at a time -- switching
between them on the fly -- while the other party members are controlled by
the engine's sophisticated artificial intelligence.

Demon Stone utilizes an extensive fighting system which is both easy to learn
and visually stunning. Characters perform amazing attacks and feats at the
simple touch of a button, but the system has sophisticated features for
advanced players who want to tailor their attacks to maximize their damage in
specific situations. Unique special attacks, combinations, linked combos,
super attacks and even group super attacks allow advanced players to excel
against their most fearsome foes.

Demon Stone's intense, cinematic action is set entirely within the visually
stunning Forgotten Realms fantasy world. Familiar characters, such as the
famous drow Drizzt Do'Urden; and the legendary mage Khelban 'Blackstaff'
Arunsun (played by Patrick Stewart); the formidable Slaad Lord, Ygorl (played
by Michael Clarke Duncan); terrifying monsters, including Dragons, Orcs,
Slaadi, Yuan-Ti and Trolls; as well as geographical locations straight from
the popular D&D campaign setting will make appearances and serve as backdrops
throughout the game.

Demon Stone is now available for the PlayStation(R)2 computer entertainment
system for an estimated retail price of $49.95 and is rated 'T' for Teen.
Additional information about Demon Stone can be found online at
www.atari.com/demonstone.

About Stormfront Studios
Stormfront Studios develops top quality, award-winning entertainment products
for PlayStation 2, Xbox, PC, and interactive TV, producing both AAA-quality
originals and high-profile licensed titles for clients including Atari,
Electronic Arts, Microsoft, Sony and AOL. The company's most recent hit is
The Lord of the Rings: The Two Towers (PlayStation 2 & Xbox, developed for
EA, based on the Peter Jackson Film from New Line Cinema), which has sold
over 3.5 million copies worldwide. Founded in 1988, Stormfront has been named
to the Inc. 500 list of entrepreneurial companies three times, and the
company owns all of the engines and technology in its games. The company is
based in San Rafael, California, and is privately held. For more information,
visit www.stormfront.com.

About Wizards of the Coast
Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. (NYSE:HAS), is a
worldwide leader in the trading card game and tabletop roleplaying game
categories, and a leading developer and publisher of game-based entertainment
products. The company holds an exclusive patent on trading card games and
their method of play (TCGs) and produces one of the world's best-selling
TCGs, Magic: The Gathering(R), as well as the celebrated Dungeons &
Dragons(R) roleplaying game. Publisher of adventure games, family card and
board games, and electronic media products, Wizards of the Coast is also one
of the world's premier book publishers of fantasy series fiction whose novels
have made numerous appearances on The New York Times best-seller list and
have sold millions of copies worldwide. For more information, visit the
Wizards of the Coast website at wizards.com.

About Hasbro, Inc.
Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER, and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive(R), Unreal(R) Tournament 2004, and Unreal(R)
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization(R), Dragon
Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

Forgotten Realms, Demon Stone, Dungeons & Dragons, Neverwinter Nights, Drizzt
Do'Urden and Magic the Gathering are trademarks of Wizards of the Coast in
the USA and other countries.

# # #
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Online Contest Gives Top Scorers Opportunity to Win Exclusive
Gradius V Prizes

REDWOOD CITY, CALIF. - September 14, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Gradius V(tm) for the PlayStation(R)2 computer entertainment system has
shipped to retail outlets nationwide. The game is the latest installment in
one of Konami's beloved classic franchises and marks the return of the famed
Vic Viper space ship. In celebration of the game's release, Konami will host
a national online high score contest where players can win exclusive Gradius
memorabilia and prizes including a special "Gradius V Breakdown Director's
Cut" DVD. Gamers can enter the contest on Konami's website at
www.konami.com/gradius5 from September 17th to October 1st.

"Fans of the Gradius series have been clamoring for the release of a new game
in the hit shooter video game franchise since the last version shipped," said
Dennis Lee, product manager at Konami Digital Entertainment - America.
"Konami has completely overhauled the graphics and taken the series into a 3D
world while still retaining the classic fast-paced side-scrolling shooter
action that gamers have come to expect."

Developed by the critically acclaimed studio, Treasure, Gradius V is the
first installment in the series designed specifically for next generation
video consoles. While the game has received an updated look, complete with
beautifully rendered 3D environments, Gradius V continues to deliver classic
shooter gameplay while adding new elements to the series. The new 2-player
cooperative mode doubles the action and intensity as two players can now
blast through eight expansive levels of fun and challenging terrain in an
all-new Gradius adventure.

In addition to the amazing 3D graphics and 2-player simultaneous play,
Gradius V enhances the classic gameplay with original level designs, new
weapons and new Option Controls - up to four different Option Control Types
add depth and replay value to the game. A new Internet Ranking System also
allows players to track and compare high scores with other players
nationwide. Konami will award the top scorers with various Gradius prizes
when players enter a unique password received at the end of the game in the
Score Attack Mode on Konami's website at www.konami.com/gradius5. Images of
the prizes and official rules can be found on the website.

Gradius V is rated "T" for Teen by the ESRB and is available for an SRP of
$29.99. For more information on the game and the online high score contest,
please visit: www.konami.com/gradius5.

About Gradius

Gradius first debuted in the U.S. in 1986 on the Nintendo Entertainment
System (NES). The original game was followed-up by Gradius II (Japan only),
Gradius III for the Super Nintendo and Gradius IV in the arcades (Japan
only). In 2000, Konami Digital Entertainment - America released Gradius III &
IV as a launch title for the PlayStation 2, delivering the ultimate arcade
shooter for home video game console players.

About KONAMI CORPORATION Konami Corporation is a leading developer, publisher
and manufacturer of electronic entertainment properties, specializing in the
home video game market. Konami Corporation's action and adventure titles
include the popular franchises Metal Gear Solid(R), Silent Hill(R) and
Castlevania(R), among other top sellers. The latest information about Konami
can be found on the Web at www.konami.com. Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment - America can be found at www.konami.com/usa

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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Gungrave: Overdose Ships to Retail

Mastiff Offers PlayStation(R)2 Owners an Unprecedented "Can't Lose" Deal

SAN FRANCISCO, CA - (September 13, 2004)- Video Game publisher Mastiff today
announced that Gungrave: Overdose for the PlayStation(R)2 computer
entertainment system has shipped to retail stores throughout North America.
The game will carry a special low suggested retail price of $14.99, along
with other exceptional bonuses only available for a limited time.

"Bursting at the seams, [Gungrave: Overdose] has been jacked up eight ways
from Sunday with more characters, more levels, and more movies and all that
adds up to plenty more heavy metal-infused action," says Ed Lewis, Associate
Editor of IGN.com. "It's goofy and insane and it's a hell of a lot of fun."

"Gungrave: Overdose looks and plays great. The anime style cinematics reek
with personality," enthuses Dave Halverson, Editor in Chief of Play Magazine.

Anyone who purchases a copy of Gungrave: Overdose between September 2004 and
March 2005 will receive a three-issue trial subscription to Play Magazine (an
$18.00 value). Add a limited edition Gungrave art card, featuring images from
Geneon Entertainment's Gungrave: Beyond The Grave anime DVD packed into every
box, and you have one of the most incredible deals ever offered to gamers.

"Gungrave: Overdose kicks ass. Just to make sure everyone knows it we've
dropped the price to an absolutely insane $14.99 and put twenty bucks worth
of free stuff in every package. You just can't lose," says Bill Swartz, Head
Woof at Mastiff.

About Gungrave: Overdose
Gungrave: Overdose features more of everything that made its predecessor
great: more adrenaline, more over-the-top action, more cell-shaded coolness,
more outrageous story, more pumped-up volume, and more non-stop gameplay. The
game features the character design of noted anime artists Yasuhiro Nightow
(Trigun) and Kosuke Fujishima (Sakura Wars) and a soundtrack composed by
Tsuneo Imahori (Trigun, Hajime No Ippo).

Beyond-The-Grave, our favorite undead-Mafioso-turned-almost-good-guy, is back
to kick ass against the Corsione family and prevent them from using the Seed
to gain control of the world. Joining Grave are two new unlockable
characters: Juji Kabane, a blind, foul-mouthed, and perpetually angry
swordsman who wears a shabby overcoat and carries a pair of gunblades, and
Rocketbilly Redcadillac, a rock star who wears a red riding jacket and sports
a slick ducktail.

Joining the Gungrave: Overdose game on retail shelves will be a series of
DVDs and soundtracks from the anime TV series published by Geneon
Entertainment. Please see www.GungraveDVD.com for more information.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include La Pucelle:
Tactics, which was recently awarded an Editor's Choice Award from leading
gaming website, IGN.com, and a "Must Buy" from top PlayStation 2 publication,
PSM. Please see www.mastiff-games.com for more information.

About Geneon Entertainment
GENEON ENTERTAINMENT (USA) INC. (www.Geneon-Ent.Com) is a full-service
producer and distributor of entertainment software including film, music,
animation and television shows on VHS, DVD and CD. Headquartered in Long
Beach, California, Geneon Entertainment's parent company is Tokyo-based
advertising giant Dentsu, Inc.
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THE ONLINE QUEST TO HUNT OR BE HUNTED BEGINS
AS CAPCOM(R) RELEASES MONSTER HUNTER FOR
THE PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM

SUNNYVALE, Calif. - September 21, 2004 -- Capcom , a powerhouse in the
multi-billion dollar video game industry, today released Monster Hunter, an
exciting new online action game for the PlayStation 2 computer entertainment
system. Monster Hunter offers gamers the challenge of exploring vastly
detailed environments, confronting mammoth creatures and completing numerous
quests. The game can be enjoyed either single player offline or with up to
four friends online. Monster Hunter is now available at retailers across
North America and carries a "T" rating for teen audiences by the ESRB
(Entertainment Software Rating Board).
In Monster Hunter, creatures from all walks of life coexist with mankind. The
struggle to hunt or be hunted rules the land. As monster hunters, players
will face a variety of quests and battle against powerful beasts either alone
or with the aid of others. Players begin by creating and customizing their
very own character, selecting the type of hair, face, voice, and other
various features they want their monster hunter to possess. Monster Hunter
unfolds as expeditions are revealed and players are given the option to
choose between the wide ranges of challenging assignments they would like to
undertake. Hunters will be richly rewarded for every accomplished objective,
allowing them to upgrade weapons and equipment.

"Monster Hunter is a game truly epic in scope," said Todd Thorson, director
of marketing, Capcom USA. "From the very beginning of creating your own
character's physical appearance and attributes, to photo realistic
environments and larger than life quests, Monster Hunter is a genre defining
must play."


With online multiplayer scenarios, gamers can participate in group play of up
to four players to work as a team to vanquish powerful monsters and
accomplish tasks. Teams must work together to create traps for unsuspecting
monsters or distract a monster's attention as one member tries to escape from
a dragon's nest toting an enormous egg. Hunters will be overwhelmed by the
possibilities of online play as Monster Hunter reveals the expansive world
that awaits them.

Monster Hunter includes the following features:

Richly detailed and diverse environments - Explore breathtaking landscapes
that are richly detailed and marvel at the surroundings that encompass the
world of Monster Hunter

Online and offline gameplay options -

o Up to four friends can play simultaneously online to hunt monsters and
accomplish various objectives or choose to single handedly to take on diverse
quests.

o Village Lobbies - Villages within Monster Hunter have lobbies which allow
online players to chat and join up to create hunting groups and tackle
missions

Character customization - Players can create and modify their main character.
Various customizable attributes include name, gender, hairstyle, face, and
voice.
Create your own unique equipment - Not only can weapons and armor be obtained
by purchasing them, but can also be created from monster claws, scales and
other various materials that can be collected

Exclusive online content - For additional replay value, new quests featuring
unique sets of enemies and objectives can be accessed online. Some special
items can only be obtained through completing exclusive online missions.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.


###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game
Boy Advance are trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos
are either registered trademarks or trademarks of Microsoft Corporation in
the U.S. and/or other countries and are used under license from Microsoft.
All rights reserved. All other marks are the property of their respective
owners.
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PlayStation(R)2 Gets Stunning New Look

Smaller, Slimmer and Network-Ready PlayStation 2 Hits Market Worldwide in
November

TOKYO, Sept. 21 /PRNewswire/ -- Sony Computer Entertainment Inc. (SCEI)
announced today its plans for the global release of a new, redesigned
PlayStation(R)2 computer entertainment system (SCPH-70000 CB) in time for the
year-end peak-selling season.  The new model will be in stores on November 3
in Japan, and by November 1 in Europe and North America.

While inheriting the basic functions and design philosophy of the current
PlayStation 2 (SCPH-50000), the internal design architecture of the new model
has been completely overhauled, resulting in a slimmer and more lightweight
form.  Internal volume has been reduced by 75 percent, overall weight has
been halved, and thickness trimmed down to 2.8 cm (thickness of current model
is 7.8 cm).  Its size is almost as small as a hardcover book, making it
easier to carry around and enjoy games and DVD videos anytime, anywhere.

Equipped with an integrated Ethernet port for network gaming, the new
PlayStation 2 sets new standards in the fusion of design and functionality
and will enable the company to maintain market momentum as it expands its
online console gaming community, the largest in North America with more than
1.4 million users.  Approximately 40 percent (*1) of North American
PlayStation 2 online gamers use dial-up connections and to satisfy this base,
the North American model is equipped with both Ethernet and modem ports.

During the year-end peak-selling season about 80 online game titles are
expected to be available in Japan, with 120 titles and 65 titles respectively
in North America and Europe.  With the launch of the new network-ready(*2)
PlayStation 2, the company expects to continually expand the world of online
gaming in this generation.

"The introduction of the new PlayStation 2 is part of our long-term vision
for the platform," said Jack Tretton, executive vice president, Sony Computer
Entertainment America. "We are pleased to bring the sleek, redesigned product
to market in time for the holiday season, and expect consumer enthusiasm for
the new model to translate into robust sales.  As the market leader, with an
existing installed base of more than 27 million PlayStation 2 units in North
America alone, we will continue to provide solutions that expand our consumer
base and grow the category as a whole."

Gaining an overwhelming support from a wide range of users from all over the
world, more than 72 million units of PlayStation 2 have been shipped as of
today.   Strongly supported by software developers and publishers,
PlayStation 2 is indisputably the most popular computer entertainment system
in the world and the new design will position it for even greater success
over the next half of its life.

(*1) According to SCEI's DNAS (Dynamic Network Authentication System) data.

(*2) Internet Service Provider and appropriate Internet access (e.g. ADSL,
cable, fiber, etc.) required.  For further details regarding network
connection, on-line games and peripherals supported with the new model
(SCPH-70000 CB), please visit our customer support website
http://www.us.playstation.com/ .

  Product Outline (for Japan Model)

   Product Name             PlayStation(R)2
   Color                    Charcoal Black
   Product Code             SCPH-70000 CB
   Release Date             November 3rd, 2004 (Wednesday)
   Recommended
   Retail Price             Open Price
   Dimensions               230 mm (W) x28 mm (H) x152 mm (D)
                            *internal volume about 23% of the current model
   Weight                   Approximately 900g
                            *weight about 45% of the current model
   Power requirements       DC 8.5V
   Electrical current
    consumption (power
     consumption)           Approximately 5.3A(approximately 45W)


  Product Outline (for Japan Model) (continued)

   Compatible format        PlayStation format CD-ROM
                            PlayStation 2 format CD-ROM
                            PlayStation 2 format DVD-ROM
                            Audio CD
                            DVD-Video*
                            DVD-RW (VR mode)
                            *the term "DVD-Video" is used to refer to DVD-R,
                            DVD-RW (Video mode), DVD+R and DVD+RW discs.
   Interfaces               Controller Port x 2
                            MEMORY CARD slot x 2
                            USB connector x 2
                            NETWORK connector x 1 100BASE-TX/10BASE-T
                            DC IN 8.5V connector x 1
                            AV MULTI OUT connector x 1
                            DIGITAL OUT OPTICAL  connector x 1
   Included                 PlayStation 2 console x 1
                            Analog Controller DUALSHOCK(R)2 x 1
                            AV Cable (integrated audio/video) x 1
                            AC Adaptor (AC power cord included) x 1


Separately Sold Accessories (for Japan Model)

   Product Name             Vertical Stand (for PlayStation(R)2)
   Product Code             SCPH-70110 CB
   Color                    Charcoal Black
   Release Date             November 3rd, 2004 (Wednesday)
   Recommended
   Retail Price            1,500 yen (1,575 yen tax inclusive)



*The Vertical Stand for the current model cannot be used with the new model
PlayStation 2 (SCPH-70000 CB),   due to difference in design.

   Product Name             Multitap (for PlayStation(R)2)
   Product Code             SCPH-70120
   Release Date             November 3rd, 2004 (Wednesday)
   Recommended
   Retail Price            3,600 yen (3,780 yen tax inclusive)



*The Multitap for the current model cannot be used with the new model
PlayStation 2 (SCPH-70000 CB), due to difference in design.  The new Multitap
offers the same function as the current Multitap.

  Product Outline (for North America/United States Models)

   Product Name             PlayStation(R)2
   Color                    Charcoal Black
   Product Code             SCPH-70011 CB (for North America)
                            SCPH-70012 CB (for United States)
   Release Date             November 1st, 2004 (Monday)
   Suggested
   Retail Price             $149.99
   Dimensions               Approximately 230 mm (W) x28 mm (H) x152 mm (D)
                            *internal volume about 23% of the current model
   Weight                   Approximately 900g
                            *weight about 45% of the current model
   Power requirements       DC 8.5V
   Electrical current
    consumption
     (power consumption)    Approximately 5.3A (approximately 45W)
   Compatible format        PlayStation format CD-ROM
                            PlayStation 2 format CD-ROM
                            PlayStation 2 format DVD-ROM
                            Audio CD
                            DVD-Video*
                            DVD-RW (VR mode)
                            * The term "DVD-Video" is used to refer to DVD-
                            R, DVD-RW (Video mode), DVD+R and DVD+RW discs.
   Interfaces               Controller Port x 2
                            MEMORY CARD slot x 2
                            USB connector x 2
                            NETWORK connector x 1 100BASE-TX/10BASE-T
                            LINE connector x 1 modem : RJ-11C
                            DC IN 8.5V connector x 1
                            AV MULTI OUT connector x 1
                            DIGITAL OUT OPTICAL connector x 1
   Included                 PlayStation(R)2 console x 1
                            Analog Controller DUALSHOCK(R)2  x 1
                            AV Cable (integrated audio/video) x 1
                            AC Adaptor (AC power cord included) x 1



*North America and United States models (SCPH-70011/SCPH-70012) come with
built-in modem port in    addition to Ethernet port.

  Separately Sold Accessories (for North America/United States Models)

   Product Name             Vertical Stand (for PlayStation(R)2)
   Color                    Charcoal Black
   Product Code             SCPH-70110 UCB
   Color                    Charcoal Black
   Release Date             November 1st, 2004 (Monday)



*The Vertical Stand for the current model cannot be used with the new model
PlayStation 2 (SCPH-70011 CB, 70012 CB), due to difference in design.

   Product Name             Multitap (for PlayStation(R)2)
   Product Code             SCPH-70120 U
   Release Date             November 1st, 2004 (Monday)



*The Multitap for the current model cannot be used with the new model
PlayStation 2 (SCPH-70011 CB, 70012 CB), due to difference in design.  The
new Multitap offers the same function as the current Multitap.

  Product Outline (for Oceania, UK and Europe Models)

   Product Name             PlayStation(R)2
   Color                    Charcoal Black
   Product Code             SCPH-70002 CB (for Oceania)
                            SCPH-70003 CB (for UK)
                            SCPH-70004 CB (for Europe)
   Release Date             November 1st, 2004 (Monday)
   Recommended
   Retail Price             149 Euros
   Dimensions               Approximately 230 mm (W) x28 mm (H) x152 mm (D)
                            *internal volume about 23% of the current model
   Weight                   Approximately 900g
                            *weight about 45% of the current model
   Power requirements       DC 8.5V
   Electrical current
    consumption
     (power consumption)    Approximately 5.3A (approximately 45W)
   Compatible format        PlayStation format CD-ROM
                            PlayStation 2 format CD-ROM
                            PlayStation 2 format DVD-ROM
                            Audio CD
                            DVD-Video*
                            DVD-RW (VR mode)
                            * The term "DVD-Video" is used to refer to
                            DVD-R, DVD-RW (Video mode), DVD+R and DVD+RW
                            discs.


  Product Outline (for Oceania, UK and Europe Models) (continued)

   Interfaces               Controller Port x 2
                            MEMORY CARD slot x 2
                            USB connector x 2
                            NETWORK connector x 1 100BASE-TX/10BASE-T
                            DC IN 8.5V connector x 1
                            AV MULTI OUT connector x 1
                            DIGITAL OUT OPTICAL connector x 1
   Included                 PlayStation 2 console x 1
                            Analog Controller DUALSHOCK(R)2 x 1
                            AV Cable (integrated audio/video) x 1
                            AC Adaptor (AC power cord included) x 1
                            Euro-AV Connector Plug x 1 *SCPH-70003 CB, 70004
                            CB only


  Separately Sold Accessories (for Oceania, UK and Europe Models)

   Product Name             Vertical Stand (for PlayStation(R)2)
   Color                    Charcoal Black
   Product Code             SCPH-70110 ECB
   Release Date             November 1st, 2004 (Monday)



*The Vertical Stand for the current model cannot be used with the new model
PlayStation 2 (SCPH-70002 CB, 700003 CB, 70004 CB), due to difference in
design.

   Product Name             Multitap (for PlayStation(R)2)
   Product Code             SCPH-70120 E
   Release Date             November 1st, 2004 (Monday)



*The Multitap for the current model cannot be used with the new model
PlayStation 2 (SCPH-70002 CB, 700003 CB, 70004 CB), due to difference in
design.  The new Multitap offers the same function as the current Multitap.

About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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KONAMI SHIPS DANCE DANCE REVOLUTION EXTREME(tm) TO RETAIL STORES NATIONWIDE

Newest Version in the Popular Multi-Million Selling Music Series Incorporates
EyeToy(tm) Support, Innovative Gameplay and Dozens of New Songs

REDWOOD CITY, CALIF. - September 21, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Dance Dance Revolution EXTREME(tm) (DDR EXTREME) for the PlayStation(R)2
computer entertainment system has shipped to retail stores nationwide. The
game marks the first Konami video game in the U.S. to support the EyeToy(tm)
USB camera (for PlayStation 2). Players will now be able to use both the
dance mat and EyeToy as well as an impressive line up of new music and
original hit dance modes to partake in the most interactive video game
experience on the market. Aside from the EyeToy camera support, DDR EXTREME
also boasts never-before-seen features, modes and minigames that make this
addition to the hit music series the most comprehensive DDR game in the
franchise.

"The Dance Dance Revolution series has always been known for its unique
physically-interactive gameplay combined with energetic and pulsating music,"
said Jason Enos, product manager at Konami Digital Entertainment - America.
"Now with the incorporation of Sony's EyeToy USB camera along with new game
modes, DDR delivers even more physically-engaging gameplay while offering
broader forms of fun and entertainment to everyone."

By accessing the new "Party" mode, which contains entertaining minigames,
players of all ages will experience a new element of fun and physical
interactivity. Games such as Hyper Dash, which simulates an interactive foot
race, and Feeding Time, which challenges players to feed the appropriate food
to as many animals as possible within an allotted time -- requires only a
dance mat and fast moving feet. Conversely, Coconut Panic and Hands & Feet,
two of the many minigames which utilize both the dance mat and the EyeToy
camera, will have players using their hands and feet concurrently while
dancing or interacting with the images onscreen.

DDR EXTREME also includes two modes that will test even the most seasoned
players. The 'Mission' mode will have players performing a series of tasks on
their quest to become the most "extreme" dancer. The 'Endless' mode allows
players to play all the songs as one long continuous nonstop mix, while the
'Lesson' and 'Edit' modes lets players learn and customize their dance moves.
Rounding out this complete DDR package and ensuring players are getting off
the couch and onto the dance floor is the popular 'Work Out' mode, allowing
players to track the calories they burn as they dance off the pounds.

DDR EXTREME contains a diverse roster of over 65 songs totaling more than
100+ minutes of hit music from internationally known artists such as BT, Pet
Shop Boys, Duran Duran and Village People. In addition, remixes of popular
songs such as "Ladies' Night," "Like A Virgin" and "Waiting For Tonight" as
well as music videos such as Kim Wilde's "Kids in America" and Junior
Senior's "Move Your Feet" are also included.

DDR EXTREME is rated "E" for Everyone by the ESRB and is available for an SRP
of $39.99 for the standalone video game and $59.99 for the dance mat and
video game bundle. For more information on the game, please visit:
www.konami.com/ddrEXTREME/

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

DANCE DANCE REVOLUTION(tm), DANCE DANCE REVOLUTION EXTREME(tm) AND BEMANI(tm)
are trademarks of Konami Corporation. Konami(R) is a registered trademark of
Konami Corporation. (C) 1998 2004 Konami & Konami Computer Entertainment
Tokyo. USP 6450888 Dolby and the double-D symbol are registered trademarks of
Dolby Laboratories. EyeToy is a trademark of Sony Computer Entertainment
Europe. Requires PlayStation 2 computer entertainment system (sold
separately). "PlayStation" and "PS" Family are registered trademarks of Sony
Computer Entertainment Inc. The ratings icon is a trademark of the
Entertainment Software Association.
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NAMCO'S CAPTIVATING AND CLEVER TITLE
KATAMARI DAMACY ROLLS INTO STORES

'The Rolling, Sticking, Never-Stopping, Ever-Swelling Clump of Stuff That
Makes a Star Out of Everyone and Everything' Video Game

Now Available Exclusively for the PlayStation(R)2

San Jose, Ca., (September 22, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today that its captivating action game
Katamari Damacy has shipped to North American retail outlets. Available
exclusively for the PlayStation(R)2 computer entertainment system, Katamari
Damacy offers an intriguingly unique gaming experience for all ages.

When the great King of the Cosmos leaves the kingdom in disarray by
destroying all of the stars in the sky, it is up to his son, the Prince, to
restore the galaxy to its former glory. In Katamari Damacy, which translates
in Japanese to "clump of souls," players assume the role of the pint-sized
prince and must grow their "katamari" by rolling around cleverly designed
locations to collect objects throughout the world in order to re-create the
starry skies.

"If ever there was a game that combined outrageous sound effects, addictive
gameplay, endless surprises, colorful entertainment and laugh-out-loud humor,
it IS Katamari Damacy," said Rod Nakamoto, Executive Vice President of
Research and Development for Namco Hometek Inc. "The game's storyline is
clever and loaded with hilarity, giving the casual gamer the ultimate
pick-me-up."

The Prince of the Cosmos starts off with a small "katamari," but with every
level he completes, the "katamari" can quickly grow from a fraction of an
inch to a monstrous mass in no time. The bigger the player's "katamari"
grows, the larger the objects the player can amass along the way -- ranging
from playing cards and people to ocean liners and entire stadiums! Failure to
grow your "katamari" will result in a verbal tirade from the elaborately
adorned and eccentric king.

Katamari Damacy features a single-player story mode and a two-player battle
mode to allow for optimal "katamari" pandemonium and object collecting chaos.
Katamari Damacy is rated 'E" for "everyone" by the Entertainment Software
Ratings Board and carries a suggested retail price of $19.99. The game is now
available in stores nationwide. For more information, please visit
http://www.namco.com <http://www.namco.com/> .

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

Katamari Damacy&(C)2003 NAMCO LTD., ALL RIGHTS RESERVED.
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SHADOW HEARTS(R): COVENANT(TM) TO RETAIL OUTLETS NATIONWIDE

Epic Role-Playing Game Melds Deep, Engaging Gameplay, With Innovative Combat
System

CHICAGO - September 27, 2004 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment publisher and developer, today announced that
Shadow Hearts: Covenant, sequel to the critically acclaimed role-playing game
released in 2001, has shipped to retail outlets nationwide exclusively for
the PlayStation(R)2 computer entertainment system. Shadow Hearts: Covenant is
a deep, engaging RPG that is set in a fantastical world filled with ancient
magic, mystical lore, unspeakable curses and a diabolical plot.

Taking place amidst the chaos of World War I six months after the original
Shadow Hearts ended, Yuri and Karin embark on a grand journey to conquer a
secret society that is taking advantage of the war to fulfill their evil
ambitions. Yuri and Karin must test their powers and magic skills to combat
terrifying creatures and conquer the evil that Rasputin's malevolent society
plans to unleash upon the world.

The epic adventure that fills 2 DVDs with over 40 hours of intense gameplay
brings back its innovative combat system, The Judgment Ring, allowing players
to wield the power necessary to fulfill their destiny. Players must combine
split second timing and skillful combat strategy to master the Judgment
Ring's powerful and stackable attacks. The improved Judgment Ring allows
players to choose which characters to bring to battle and features new
team-based combo attacks and defensive formations. Also featured in Covenant
is an inventive magic system where players must build skill sets, strategize
gameplay moves, earn and cast spells with a team of complex characters, each
with distinct personalities, attributes and magical abilities.

Shadow Hearts: Covenant has been receiving high accolades from the game
enthusiast media:

* "A gothic saga that rivals the best that Final Fantasy has to offer" - PSM
- 10 out of 10 - Buy or Die

* "With its superb plot, solid cast of characters, and addicting battles,
Shadow Hearts: Covenant is a first-rate RPG."- Surge 8 out of 10

* "...production values rivaling the mighty Square Enix."- PSE2, 90 out of
100

* "With splendid visuals, new fighting innovations, and a snappy sense of
humor that anyone can comprehend, Shadow Hearts: Covenant dazzles you every
step of the way."- GamePro, Fun Factor 4.5 out of 5

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation (R)2 computer
entertainment system, Xbox , Nintendo GameCube TM and Game Boy (R) Advance.

# # #

SHADOW HEARTS is a registered trademark of Aruze Corporation. (C)2004 ARUZE
CORP. All Rights Reserved. (C)2004 Nautilus Inc. Used under license. MIDWAY
is a registered trademark of Midway Amusement Games, LLC. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. All other trademarks are the property of their respective companies.

"This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in our Annual Report on Form 10-K for the year ended December
31, 2003, and in the other more recent filings made by the Company with the
Securities and Exchange Commission
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NAMCO ANNOUNCES ACE COMBAT5 LIMITED EDITION
FLIGHTSTICK 2 PREMIUM BUNDLE SET

Set to Include the Next Installment in the Popular ACE COMBAT Franchise,
Premium Flight Stick Peripheral from Hori (U.S.A.), Inc. and an Exclusive
Squadron Patch

San Jose, Ca., (September 28, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today that it has partnered with Hori
(U.S.A.), Inc., a Japan-based peripherals manufacturer, to offer a limited
edition ACE COMBAT5: The Unsung War Flightstick 2 bundle set. The bundle set
will retail for $129.99 and will include a copy of the game, the Hori custom
ACE COMBAT branded Flightstick 2 peripheral and an exclusive Wardog Squadron
Jacket Patch. Developed exclusively for the PlayStation(R)2 computer
entertainment system, both ACE COMBAT 5 and its limited edition premium
bundle set are due in stores this October.

"We have worked very closely with Hori to ensure that their quality
peripheral truly enhances the ACE COMBAT 5 gameplay experience," said Garry
Cole, Executive Vice President at Namco Hometek Inc. "We are confident that
this bundle set offers gamers the most complete and compelling ACE COMBAT
experience ever."

Partnering for the first time in the United States, Namco and Hori have
previously collaborated on a number of projects in Japan, including the
original Flightstick peripheral for ACE COMBAT(R)04: Shattered Skies. Taking
advantage of ACE COMBAT 5's realistic and immersive flight combat experience,
the Flightstick 2 offers an analog throttle to control speed and features a
layout that takes advantage of the available controls on the stick. This
allows the user to fully experience the features and realistic flying
experience.

"There are a lot of peripherals currently on the market, but a product from
Hori is always unique and well-known for its quality," said Ray Hiyoshi at
Hori (U.S.A.), Inc. "The Flightstick 2 was designed specifically with ACE
COMBAT 5 in mind. The top flight simulation game in its genre deserves the
best flightstick available -- there isn't a better combination out there for
fans of flight combat games."

The ACE COMBAT 5 premium bundle set will be available in a limited edition
quantity of 20,000 and will be sold at Electronics Boutique and GameStop
outlets nationwide beginning October 25th, the day of launch for ACE COMBAT
5. Consumers who purchase the premium set will also receive an exclusive
Wardog Squadron Jacket Patch.

As part of the pre-order program, consumers will be able to pre-order the
premium bundle set or the game itself and receive a special "making of" DVD
chronicling the creation of ACE COMBAT 5, as well as a retailer exclusive set
of patches from the game itself.

ACE COMBAT 5 brings together the intensity of squadron command with
unforgettable dog fighting and real-life graphics to offer the most
power-packed, realistic experience to date in the renowned ACE COMBAT
franchise. Featuring a compelling storyline with more than 30 missions and 50
licensed planes, players are routinely challenged with air-to-air combat,
air-to-ground fighting, air-to-sea assaults, rescue, recon and more. Now
offering Wingman Command, players can issue mid-mission directives to three
wingmen and carry out coordinated group attacks. Additionally, in-game radio
communications add additional depth, strategy and realism to the game's
dynamic battle sequences.

Developed by Namco Limited in Japan, ACE COMBAT 5 ships exclusively for the
PlayStation2 computer entertainment system this October for an estimated
retail price of $49.99 (software only).

For more information about ACE COMBAT 5, please visit acecombat5.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

About Hori (U.S.A.) Inc.
Hori Co. Ltd. is one of the oldest console peripheral makers in the world,
with business operations existing in Japan for more than 20 years. The
company develops a wide range of peripherals, including regular controllers,
specialty controllers, memory cards, cables and remote controls. The
company's products are licensed by Sony, Microsoft and Nintendo for the
Japanese market. In January 2004, Hori Co. Ltd. opened a U.S. office, Hori
(U.S.A.) Inc., to expand its business efforts worldwide. For more
information, please visit www.Hori.ne.jp <http://www.hori.ne.jp/> .


###

ACE COMBAT5 The Unsung War &(C)2004 NAMCO LTD., ALL RIGHTS RESERVED. All
trademarks and copyrights associated with the manufacturers, aircraft,
models, trade names, brands and visual images depicted in this game are the
property of their respective owners, and used with such permissions.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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CAPCOM ANNOUNCES HAUNTING GROUND
FOR THE PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

-Survival Horror Meets Unique Gameplay Variation-

SUNNYVALE, Calif. - October 5, 2004 - Capcom, a leading worldwide developer
and publisher of video games, today announced Haunting Ground for the
PlayStation2 computer entertainment system. This spine-chilling survival
horror game is set in a mysterious castle that has become a prison for two
innocent characters- an orphaned young girl and a white shepherd dog. They
must utilize each other's strengths if they hope to escape from their
horrifying surroundings. Haunting Ground combines a compelling ambiance of
terror and solitude with challenging puzzles and a unique gameplay approach.
Capcom plans to release the title for North America in summer 2005.

In Haunting Ground, players take on the role of Fiona Belli, an 18 year old
girl who is the sole survivor of a tragic car accident that has claimed both
her parents. When she regains consciousness following the accident, she finds
herself locked up in an unfamiliar old castle, with no clear way out. As she
makes her way through unsettling surroundings, she encounters an array of
strange inhabitants and learns that she has become the heiress of the
mysterious castle upon her parents' death. Fiona also comes across Debilitas,
a deformed and disturbed man who chases her relentlessly. Luckily, she meets
a white shepherd dog named Hewie who has also been trapped in the castle. By
saving him from the shackles that imprison him, an instant bond is formed.

"This is not your typical survival horror game," said Todd Thorson, director
of marketing, Capcom USA. "Haunting Ground is a chilling new adventure with a
unique twist. Players must utilize the strengths and bond of two characters
in order to progress through an intense, suspenseful story."

Though Fiona is a physically weak character, she must use her wit and cunning
to unravel the castle's puzzles and figure out what is happening and why.
Hewie will be a vital resource in surviving this ordeal as he has strengths
where Fiona does not. As players develop trust and foster their relationship
with Hewie, he will be much more willing to help Fiona progress through the
game. He can use his heightened sense of smell to locate items, utilize his
smaller size to access hard to reach areas and attack or distract enemies so
Fiona can escape their clutches. The success of this partnership will be
crucial if they both hope to stay alive.

Haunting Ground includes the following features:

Unique partnership dynamic - In order to succeed, players must foster the
complex connection between Fiona and Hewie which evolves as the game
progresses

Realistic canine model - Hewie was created using motion capture and studying
a real dog to convey true behavior and movements in the game

o Classic commands including attack, come, go, sit, stay and more

o The stronger the bond between Fiona and Hewie, the more likely he will be
to obey her commands

Engrossing atmospheric effects - Extra touches heighten fearful situations:

o Control pad mimics Fiona's pounding heartbeat

o Fiona becomes more difficult to control the more time is spent near an
enemy

o If Fiona is not able to escape a threatening scenario, the screen becomes
grainy, changing to black and white and eventually sending her into panic
mode

o Only by evading the perils can everything return to normal

Fully interactive environment - Players must cleverly hide behind objects to
escape from enemies and utilize objects in the vicinity to solve puzzles

Cinematics directed by Naoto Takenaka - In order to provide the right sense
of fear and a haunting atmosphere, Takenaka, a Japanese film director and
actor, has been enlisted to manage the in game cut scenes

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. All rights reserved. All other marks are
the property of their respective owners.
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CAPCOM RELEASES UNDER THE SKIN(TM) FOR THE
PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

- Aliens Have Come to Cause Mischief and Pandemonium -

SUNNYVALE, Calif. - October 12, 2004 -- Capcom, a leading worldwide developer
and publisher of video games, today presents Under the Skin(TM) for the
PlayStation2 computer entertainment system. Under the Skin allows gamers to
take the reigns of a mischievous alien named Cosmi who travels the galaxy on
a training mission to pull pranks and initiate panic on the planet Earth.
Transform into the personas of the individuals Cosmi meets in order to
complete the tasks for returning home in this unique and interesting twist on
the action genre. Under the Skin is now available at retailers across North
America and carries a "T" rating for teen audiences by the ESRB
(Entertainment Software Rating Board).

When residents of Planet Mischief turn three they must head towards a
different galactic star to undergo 'mischief training.' These underlings are
not allowed to return home until they've completed their missions and come of
age while outwitting over their cunning rivals who happen to occupy the same
planet they've chosen to inhabit. In Under the Skin, players take on the role
of Cosmi who is an impish alien embarking on the road to adulthood. If
growing up wasn't hard enough, Cosmi has taken upon himself to choose the
farthest and most dangerous planet to wreak havoc onto its barbaric
creatures, Earth. Can our resident alien pass through his training on Earth
unscathed and return home to a hero's welcome?

In Under the Skin, players must cause as much chaos and panic as possible by
taking on the identity of the various people he or she encounters throughout
CoCo Town and other cel-shaded environments. Equipped with a special ray gun,
gamers can scan and capture human DNA of anyone they target. With this
genetic material, Cosmi can transform into the personas he's zapped,
acquiring an inventory of mischief-making items each 'scan' possesses. For
example while in human form, sing a song only dogs could appreciate or
unleash a school of sharks, causing those nearby to drop coins that must be
collected. Complete the arduous tests on earth as these tasks are what Cosmi
and his enemies are being judged on in order to return home. But beware;
causing such disruption puts Cosmi in danger of being caught and having his
true alien identity revealed.

Under the Skin offers the following features:

* Diverse stages to cause mischief - Explore various environments on earth to
unleash Cosmi's havoc onto humans including CoCo Town, Pharaoh Island and
Raccoon City

* Use a special ray gun to help Cosmi absorb human personas and pull various
types of high jinx including:

o Laying a trail of tacks so unsuspecting passerby's stumble upon them

o Passing gas behind you

o Turning humans into giant bowling pins and send them flying by throwing
giant bowling balls after them

* Two modes of gameplay - Mischief is abound with Single Mode and VS Mode

o Single Mode - Take on the challenging tests and clear eight stages to win
the coveted title - Master of Mischief

o VS Mode - This is an opportunity for players to go head-to-head with a
friend

* Stylish cel-shaded graphics

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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SNK NEOGEO USA CONSUMER CORPORATION Ships
KOF: MAXIMUM IMPACT for PlayStation(R)2

Game Release Supported by Massive National Marketing Campaign

WALL, NJ. - October 12, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that KOF:
MAXIMUM IMPACT, the first original KING OF FIGHTERS title for the
PlayStation(R)2 computer entertainment system has shipped to retail outlets
throughout North America. KOF: MAXIMUM IMPACT is the first fully 3D KOF
title, and the first to be designed specifically for the PlayStation(R)2,
rather than the arcade.

The company will be supporting the upcoming blockbuster release with a
massive marketing campaign that includes national television and magazine
advertising, premium packaging, bonus pack-ins, a limited edition Terry
Bogard hat, and a special November sweepstakes in conjunction with World
Wrestling Entertainment, Inc. (WWE).

THE KING OF FIGHTERS is one of the most popular fighting game series in video
games since its inception in 1994, and KOF: MAXIMUM IMPACT will truly be one
of the most revolutionary chapters in this franchise's storied history.

"...[Y]ou'll find an engrossing and incredibly fun fighter that's hard to put
down," says Got-Next.com, a leading videogame website.
KOF: MAXIMUM IMPACT will feature the most popular KOF characters such as
Terry Bogard and Kyo Kusanagi all rendered in 3D. The game will also feature
several brand new characters to the franchise and a wide assortment of
detailed battlegrounds and fighting maneuvers.

"KOF: MAXIMUM IMPACT is the perfect synthesis of breathtaking 3D animation
with the heart and soul of a classic 2D fighter." said Ben Herman, SNK NEOGEO
USA CONSUMER CORPORATION President. "The fans have been so supportive of the
series over the past decade, and we are confident they will love the game and
all the bonus materials."

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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MESSAGE ON THE RADAR SCREEN:
ACE COMBAT5: THE UNSUNG WAR GOES GOLD!

Next Installment of Million-Unit Selling ACE COMBAT Franchise Soars One Step
Closer to Store Shelves

San Jose, Ca., (October 12, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today its highly anticipated premier
aerial combat game, ACE COMBAT5: The Unsung War, has gone gold and will ship
to North American retail outlets in late October. Developed by Namco Ltd. in
Japan, ACE COMBAT 5 marks the latest addition to the million-unit selling ACE
COMBAT franchise and will be available exclusively for the PlayStation(R)2
computer entertainment system.

"The ACE COMBAT series has long been considered the benchmark for the air
combat genre, and ACE COMBAT 5 raises the bar with no exceptions," said Garry
Cole, Executive Vice President at Namco Hometek Inc. "Fans of the franchise,
and new players alike, will be pleased with all this game has to offer when
it arrives at retail this fall."

ACE COMBAT 5 offers unparalleled action for players, engaging them in
unforgettable dog fighting missions and intense squadron command, to deliver
the most power-packed experience to date in the renowned ACE COMBAT
franchise. Players will find themselves at the heart of an unrivaled aerial
experience to accomplish more than 30 diverse missions ranging from
air-to-air combat, air-to-ground fighting, air-to-sea assaults, rescue, recon
and more. Stunning graphics created with satellite imagery and 3D models
heighten the action in ACE COMBAT 5 as players soar over breathtaking
environments inspired by familiar real-world landscapes in more than 50
authentic licensed planes.

With the addition of Wingman Command, players can issue mid-mission
directives to three wingmen and carry out coordinated group attacks. In
addition, ACE COMBAT 5 players can experience the game's addictive Arcade
Mode, which puts reflexes to the test through fast-paced missions measuring
speed and accuracy. Additionally, in-game radio communications add additional
depth, strategy and realism to the game's dynamic battle sequences.

For more information about ACE COMBAT 5, please visit acecombat5.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

ACE COMBAT5 The Unsung War &(C)2004 NAMCO LTD., ALL RIGHTS RESERVED. All
trademarks and copyrights associated with the manufacturers, aircraft,
models, trade names, brands and visual images depicted in this game are the
property of their respective owners, and used with such permissions.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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SNK NEOGEO USA CONSUMER CORP Announces THE KING OF FIGHTERS 02/03 Combo Pack

Two Great Arcade Classics for One Special Price

WALL, NJ. - October 19, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that they will
be releasing THE KING OF FIGHTERS 2002 and 2003 combo pack for
PlayStation(R)2 computer entertainment system in November 2004. This ultimate
double pack collection of 2D fighting will be specially priced at $39.99.

Since 1994, THE KING OF FIGHTERS series has appeared on a variety of gaming
platforms, as well as in the arcade, where it has garnered a legion of fans.
Over 3 million copies of the series have sold to date.

About THE KING OF FIGHTERS 2002
THE KING OF FIGHTERS 2002 is a "gathering" of the KOF 99-01 trilogy bringing
together all of the best characters from the previous games.

KOF 2002 features:
* A total of 44 characters from KOF 96 through KOF 2001 available for the
first time in one arena
* Thirteen extreme 2D fighting teams with 5 bonus secret characters to unlock
* Revives the extremely popular 3 on 3 battle format
* Upgraded Max-On Power System
* Over-the-top Super Special Moves to cause extreme damage

About THE KING OF FIGHTERS 2003
THE KING OF FIGHTERS 2003 marked the beginning of a new epic saga in the KOF
series. KOF 2003 also introduced SNK's now popular "Multi-Shift System" which
allows for the free substitution of any team member during battle.

KOF 2003 features:

* 8th installment of the franchise
* A total of 35 characters yielding 11 of the most dangerous 2D fighting
teams ever assembled plus hidden boss characters
* Introducing 10 beautifully rendered 3D battle stages
* Select your team leader with the new "Tactical Leader System"
* Learn the combo moves for your favorite fighters and unleash massive
attacks

"With the release of THE KING OF FIGHTERS 02/03 combo pack and KOF: MAXIMUM
IMPACT for the PlayStation(R)2 this fall, our loyal fans and new gamers being
introduced to KOF will be very happy this holiday season" said Ben Herman,
President, SNK NEOGEO USA CONSUMER CORPORATION.


About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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DRAW THOSE GUNS: NAMCO SHIPS
TIME CRISIS(R): CRISIS ZONE!

Next Installment in Popular Light Gun Action Shooter Franchise Available
Exclusively for the PlayStation(R)2

San Jose, Ca., (October 19, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today the latest addition to its
popular light gun action shooter franchise, Time Crisis(R): Crisis Zone, has
shipped to North American retail outlets. Developed by Namco Ltd. in Japan,
Time Crisis: Crisis Zone is poised to send players into the heart of its next
epic battle exclusively for the PlayStation(R)2 computer entertainment
system.

"With unlockable double-gun game play, an arsenal of new weapons and highly
interactive environments, Time Crisis: Crisis Zone takes first-person action
shooting to a new level of interactive entertainment," said Garry Cole,
executive vice president at Namco Hometek Inc. "Time Crisis: Crisis Zone is
certain to satisfy long-time franchise fans and eager newcomers this fall."

Time Crisis: Crisis Zone travels to Garland Square, located on the outskirts
of London, where a terrorist group has taken control of the recently opened
complex. Assuming the role of elite Special Tactics Force counter-terrorism
officer Claude McGarren, players enjoy an unprecedented level of realistic
interaction with the game play environments, including shooting items off of
store shelves and tables, burning clothing racks and breaking glass. En
route, players can blaze through levels and eliminate enemies using two
GUNCON(R)2s by unlocking the double-gun shooting feature. Additional
unlockable features including extra game play modes, special settings and new
enemies provide extra depth and replay value to the latest installment in the
Time Crisis(R) series of games.

For more information on Time Crisis: Crisis Zone, please visit www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com .

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

TIME CRISIS(R) CRISIS ZONE&(C)1999 2004 NAMCO LTD., ALL RIGHTS RESERVED.
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CLEARED FOR DEPARTURE: NAMCO SHIPS
ACE COMBAT5 THE UNSUNG WAR

Next Installment of Million-Unit Selling ACE COMBAT Franchise Soars To North
American Retail Shelves

San Jose, Ca., (October 25, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today the next installment in its
premier aerial combat franchise, ACE COMBAT5 The Unsung War, has shipped to
North American retail outlets. Developed by Namco Ltd. in Japan, ACE COMBAT 5
is available exclusively for the PlayStation(R)2 computer entertainment
system.

"Prepare to take flight - ACE COMBAT 5 is finally here," said Garry Cole,
executive vice president at Namco Hometek Inc. "With a diverse offering of
missions and fast-paced action spread across spectacular landscapes, ACE
COMBAT 5 is destined to fly into the hearts of newcomers and long-time
franchise fans this fall."

ACE COMBAT 5 engages players in detailed dog fighting missions and intense
squadron command to deliver the most invigorating experience to date in the
renowned ACE COMBAT franchise of games. Players will find themselves
entrenched in an unforgettable aerial experience as they aim to complete more
than 30 missions ranging from air-to-air combat, air-to-ground fighting,
air-to-sea assaults, rescue, recon and more. Impressive graphics created with
satellite imagery and 3D models heighten the action in ACE COMBAT 5, as
players travel over breathtaking environments inspired by recognizable
real-world landscapes in more than 50 authentic licensed planes.

With its inclusion of Wingman Command, players of ACE COMBAT 5 can issue
mid-mission directives to three wingmen and carry out coordinated group
attacks. Players can also experience the game's addictive Arcade Mode, which
puts reflexes to the test through fast-paced missions measuring speed and
accuracy. In addition, in-game radio communications lend depth, strategy and
realism to the game's dynamic battle sequences.

For more information about ACE COMBAT 5, please visit acecombat5.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

ACE COMBAT5 The Unsung War &(C)2004 NAMCO LTD., ALL RIGHTS RESERVED. All
trademarks and copyrights associated with the manufacturers, aircraft,
models, trade names, brands and visual images depicted in this game are the
property of their respective owners, and used with such permissions.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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Sony Computer Entertainment America Adds Cutting-Edge Music Artists to
Soundtrack Roster for the Highly Anticipated Release ATV Offroad Fury(R)3 on
PlayStation(R)2

Partnership Between Sister Companies to Offer a Wide Array of Bands and Unique
Marketing Programs for Key PlayStation(R)2 Franchise

FOSTER CITY, Calif., Oct. 26 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and Sony Music Label Group U.S. today announced a unique
partnership for the hard-hitting, in-game soundtrack for ATV Offroad Fury(R)3,
available exclusively for the PlayStation(R)2 computer entertainment system on
November 2. The partnership will run from October through the holiday season
and include marketing programs to support both the release of the game and
corresponding music acts featured on the soundtrack. The soundtrack will
include a collection of both established and emerging alternative Sony Music
Label Group artists, in addition to tracks from other prominent music record
labels. Covering the rock, funk, hip-hop and techno music genres, the music
featured in ATV Offroad Fury 3 will amplify the game's extreme gameplay and
intense offroad racing.

Sony Music Label Group recording artists that will be appearing on the in-game
soundtrack include Good Charlotte, Lostprophets, Chevelle, Coheed and Cambria,
Eighteen Visions, Crossfade, Future Leaders of The World, The Mooney Suzuki,
Midtown, Killradio and Acceptance.

"ATV Offroad Fury 3 is fun and action-packed," said Chevelle lead vocalist
Pete Loeffler. "We think it's great that fans can choose to listen to
'Tug-O-War' as they play the game, and we love the idea that people can work
out their road rage while listening to our music."

Via the in-game jukebox, players will have the opportunity to select the
featured artists' music to accompany the races and/or create custom playlists
throughout gameplay. In addition, unlockable bonus items and band information
will be available in the software and packaging that include items such as
music videos and a limited edition insert.

"We are thrilled to partner with the Sony Music Label Group to include an
impressive roster of artists for the ATV Offroad Fury 3 soundtrack," said
Sharon Shapiro, Director, Promotions, Sony Computer Entertainment America.
"The incorporation of great bands such as Good Charlotte and Lostprophets will
complement the fast-paced offroad racing gameplay that fans of the franchise
have grown to love."

"By combining great tracks from artists such as Good Charlotte, Chevelle,
Lostprophets and Coheed and Cambria with the powerful entertainment experience
of PlayStation 2, ATV Offroad Fury3 offers tremendous value to both game
enthusiasts and music lovers," commented Michele Anthony, Chief Operating
Officer, Sony Music Label Group, and Executive Vice President of Sony BMG
Music Entertainment. "This project provides us with an important opportunity
to build additional connections between our established artists and videogame
players, as well as to create audiences for new and emerging artists. We are
happy to be working with Sony Computer Entertainment America on what is,
without question, one of the most compelling franchises in gaming."

Marketing efforts surrounding the in-game soundtrack and inclusion of Sony
Music artists will include: consumer sampling at special events, retail
programs, a national radio promotion, an online campaign and joint street team
efforts. As part of the online campaign to coincide with ATV Offroad Fury 3's
upcoming release, the two sister companies will launch an innovative online
scavenger hunt where consumers will have the opportunity to win various
prizes, including their own All-Terrain Vehicle (ATV), through uncovering
clues and information on the bands' Web sites. More information on the online
scavenger hunt can be found at www.atv3offroadrally.com, which goes live on
November 2.

Developed by Climax Group, Inc., ATV Offroad Fury 3 is the third installment
in the multi-million unit selling racing franchise that provides intense,
free-roaming offroad racing gameplay, packed with 38 extensive, free- roaming
environments, 6 mini-games, dozens of ATVs with unprecedented customization
options and online gameplay. ATV Offroad Fury 3 will allow players to tear it
up anywhere and blaze their own trail, choosing from more than 24 highly
detailed ATVs -- including six competing ATVs in singleplayer and multiplayer
modes that offer varied gameplay. With visually stunning backgrounds featuring
water and mud effects and fully interactive objects such as ramps, tires,
cones and trees, ATV Offroad Fury 3 will offer more than six distinct terrain
types, each with it's own handling characteristics, including snow, dirt, mud,
ice, water and grass.

The independent Entertainment Software Rating Board (ESRB) has rated ATV
Offroad Fury 3 "E" for Everyone. For more information about the ESRB visit
www.esrb.com.

About Sony BMG Music Entertainment

Sony BMG Music Entertainment is a global recorded music joint venture with a
roster of current artists that includes a broad array of both local artists
and international superstars, as well as a vast catalog that comprises some of
the most important recordings in history. Sony BMG Music Entertainment is 50%
owned by Bertelsmann A.G. and 50% owned by Sony Corporation of America.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability to
be used as a network terminal in the coming broadband era. Recognized as the
undisputed industry leader, Sony Computer Entertainment America Inc. markets
the PlayStation family of products and develops, publishes, markets and
distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.

Source: Sony Computer Entertainment America Inc.
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GIMME A BEAT! NAMCO SHIPS TAIKO: DRUM MASTER
TO NORTH AMERICAN RETAIL OUTLETS

Unique, Rhythm-Based Drum Game Available Exclusively For The PlayStation(R)2

San Jose, Ca., (October 26, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today its new rhythm-based drum game,
TAIKO: Drum Master, has shipped to North American retail outlets. Developed by
Namco Ltd. in Japan, TAIKO: Drum Master is available exclusively for the
PlayStation(R)2 computer entertainment system.

"With whimsical graphics, interactive gameplay, recognizable licensed music
and all around excitement, TAIKO: Drum Master provides fun for players of all
ages," said Garry Cole, executive vice president at Namco Hometek Inc. "We are
delighted to offer TAIKO: Drum Master to consumers this fall."

TAIKO: Drum Master invites players to learn the art of the Japanese drum - the
taiko - through use of a miniature Taiko Controller attachable to a
PlayStation 2 console. Players earn points to clear stages by correctly
tapping to the rhythm of a selected song on the surface and edge of the Taiko
Controller. With entertaining graphics and well-orchestrated music, TAIKO:
Drum Master allows players to perfect their drumming skills alone or go
head-to-head in two-player mode.

With its diverse offering of music and variety of skill levels, TAIKO: Drum
Master delivers a unique experience filled with flexibility and fun for
players of all ages. The game offers more than 30 songs in its catalog,
including well-known hits from today's current chart-toppers and yesterday's
favorites. TAIKO: Drum Master also incorporates a wide variety of orchestral
classics and original music from the Namco library of video games.

TAIKO: Drum Master will be sold at North American retailer outlets in a
premium bundle, including a copy of the game and a Taiko Controller, for
$59.99.

For more information on TAIKO: Drum Master, please visit www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in San
Jose, CA, Namco Hometek Inc. is an award-winning video games publisher for
next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), ACECOMBAT and Time
Crisis(R) are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc. in
the United States and/or other countries.

TAIKO: Drum Master&(C)2000 2001 2002 2003 2004 NAMCO LTD., ALL RIGHTS
RESERVED.

 ------------
Category 27,  Topic 3
Message 356        Wed Oct 27, 2004
KGAGNE [Ken]                 at 14:16 PDT

THE DAY OF RECKONING HAS ARRIVED:
THE NIGHTMARE OF DRUAGA: FUSHIGINO DUNGEON SHIPS

Namco's RPG Title Based on 1984 Classic Now Available

San Jose, Ca., (October 27, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today that its turn-based role-playing
game, The Nightmare of Druaga: Fushigino dungeon has shipped to North American
retail outlets. Based on the 1984 classic The Tower of Druaga, The Nightmare
of Druaga: Fushigino dungeon sends players on a valiant quest of bravery
exclusively for the PlayStation(R)2 computer entertainment system.

"The Nightmare of Druaga: Fushigino dungeon is a dream collaboration between
the timeless Mysterious Dungeon series and the arcade classic The Tower of
Druaga," said Yoshi Niki, Business Unit Director at Namco Hometek Inc. "RPG
fans will enjoy this classic dungeon-crawler with a sword-clashing,
action-packed adventure."

The Nightmare of Druaga: Fushigino dungeon is an action-based role-playing
game which features a rapid At-Once Turn System (ATS), emphasizing immediate
execution of actions which keeps the tempo of the game fast.

Noble Gilgamesh, crown prince of Babylim, is betrothed to Lady Ki, the damsel
he rescued from the dreaded Druaga Tower 3 years past. The night before the
ceremony, an army of nightmarish monsters commanded by a vengeful sorceress
invades the kingdom and abducts Ki once again. Steeling himself for battle,
Gil dons a suit of radiant gold armor and dashes off to save his beloved a
second time in this charming fantasy RPG based on the 1984 arcade classic, The
Tower of Druaga.

The Nightmare of Druaga: Fushigino dungeon is rated 'E" for "everyone" by the
Entertainment Software Ratings Board and carries a suggested retail price of
$39.99. For more information about the game visit The Nightmare of Druaga:
Fushigino dungeon web site at http://druaga.namco.com
<http://druaga.namco.com/> .

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in San
Jose, CA, Namco Hometek Inc. is an award-winning video games publisher for
next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com
<http://www.namco.com/> .

###

(C)CHUNSOFT. (C)1984,1985 NAMCO LTD. Character Design by Takeshi Okazaki.
(C)ARIKA CO., LTD. 2004 ALL RIGHTS RESERVED. TEKKEN(R), SOULCALIBUR(R),
PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and ACECOMBAT are trademarks or
registered trademarks of Namco Limited in the United States and/or other
countries. Dead to Rights is a trademark or registered trademark of Namco
Hometek Inc. in the United States and/or other countries.

 ------------
Category 27,  Topic 3
Message 357        Tue Nov 02, 2004
KGAGNE [Ken]                 at 13:51 PDT

Gamers Prime-Up for a Fully Loaded, Tear It Up Anywhere Racing Experience on
ATV Offroad Fury(R)3 Exclusively for PlayStation(R)2

Third Installment in Multi-million Unit Selling Racing Franchise Includes
Enhanced Online Racing, More Courses, All-New ATVs and Massive, Free-Roaming
Environments

FOSTER CITY, Calif., Nov. 2 /PRNewswire/ -- Sony Computer Entertainment
America announced today release of ATV Offroad Fury(R)3 available exclusively
for the PlayStation(R)2 computer entertainment system. Developed by Climax
Group Inc., ATV Offroad Fury 3 returns with more of its renowned free-roaming
offroad racing gameplay and is packed with additional courses, larger
environments, extra modes, mini-games, more ATVs, an all-new hot soundtrack
and online gameplay via the Network Adaptor (Ethernet/Modem) (for
PlayStation(R)2).

Through both on- and offline gameplay, players will be able to choose from
more than 24 highly detailed ATVs and then bust loose, blazing their own
trail in 38 huge, free-roaming environments with more than six distinct
terrain types including snow, dirt, mud, ice, water and grass. With visually
stunning backgrounds featuring varied weather conditions, different times of
day and fully interactive scenery such as ramps, tires, cones and trees, ATV
Offroad Fury 3 will include a new short track, one-day events and
championship competitions.

"Building upon the series' immense popularity, we designed an even more,
dynamic online and offline racing experience, true to the evolution and
popular core gameplay of the ATV Offroad Fury franchise, " said Felice
Standifer, producer, Sony Computer Entertainment America. "From duel
one-on-one online competitions to new tracks, ATVs, mini-games and insane
tricks, ATV Offroad Fury 3 will get the adrenaline running in every racing
fan and will once again top the list as a PlayStation 2 favorite racing game
for all ages this holiday season."

ATV Offroad Fury 3 features six race modes including practice, lap attack,
single race, championships, freeride and multiplayer games, offering players
the ability to rev it up and race on more than 40 tracks and in over 100
different races and events. Players will also compete in six exciting
mini-games including King of the Hill, Treasure Hunt, Tag, Hockey, Soccer and
Basketball. For all modes, players can customize their bike with 25 different
component parts, along with color designs and logos to place on panels and
riders' clothing.

Supporting up to six players online with voice-chat capabilities via the USB
headset (for PlayStation(R)2), ATV Offroad Fury 3 includes a new
comprehensive online scoreboard system that records event data for players
and clans within all race types and also features community options such as
buddy lists, messages boards, chat rooms and instant messaging.

Intensifying the game's extreme offroad racing experience, an all-new
soundtrack is available encompassing rock, funk, hip-hop and electronica,
featuring top artists including Slipknot, Less Than Jake, Bootsy Collins,
Joan Jett, Good Charlotte, Chevelle, Lost Prophets, Crossfade and many more.
Via an in-game jukebox, players will have the ability to not only identify
the songs they are listening to but also choose the songs they want to hear.

To kick into gear for this holiday season, ATV Offroad Fury 3 is receiving
full marketing support in the following categories to extend consumer
awareness for this genre-breaking title.

National Broadcast/Cable Advertising Campaign

The television campaign for ATV Offroad Fury 3 kicked off on October 24 and
continues during primetime programming through December 25. The spots will
run in various time slots on broadcast, cable and syndicated programming
continuing through December 25. A total of two different executions will air
on primetime and late night including Arrested Development, COPS, Next Great
Champ, Fear Factor, Conan O'Brien and Saturday Night Live. Targeted cable
programming will also be utilized, with spots running on Auto Racing, FX
Macho Movie Weekend, NBA, NCAA, Pimp My Ride and many other outlets.

National Print Advertising Campaign

To support the mainstream appeal of ATV Offroad Fury 3, a massive print
advertising campaign running over five months will reach more than 15 million
readers through a wide variety of national consumer publications including
FHM, STUFF, Revolover, Spin, ESPN, Sporting News and many more. Targeted
publications also include leading gaming magazines such as Electronic Gaming
Monthly, The Official U.S. PlayStation Magazine, GameStar, GMR, PSM, Game
Pro, PLAY and PSE2. In addition, an aggressive online advertising campaign
will reach over 19 million readers through outlets such as ESPN.com,
Maxim.com, IGN, Google, ATV Scene and many more.

ATV3 Offroad Rally (Scavenger Hunt)

An online "scavenger hunt" promotion will be offered to the public where
users will learn about the game's features and the music artists included on
the soundtrack. Through this promotion, users will be rewarded by receiving
free downloads at Sony Connect, Sony Music CDs, authentic ATV3 jerseys,
goggles and more. Everyone who completes the online "scavenger hunt" is
entered for a chance to win an ATV. Users can access the ATV3 Road Rally at
www.atv3offroadrally.com.

The independent Entertainment Software Rating Board (ESRB) has rated ATV
Offroad Fury 3 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Engaging and Action-Packed Online Gritty Warfare Whets PlayStation(R)2 Fans'
Appetite With the Arrival of Killzone(TM) This Holiday Season

Futuristic Sci-Fi Shooter Puts Players Into Intense Militaristic Warfare

FOSTER CITY, Calif., Nov. 2 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of Killzone(TM), the highly
anticipated and critically acclaimed squad-based, first person shooter,
available exclusively for the PlayStation(R)2 computer entertainment system.
Developed by Guerrilla, in conjunction with Sony Computer Entertainment
Europe and Sony Computer Entertainment America's Santa Monica Studios,
Killzone draws inspiration from classical military conflicts of the 20th
century, demonstrating a unique graphical style that captures the grit and
realism of intense military warfare. Killzone allows players to battle
through the trenches, endure city sieges, sweat through jungles and encounter
guerilla combatants. Featuring online broadband gameplay via the Network
Adaptor (Ethernet/modem) (for PlayStation(R)2) with voice-chat capabilities
via the USB Headset (for PlayStation(R)2), Killzone boasts a unique online
experience, making it one of the most interactive and dynamic squad-based
first-person shooters on the market.

"Killzone will provide PlayStation 2 owners with a premier first-person
shooter that offers a completely robust online experience," said Barbara
House, senior producer, Sony Computer Entertainment America. "Developed by
Guerilla in Amsterdam, Killzone is a game that delivers an engrossing
storyline, amazing graphics, great characters, and a remarkable armory of 27
different weapons spread out over 11 intricately detailed environments."

In online mode via broadband, up to 16 players can join the battle to take
out their opponents with every man for himself in Deathmatch mode, or as a
team in five different fully customizable squad-based multiplayer modes (Team
Deathmatch, Domination, Supply Drop, Assault and Defend & Destroy). Team
Deathmatch is similar to Deathmatch, except it places an ISA Squad versus a
Helghast Platoon. Domination is decided by which team controls several key
switches. Supply Drop is a team battle that takes place over containers
strategically placed throughout the map. Teams need to capture these
containers and bring them back to their base for points. Assault is a game
where one team defends a designated area from another team. Defend & Destroy
is a variant of Assault where both teams guard their objectives from their
opposing team.

The storyline behind Killzone occurs sometime in the near future on the
nearby colony of Vekta, one of the interplanetary colonies that humans have
established outside of Earth. An invading militaristic separatist faction
called the Helghast has set out to decimate the ISA forces and colonize the
planet. The only thing standing between the colony's survival and complete
destruction is an elite squad of human ISA forces. Players can select between
four ISA troops -- each with special abilities and weaponry to accommodate
their playing style -- and battle through 11 intricately detailed
environments that showcase the harsh setting of a war-ridden planet.
Additionally, players can equip themselves with 27 different unique weapons.
In particular, there are 21 first-person weapons that the player can carry,
five emplaced weapons and hand grenades.

Killzone employs a highly advanced artificial intelligence technology that
allows Helghast enemies to calculate threats, maintain squad directives and
adhere to self-preservation tactics to determine a unique course of action.
Killzone also features an original score performed by the Prague Philharmonic
Orchestra and Chorus.

The independent Entertainment Software Rating Board (ESRB) has rated Killzone
"M" for "mature". For more information about the ESRB visit www.esrb.org.

About Guerrilla

Guerrilla specializes in the creation of videogames for leading platforms.
Formally known as Lost Boys games, the company was founded at the beginning
of 2000, as the result of a merger between three established Dutch game
developers. By combining experienced staff with outstanding technology and
innovative game concepts, this studio was launched with the vision of
becoming one of the top 10 independent developers in the European games
industry. Guerrilla is part of the Media Republic group and is based in
central Amsterdam, the Netherlands. For more information, visit
www.guerrilla-games.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Ratchet & Clank(R): Up Your Arsenal Blasts Into the Holiday Season With the
First Online Gameplay Experience for the Action Platform Genre

Ratchet & Clank: Up Your Arsenal is Set to Become of the Hottest Online
Titles on PlayStation(R)2

FOSTER CITY, Calif., Nov. 2 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of Ratchet & Clank(R): Up Your
Arsenal, the first online action platform game created exclusively for the
PlayStation(R)2 computer entertainment system. Insomniac Games, the company
that helped redefine the action platform genre with the award-winning Ratchet
& Clank and the popular multimillion unit selling Spyro the Dragon(TM), once
again proves its successful formula for innovation by combining the unique,
yet familiar, single-player experience gamers have come to love, with robust
multiplayer offline and online gameplay modes, as well as challenging 2D side
scroller modes.

"With more than four million fans of the Ratchet & Clank franchise, the
implementation of online gameplay will appeal to a wider variety of players
and attract more network 'adopters' to the PlayStation 2 online community --
the leader in online console gaming," said Grady Hunt, senior producer,
product development, Sony Computer Entertainment America. "By preserving the
franchise's style and sense of humor, while incorporating online
functionality, Insomniac Games has played a tremendous role in delivering a
product that both hardcore and casual gamers will enjoy."

The third installment of the Ratchet & Clank franchise returns gamers to
Planet Veldin to battle Dr. Nefarious, a robotic supervillain who has devised
a diabolical scheme to wipe out all organic life in the galaxy. To fight
back, Ratchet and Clank recruit Captain Qwark, a favorite from previous
games, out of retirement to lead the Q-Force, an unlikely band of heroic
space cadets comprised of some of the most memorable characters from the
Ratchet & Clank franchise. Together with the Q-Force, Ratchet and Clank set
off on another hilarious interstellar romp to uncover the schemes of the
sinister Dr. Nefarious and keep the galaxy safe for organic life. Players can
explore 29 single-player locations filled with perilous combat spanning huge,
vibrant jungles, arid, craggy deserts and treacherous, icy caverns. Players
will be able to earn up to 20 weapons (including online and offline) with up
to five levels of upgrades for most weapons during the first playthrough,
plus seven new high-tech gadgets to help them through their journey.

For those looking to expand their gameplay experience, the multiplayer online
mode accommodates up to eight players over a broadband connection. In order
to promote community gameplay, voice communication is supported online via
the USB headset (for PlayStation(R)2) and SOCOM headset allowing players to
communicate with fellow team members during online games, either in-game or
in the main lobby. Additionally, up to four players can compete offline via
the multiplayer split-screen function utilizing the Multitap (for
PlayStation(R)2).

The online lobby features a friends' list, allowing players to be matched up
based on their gameplay statistics, and offers the ability to select from
more than 20 player skins. In addition, gamers can track more than 100
different types of statistics, including types of weapons, vehicles, gadgets,
skins and more in order to customize the type of online game they want to
play. The game also supports clan gameplay for up to 64 players as well as a
"Quick Play" option for gamers looking to jump immediately into the action.

Ten new levels featuring Siege, Capture the Flag and Deathmatch modes are
introduced for online play to provide players plenty of diverse surroundings
to destroy environmental obstacles. Commandeering multiple vehicles such as
the TurboSlider or Hovership further encourage strategic co-op gameplay by
allowing players to work together. Two players can team up to operate
vehicles simultaneously as one person controls the vehicle's direction while
the other unleashes its powerful weapons arsenal to combat enemies in intense
battlefield missions.

Ratchet & Clank: Up Your Arsenal has been creating quite a buzz among the
gaming press in recent months, already garnering three perfect scores from
PlayStation Magazine, Official PlayStation Magazine, GMR and Game Informer.
"Fit to carry the title of perfection, Ratchet & Clank: Up Your Arsenal is a
towering accomplishment that absolutely blows away the team's previous
efforts with its razor-sharp gameplay, diversified missions, and flawless
balancing," said Andy Reiner, Executive Editor of Game Informer, the world's
largest multi-platform gaming magazine on the market today. "The missions
show great variety, online play rocks, and the enhanced controls streamline
the experience."

To prepare for this holiday season, Ratchet & Clank: Up Your Arsenal is
receiving full marketing support in the following categories to extend
consumer awareness for this innovative title.

National Print Advertising Campaign

To support the mainstream appeal of Ratchet & Clank: Up Your Arsenal, a
massive print advertising campaign, will reach more than 40 million readers
through a vast variety of national consumer publications this holiday season
including, Maxim, Stuff, Sync, Playboy, Blender, FHM, Transworld
Skateboarding, Transworld Snowboarding, Powder, and more. Targeted
publications also include leading gaming magazines, such as Electronic Gaming
Monthly, The Official U.S. PlayStation Magazine, Game Informer, GamePro,
PlayStation Magazine, PLAY and PSE2.

National Broadcast/Cable Advertising Campaign

The television campaign for Ratchet & Clank: Up Your Arsenal will begin the
week of November 1 and the spots will run in various time slots on network,
broadcast, and syndication through the holiday season. A total of three
different executions will air for a variety of programming including "South
Park," "SportsCenter," "Fear Factor," "Rap City," "Total Request Live,"
"Adult Swim," "CSI," "Jimmy Kimmel," "The Simpsons," "Arrested Development,"
and "The Next Great Champ."

The independent Entertainment Software Rating Board (ESRB) has rated Ratchet
& Clank: Up Your Arsenal "T" for Teens. For more information about the ESRB
visit www.esrb.org.

About Insomniac Games

Insomniac Games is an independent videogame developer that has released
award-winning hits for PlayStation and the PlayStation 2 computer
entertainment system for 10 years. The company created the first three Spyro
the Dragon games and the Ratchet & Clank franchise, which have combined to
sell more than 16 million units worldwide. Additional information can be
found on the company's website at http://www.insomniacgames.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console, develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Technic Beat for PlayStation 2 Dances to Retail

Rhythm fans get in the groove with Mastiff's addictive music game for a great
low price

SAN FRANCISCO, CA November 2, 2004 Video Game publisher Mastiff today
announced that Technic Beat, an innovative and addictive music game for the
PlayStation 2 computer entertainment system, has shipped to retailers through
North America. Developed by Arika and featuring tunes from some of Namco's
most popular games, Technic Beat allows players to actually create, alter and
dance on screen to their own music. The game will be available at a special
low price.

"It's weird, it's unique, and so psychedelic that it'll hurt your brain. I
love it!" says PSM: 100% Independent PlayStation 2 Magazine. "Put simply,
Technic Beat is both challenging and addictive on a level few games of this
type manage to achieve on their best days," adds eToychest. "In all, Technic
Beat is an extraordinary addition to the rhythm game genre." IGN calls
Technic Beat "one of the craziest rhythm games ever created."

In Technic Beat, players listen to music represented in the game by radiating
concentric rings of sound. Picking up the beat, they dance into the middle of
the rings and try to "catch" the music. If successful, they achieve the power
to manipulate the sound rings and create entirely new music. As players
progress and gain skill they are rewarded with spectacular visual displays,
bonuses, and power ups.

"Technic Beat is loud, colorful, and completely wacky," says Bill Swartz,
Head Woof at Mastiff LLC. "It's not like any other rhythm game out there, and
though Technic Beat may look cute, it's a wickedly challenging game. At only
$14.99, it's a great deal."

Technic Beat features include:
* Arcade mode - use the Tension Meter to measure your performance. Push it up
and you're on to the next round!
* Free mode - choose the songs you want to play. Save and replay your
performances, and control the camera and music.
* Challenge mode - choose the difficulty level and let the game pick your
test!
* Sudden death - Can you play all the songs in order without a single
mistake?
* Supports one or two players playing cooperatively or competitively.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include and La
Pucelle: Tactics, which was recently awarded an Editor's Choice Award from
leading gaming website, IGN.com, and a "Must Buy" from top PlayStation 2
publication, PSM. Please see www.mastiff-games.com for more information.
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The Epic Legacy of Jak and Daxter Concludes This Holiday With Jak 3(TM)
Exclusively on PlayStation(R)2

Loyalties Are Tested, a Climatic Battle Is Fought and Shocking Secrets Are
Revealed in Final Installment of Acclaimed Trilogy

FOSTER CITY, Calif., Nov. 9 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of Jak 3(TM), the third and final
installment of the Jak and Daxter trilogy, created exclusively for the
PlayStation(R)2 computer entertainment system. Developed by Naughty Dog Inc.,
the company responsible for the award winning Jak and Daxter franchise and
the highly acclaimed, multi-million unit selling Crash Bandicoot(TM) series
on PlayStation(R), Jak 3 takes Jak and Daxter on their ultimate adventure as
they uncover conspiracy, danger and ultimately the Precursors themselves.

"Jak 3 is an evolution of the Jak and Daxter story Naughty Dog wanted to tell
when they first began work on Jak and Daxter: The Precursor Legacy," said
Grady Hunt, senior producer, product development, Sony Computer Entertainment
America. "We are pleased that Jak 3 is part of our stellar PlayStation 2
holiday lineup, as the game will immediately immerse players into a
fast-paced action and seamless adventure that will drive the story along
through twists and turns until the final climax -- where all is finally
revealed."

One year has passed since Jak and Daxter saved Haven City from Kor and the
attacking Metal Heads, yet Haven City is still immersed in deadly chaos as
three groups fight for control of the streets. The people of Haven City have
grown to distrust Jak's dark powers, and as rumors boil of Jak's ties with
Krew and Kor, the city blames Jak for its current woeful circumstances. Now
banished to the Wasteland, Jak begins his quest for redemption joined by pals
Daxter and Pecker. Their objective is to escape from an area five times the
size of Haven City, filled with hazardous environments, a vicious volcano,
the hostile city of Spargus and cavernous mines. With access to off-road
transportation, including lizards, hovercrafts and off-road vehicles
featuring true-to-life physics, Jak fights to return to civilization while
waging a personal war within himself.

Now possessing Light Eco power, in addition to the Dark Eco abilities that
led to his banishment, Jak's struggle to balance the two add further intrigue
to the compelling storyline. The game is also enhanced through the
introduction of new technology called "Ragdoll Physics," a technology which
allows gamers to witness a unique death for each enemy that is killed,
independent cloth movement technology and enhanced the enemy artificial
intelligence (AI) with wall climbing and smart formation capabilities.
Additionally, Jak is equipped with a Morph-Gun that utilizes 12 new gun
types, enabling the player to battle through massive levels in an effort to
answer the unanswered and conclude the Jak trilogy.

"Naughty Dog never rests on its laurels," said Evan Wells, studio director,
Naughty Dog. "It's important to us to keep the universe fresh, so with each
outing in the Jak and Daxter franchise, we looked at ways to create a game
that offered the player a brand new experience that built on the previous
games. Looking back at all of the ideas we were able to implement for Jak 3,
we are confident this is our best game yet."

To prepare for this holiday season, Jak 3 is receiving full marketing support
in the following categories to extend consumer awareness for this innovative
title.

National Print Advertising Campaign

To support the mainstream appeal of Jak 3, a massive print advertising
campaign, running through the holiday season, will reach more than 40 million
readers through a vast variety of national consumer publications, including
Entertainment Weekly, URB, Maxim, Stuff, Sync, Revolver, Rolling Stone,
Thrasher, Transworld, Spin, Source, and many more. Targeted publications also
include leading gaming magazines such as Electronic Gaming Monthly, The
Official U.S. PlayStation Magazine, GameNow, Game Informer, PSM, Game Pro,
Tips and Tricks, PLAY, and PSE2.

National Broadcast/Cable Advertising Campaign

The television campaign for Jak 3 will begin the week of November 8 run
through the holidays, and the spots will run in various time slots on
network, broadcast, and syndication through the holiday season. A total of
three different executions will air for a variety of programming including
"Arrested Development," "The Partner," "Fear Factor," "CSI," "Pimp My Ride,"
"Jimmy Kimmel," and "Adult Swim."

The independent Entertainment Software Rating Board (ESRB) has rated Jak 3
"T" for Teens. For more information about the ESRB visit www.esrb.org.

About Naughty Dog Inc.

Naughty Dog Inc., a wholly owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Additional information can be
found on the company's web site at http://www.naughtydog.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Get Off the Couch and Into the Game This Holiday Season With EyeToy:
AntiGrav(TM), Exclusively for PlayStation(R)2

Physical Activity and Videogames Fuse as Players Use Their Body, Not a
Joystick, to Control 3D Character Movements

FOSTER CITY, Calif., Nov. 9 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of EyeToy: AntiGrav(TM), the first
and only 3D character based EyeToy(TM) game that uses facial and body
recognition technology to control a character in futuristic hoverboard
gameplay. Representing the next step in the evolution of the EyeToy
technology and physical and interactive gaming, EyeToy: AntiGrav is developed
by Harmonix Music Systems, Inc., the creators of Frequency(TM), Amplitude and
Karaoke Revolution(TM). It also follows EyeToy(TM): Play, which sold more
than 4 million units worldwide since its release, and EyeToy(TM): Groove,
which enables players to dance in time with one of 28 licensed songs.

"The success of EyeToy shows that gamers are eager to jump on board with
innovative and fun new ways to interact with their PlayStation 2," said Joe
Brisbois, producer, Sony Computer Entertainment America. "EyeToy: AntiGrav
gets gamers off the couch and allows them to become physically immersed in
the game, in a way that has never before been possible."

With the USB EyeToy camera aimed at the player and plugged into a
PlayStation(R)2 computer entertainment system, the gamer enters the short
calibration process before beginning the fast-paced, active gameplay. The
camera uses a combination of advanced facial and motion tracking technology
to lock onto the player and capture movement. The gamer's movements are then
used to control steering, jumping, ducking, grinding, acceleration, braking,
and tricks, as they interact with the environment and avoid obstacles.

In addition to playing EyeToy: AntiGrav for a fun and interactive gaming
experience, the gameplay challenges both the mind and the body to get the
heart pumping. "EyeToy: AntiGrav combines the traditional entertainment
component of videogaming with mandated physical activity to create a new
videogame category," said James C. Rosser, Jr., MD, chief of minimally
invasive surgery and director of the Advanced Medical Technology Institute,
Beth Israel Medical Center. "With obesity being healthcare public enemy
number one, and reaching epidemic portions in our nation's youth, this game
will have an impact that will extend far beyond that of personal
entertainment. EyeToy: AntiGrav transforms the passive gaming experience into
a gaming platform that provides a smorgasbord of physical activity. In our
preliminary analysis, with a small number of people, the pulse rate of gamers
increased an average of 41 percent after only five minutes of participation.
This strongly suggests that this game could be an excellent way to increase
energy expenditure."

When playing in one of the five game environments, the motion tracker is
positioned in the lower right hand corner of the screen, so the player can
see how their movements correspond in real time to the movements of one of
the eight hoverboard racers that they have selected.

After first completing the tutorial, players can choose to rack up points in
Style mode, compete against three other AI-controlled hoverboard racers in
Speed mode, or beat their friend's best performance in Multiplayer mode.
Gamers will grind on rails, fly through rings, hit target combos, crouch to
initiate turbo boosts and perform sick tricks in the air, all in futuristic
urban and rural settings.

Even professional boarder, Shaun White has taken interest in the game.
"EyeToy: AntiGrav is one of the most exciting games I have ever played. You
have to put your whole body into playing it."

EyeToy: AntiGrav will be available with the EyeToy USB camera for a suggested
retail price of $49.99. To increase excitement and awareness for the title, a
massive marketing campaign is in effect.

National Broadcast/Cable Advertising Campaign

Targeting the "tween" and older male audience, the national television
campaign demonstrates the strong connection the player makes with the
character in EyeToy: AntiGrav by using their body to control the hoverboard
racer.

Two separate executions will run in various time slots on network, cable and
syndicated programming through the end of November. Executions will air on
FOX, NBC, CBS, UPN, and ABC networks, reaching viewers of "Fear Factor," "The
Simpsons," "Macy's Thanksgiving Parade," "America's Next Top Model," and
more. Targeted cable programming on shows such as "South Park," "Spankin New
Music," "SpongeBob SquarePants," "Rugrats," and "SportsCenter" will also be
utilized with spots running on BET, The Cartoon Network, Comedy Central,
ESPN, ESPN2, FoxFX, G4, MTV, MTV2, Nick, Spike TV, and additional networks.

National Print Advertising Campaign

To support EyeToy: AntiGrav, the print advertisements encourage readers to,
"Put down the controller and become one with the game." The campaign will
reach millions of readers nationwide through placements in a wide variety of
national consumer, children and teen outlets, gaming, sports, and comic
publications. The print campaign will begin in November 2004 and continue
through February 2005. Print ads will run in publications such as SI for
Kids, Disney Adventures, National Geographic Kids, TransWorld Skateboarding,
Snowboarder, Electronic Gaming Monthly, GMR, Official PlayStation Magazine,
DC Comics and Marvel Comics.

Viral and Online Advertising

Themed online advertisements, which encourage players to perform tricks if
there is a "sudden drop in altitude" will commence in November and continue
through the end of December. The ad will be run on Web sites such as
gamespot.com, cartoonnetwork.com, myspace.com, snowboardermag.com, and
happypuppy.com.

The independent Entertainment Software Rating Board (ESRB) has rated EyeToy:
AntiGrav "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Gretzky(TM) NHL(R) 2005 Shoots & Scores on PlayStation(R)2

989 Sports(R) Launches All-New Signature Hockey Franchise Featuring Wayne
Gretzky

FOSTER CITY, Calif., Nov. 9 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of its new signature hockey
franchise, Gretzky(TM) NHL(R) 2005, from 989 Sports(R). Now available in
stores for the PlayStation(R)2 computer entertainment system, Gretzky NHL
2005 features fluid, fast-paced skating, precision passing, shooting and
hard-hitting checks.

With a line change to Page 44 Studios, the newly recruited developer has
integrated the insights from "The Great One" with a new game engine,
graphics, and multiple gameplay options to provide a truly authentic
professional hockey experience that encompasses the real power and raw
emotion of the world's fastest team sport, and delivers the look, feel and
passion of professional hockey.

To challenge the skill levels of all hockey videogame fans, Gretzky NHL 2005
faces off with an extensive list of game modes, including Rivalry Mode, which
sets the stage to revisit the Leafs vs. the Canadiens, or other storied
rivalries, time after time by recording lifetime stats in more than 50
categories, Tournament Mode with customizable tournaments, Online Mode with
downloadable roster updates and 64-team tournaments, and Franchise Mode,
where gamers assume the role of General Manager in their attempts to win the
Stanley Cup(R). Additionally, Gretzky NHL 2005 offers the World Cup of
Hockey(TM), where hockey fans can play as or against one of the eight hockey
powerhouses of the world, including Canada, Czech Republic, Finland, Germany,
Russia, Slovakia, Sweden, or the United States.

To enhance the experience, Gretzky NHL 2005 offers gamers a unique gameplay
option, the Gretzky Challenge, exclusive to the all-new franchise. In
attempting to break the 60-plus NHL records that number "99" holds, the
Gretzky Challenge offers gamers the chance to unlock hidden items including
jerseys, teams and playable Gretzkys from his days as a member of the
Edmonton Oilers, Los Angeles Kings, St. Louis Blues and New York Rangers. And
for those gamers seeking their chance to skate with the pros, Gretzky NHL
2005 features EyeToy(TM) functionality, allowing players to take a snapshot
of themselves utilizing the EyeToy USB camera for (PlayStation(R) 2), sold
separately, and truly get into the game.

"Having my own signature hockey franchise with 989 Sports and PlayStation 2
is a special opportunity," said Wayne Gretzky. "This is a fun, fast-paced
game that stays true to the game of hockey and provides a unique way for
people to get on the virtual ice and test their skills."

Officially licensed by the NHL and NHLPA, Gretzky NHL 2005 delivers a
complete professional hockey experience with its breathtaking arenas that
have been replicated to exact detail, including arena-specific game intro
sequences and goal horns, the more than 2,500 animations that were captured
utilizing professional hockey players, innovative cut scenes and replays,
intricate camera angles, and accurate commentary and sound effects. In
addition, Gretzky NHL 2005 provides gamers with the intensity of arcade-style
play by incorporating intuitive play controls and a savvy artificial
intelligence (AI) that has been implemented to "think" like the pros.

Piling up the stats and accolades that legends are made of, "The Great One"
has become synonymous with the game of hockey. After retiring in 1999 as the
NHL's all-time leading goal, assist and point producer for both the regular
season and playoffs, it took less than seven months for Gretzky to be
inducted into the Hockey Hall of Fame, becoming just the 10th player in
Hockey Hall of Fame history to have the mandatory three-year waiting period
for enshrinement waived.

For all of Gretzy's accomplishments, including 10 Art Ross Trophies as the
NHL's leading scorer, nine Hart Trophies as the League's MVP, 18 consecutive
All-Star game appearances, three All-Star MVP awards, five Lester B. Pearson
Awards, two Conn Smythe Trophies as playoff MVP, and four Stanley Cup
Championships, the NHL bestowed on Gretzky the unique distinction of being
the only player in the history of the NHL to have his jersey retired by all
member clubs. "No. 99" was formally retired at the 2000 NHL All-Star Game in
Toronto and will never again be worn by an NHL player.

"Gretzky NHL 2005 offers gamers the opportunity to get in the game and lace
up the skates of their favorite professional hockey players," said Scott
Rohde, director of product development, 989 Sports. "Having an exclusive
licensing deal with Wayne Gretzky allows us to provide true-to-life action
from the rink with insight from the greatest player to ever take the ice."

Marketing efforts for Gretzky NHL 2005 include a fully dedicated print
advertising campaign running over four months that will reach more than 23
million readers through a wide variety of national consumer publications,
including ESPN The Magazine, The Sporting News, Maxim, Stuff, Spin, Sports
Illustrated for Kids, and many more. Targeted publications also include
leading gaming magazines such as Electronic Gaming Monthly, The Official U.S.
PlayStation Magazine, Game Informer, PSM, Game Pro, Tips and Tricks, PLAY and
PSE2. In addition, an aggressive online advertising campaign will reach more
than 20 million people through outlets such as ESPN.com, Maxim.com, IGN.com,
Google, and many more.

The independent Entertainment Software Rating Board (ESRB) rates Gretzky NHL
2005 "E" for Everyone. For more information about ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NCAA(R) Final Four(R) and NCAA(R)
GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .

NOTE: NHL, National Hockey League, the NHL Shield and the word mark and image
of the Stanley Cup are registered trademarks of the National Hockey League.
All NHL logos and marks and NHL team logos and marks depicted herein are the
property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. 2004 NHL. All
Rights Reserved. Officially licensed product of the National Hockey League.

National Hockey League Players' Association, NHLPA and the NHLPA Logo are
Trademarks of the NHLPA and are used, under license by Sony Computer
Entertainment America Inc. (C) NHLPA. Officially Licensed Product of the
National Hockey League Players' Association. All rights in the Gretzky name
and trademarks are owned by Wayne Gretzky and WDG Enterprises, Inc.(C) 2004
Sony Computer Entertainment America Inc.

Source: Sony Computer Entertainment America Inc.
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KONAMI SHIPS KARAOKE REVOLUTION VOLUME 3 TO RETAIL STORES NATIONWIDE

New Duet Modes, Support for Two Mics, And 35 New Songs Take Center Stage in
the Latest Addition to the Smash Hit Series

REDWOOD CITY, Calif. - November 9, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Karaoke Revolution(tm) Volume 3 for the PlayStation(R)2 computer
entertainment system has shipped to retail stores. Karaoke crooners can now
experience the groundbreaking series' new Duet modes that will let gamers
sing with - and compete against - friends with the addition of two mic
gameplay. Available bundled with a special Konami branded Logitech(R)
microphone or as a standalone game that is compatible with any PlayStation 2
compatible USB headset or microphone, Karaoke Revolution Volume 3 includes
more than 35 new songs - from timeless classics to today's hottest pop, rock
and R&B hits to deliver the ultimate party game for the entire family.

Karaoke Revolution Volume 3's new gameplay modes allow for karaoke fun for
hours on end. Duet mode lets aspiring pop stars play as a team and sing for
high scores to classic karaoke duet tunes such as "Under Pressure," "Love
Shack" and "Ain't No Mountain High Enough." Players can even practice their
separate parts and learn how to harmonize with each other to achieve the
perfect score. For some friendly competition, two players can square off and
take turns singing every other phrase in a song while joining together during
the chorus in Sing-Off mode. The player with the most points at the end of
the track wins. Knockout mode offers the fiercest karaoke battle yet, pitting
players against each other while singing the same song in unison. A battle
meter keeps track of the gamers' progress and when it fills up for one
player, the other is knocked out!

Karaoke Revolution Volume 3 combines the game's proprietary vocal analyzer
technology, which judges and scores players as they sing their way to
stardom, with a variety of new characters, outfits and venues, plus many
hidden and bonus items. The collection of well-known tunes includes "Beat
It," "Killing Me Softly," "New York, New York" and "You're The One That I
Want." Following is a list of songs included in the game:

KARAOKE REVOLUTION VOLUME 3 SONG LIST

ABC
I Got You Babe
Shining Star
Against All Odds
If I Ain't Got You
Someday
Ain't No Mountain High Enough
In the Midnight Hour
Take My Breath Away
Beat It
Joy To The World
Thank You
Burn
Killing Me Softly
The Reason
California Dreaming
Leave (Get Out)
Twist & Shout
Careless Whisper
Love Shack
Unchained Melody
China Grove
Meant to Live
Under Pressure
Come Clean
My Immortal
When I'm Gone
Don't You (Forget About Me)
New York New York
Why Can't I
Flashdance... What A Feeling
Oops!...I Did It Again
You're the One That I Want
Hold On
Respect

*Additional bonus songs can be unlocked

Karaoke Revolution Volume 3 is developed by leading music video game creator
Harmonix Music Systems (http://www.harmonixmusic.com). Karaoke Revolution
Volume 3 is rated "E" for Everyone by the ESRB and is available bundled with
a Konami branded Logitech(R) microphone for the SRP of $54.99 or available as
a standalone game compatible with a USB headset/microphone for a SRP of
$39.99. For more information on the game, please visit:
http://www.karaokerevolution.com.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

KONAMI(R) and Karaoke Revolution(tm) are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2004 KONAMI. Developed by Harmonix Music
System. Harmonix is a registered trademark of Harmonix Music Systems, Inc.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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NAMCO RELEASES NEW TRAILER FOR
TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES(TM)

Trailer Features Popular TEKKEN(R) Franchise Character Nina Williams In The
Much Anticipated Action Adventure Game

San Jose, Ca., (November 11, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today the release of a new trailer for
TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES(TM), the new third-person action
adventure game featuring its popular TEKKEN(R) franchise character, Nina
Williams. Trailer footage highlights Nina as she tracks an underground
organization and the deadly weapon they've developed. The trailer also
showcases some of Nina's signature moves from the TEKKEN series, a variety of
combat techniques and an arsenal of weapons at her disposal. Shipping
exclusively for the PlayStation(R)2 computer entertainment system, TEKKEN'S
NINA WILLIAMS IN: DEATH BY DEGREES is scheduled for a February 2005 release.

TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES blends a unique mixture of combat
and adventure, where beautifully rendered environments set the stage for
over-the-top action. An intuitive 360-degree combat system delivers thrilling
stealth sequences, critical strikes and acrobatic hand-to-hand combat
techniques. Based on a gripping storyline with more than an hour of
cinematics, TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES immerses players into
an action-packed gaming experience.

For more information on TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES, please
visit www.namco.com.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: TEKKEN(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R) Time Crisis(R) and ACE COMBAT(R). For more
information about Namco and its products log onto www.namco.com.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R) and Time
Crisis(R) and ACE COMBAT(R) are the trademarks or registered trademarks of
Namco Limited in the United States and/or other countries. Dead to Rights(R)
is a trademark or registered trademark of Namco Hometek Inc. in the United
States and/or other countries.

TEKKEN'S NINA WILLIAMS IN: DEATH BY DEGREES(TM)&(C)2004 NAMCO LTD., ALL
RIGHTS RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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THE ULTIMATE FIGHTING FRANCHISE IS BACK
WITH TEKKEN(R) 5

Namco's New Addition To The Powerhouse Franchise Is Slated To Hit Store
Shelves In Q1 2005

SAN JOSE, Calif., (November 19, 2004) - Leading video games developer and
publisher Namco Hometek Inc. announced today its highly anticipated fighting
franchise title, TEKKEN(R) 5, is scheduled to release in North America in Q1
of 2005 exclusively for the PlayStation(R)2 computer entertainment system.
Renowned for its variety of characters, amazing graphics and lightning-paced
game play, TEKKEN 5 promises to deliver the next generation of blistered
fingers and bleary eyes as it brings players the ultimate, most visually
stunning fighting game experience ever seen in a TEKKEN game.

"TEKKEN 5 will propel gamers of all ages to the next level in the fighting
genre," said Yoshi Niki, Business Unit Director with Namco Hometek Inc. "With
TEKKEN 5's completely new fighting engine, customizable characters and
interactive environments, no fighting game fan will want to be without it."

With 20 million units sold worldwide, the TEKKEN franchise is one of the
best-selling fighting games of all time. TEKKEN 5 brings back the popular
cast of characters from the previous TEKKEN games along with three new
characters for a total of 20 default characters to start, and more to unlock
as you progress in the game. The game allows players to use their fight money
to customize their character with various accessories such as hats, glasses
and an assortment of different costumes. Each of the new characters is
equipped with a variety of deadly techniques, and the returning characters
have been updated with new moves and combos for bone-crushing, beat 'em up
good times. New to TEKKEN 5 is a bonus action adventure game that unfolds a
side story to the action-packed fighting sequences.

After the completion of The King of Iron Fist Tournament 4, a fierce battle
between father and son unfolded at Mishima Zaibatsu headquarters. Jin emerges
as the victor in this battle and continues to defeat Heihachi, his
grandfather - but spares both Kazuya and Heihachi's lives in honor of his
mother who loved peace. Soon after Jin's departure, a swarm of Jacks arrive
at Honmaru and begin to attack Heihachi and Kazuya - and in order to escape,
Kazuya thrusts Heihachi into the swarm of Jacks. A great explosion destroys
Honmaru, and a man watching from afar reports, "Heihachi Mishima is dead."
While many presume the death of Heihachi Mishima will end the reign of
Mishima Zaibatsu, an announcement is made for the fifth King of Iron Fist
Tournament, with an unknown replacement to Heihachi leading the organization.
The fight begins once again.

For more information on TEKKEN 5, please visit www.namco.com.

About the TEKKEN Series
TEKKEN was the first title to launch Namco's legacy in the fighting game
genre. Featuring an intriguing story with various stylistic characters and
high-end graphics, TEKKEN became an instant success in the arcades and later
was developed for the PlayStation(R) and PlayStation(R)2 computer
entertainment systems. Sales of the TEKKEN franchise has surpassed 20 million
units worldwide.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Ridge Racer(R), Time Crisis(R) and ACECOMBAT(TM). For more
information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD(TM), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(TM) are trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(TM) is a trademark or registered trademark of Namco Hometek
Inc. in the United States and/or other countries.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TEKKEN(R)5&(C)1994 1995 1996 1999 2001 2004 NAMCO LTD., ALL RIGHTS RESERVED.
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CodeBreaker 9.0 Taps into Virtually Every U.S. Game for PS2.
More Codes for More Games than Any Other Enhancement Device

Vernon, Calif. November 19, 2004 - Pelican's latest iteration of its highly
successful CodeBreaker game enhancement device arrives with even more codes
to unlock the secrets of more games than any other cheat device on the
market, providing codes for virtually every PlayStation(R) 2 video game
released in the United States. The latest version of CodeBreaker, Version
9.0, is equipped with over 70,000 codes for over 800 video games, including
Grand Theft Auto(TM); San Andreas. In addition to its enormous code data
bank, CodeBreaker Version 9.0 is also built with an IRC Chat that allows the
user to chat with friends online as well as get online product support.
CodeBreaker Version 9.0 is available now with a suggested retail price of
$19.99.

CodeBreaker 9.0 is the most advanced game enhancement device available.
Complementing the numerous codes available in Version 9.0 are several notable
features; Day One Support that allows the user to download cheats and saves
the first day of a new games release; Hard Drive Support that allows the user
to save codes and cheats to the hard drive to save memory card space; a
Quickstart feature that starts the last game you played with the last cheats
you picked; and the ability to transfer cheats and saves between a PC and a
PS2 with most USB flash devices.

"We put a great deal of effort into making this the most user-friendly and
powerful game enhancement device available," stated Pelican Product Manager,
Matt Waldron. "Version 9.0 comes with a suite of extra features in addition
to its massive bank of codes. Gamers of all skill levels will have a field
day with this device, allowing them to open up and enjoy their games like
never before."

CodeBreaker Version 9.0 is the latest version in Pelican's line of highly
successful game enhancement devices, continuing Pelican's role as a leader
and innovator of peripherals for the video game industry.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including PlayStationa, PlayStationa2, Xbox(TM) from
Microsoft, Nintendoa 64, Nintendoa GameCubea, Game Boya Color, Game Boya
Advance and Game Boy(R) Advance SP. Product design, testing and research take
place in the USA with the majority of manufacturing occurring in Asia.
Pelican is headquartered in Vernon, California.

###
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MLB(TM) 2006 Announced for PlayStation(R) 2

Popular Baseball Franchise Set to Take the Mound With Stellar Graphics,
Deeper Gameplay and New Technologies

FOSTER CITY, Calif., Dec. 15 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of MLB(TM) 2006 from 989 Sports(R).
Set for a Spring 2005 release, the MLB franchise has established itself as a
third-year phenom for the PlayStation(R)2 computer entertainment system.
Featuring numerous gameplay developments, enhanced Artificial Intelligence
(AI) and graphics, and the return of EyeToy(TM) functionality, MLB 2006 is
set to provide the most realistic baseball experience to date.

To enhance gameplay and provide gamers with an authentic yet unique
simulation, MLB 2006 has integrated new features, including the all-new
Branch Point Technology (BPT), which provides seamless fielding transitions,
smooth base running, and fluid transitions while in a run or a slide.
Additionally, MLB 2006 incorporates new fielding and pitching interfaces to
challenge the skill levels of all baseball videogame fans. A brand new
Fielding Zone Marker brings the player's attributes together with the user's
skill level, so gamers will truly have to make the play, while the new
Pitcher Confidence feature binds player rating attributes with a gamer's
skill level in order to determine a users ability to hit spots in the strike
zone.

Known for its extensive list of game modes, MLB 2006 continues to build upon
the success of the franchise by enhancing its gameplay options. A new
Franchise Mode includes an all-new Player Morale System that tracks player
morale on every level and applies it to the player's day-to-day performance,
and the new Career Mode lets gamers play from the player's perspective and
control their own destiny from the start to the finish of their career, based
on their on-field performance.

"By presenting gamers with the finer details and nuances that make baseball
America's Pastime, MLB 2006 provides gamers with a true-to-life experience
from the diamond," said Scott Rohde, director of product development, 989
Sports. "MLB 2006 provides baseball fans with an opportunity to look and feel
what it's like to play in the show."

Popular gameplay options are back for MLB 2006, including EyeToy(TM) and
Voice Recognition functionality. Gamers can literally see and hear themselves
in the game as they battle against the Major League's best. Using the USB
headset (for PlayStation 2), Voice Recognition allows gamers to call pitches
or defensive shifts without the touch of a button, while the EyeToy USB
camera for PlayStation 2 (sold separately) allows gamers to take a snapshot
of themselves, put their face into the game and truly become a major leaguer.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2006
"RP" for "Rating Pending." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, Gretzky(TM) NHL(R) 2005, NCAA(R) Final
Four(R) and NCAA(R) GameBreaker(R), 989 Sports is committed to developing
authentic and innovative sports games to appeal to both the professional
athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .

NOTE: Major League Baseball trademarks and copyrights are used with
permission of Major League Baseball Properties, Inc. Visit the official
website at MLB.com. (C) MLBPA, Official Licensee-Major League Baseball
Players Association. Visit the Players Choice on the web at
www.bigleaguers.com. (C) 2005 by STATS, Inc. Any commercial use or
distribution of the Licensed Materials without the express written consent of
STATS is strictly prohibited. Silver Bat is a trademark of Hillerich &
Bradsby Co., Louisville, KY. Rolaids Relief Man Reward is a registered
trademark of Warner-Lambert, a Pfizer Company. 989 Sports and the 989 Sports
logo are trademarks of Sony Computer Entertainment America Inc. (C) 2005 Sony
Computer Entertainment America Inc

Source: Sony Computer Entertainment America Inc.
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Return to the London Underworld With the Launch of The Getaway: Black Monday
Exclusively for PlayStation(R)2

Team Soho Blends Cinematic Narrative and Cutting-Edge Gameplay in the Sequel
to the Three-Million Unit Best-Seller, The Getaway

FOSTER CITY, Calif., Jan. 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of The Getaway: Black Monday, the
sequel to the three-million worldwide best-seller and "Greatest Hits" title,
The Getaway, created exclusively for the PlayStation(R)2 computer
entertainment system. Developed by Sony Computer Entertainment Europe's Team
Soho, The Getaway: Black Monday fuses gaming and cinema into one medium,
providing players with an exciting, in-depth, interactive entertainment
experience, as gamers make "moral choices" in the gangland thriller that will
determine their path through the story, concluding with one of the multiple
endings. Team Soho used more than 25 square miles of London, adding 17 new
locations for the sequel, including rooftops and portions of the
"Underground" subway to give The Getaway: Black Monday a truly authentic look
at the London criminal world.

Three very different Londoner's lives collide in The Getaway: Black Monday,
which culminates in an explosive showdown with London's new gangland boss,
Viktor Skobel. Gamers will piece together parts of three new playable
character's stories -- Sergeant Ben Mitchell, who works in tandem with the
Metropolitan Police's firearms division, Eddie O'Connor, the boxer, and Sam,
the stealthy thief and computer hacker -- all while making critical moral
decisions that will influence the final outcome of the game.

Providing gamers an enriched and refined gameplay experience for the sequel,
The Getaway: Black Monday features more predictable driving and on-foot
controls, varied pacing in 22 missions, a branching storyline, new playable
characters, and an all-new cast, including more than 20 actors who were
"performance captured" as they acted out more than one hour of in-game
cinematic sequences. Additional changes include a game map, motorcycles, more
than 250 cars with improved damage models, a refined health system, and new
interior and exterior locations including Trafalgar Square and River Thames.

"The Getaway: Black Monday expands on the groundbreaking cinematic gameplay
of The Getaway," said Naresh Hirani, game director, Sony Computer
Entertainment Europe. "We feel that we have created the ultimate fusion of a
full-length action movie with a first-rate videogame, featuring our beloved
city of London in the starring role. As gamers become immersed into The
Getaway: Black Monday's intriguing gameplay, they will feel like they are
directing, not just watching, an action-packed, blockbuster crime movie by
making moral decisions in the branching storyline, ultimately producing a
more personal conclusion to their Getaway experience."

The Getaway: Black Monday is a single story shown from the unique
perspectives of Sergeant Ben Mitchell, Eddie, and Sam, interwoven by a chain
of events and twists that culminate in an explosive showdown. When a dawn
raid on an East London apartment complex turns nasty, it sets in motion a
chain of deadly events that will put Mitch up against the most powerful man
in London. Across town, hard hitting-man Eddie O'Connor is beaten bloody
after a bank job goes wrong that leaves many of his crew dead. In over his
head, his only ally is a foul-mouthed petty crook, Sam, who's as tough as she
is pretty. The next 48 hours will be a matter of life and death for all three
of them, transporting gamers into the next chapter of London's underworld.

Classic and contemporary cinematic methods were used in game development;
from atmospheric lighting, sound and set design to a director working with
the actors who were "performance captured."

Using a small head-mounted camera and microphone pointed at the actors faces,
in combination with optical and magnetic motion capture tracking systems, the
performances of multiple actors at the same time were then transferred into
dramatic digital cinematic cut-scenes and interspersed throughout the
gameplay for an authentic movie feel. These cut-scenes, along with The
Getaway: Black Monday's thrilling storyline, intriguing characters and
intense orchestral score composed, arranged and performed by Nimrod Studio
Orchestra and Nimrod Productions, which was remixed by artists from the Ninja
Tune and Big Dada labels, combine to further blur the line between movies and
videogames.

"Team Soho used cutting-edge technology to create a game ahead of its time,"
said Peter Edward, game producer, Sony Computer Entertainment Europe. "We
wanted to create a game that offered the player a brand new, refined game and
movie experience that built on the previous game. Looking back at all of the
ideas we were able to implement for The Getaway: Black Monday, we are
confident we have done just that."

The independent Entertainment Software Rating Board (ESRB) has rated The
Getaway: Black Monday "M" for Mature. For more information about the ESRB
visit www.esrb.org.

Marketing Support:

To increase excitement and awareness for the title, a massive marketing
campaign is in effect.

National Broadcast/Cable Advertising Campaign

Targeting the adult male audience, the national television campaign is
comprised of three different 30-second spots. Set and filmed in actual London
locations, two of the spots focus on the brutal "rules of the London
underworld" and the consequences for violating the rules. The third focuses
on the unique "vocabulary" and slang of the same British underworld and
entices the viewers to learn and see more at www.speakgetaway.com.

The three separate executions will run during prime time and late-night time
slots on network, cable and syndicated programming through the end of
February. The spots will air on FOX, NBC, CBS, UPN, and ABC networks,
reaching viewers of "The Late Late Show," "Jimmy Kimmel Live," "King of the
Hill" and more. Targeted cable programming on shows such as "Fear Factor,"
"The Sony Open," "SportsCenter," "Chapelles' Show," "Battlestar Galactica,"
"Best Damn Sports Show," "WWE Heat," and various NBA games will also be
utilized with spots running on BET, Comedy Central, ESPN, ESPN2, Fox Sports,
FX, G4, MTV, MTV2, Nick, Sci-Fi, Spike TV, TBS, TNT, VH1 and additional
networks.

National Print Advertising Campaign

To support The Getaway: Black Monday, two different print advertisements,
including a six-page gatefold execution, encourage readers to "Learn to Speak
Getaway," tying back into the British "vocabulary" and slang of the TV spot.
The campaign will reach millions of readers nationwide through placements in
a wide variety of national consumer, male outlets, videogame, sports, and
comic publications. The print campaign began in January and will continue
through March, with ads in publications such as Rolling Stone, XXL, Source,
ESPN, Maxim, Playboy, Stuff, Blow!, Vice, Giant, Electronic Gaming Monthly,
Game Informer, Official PlayStation Magazine, Play, PSE2, and PlayStation
Magazine.

Online Advertising

Several themed interactive online advertisements encourage players via audio
and animation to "Learn to Speak Getaway" in order to survive the London
underworld. Additionally, an interactive "pub simulator" asks players to
converse with a virtual bartender. Online ads will commence in January and
continue through mid-February. The ads will be run on Web sites such as
atomfilms.com, comedycentral.com, heavy.com, iFilm.com, LiquidGeneration.com,
Maximonline.com, XXL.com, and Yahoo.com.

Viral Advertising

An extensive viral campaign consisting of "A to Z guidebooks" providing a
recreational tour through the sights and sounds of London accompany
bar-themed media placed in 500 popular bars in New York, Chicago, Los
Angeles, and San Francisco encourage players to enter the London underworld
and "Learn to Speak Getaway" to survive.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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KONAMI SHIPS SUIKODEN(R) IV TO RETAIL STORES

Gamers Set to Embark on a New Epic RPG Adventure

REDWOOD CITY, Calif. - January 11, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Suikoden(R) IV for the PlayStation(R)2 computer entertainment system has
shipped to retail stores nationwide. The company's epic role-playing game
(RPG) includes the long awaited return of the series' signature 108 Stars of
Destiny as well as an enhanced graphical interface and a new ground breaking
battle system.

"The Suikoden series has always delivered an enriched gameplay experience as
well as added replay value through innovative battle sequences and unique
storyline twists," said Dennis Lee, product manager at Konami Digital
Entertainment - America. "Suikoden IV continues the gameplay tradition with
players interacting with hundreds of characters in vast and rich 3D
environments as they battle new adversaries, explore new territories and
embark on unforgettable adventures."

A deep RPG story awaits gamers who are ready for an epic 3D adventure. For
the first time in the series' history, Suikoden IV will feature recorded
voice-overs for many of the characters during the cut-scenes in the game.
Navigating through numerous mysterious islands, players will collect party
members and build a home base for their crew. The drama escalates as the
characters engage in heated one-on-one duels, group battles with countless
island enemies, and through some strategic ship battles. The new dynamic
camera system in Suikoden IV heats up the action by presenting the conflicts
from multiple angles. With dozens of playable characters including ones
returning from previous adventures, and the return of numerous fun mini-games
such as fishing, dice and card games, RPG fans will have their hands full in
Suikoden IV.

Suikoden IV is inspired by an actual Chinese tale in which 108 ordinary
people come together from different backgrounds to do great things. In
Suikoden IV, players step into the shoes of a young hero who obtains the Rune
of Punishment and follows his path into a strange and fascinating world
filled with huge ships, beautiful islands and vast oceans.

The Suikoden series launched in 1995 in Japan and was released in the U.S. on
the PlayStation in December of 1996. Instantly hailed as one of the most
innovative RPGs, Suikoden delivered a unique battle system, an intriguing
storyline with numerous plot twists and multiple endings to provide a fun
experience for all RPG fans. Since its debut, the Suikoden series has
received numerous industry accolades for being one of the top RPGs of all
time.

Suikoden IV is rated "T" for Teen by the ESRB and is available for the SRP of
$39.99. For more information on the game, please visit:
www.konami.com/suikoden4.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###
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The Major League Baseball(R) 2004 American League(R) MVP Vladimir Guerrero to
Appear on the Cover of MLB(TM) 2006 for PlayStation(R)2

Angels Guerrero Joins Oakland A's Eric Chavez, Arizona Diamondbacks Troy
Glaus, Arizona Diamondbacks Shawn Green and Cincinnati Reds Adam Dunn to
Promote 989 Sports(R) Category-Leading Baseball Franchise

FOSTER CITY, Calif., Jan. 20 /PRNewswire/ -- Sony Computer Entertainment
America Inc. and 989 Sports(R) announced today that it has signed the Major
League Baseball (MLB) 2004 American League MVP, Vladimir Guerrero, to grace
the cover of its MLB(TM) 2006 videogame, due to hit stores in Spring 2005,
exclusively for the PlayStation(R)2 computer entertainment system. A top
defensive playmaker and premier offensive threat, the Angels outfielder will
team up with a host of other top MLB stars to promote the popular 989 Sports
baseball title including Oakland A's third baseman Eric Chavez, Arizona
Diamondbacks third baseman Troy Glaus, Arizona Diamondbacks outfielder Shawn
Green, and Cincinnati Reds outfielder Adam Dunn, all of whom will continue in
their roles as contributors, consultants, and spokespersons.

During his first season with Angels, Guerrero led his club, and in some cases
the American League (AL), in several offensive categories, including 124 runs
(set new club record and led the AL), 366 total bases (tied club record and
led AL), and a season ending batting average of .337 (set a new club record),
which led to Guerrero being voted the Gene Autry Trophy (Team MVP) by his
teammates. After making his fifth MLB All-Star game appearance in July,
Guerrero continued his offensive dominance in September, earning American
League Player of the Month after batting .371 with 24 runs scored, six
doubles, a triple, 10 home runs and 23 RBI. Guerrero was clutch down the
stretch. Over the final seven games of the season, his 10 runs, six home runs
and 11 RBI helped the Angels overcome a 3-game deficit, which ultimately led
to an American League West Division Crown.

"Vladimir Guerrero is one of the most talented and instinctual baseball
players in the Major Leagues, continuously amazing baseball fans with his
superb offensive and defensive skills," said Scott Rohde, director of product
development, 989 Sports. "Guerrero is a great role model and we are very
pleased to have him become part of the 989 Sports family as a consultant and
spokesperson."

Oakland A's third base slugger Eric Chavez returns this season as a
spokesperson and consultant for the MLB franchise, after his reign as cover
athlete for MLB 2005. As an intricate part of the team for the A's, Chavez
continued his homerun hitting ways this past season as he belted 29 homers
again, bringing his career homerun total to 163. Chavez led the American
League in walks with 95, while also capturing his fourth consecutive Golden
Glove Award in his young career.

Arizona Diamondbacks Troy Glaus will continue to serve as a spokesperson for
989 Sports and the MLB franchise, while participating in consulting sessions
to assure that MLB remains the most realistic baseball game available. Glaus
is a three-time All-Star game and was named the 2002 World Series MVP.
Returning from injury late in the 2004 season, Glaus, then an Angel, went on
to help lead the Angels to a division title, racking up a solid 42 RBI in
only 58 games.

Arizona Diamondbacks and MLB 2004 cover athlete Shawn Green returns as a
company spokesperson and consultant for another season. Green has become one
of the most feared left-handed sluggers in the game. The right-fielder/first
baseman has posted 281 home runs, 885 RBI and 1,560 hits during his 12-year
career.

Joining Guerrero, Chavez, Glaus, and Green, Cincinnati Reds Adam Dunn returns
for his third year as a 989 Sports spokesperson and consultant. The six-foot,
six-inch, 240-pound All Star has quickly established himself as one of the
league's premier power hitters, racking up 118 home runs in only three and a
half seasons.

Set for a Spring 2005 release, MLB 2006 is the latest edition of a franchise
that has established itself as a third-year phenom for the PlayStation(R)2
computer entertainment system. To enhance the gameplay experience and provide
gamers with an authentic, yet unique simulation, MLB 2006 provides baseball
fans with numerous gameplay nuances including an enhanced Artificial
Intelligence (AI), new graphics and the return of EyeToy(TM) functionality,
once again assuring the most realistic baseball experience on the virtual
diamond.

Dedicated to staying atop the baseball field, MLB 2006 has integrated new
gameplay options in order to make it the deepest baseball game ever produced.
Innovations like the all-new Branch Point Technology (BPT) give gamers the
ability to field the ball and pre-load a throw through seamless fielding
transitions, while an all-new Pitcher Confidence feature gives baseball fans
the ultimate duel through a revised pitcher/batter interface that binds
player rating attributes with individual gamer skills.

Known for its extensive list of game modes, MLB 2006 continues to build upon
the success of the franchise by enhancing its gameplay options. A new
Franchise Mode includes an all-new Player Morale System that tracks player
morale on every level and applies it to the player's day-to-day performance,
and the new Career Mode lets gamers play from the player's perspective and
control their own destiny from the start to the finish of their career, based
on their on-field performance.

The independent Entertainment Software Rating Board (ESRB) rating for MLB
2006 is "RP" for Rating Pending. For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, Gretzky NHL 2005(TM), NCAA(R) Final
Four(R) and NCAA(R) GameBreaker(TM), 989 Sports is committed to developing
authentic and innovative sports games to appeal to both the professional
athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/

Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc. Visit the official website at MLB.com.
(C) MLBPA, Official Licensee-Major League Baseball Players Association. Visit
the Players Choice on the web at www.bigleaguers.com. (C) 2005 by STATS, Inc.
Any commercial use or distribution of the Licensed Materials without the
express written consent of STATS is strictly prohibited. Silver Bat is a
trademark of Hillerich & Bradsby Co., Louisville, KY. Rolaids Relief Man
Reward is a registered trademark of Warner-Lambert, a Pfizer Company. 989
Sports and the 989 Sports logo are trademarks of Sony Computer Entertainment
America Inc. (C) 2005 Sony Computer Entertainment America Inc

Source: Sony Computer Entertainment America Inc.

Web site: http://www.playstation.com/
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World Tour Soccer 2006 Announced for PlayStation(R)2

Revered Soccer Franchise Scores with Enhanced Gameplay and Non-Stop
True-to-Life Soccer Action

FOSTER CITY, Calif., Jan. 18 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that World Tour Soccer 2006 from 989 Sports(R)
will be available in stores this Spring, marking the fourth iteration of the
critically acclaimed soccer franchise. Developed exclusively for the
PlayStation(R)2 computer entertainment system, World Tour Soccer 2006
features an unprecedented line-up of teams and players from around the globe
in order to bring the excitement of the world's most popular sport to the
forefront for gamers and soccer fans alike.

Building upon the roots of the franchise, World Tour Soccer 2006, provides
gamers with a familiar yet enhanced gameplay experience, complete with even
more features, players, teams and stadiums. Highlighted by more than 935
international and club teams from around the globe, along with an astounding
19,000 FIFPro licensed players from 32 different leagues, eight international
tournaments and 28 unique stadiums, the global game of soccer has been
recreated with exceptional detail in order to capture its enormous scope and
popularity.

To enhance the experience on the virtual pitch, World Tour Soccer 2006
features EyeToy(TM) functionality and the all-new Digimask(TM) technology.
Utilizing the EyeToy USB camera (for PlayStation 2), sold separately, gamers
can take snapshots of themselves and literally get into the game. Once the
player has taken their self-portraits, Digimask technology converts the
high-resolution images of a gamer's head into a full 3D model so that they
can personally battle against the world's best.

"World Tour Soccer 2006 is the most true-to-life soccer game on the market,
complete with an unmatched roster of the world's best players and top teams
from around the globe," said Scott Rohde, director of product development,
989 Sports. "The attention to detail, endless number of play options, and
inclusion of EyeToy functionality make this game not only enjoyable for
gamers of all ages, but challenging for even the most intense soccer fan."

World Tour Soccer 2006, the most realistic soccer simulation to date, allows
gamers to choose from multiple modes of play including Exhibition Match,
Season, Career and Challenge Mode, giving players the option of playing a
quick game or the opportunity to play out a grueling season where they'll
have to manage player contracts, trades, salary caps and injuries.

Additionally, World Tour Soccer 2006 offers hard-core soccer enthusiasts a
Competition Mode, in which players can create their own Custom Cup or Custom
League to their exact specifications, all while highlighting their own Custom
Team. With successful play, gamers will be able to unlock hidden teams,
stadiums, and cheats to help fill up their trophy cabinet with any of the 49
available trophies.

Developed by true soccer fans at Sony Computer Entertainment Europe's London
Studios, World Tour Soccer 2006 sets the bar for unmatched play options and
realism. An enhanced Artificial Intelligence (AI) brings a new level of
authenticity to life during shots on goals, defensive tackles and countless
other moves during matches, while new animations, passionate celebrations,
enhanced lighting effects and the option of having broadcasters announce in
four different languages, will have fans screaming, "goal!"

The independent Entertainment Software Rating Board (ESRB) rating for World
Tour Soccer 2006 is "RP" for Rating Pending. For more information about the
ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), NCAA(R) GameBreaker(TM), NBA ShootOut, Gretzky NHL(R), NCAA(R)
Final Four(R) and MLB(TM), 989 Sports is committed to developing authentic
and innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .
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NAMCO HOMETEK INC. BRINGS THE NEWEST ADVENTURE IN THE EPIC RPG SERIES ARC THE
LAD(R)

Arc the Lad(R): End of Darkness Due Out This May Exclusively For
PlayStation(R)2

San Jose, Ca., (January 25, 2005) - Leading video games publisher and
developer Namco Hometek Inc. announced today it will be continuing the epic
Arc The Lad(R) series this May with the next installment Arc the Lad(R): End
of Darkness for the PlayStation(R)2 computer entertainment system.

Arc the Lad(R): End of Darkness takes place five years after, yet in the same
world as Arc the Lad(R): Twilight of the Spirits. Players take the role of
Edda, a young man whose youth is marked by a "boring island life". His
serenity is shattered, however, when he meets Kirika, a rude young woman, on
the beach. Shortly after, Edda tries to help a hunter capture vicious
criminals, but the latter gets killed. Edda notices Kirika standing nearby,
and his suspicions begin to grow about the mysterious young woman. Edda who
has awakened as a full-fledged exorcist becomes a hunter himself, and
realizing a sense of responsibility to save the weakened world, he sets out
on a remarkable journey that will ultimately pit civilization against nature.

"We are excited to be able to bring the long-running Arc The Lad(R) series
back to game fans in this newest installment," said Jeff Lujan, Business
Director at Namco Hometek Inc. "With new features such as real-time action
and the return of original characters from the series, this next episode is
sure to be a hit with RPG fans everywhere."

The first real-time action-style battle system in the Arc the Lad(R) series,
Arc the Lad(R): End of Darkness delivers remarkable battle intensity as
players perform real-time combat combos, equip items and cast magic. The
series that has been highly successful in Japan returns to the US with an
improved upgrade and guild system, all the while a deep storyline unfolds
that brings the return of 24 favorite characters in the series, each with his
or her own unique weaponry and skills.

Take your favorite single player character online in intense match mode
battles with up to 8 players (playing 4-on-4), or in a team-based coop mode
where teams of 4 proceed through the missions, search for rare items by
defeating enemies in dungeons, and chat live. Online exclusive missions are
included for a truly unique online experience.

Arc the Lad(R): End of Darkness is due out this May exclusively for
PlayStation(R)2.

###

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

"PlayStation" is a registered trademark of Sony Computer Entertainment Inc.

(C)2005 Sony Computer Entertainment Inc.
"Arc the Lad" is a registered trademark and "End of Darkness" is a trademark
of Sony Computer Entertainment Inc.
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SNK PLAYMORE USA CORPORATION Ships THE KING OF FIGHTERS 02/03 Combo Pack for
the PlayStation(R)2

Two of the Greatest Arcade Fighters of All Time for Under $40

WALL, NJ. - February 8, 2005 - SNK PLAYMORE USA CORPORATION, the US
publishing arm of the SNK PLAYMORE CORPORATION, announced today that THE KING
OF FIGHTERS 2002 and 2003 combo pack for the PlayStation(R)2 computer
entertainment system has shipped to retailers across North America. This
ultimate double pack collection of 2D fighting will come on two DVDs and will
be specially priced at $39.99.

Since 1994, THE KING OF FIGHTERS series has brought together a collection of
warriors from SNK's top game franchises such as FATAL FURY, ART OF FIGHTING,
and SAMURAI SHODOWN, and has appeared on a variety of gaming platforms, as
well as in the arcade. As of 2005, over 3 million copies of the series have
sold for consoles.

"THE KING OF FIGHTERS 2002 and 2003 help show that 2D fighting games need
never go out of style," said Greg Kasavin in GameSpot's preview. According to
Game Informer Magazine, "...for 10 years there has been one noteworthy
franchise holding vigil over the 2D fighting genre, keeping it alive year by
year by infusing it with new energy and innovations: SNK's THE KING OF
FIGHTERS."

"THE KING OF FIGHTERS 02/03 combo pack will be the first of a slew of
releases for consoles in 2005. SNK fans around the world are going to be very
busy this year" said Ben Herman, President, SNK PLAYMORE USA CORPORATION.


About THE KING OF FIGHTERS 2002
This "Collection of Highlights" brings together famous characters from KOF
1999, 2000, & 2001and the exciting fighting systems which have made THE KING
OF FIGHTERS the ultimate in 2D fighting. All of the great fighting teams are
included, like the Fatal Fury Team featuring Terry and Andy Bogard, or the
beautiful Mai from the Woman Fighters Team, and many more.


KOF 2002 features:
"       A total of 44 characters from KOF 96 through KOF 2001 available for
the first time in one arena
"       Thirteen extreme 2D fighting teams with 5 bonus characters
"       Revives the extremely popular 3 on 3 battle format
"       Upgraded Max-On Power System
"       Over-the-top Super Special Moves to cause extreme damage


About THE KING OF FIGHTERS 2003
THE KING OF FIGHTERS 2003 marked the beginning of a new epic saga in the KOF
series. KOF 2003 also introduced SNK's now popular "Multi-Shift System" which
allows for the free substitution of any team member during battle.

KOF 2003 features:
"       8th episode of the franchise
"       A total of 35 characters yielding 11 of the most dangerous 2D
fighting teams ever assembled plus hidden boss characters.
"       Introducing 10 beautifully rendered 3D battle stages
"       Features the new "Multi-Shift" system, allowing the free substitution
of teammates during battles.
"       Select your team leader with the new "Tactical Leader System"
"       Learn the combo moves for your favorite fighters and unleash massive
attacks

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. You can find more
information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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Manchester United and US National Team Goalkeeper Tim Howard to Appear on
Cover of World Tour Soccer 2006 for PlayStation(R)2

2004 English Premier League Keeper of the Year Takes the Net for Popular
Soccer Franchise

FOSTER CITY, Calif., Feb. 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the signing of Manchester United and U.S.
National Team goalkeeper, Tim Howard, to be the cover athlete for the
upcoming release of World Tour Soccer 2006 for the PlayStation(R)2 computer
entertainment system. Howard dove into the spotlight when he joined the famed
club, Manchester United, for the 2003-2004 season, helping his team win the
Charity Shield and prestigious FA Cup, and in doing so was named EPL
Goalkeeper of the Year.

A North Brunswick, New Jersey native, Howard excelled at soccer at a young
age and was provided an opportunity to live every athlete's dream - to play
their sport of choice, professionally, and in their own backyard. Signed by
Major League Soccer (MLS) and drafted by NY/NJ MetroStars in 1998, Howard had
a breakthrough year in 2000 where he had an impressive 1.59 goals against
average while starting nine games, while also splitting his time with the
U.S. Men's Olympic Team which placed fourth at the Sydney Games. During the
2001 MLS season, Howard became the Metro's starting goalkeeper and was named
an MLS All-Star after recording four shutouts and leading the league in saves
(146). As a result of his spectacular play that season, he became the
youngest player ever to be awarded the Aquafina Goalkeeper of the Year.

"Tim Howard has distinguished himself as one of the most dominant keepers in
the today's global game. With his aggressive style of play and commitment to
excellence, Howard is the perfect fit to represent World Tour Soccer 2006 and
the 989 Sports brand," said Scott Rohde, director of product development, 989
Sports. "We are honored to have Howard join our team and look forward to his
input and participation in the promotion of World Tour Soccer 2006 as we
continue our tradition of creating the most authentic sports games on the
market."

Throughout his career, Howard has been recognized for his aggressive and
commanding presence between the posts. The 25-year-old keeper is considered
one of the most active goodwill ambassadors in the game today. At a young
age, Howard was diagnosed with Tourette's Syndrome. As Howard has become an
internationally recognized star of his sport, he has dedicated himself to
creating a greater awareness for the neurological disorder. On November 12,
2001 he was named to the Board of Directors of the Tourette Syndrome
Association of New York. He was later awarded New York Life Humanitarian of
the Year award and in 2004 Howard was named Tourette's Syndrome Person of the
Year. Howard has become a shining example, proving that obstacles can be
overcome, goals can be reached, or blocked in this case, and dreams can come
true.

Now in its fourth year, World Tour Soccer 2006 promises to build upon the
roots of the popular 989 Sports(R) soccer franchise and deliver a familiar
yet enhanced gameplay experience, complete with even more features, players,
teams and stadiums. Highlighted by more than 935 international and club teams
from around the globe, along with an astounding 19,000 FIFPro licensed
players from 32 different leagues, eight international tournaments and 28
unique stadiums, the global game of soccer has been recreated with
exceptional detail in order to capture its enormous scope and popularity.

Known for its comprehensive and realistic list of gameplay options including
Exhibition Match, Season, Career, Challenge, and Competition Mode, World Tour
Soccer 2006 will offer new features to enhance the experience on the virtual
pitch. An all-new Cup Mode will allow the individual to revisit and play with
any of the past teams from previous editions, while EyeToy(TM) functionality
allows gamers to take a snapshot of themselves, put their face into the game,
and compete against the world's best.

The independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer2006 "E" for Everyone. For more information about the ESRB visit
http://www.esrb.org/.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, Gretzky(TM) NHL(R) 2005, NCAA(R) Final
Four(R) and NCAA(R) GameBreaker(R), 989 Sports is committed to developing
authentic and innovative sports games to appeal to both the professional
athlete and hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/
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EMBARK ON AN EPIC JOURNEY...
XENOSAGA(R) EPISODE II NOW AVAILABLE

Sequel To Million-Unit Selling Predecessor Arrives On Store Shelves

SANTA CLARA, Calif., (February 15, 2005) - Leading video games developer and
publisher Namco Hometek Inc. announced today its highly anticipated
role-playing game, Xenosaga(R) EPISODE II: Jenseits von Gut und BOse, has
shipped to North American retail outlets. Developed by Monolith Software Inc.
in Japan, Xenosaga EPISODE II continues the celebrated story of Xenosaga(R)
EPISODE I: Der Wille zur Macht, which sold more than a million units
worldwide. Exclusively for the PlayStation(R)2 computer entertainment system,
Xenosaga EPISODE II is rated T for Teen and carries an MSRP at retail of
$49.99.

"Xenosaga EPISODE II is certain to captivate franchise fans and newcomers
alike," said Yoshi Niki, Business Unit Director at Namco Hometek Inc. "The
Xenosaga series truly embodies the role-playing genre, and we are proud to
deliver gamers with a title that boasts both a sophisticated, compelling
storyline and exceptional game play."

Xenosaga EPISODE II brings players to a world thousands of years into the
future, where war is rampant and humanity is battling for survival against a
mysterious alien race known as the Gnosis. Incredible cinematics bring to
life Xenosaga EPISODE II's epic storyline, which begins on Second Miltia with
an elite cast of new and returning characters reaching the planet to recover
the key to the Y-data hidden inside MOMO. Players must uncover the secrets
surrounding the Miltian Conflict and delve further into the many unresolved
questions and mysteries posed in Xenosaga EPISODE I.

Xenosaga EPISODE II features a fully customizable character growth system,
allowing players to utilize more than 100 different skills such as Last
Revenge, Overload and Double Power to equip characters with extraordinary
abilities and overcome the most difficult situations. The game's enhanced
battle system and refined boost system lets players execute devastating
two-character "Double Attacks" including Archangel's Requiem, Fiery
Ritornelle and the Gravity Bomb. With expansive worlds, fascinating
characters and an engaging story, Xenosaga EPISODE II takes players on a
philosophical journey filled with mystery, intrigue and surprise.

For more information on Xenosaga EPISODE II, please visit www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
Santa Clara, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

Xenosaga(R) EPISODE II Jenseits von Gut und BOse&(C)2001 2004 NAMCO LTD., ALL
RIGHTS RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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KONAMI'S NANOBREAKER(TM) SLASHES ITS WAY TO RETAIL STORES

World Renowned Producer of Castlevania(R) Brings Gamers a New
Futuristic Sci-Fi Gameplay Experience

REDWOOD CITY, Calif. - February 15, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that NanoBreaker(TM) for the PlayStation(R)2 computer entertainment system
has shipped to retail stores nationwide. Developed by Koji Igarashi, the
producer of the legendary Castlevania(R) series, NanoBreaker puts a unique
shape-shifting Plasma Blade into the hands of gamers as they rip their way
through an extraordinary sci-fi world to defend humankind from annihilation.

In NanoBreaker, players assume the role of Jake Warren, a military cyborg
torn between his human emotions and his deadly machine instinct. When the
nanomachines go awry, they begin to harvest the blood of humans and the iron
of buildings in an effort to construct an army of monster machines. Entire
populations and whole colonies are assimilated. Only Jake can stop the
onslaught.

The fast-paced gameplay of NanoBreaker keeps players moving through numerous
futuristic stages. Featuring intuitive controls for beginners and advanced
combos for expert gamers, the game's unique, transformable Plasma Blade
weapon allows for a myriad of gameplay options, including slicing, grabbing,
and smashing enemies. Maintaining the intense level of gameplay throughout
the adventure, gamers will also experience extreme over-the-top visual CG
cinematic scenes that add more depth and story to the game.

To capture stylistic blade actions and movement in the game, the development
team worked closely with the stunt theater company, JAPAN ACTION ENTERPRISE
CO, LTD., who has collaborated with numerous Hollywood action-film
celebrities as well as Japanese martial arts stars.

NanoBreaker is rated M for "Mature" by the ESRB and is available for the SRP
of $39.99. To learn more about the game, please visit:
http://www.konami.com/gs/nanobreaker.

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR SOLID(R), SILENT HILL(R) and CASTLEVANIA(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

Nano Breaker(TM) is a trademark of Konami Computer Entertainment Tokyo, Inc.
(C) 2005 Konami Computer Entertainment Tokyo. "PlayStation" and the "PS"
Family are registered trademarks of Sony Computer Entertainment Inc. All
other trademarks are the property of their respective owners.
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KONAMI ANNOUNCES U.S. RELEASE DATE FOR ITS
HIGHLY ANTICIPATED DRIVING SIMULATION
ENTHUSIA(TM) - PROFESSIONAL RACING -

Special ENTHUSIA Demo Playable At The Ford Motor Company Booth At The 2005
Chicago And New York Auto Shows

REDWOOD CITY, Calif. - February 16, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that ENTHUSIA(TM) - Professional Racing - will be released exclusively for
the PlayStation(R)2 computer entertainment system nationwide on Tuesday, May
3, 2005. Featuring true-to-life physics, groundbreaking gameplay mechanics,
and pixel-perfect graphics, ENTHUSIA is the most authentic driving experience
for auto enthusiasts of all ages.

Players will get a chance to experience the thrill of ENTHUSIA before it
ships when the game makes its first public appearances at the Ford Motor
Company booth at the Chicago Auto Show on February 11-20 at McCormick Place
and at the New York Auto Show on March 25-April 3 at the Jakob K. Javits
Convention Center. Three game kiosks will be on display, each loaded with a
special playable demo of ENTHUSIA created especially for the Ford Motor
Company exhibits. The demo features the 2005 Ford Mustang GT and the 2005
Ford GT -- just two of the hundreds of automobiles from more than 50 of the
world's top auto manufacturers that will be included in the final version of
the game. Show attendees will have a chance to put these two stunning,
high-performance vehicles through their paces and see why ENTHUSIA is the
most realistic driving experience on a video game console.
ENTHUSIA steps away from the norm in the racing genre, opting to focus on
driving rather than the time spent "under the hood." Winning will require
superior driving ability, establishing ENTHUSIA as a true simulation for
driving enthusiasts who appreciate the details of car physics, performance
and motion. The realism of the game is bolstered by the innovative and
proprietary Visual Gravity System, which conveys a true sense of G-forces
experienced by high-speed driving and maneuvering around a race track. This
innovative feature is a first for a driving game and gives gamers the ability
to see and "feel" the pressure exerted on a car.

ENTHUSIA will be rated "E" for Everyone by the ESRB. To learn more about
ENTHUSIA, visit www.konami.com/enthusia.

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(TM)(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

# # #

(C)2005 KONAMI

"KONAMI" is a registered trademark of KONAMI CORPORATION. "ENTHUSIA" and
"ENTHUSIA - PROFESSIONAL RACING -" are trademarks of KONAMI CORPORATION. All
manufacturers, cars, names, brands and associated imagery featured in this
game are trademarks and/or copyrighted materials of their respective owners.
Ford GT, FORD MUSTANG, and MUSTANG GT are registered trademarks owned and
licensed by Ford Motor Company. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. All rights
reserved. (C)2005 Sony Computer Entertainment Inc.
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KONAMI'S YS: THE ARK OF NAPISHTIM SHIPS TO RETAIL STORES NATIONWIDE

New Adventure in the Multi-Million selling RPG Series Comes to the
PlayStation(R)2

REDWOOD CITY, Calif. - February 22, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Ys: The Ark of Napishtim(TM) for the PlayStation(R)2 computer
entertainment system has shipped to retail stores nationwide. It is the sixth
game in the multi-million selling series and is Japan's most popular
role-playing game (RPG) for PC CD-ROM. Marking the return of the franchise to
North America after 13 years, fans of the series will once again embark on an
epic new adventure.

The fantastical tale of Ys: The Ark of Napishtim will take players on an
incredible adventure through beautifully rendered environments, both at sea
and on land, as they explore the mysterious Vortex of Canaan. Taking on the
role of the red-headed hero, Adol Christin, players will embark on an all-new
journey packed with exciting plot twists and unforgettable characters.
Players will fight dozens of enemies and partake in strategic boss battles
using numerous sword combinations, special attacks and magical spells. Filled
with hours of excitement and featuring stunning graphics, this action RPG
delivers a uniquely deep and compelling gameplay experience. Further
enhancing the gameplay is the epic musical score that was specifically
composed to match the majesty of the game.


Ys: The Ark of Napishtim is rated "T" for Teen by the ESRB and is available
for the suggested retail price of $39.99. For more information on Ys, go to
www.konami.com/gs.

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

(C) 2005 Konami Digital Entertainment (C) 2003 Nihon Falcom Corporation. All
rights reserved. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.
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NIS America Unveils MAKAI KINGDOM: CHRONICLES OF THE SACRED TOME for the
PlayStation(R)2

Next Great Strategy Role-Playing Game Coming to North America in July

Anaheim, Calif. (March 4, 2005) - Leading strategy role playing game
publisher NIS America Inc. announced today its plans to release Makai
Kingdom: Chronicles of the Sacred Tome for the PlayStation(R)2 computer
entertainment system. Makai Kingdom is the latest in a line of hit strategy
roleplaying games that includes Disagaea: Hour of Darkness, La Pucelle:
Tactics, and Phantom Brave. The North American release of Makai Kingdom is
scheduled for July 2005.

About Makai Kingdom
An attempt to rewrite history gone terribly wrong, Lord Zetta the ruler of
netherworld brought destruction upon himself. When all seemed lost, three
evil overlords appear before Lord Zetta to help him recreate his world. Now
Lord Zetta wages war on a new world to become the supreme ruler once again,
while the three overlords entertain themselves by creating more trouble for
Lord Zetta.

Players will take on the role of Lord Zetta to command an army of determined
fighters to reclaim what has righteously been his, the netherworld. Gamers
will battle enemies ranging from vicious demons to determined soldiers with
both modern and ancient warfare. Slash your enemies with the good old
broadsword or blast your way through with the deadly rocket launcher; the
choices are yours.

Makai Kingdom introduces a new summoning system referred to as the INVITE
system that summons your facilities that contain army units to the
battlefield. Every facility summoned to the battlefield will contain your
troops that are then deployed to battle your hated enemies.

In Makai Kingdom, battle maps are randomly generated, offering a new gaming
experience every time you play. With unlimited variations of maps, gamers can
expect countless hours of game play.

Makai Kingdom Features:
"       Create, grow, and govern your own kingdom
"       Players can build anything from weapons factories to hospitals to dog
houses
"       During your battle phase summon facilities from your kingdom onto the
battle field
"       Create, customize and equip your troops for battle
"       Modern day weaponry such as gatling guns and flame-throwers combine
with more traditional weapons such as katanas and battle-axes.

About NIS America, Inc.
NIS America, Inc. (NIS America) subsidiary of Nippon Ichi Software, Inc. of
Japan (Nippon Ichi Software), established its North American operations on
December 24, 2003. Based in Anaheim, California, NIS America, Inc. is a game
software publisher that localizes, markets, and publishes Nippon Ichi
Software titles among others.

Nippon Ichi Software was founded in 1994 in Gifu, Japan, as an entertainment
software company. Since then Nippon Ichi Software has grown into an
international company focused on creating innovative video game products.

###
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MLB(TM) 2006 Set to Hit One Out of the Park on PlayStation(R)2

Popular MLB(TM) Baseball Franchise Steps Up to the Plate With All-New
Features and Gameplay Enhancements

FOSTER CITY, Calif., March 8 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of MLB(TM) 2006 for the
PlayStation(R)2 computer entertainment system. Now available in stores, MLB
2006 provides an unmatched broadcast presentation that brings together
intense gameplay, fluid action, cut scenes, animations and sound to provide
an engrossing authentic baseball simulation.

Officially licensed by Major League Baseball Properties (MLBP), Major League
Baseball Advanced Media (MLBAM) and the Major League Baseball Players
Association (MLBPA), the popular baseball franchise comes out swinging for
the fences with enhanced gameplay to provide gamers the most realistic
experience from the diamond. The all-new Release Point Pitching with Pitcher
Confidence Meter shows the true battle between pitcher and batter. A
pitcher's high confidence allows the pitcher to paint the corners from the
mound, while frequent mistakes will make it harder to hit the spots over home
plate. Additionally,

MLB 2006 incorporates the all-new PlayMaker Fielding that provides better
fielding interaction by combining player attributes with a gamer's skill
level to make the play.

Popular gameplay features return with MLB 2006, such as EyeToy(TM)
functionality. Gamers can literally see themselves in the game as they battle
against the Major League's best. Using the EyeToy USB camera for
PlayStation(R)2 (sold separately), gamers can take a snapshot of themselves,
put their face into the game and truly become a major leaguer. Additional
returning gameplay favorites include enhanced Branch Point Technology (BPT)
for seamless fielding transitions and smooth base running, and online
playability with voice chat capabilities using the USB Headset for
PlayStation(R)2 (sold separately).

Known for its extensive list of game modes, MLB 2006 continues to build upon
the success of the franchise with enhanced authenticity. A new, deeper
Franchise Mode includes an all-new Player Morale System that tracks player
morale on every level and applies it to the player's day-to-day performance.
From player scouting, player deals, television contracts and promo-nights, to
the prices of parking, tickets and concessions, the new, deeper Franchise
Mode puts the success or failure of a club on the decisions of gamers who
think they can run the show.

For the diehard baseball fans, the new Career Mode lets gamers play from the
player's perspective and control their own destiny from the start to the
finish of their career, based on their on-field performance. Having the
ability to interact with the manager and teammates in Career Mode allows
gamers to raise concerns about playing time, trades, negotiate a higher
salary or even provide a tell-all interview with the media.

"MLB 2006 illustrates our commitment to delivering the most authentic
baseball experience to baseball fans and gamers alike," said Scott Rohde,
director of product development, 989 Sports. "By presenting gamers with the
finer details and nuances of the game, MLB 2006 provides an opportunity to
look and feel what it's like to play in the show."

This year, Vladimir Guerrero, the 2004 American League MVP, joins the 989
Sports(R) Team as the MLB 2006 cover athlete. A top defensive playmaker and
premier offensive threat, the Angels outfielder will team up with a host of
other top MLB stars to promote the popular baseball title, including Oakland
A's third baseman Eric Chavez, Arizona Diamondbacks third baseman Troy Glaus,
Arizona Diamondbacks outfielder Shawn Green, and Cincinnati Reds outfielder
Adam Dunn, all of whom will continue in their roles as contributors,
consultants, and spokespersons.

Marketing efforts for MLB 2006 include a multi-million dollar marketing
campaign across TV, radio, print and online, that will run nationally
throughout the entire baseball season. Additionally, MLB 2006 will receive
full public relations and promotional support, as well as dedicated
point-of-purchase displays and merchandising support.

The independent Entertainment Software Rating Board (ESRB) rates MLB 2006 "E"
for "Everyone." For more information about the ESRB visit www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NCAA(R) Final Four(R) and NCAA(R)
GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.989sports.com/ .

NOTE: Major League Baseball, Minor League Baseball and the National Baseball
Hall of Fame and Museum trademarks and copyrights are licensed through Major
League Baseball Properties, Inc. Visit the official website at MLB.com. (C)
2005 MLBPA, Official Licensee-Major League Baseball Players Association.
Visit the Players Choice on the web at www.MLBPlayers.com. (C) 2005 by STATS,
Inc. Any commercial use or distribution of the Licensed Materials without the
express written consent of STATS is strictly prohibited. Silver Bat is a
trademark of Hillerich & Bradsby Co., Louisville, KY. Rolaids Relief Man
Reward is a registered trademark of Warner-Lambert, a Pfizer Company. 989
Sports and the 989 Sports logo are trademarks of Sony Computer Entertainment
America Inc. (C) 2005 Sony Computer Entertainment America Inc.

Source: Sony Computer Entertainment America Inc.
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MIDWAY PROVES IT HAS GAME AS NBA BALLERS(R) ACHIEVES "GREATEST HITS" STATUS
ON PLAYSTATION(R)2

Smash-Hit NBA Lifestyle Videogame Scores Big with Fans and at Stores; Now
Available for $19.99

CHICAGO - March 17, 2005  - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment software publisher and developer, today announced
that its highly acclaimed, NBA lifestyle basketball title, NBA Ballers, has
been added to Sony Computer Entertainment America's (SCEA) "Greatest Hits"
collection, just eleven months after its release. NBA Ballers, developed by
Midway studios in Chicago, is now available for the suggested retail price of
$19.99 at U.S. retail outlets nationwide.

 To qualify as a SCEA "Greatest Hit," a PlayStation(R)2 game must have been
on the market for a minimum of nine months and have sold-through more than
400,000 units in North America; a criteria NBA Ballers easily surpassed. NBA
Ballers skyrocketed to "Greatest Hits" status by shipping over 1 million
units worldwide since its April 2004 release.

 "It's a terrific honor when a Midway title becomes part of the 'Greatest
Hits' collection because it's an unequivocal indication that consumers have
really embraced your product," said Steve Allison, chief marketing officer,
Midway. "We are thrilled by the strong performance of NBA Ballers thus far
and we are eager to provide fans the opportunity to take advantage of the
title's new special pricing."

 Other Awards & Nominations for NBA Ballers Include:
  *  GameSpot.com - Nominated for "Best Alternative Sports Game of 2004"
  *  GamePro - "Readers Choice Awards" Winner
  *  Playboy - "Game of the Month" (April 2004)
  *  SpikeTV - Nominated for "Best Sports Action Game of 2004"
  *  AIAS - Nominated for "Action Sports Game of the Year" & Outstanding
Achievement in Original Musical Composition

About NBA Ballers(R)

Officially licensed by the NBA and NBA Legends, NBA Ballers is the only
basketball videogame to deliver the pure essence of basketball by
highlighting the excitement of the one-on-one competition set within the
fantasy lifestyle of an NBA superstar. By focusing on intense hoops
match-ups, Midway created each and every NBA Baller and NBA Legend with a
specific skill set in mind. Featuring 60 current NBA superstars and 24
all-time player legends, NBA Ballers takes the game out of the arenas for an
up-close and personal one-on-one experience.

About Midway

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany and London, UK, Midway Games
Inc. (NYSE: MWY) is a leading developer and publisher of interactive
entertainment software for major video game systems. More information about
Midway can be obtained at  www.midway.com.

 The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2004 NBA Properties, Inc. All rights reserved.
Distributed under license by Midway Home Entertainment Inc. MIDWAY and
BALLERS are trademarks of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. All other trademarks are the property of their respective companies.
Midway has provided the GameSpot.com link solely as a convenience for you.
The information on this site has been prepared by third parties, and Midway
does not monitor, endorse or accept responsibility for the content on
non-Midway sites

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in our
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission.

 # # #
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Rave Reviews Nationwide Spark High Anticipation for God of War(TM) as the
2005 Must-Have Game on PlayStation(R)2

Players Take the Role of an Ex-Spartan Warrior and Embark on a Merciless
Quest to Destroy Ares, the God of War

FOSTER CITY, Calif., March 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the North American release of God of War(TM),
available exclusively for the PlayStation(R)2 computer entertainment system.
Developed by Sony Computer Entertainment America's Santa Monica Studios and
created by the director of the multi-million selling Twisted Metal(R)
franchise, God of War is a single-player action-adventure game based on the
dark brutal world of Greek mythology. In God of War, players take the role of
an ex-Spartan warrior named Kratos and embark on a merciless quest to destroy
Ares, the God of War. Featuring a multi-million dollar national marketing
campaign, God of War is targeted at various casual and enthusiast media
outlets. God of War also features an original music score that is available,
for a limited time only, for free download to all consumers who purchase the
game at Sony Connect (www.connect.com/gow).

Since its debut at E3 2004, media and consumer response to God of War has
generated numerous high review scores, claiming it to be the must-have game
on PlayStation 2:

God of War Review Scores

Game Informer Magazine -- 10/10 (May 2005); Electronic Gaming Monthly --
10,9.5,10 (May 2005); IGN -- 9.8/10; Gamespot -- 9.3/10; GamePro Magazine --
4.5/5; 1up.com -- 10/10; Playboy Magazine -- 3.5/4; MAXIM Magazine -- 5/5
Stars (April 2005); PLAY Magazine -- 9.5/10 (May 2005); PSM Magazine --
9.5/10 (May 2005); Yahoo! Games Domain -- 9/10.

"God of War delivers on the 'back of the game box' promise of sending players
on an amazing epic adventure and with the high review scores for the game, we
strongly urge all our PlayStation 2 fans to add this game to your library,"
states David Jaffe, creative designer for God of War, Sony Computer
Entertainment America. "From its deep storyline to fluid combat system, we've
worked on this game for over three years to offer the player a gameplay
experience that is both unique and groundbreaking for all types of players.
Set in the brutal world of Greek mythology, God of War has the player
experiencing tons of locations to explore, intense combat, unique puzzles,
coupled with some of the darkest creatures like Medusas, Minotaurs, Cyclops.
... and it's all wrapped up in a plot that will blow your mind!"

Storyline/Gameplay Description For God of War

The storyline for God of War is based in ancient Greek mythology where
players take the role of Kratos, an ex-Spartan warrior bent on military
success and combat. Through the course of this epic adventure, which is told
in flashback -- Kratos makes a pact with Ares, the God of War, in order to
save his mortal life. The decision forever changes his destiny and sets in
motion an irreversible series of events that drive Kratos mad and leads him
down a path of revenge against Ares. Kratos will have to overcome adversity
in the form of mythological monsters, legions of undead soldiers, and
amazingly dangerous and brutal landscapes to find Pandora's box and defeat
Ares.

In God of War, the gameplay involves various plot twists that take the player
through explosive, aggressive action fused with traps, stunts and
story-driven puzzles. Featuring up to an hour of cinematic sequences and a
deep combat system built around the Blades of Chaos -- unique double chain
blade weapons permanently strapped onto Kratos' forearms, God of War takes
the player through various environments that has them fighting fierce
enemies, swinging on ropes, scaling mountain cliffs, swimming through rivers
and sliding down zip lines resulting in a one-of-a-kind action-packed Greek
mythology adventure. For more information on God of War, please visit
www.godofwar-thegame.com.

Additional features include an extensive combat system and innovative magic
system (upgradeable to three levels for expansion of weapon power and range)
where the player can use Medusa's head to freeze enemies or strike them with
Zeus' thunderbolt. God of War also features a variety of challenging levels;
players can brave deadly sandstorms, explore submerged ruins, and overcome
the fiendish traps of a temple built on the back of a cursed giant.

For the North American release of God of War, Sony Computer Entertainment
America will support it with a multi-million dollar advertising campaign that
includes:

National Broadcast/Cable Advertising Campaign

The television campaign for God of War kicked off on March 15 and airs during
various late-night cable and syndicated programming. A total of two different
executions will air on networks such as SPIKE TV, MTV, Comedy Central, TNT,
Sci-Fi Network, FOX Sports and ESPN 2, as well as G4 Network.

National Print Advertising Campaign

To support the mainstream appeal of God of War, a massive print advertising
campaign running over five months will reach millions of readers through a
wide variety of hardcore enthusiast and casual national consumer publications
including (ie: FHM, STUFF, Rolling Stone, ESPN, and many more). Targeted
enthusiast publications include leading gaming magazines such as Electronic
Gaming Monthly, The Official U.S. PlayStation Magazine, Game Informer PSM,
Game Pro, PLAY and more). In addition, an aggressive online advertising
campaign will reach millions of readers through outlets such as Atom Films,
IGN, Gamespot, Yahoo! Games and many more.

The independent Entertainment Software Rating Board (ESRB) has rated God of
War "M" for Mature. For more information about the ERSB visit www.esrb.com.

About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable). The PlayStation 2 computer entertainment system is
set to revolutionize the home entertainment market, offering the most
compelling interactive content and the capability to be used as a network
terminal in the coming broadband era. PSP system is a new portable
entertainment system that allows users to enjoy 3D games, with high-quality
full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP portable
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

NOTE: PlayStation and the PlayStation logo are registered trademarks of Sony
Computer Entertainment Inc. PSP is a trademark of Sony Computer Entertainment
Inc.
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World Tour Soccer 2006 Heads Onto PlayStation(R)2

Popular Soccer Franchise Sets Line up With an Incredible 19,000 Players,
Advanced Artificial Intelligence, All-New Features and Gameplay Enhancements

FOSTER CITY, Calif., March 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the launch of World Tour Soccer 2006 for the
PlayStation(R)2 computer entertainment system. Now available in stores, the
World Tour Soccer franchise has established itself as one of the most popular
soccer titles by featuring the tightest, most realistic soccer action
available with an unprecedented line-up of teams and players from around the
globe.

Building upon the roots of the franchise, World Tour Soccer 2006 provides
gamers with a familiar yet enhanced gameplay experience, complete with even
more features, players, teams and stadiums. Highlighted by more than 935
international and club teams from around the globe, along with an astounding
19,000 FIFPro licensed players from 32 different leagues, eight international
tournaments and 28 unique stadiums, the global game of soccer has been
recreated with exceptional detail in order to capture its enormous scope and
popularity.

To enhance the gameplay experience, World Tour Soccer 2006 features a
revamped and enhanced Artificial Intelligence (AI) to challenge a gamer's
skills and reflexes. On the field level, teams are more unpredictable as they
alternate offensive moves, the timing of tackles and even the style of play.
The controls have been advanced so that now, depending on the situation,
gamers can choose to power the ball past a wall of defenders with a bending
shot or use the icon passing system to have a striker make a run and head the
ball into the net. All this is accomplished with new animations,
celebrations, lighting details, and smoother game play, making World Tour
Soccer 2006 easy to pick up and play, yet challenging enough for the seasoned
veteran to fully master.

Developed by true soccer fans at Sony Computer Entertainment Europe's London
Studios, World Tour Soccer 2006 brings a new level of authenticity to life
with the inclusion of EyeToy(TM) functionality and the all-new Digimask(TM)
technology. Utilizing the EyeToy USB camera (for PlayStation 2), sold
separately, gamers can take snapshots of themselves and literally get into
the game. Once the player has taken their self-portraits, Digimask technology
converts the high-resolution images of a gamer's head into a full 3D model so
that they can personally battle against the world's best.

Offering multiple modes of play, including Exhibition Match, Season, Career
and Challenge Mode, World Tour Soccer 2006 provides players with the option
of a quick game or the opportunity to play out an entire season where they
will have to manage player contracts, trades, salary caps and injuries. For
the hard-core soccer enthusiasts, World Tour Soccer 2006 offers a Competition
Mode, in which players can create their own Custom Cup or Custom League to
their exact specifications, all while highlighting their own Custom Team.
With successful play, gamers will be able to unlock hidden teams, stadiums,
and cheats to help fill up their trophy cabinet with any of the 49 available
trophies.

"With an unmatched roster of the world's best players and top teams from
around the globe, endless number of gameplay options and modes, and inclusion
of EyeToy functionality, World Tour Soccer 2006 is the most true-to-life
soccer experience available for PlayStation 2," said Scott Rohde, director of
product development, 989 Sports. "The attention to detail and dedication to
recreate the world's most popular sport is sure to excite soccer fans of all
ages."

World Tour Soccer 2006 adds athlete Tim Howard to its lineup of soccer
royalty that has graced the cover of the popular franchise. 2004's English
Premiere League Keeper of the Year came up in the youth leagues of New
Jersey, beginning his professional career in Major League Soccer with the
NY/NJ MetroStars in 1998. Howard split time between the MLS and the
fourth-place U.S. Olympic Team in 2000 and in 2001, while starting for the
MetroStars, he became the youngest player ever to be awarded the Aquafina
Goalkeeper of the Year. Howard is currently the starting keeper for the
venerable Red Dragons of Manchester United. The 25-year-old is considered one
of the most active goodwill ambassadors in the game today and one of the most
skilled keepers around.

Marketing efforts for World Tour Soccer 2006 will include national print
advertising across newspapers, sports and consumer publications, online
advertising, dedicated point-of-purchase displays and merchandising support,
and public relations support.

The independent Entertainment Software Rating Board (ESRB) rates World Tour
Soccer 2006 "E" for "Everyone." For more information about the ESRB visit
www.esrb.org.

About 989 Sports

989 Sports(R) is the sports software brand of Sony Computer Entertainment
America Inc. Known for its top-selling sports franchise titles such as NFL
GameDay(TM), MLB(TM), NBA ShootOut, NCAA(R) Final Four(R) and NCAA(R)
GameBreaker(TM), 989 Sports is committed to developing authentic and
innovative sports games to appeal to both the professional athlete and
hard-core sports videogame fan.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.989sports.com
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Popular Franchise Introduces New Style of Gameplay as Jak X: Combat Racing
Rips It Up Exclusively on PlayStation(R)2

New Head-to-Head Vehicular Combat and Online Gameplay to Deliver High-Speed
Action and Heart-Stopping Storyline

FOSTER CITY, Calif., April 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the Fall 2005 release of Jak X: Combat Racing,
created exclusively for the PlayStation(R)2 computer entertainment system.
The award-winning Naughty Dog, Inc. continues to evolve the multi-million
unit selling Jak and Daxter franchise with Jak X: Combat Racing, introducing
head-to-head car combat and incorporating both multiplayer and online
functionality to deliver a refreshingly new experience to fans of both the
Jak and Daxter series and car combat gameplay.

"We are extremely pleased to take the Jak and Daxter franchise to a new level
by providing players a competitive experience in a vehicular combat setting,"
said Grady Hunt, senior producer, product development, Sony Computer
Entertainment America. "By enabling multiple players to compete against each
other with the incorporation of online and multiplayer gameplay in Jak X:
Combat Racing, Naughty Dog will deliver an intense and refreshing experience
to the largest online gaming community."

After Jak stopped the Dark Maker menace in his last adventure, cities were
rebuilt, people flourished and sports reemerged to fill the void. Combat
Racing became the biggest sport of all, as the excitement of high-speed
competition brought crowds to the track. Kras City led the way, with people
flocking to the dangerous city of death and intrigue. When Jak and Daxter
receive a mysterious invite to Kras City for the reading of Krew's Last Will
and Testament, they find they have been joined by familiar faces such as
Ashelin, Keira, Samos and Torn. When Krew reveals in his recording will that
everyone present, including his daughter, Rayn, has been poisoned, everyone
is shocked.

Krew gives everyone an ultimatum -- the only way to get the poison antidote
in time is to race for him in the next Kras City Grand Championship, or they
will all die. Now, Jak and his friends are forced into a high-speed contest
for their lives, as they are swept up into a deadly plot to win the biggest
racing event on the planet -- against the best drivers in the world. With a
deadly objective ahead of them, Jak and his friends take to the treacherous
terrain as they are thrown into the driver's seat and find themselves racing
against time in order to save the world.

"It's Naughty Dog's goal to continue to technologically push the limits of
the PlayStation(R)2 computer entertainment system while delivering a new and
challenging experience to our fans," said Evan Wells, co-president, Naughty
Dog, Inc. "In Jak X: Combat Racing, we were able to create enormous tracks
and wide open terrains featuring a high degree of detail, while utilizing
Advanced Rigid Body Physics technology to deliver vehicles that feature
unique and lively handling characteristics and damage levels."

As destructible objects, other racers and their ammunition and explosions
careen by them, players will compete against each other at dangerous speeds
as they participate in more than 100 events over the race season in Adventure
mode. In addition, players will be tasked with a variety of missions spanning
across other various play modes including Time Trial, Death Race and Arena
Death Match as they rip up the terrain. To compete, six players can
participate in head-to-head action utilizing a broadband connection, or two
individuals can play against each other in multiplayer mode.

With more than a dozen customizable vehicles, featuring multiple segment
"snap-ons" that include body parts, paint patterns and colors, and fun add-on
accessories such as decals, bobble heads and antennae flags, each player can
create their own vehicle to best reflect their personality. As many of the
items are scarce and must be found through careful exploration, once players
construct their car to their liking, they can then show off their finds
online to their friends.

A diverse power-up system provides players multiple strategies for races and
tasks, as players can pick up turbo, health and weapons as they complete
their missions. The Eco power-up system is based on Jak's world with each
color representing a turbo, projectile, special weapon, repair and more.
Power-ups include projectile weapons, smart bombs, mines, catastrophic
attacks, shields and turbos, and each helps to deliver a more destructive and
challenging experience for players.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Jak X: Combat Racing. For more information about the ESRB visit
http://www.esrb.org/.

About Naughty Dog Inc.

Naughty Dog Inc., a wholly owned subsidiary of Sony Computer Entertainment
America Inc., develops cutting-edge technology, graphics and gameplay for the
PlayStation 2 computer entertainment system. Additional information can be
found on the company's web site at http://www.naughtydog.com/.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Rise of the Kasai(TM) Exclusively for PlayStation(R)2, Delivers Innovative
Tandem-Based Fighting, Storytelling and Artistry, at its Best

In the Sequel to Acclaimed The Mark of Kri(TM), Players Battle the Past to
Preserve the Future

FOSTER CITY, Calif., April 5 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the release of Rise of the Kasai(TM),
exclusively for the PlayStation(R)2 computer entertainment system. The sequel
to the critically acclaimed The Mark of Kri(TM) is developed by BottleRocket
Entertainment Inc., who set out to make Rise of the Kasai stand out from
other games by offering a unique single-player cooperative fighting system
and a rich story that spans different time periods told through new playable
characters and beautiful watercolor painted in-game movies.

Rise of the Kasai offers four playable characters in an intense single-player
AI-assisted cooperative gameplay setting. The unique collaborative gameplay
pairs the gamer with a fellow warrior, making teamwork essential to sneak,
plan and fight one's way through breathtaking, culturally-inspired
environments.

"We have leveraged our individual experiences in animation and game
development to make Rise of the Kasai an engrossing and dynamic experience,"
said Jonathan Beard, president of BottleRocket Entertainment Inc. "Players
can expect a visually stunning and innovative combat game that produces
golden gaming moments -- moments where both you and the computer work
together to inflict satisfying carnage or times when your AI buddy reigns
down arrows on your assailants at just the right moment."

Rau, the noble warrior from the Mark of Kri returns with his marked sister,
Tati, who is now a 20-year-old rebel returning the favor of her brother's
protection by fighting the denizens alongside him in order to preserve the
family's future. A new duo of playable characters, Baumusu, Rau's trainer,
and Griz, the eldest and most revered of the known living Rakus, is also
available to the player.

Throughout the 10 captivating levels, players will gather key plot details
through the bird, Kuzo, who also serves as Rau's spirit guide, as well as
through newly designed watercolor style paintings and animated in-game
movies.

In each of the fighting stages, gamers will select one of the two characters
available for the level (Rau or Tati, Baumusu or Griz) and the other becomes
the players' computer-controlled buddy, who will fight alongside or break off
to secure his or her own objectives. Using the right analog stick, up to nine
opponents in the player's immediate proximity range can be locked onto and
attacked or disarmed using a projectile, melee, short-range or other weapon
specific to the selected character. Once an enemy is targeted, an icon will
appear above its head and hitting the corresponding button will engage the
player in battle, and any button not assigned can be added to perform a
lethal combo. Each level can be replayed as the opposite character, allowing
the player to experience all aspects of the game from a completely different
point of view.

A remote view is available to observe the computer partner in action, but
unless a red raven flashes on the screen indicating help is needed, the
player can trust that the AI companion is on the right path to completing his
or her own level objectives. Level maps are also accessible, offering a
visual reference of characters' location and the level layout.

Gamers embark upon the epic journey by first playing through events that took
place 10 years prior to beginning of The Mark of Kri (denoted by a sepia-tone
color level design) to learn that Rau has been killed. The story then fast
forwards to the following decade when a series of new spells have taken hold
by the Kasai sect, who aim to bring together the Kri mark residing in the
form of tattoos on human flesh of the Rakus, which would trigger widespread
evil across the land. In Rise of the Kasai, the player must battle the past
in order to preserve the future.

Rise of the Kasai is available for exclusively for PlayStation 2 for a
suggested retail price of $39.99. To increase excitement and awareness for
the title, a substantial marketing campaign that includes print and online
advertising, retail support, sampling opportunities on the PlayStation truck,
a direct mailing program, and dedicated Web site is in effect.

National Print Advertising Campaign

Print advertisements will reach millions of readers nationwide through
placements in a wide variety of national consumer, videogame, and comic
publications. The print campaign began in March 2005 and will continue
through June 2005, appearing in outlets such as Electronic Gaming Monthly,
Game Informer, Official U.S. PlayStation Magazine, Marvel Comics, Wizard,
Stuff, FHM and Maxim. In addition, a six-panel poster insert featuring Tati
in Play's "Girls of Gaming" ran in issue 2, available November 2004.

Viral and Online Advertising

Web site banner ads will appear on the following sites from March through
April 2005: Gamespot, IGN, Atomfilms, ifilm, Liquid Generation, Maxim and
WWE.

The independent Entertainment Software Rating Board (ESRB) has rated Rise of
the Kasai "M" for Mature. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable). The PlayStation 2 computer entertainment system is
set to revolutionize the home entertainment market, offering the most
compelling interactive content and the capability to be used as a network
terminal in the coming broadband era. PSP system is a new portable
entertainment system that allows users to enjoy 3D games, with high-quality
full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP portable
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

NOTE: PlayStation and the PlayStation logo are registered trademarks of Sony
Computer Entertainment Inc. PSP is a trademark of Sony Computer Entertainment
Inc.
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Ratchet: Deadlocked Delivers Co-Op and Squad-Based Gameplay in Next
Installment of Popular Ratchet & Clank Series

Newest Game Delivers More Competitive Experience, Enhanced Weapons
Modification System and New and Familiar Cast of Characters

FOSTER CITY, Calif., April 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the first details behind the Fall 2005 release
of Ratchet: Deadlocked created exclusively for the PlayStation(R)2 computer
entertainment system. Insomniac Games continues to innovate the Ratchet &
Clank series and has enhanced the latest installment by incorporating co-op
gameplay in both single-player and multiplayer story modes -- as well as
squad-based functionality.

"We are excited about the high standards Insomniac Games continues to set for
the videogame industry," said Grady Hunt, senior producer, product
development, Sony Computer Entertainment America. "By continuing to add new
gameplay elements such as co-op and squad-based functionality to their games,
Insomniac is sure to deliver one of the most competitive and challenging
games for PlayStation 2 this holiday season."

In Ratchet: Deadlocked, Ratchet and Clank are captured and forced to compete
on an underground reality combat sport show. The show, which features
abducted heroes fighting for their lives against a gruesome gang of deadly
Exterminators, is run by a deranged media mogul named Gleeman Vox, who
intends to use Ratchet and Clank as his next contestants.

It doesn't take Vox long to realize that Ratchet is the most promising
contestant the show has ever seen. Vox subjects our hero to a series of
deadly battles and elaborate games of death, much to the delight of the
show's enormous audience. To keep himself and his friends alive, Ratchet has
no choice but to participate in the games and keep driving up the show's
ratings with spectacular victories -- at least until our heroes can figure
out a way to break free from Vox's control, the explosive Deadlock collar
fastened to his neck, and bring the mighty Vox Network crashing down.

Ratchet: Deadlocked features non-linear gameplay, allowing players greater
freedom to choose their missions. In addition, all single-player levels will
be available for multiplayer use. With much of the combat taking place in
battlefields and arenas, gameplay will be more sports-oriented and will
include announcer commentary. Featuring a new mission-structure approach,
players will be rewarded with a constant progression of items such as
weapons, armor and health. A new weapons modification system provides players
the ability to choose the way their weapon powers up -- both numerically and
functionally -- providing players with thousands of possible mod
combinations. This allows for players to customize their Ratchet and Clank
arsenal like never before.

Players can take advantage of the new co-op gameplay functionality available
throughout the game by choosing either single-player or multiplayer story
mode. In addition, squad-based gameplay will enable players to demolish the
competition by commandeering their allied combat bots through critical and
strategic battles. Each allied bot will have their own distinct personality,
and a customization feature allows players to change body parts and textures.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Ratchet: Deadlocked. For more information about the ESRB visit www.esrb.org.

About Insomniac Games

Insomniac Games is an independent videogame developer that has released
award-winning hits for PlayStation and the PlayStation 2 computer
entertainment system for 11 years. The company created the first three Spyro
the Dragon games and the Ratchet & Clank franchise, which have combined to
sell nearly 19 million units worldwide. Additional information can be found
on the company's web site at http://www.insomniacgames.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console, develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Sly Cooper and His Gang Are Back On the Run In Sly 3: Honor Among Thieves(TM)

Award-Winning Sly Cooper Franchise Adds Latest Animated Episode Featuring
All-New Playable Characters, Multiplayer Mode and Extensive Replay Modes

FOSTER CITY, Calif., April 11 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the first details behind the Fall 2005 release
of Sly 3: Honor Among Thieves(TM). Created exclusively for the
PlayStation(R)2 computer entertainment system by Seattle-based developer
Sucker Punch Productions, Sly 3: Honor Among Thieves builds upon the
best-selling Sly Cooper franchise with an all-new, toon-shaded adventure
across exotic and remote locations. Incorporating many of Sucker Punch's
signature talents including its critically-acclaimed artistic style and
exceptional storytelling, players join Sly and his crew as they struggle
against new villains as well as old adversaries in an effort to pull off the
ultimate elaborate heist.

True to the evolution of the Sly Cooper franchise, Sly 3: Honor Among Thieves
will entice a broad range of players with multiple tiers of gameplay to reach
both the hard core and gaming novice. Sly 3: Honor Among Thieves will draw
players immediately into the devious adventures of Sly and his crew by
offering a unique cast of playable characters, a challenging dual analog
stick multiplayer mode, new vehicles, mini-games, disguises, enhanced combat
move sets and much more.

"In Sly 2: Band of Thieves, the team took significant design risks and the
end result was an amazing, versatile game which we've significantly built
upon and extended in Sly 3: Honor Among Thieves," said Grady Hunt, senior
producer, product development, Sony Computer Entertainment America. "We've
added a breadth of new features and replay value into the game, and brought
back aspects that made the previous Sly Cooper episodes huge hits. In the
end, we will deliver an innovative, yet true classic platform gameplay
experience sure to satisfy PlayStation 2 fans of all ages."

Players hungry for a more in-depth gameplay experience will have the
opportunity to replay missions by utilizing the time machine feature, thus
providing an opportunity to sneak around an environment again using
alternative moves and disguises in order to achieve even higher Master Thief
ratings. In the new multiplayer mode, players will play head-to-head and
experience cooperative missions or replay mini-games together.

The story line for Sly 3: Honor Among Thieves begins with Sly and his crew in
disarray and struggling some setbacks. Bentley was crippled in the final
battle with Clockwerk at the end of Sly 2: Band of Thieves and confined to a
wheelchair, and Murray, feeling responsible for Bentley's tragic accident,
has quit the team and chosen a path of non-violence and solace.

Meanwhile, Sly learns of a secret family fortress that houses the amassed
Cooper family fortune. Upon arriving at this hidden location, Sly discovers
another enemy group attempting to steal the Cooper fortune. Sly and Bentley
quickly realize they will need considerable help to defeat this new rival.
Their recruiting starts with Murray, and once back on-board, Sly, Murray and
Bentley set out to enlist some new and familiar faces in an effort to pull
off a World Class heist.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
Sly3: Honor Among Thieves. For more information about the ESRB visit
www.esrb.org.

About Sucker Punch Productions

Sucker Punch Productions creates innovative games featuring award winning
characters, artwork, and technology for the PlayStation(R)2 computer
entertainment system. The Seattle based studio is the creator of the Sly
Cooper series of games -- which have received IGDA and AIAS awards for
"Original Game Character of the Year," "Outstanding Achievement in
Animation," and "Outstanding Achievement in Art Direction." Sucker Punch is
hard at work on their next big title, Sly 3: Honor Among Thieves, due to ship
in the Fall of 2005.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com
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KONAMI'S ENTHUSIA PROFESSIONAL RACING(tm)
BURNS RUBBER TO RETAIL STORES NATIONWIDE

Konami's First Authentic Driving Game Launches on the PlayStation 2

REDWOOD CITY, Calif. - May 3, 2005 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today announced that
Enthusia Professional Racing(tm) for the PlayStation(R)2 computer
entertainment system has shipped to retail stores nationwide. Enthusia is the
ultimate driving simulation for gamers who would prefer to spend time behind
the wheel rather than "under the hood." Designed to bring all of the
white-knuckle energy and thrill of car driving to life, Enthusia features
groundbreaking gameplay mechanics, unparalleled physics and pixel-perfect
graphics to deliver an unprecedented driving experience.

Enthusia's realism is second-to-none with masterfully recreated vehicle
physics, performance and motion. A true racer for driving enthusiasts, the
game rewards superior driving ability and assists gamers through Konami's
innovative and proprietary Visual Gravity System, which conveys a true sense
of G-forces experienced by high-speed driving and maneuvering around a race
track. This groundbreaking feature is a first for the driving simulation
genre and gives gamers the ability to see and "feel" the pressure exerted on
a car during driving.

Also included in the game are a variety of innovative modes that put the
gamer into the driver's seat. In the Driving Revolution mode, the player
faces a variety of challenging tests of their driving skills as they learn to
utilize rhythm in their driving technique with a variety of tracks and cars.
Enthusia Life is the core mode of the game, offering both accessibility for
beginners and a comprehensive driving experience for the true "auto
enthusiast." The players participate in different racing events from week to
week, improve their driving skills, unlock new courses and cars, adapt the
vehicle setting to suit their own personal activities on the racing circuit
and earn skill points for their driving ability. Rather than utilizing a
money-based system like other games in the genre, Enthusia Life introduces an
odds system to weigh the competitive abilities of cars. Cars with low odds
stand a higher chance of winning, while cars with high odds do not so that
players compete based purely on their own driving skills rather than the
capabilities of the car.

Enthusia includes more than 200 cars from 50 real manufacturers including
classic muscle cars, and high performance racing cars from the last 50 years.
Each vehicle was digitally captured in real life and recreated in painstaking
detail by the development team. Photo-realistic graphics stand out as players
race through dozens of real and fictional tracks around the world. Multiple
camera views, including both a first- and third-person orientation, allow
players to either get behind the wheel or on top of the action. Variable
weather conditions pose additional challenges that require players to stay on
their toes.

As players pass and weave their way to the front of the pack, they benefit
from on-the-fly information about car handling, tire traction and more. While
stage-based tuning allows even those who could never do their own oil changes
a chance to upgrade their cars, proprietary AI demands that even the most
"suped-up" entry make the right moves on track. Approachable gameplay for
novice drivers yet challenging for experts makes Enthusia a racing game that
will appeal to players of all levels.

Playable in single- and two-player split-screen mode, Enthusia takes
advantage of the PlayStation 2 controller with pressure sensitive control of
the analog buttons - allowing players to "feather" the gas and brake. For
gamers that want to experience an added sense of driving realism, Enthusia
will also be compatible with PlayStation 2 driving wheels, including the
Logitech(R) Driving Force Pro(tm) steering wheel, which features full 900o
rotation.

Enthusia is rated "E" for Everyone by the ESRB and is available for the SRP
of $39.99. To learn more about Enthusia, please visit:
www.konami.com/enthusia.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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Crave Entertainment Signs 7 Top Poker Pros to Exclusive Deals for World
Championship Poker 2 : Featuring Howard Lederer
for Xbox(R) and PlayStation(R)2

Exclusive Character Likenesses of the World's Top Poker Players Let's You
Truly Play With the Pros

Los Angeles, CA. - May 10, 2005 - Crave Entertainment, a leading publisher of
console videogames, today announced that they have signed 7 top poker
professionals to exclusive agreements so that their character likenesses,
play styles and iconic signature personality traits can be incorporated into
World Championship Poker 2: Featuring Howard Lederer. World Championship
Poker 2, the follow up to one of the best selling titles for the first half
of 2005, is slated to ship this Fall for the PlayStation(R)2 computer
entertainment system and the Xbox(R) video game and entertainment system from
Microsoft. WCP 2 exclusively will feature:

Howard Lederer - Known as the "Professor of Poker," Lederer has quickly
become one of the most respected players around. Lederer holds 13 major poker
titles including the World Series of Poker and World Poker Tour
championships.

Greg Raymer - Raymer, also known as "Fossilman", was the 2004 World Series of
Poker champion. Raymer defeated a record field of 2576 players to win the $5
million dollar first prize - the single largest cash prize for a poker
tournament.

Clonie Gowen - Gowen is one of the rising female players who placed 10th on
the World Poker Tour tournament in Costa Rica and then ended up winning the
WPT Ladies Night Invitational, besting more experienced players such as Annie
Duke and Jennifer Harmon.

Amir Vahidi - Vahidi was ranked 1st for 2003 "tournament player of the year,"
with nine no-limit final table appearances in 2003, including a sixth place
finish at the World Series of Poker (where he has lifetime earnings of
$300,000).

Paul Darden - Darden holds a World Poker Tour Title and a World Series of
Poker Bracelet. He's an active participant in the tournament circuit and
frequently places in the money. Darden was also featured as one of the World
Poker Tour's "Bad Boys of Poker."

Robert Williamson III - A born poker player, Williamson waited on his
father's game at the age of five and was playing by age 10. Known for his Pot
Limit Omaha expertise, Williamson won a World Series of Poker bracelet in
that event in 2002.

Matt Savage - Savage is the tournament director of the Bay 101 Casino for the
World Series of Poker. Savage continuously strives to maintain the high
standards and integrity of the World Series of Poker.

Annie Duke (non-exclusive) - Howard Lederer's sister, considered by many to
be the best female poker player in the world, and the top female World Series
of Poker money winner in history.

"The World Championship Poker franchise has been phenomenally successful for
Crave, said Rob Dyer, president and COO. " We've locked up some of the
world's top poker players, so they'll only be featured in WCP2"

Developed by Point of View, World Championship Poker 2 features a much more
detailed one player game, where you now have to work your way up the ranks,
starting in your mom's basement. Once you start winning and accumulating
money, you can spend your winnings on increasingly better pads, and
furnishings. Hit a losing streak, and you may have to hock your stuff to stay
in the game. Other features of WCP2 include:

"       14 types of poker, including Texas Hold'em, Five Card Draw, Seven
Card Stud and Pineapple
"       Different levels of simulation - "Real Deal" for the more experienced
card shark and "Power Play" for the casual players
"       Active tell and bluff systems.
"       Third-person "TV" mode (including the popular in-bumper "card cam")
or first-person mode to watch human and computer opponents more closely for
signs of tells and bluffs
"       RPG-like upgradeable skill system
"       Play with the pros - in game character likenesses, as well as play
styles and iconic signature personality traits of some of the world's top
poker players including: Howard Ledrerer, Annie Duke, Greg Raymer, Robert
Williamson, Matt Savage, Amir Vahedi, Clonie Gowen, and Paul Darden.
"       Detailed character customization feature - really put yourself in the
game
"       More attitude - truly colorful color commentary including player
controlled taunts, bluffs and tells
"       Poker tutorials, as well as hints and tips on strategy
"       Dynamic one player game - upgrade your pad and host online
tournaments. Hock your stuff if you're desperate for funds for the next
tournament

Exclusive to the PlayStation 2 version of World Championship Poker 2 is
support for the EyeToyTM USB Camera (for PlayStation(R)2), which allows
online opponents to see each other as they play, in addition to supporting
text chat. The Xbox version of the game supports Xbox Live(R) online game
service including Scoreboards, Voice/Chat and Live Aware.

Scheduled for release in Fall 2005, World Championship Poker 2: Featuring
Howard Lederer will be available for the PlayStation(R)2 computer
entertainment system and Xbox video game system from Microsoft with an MSRP
of $19.99.

About Crave Entertainment
Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including Game Boy(R) Advance, Nintendo GameCube(TM),
the PlayStation(R) game console, PlayStation(R)2 computer entertainment
system and the Xbox(R) video game system from Microsoft, and for the PC. For
more information about Crave Entertainment, please visit
http://www.cravegames.com.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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KONAMI SPINS OUT beatmania, THE FIRST INTERACTIVE DJ SIMULATION FOR THE
PLAYSTATION(R)2

Leading Music Game Publisher Brings Club Atmosphere into the Home With Its
Latest Innovative Music Game

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 17, 2005 -
Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today announced beatmania? the first DJ simulation
created for the PlayStation(R)2 computer entertainment system. beatmania
continues Konami's tradition of innovation, expanding upon the company's
groundbreaking library of music video game franchises that include the
award-winning Karaoke Revolution and the hugely popular Dance Dance
Revolution. Providing an unparalleled interactive audio and visual
experience, beatmania actually lets gamers create and perform their own
tracks as it brings the pulsing energy of the club into the home.

"Just like DDR and Karaoke Revolution, we expect that beatmania will develop
a strong core following and take off as another 'must-have' party game for
people of all ages," said Jason Enos, product manager, Konami Digital
Entertainment - America. "Never before has there been a game that combines so
many different and distinct music elements into a completely interactive DJ
style experience."

Already a sensation in the arcades, beatmania combines high-energy pulsating
music with cutting-edge videos, allowing wannabee DJ's the ability to create
and perform music. Unlike complicated sequencers or software that allows
users to drop in samples and play them back, beatmania is completely designed
as a videogame - with an emphasis on having fun and feeling the music.
Utilizing a specially designed controller that features a turntable, players
must mix and perform music in real-time by hitting notes that appear on
screen and scratching the turntable at the right time. beatmania features
more than 50 club tracks, including pop, techno, drum 'n bass, trance and
house, and includes exclusive songs from some of the hottest DJs and remixers
in the scene. Gamers will have numerous options, including two player modes
that allow players to perform cooperatively or competitively and multiple
difficulty settings.

To learn more about beatmania please visit http://www.konami.com/gs or come
to Konami's booth at the Electronic Entertainment Expo May 18 - 20, 2005.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs>

# # #

"KONAMI" and "BEMANI" are registered trademarks of KONAMI CORPORATION.

"beatmania" is a trademark of KONAMI CORPORATION. (C) 1997 2005 KONAMI.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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BANDAI GAMES ANNOUNCES ".HACK//G.U."
Best Selling Role-Playing Game Returns to PlayStation(R)2

LOS ANGELES, CA - May 18 2004 - Bandai Games Inc. today announced
".hack//G.U." for the PlayStation(R)2 computer entertainment system.
Following the success of the four-volume ".hack" series that sold over 1.7
million copies worldwide, the latest iteration will feature a new cast of
characters and an original storyline. Developed by Cyber Connect 2,
".hack//G.U." will launch in Japan and North America in 2006.

The world premier of the ".hack//G.U." teaser trailer will run in the Bandai
booth at Electronic Entertainment Expo (E3) every day on 11:00 AM and 2:00 PM
PST. Bandai is located at West Hall, booth #2216.

"We joined forces with the most renowned animated TV show talents to create
the original '.hack' series," said Naruo Uchida, Vice President of Bandai
Games Inc. "We're proud to announce that Yoshiyuki Sadamoto, the character
designer of 'Evangelion,' and Kazunori Ito, the writer of 'Ghost in the
Shell' and 'Patlabor,' are both returning for the new game."

For additional information and asset downloads, please visit
www.BandaiGames.com.

About Bandai Games Inc.
Bandai Games Inc. is a wholly-owned subsidiary of Bandai America Incorporated
and a leading publisher of interactive entertainment software for popular
videogame systems such as the PSP(TM) entertainment system, PlayStation(R)2
computer entertainment system, the Xbox(R) video game system from Microsoft,
the Nintendo DS(TM), Nintendo GameCube(TM), and the Game Boy(R) Advance.
Unique characters and stimulating game experiences highlight Bandai Games
Inc.'s distinctive product lineup which include hit titles such as Inuyasha
and Digimon. Bandai Games Inc. is headquartered in Cypress, California. For
more information and press downloads please visit: www.BandaiGames.com.

# # #

TM & (C) 2005 Bandai.

(TM), (R), Game Boy Advance, Nintendo Gamecube, and Nintendo DS are
trademarks of Nintendo. (C) 2004 Nintendo.

Microsoft, Xbox, and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

PSP is a trademark of Sony Computer Entertainment Inc. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc.

DIGIMON, DIGITAL MONSTERS, DIGIMON WORLD and all related logos, names, and
distinctive likeness thereof are the property of Bandai/Toei Animation. (C)
2005 Akiyoshi Hongo, Toei Animation. TM & (C) 1997-2005 Bandai. Program (C)
2004-2005 Bandai. DIGIMON and BANDAI logos are registered trademarks of
Bandai. Used under license by Bandai Games Inc. All Rights Reserved.

(C) Rumiko Takahashi / 2000, 2005 Shogakukan, Yomiuri TV, SUNRISE (C) 2005
Bandai.
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SNK PLAYMORE USA CORPORATION Ships
METAL SLUG 4 & 5 Bundle Pack for PlayStation(R)2

WALL, NJ. - May 24, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that has shipped a METAL
SLUG 4 & 5 bundle pack for the PlayStation 2 computer entertainment system to
retailers across North America. The METAL SLUG 4 & 5 bundle pack has a
suggested retail price of $39.99.

Metal Slug is one of the most beloved SNK arcade franchises, and Metal Slug 4
and 5 are two of the best games in the series. Critics are already praising
the combination of great value and gameplay that this bundle pack represents.
"Dear SNK: we love you," enthused GameSpy in their April preview. Game Daily
was equally passionate in their praise, "Metal Slug 4 & 5 is the ultimate
shooting package."

METAL SLUG 4 features include:
* Take the battle to the air, sea and land as you once again battle Morden's
forces
* Six challenging stages and a wide array of unique enemies
* Famous non-stop, fast paced MEATL SLUG action
* Play as returning favorite characters Marco and Fio or brand new characters
Trevor and Nadia
* Extensive power-ups of over-the-top weaponry, health and ammo
* Fight off huge boss characters on each level and battle massive end bosses

METAL SLUG 5 features include:
* Five massive stages and all new enemies
* Take up arms against this ultimate weapon of destruction "The Doomsday
Machine" that fuses the mysterious power of ancient ruins with that of Metal
Slug science
* Wage an assault on the enemy's underwater stronghold.
* Find a factory producing robotic weapons developed from the Government
Army's data for next-generation Metal Slugs.

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in Fall 2004. You
can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com

# # #

METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.
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SAMURAI WESTERN SHIPS TO RETAILERS NATIONWIDE

Do you know what it means to be a samurai?

Irvine, CA, June 7, 2005 - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, announced today that it has shipped Samurai
Western to retailers nationwide, an action-packed adventure game for the
PlayStation(R)2 computer entertainment system. Developed by Spike, the
creators of the original Tenchu and The Way of the Samurai series, Samurai
Western is an enhanced version of the Japanese game that was released earlier
in the year. Featuring improved graphics and a multitude of gameplay
additions such as a First Person Mode, an "Insane" difficulty level, and
"Bushido Sense", Samurai Western will tar and feather all but the most
experienced gamers!

About Samurai Western
It's the American West during the 1800's. The days of pioneers and the Gold
Rush are ending, and a transcontinental railway is in place. One day, a lone
stranger arrives in a tiny, windswept desert town...

His long hair is drawn back in a topknot and he wears strange foreign
clothes. A mysterious-looking blade that is neither a knife nor a saber hangs
from his belt. This mysterious stranger is certainly no gunman, and he ain't
no indian...

His name is Gojiro Kiryu, and he's bringing justice back to the Old West.

Samurai Western Key Features:
* Slash your way through 16 different missions!
* "Bushido Sense" allows you to dodge and deflect bullets with superhuman
skill!
* Customize your hero by choosing between 10 different stances each with
their own special attacks and powers!
* Over 100 unlockables including over 25 playable characters, 70 accessories
and 20 weapons!
* Be a Samurai or a Gunman! Unique 2 player mode allows you to play as both!
* Unleash the power of the samurai in Master Mode and chain hundred-hit
combos!

Samurai Western has been rated "M" for Mature by the ESRB and has an MSRP of
$39.99. For additional information on the game, visit www.atlus.com .

###

About Atlus U.S.A., Inc.
Located in Irvine , CA , Atlus U.S.A. , Inc. is a publisher of challenging
and engaging video games for a variety of platforms including Microsoft's
Xbox and Sony's PlayStation(R)2. Atlus is best known for releasing unique
RPGs and Strategy RPGs such as Ogre Battle, Tactics Ogre, Disgaea: Hour of
Darkness, Wizardry, Persona, and Shin Megami Tensei: Nocturne. For more
information visit: www.atlus.com
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Atelier Iris: Eternal Mana Ships for the PlayStation(R)2
Popular Role-playing Series from Gust Comes to the US for the First Time

Anaheim, Calif. (June 29, 2005) - Strategy role playing game publisher NIS
America Inc. announced today it has shipped Atelier Iris: Eternal Mana for
the PlayStation(R)2 computer entertainment system in North America. Atelier
Iris is the first title to come to the US from the very popular strategy RPG
series from Japanese developer, Gust Co. LTD. The Atelier series was first
launched in Japan on the PlayStation in 1997.

Atelier Iris is a strategy RPG like none other currently on the
PlayStation(R)2. In Atelier Iris, players create their own items and weapons,
each with unique powers, appearances, and abilities. Players take the role of
a young alchemist named Klein Kiesling, who must travel the world of
Regallzine to unlock the hidden secrets of alchemy.

Atelier Iris has already garnered high praise from several top gaming
magazines including Game Informer, who said, "If there are any RPG fans out
there who haven't yet discovered the magic of Nippon Ichi, then this is the
title that will make them take notice." Electronic Gaming Monthly was equally
enthusiastic, calling Atelier Iris "a potent concoction that should appeal to
any RPG fan."

Features of Atelier Iris include:
"       Customize your weapons and items with the help of spirits called
'Mana.'
"       Beautifully hand drawn 2D backgrounds combine with detailed character
animation. "       Over 300 creatable items. "       Action controls allow
players to run, jump, and attack like in an action game.

About Gust Co, LTD. Gust Co., LTD. (Gust) was established on October 1st,
1993 in Nagano, Japan as an entertainment software developer.  Gust is well
known for developing the popular Atelier series, as well as for being the
very first video game publisher in Nagano, Japan.  Gust strives to create
sensible new games that continually advance gaming technology to fulfill the
dreams and expectations of their fans around the world.

About NIS America, Inc. NIS America, Inc. (NIS America) subsidiary of Nippon
Ichi Software, Inc. of Japan (Nippon Ichi Software), established its North
American operations on December 24, 2003.  Based in Anaheim, California, NIS
America, Inc. is a game software publisher that localizes, markets, and
publishes Nippon Ichi Software titles among others. Some of NIS' most popular
titles include LaPucelle: Tactics, Disgaea: Hour of Darkness, and Phantom
Brave for the PlayStation(R)2 computer entertainment system.

Nippon Ichi Software was founded in 1994 in Gifu, Japan, as an entertainment
software company.  Since then Nippon Ichi Software has grown into an
international company focused on creating innovative video game products.

###

(C)2005 Gust Co. Ltd., All rights reserved. Licensed to and Published by NIS
America, Inc
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NIS America Unveils MAKAI KINGDOM: CHRONICLES OF THE SACRED TOME for the
PlayStation(R)2
Next Great Strategy Role-Playing Game Coming to North America in July

Anaheim, Calif. (March 4, 2005) - Leading strategy role playing game
publisher NIS America Inc. announced today its plans to release Makai
Kingdom: Chronicles of the Sacred Tome for the PlayStation(R)2 computer
entertainment system. Makai Kingdom is the latest in a line of hit strategy
roleplaying games that includes Disagaea: Hour of Darkness, La Pucelle:
Tactics, and Phantom Brave. The North American release of Makai Kingdom is
scheduled for July 2005.

About Makai Kingdom
An attempt to rewrite history gone terribly wrong, Lord Zetta the ruler of
netherworld brought destruction upon himself. When all seemed lost, three
evil overlords appear before Lord Zetta to help him recreate his world. Now
Lord Zetta wages war on a new world to become the supreme ruler once again,
while the three overlords entertain themselves by creating more trouble for
Lord Zetta.

Players will take on the role of Lord Zetta to command an army of determined
fighters to reclaim what has righteously been his, the netherworld. Gamers
will battle enemies ranging from vicious demons to determined soldiers with
both modern and ancient warfare. Slash your enemies with the good old
broadsword or blast your way through with the deadly rocket launcher; the
choices are yours.

Makai Kingdom introduces a new summoning system referred to as the INVITE
system that summons your facilities that contain army units to the
battlefield. Every facility summoned to the battlefield will contain your
troops that are then deployed to battle your hated enemies.

In Makai Kingdom, battle maps are randomly generated, offering a new gaming
experience every time you play. With unlimited variations of maps, gamers can
expect countless hours of game play.

Makai Kingdom Features:
"       Create, grow, and govern your own kingdom
"       Players can build anything from weapons factories to hospitals to dog
houses
"       During your battle phase summon facilities from your kingdom onto the
battle field
"       Create, customize and equip your troops for battle
"       Modern day weaponry such as gatling guns and flame-throwers combine
with more traditional weapons such as katanas and battle-axes.

About NIS America, Inc.
NIS America, Inc. (NIS America) subsidiary of Nippon Ichi Software, Inc. of
Japan (Nippon Ichi Software), established its North American operations on
December 24, 2003. Based in Anaheim, California, NIS America, Inc. is a game
software publisher that localizes, markets, and publishes Nippon Ichi
Software titles among others.

Nippon Ichi Software was founded in 1994 in Gifu, Japan, as an entertainment
software company. Since then Nippon Ichi Software has grown into an
international company focused on creating innovative video game products.
###
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RPG Maker 3 Reaches Gold Status

SUNNYVALE, Calif, August 11, 2005 - Budding game designers everywhere prepare
to create the most advanced stories and fantastic new game worlds ever! Game
publisher Agetec, Inc. announces that RPG Maker(TM) 3, the latest in the
Designer Series(TM), will ship to North American retailers on September 20,
2005. RPG Maker 3 for the PlayStation(R)2 computer entertainment system can
be pre-ordered through both ebgames.com and gamestop.com.

RPG Maker 3 significantly expands player's capabilities for creating
enchanting fantasy game play with an easy-to-use toolset that includes a
sprite-based map editor that transforms the creations into realistic 3D
worlds. Players can create events and story elements within a menu-driven
environment and populate towns in real time, while choosing from a huge cast
of characters, animations, magic effects, weapons and more--all reproduced in
beautiful fantasy-style graphics.

Developed by Enterbrain, RPG Maker 3 is published by Agetec, Inc. The title
is a 1-player game, and has an ESRB rating of "E10+" for Everyone 10+. For
more information about RPG Maker 3 please visit http://www.agetec.com.

About Agetec, Inc.
Agetec, Inc. is a world-class publisher of award-winning software and
hardware accessories for the North American video game market. Agetec
publishes many well-known brand titles, including: "King's Field," "The
Adventures of Cookie & Cream," "Bass Landing," "RPG Maker," and the "Armored
Core" game series as well as a growing list of over 65 game titles. Based in
Sunnyvale, California, Agetec games support all console and handheld gaming
systems, including the PSP(TM) (PlayStation(R)Portable) system.

###
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CAPCOMa RELEASES LEGEND OF KAY
FOR THE PLAYSTATIONa2 COMPUTER ENTERTAINMENT SYSTEM

Fearless Feline Hero Stars in Spectacular Kung Fu Fighting Action Adventure

SUNNYVALE, Calif. - September 20, 2005 -- Capcoma today announced the release
of Legend of Kay for the PlayStation(R)2 computer entertainment system.
Legend of Kay is a spirited action adventure game starring a courageous
feline hero named Kay on a challenging quest to save his village from a
menacing army of gorillas and rats. The game captures the essence of martial
arts style movies as players master acrobatic kung fu moves, wield mighty
weapons and deliver powerful magic attacks. The fast-paced gameplay,
incredible graphics, and entertaining characters come together in an engaging
story that will entertain gamers of all ages. Developed by Neon Studios, and
published by JoWooD Productions Software AG in Europe, the game is now
available at retailers across North America and carries on "E10+"rating for
everyone 10 and older by the ESRB (Entertainment Software Rating Board).

For generations, a settlement of peaceful cats has lived on the mythical
island of Yenching, alongside many other animals. The harmony is disrupted
when Shun, the power hungry king of the mighty gorillas, sends his army and
their new rat allies to take over and enslave everyone in the land. Kay, a
martial arts apprentice who diligently studies with his wise master at the
town's dojo, must put his training to the test and face the adventure of a
lifetime as he travels across the island to save his beloved village. Though
Kay is a young cat, he is brave beyond his years and possesses great fighting
skills. Armed with his trusty sword and fierce determination, he sets forth
on a dangerous mission to save all cat-kind.

Legend of Kay features a flurry of action that recreates the feel of classic
martial arts movies. Players must master an advanced close combat fighting
system that is an explosive mix of kung fu moves and weapon attacks. Kay has
more than 40 unique moves and can execute spectacular combos such as double
and triple blows, back flips, somersaults, powerful magic attacks and more
with the press of a few buttons. The battles will not be so easy however, as
the onslaught of enemies that Kay must face are also armed with weapons and
clever moves of their own.

Legend of Kay includes the following features:
Charismatic cast of characters:

o Kay - a fearless young orphan who spends most of his time in the martial
arts school training with his mentor, "Master"
o Su Ling - Kay's best friend and fellow feline who trains alongside him as
the Master's only students
o Master - a seemingly old fox who guides Kay and Su Ling in their training;
many years ago, he was the most skilled fighter on all of Yenching and he
uses his quick wit and experience to stun his enemies
o Emperor Shun - the king of an evil gorilla army who has partnered with the
Clan of Rats to take over the island of Yenching
o Tak - this devious king of the rats had been exiled from Yenching long ago
but has joined forces with Shun's armies in order to return and carry out a
fiendish plan
Beautifully detailed and varied environments - an adrenaline packed ride
through dark forests, dusty swamps, foreboding canyons, a burning volcano and
more
Thrilling and varied gameplay - experience the excitement of racing around
diverse terrains on the backs of wild animals, fighting against your enemies
as you ride on a dragon, slide down cableways over gaping abysses and much
more
Nearly 20 different enemy types - electrifying battles against a wide range
of enemies including giant turtles, wild boars, devious rats and gargantuan
bosses!
More than 40 unique moves - a variety of close combat and powerful magic
attacks along with a strategic combo system results in a myriad of combat
possibilities!
3 main weapons each with multiple upgrades:
o Sword - the perfect all-round weapon which comes in handy in virtually any
situation
o Hammer - though slower and heavier than the sword, it's able to unleash a
ton of power
o Claws - lightweight and super fast, these dole out large amounts of damage,
especially to unarmed enemies
Amazing graphical effects, fluid animations and dazzling special effects
result in an unbelievably detailed, colorful and atmospheric world
Controllable camera allows you to survey your surroundings
Unlockables and extras - hidden weapons, extra challenges, art, music and
more

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.
###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. All rights reserved. All other marks are
the property of their respective owners. (C) Legend of Kay by JoWooD
Productions Software AG, Technologiepark 4a, A-8786 Rottenmann, Austria. All
rights reserved.
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RPG MAKER 3 FOR PLAYSTATION(R)2 HITS RETAIL SHELVES

SUNNYVALE, Calif, September 21, 2005 - Agetec, Inc. a leading publisher of
software in North America, is thrilled to announce the highly anticipated
arrival of RPG Maker 3(TM), the latest title within its Designer Series(TM).
Developed by Enterbrain and powered by the Playstation(R)2 computer
entertainment system, RPG Maker 3 gives players the capability of bringing
their own fantasy-world video games to life.

 "Game enthusiasts are tired of playing the same old games day in and day
out, fighting the same old fight, in the same old environment," said Mark
Johnson, vice president of marketing for Agetec, Inc. "They want to be able
to design their own games with their own 3D worlds, and with RPG MAKER 3, a
player's creativity and imagination can be realized."

RPG Maker 3 employs a feature rich, easy-to-use toolset including, 3D mapping
capabilities, real-time environment effects, beautiful fantasy-style
graphics, and a whole host of characters and Magic/Skill abilities from which
to choose from, giving designers total control over where and how they play
the game.

RPG Maker 3 Main Features:

 -Easy to Use Toolset
 -Transforms 2D Instructions into Complete 3D Worlds
 -Populate Towns in Real-Time
 -Large Cast of Characters and Monsters with Over 3000 Fluid Animations and
Art Styles
 -Beautiful Fantasy-style Graphics
 -Ideal for Kids
 -Includes a Bonus Six-hour Game, "Dear Brave Heart"

Availability & Pricing
RPG Maker 3 is available now for a suggested retail price of $49.99 at
Electronics Boutique and GameStop, as well as at http://www.walmart.com. The
title is a single player game, and is rated "E" for Everyone. For more
information on RPG Maker 3, visit the dedicated site at
http://rpgmaker.agetec.com. For details on other exciting titles from Agetec,
please visit http://www.agetec.com.

About Agetec, Inc.
 Agetec, Inc. is a world-class publisher of award-winning software and
hardware accessories for the North American video game market. Agetec
publishes many well-known brand titles, including: "King's Field," "The
Adventures of Cookie & Cream," "Bass Landing," "RPG Maker," and the "Armored
Core" game series as well as a growing list of over 65 game titles. Based in
Sunnyvale, California, Agetec games support all console and handheld gaming
systems, including the PSP(TM) (PlayStation(R)Portable) system.

###
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DANCE DANCE REVOLUTION EXTREME(tm) 2
SHIPS TO RETAIL STORES NATIONWIDE

Dance Dance Revolution Extreme(tm) 2 Takes PlayStation 2 Dancers Online For
The First Time

REDWOOD CITY, Calif. - September 27, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Dance Dance Revolution EXTREME(tm) 2 (DDR EXTREME 2), developed
exclusively for the PlayStation(R)2 computer entertainment system, has
shipped to retail stores nationwide. The latest Dance Dance Revolution(tm)
(DDR) installment not only includes the innovative EyeToy(tm) USB Camera (for
PlayStation(R)2) support found in the original DDR EXTREME but also features
an all-new soundtrack as well as an online component that lets players
connect and compete head-to-head for the first time.

PlayStation 2 players can now go online and test their dancing mettle against
other DDR fans from around the globe and those looking to tout their dancing
prowess will have the opportunity to participate in internet rankings.
Exciting new challenges will also be available for download, making the game
infinitely expandable.

"The Dance Dance Revolution series has been consistently recognized for its
innovation and engaging gameplay," said Jason Enos, Product Manager at Konami
Digital Entertainment - America. "By adding online gameplay for the first
time, we are able bring our fans a DDR experience that is every bit as
compelling as the game itself."

Offline, players can access a host of features and various modes, including
the all-new "Dance Master" mode which has players completing numerous dance
challenges and missions to dominate the grid! Players can also collect
in-game currency points for the first time, which can be used to personalize
their DDR experience. The points can be used to unlock items such as
additional music tracks, game tips and hip, cool characters. And, true to the
game's roots, DDR EXTREME 2 will also include the popular 'Work Out' mode,
allowing players to track the calories they burn as they boogie off the
pounds.

Featuring more than 70 songs across multiple genres and styles of music, DDR
EXTREME 2 will also get gamers moving with the largest number of tracks of
any DDR title released in North America to date. This latest addition to the
innovative, multi-million selling franchise will pump out beats from such
artists as The Chemical Brothers, Sean Paul, Sneaker Pimps, and Fatboy Slim,
and will include exclusive remixes of popular songs such as "Genie In A
Bottle" and "Oops!...I Did It Again" plus smash-hits like "Crazy In Love" and
"Play That Funky Music." Also, adding to the impressive line-up of songs is
new music by the famous video game musician Yuzo Koshiro, whose credits
include composing soundtracks for hit video games over the past 20 years.

DDR EXTREME 2 is rated "E" for Everyone by the ESRB and is available for an
SRP of $39.99 for the standalone video game and $59.99 for the video game and
dance mat bundle. The game also includes a demo of Konami's upcoming game
Karaoke Revolution(tm) Party, which combines both singing and dancing
elements to create the ultimate interactive challenge!

For more information on these games, please visit: http://www.konami.com/gs.

- more -


About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

"Dance Dance Revolution EXTREME" is a trademark of KONAMI CORPORATION. (C)
1998 2005 KONAMI KONAMI is a registered trademark of KONAMI CORPORATION.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. EyeToy is a trademark of Sony Computer
Entertainment Europe. Requires PlayStation 2 computer entertainment system
(sold separately). All rights reserved. Online play requires internet
connection and Memory Card (8MB) (for PlayStation 2) (each sold separately).
The Online icon is a trademark of Sony Computer Entertainment America Inc.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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SHIN MEGAMI TENSEI: DIGITAL DEVIL SAGA 2
SHIPS TO RETAILERS NATIONWIDE

Irvine, CA, October 3, 2005 - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, announced today that it has shipped Shin Megami
Tensei: Digital Devil Saga 2, for the PlayStation 2 computer entertainment
system to retailers nationwide. Digital Devil Saga 2 is the thrilling
conclusion to the original Digital Devil Saga that was released this past
April.

About SHIN MEGAMI TENSEI: DIGITAL DEVIL SAGA 2

Serph, leader of the Embryon, wanders aimlessly through the lifeless streets
before him.

In the Junkyard, his Tribe fought a gruesome war, hoping the light of Heaven
would relieve their suffering. In the end, Serph's world vanished, along with
the comrades who stood by him. All that awaited him in Nirvana were endless
streets littered with the silent remains of human statues.

The Promised Land was nothing but a new hell.

Guards in white appear through clouds of dust, threatening to arrest Serph as
an unauthorized Avatar Tuner. He notices the Karma Temple's insignia on their
equipment as they throw it aside and transform into hideous demons. The water
crown's power washes over Serph, and he realizes the Atma was not simply
anightmare of the Junkyard--nothing has changed but his surroundings.

Devouring others is the only way to survive. What awaits Serph beyond
Nirvana--a glorious paradise, or a sea of blood-soaked corpses?

Features
        o       Explore a brand new world full of conspiracy and danger!
        o       Tear into the new half human, half demon Berserk mode!
        o       New Karma Ring system adds another layer of depth to
character development!
        o       40+ hours of gameplay featuring spectacular stylized graphics
and fully-voicd cutscenes!
        o       Import your save data from the original Digital Devil Saga to
unlock hidden bonuses!

Purchase the game at select retailers and receive a free Digital Devil Saga 2
Soundtrack CD containing 30 tracks from the game. While supplies last.

Shin Megami Tensei: Digital Devil Saga 2 has been rated "M" for Mature by the
ESRB and has an MSRP of $49.99. For additional information on the game, visit
www.atlus.com .

###

About Atlus U.S.A., Inc.
Located in Irvine , CA , Atlus U.S.A. , Inc. is a publisher of challenging
and engaging video games for a variety of platforms including Microsoft's
Xbox and Sony's PlayStation(R)2. Atlus is best known for releasing unique
RPGs and Strategy RPGs such as Ogre Battle, Tactics Ogre, Disgaea: Hour of
Darkness, Wizardry, Persona, and Shin Megami Tensei: Nocturne. For more
information visit: www.atlus.com
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CAPCOM RELEASES DEVIL KINGS(TM) FOR THE PLAYSTATION 2 COMPUTER ENTERTAINMENT
SYSTEM

- Experience the Face of Warfare-

SUNNYVALE, Calif. - October 11, 2005 - Capcom , a leading worldwide developer
and publisher of video games, today announced the release of Devil Kings(TM)
for the PlayStation(R)2 computer entertainment system A fast-paced action
title, Devil Kings possesses compelling gameplay that thrusts players into a
land of warring nations and unrelenting hostile armies. Choose from a
selection of heroic warriors and utilize their unique combat abilities to
fight on the battlefields to achieve total domination. Devil Kings is now
available at retailers across North America and carries a "T" rating for teen
audiences by the ESRB (Entertainment Software Rating Board).

In Devil Kings, it is an age of chaos and turmoil where warriors will rise to
achieve absolute dominance. Players must choose one of six characters who
must lead an army into battle and conquer the land laid before them. The
action explodes on-screen when signature "Fury Drive" moves are unleashed on
the battlefield against antagonistic forces that stand against the goal of
complete supremacy. Summon swords from beneath the surface to skewer any
enemies in the region or launch them into the sky and blast them in mid-air.
Using experience points earned during combat, gamers can strengthen their
character by leveling up their attributes and weapons. It's up to the player
to build up their heroes, collect items, and carve a path to victory. Only
those with true valor and strength will prevail.

Devil Kings includes the following features:
Roster of unique playable heroes - Play as one of six playable characters,
each with their own fighting abilities:
o Devil King - A king who sold his soul to the Devil. His quest for world
dominance is just beginning.
o Lady Butterfly - The faithful wife of the Devil King. But don't be fooled
by her beauty for she is a cold-blooded and shrewd fighter.
o Red Minotaur - A fierce general rivaling the Devil King, he is a great
leader who is a cunning warrior in battle.
o Scorpio - A devoted elite soldier in Red Minotaur's army.
o Venus - A deadly ninja who would do anything to protect her loved ones.
o Azure Dragon - A maverick soldier who fights only for himself.
Two modes of gameplay:
o Conquest - Progress through a series of battles to bring all territories
under one regime. Achieve total conquest in order to unlock more unique
playable characters.
o Free Battle - Select a playable character and any unlocked stage from
Conquest mode and head off to the battlefield for countless hours of warfare.
Signature "Fury Drive" moves - Perform special attack moves that are specific
to each fighter; brandish three swords at once to slice the enemy with
lighting fast speed or conjure up a red whirlwind that tosses them into the
air. Master combos to create unlimited chains attacks and defeat opponents
swiftly.
Level-up system - Use the experience points earned during battle to level-up
a character's attributes, weapons and attacks.
Unlockable features - By meeting certain conditions, gamers can unlock new
items they can use to equip their characters, view original artwork and
movies.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. All rights reserved. All other marks are
the property of their respective owners.
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MIDWAY'S MORTAL KOMBAT: DECEPTION(R) ATTAINS GREATEST HITS AND PLATINUM HITS
STATUS

The PlayStation(R)2 Computer Entertainment System & the Xbox(R) Video Game
System from Microsoft Award Top-Selling Fighting Game Franchise Respective
Distinction on Store Shelves Nationwide

Chicago - October 14, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
that Mortal Kombat: Deception(R) has shipped as a Greatest Hits title for the
PlayStation(R)2 computer entertainment system and as a Platinum Hits title
for the Xbox(R) video game system from Microsoft. As a new addition to these
prominent programs, Mortal Kombat: Deception will be re-distributed with new
packaging at a suggested retail price of $19.99.

By definition, a title earning the Greatest Hits and/or Platinum Hits
distinction requires that a company manufacture more than 400,000 units per
respective platform during its first nine months on store shelves. In total,
Mortal Kombat: Deception has shipped in excess of 1.9 million units worldwide
since its release in October 2004.

Leading consumer and gaming enthusiast media have also recognized Mortal
Kombat: Deception as a favorite in the fighting videogame genre:
* Game Informer - Named Mortal Kombat: Deception one of "Top 50 Games in
2004"
* SpikeTV - Best Fighting Game of 2004
* Academy of Interactive Arts & Sciences (AIAS) - Best Fighting Game of 2004
* GameSpot.com - Best Fighting Game of 2004

The Mortal Kombat franchise also expanded its horizons in the
action/adventure genre this fall with the September 2005 release of Midway's,
Mortal Kombat(R): Shaolin Monks(TM).

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox(R), Nintendo GameCube(TM), Game Boy(R) Advance and
personal computers.

For more information about Mortal Kombat: Deception visit
www.mortalkombatdeception.com.

About Mortal Kombat: Deception

Mortal Kombat: Deception takes martial arts-style fighting and the Mortal
Kombat franchise to new heights with an innovative fighting system,
unparalleled depth and brutally intense action that will appeal to long-time
Mortal Kombat fans as well as current-generation gamers. The game features
lightning-fast, hand-to-hand and special weapons combat, secret and returning
characters, new moves and combinations with death-dealing battles and all-new
life-threatening environments.

About Midway Games

Headquartered in Chicago, IL with offices in San Diego, CA, Seattle, WA,
Austin, TX, Los Angeles, CA, Munich, Germany, London, UK, and Adelaide, AUS,
Midway Games Inc. (NYSE:MWY) is a leading developer and publisher of
interactive entertainment software for major video game systems and personal
computers. More information about Midway can be obtained at www.midway.com.

MORTAL KOMBAT, MORTAL KOMBAT: DECEPTION, MIDWAY and all character names are
trademarks of Midway Amusement Games, LLC. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox is a
registered trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
companies. Midway has provided the gamespot.com link solely as a convenience
for you. The information on this site has been prepared by third parties, and
Midway does not monitor, endorse, or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission.
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WILD ARMS(R) Alter code: F(TM) Goes Gold!

SUNNYVALE, Calif, October 31, 2005 -Agetec, Inc., a leading publisher of
entertainment software, announced today the gold status of the much sought
after WILD ARMS(R) Alter code: F(TM) for the PlayStation(R)2 computer
entertainment system. WILD ARMS(R) Alter code: F(TM) ships to North American
retailers on November 15, delivering an expanded story, detailed 3D
characters, vivid environments, and a beautiful soundtrack, making this
recast version of the original worth the wait.

WILD ARMS(R) Alter code: F(TM) is a retelling of the classic adventure about
three brave warriors, Rudy, Jack and Cecilia, known as "Wanderers," who the
Ancient Guardians call upon to save the peaceful world of Filgaia from the
ravages of the Metal Demons who are intent on destroying it. This newest
installment in the legendary WILD ARMS(R) RPG series has 5 new playable
characters who join the "Wanderers" to battle back against the savage beasts
that threaten the very existence of all life.

"Too few great RPG games are being remade and released onto the PS2," said
Mark Johnson, vice president of marketing for Agetec, Inc. "It is no wonder
that fans of the original Wild Arms(R) series can't wait to get their hands
on this new rendition. With features that include a solid plot line,
additional players, the ability to swap characters in and out of battle, and
hours of animated cut-scenes, RPG enthusiasts will definitely rate the replay
value of WILD ARMS(R) Alter code: F(TM) as exceptionally high."

WILD ARMS(R) Alter code: F(TM) is rated T for Teen and will retail for
$49.99. For more information please visit http://www.agetec.com

About Agetec, Inc.
Agetec, Inc. is a world-class publisher of award-winning software and
hardware accessories for the North American video game market. Agetec
publishes many well-known brand titles, including: "King's Field," "The
Adventures of Cookie & Cream," "Bass Landing," "RPG Maker," and the "Armored
Core" game series as well as a growing list of over 65 game titles. Based in
Sunnyvale, California, Agetec games support all console and handheld gaming
systems.

###

(C)2005 Sony Computer Entertainment Inc. All Rights Reserved. "Wild Arms" is
a registered trademark and "Alter Code : F" is a trademark of Sony Computer
Entertainment Inc. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.
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KONAMI SHIPS SUIKODEN TACTICS(TM) FOR PLAYSTATION 2

REDWOOD CITY, Calif. - November 8, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Suikoden Tactics(TM) for the PlayStation(R)2 computer entertainment
system has shipped to retail stores nationwide. Suikoden Tactics is the first
game in the acclaimed role playing based series that includes turn-based
strategy and simulation elements. Following the adventures of a new hero,
Kyril, the game allows players to experience this unique Suikoden universe in
an all-new way. As an added bonus, packaged with the first run of Suikoden
Tactics will be a limited edition music soundtrack CD-ROM featuring
re-arranged tracks from the complete Suikoden franchise.

A truly sweeping and epic adventure set in beautifully rendered 3D
environments, Suikoden Tactics thrusts players into the shoes of a young
adventurer investigating the sudden appearance of hideous creatures in the
Island Nations. While progressing through the game, players will encounter a
cast of over 70 characters and will be able to bring over 50 of them into
battle, including many familiar faces from past Suikoden games as well as
well as characters that are new to the series. Throughout the game, they will
gain new perspective on the events of Suikoden IV as well as uncover the
dark, troubling secrets of the Rune Cannon.

Featuring more than 25 intense battle scenarios, Suikoden Tactics requires
players to master innovative fighting systems. By merging the abilities of
numerous characters with the 'Combination Attack System,' players can
maximize the strength of their party and use those heightened skills to
dominate their enemies on the battlefield. The game also features a 'Ground
Elemental System,' where the ground itself contains the power of the
elements, such as earth, wind, water, fire and lightning. Players can use
these elements during battle for healing, inflicting damage to enemies,
increasing your characters' stats or decreasing your enemies' stats. These
abilities add a new level of strategy to the game as well as provide players
a way to gain a tactical advantage during battle. In addition, newly added
menus allow players to modify and improve their characters' skills, tailor
their equipment and upgrade their weapons to fully customize their team
members throughout the game - making their troops a force to be reckoned
with!

Suikoden Tactics is rated "T" for teens by the ESRB and will be available for
an SRP of $39.99. For more information, please visit:
http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

"SUIKODEN" is a registered trademark of KONAMI CORPORATION. "SUIKODEN
TACTICS" is a trademark of KONAMI CORPORATION. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc.
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AGETEC LAUNCHES WILD ARMS(R) Alter code: F(TM)

Retelling of Classic WILD ARMS Story Delivers Enhanced Features and
Innovative Gameplay

SUNNYVALE, Calif, November 16 , 2005 - Agetec, Inc., a leading publisher of
entertainment software, has announced the availability of WILD ARMS(R) Alter
code: F(TM) at retail locations nationwide. Offered exclusively for the
PlayStation(R)2 computer entertainment system, WILD ARMS Alter code: F is a
traditional role-playing game (RPG) offering fresh new characters, enhanced
graphics, intricate puzzles and an innovative new battle system.

In WILD ARMS Alter code: F, a legendary retelling of the classic WILD ARMS
story, players assume the role three legendary heroes, Rudy, Jack and
Cecilia, "Wanderers," who unbeknownst to each other are trying to save their
world from demonic creatures intent on destroying it. Along with new playable
characters, Emma, Jane, Magdalen and others, they join forces to bring life
back to a land on the verge of ruin.

WILD ARMS Alter code: F, delivers an expanded storyline, detailed 3D
characters, vivid environments, and a beautiful soundtrack, making this
recast version of the original worth the wait.

Features:
* Over 60 hours of gameplay - Dual Layer DVD is used to hold the massive
amount of gameplay, music, and graphics.
* Proven storyline - combining the story that attracted many players with the
latest technology and gaming system.
* Redeveloped script - completely rewritten script with new plot twists and
puzzles.
* Stunning graphics engine - detailed characters, enemies, and environments
truly bring the game to life.
* Evolved battle system - control up to six party members to pummel the
enemy.
* New environmental effects - blowing wind in the wilderness, sparkling
waters, sunlight trickling into towns, and bubbling lava filled ruins. The
attention to detail and expression of space are the best in the series.
* Enhanced "realistic" character graphics - the familiar super deformed faces
from the original were transformed into accurately proportional graphics.
* Redrawn environments - the maps, towns, and dungeons were completely
recreated and updated into 3D format, and all the visual designs were redrawn
from scratch.

The independent Entertainment Software Rating Board (ESRB) rates WILD ARMS
Alter code: F "T" for Teen and the game will retail for $49.99. The game is
available for purchase at Electronics Boutique, GameStop, and online at
http://www.target.com and http://www.walmart.com. For more information please
visit http://www.agetec.com

About Agetec, Inc.
Agetec, Inc. is a world-class publisher of award-winning software and
hardware accessories for the North American video game market. Agetec
publishes many well-known brand titles, including: "King's Field," "The
Adventures of Cookie & Cream," "Bass Landing," "RPG Maker," and the "Armored
Core" game series as well as a growing list of over 65 game titles. Based in
Sunnyvale, California, Agetec games support all console and handheld gaming
systems.

###

(C)2005 Sony Computer Entertainment Inc. All Rights Reserved. "Wild Arms" is
a registered trademark and "Alter Code : F" is a trademark of Sony Computer
Entertainment Inc. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.
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ARTWORK AVAILABLE AT THE FOLLOWING URL:
http://www.bhimpactpress.com/Codemasters/Dance%20Factory/Dance%20Factory%20Sc
reenshots%2012-7/
FOR IMMEDIATE RELEASE

The dance mat game that works with any music CD! Prepare to enter the Dance
Factory, coming April exclusively on PlayStation(R)2

Any music CD, any track - the ultimate dance game that generates dance moves
from players own music CDs to get U.S. and European release April 2006

New York (Dec. 7, 2005) - Set to revolutionize the dance mat gaming
phenomenon, Codemasters today confirms that Dance Factory will launch in
North America and Europe in April 2006.

Coming exclusively to PlayStation(R)2 computer entertainment system, Dance
Factory will be the world's first dance mat game that enables players to
personally choose the music tracks they want to groove to - from their own
music CD collection! This incredible innovation means that dance gaming is no
longer limited to titles with pre-set track lists or music genres.

Dancers load up Dance Factory on PlayStation(R)2 computer entertainment
system, choose any music CD and watch as the game choreographs dance moves
specifically for the track that the player has chosen - live! Then, the
player can take to the dance mat stage and get their feet moving to the beats
as the dance steps play out on screen. As well as making the moves, Dance
Factory will also create animated background visuals to best match the style
of any players chosen track and bring their routine alive.

Dance Factory's innovative beat recognition technology, developed exclusively
for the title, ensures that for the first time a dance mat game can span
across all music tastes; it works with everything from a classic disco track,
to guitar rock, R&B, to the most current dance anthem.

In addition to the unique 'any CD' concept, Dance Factory will unleash a
whole load of different dance mat gaming modes - including Fitness, Endurance
and Recorder. Plus, Dance Factory will also unlock digital music creatures
that hide on each and every music CD and get them dancing too!

In the main game mode players dance to the music of their choice and rack up
points as they pull off the moves that Dance Factory has choreographed for
them. The better they bust their moves, the more points that are awarded with
which to unlock additional modes, features and content.

Players will even be able to make Dance Factory part of their workout program
with the game's Fitness mode. The more they move, the more calories they burn
and in this mode the game displays a calorie counter so players can see how
much they're working off through the tracks.

When players want to try for an album-long dancing marathon, Dance Factory's
Endurance mode challenges them to dance their way through the entire playlist
of a CD - if they can pull off the moves. In Endurance, players have to
achieve a pre-set minimum level of footwork accuracy before moving onto the
next track on the CD. If players can dance their way through an entire CD,
the points awarded for each track are doubled!

Dance Factory will also give players the chance to be the choreographer as
well as the DJ too! In Recorder mode, they can set the dance moves for the
track of their choice and Dance Factory will record it for them.

With many more innovations yet to be revealed, including how a unique
Creature mode will unleash digital dancing companions, Dance Factory will
provide the power for everyone to dance to the music they want when it
launches April 2006, exclusively for PlayStation 2. Find out more online at
www.codemasters.com.

DANCE FACTORY: KEY GAME POINTS
        o       Dance Factory is the world's first dance game that generates
dance moves from ANY music CD.
        o       The most accessible, fun dance game compatible with any CD
collection.
        o       Backgrounds come alive in time to the player's own music with
different styles.
        o       Create dance routines in Recorder mode and share with
friends.
        o       Multi play options including freestyle, battle and
elimination tournament with up to 16 players.
        o       Plus many more exciting game modes including Fitness and
Endurance.
        o       Five licensed starter tracks to get players started.

About Codemasters
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective owners.
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Crave Entertainment Signs Puzzle Challenge: Crosswords and More!

Console Game to Contain Over 1,000 Unique Interactive Puzzles

Newport Beach, CA. -- December 08, 2005 -- Crave Entertainment, a leading
publisher of console videogames, today announced plans to publish Puzzlle
Challenge: Crosswords and More!, a collection of more than 1,000 crossword
puzzles, word searches and other brainteasers for the PlayStation(R)2
computer entertainment system and for the PSP(tm) (PlayStation(R)Portable)
system. The title marks the first U.S. word puzzle game for either system.

"Crosswords have such wide appeal," said Sheri Snow, Director of Marketing of
Crave Entertainment. "We expect to see family members that might not
ordinarily play with PlayStation 2 console or the PSP system start vying for
their own gaming time."

Puzzle Challenge: Crosswords and More! offers more than 200 hours of
gameplay, ranging from easy to difficult standard crosswords, codebreakers
that require the player to determine number matches assigned to each letter
of the alphabet, puzzles with cryptic clues, diamond shaped puzzles and
backwards puzzles where the player fills in their own black squares. Word
searches come in standard or themed versions. Profiles can be set for
multiple players so that the entire household can use the software. Exclusive
to the PSP(tm) system version is a two-player game sharing mode that enables
two people on separate handheld consoles to play the game via wireless
connection using one disc.

Puzzle Challenge: Crosswords and More! is expected to be released in the
first quarter of next year with an MSRP of $19.99 for the PlayStation(R)2
computer entertainment system and $29.99 for the PSP(tm)
(PlayStation(R)Portable) system.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a division of
Handleman Corp. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(R)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
www.cravegames.com.

###
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CAPCOM REVEALS DEVIL MAY CRY(R)3: DANTE'S AWAKENING SPECIAL EDITION FOR THE
PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

-Enhanced Version Joins Ranks of Elite Titles in Sony's "Greatest Hits"
Collection-

SUNNYVALE, Calif. - January 3, 2006-- Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced Devil May Cry(R)3:
Dante's Awakening Special Edition for the PlayStation2 computer entertainment
system will join Sony's "Greatest Hits" collection. Featuring a redesigned
package, the special edition will feature a horde of additional content, new
options and an additional playable character. In Devil May Cry 3 players take
on the role of Dante, the world's toughest demon slayer, in a fast-paced
thrill ride filled with complex storylines, striking graphics and
unadulterated stylistic action. The game carries an "M" rating for mature
audiences by the ESRB (Entertainment Software Rating Board) and is planned
for release on January 24 at retailers throughout North America for a
suggested retail price of $19.95.

Several thousand years have passed since the demon warrior Sparda raised his
sword against the unholy world to save the human race. Victorious and assured
that evil forces had been confined, Sparda joined mankind and fathered Dante,
a half human-half demon son infused with the power of a supernatural lineage.
However, Dante was not the only son Sparda had sired. As devoted as Dante was
to defeating the forces of evil, his twin brother, Vergil, was consumed by
power and upheld the legacy of his sinister ancestors. One moonlit night, a
mysterious tower materialized beside Dante's "Devil May Cry" investigative
agency. On the rooftop stood his brother along with his inhuman minions
goading Dante into a confrontation.

Devil May Cry 3 unfolds an earlier chapter in Dante's history, before the
original Devil May Cry, to the fateful clash between Sparda's twin sons,
divided by the divergence of their chosen paths. Along the way, Dante
encounters formidable foes and unusual characters including a mysterious man
named Arkham and a female hunter named Lady whose mission is to take down all
demons, including Dante. These precursory events disclose the complex roots
of Dante's character and reveal insight into his clouded past.

Devil May Cry 3 preserves the fast-paced action that has made the series so
popular. In addition to its strong roots, the game increases the intensity of
gameplay with a new "style" system, which adds an additional level of depth.
Depending on preference, players can choose to use short-range, long-range,
defensive or evasive play styles. Each system has its own range of gameplay
features and players can choose to power up their favorite style for
increased special attack abilities. The range of options available in Devil
May Cry 3 immerses players in a non-stop, thrilling escapade.

Devil May Cry 3: Dante's Awakening Special Edition includes a wealth of
exclusive new features:
New playable character - play as Dante's evil twin brother, Vergil, with his
own unique "Dark Slayer" fighting style
New "Jester" enemy - previously featured only in cut scenes, Jester has been
implemented as a new boss character
Turbo Option - this new feature boosts the game speed by 20%
Two continue system options
o Original yellow orb system - use yellow orbs to restart from the last
checkpoint
o New gold orb system - continue unlimited times and use gold orbs to resume
from the same spot or replay from the last checkpoint if there are no gold
orbs left
Adjusted difficulty levels offer more balanced gameplay as players choose
from five options including a new Very Hard mode
Bloody Palace Mode - Dante is pitted against an onslaught of enemies in this
survival mode
Movie Mode - Unlocked cut scenes can be viewed either one at a time or all in
a row

The elements above bolster the impressive offerings of the original Devil May
Cry 3:
Unrelenting, hard-core gothic action
Fresh new character design - Dante appears younger, but still has his stylish
swagger and rock star good looks
Huge arsenal of weapons - Handguns, powerful shotguns, tricked out guitars
and much more
Combo system - Equip Dante with up to four different weapons that can be
swapped at anytime, allowing the freedom to develop a range of fighting moves
and combinations
Customize up to six different fighting styles
o Trickster - Evasive style which allows Dante to deftly dodge enemy attacks
with speed and finesse
o Swordmaster - Close-range specialty maximizes the impact of up close
attacks with the blade
o Gunslinger - Long-range style that lets Dante blow away enemies with his
fire arms
o Royal Guard - Counter attack and guard expertise against strong enemy power
o Quicksilver - Unlockable style that allows Dante to stop time and cause
massive damage to enemies
o Doppelganger - An unlockable that produces a replica that fights alongside
Dante
Enhanced graphics - Fully textured rich backgrounds utilizing 3D polygons as
well as real time rendering for in game cut scenes and intro movie
Multitude of demonic enemies - More ferocious than ever before with powerful
weapons, the ability to transform and fly and other challenging surprises
Obtain orbs throughout the game to purchase new weapons, fighting techniques,
increase strength and more
Dolby Digital and Dolby Pro Logic II support
Hidden weapons, items, characters, difficulty levels and more

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man,
Viewtiful Joe, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. All rights reserved. All other marks are
the property of their respective owners.
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CAPCOM RELEASES DEVIL MAY CRY(R)3: DANTE'S AWAKENING SPECIAL EDITION
FOR THE PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

-Enhanced Version Joins Ranks of Elite Titles in Sony's "Greatest Hits"
Collection-

SUNNYVALE, Calif. - January 24, 2006-- Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced the release of
Devil May Cry(R)3: Dante's Awakening Special Edition for the PlayStation2
computer entertainment system as part of  Sony's "Greatest Hits" collection.
Featuring a redesigned package, the special edition features a horde of
additional content, new options and an additional playable character.  In
Devil May Cry 3 players take on the role of Dante, the world's toughest demon
slayer, in a fast-paced thrill ride filled with complex storylines, striking
graphics and unadulterated stylistic action.  The game carries an "M" rating
for mature audiences by the ESRB (Entertainment Software Rating Board) and is
now available at retailers throughout North America for a suggested retail
price of $19.95.

Several thousand years have passed since the demon warrior Sparda raised his
sword against the unholy world to save the human race.  Victorious and
assured that evil forces had been confined, Sparda joined mankind and
fathered Dante, a half human-half demon son infused with the power of a
supernatural lineage.  However, Dante was not the only son Sparda had sired.
As devoted as Dante was to defeating the forces of evil, his twin brother,
Vergil, was consumed by power and upheld the legacy of his sinister
ancestors.  One moonlit night, a mysterious tower materialized beside Dante's
"Devil May Cry" investigative agency.  On the rooftop stood his brother along
with his inhuman minions goading Dante into a confrontation.

Devil May Cry 3 unfolds an earlier chapter in Dante's history, before the
original Devil May Cry, to the fateful clash between Sparda's twin sons,
divided by the divergence of their chosen paths.  Along the way, Dante
encounters formidable foes and unusual characters including a mysterious man
named Arkham and a female hunter named Lady whose mission is to take down all
demons, including Dante.  These precursory events disclose the complex roots
of Dante's character and reveal insight into his clouded past.

Devil May Cry 3 preserves the fast-paced action that has made the series so
popular.  In addition to its strong roots, the game increases the intensity
of gameplay with a new "style" system, which adds an additional level of
depth.  Depending on preference, players can choose to use short-range,
long-range, defensive or evasive play styles.  Each system has its own range
of gameplay features and players can choose to power up their favorite style
for increased special attack abilities.  The range of options available in
Devil May Cry 3 immerses players in a non-stop, thrilling escapade.

Devil May Cry 3: Dante's Awakening Special Edition includes a wealth of
exclusive new features:
         New playable character - play as Dante's evil twin brother, Vergil,
with his own unique "Dark Slayer" fighting style
         New "Jester" enemy - previously featured only in cut scenes, Jester
has been implemented as a new boss character
         Turbo Option - this new feature boosts the game speed by 20%
         Two continue system options
o        Original yellow orb system - use yellow orbs to restart from the
last checkpoint
o        New gold orb system - continue unlimited times and use gold orbs to
resume from the same spot or replay from the last checkpoint if there are no
gold orbs left
         Adjusted difficulty levels offer more balanced gameplay as players
choose from five options including a new Very Hard mode
         Bloody Palace Mode - Dante is pitted against an onslaught of enemies
in this survival mode
         Movie Mode - Unlocked cut scenes can be viewed either one at a time
or all in a row

The elements above bolster the impressive offerings of the original Devil May
Cry 3:
         Unrelenting, hard-core gothic action
         Fresh new character design - Dante appears younger, but still has
his stylish swagger and rock star good looks
         Huge arsenal of weapons - Handguns, powerful shotguns, tricked out
guitars and much more
         Combo system - Equip Dante with up to four different weapons that
can be swapped at anytime, allowing the freedom to develop a range of
fighting moves and combinations
         Customize up to six different fighting styles
o        Trickster - Evasive style which allows Dante to deftly dodge enemy
attacks with speed and finesse
o        Swordmaster - Close-range specialty maximizes the impact of up close
attacks with the blade
o        Gunslinger - Long-range style that lets Dante blow away enemies with
his fire arms
o        Royal Guard - Counter attack and guard expertise against strong
enemy power
o        Quicksilver - Unlockable style that allows Dante to stop time and
cause massive damage to enemies
o        Doppelganger - An unlockable that produces a replica that fights
alongside Dante
         Enhanced graphics - Fully textured rich backgrounds utilizing 3D
polygons as well as real time rendering for in game cut scenes and intro
movie
         Multitude of demonic enemies - More ferocious than ever before with
powerful weapons, the ability to transform and fly and other challenging
surprises
         Obtain orbs throughout the game to purchase new weapons, fighting
techniques, increase strength and more
         Dolby Digital and Dolby Pro Logic II support
         Hidden weapons, items, characters, difficulty levels and more

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man,
Viewtiful Joe, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries.  Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc.  All rights reserved.  All other marks
are the property of their respective owners.
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GET READY TO PLAY SOMETHING COUNTRY - AS KONAMI INTRODUCES
"CMT PRESENTS: KARAOKE REVOLUTION COUNTRY"

Konami Partners with CMT Games To Deliver The Newest Addition
To The Hit Karaoke Video Game Series

REDWOOD CITY, Calif. - January 25, 2006 - Konami Digital Entertainment, Inc.,
today announced that it will take the hit music video game franchise to new
two-steppin' extremes this March on the PlayStation(R)2 computer
entertainment system with the debut of the first and only country music
karaoke video game on the market - CMT Presents: Karaoke Revolution(R)
Country. Featuring 35 of the greatest country songs ever recorded as selected
by America's number one country music network, CMT, Karaoke Revolution
Country marks the first Karaoke Revolution(R) game designed for a specific
music genre.

"We raise the bar with each new addition to the Karaoke Revolution series,
providing players with an unparalleled interactive music video game
experience," said Matt Knoles, Product Manager, Konami Digital Entertainment,
Inc. "We are excited to have CMT as a partner in creating a game that finally
meets the needs of the growing country music fan base."

For the first time in the Karaoke Revolution franchise history, Konami has
extended its brand to offer a product dedicated to a specific music genre. By
partnering with CMT, the largest country music television network, Konami
will be able to deliver the greatest selection of country music available as
well as a look and feel that is relevant to country music fans. CMT is
America's most popular country music network reaching more than 78 million
households. Established more than 20 years ago, CMT reaches 84% of US
households via basic cable, digital and satellite platforms. As part of the
partnership, CMT will feature Karaoke Revolution Country through integrated
television and online programming and promotions.

"CMT continues to push the envelope on what defines country music and
entertainment," said Jeff Yapp, EVP, MTV Networks and Logo Enterprise Group.
"CMT Games is an exciting and unique extension of the CMT brand and
represents infinite possibilities in this growing industry. Karaoke
Revolution is a brilliant inaugural project and is sure to resonate with
country music fans."

CMT Presents: Karaoke Revolution Country features a new art style for
character customization with the ability for players to build their own
characters with various options, including realistic proportions, body type,
hair and an assortment of new clothes and accessories. The game also allows
users to create an actual 3D model of their own face with the EyeToy(R) USB
Camera (for PlayStation(R)2), place it on a customizable character and watch
themselves perform live on the big stage! Enhancing the feature set even
further are mini-games and the ability for players to unlock rewards for top
performances including new songs, characters, accessories and more.

Karaoke Revolution is also the only interactive karaoke video game series in
North America to feature a "duet" gameplay mode, which allows two people to
sing simultaneously, and be judged individually - scored on the pitch and
rhythm of their singing. Players will also be able to enjoy a variety of
other expanded multiplayer and party modes for up to eight people.

CMT Presents: Karaoke Revolution Country is developed by leading music video
game creator Harmonix Music Systems. The game will be released this March,
exclusively for the PlayStation 2, and requires the use of any PlayStation 2
compatible headset or microphone peripheral. For more information on the
game, please visit: www.konami.com/gs.


About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About CMT
CMT, America's No. 1 country music network, carries original programming,
specials, and live concerts and events, as well as a mix of videos by
established country music artists and new cutting-edge acts, including world
premiere exclusive videos. Founded March 6, 1983, CMT, owned and operated by
MTV Networks, reaches more than 78.7 million households in the United States.
Go to country music's biggest web site at www.cmt.com .

About CMT Games
A division of MTV Networks, CMT Games is dedicated to producing and marketing
unique interactive entertainment experiences that resonate with CMT's
audience. Through strategic partnerships with a range of videogame publishers
and independent developers, CMT Games creates, supports and participates in
the success of a diverse slate of innovative console, handheld, and PC titles
for both hardcore and casual gamers. Titles released under these partnerships
receive multi-platform promotion across CMT, leveraging the network's unique
brand and marketing capabilities to maximize sales. In addition, CMT Games
collaborates with its partners on soundtracks, in-game advertising sales, and
development of complimentary television programming.



###

(C)2003 2006 KONAMI
Developed by Harmonix Music Systems. Published by Konami Digital
Entertainment, Inc. under license from Konami Corporation. "KONAMI" and
"KARAOKE REVOLUTION" are registered trademarks of KONAMI CORPORATION.
"BEMANI" is a trademark of KONAMI CORPORATION. Harmonix is a registered
trademark of Harmonix Music Systems, Inc. Game engine code c 2006 Harmonix
Music Systems, Inc. CMT and all related titles and/logos are trademarks of
Country Music Television, In., an MTV Network.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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NAMCO BANDAI'S "ONE PIECE(TM): PIRATES' CARNIVAL(TM) TO SET SAIL THIS SPRING

Zany Party Game Based on the Popular TV Series Navigates onto PlayStation(R)2

SANTA CLARA, Calif., (March 8, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that "One
Piece(TM): Pirates' Carnival(TM)," an over-the-top party game for
PlayStation(R)2 computer entertainment system, is scheduled to ship this
Spring. Featuring over 30 swash-buckling mini-games and up to four-player
mayhem, "One Piece: Pirates' Carnival" promises pie-eating contests,
teeth-gritting battles on stilts, pirate basketball, and other shenanigans
that only Luffy and the One Piece crew can dream up.

Based on the tremendously popular graphic novels published by VIZ Media and
the TV series airing on Cartoon Network, "One Piece: Pirates' Carnival"
brings the crazy pirate party without having to hit the ocean. Players can
dominate the game board by defeating up to three friends in a series of zany
games guaranteed to tickle the funny bone of the surliest of pirates. Gamers
must evade bombs in a dodge ball field, locate the Pandaman, out-maneuver
giant feet and more to become King of the Pirates.

More information about "One Piece: Pirates' Carnival" is available at
www.namcobandaigames.com.

###

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA.

On September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content.

As previous separate entities (NAMCO HOMETEK INC. and Bandai Games Inc.) the
companies were each known for creating some of the industry's top franchises
including: Tamagotchi(R), Tekken(R), Power Rangers, SOULCALIBUR(R), Teen
Titans, Dead to Rights(R), Pac-Man World(TM), Inuyasha, Digimon, Ridge
Racer(R), Time Crisis(R) and ACECOMBAT(R). For more information about NAMCO
BANDAI America Inc. and its products log onto www.namcobandaigames.com.

About Toei Animation(JASDAQ -code 4816) Toei Animation Co., Ltd.
(http://www.toei-anim.co.jp or http://www.toei-anim.co.jp/english/index.html)
is the largest animation production company in Japan since 1956, and have
produced many celebrated works ranging from feature films such as "The White
Snake" and "Puss 'N Boots", to TV series staring from "Ken, the Wild Boy" on
to "Dragon Ball," "Sailor Moon," "Digimon Adventure" and "One Piece." The
content in its possession come to a total of approximately 8,500 episodes,
which accounts for about 4,200 hours. Consolidated billings (gross sales for
fiscal terms 02/03 were recorded at Yen 18,429 million. Toei Animation is
publicly quoted on JASDAQ (code 4816). Headquartered in Tokyo, Japan, and its
affiliate company registered as "Toei Animation Inc." in Century City,
California.

One Piece (C) 2006 Eiichiro Oda/Shueisha, Toei Animation (C) 2006 Bandai.
PIRATES' CARNIVAL is a trademark of Bandai. BANDAI logo is a registered
trademark of Bandai.
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KONAMI SHIPS SUIKODEN(R) V TO RETAIL STORES NATIONWIDE

Newest Installment Celebrates the 10 Year Anniversary Of The Popular
Franchise With An All-New Epic RPG Adventure

REDWOOD CITY, Calif. - March 21, 2006 - Konami Digital Entertainment, Inc.,
announced today that Suikoden(R) V for the PlayStation(R)2 computer
entertainment system has shipped to retail stores nationwide. Celebrating the
10th anniversary of the Suikoden video game series, the game takes RPG fans
on an all-new role-playing adventure in a world filled with mystery and
suspense.

In Suikoden V, players find themselves in the land of Falena, a prosperous
and beautiful country governed by the matriarchy and the benevolent power of
the Sun Rune. As civil unrest arises, the queen is forced to use the Sun Rune
to quell the uprising, but at what cost? Players take on the role of Prince
of Falena in an expansive quest to uncover the mysteries surrounding the Sun
Rune, the civil unrest and the dark intent of an unknown power, in the
greatest Suikoden saga yet! The game features the largest storyline in the
Suikoden series to date, with fully voiced-over cut scenes, branching story
paths, multiple endings, and incredible plot twists. Players will uncover the
108 Stars of Destiny and battle with more than 60 playable characters for the
most memorable Suikoden experience to date!

Like its predecessors in the Suikoden series, Suikoden V offers unparalleled,
in-depth gameplay, 3-D environments, a riveting storyline and the series'
trademark 108 Stars of Destiny. The game also expands upon the gameplay
foundations of previous Suikoden titles with 6-member battle parties,
multiple mini-games, and a Tactical Formation System that allows for over 20
strategic formations in battle. Players can also take part in huge military
skirmishes, issuing commands to hundreds of troops on screen to stake their
claim as their rightful ruler of Falena.

Suikoden V is available exclusively for the PlayStation 2 for a SRP of $39.99
and is rated "T" for Teen by the ESRB. For more information on Suikoden V,
please visit www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs
###
(C) 1995 2006 KONAMI
"KONAMI" and "SUIKODEN" are registered trademarks of KONAMI CORPORATION.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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KONAMI SHIPS CMT PRESENTS: KARAOKE REVOLUTION(R) COUNTRY TO RETAIL STORES
NATIONWIDE

Newest Addition to the Hit Karaoke Revolution Video Game Series Features Hot
Country Music Hits from CMT

REDWOOD CITY, Calif. - March 21, 2006 - Konami Digital Entertainment, Inc.
today announced that CMT Presents: Karaoke Revolution(R) Country for the
PlayStation(R)2 computer entertainment system has shipped to retail stores
nationwide. The first genre-specific Karaoke Revolution(R) game, CMT
Presents: Karaoke Revolution Country takes the hit music video game franchise
to new extremes, featuring 35 of the greatest country songs ever recorded as
the result of a collaborative partnership with America's number one country
music network, CMT.

CMT Presents: Karaoke Revolution Country features an expanded character
customization system that lets players build their own characters from a
variety of options, including different body types, hair styles and an
assortment of new country-inspired clothing and accessories. The game also
allows users to create a 3D model of their own face with the EyeToy(TM) USB
Camera (for PlayStation(R)2), place it on a customizable character and watch
as they perform live on the big stage!

Featuring enough gameplay modes to fill a ten-gallon hat, CMT Presents:
Karaoke Revolution Country includes a Duet Mode, which allows two people to
sing simultaneously and be judged individually. Up to eight players can
compete together in the game's expanded multiplayer modes, turning any party
into a down home country celebration. As they progress in the game, players
will unlock additional songs, characters and accessories, as well as awards
for top performances.

"Country is the third largest music genre and continues to grow in popularity
due to its crossover appeal to a wide variety of music fans," said Matt
Knoles, Product Manager, Konami Digital Entertainment, Inc. "Players will
instantly be singing along with their favorite songs, while those new to this
great genre of music will 'cowboy up' as soon as they pick up the microphone
and experience the incredible variety of gameplay modes."

CMT will launch a multi-faceted campaign in support of Karaoke Revolution
Country with heavy promotional support across its multiple platforms,
including CMT, CMT.com, CMT Radio Networks and on the network's mobile
experience, CMT Cross Country. CMT is currently in more than 80 million homes
and reaches over 84% of US households via basic cable, digital and satellite
platforms.

CMT Presents: Karaoke Revolution Country is developed by Harmonix Music
Systems and is available exclusively for the PlayStation 2. It comes bundled
with a USB microphone for a SRP of $54.99 or available as a standalone game,
compatible with any USB headset or microphone for a SRP of $39.99. CMT
Presents: Karaoke Revolution Country is rated "E10+" by the ESRB. For more
information on the game, please visit: www.konami.com/gs.


About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment can be found at
www.konami.com/gs

About CMT
CMT, America's No. 1 country music network, carries original programming,
specials, and live concerts and events, as well as a mix of videos by
established country music artists and new cutting-edge acts, including world
premiere exclusive videos. Founded March 6, 1983, CMT, owned and operated by
MTV Networks, reaches more than 80.9 million households in the United States.
Go to country music's biggest web site at www.cmt.com.

About CMT Games
A division of MTV Networks, CMT Games is dedicated to producing and marketing
unique interactive entertainment experiences that resonate with CMT's
audience. Through strategic partnerships with a range of videogame publishers
and independent developers, CMT Games creates, supports and participates in
the success of a diverse slate of innovative console, handheld, and PC titles
for both hardcore and casual gamers. Titles released under these partnerships
receive multi-platform promotion across CMT, leveraging the network's unique
brand and marketing capabilities to maximize sales. In addition, CMT Games
collaborates with its partners on soundtracks, in-game advertising sales, and
development of complimentary television programming.

###

(C)2003 2006 KONAMI
Developed by Harmonix Music Systems. Published by Konami Digital
Entertainment, Inc. under license from Konami Corporation. "KONAMI" and
"KARAOKE REVOLUTION" are registered trademarks of KONAMI CORPORATION.
"BEMANI" is a trademark of KONAMI CORPORATION. Harmonix is a registered
trademark of Harmonix Music Systems, Inc. Game engine code c 2006 Harmonix
Music Systems, Inc. CMT and all related titles and/logos are trademarks of
Country Music Television, In., an MTV Network.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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SNK PLAYMORE USA Announces
THE KING OF FIGHTERS 2006 for the PlayStation 2

Original 3D Fighter is the Ultimate Mix of Stellar Graphics and Lightning
Quick Gameplay

WALL, NJ. - March 29, 2006 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced THE KING OF FIGHTERS 2006, an
original 3D fighting game designed specifically for home consoles, and
produced by noted artist and designer, Falcoon. KOF 2006 will ship for the
PlayStation(R)2 computer entertainment system in summer 2006. THE KING OF
FIGHTERS 2006 is the sequel to SNK's first 3D fighting game, THE KING OF
FIGHTERS: MAXIMUM IMPACT.

Currently celebrating its twelfth year as one of the most popular fighting
video game franchises in the history of gaming, THE KING OF FIGHTERS 2006
will continue to build on the series' rich history with several new
characters, as well as many returning favorites. KOF 2006 will feature
characters from THE KING OF FIGHTERS: MAXIMUM IMPACT and a number of hidden
characters.

"KOF 2006 will be a perfect mix of speed, beauty and an all-new story line."
said Ben Herman, SNK PLAYMORE USA president. "Our fans expect our fighting
games to be fast - whether they're 2D or 3D, and KOF 2006 is not going to
disappoint them."

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia. Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS, METAL SLUG, and SAMURAI
SHODOWN, SNK continues to be an industry leader by focusing on their rich
arcade history. More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America, including
publishing, marketing, development and localization. More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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KONAMI SHIPS beatmania TO RETAIL STORES NATIONWIDE

Newest Addition to the Konami Music Video Game Family Incorporates Innovative
DJ Gameplay and Turntable Controller to Bring the Club Experience into the
Home

REDWOOD CITY, Calif. - March 28, 2006 - Konami Digital Entertainment, Inc.
today announced that beatmania(TM), the first DJ simulation video game for
the PlayStation(R)2 computer entertainment system, has shipped to retail
stores nationwide. Expanding Konami's library of leading music video games
such as Dance Dance Revolution(R) and Karaoke Revolution(R), beatmania lets
players step into the virtual DJ booth as they create music from a number of
genres using the game's unique turntable controller.

beatmania combines fun, fast-paced music with eye catching visuals to create
an original experience in the music genre. Using the game's turntable
controller, players perform music by hitting keys and scratching the
turntable as indicated by the action on the screen. Players can choose to
perform more than 50 tracks, including music by Moby, Timo Maas and other
popular songs or select tunes from one of the many leading genres of music,
including pop, techno, hip-hop, drum 'n' bass, trance and house.

beatmania contains both the original beatmania and beatmania IIDX games that
were previously released overseas. Each game consists of several different
gameplay modes that make the game easy to learn, yet challenging for advanced
players to master. Depending on the skill level of each player, the game can
be played with either five keys plus the turntable or the controller's full
seven keys and the turntable for the ultimate intense DJ experience. Players
can choose to spin alone or competitively with a friend, and even upload
their high scores to an online leaderboard to see how they stack up with the
competition from around the country.

"beatmania expands Konami's leadership in the music genre with a fast-paced
experience that recreates the energy of a club and puts the player at the
center of the music," said Jason Enos, Product Manager with Konami Digital
Entertainment, Inc. "With two full games in one package, more than 50 diverse
songs to choose from and a turntable controller that brings the hit arcade
experience into the home, music fans are in for a treat when they start
spinning and scratching with beatmania."

Exclusively for the PlayStation 2, beatmania is available as a bundle with
the game's turntable controller for a SRP of $59.99 or as a standalone game
for a SRP of $39.99. beatmania is rated "E10+" by the ESRB. For more
information on the game, please visit: www.konami.com/gs
<http://www.konami.com/gs> .

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs <http://www.konami.com/gs>

###

"KONAMI", "DANCE DANCE REVOLUTION," "KARAOKE REVOLUTION" and "BEMANI" are
registered trademarks of KONAMI CORPORATION. "beatmania" is a trademark of
KONAMI CORPORATION. (C) 1997 2006 KONAMI. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc.

 ------------
Category 27,  Topic 3
Message 419        Sat Apr 01, 2006
KGAGNE [Ken]                 at 10:39 PDT

NAMCO BANDAI'S "SAMURAI CHAMPLOO(TM): SIDETRACKED(TM)" STRIKES GOLD

Unique Mix of Hip-Hop and Samurai Action Soon Available on PlayStation(R)2

SANTA CLARA, Calif., (March 30, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that "Samurai
Champlo(TM): Sidetracked(TM)" for the PlayStation(R)2 computer entertainment
system has gone gold. Drawing heavily from the brash, over-the-top aesthetics
of the popular anime series currently airing on the Cartoon Network, "Samurai
Champloo: Sidetracked" offers gamers a never-before-seen combination of
hack-and-slash gameplay and tongue-in-cheek humor set to sterling hip-hop
beats. The game is scheduled to be in retail stores April 11th.

Gamers can breathe life into a "lost episode" as one of three playable
characters - Mugen, a reckless samurai with break-dancing fighting style,
calculated Jin who abides by the decorum of Bushido and a mysterious new
character exclusive to the video game. Stranded in the northern land of Ezo
(current day Hokkaido) in search of the samurai who smells of sunflowers, the
player must face foreign mercenaries, master swordsmen, diabolical assassins,
mythical beasts and gangster monkeys.

The core of the game's unique combat system lies in the innovative
integration of music and linked attacks. The players can choose an array of
combos based on the different hip-hop grooves that they can swap at will.
Music tracks become collectible, opening an extensive assortment of linked
attacks that can be implemented tactically during combat.

The hard-edged, hip-hop, pulse-pounding blend of wry humor, hardcore samurai
action and lush animation of "Samurai Champloo" can also be seen in the
multi-episodic series on DVD from Geneon Entertainment.

About Geneon Entertainment
A leading supplier of Japanese animation in North America, GENEON
ENTERTAINMENT (USA) INC. (www.geneonanimation.com) is a full-service producer
and distributor of entertainment content including film, music, animation and
television shows on DVD and CD. Continually introducing new and classic anime
and live-action programming, as well as anime CD soundtracks, the company
also serves as a creative partner to many of Japan's top anime production
companies. Additionally, Geneon Entertainment distributes critically
acclaimed musical performances on DVD and CD from renowned artists.
Headquartered in Long Beach, California, Geneon Entertainment's parent
company is Tokyo-based advertising giant Dentsu, Inc.

Dentsu Inc., founded in 1901, is the largest advertising agency brand and the
fifth largest marketing and communications organization in the world.
Based in Tokyo, Dentsu offers national, multinational and global clients the
most comprehensive range of advertising and marketing services through its
unique "Total Communications Services" approach. Dentsu has pioneered and set
global standards for integrated communications, which in latter years have
been adopted by a number of major international networks. Dentsu's
consolidated revenues for fiscal term 03/04 were recorded at $16.1 billion.
Dentsu is publicly traded on the Tokyo Stock Exchange.

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA.On
September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content. As previous
separate entities (Namco Hometek Inc. and Bandai Games Inc.) the companies
were each known for creating some of the industry's top video game franchises
including: Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R). For more information about NAMCO BANDAI Games America Inc. and
its products log onto www.namcobandaigames.com.

(C) 2005 NAMCO LTD., ALL RIGHTS RESERVED.

###

(c) manglobe/Shimoigusa Champloos (c) 2006 Bandai. SIDETRACKED is a trademark
of Bandai. BANDAI logo is a registered trademark of Bandai.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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NAMCO BANDAI'S "EUREKA SEVEN(TM) VOL. 1: THE NEW WAVE" SCHEDULED FOR LIFT OFF
THIS FALL

Intense Mecha Action Fights Its Way to the PlayStation(R)2

SANTA CLARA, Calif., (April 11, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that "Eureka
Seven(TM) Vol 1: The New Wave," an exciting mecha combat adventure for the
PlayStation(R)2 computer entertainment system, is scheduled to ship this
fall. A prequel to the anime series from Bandai Entertainment, "Eureka Seven
Vol. 1: The New Wave" promises an intense action-based storyline rife with
stunning aerial boarding and thrilling robot battles.

Featuring transformable mechas called LFO (Light Finding Operation), "Eureka
Seven Vol. 1: The New Wave" introduces Sumner Sturgeon, a budding LFO pilot
trainee on a lush, futuristic planet whose primary energy source are
"trapars" - invisible energy particles that provides lift for aerial travel.
An aspiring elite military officer, Sumner can transform his LFO into its
humanoid form to surf the skies on a ref board or remain in vehicle mode to
participate in exhilarating high-speed chases. "Eureka Seven Vol. 1: The New
Wave" offers a variety of gameplay modes as the gamer can switch from playing
the character and controlling the LFO mechas in real time. With customizable
mechas, this upcoming title guarantees an intriguing storyline and exciting
combat in an unforgettable sci-fi world.

More information about "Eureka Seven Vol. 1: The New Wave" is available at
www.namcobandaigames.com.

###

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA.

On September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content.
As previous separate entities (Namco Hometek Inc. and Bandai Games Inc.) the
companies were each known for creating some of the industry's top video game
franchises including: Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man(R) World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R). For more information about NAMCO BANDAI Games America Inc.
and its products log onto www.namcobandaigames.com.

Press Release (C) 2006 NAMCO BANDAI Games America Inc. All Rights Reserved.

###

(C) 2005-2006 Bones / Bandai(C) 2005-2006 NAMCO BANDAI Games Inc.
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NAMCO BANDAI'S SAMURAI CHAMPLOO(TM): SIDETRACKED(TM) BEATBOXES INTO RETAIL
OUTLETS

Hip Hop Grooves Meet Samurai Blade for the PlayStation(R)2

SANTA CLARA, Calif., (April 12, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that the highly
anticipated Samurai Champloo(TM): Sidetracked(TM) for the PlayStation(R)2
computer entertainment system has shipped to retail stores. This unique title
based on the hit series airing on Cartoon Network's Adult Swim introduces
players to the untrammeled strength of a samurai sword against a backdrop of
righteous hip-hop beats. With an original storyline, Samurai Champloo:
Sidetracked promises to take players on a new adventure with a completely
different approach to samurai swordplay.

"With Samurai Champloo, we have created an inimitable fighting experience
that lets players execute their preferred combo moves depending on the
background tracks that they choose," said Yoshi Niki, business unit director
from NAMCO BANDAI Games of America. "By staying true to creator Shinichiro
Watanabe's vision, we have crafted a game that truly integrates the code of
the samurai and hip-hop culture."

Gamers can breathe life into a "lost episode" as one of three playable
characters - Mugen, a reckless samurai with break-dancing fighting style,
calculated Jin who abides by the decorum of Bushido, and a mysterious new
character exclusive to the video game. Stranded in the northern land of Ezo
(current day Hokkaido) in search of the samurai who smells of sunflowers, the
player must face foreign mercenaries, master swordsmen, diabolical assassins,
mythical beasts, and gangster monkeys.

The hard-edged, hip-hop, pulse-pounding blend of wry humor, hardcore samurai
action and lush animation of Samurai Champloo can also be seen in the
multi-episodic series on DVD from Geneon Entertainment.

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA.  The company is a
subsidiary of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in
Cypress, CA.

On September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content.
As previous separate entities (Namco Hometek Inc. and Bandai Games Inc.) the
companies were each known for creating some of the industry's top video game
franchises including: Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man(R) World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R).  For more information about NAMCO BANDAI Games America Inc.
and its products log onto www.namcobandaigames.com.

Press Release (c) 2006 NAMCO BANDAI Games America Inc. All Rights Reserved.

###

(c) manglobe/Shimoigusa Champloos  (c) 2006 Bandai.  SIDETRACKED is a
trademark of Bandai.  BANDAI logo is a registered trademark of Bandai.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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"Tokyo Xtreme Racer DRIFT" Ships for PlayStation(R)2

Crave Entertainment slides best-selling street racer into stores

Newport Beach, Calif.-April 18, 2006-Crave Entertainment, a leading publisher
of console videogames, today announced they have shipped the next installment
in the popular street racing series, Tokyo Xtreme Racer DRIFT for the
PlayStation(R)2 computer entertainment system. With an incredibly low SRP of
$14.99, longtime fans of the franchise and newcomers alike can enjoy
exhilarating street racing without a huge price tag.

Tokyo Extreme Racer DRIFT takes the adrenaline of street racing into the
mountains and onto very demanding courses. Race genuine production cars on
real mountain courses. Nissan, Toyota, Subaru, Audi, Alfa Romeo, Mini,
Volkswagen and more are all there to be tested on some of Japan's toughest
terrain in Iroha, Haruna, Rokko and Hakone. State-of-the-art data recording
techniques ensure that the courses look, feel and race just like the real
thing.

Tokyo Extreme Racer DRIFT has two distinct racing challenges. As a race car
driver, you take part in official mountain races during the daytime and then
race for pride (and car upgrades and parts) at night. The idea is to earn
money from day races to enhance your car and then bet car parts in night
races. Sponsors will further enhance your income if you are successful. There
are uphill and downhill races, day and night time races, challenging weather
and season conditions and a nerve-ending one on one rival racing battle
system.

"TXR DRIFT still has the elements TXR fans expect," said PSM 100% Independent
PlayStation 2 Magazine. "The driving feels as tight as ever, and the new
drift mechanics are enjoyable to master."
"There's a lot of drift-oriented racers out there now, but this is the first
one that made me feel as if I was barreling down a mountain road," said
GotNext.com.

Game features include:
o       Drive and compete in licensed cars from Nissan, Toyota, Mitsubishi,
Subaru, Audi, Alfa Romeo, Mini, Volkswagen and more.
o       Customize your cars in endless combinations.
o       Master the driving art of "Drift" and earn respect and victories.
o       Race in the picturesque and authentic mountain sides of Japan.
o       Compete in official day and unofficial night races.
o       Winding hills, changing weather and grueling environments affect the
race course and test your driving skill.
o       Multiplayer competition with rival races.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a subsidiary of
Handleman Company. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(TM) (PlayStation
Portable) system, Nintendo DS(TM), Game Boy(R) Advance, Nintendo
GameCube(TM), the PlayStation(R) game console, PlayStation(R)2 computer
entertainment system, the Xbox(R) video game system from Microsoft and the
Xbox 360(TM) video game and entertainment system from Microsoft. For more
information about Crave Entertainment, please visit www.cravegames.com.

# # #
About Tokyo Xtreme Racer DRIFT
(C) 2006 Genki. Published and distributed by Crave Entertainment under
license from Genki Co., Ltd.
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FOR IMMEDIATE RELEASE
KINGDOM HEARTS II ACHIEVES MILLION-UNIT SALES MARK
IN NORTH AMERICA IN FOUR WEEKS

Once Again the KINGDOM HEARTS Franchise Hits Outstanding Numbers with
Critically Acclaimed Sequel Exclusively for the PlayStation(R)2

LOS ANGELES, Calif. (May 2, 2006) - Square Enix, Inc. (Square Enix), the
publisher of Square Enix? interactive entertainment products in North
America, and Buena Vista Games, Inc. (BVG), the interactive entertainment arm
of The Walt Disney Company (NYSE: DIS) announced today that KINGDOM HEARTS
II, the action role-playing game available exclusively for the PlayStation(R)
2 computer entertainment system, has sold through more than one million units
in North America, making it one of the top-selling new releases of 2006.
KINGDOM HEARTS II is the sequel to KINGDOM HEARTS, one of the top ten
best-selling PlayStation 2 titles of all time in North America (Source: The
NPD Group, March 2006).

KINGDOM HEARTS II combines classic Disney characters and worlds into a new
story with new characters and environments created in the renowned Square
Enix style. The game shipped to North American retailers nationwide on March
28 and was received with overwhelmingly positive response from both gamers
and critics alike.

"KINGDOM HEARTS II has sold through one million units in just one-third the
time of that of the original, proving that fans were waiting to get their
hands on the sequel," said Daishiro Okada, President & COO, Square Enix, Inc.
"The winning combination of Disney and Square Enix has done it again and we
couldn't be happier with the results."

"KINGDOM HEARTS II is the result of great creative teams coming together to
make one of the most successful console games of the year," said Graham
Hopper, senior vice president and general manager, Buena Vista Games. "The
success of this game is very exciting and we look forward to our continued
collaboration with the team at Square Enix."

Since its release in September 2002, the original KINGDOM HEARTS for the
PlayStation 2 has shipped more than 2.6 million units in North America.
Bridging the gap between the original and the sequel, KINGDOM HEARTS: CHAIN
OF MEMORIES? followed in December 2004 for the Nintendo(R) Game Boy
Advance(R) system. With the release of the Japanese version of KINGDOM HEARTS
II in December 2005 (one million units shipped during the first three days
after the release date), the series has shipped in excess of 8.5 million
units worldwide.

KINGDOM HEARTS II features an all-star ensemble voice cast led by Haley Joel
Osment ("The Sixth Sense," "A.I. Artificial Intelligence") as the main
character Sora, joined by David Gallagher ("7th Heaven") as Riku, and Hayden
Panettiere ("Racing Stripes," "Raising Helen") as Kairi. KINGDOM HEARTS II
will also feature the voice talents of Jesse McCartney ("Summerland,"
Recording artist, "Beautiful Soul" CD) as the mysterious boy Roxas, Brittany
Snow ("The Pacifier," "American Dreams") as Namine, Christopher Lee ("Charlie
and the Chocolate Factory," "Lord of the Rings: The Fellowship of the Ring")
as Diz; Steve Burton ("The Last Castle," "Taken") as Cloud, Rachael Leigh
Cook ("She's All That," "Josie And The Pussycats") as Tifa and Mena Suvari
("American Beauty," "Rumor Has It") as Aerith, all characters from FINAL
FANTASY(R) VII; and Hedy Buress ("Boston Common," "If These Walls Could
Talk"), Tara Strong ("Fairly OddParents : Shadow Showdown," "Teen Titans") ,
Gwendoline Yeo ("Desperate Housewives," "24") as the popular female-trio
Yuna, Rikku, Paine from FINAL FANTASY X-2. In addition, many of the original
Disney film voice actors are reprising their role for this project, including
Ming-Na ("ER," "Final Fantasy: The Spirits Within") as Mulan, James Woods
("Be Cool") as the villain Hades and Zach Braff ("Scrubs") as Chicken Little.

In KINGDOM HEARTS II, players will travel through the worlds of Beauty and
the Beast, The Lion King, Mulan, Pirates of the Caribbean, Steamboat Willie
and Tron as well as revisit worlds from the original, including Aladdin,
Disney Castle, Hercules, The Little Mermaid, Winnie the Pooh and Tim Burton's
The Nightmare Before Christmas. The game features more than 100 Disney
characters, including the new additions of Chicken Little, Stitch from Lilo
and Stitch and one of Disney's favorite villains, Pete. The game also also
introduces new, original characters such as Roxas, members of Organization
XIII and the Nobodies, all designed by Square Enix's Tetsuya Nomura, director
and character designer of the KINGDOM HEARTS series. Nomura is best known for
his creations in the top selling titles FINAL FANTASY VII, VIII, X and X-2.

KINGDOM HEARTS II follows Sora, Donald, and Goofy on their continuing quest,
after the events of KINGDOM HEARTS. Sora is looking for his lost friend Riku,
while Donald and Goofy are searching for their missing king. The story begins
in Twilight Town, a quiet burg nestled between night and day. Sora and
friends are joined by a vibrant new cast of characters, including the king
himself. Together, they will encounter countless dangers in worlds both
familiar and brand new.

KINGDOM HEARTS II features a new and improved real-time battle system which
provides an increased selection of commands, such as performing special
attacks and cooperative attacks with members of your party, adding strategy
to the gameplay. Players can also perform the "Drive" to transform main
character Sora into his various forms, altering his skills and abilities.
Examples include the Brave Form, in which Sora absorbs the power of Goofy
allowing him to use two Keyblades; the Wisdom Form, in which Sora absorbs the
power of Donald allowing him to increase his magic power; and the Master
Form, in which Sora absorbs the power of both Donald and Goofy and increases
both his attack and magic powers. These new features bring additional
challenges and excitement to players and further enhance gameplay.

KINGDOM HEARTS II is available at North American retailers for a suggested
retail price of $49.99 (USD). Additional information can be found at
http://www.kingdomhearts.com. The Entertainment Software Rating Board (ESRB)
has rated the title "E10+" for ages 10 and up. For more information about the
ESRB, visit http://www.esrb.org .

About Square Enix Co., Ltd. and Square Enix, Inc.

With headquarters in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix)
develops, publishes and distributes entertainment content including
interactive entertainment software and publications in Japan, North America,
Europe and Asia. Square Enix brings two of Japan's best-selling franchises -
FINAL FANTASY, which has sold over 68 million units worldwide, and DRAGON
QUEST?, which has sold over 40 million units worldwide - under one roof.
Square Enix is one of the most influential providers of digital entertainment
content in the world and continues to push the boundaries of creativity and
innovation.

Square Enix, Inc. is a wholly owned subsidiary of Square Enix Co., Ltd. with
offices in Los Angeles, California and Seattle, Washington. It handles
operations in North America, including development, localization, marketing,
and publishing of Square Enix titles. More information on Square Enix can be
found on the Internet at http://www.square-enix.com.

About Buena Vista Games

Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company (NYSE: DIS). BVG publishes, markets and distributes a
broad portfolio of multi-platform video games and interactive entertainment
worldwide. The company also licenses properties and works directly with
third-party interactive game publishers to bring products for all ages to
market. For more information, please log on to http://www.bvg.com.

(C)Disney. Developed by SQUARE ENIX.
Tim Burton's The Nightmare Before Christmas (C) Touchstone Pictures.
Characters from FINAL FANTASY video game series: (C) 1990, 1994, 1997, 1999,
2000, 2001, 2002, 2003, 2005 Square Enix Co., Ltd. All Rights Reserved.
SQUARE ENIX, the Square Enix logo, FINAL FANTASY, and DRAGON QUEST are
trademarks or registered trademarks of Square Enix Co., Ltd. in the United
States and/or other countries. Nintendo and Game Boy Advance are registered
trademarks of Nintendo of America Inc. All other trademarks are the property
of their respective owners.

###

 ------------
Category 27,  Topic 3
Message 424        Thu Aug 24, 2006
KGAGNE [Ken]                 at 06:02 PDT

KONAMI ANNOUNCES NEW DETAILS ABOUT
KARAOKE REVOLUTION PRESENTS: AMERICAN IDOL
Simon Cowell and Randy Jackson Comment About New Konami Music Game

Company Also Discloses Karaoke Revolution Presents: American Idol's
Chart-Topping Song List Featuring 40 Songs Including All-Time Classics,
Contemporary Favorites, And Hits From The Television Show

REDWOOD CITY, Calif. - August 23, 2006 - Konami Digital Entertainment, Inc.,
caught up with American Idol's famous judges Simon Cowell and Randy Jackson
to get their comments about the upcoming video game Karaoke
Revolution(R)Presents: American Idol for the PlayStation(R)2 computer
entertainment system. Gamers will not only come face-to-face with Cowell and
Jackson as they rate performances and provide feedback, but Konami's
groundbreaking artificial intelligence (AI) inside the game will also enable
them to critique specific parts of any performance, a first in the
award-winning video game's history.

"Over the years American Idol has produced some amazingly talented singers,
but let's be honest most of the people who turn up for the auditions are
useless," said Simon Cowell. "For anyone who wants to know what it's like to
audition in front of me, now you're about to find out. This game is a great
representation of American Idol."

"The number one show on television and the top karaoke video game around -
wow, this is going to be big time!" said Randy Jackson. "It's amazing what
Konami has accomplished in making this game look and feel like the TV show."

"Our goal with Karaoke Revolution Presents: American Idol is to deliver the
experience of being a contestant on the television program. Simon Cowell and
Randy Jackson have become synonymous with the show and having them as part of
this game adds one more layer of authenticity," said Matt Knoles, Product
Manager at Konami Digital Entertainment, Inc. "Cowell's and Jackson's
presence goes beyond just their likenesses. With the addition of our
groundbreaking AI, their personality will really be felt in the game as they
critique specific parts of a player's performance."

Karaoke Revolution Presents: American Idol lets players sing and perform
using a USB headset/microphone, as they compete through a fully recreated
virtual season of the number one show on television. In their quest to become
the next American Idol, players can take part in auditions, earn an
invitation to Hollywood and compete through the Semi-Finals and Finals stages
just like on the popular television show. As players progress through the
game, comments from the individual judges, both positive and sometimes
outrageously negative, affect whether or not they move on to the next round
of competition. Additionally, Karaoke Revolution Presents: American Idol
offers support for the EyeToy? USB Camera (for PlayStation(R)2). By utilizing
the EyeToy Camera, players can put themselves into the game by creating a 3D
model of their head, and watch themselves perform on big video screens within
the 3D venues.

As they attempt to be named the next American Idol, Konami is providing
gamers a selection of 40 songs, including all-time classics, contemporary
favorites and, of course, hits from the television program. Selections
include songs and video footage of performances from former Idols of the past
5 seasons. The list of songs also include an eclectic variety of genres from
contemporary R&B and pop to classic hits from the 60s, 70s and 80s.

"The song list was carefully chosen to ensure that there was something for
every taste and generation. We want to give everyone the opportunity to
perform their favorites as they attempt to become the next American Idol,"
said Knoles. "With signature songs from former American Idol contestants,
faithfully designed American Idol venues and a variety of single- and
multi-player game modes, Karaoke Revolution Presents: American Idol is the
closest players can get to being on stage without going to an audition."

The complete list of song titles included in Karaoke Revolution Presents:
American Idol is:

        o       All My Life
        o       Alone
        o       (There's) Always Something There To Remind Me
        o       Be Without You
        o       Breakaway
        o       Build Me Up Buttercup
        o       Can't Help Falling In Love
        o       Crazy Little Thing Called Love
        o       Dilemma
        o       Do I Make You Proud
        o       Don't Let The Sun Go Down on Me
        o       Don't You Want Me
        o       Easy
        o       Every Rose Has Its Thorn
        o       Flying Without Wings
        o       Heartbreaker
        o       Heaven
        o       Hungry Like The Wolf
        o       If You Don't Know Me By Now
        o       It's Not Unusual
        o       Just The Way You Are
        o       Let's Stay Together
        o       Love Will Keep Us Together
        o       More Than Words
        o       Photograph
        o       Piano Man
        o       Proud Mary Rock With You
        o       Saving All My Love ForYou
        o       She Bangs
        o       Stand By Me
        o       Stickwitu
        o       Straight Up
        o       Sugar, We're Going Down
        o       The Real Thing
        o       Total Eclipse Of The Heart
        o       Unwritten
        o       What A Girl Wants
        o       You And Me
        o       You've Lost That Lovin' Feeling

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

About FremantleMedia Licensing Worldwide, Americas:
FremantleMedia Licensing Worldwide, Americas (FLW, Americas) is the licensing
arm of FremantleMedia for North and South America. FremantleMedia one of the
largest international creators and producers of program brands in the world,
with leading prime time drama, serial drama, entertainment and factual
entertainment programming in over 40 territories. FLW, Americas exploits
FremantleMedia's many strong brands, including the award winning, American
Idol, the world's longest running gameshow The Price Is Right, the
ever-popular Family Feud, and other classic gameshows, across multiple
off-screen platforms including merchandising campaigns, live events,
sponsorship, interactive and wireless support, home entertainment and music
publishing. FLW, Americas is also responsible for additional business
diversification initiatives including 'Thumbdance', a pioneering wireless
channel delivering original made-for-mobile video content on demand.

FLW, Americas is part of FremantleMedia North America (FMNA). FMNA is on the
leading edge of global broadcast production, developing some of television's
most innovative and watched new programming. Based in Santa Monica and with
offices in New York, FMNA has produced such genre-bending shows as the
musical/reality phenomenon American Idol. In 2005, FremantleMedia programs
garnered 16 Emmy nominations, including six for American Idol. Other credits
include The Price Is Right (CBS), the longest-running gameshow in television
history, the daily syndicated gameshow Family Feud, the hotly debated reality
series The Swan (Fox), the breakout hit lifestyle show How Clean Is Your
House? (Lifetime), Distraction (Comedy Central), Property Ladder (TLC),
American Inventor (ABC), the upcoming The Gameshow Marathon (CBS) and
America's Got Talent (NBC).

FremantleMedia is the production arm of the RTL Group, Europe's largest
television and radio broadcast company. With interests in 34 television
channels and 30 radio stations in 10 countries, RTL Group is a division of
leading integrated media and entertainment company Bertelsmann AG. For
further information, visit www.fremantlemedia.com
<http://www.fremantlemedia.com> .

About American Idol:
Fourteen-time Emmy-nominated AMERICAN IDOL is created and executive-produced
by Simon Fuller, founder of 19 Entertainment, Ltd.; and executive-produced by
Cecile Frot-Coutaz, CEO, FremantleMedia North America, Inc.; Nigel Lythgoe,
President, 19 Television; and Ken Warwick, Executive Producer, FremantleMedia
North America, Inc.

About 19 Entertainment:
19 Entertainment, Ltd., a wholly-owned subsidiary of CKX, Inc. (NASDAQ:
CKXE), was founded by Simon Fuller 21 years ago and acquired by CKX in March
2005. The company is recognized as a leading creator, provider and promoter
of globally successful, music-based entertainment, or "Entertainment Brands."

Simon Fuller, who serves as Chief Executive Officer of 19 Entertainment, is
the creator of AMERICAN IDOL in the United States, "Pop Idol" in the UK, as
well as versions of the IDOL format in more than 30 countries around the
world. Fuller is also the co-creator of SO YOU THINK YOU CAN DANCE, which
aired in the U.S. on FOX during summer 2005 and was the top-rated television
show in its time slot.

Fuller has made music history in the UK and the U.S.A., producing a stream of
No. 1 hits and managing multi-platinum-selling acts. Fuller recently became
the world's most successful manager - breaking a record set by the Beatles'
manager Brian Epstein in the 1960s - when three of his artists occupied the
No. 1, No. 2 and No. 3 positions on the U.S. single chart as well as the No.
1 position on the album chart.

19 Entertainment has been involved in the creation of 109 No. 1 singles and
87 No. 1 albums in the UK alone, with an impressive tally of 296 Top-40
albums and 465 Top-40 singles.

###

KONAMI is a registered trademark of KONAMI CORPORATION. (C)2006 Konami
Digital Entertainment, Inc. All rights reserved.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

 ------------
 ************
Topic 4         Thu May 10, 2001
KGAGNE                       at 20:58 PST
Sub: Responses to News Posts

Member responses to Topic 3: News Posts.

 19 messages
 ************
 ------------
Category 27,  Topic 4
Message 1          Thu Jun 07, 2001
KGAGNE [Ken]                 at 12:24 PDT

From Topic 3, Msg 6:

> Players can now create original soundtracks utilizing samples from a vast
> library of sounds filled with pre-recorded riffs, vocals and rhythms that
> range in style from rock and R&B, to trance and house.

But can it do country music?  I've yet to find any of the various dancing or
music games to include any country music. :(

-Ken

 ------------
Category 27,  Topic 4
Message 2          Wed Sep 12, 2001
KGAGNE [Ken]                 at 20:02 PDT

The star Vikki of Portal Runner has previously appeared in 3DO's Army Men
games (at least, she's in the cover/CD art).

-Ken

 ------------
Category 27,  Topic 4
Message 3          Tue Dec 04, 2001
KGAGNE [Ken]                 at 10:35 PDT

> This limited edition package is being offered for $799.

Such a Deal!

 ------------
Category 27,  Topic 4
Message 4          Mon Dec 10, 2001
KGAGNE [Ken]                 at 13:46 PDT

The URL directly to the sweepstakes page is

http://www.midway.com/cgi-bin/gx.cgi/AppLogic+FTContentServer?pagename=FutureTe
nse/Apps/Xcelerate/Midway/FormND&promotion=10&sequence=1&form_use=ContestRules

Note that you'll need to sign up for a free midway.com account.

 ------------
Category 27,  Topic 4
Message 6          Sat Mar 30, 2002
LUMITECH [Jeff]              at 15:02 PDT

Marker post...

I'm having trouble with Cat/Top that don't have a post associated. They always
show up as "unread." So, I'm posting this in each Cat/Top where I'm having that
problem.

Sorry for the bandwidth, but it's driving me crazy! ;-)
 ------------
Category 27,  Topic 4
Message 7          Tue Apr 16, 2002
KGAGNE [Ken]                 at 20:17 PDT

Dennis Bennett was failing his college classes, his marriage was in trouble,
and he wasn't being much of a father to his 1-year-old son. But he had
progressed to Level 58 as Madrid, the Great Shaman of the North, his
character in the online role-playing game "EverQuest," and that was all that
mattered at the time.

<snip>

"The game almost ruined my life," said the network engineer in southern
Indiana. "It was my life. I ceased being me; I became Madrid, the Great
Shaman of the North. Thinking of it now, I almost cringe; it's so sad."

[Story continues at http://news.com.com/2100-1040-881673.html]

 ------------
Category 27,  Topic 4
Message 8          Tue Aug 27, 2002
KGAGNE [Ken]                 at 13:02 PDT

My, that's... a lot of sports games with which to go online.  Maybe that's why
online gaming fails to intrigue me so?  I don't do sports.  Maybe if they had
Quake, Bomberman, or Phantasy Star in that lineup...

-Ken

 ------------
Category 27,  Topic 4
Message 9          Tue Aug 27, 2002
SYNDICOMM [Sheppy]           at 23:20 PDT

>>>My, that's... a lot of sports games with which to go online.  Maybe that's
why online gaming fails to intrigue me so?  I don't do sports.  Maybe if they
had Quake, Bomberman, or Phantasy Star in that lineup...

I'm not really into sports games at all, with only a couple of exceptions, but
first-person shooter and strategy games are good. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 4
Message 10         Wed Aug 28, 2002
KGAGNE [Ken]                 at 07:26 PDT

I got a network adaptor anyway.  I don't have broadband, and don't like sports
games, but I'll probably want/need to go online eventually anyway.  I doubt
the adaptor will be going down in price anytime soon - it took other PS2
peripherals, such as the controllers and memory cards, more than 18 months to
decrease in price - and it'll probably be a scarce item this holiday season.
So, why not...

-Ken

 ------------
Category 27,  Topic 4
Message 11         Tue Apr 22, 2003
KGAGNE [Ken]                 at 14:58 PDT

For Gamebits' review of the original Headhunter, read Category 27, Topic 2,
Message 77.

 ------------
Category 27,  Topic 4
Message 12         Tue Nov 04, 2003
KGAGNE [Ken]                 at 11:19 PDT

Respond to Topic 3, Message 244:

I don't know why it took Sony so long to release an individual headset.  It
was originally available in August 2002 with SOCOM.  Other companies like
Interact have released standalone headsets since then.

-Ken

 ------------
Category 27,  Topic 4
Message 13         Wed Apr 21, 2004
KGAGNE [Ken]                 at 16:37 PDT

Responding to message #298 in Topic 3: yay!  More Karaoke Revolution.

The press release leaves two questions unanswered, though:

- What songs will be included?
- Does the expansion disc require the original KR?

-Ken

 ------------
Category 27,  Topic 4
Message 14         Fri Apr 30, 2004
KGAGNE [Ken]                 at 12:43 PDT

Replying to message 305 in Topic 3:

This is excellent news.  The original Shadow Hearts was a great RPG (see Topic
2, Message 58 in this category) - with a unique gameplay style, atmosphere,
and cast.  I look forward to the sequel.

-Ken

 ------------
Category 27,  Topic 4
Message 15         Tue Sep 21, 2004
KGAGNE [Ken]                 at 10:07 PDT

Regarding Message 342's announcement of a slimmer PS2 model: picture at

http://prn.newscom.com/cgi-bin/pub/s?f=PRN/prnpubamp;p1=20040921/SFTU069-bamp;x
tag=PRN-prnphotos-40898amp;redir=previewamp;tr=1&row=1

This announcement goes against popular theory that Sony would want at least one
holiday season at its current price point to deplete its current inventory
before replacing the PS2 with a newer model.  Fascinating.

 ------------
Category 27,  Topic 4
Message 16         Fri Sep 24, 2004
KGAGNE [Ken]                 at 10:54 PDT

The new model PS2 will not accept the PS2 hard drive.

 ------------
Category 27,  Topic 4
Message 17         Wed Oct 27, 2004
KGAGNE [Ken]                 at 14:16 PDT

Has anyone ever played The Tower of Druaga - or even heard of it?

 ------------
Category 27,  Topic 4
Message 19         Thu Jan 26, 2006
KGAGNE [Ken]                 at 13:56 PDT

In response to Topic 3, Message 413, announcing an all-country version of
Karaoke Revolution:

Yee-haw! :-)

 ------------
 ************
Topic 5         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:22 PST
Sub: Silent Hill

Visit the eerie resort town of Silent Hill in this survival-horror game -
emphasis on the horror.

 21 messages
 ************
 ------------
Category 27,  Topic 5
Message 1          Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:22 PDT

This game ships Sep 25.

 ------------
Category 27,  Topic 5
Message 2          Tue Oct 09, 2001
KGAGNE [Ken]                 at 12:42 PDT

Title       : SILENT HILL 2
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Mature
Game Rating : 9.2
Review by   : Ken Gagne

Remember that hotel you and your parents used to stay at when you were a kid?
The sunshine, the laughter, the fun...

Now imagine you're there. Alone. At night. The rooms are ransacked, the walls
are caked in blood, and the sound of ripping flesh is coming from somewhere
nearby.

Welcome to Silent Hill 2, a PlayStation 2 game from Konami.

The original Silent Hill established itself as more than just a survival
horror clone by creating an atmosphere based on pervasive chills and horror,
instead of the spontaneous scare tactics of Resident Evil. Silent Hill 2
continues the tradition from the get-go. In this sequel, players control
James, who receives an invitation to Silent Hill from his wife - who died
three years ago. You need not have previously experienced this resort town,
as there are no immediate links between the two games' stories.

Though James Sunderland may resemble the series' previous protagonist, Harry
Mason, James is half the man Harry was. It's obvious from his stance he's
never fired a gun, and he gets winded after only a short sprint. Further, the
death of his wife has apparently so unbalanced him, players will wonder if it
isn't only Silent Hill that's crazy. It's not easy to separate fact from
fiction - if indeed there are such things here. If you thought the original
Silent Hill's plot made little sense, the sequel is even tougher to follow.

Even if you don't understand what's going on, Silent Hill 2 helps you get
from one place to another. James carries a veritable atlas of maps and memos
of his expeditions, making for easy reference. By now your quest may seem
formulaic: explore a many-roomed building (hospital, apartment building,
etc.), collect keys, encounter boss, move to next building.

The environment and its denizens continuously work against James. He will
occasionally be presented with a choice, such as, "There is something in the
dark, wet hole. Will you stick your hand in, with no idea what dreaded horror
you'll fall victim to?" You can almost hear the game laughing as it teases
you with this "choice" - of course you'll examine the hole. Not all threats
are so subtle: as in some Resident Evil games, James will also encounter a
mysterious foe at every turn - Silent Hill's own Jason Vorhees.

Various difficulty options allow the game to be tailored for all audiences
and skill levels. If battling grotesque minions isn't your bag, enemies can
be weakened or eliminated from the game entirely. The many puzzles James must
solve can also be made more or less complex.

Additional options allow players to customize the controls. As with most
survival horror games, the default setup is relative to the hero, where Up
moves forward and Left is James' left. This scheme is consistent and
effective in inserting players into the game. Silent Hill 2 also offers a 2D
setup, but due to the changing camera angles, this setup can prove inaccurate
when moving from scene to scene.

Unlike Resident Evil and its static perspectives, Silent Hill's camera is
constantly moving. It can pan and track the player's movement in a very
cinematic fashion, creating the sensation that you are being watched. James
may notice something players don't, so keep watch for whatever catches James'
eye, as his head will turn to examine the item. If James kills a monster then
walks through its spilled pool of blood, he'll leave red footprints - nice
touch. On the downside, the graphics occasionally appear grainy (aside from
the fantastic outdoor fog effects), and the lip-syncing, unlike the rest of
the characters' movements, is artificial. The quality voice acting could be
made more dramatic if an option to disable the captions was available.

Silent Hill 2 carries the innovation of the original without elaborating on
it. The series still has the quality of getting under your skin and invoking
an instinct of "fight or fright" (often both, much to your dismay). It's easy
to lose yourself in a video game, so welcome to Silent Hill - please leave
your sanity at the door.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 1-Oct-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 27,  Topic 5
Message 3          Tue Oct 09, 2001
KGAGNE [Ken]                 at 19:12 PDT

This game shipped to retail on Sep 25.  Today I got an email from Konami's PR
firm, telling me I can expect my copy of the game to be "arriving via Priority
Mail... by the end of this week or early next.  Please let us know if you do
not receive the package and we'll be happy to track it."

I consider the video game industry to be very fast-paced, especially where the
media's concerned; no one wants to write or read about a game weeks old,
especially when many other games have been released in the intervening weeks.
So why does it take 2-3 weeks for a press copy of Silent Hill 2 to be
delivered?

Sigh.

-Ken

 ------------
Category 27,  Topic 5
Message 4          Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 23:22 PDT

>>>So why does it take 2-3 weeks for a press copy of Silent Hill 2 to be
delivered?

Curious.  That's quite surprising.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 5
Message 5          Wed Oct 24, 2001
KGAGNE [Ken]                 at 15:36 PDT

See Cat 30, Top 3, Msg 1 for news about the Microsoft Xbox version of Silent
Hill 2.

-Ken

 ------------
Category 27,  Topic 5
Message 6          Wed Feb 06, 2002
KGAGNE [Ken]                 at 11:12 PDT

The PS2 version of this fantastic game is now only $30 new at Software Etc.
Such a deal!

-Ken

 ------------
Category 27,  Topic 5
Message 7          Thu May 16, 2002
KGAGNE [Ken]                 at 08:35 PDT

Earlier this month, Konami announced Silent Hill 3 is in development for
PlayStation 2.

-Ken

 ------------
Category 27,  Topic 5
Message 8          Wed Mar 05, 2003
KGAGNE [Ken]                 at 15:18 PDT

Silent Hill 3 has been delayed from early Spring to May 6th - and now until
August 5th. :(

 ------------
Category 27,  Topic 5
Message 9          Fri Jul 25, 2003
KGAGNE [Ken]                 at 10:17 PDT

Two weeks ago, Konami asked if I'd be interested in a review copy of
Silent Hill 3.

That's a big "duh." :)

-Ken

 ------------
Category 27,  Topic 5
Message 10         Mon Aug 04, 2003
KGAGNE [Ken]                 at 10:59 PDT

KONAMI LAUNCHES OFFICIAL SILENT HILL(R) 3 WEBSITE

Website Now Live at: http://www.konami.com/silenthill3
<http://www.konami.com/silenthill3> /

REDWOOD CITY, CA - August 4, 2003 - Leading videogame publisher, Konami of
America, Inc., a subsidiary of Konami Corporation (NYSE: KNM), today
announced the launch of the official website for Silent Hill(R) 3. Players
can now step into the creepy town of Silent Hill by visiting
http://www.konami.com/silenthill3/ <http://www.konami.com/silenthill3/> .

As the most comprehensive online destination for the game, the site features
in-depth story information, a history of the series, character biographies
and downloadable goodies including artwork, wallpaper, song lyrics and a
movie trailer. The song lyrics that are available on the site are from the
songs on the free soundtrack CD that is included with the game.

Silent Hill 3 is the latest installment of Konami's hit Silent Hill horror
series for the PlayStation(R) 2 computer entertainment system. The game's
spellbinding style fuses a disturbing musical score with puzzle-solving and
heart-pounding action to deliver the series' trademark brand of psychological
horror and terrifying gameplay. In Silent Hill 3, players take on the role of
a teenage girl named Heather Morris who must explore the haunted town and
unravel the mysteries that tie her to the god-forsaken place. Now, with the
launch of the game's official website, players can get even more familiar
with the game's strikingly-real graphics, unique characters, stunning plot
twists and horrifying monsters.

Silent Hill(R) 3 will be available on August 5, 2003 at an SRP of $49.99 at
retail outlets nationwide. The game is rated M for Mature.

###

About the Silent Hill series of games

Konami's Silent Hill(R) franchise first debuted on the PlayStation(R) in
1999, and established the series' trademark brand of psychological horror. It
went on to sell over a million units and is considered one of the scariest
games of all time. The follow up sequel, Silent Hill(R) 2, was equally well
received and praised for its use of new 3D sound technology that added a new
dimension to the gameplay.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com <http://www.konami.com/> . Konami Corporation is a
publicly traded company based in Tokyo, Japan with subsidiary offices, Konami
of America, Inc. in the US and Konami of Europe in Frankfurt, Germany. Konami
Corporation, the parent company of Konami of America, Inc. is traded in the
United States on the New York Stock Exchange under the ticker symbol KNM.
Details of the products distributed by Konami of America, Inc. can be found
at www.konami.com/usa <http://www.konami.com/usa> .

SILENT HILL(R) is a registered trademark of KONAMI COMPUTER ENTERTAINMENT
TOKYO, INC. (C) 1999 2003 KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS
RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

*****

 ------------
Category 27,  Topic 5
Message 11         Tue Aug 05, 2003
KGAGNE [Ken]                 at 13:09 PDT

KONAMI SHIPS SILENT HILL(R) 3 FOR PLAYSTATION(R) 2

Highly-Anticipated Horror Title Ships with
60-Minute Original Music Soundtrack

REDWOOD CITY, CA - August 5, 2003 - Leading videogame publisher, Konami of
America, Inc., a subsidiary of Konami Corporation (NYSE: KNM), today
announced that Silent Hill(R) 3 for the PlayStation(R) 2 computer
entertainment system has shipped to retail outlets nationwide. As the third
entry in the landmark horror series, the psychological drama of Silent
Hill(R) 3 is characterized by a terrifying narrative, spectacular graphics
and a bloodcurdling soundtrack.

To further enhance the interactive experience of the game, Konami is
packing-in a bonus CD featuring the game's award-winning music soundtrack.
Akira Yamaoka, producer at Konami Computer Entertainment Tokyo has composed,
performed and arranged the chilling 60-minute recording. Available
exclusively in North America, the soundtrack features the game's
distinctively dark instrumental score as well as four vocal tracks.

Silent Hill(R) 3 introduces players to Heather Morris, the series' first-ever
lead female character. In the role of this teenager, gamers will struggle to
survive the attacks of grotesque monsters while exploring a host of
hair-raising locales, including a spooky shopping mall, a monster-infested
amusement park and abandoned alleyways. Unravelling the mystery that links
Heather to the town of Silent Hill(R)  hinges on the players' quick reflexes,
the ability to solve challenging puzzles and a proficiency with an arsenal of
deadly weapons.

Silent Hill(R) 3 traps players in a nightmarish world full of unimaginable
psychological horrors, populated by gruesome and gut-wrenching creatures.
Wading through clouds of confusion, players will unfold the game's disturbing
plot, one twist at a time. Its frightening storyline and haunting religious
undertones are realized through gory visuals and vivid imagery. Using
proprietary graphics technology that has been created specifically for this
game, the creepy creatures, textured surroundings, striking real-time
cut-scenes and highly detailed characters pulse with life.

Silent Hill(R) 3 is rated M for Mature and is available at an SRP of $49.99.
To learn more about Silent Hill(R) 3, please visit the Konami website at
http://www.konami.com/silenthill3/ <http://www.konami.com/silenthill3/> .

###
About the Silent Hill(R) series of games
Konami's Silent Hill(R) franchise first debuted on the PlayStation(R) in
1999, and established the series' brand of psychological horror. It went on
to sell over a million units and is considered one of the scariest games of
all time. The follow up sequel, Silent Hill(R) 2, was equally well received
and praised for its use of new 3D sound technology that added a new dimension
to gameplay.

About KONAMI CORPORATION Konami Corporation is a leading developer, publisher
and manufacturer of electronic entertainment properties, specializing in the
home video game market. Konami Corporation's action and adventure titles
include the popular franchises Metal Gear Solid(R), Silent Hill(R) and
Castlevania(R), among other top sellers. The latest information about Konami
can be found on the Web at www.konami.com <http://www.konami.com/> . Konami
Corporation is a publicly traded company based in Tokyo, Japan with
subsidiary offices, Konami of America, Inc. in the US and Konami of Europe in
Frankfurt, Germany. Konami Corporation, the parent company of Konami of
America, Inc. is traded in the United States on the New York Stock Exchange
under the ticker symbol KNM. Details of the products distributed by Konami of
America, Inc. can be found at www.konami.com/usa <http://www.konami.com/usa>
.

SILENT HILL(R) is a registered trademark of KONAMI COMPUTER ENTERTAINMENT
TOKYO, INC. (C) 1999 2003 KONAMI COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS
RESERVED.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

 ------------
Category 27,  Topic 5
Message 12         Wed Aug 06, 2003
KGAGNE [Ken]                 at 15:15 PDT

A PC version of this game is currently slated for release on October 28, 2003.

 ------------
Category 27,  Topic 5
Message 13         Thu Aug 28, 2003
KGAGNE [Ken]                 at 19:22 PDT

Title       : SILENT HILL 3
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Mature
Game Rating : 9.3
Review by   : Ken Gagne

Flesh. Blood. Tears. Screams. Darkness. Horror. Pain. Death.

Just another day in Silent Hill 3, Konami's third visit to the resort town in
this latest PlayStation 2 game.

As a survival horror series, Silent Hill had no trouble breaking the mold
cast by the genre's progenitor, Resident Evil, by offering a pervasive
atmosphere of perversity over cheap thrills. Though Silent Hill 3 makes no
innovative breaks from its own formulaic gameplay, intriguing stories and
horrifying presentation invigorate this entry.

The series has thus far explored two different forms of insanity: external
(environmental) and internal (psychological). Now it considers the
historical, with a protagonist who is not all she appears, nor what she
thinks herself to be. Heather, our disheveled, teenage heroine, is not
Konami's attempt to inject some sex appeal into the series, but is a
developed character with a constitution that responds to the madness of
Silent Hill uniquely from her predecessors as her reality is invaded by a
world of someone's nightmarish
delusions come to life.

Silent Hill 2 had only tangential connections to its predecessor. Silent Hill
3 begins similarly, with a tour of random locales, but halfway through,
coalesces into a story-driven game with direct ties to the series' origin.

There are both action and puzzle elements in Silent Hill 3, each with
adjustable difficulty settings. On the medium setting, there are so many
monsters and so few bullets that cowardice is the better part of valor. Once
a puzzle's parts are collected, it's fairly easy to see how they fit
together; it's assembling the parts that's difficult. With a dynamic and
automated camera, the game occasionally leaves players to wander until they
see a door or item they hadn't previously, thus completing their inventory.

The controller supports both digital and analog, in 2D and 3D formats. The
digital is less dodgy, and the 3D better accomodates camera angles that can
dramatically shift at a moment's notice; that, and controlling from Heather's
perspective gives one a better sense of being in the game. She can use her
weapon to assume a defensive stance, while the results of failing to do so
will cause the rumble feature to effectively pulse with her tiring heart,
reminding players when it is about to expire.

Both the aural and graphical components contribute to Silent Hill's
atmosphere. The graphics have an inherent graininess that contributes to the
unclean world in which Heather finds herself. The fog and darkness, once
technological limitations, continue to obscure her vision, making the unknown
all the more omnipresent and frightening. Her nightmare includes harrowing
sites - one such that, when I realized what it was and the possibilities it
had in a survival-horror game, I felt a genuine sense of trepidation without
anything having happened yet. Another's decor was so unsettling that I hoped
it did not encompass the entire building; sadly, it was without relief.

The soundtrack is replete with sound effects, keeping players on their toes
for unseen threats or unbalancing them with groans, shuffles, and sobs. The
voice acting is good; though the delivery may be stilted, the quality is
there, though occasionally histrionic.

A bonus soundtrack CD is included with the package, though its usefulness is
dubious. This isn't Dance Dance Revolution, and I can't imagine most of the
tunes being appropriate outside a Halloween party.

Barring moments of frenetic combat, Silent Hill 3 is not a fast game - both
in gameplay and during noticeable loading times, made more evident by
patterns of writhing flesh and blood that animate the screen. On the normal
difficulty setting, it will take average gamers under six hours to solve the
puzzles, defeat the bosses, and clear the game. But the experiences they will
have had on that journey will have made a worthwhile investment of your time
and sanity.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 2-Sep-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
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Message 14         Thu Aug 28, 2003
KGAGNE [Ken]                 at 19:22 PDT

CNN.com reviews this game:

http://www.cnn.com/2003/TECH/fun.games/08/27/silenthill.review/index.html

 ------------
Category 27,  Topic 5
Message 15         Wed Oct 08, 2003
KGAGNE [Ken]                 at 14:05 PDT

IGN.com reports that Silent Hill 4 may be relesed in Japan in late 2004.

That's WAY too soon after the last game for a sequel, IMHO.  These are great
games, but they've been pumped out at one every two years.  I wouldn't mind if
they slowed them down a bit.

 ------------
Category 27,  Topic 5
Message 16         Thu Aug 05, 2004
KGAGNE [Ken]                 at 13:14 PDT

KONAMI TO RELEASE EXCLUSIVE SOUNDTRACK FOR
SILENT HILL 4: THE ROOM(tm)

Stunning Soundtrack Compilation to Contain 20 Tracks, Including Special
Remixes and Songs Only Available in the U.S. - Free to Fans Who Pre-Order
Silent Hill 4: The Room

REDWOOD CITY, CALIF. - August 5, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that it will release a special soundtrack for its highly anticipated video
game Silent Hill 4: The Room(tm). The soundtrack will contain 20 vocal and
instrumental tracks from the critically acclaimed survival-horror game,
including 13 songs available only in the United States. Additionally, the
soundtrack will contain a number of special remixes that have been mixed and
re-arranged by the series' renowned producer and talented music composer
Akira Yamaoka.

A must-have for any fan of the series, Silent Hill 4: The Room's soundtrack
is available as a gift with purchase for customers who pre-order the game.
Please check with your local retail store for availability.

Silent Hill 4: The Room continues to push the envelope in the survival-horror
genre, inspiring fear in players' hearts and homes. Silent Hill 4: The Room
is slated for release in September 2004 for the PlayStation(R)2, Xbox(R) and
PC DVD-ROM. For more information on the game, please visit:
www.konami.com/silenthill4.

About the Silent Hill franchise
Konami's Silent Hill(R) series first debuted on the PlayStation(R) in 1999,
and established the series' brand of psychological horror. It went on to sell
over a million units and is considered one of the scariest games of all time.
The follow up sequel, Silent Hill(R) 2, was equally well received and praised
for its use of new 3D sound technology that added a new dimension to
gameplay. Silent Hill(R) 3 was released with critical acclaim for
PlayStation(R)2 in August 2003 and is considered to be the best game in the
series. The Silent Hill(R) franchise has also expanded into other
entertainment genres including a major motion picture and comic series.
French production company Davis Films will produce the feature film
adaptation of the hit franchise for worldwide release and IDW adapted the
Silent Hill(R) franchise into a comic series that debuted in February 2004.
Read more about the comic at: www.idwpublishing.com.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

###

SILENT HILL 4 THE ROOM(tm) is a trademark of Konami Computer Entertainment
Tokyo, Inc (C) 1999 2004 Konami Computer Entertainment Tokyo. ALL RIGHTS
RESERVED. "PlayStation" and the "PS" Family logo are registered trademarks of
Sony Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries.

 ------------
Category 27,  Topic 5
Message 17         Thu Aug 05, 2004
KGAGNE [Ken]                 at 13:15 PDT

Neat.  I was picking up some games for a friend today, and the clerk asked if
I wanted to preorder anything.  I wasn't going to until he asked, but since he
did, I put $41.99 down on Silent Hill 4.

-Ken

 ------------
Category 27,  Topic 5
Message 18         Sun Aug 08, 2004
KGAGNE [Ken]                 at 14:04 PDT

A songlist for all three Silent Hill soundtracks is presented here:

http://www.silenthillsound.by.ru/

 ------------
Category 27,  Topic 5
Message 20         Wed Sep 08, 2004
KGAGNE [Ken]                 at 03:44 PDT

KONAMI'S SILENT HILL 4: THE ROOM(tm) SHIPS TO
RETAIL STORES NATIONWIDE

REDWOOD CITY, CALIF. - September 7, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced that
Silent Hill 4: The Room(tm) for the PlayStation(R)2 computer entertainment
system, the Xbox(R) video game system from Microsoft and PC DVD-ROM has shipped
to retail stores nationwide. By enhancing the award-winning features that have
defined the series - intense and bone chilling gameplay, superior graphics and
a haunting musical score by the series' producer, Akira Yamaoka - Silent Hill
4: The Room will strike terror into the hearts of gamers with the most
frightening experience in the history of the franchise.

"In Silent Hill 4, the horror hits home - right in your own room," said Wilson
Cheng, product manager at Konami Digital Entertainment - America. "By
transforming a would-be sanctuary into an unpredictable and inescapable
nightmare, players will find themselves in uncharted territory as they explore
a nightmarish alternate reality to unravel a truly unnerving mystery."

Silent Hill 4: The Room begins in the sleepy town of South Ashfield, only a few
short miles from the infamous town of Silent Hill. When the game's new hero,
Henry Townshend, awakens from a nightmare, he finds that he is trapped in his
apartment. Through a portal which mysteriously appears in his home, Henry must
match his wits and brawn against heinous creatures and the ghastly undead that
lie in wait as he tries to solve the mystery of his entrapment.

Assuming the role of Henry, gamers set off on a fast-paced and highly
captivating journey into the depths of darkness, filled with a cast of
disturbing characters and monsters. With Henry's apartment functioning as a
home base, players will transition between a 1st person real world perspective
and a horrifying alternate reality in a 3rd person view.

Further enhancing the action, players can build up their arsenal of weapons in
order to battle a number of horrifying enemies who will attack from around any
corner or even through any wall. For the first time in the series, gamers can
execute more powerful blows when fighting with hand-to-hand combat weapons by
activating a new power gauge. Players will also meet numerous people throughout
the game, including Eileen Galvin, Henry's next-door neighbor, who will help
Henry through this morbid adventure. Gamers will be able to equip Eileen with
special weapons to help fend off deadly creatures.

Silent Hill 4: The Room is rated "M" for Mature by the ESRB and is available
for an SRP of $39.99. For more information on the game, please visit:
www.konami.com/silenthill4.

About the Silent Hill Series of games and franchise information
Konami's Silent Hill(R) franchise first debuted on the PlayStation(R) in 1999,
and established the series' brand of psychological horror. It went on to sell
over a million units and is considered one of the scariest games of all time.
The follow up sequel, Silent Hill(R) 2, was equally well received and praised
for its use of new 3D sound technology that added a new dimension to gameplay.
Silent Hill(R) 3 was released with critical acclaim for PlayStation(R)2 in
August 2003 and is considered to be the best game in the series. The Silent
Hill(R) franchise has also expanded into other entertainment genres including a
major motion picture and comic series. French production company Davis Films
will produce the feature film adaptation of the hit franchise for worldwide
release and IDW adapted the Silent Hill(R) franchise into a comic series that
launched in February 2004. Read more about the comic at: www.idwpublishing.com.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other
top sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in Tokyo,
Japan with subsidiary offices, Konami Digital Entertainment, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent company
of Konami Digital Entertainment, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
published by Konami Digital Entertainment - America can be found at
www.konami.com/usa

###

SILENT HILL 4 THE ROOM(tm) is a trademark of Konami Computer Entertainment
Tokyo, Inc (C) 1999 2004 Konami Computer Entertainment Tokyo. ALL RIGHTS
RESERVED. "PlayStation" and the "PS" Family logo are registered trademarks of
Sony Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries.
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Message 21         Sun Oct 17, 2004
KGAGNE [Ken]                 at 16:55 PDT

I finished this game today; total gametime was about 7.5 hours.

I added it to the list of games I've finished, and was disappointed that the
last time I'd added to this list was September 2003.  The game?  Silent Hill 3.

This makes 211 video games I've completed since 1986.

-Ken

 ------------
 ************
Topic 6         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:23 PST
Sub: Legacy of Kain

Legacy of Kain: Soul Reaver 2, featuring the fallen vampire Raziel; and Blood
Omen 2, featuring Kain.   Published by Eidos.  The original Soul Reaver was a
sequel to Blood Omen: Legacy of Kain.

 4 messages
 ************
 ------------
Category 27,  Topic 6
Message 1          Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:24 PDT

This game's ship date has been delayed from 9/25 to 10/15.

A separate sequel, Blood Omen 2, is due in November.

-Ken

 ------------
Category 27,  Topic 6
Message 2          Thu Oct 18, 2001
KGAGNE [Ken]                 at 07:54 PDT

I've edited this topic to include both Legacy of Kain games comoing out for
PlayStation 2: Soul Reaver 2 (which has been delayed from Oct to Nov) and
Blood Omen 2 (which has been delayed from Nov to Feb).

-Ken

 ------------
Category 27,  Topic 6
Message 3          Wed Oct 31, 2001
KGAGNE [Ken]                 at 12:56 PDT

Soul Reaver 2 hit store shelves today (Halloween).

-Ken

 ------------
Category 27,  Topic 6
Message 4          Sun Nov 11, 2001
KGAGNE [Ken]                 at 15:09 PDT

I asked a store clerk how Soul Reaver 2 was selling, and he said some people
had returned it for being buggy.

-Ken

 ------------
 ************
Topic 7         Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:24 PST
Sub: Metal Gear Solid

Hideo Kojima's masterwork, Metal Gear Solid 2: Sons of Liberty, published by
Konami.  Also Metal Gear Solid 3: Snake Eater, released in 2004.

 35 messages
 ************
 ------------
Category 27,  Topic 7
Message 1          Wed Sep 12, 2001
KGAGNE [Ken]                 at 19:24 PDT

This game ships on Nov 13th.

-Ken

 ------------
Category 27,  Topic 7
Message 2          Sat Sep 15, 2001
KGAGNE [Ken]                 at 19:12 PDT

Excerpt from IGN.com regarding Metal Gear Solid 2, which features terrorists
in a virtual New York:

"Konami of America is still in shock over the recent tragic events," said a
spokesperson from Konami of America. "Metal Gear Solid 2 is about the desire
to end violence on a global scale, as the previous games in the series have
been. Like everyone in America, Konami is evaluating the impact of these
events. In the meantime, all of our thoughts are with New York City and
Washington, DC and all of the people whose lives have been touched by this
tragedy. There are no words to adequately express our sorrow, but we firmly
believe that the people of America will come through this trial stronger than
ever."

"We do not know what effects there will be upon Metal Gear Solid 2 at this
moment," added a spokesperson from Konami Japan. "We are currently collecting
and analyzing information regarding this matter and would like to express our
condolences to the victims of the tragedy."

Full story at http://ps2.ign.com/news/38287.html

 ------------
Category 27,  Topic 7
Message 3          Thu Sep 20, 2001
KGAGNE [Ken]                 at 20:31 PDT

Konami has decided not to delay the American release of Metal Gear Solid 2:
Sons of Liberty.  A few changes will be made to scenes that featured the World
Trade Center towers.

-Ken

 ------------
Category 27,  Topic 7
Message 4          Sat Oct 13, 2001
KGAGNE [Ken]                 at 10:34 PDT

The official MGS2 web site is now open at

http://www.konami.com/main/games/mgs2/

 ------------
Category 27,  Topic 7
Message 5          Wed Oct 17, 2001
KGAGNE [Ken]                 at 14:53 PDT

METAL GEAR SOLID 2: SONS OF LIBERTY SET TO SHIP NATIONWIDE ON NOVEMBER 13

THE "MUST HAVE" GAME FOR 2001 TO ARRIVE AT RETAIL OUTLETS IN PLENTY OF TIME
FOR THE HOLIDAYS

Redwood City, CA - October 17, 2001 - Konami of America announced today that
the hugely anticipated PlayStation 2 action/adventure game, Metal Gear Solid
2: Sons of Liberty, will be shipped to stores on November 13, as planned. The
game will launch first in the United States, followed by releases in Japan on
November 29 and further global launches in 2002. This absolutely "Must Have"
PlayStation 2 game will be available beginning November 13 for a suggested
retail price of $49.99.

Metal Gear Solid 2's Director, Hideo Kojima, is hard at work with his team at
Konami Computer Entertainment Japan's studios in Tokyo. Mr. Kojima and the
Metal Gear team have "submerged" since the Electronic Entertainment Expo
(E3), held in Los Angeles in May 2001. The team has opted to go underground,
choosing to work in a total media and communications blackout in order to
concentrate on finishing what will undoubtedly go on to become one of the
most significant PlayStation 2 games ever released.

Since the first public showing in May of 2000, Metal Gear Solid 2 has
captivated the minds of gamers around the globe. Although the game has not
yet been released, it has already won numerous awards and is consistently
included on lists of anticipated games from both press and public alike.
Metal Gear Solid 2 received two Best of E3 Games Critics Awards, one for
"Best Console Game of the Show" and the other for "Best Action/Adventure Game
of the Show." The game has also won similar praise from such diverse outlets
as IGN.com, Electronic Gaming Monthly, Amazon.com, Rolling Stone, Wired and
Spin Magazine.

Metal Gear Solid 2: Sons of Liberty, the follow-up to 1998's critically
acclaimed PSOne video game, takes action gaming to a new level of interactive
excitement. As Solid Snake, gamers will make use an array of weapons, gadgets
and supplies. Players must utilize a variety of stealthy maneuvers to prevent
a high-tech weapon of massive destructive power, Metal Gear Ray, from falling
into the wrong hands. MGS2 combines unique gameplay with stylish cinematic
presentation, a fair dose of political intrigue and the most stunning video
game graphics ever seen; the result is the closest thing to an action movie
available on any video game console.

###

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web
at www.konami.com. Konami Corporation Is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Metal Gear Solid and Konami are registered trademarks of Konami Corporation
Ltd. (C)2001 Konami of America, Inc. PlayStation and PlayStation logos are
registered trademarks of Sony Computer Entertainment, Inc. All other
trademarks are properties of their respective owners.
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This game comes out tomorrow in many stores.

-Ken

 ------------
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Message 7          Thu Nov 15, 2001
KGAGNE [Ken]                 at 19:42 PDT

KONAMI OF AMERICA SHIPS OVER 1 MILLION UNITS OF METAL GEAR SOLID(r) 2: SONS
OF
LIBERTY(tm) TO RETAILERS

The Biggest PlayStation(r) 2 Game for 2001 Moves Record Numbers

FOR IMMEDIATE RELEASE

Redwood City, CA - November 14, 2001 - Konami of America announced today that
it has shipped over 1 million copies of Metal Gear Solid 2: Sons of Liberty'
to retailers across North America.

"There simply is no other game available that has generated this type of
critical acclaim and overwhelming demand, which our first day numbers show,"
said Dick Wnuk, Executive Vice President of Konami of America, Inc. "Konami
has worked hard with retailers across North America to make sure that gamers
would be able to get their hands on this game as soon as possible."

Since the first public showing in May of 2000, Metal Gear Solid 2 has
captivated the minds of gamers around the globe. Although the game has not
yet been released, it has already won numerous awards and is consistently
included on lists of anticipated games from both press and public alike.
Metal Gear Solid 2 received two Best of E3 2001 Games Critics Awards, one for
"Best Console Game of the Show" and the other for "Best Action/Adventure Game
of the Show." The game has also won similar praise from such diverse outlets
as IGN.com, Electronic Gaming Monthly, Amazon.com, Rolling Stone, Wired and
Spin Magazine.

Metal Gear Solid 2: Sons of Liberty, the follow-up to 1998's critically
acclaimed PSOne video game, takes action gaming to a new level of interactive
excitement. Players must utilize a variety of stealthy maneuvers to prevent a
high-tech weapon, Metal Gear Ray, from falling into the wrong hands. MGS2
combines unique gameplay with stylish cinematic presentation, political
intrigue and the most stunning video game graphics ever seen; the result is
the closest thing to an action movie available on any video game console.

###

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers.  In
addition, the company has an agreement with ESPN to develop and publish
sports games.  The latest information about Konami can be found on the Web at
www.konami.com.  Konami Corporation Is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Metal Gear Solid and Konami are registered trademarks of Konami Corporation
Ltd. (c)2001 Konami of America, Inc.  PlayStation and PlayStation logos are
registered trademarks of Sony Computer Entertainment, Inc.  All other
trademarks are properties of their respective owners.

 ------------
Category 27,  Topic 7
Message 8          Mon Nov 19, 2001
KGAGNE [Ken]                 at 16:33 PDT

For those who haven't played the original Metal Gear Solid (for PSOne), the
sequel comes with an in-game summary nearing 500 pages in length, primarily
told from the perspective of an MGS1 supporting cast member.  It took me about
two hours to read it all.

-Ken

 ------------
Category 27,  Topic 7
Message 9          Mon Nov 19, 2001
A2.DAIN [Dain]               at 16:57 PDT

Was it good reading?  I'd hate to sit through 2 hours of staleness:)

Dain Neater
Wishing Y-Wings were faster.

 ------------
Category 27,  Topic 7
Message 10         Mon Nov 19, 2001
KGAGNE [Ken]                 at 18:39 PDT

Dain,

If you've played through the first Metal Gear Solid, then the text in the
sequel is a nice refresher to some of the game's finer details (the plot can
get a bit hairy at points), while adding new background info.

If you've *never* played MGS1, then this text should be considered essential
reading.

-Ken
 (who wishes he had a friggin' clue on the fourth level)
((yeah, in Star Wars :)))

 ------------
Category 27,  Topic 7
Message 11         Thu Nov 22, 2001
KGAGNE [Ken]                 at 22:24 PDT

I initially considered the idea of reviewing this game with some hesitancy.
The game opens with an oil tanker off the coast of Manhattan being hijacked by
terrorists.  In the current national milieu, how do I approach such a topic?
How would I even open the review?

"There are terrorists in New York... but this time, you can do something about
it."

<shudder>

I ended up writing a cheap opening that makes no reference to reality, and
continued that mindset throughout.

FWIW, this is a video game, a form of escapism, and I didn't feel it adversely
played on actual terrorist attacks.

-Ken

 ------------
Category 27,  Topic 7
Message 12         Fri Nov 23, 2001
A2.DAIN [Dain]               at 18:51 PDT


 ------------
Category 27,  Topic 7
Message 13         Fri Nov 23, 2001
KGAGNE [Ken]                 at 19:41 PDT

This game has left me speechless too, Dain. :)  Some people have a few things
to say, though.  For an excellent - and lengthy - article on the production of
Metal Gear Solid 2, surf to

http://gamespot.com/gamespot/features/video/btg_mgs2/index.html

 ------------
Category 27,  Topic 7
Message 14         Sat Nov 24, 2001
A2.DAIN [Dain]               at 09:09 PDT

Not sure exactly what happened there:)  Anyway, I am glad you enjoyed the
game.  I have been quite busy lately and get to game a little every night.
It's too bad that it is doubtful that I will ever get play that game because
it would involve getting a PS2.  My next major purchase hardwarewise will have
to be a new Mac I think.

Have fun,
Dain

 ------------
Category 27,  Topic 7
Message 15         Sat Nov 24, 2001
KGAGNE [Ken]                 at 16:04 PDT

This is pretty cool.  After finishing Metal Gear Solid 2, every player is
given a unique Clear Code that represents their performance data and
statistics - everything from difficulty setting to number of dogtags collected
to shots fired.  The clear code can be inputted at Konami's web page:

http://jpn00.konami.co.jp/products/mgs2/english/mr/

The data is then sorted and can be compared with your own clear codes or a
global ranking system.

Also, for anyone who has Windows Media Player, check out the game's opening
movie:

http://jpn01.konami.co.jp/movie/mgs2/kyle_e_forweb.asf

 ------------
Category 27,  Topic 7
Message 16         Wed Nov 28, 2001
KGAGNE [Ken]                 at 14:08 PDT

MORE THAN 1.8 MILLION UNITS OF METAL GEAR SOLID(R) 2: SONS OF LIBERTY(TM)
SHIPPED IN TWO WEEKS

Demand for Top PlayStation(R) 2 Game of 2001 Keeps Orders Coming At Amazing
Rate

FOR IMMEDIATE RELEASE

Redwood City, CA - November 28, 2001 - Konami of America announced today that
more than 1.8 million copies of Metal Gear Solid" 2: Sons of Liberty' have
now been sold into the retail channel since the game first shipped on
November 13, 2001.

"We're thrilled with the business that Metal Gear Solid 2 has done in its
first two weeks on store shelves," said Dick Wnuk, Executive Vice President
of Konami of America, Inc. "Reorders were coming in from the retail level by
the end of the first day of sales. We knew that there was going to be a huge
demand for the new Metal Gear, but even we have been surprised by the
overwhelming reaction from gamers across North America."

Since the first public showing in May of 2000, Metal Gear Solid 2 has
captivated the minds of gamers around the globe. The game has already won
numerous awards and is consistently included on lists of anticipated games
from both press and public alike. Metal Gear Solid 2 received two Best of E3
2001 Games Critics Awards, one for "Best Console Game of the Show" and the
other for "Best Action/Adventure Game of the Show." The game has also won
similar praise from such diverse outlets as IGN.com, Electronic Gaming
Monthly, Amazon.com, Rolling Stone, Wired and Spin Magazine.

Metal Gear Solid 2: Sons of Liberty, the follow-up to 1998's critically
acclaimed PSOne video game, takes action gaming to a new level of interactive
excitement. Players must utilize a variety of stealthy maneuvers to prevent a
high-tech weapon, Metal Gear Ray, from falling into the wrong hands. MGS2
combines unique gameplay with stylish cinematic presentation, political
intrigue and the most stunning video game graphics ever seen; the result is
the closest thing to an action movie available on any video game console.

###

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation Is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Metal Gear Solid and Konami are registered trademarks of Konami Corporation
Ltd. (C)2001 Konami Corporation. PlayStation and PlayStation logos are
registered trademarks of Sony Computer Entertainment, Inc. All other
trademarks are properties of their respective owners.

 ------------
Category 27,  Topic 7
Message 17         Wed Nov 28, 2001
KGAGNE [Ken]                 at 16:19 PDT

Title       : METAL GEAR SOLID 2: SONS OF LIBERTY
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Mature
Game Rating : 9.6
Review by   : Ken Gagne

Metal Gear Solid 2: Sons of Liberty, from Konami, for Sony PlayStation 2.

Everything you've heard is true.

If you need further detail, read on.

The game's story is much too surprising and detailed to describe at length
without ruining it for readers. Suffice to say, the bipedal tank known as
Metal Gear has resurfaced in the weapons market, and it's up to covert
super-soldier Solid Snake to uncover the plots and powers behind this nuclear
threat. His infiltration involves acquisition of a veritable arsenal of
weaponry and high-tech gadgetry, from thermal goggles to Nikita missiles, as
he discovers that old foes and new opponents are collaborating in a scheme
where not everything is what it appears.

Anyone who didn't play the original Metal Gear Solid (MGS), other than
deserving to be stripped of the title "gamer", missed a great game and a deep
story. The sequel summarizes this background with nearly 500 pages of
optional in-game text. Then it's once more unto the breach.

Snake's controls take some learning, though the resultant versatility is
worthwhile. His initial repertoire of sneaking, crawling, snapping necks, and
using bodies as shields has been expanded to include hanging from railings,
frisking guards, and more. Unlike the first MGS, the sequel does not come
with a training mode, and proper instruction is not provided to players until
two hours into the actual game. Though it's smoothly worked into the game's
pacing, it makes for a difficult introduction for new gamers.

Despite Snake's deadly dexterity, discretion is a more important skill to
practice. Guards will call for reinforcements at the sight of wet footprints
or a trail of blood, and will become suspicious if a missing guard doesn't
answer his radio. Bodies can be dragged out of sight or hidden in lockers,
but these desperate measures take time. A low body count will ultimately
result in greater success.

It will take even veteran gamers awhile to live up to Snake's legacy. Though
the game has five difficulty settings, even "Easy" is anything but. When in
hostile enemy territory, sloppy players can expect no mercy from
knife-wielding Rumanians, sniper sentries, electrified floor plating, or
booby-trapped C4 explosives.

Not every moment is spent dodging bullets. Cinematic moments of plot
development regularly occur in which background is supplied, secrets
revealed, and new characters introduced. Normally, such passive watching is
the antithesis of gameplay, but not here; never has material been of such
gripping quality to justify constant gameplay interruption. More than a few
jaws will hit the ground as more and more lies and half-truths are uncovered.
Still, a better ratio of cinema to gameplay couldn't have hurt.

This movie-like experience is due in no small part to the game's audio. In
many games, the soundtrack is nothing more than background fluff for amazing
graphics; in MGS2, the aural component is nothing less than a masterpiece
composed by Harry Gregson-Williams (The Rock, Armageddon). Even more
contributive to the dramatic feel is the perfect voice acting of every line
of dialogue. A supporting cast is constantly available by radio, offering
directions and tips. The first MGS contained more spoken words than the
entire first Star Wars trilogy; the sequel sounds like a good competitor.

Lest you think MGS2 is a perfect slice of (Outer) Heaven, it does have some
imperfect aspects. The inventory lacks as many useful items and weapons as
the first Metal Gear Solid boasted, restricting the sequel's items to fewer
and less useful equipment. The game's story also dissolves somewhat in the
last hour, leaving many things unresolved.

Despite those moments, director Hideo Kojima has a masterpiece on his hands,
with little reason for gamers not to have it in theirs. Something more
important than the fate of the free world is at stake here - that's Snake's
responsibility. Gamers, your mission: acquire first-hand proof of the Metal
Gear Solid 2 as the Game of the Year.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 26-Nov-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 27,  Topic 7
Message 18         Fri Nov 30, 2001
KGAGNE [Ken]                 at 11:31 PDT

I'm improving my game stats.  I can now get through the first chapter on
Normal difficulty without killing a single enemy, and have made it through the
second chapter on Hard having killed only five.  That's a drastic reduction
from the 202 enemy soldiers I killed before. <g>

-Ken

 ------------
Category 27,  Topic 7
Message 19         Thu Dec 06, 2001
KGAGNE [Ken]                 at 21:54 PDT

I picked up a copy of the local school paper.  Front page table of contents
was pretty funny.

"Gamebits"

[image of man running around, disguised as a cardboard box]

"Page 4"

 ------------
Category 27,  Topic 7
Message 20         Tue Mar 12, 2002
KGAGNE [Ken]                 at 15:37 PDT

I think I gave my brother a video game culture shock.  He used to play the
original Metal Gear which was released for the NES in mid-to-late Eighties, so
I showed him Metal Gear Solid 2 for PlayStation 2.  We sat through the opening
movie, during which the cast credits scrolled.

"What are all those names?" he asked.

"Those are the actors," I told him.

"Actors?!?" he exclaimed - astonished to find such a thing in a video game.

Heh :)

-Ken

 ------------
Category 27,  Topic 7
Message 21         Wed Mar 13, 2002
SYNDICOMM [Sheppy]           at 18:02 PDT

>>>"Actors?!?" he exclaimed - astonished to find such a thing in a video game.

What rock has he been living under? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 27,  Topic 7
Message 22         Sun Aug 11, 2002
KGAGNE [Ken]                 at 12:59 PDT

KONAMI TAKES PLAYERS BEHIND-THE-SCENES IN THE DOCUMENT OF METAL GEAR
SOLID(R)2(TM)

Interactive Documentary Provides Unparalleled Insight Into The Development
of Metal Gear Solid(R) 2: Sons of Liberty

FOR IMMEDIATE RELEASE
Redwood City, CA - August 9, 2002 - Konami of America, Inc. confirmed today
that The Document of Metal Gear Solid(R) 2(TM), an interactive documentary
that chronicles the development of the mega-hit Metal Gear Solid(R) 2: Sons
of Liberty, will release in the United States on September 24th 2002.
Featuring never-before-seen aspects of the game, new playable VR TRAINING
missions, original concept plans, rare video footage and trailers and
programming secrets, The Document of Metal Gear Solid(R) 2(TM) gives all-new
insight into the acclaimed series from director, Hideo Kojima.

The Document of Metal Gear Solid(R) 2(TM) is divided into two sections:
MAKING and VR TRAINING. Both sections will offer fans newly de-classified
details about Metal Gear Solid(R) 2: Sons of Liberty.

The MAKING section consists of the following categories:

CHARACTERS - Players can browse through still images and 3D models of the
game's leading characters including Solid Snake, Raiden, Olga and Ninja,
among others. To get up-close-and-personal, players can pivot the camera and
view the 3D character models from any angle.

MECHANICS - Players can peruse sketches and 3D models of the vehicles and
machines in the game including Metal Gear Ray, Kasatka, the Harrier, Cyphers
and the Arsenal Gear.

BACKGROUND - Players can step into the environments to inspect still images
and 3D models of the Big Shell, the Tanker and the interior of Arsenal Gear.

POLYGON DEMOS - Aspiring game designers and film buffs can view all of the
storyboards and 100+ in-game cut-scenes. Viewers are given the ability to
pause, rewind, zoom, play in slow motion and adjust the camera position.

PROGRAM - This mode provides players and aspiring game designers with insight
into the development team's state-of-the-art programming techniques

SOUND - In this mode, players can listen to the in-game music and background
sound effects to better understand how sound is woven into the story and
pacing of the game.

GAME PLAN - The Game Plan (Japanese only) is the original blueprint for the
game in which the development team outlines their project proposal for Sons
of Liberty.

SCRIPT - Players can read through the entire script used for Sons of Liberty.
All of the game's dialogue and narration in drawn from the script.

STAFF - In this mode, fans can learn more about the development team by
viewing the organizational structure and a staff list.

CHRONICLE - This timeline details every milestone attained by the team during
the game's 3-year development cycle.

SPECIAL FOOTAGE - This mode gives fans an all-access look at the marketing of
the game from the developer's point of view.

ITEMS - Fans and collectors of videogame memorabilia will be able to see some
of the items that were used in the promotion of Sons of Liberty including
illustrations, art books, t-shirts, posters, action figures and more.

The VR TRAINING section is comprised of five different missions, giving fans
an exclusive sneak-peek look at some of the new VR TRAINING missions included
in the upcoming game METAL GEAR SOLID(R) 2: SUBSTANCE(TM) while sharpening
their skills in weapons proficiency, stealth and subterfuge.

Available exclusively on the Sony PlayStation(R) 2 computer entertainment
system, The Document of Metal Gear Solid(R) 2(TM) is rated M for Mature.

###

About Metal Gear Solid(R)2: Sons of Liberty(TM)
The follow-up to 1998's critically acclaimed bestseller of the same name,
Metal Gear Solid(R) 2: Sons of LibertyTM took action gaming to an
unprecedented level of interactive entertainment. In a deep plot of espionage
and intrigue, gamers use an arsenal of high tech weapons, gadgets and
supplies to stealthily maneuver through the game. On a mission to defeat an
army of terrorists bent on capturing a high-tech weapon of massive
destructive power, Metal Gear Ray, the game combines unique gameplay with a
stylish cinematic presentation.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . KONAMI CORPORATION is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTYTM, SUBSTANCE TM and THE
DOCUMENT OF METAL GEAR SOLID(R) 2(TM) are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C) 1987 2002 KONAMI
COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a registered trademark of KONAMI
CORPORATION. ALL RIGHTS RESERVED.

 ------------
Category 27,  Topic 7
Message 23         Thu Sep 26, 2002
KGAGNE [Ken]                 at 20:13 PDT

KONAMI SHIPS INTERACTIVE DOCUMENTARY "THE DOCUMENT OF METAL GEAR SOLID(R)2"

FOR IMMEDIATE RELEASE

Redwood City, CA - September 26, 2002 - Konami of America, Inc. announced
today that The Document of Metal Gear Solid(R)2, an interactive documentary
that chronicles the development of the mega-hit Metal Gear Solid(R) 2: Sons
of Liberty, shipped to retail outlets nationwide. Featuring never-before-seen
aspects of the game's development, five playable VR TRAINING missions,
original concept plans, rare video footage and trailers and programming
secrets, The Document of Metal Gear Solid(R)2TM gives players all-new insight
into the acclaimed series from director, Hideo Kojima.

Rated M for Mature, The Document of Metal Gear Solid(R)2 has an MSRP of
$19.99.

The Document of Metal Gear Solid(R)2 is divided into two sections: MAKING and
VR TRAINING.  Both sections will offer fans newly de-classified details about
Metal Gear Solid(R) 2: Sons of Liberty. The MAKING section consists of the
following categories: Characters, MECHANICS, BACKGROUND, POLYGON DEMOS,
PROGRAM, SOUND, GAME PLAN, SCRIPT, STAFF, CHRONICLE, SPECIAL FOOTAGE, ITEMS.

The VR TRAINING section is comprised of five different missions, giving fans
an exclusive sneak-peek look at some of the new VR TRAINING missions included
in the upcoming game Metal Gear Solid(R) 2:  SUBSTANCE while sharpening their
skills in weapons proficiency, stealth and subterfuge.

###

About Metal Gear Solid(R)2: Sons of Liberty
The follow-up to 1998's critically acclaimed bestseller of the same name,
Metal Gear Solid(R) 2: Sons of Liberty took action gaming to an unprecedented
level of interactive entertainment. In a deep plot of espionage and intrigue,
gamers use an arsenal of high tech weapons, gadgets and supplies to
stealthily maneuver through the game. On a mission to defeat an army of
terrorists bent on capturing a high-tech weapon of massive destructive power,
Metal Gear Ray, the game combines unique gameplay with a stylish cinematic
presentation.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTYTM, SUBSTANCE TM and THE
DOCUMENT OF METAL GEAR SOLID(R)2TM are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC.  (C) 1987 2002 KONAMI
COMPUTER ENTERTAINMENT JAPAN.  KONAMI(R) is a registered trademark of KONAMI
CORPORATION.  ALL RIGHTS RESERVED.

 ------------
Category 27,  Topic 7  [MOVED]
Message 24         Tue Mar 04, 2003
KGAGNE [Ken]                 at 14:39 PDT

KONAMI SHIPS METAL GEAR SOLID(R) 2: SUBSTANCE
FOR SONY PLAYSTATION(R) 2

REDWOOD CITY, CA - March 4, 2003 - Konami of America, Inc. announced today
that Metal Gear Solid(R) 2: Substance for Sony PlayStation(R) 2 has shipped
to retail outlets nationwide. Featuring the entire critically-acclaimed Metal
Gear Solid(R) 2: Sons of Liberty(tm) game plus over 500 new missions, hidden
playable characters, unique skateboarding levels and five all-new chapters
called 'Snake Tales', Metal Gear Solid(R) 2: Substance for PlayStation(R) 2
is the definitive Metal Gear Solid(R) 2 experience.

Metal Gear Solid(R) 2: Substance was originally released in November 2002 for
Microsoft Xbox(tm). In addition, a PC DVD-ROM version of Metal Gear Solid(R)
2: Substance is scheduled to release on March 18, 2003.

Developed by legendary producer Hideo Kojima at Konami Computer Entertainment
Japan, Metal Gear Solid(R) 2: Substance transports players into a unique
world of action and espionage where stealth and intelligence are the players'
most valuable assets. The most comprehensive Metal Gear Solid(R) 2 experience
ever, Metal Gear Solid(R) 2: Substance is the only game to offer players the
roller-coaster action and suspense of the original Sons of Liberty(tm) game
plus entirely new gameplay, including hundreds of new missions, new playable
characters and all-new adventures with legendary super-spy Solid Snake, one
the most popular characters in videogame history.

The original Metal Gear Solid(R) 2: Sons of Liberty has sold over 2 million
units in the United States, 5 million units worldwide and continues to
capture the attention of gamers from around the globe. By successfully
combining a fascinating storyline, detailed gameplay and jaw-dropping
cinematics, Metal Gear Solid(R) 2 has set a precedent for future action
games.

Metal Gear Solid(R) 2: Substance is rated M for Mature and is available at an
SRP of $39.99. Learn more about Metal Gear Solid 2: Substance at:
http://www.konami.com/substance/ <http://www.konami.com/substance/>

###

About KONAMI CORPORATION

KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . KONAMI CORPORATION is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY(tm) and SUBSTANCE(tm) are
either registered trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT
JAPAN, INC. (C) 1987 2003 KONAMI COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. "PlayStation" and the "PS" Family
Logo are registered trademarks of Sony Computer Entertainment Inc. ALL RIGHTS
RESERVED.

 ------------
Category 27,  Topic 7
Message 25         Fri Aug 08, 2003
KGAGNE [Ken]                 at 12:00 PDT

The E3 trailer of this game is available in whole on the demo disc included in
the latest issue of the monthly magazine, PSM.

 ------------
Category 27,  Topic 7
Message 26         Mon Mar 22, 2004
KGAGNE [Ken]                 at 10:09 PDT

I had to steal this excerpt from IGN's interview with Hideo Kojima, creator of
the Metal Gear video game series.  Regarding the upcoming MGS3: Snake Eater:

Question: If stamina is such a big aspect of the game, what kinds of foods can
Snake eat? How will he survive?

Kojima: He can eat all sorts of creatures, anything he can find. He can eat
birds, frogs, scorpions, fish, alligators and mushrooms. We respect [Shigeru]
Miyamoto very much, so we have included mushrooms in the game. And out of
respect for Miyamoto, Snake will not be able to eat turtles.

 ------------
Category 27,  Topic 7
Message 27         Thu Oct 14, 2004
KGAGNE [Ken]                 at 15:18 PDT

The unofficial Metal Gear Solid site:

http://www.metalgearsolid.org

 ------------
Category 27,  Topic 7
Message 28         Sat Oct 16, 2004
KGAGNE [Ken]                 at 19:59 PDT

KONAMI ANNOUNCES U.S. RELEASE DATE AND NEW GAME DETAILS FOR THE HIGHLY
ANTICIPATED STEALTH  ACTION GAME -  METAL GEAR SOLID(R)3: SNAKE EATER(tm)

REDWOOD CITY, Calif. - October 15, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Metal Gear Solid(R) 3: Snake Eater(tm) (MGS3) will be released
exclusively for the PlayStation(R)2 computer entertainment system nationwide
on Wednesday, November 17, 2004. Directed and produced by Hideo Kojima, the
legendary developer and creative force behind one of the best-selling video
game series of all time, MGS3 delivers the definitive stealth action
experience with unique gameplay elements, extraordinary depth, a captivating
storyline and a mind-blowing presentation.

Recently shown at Tokyo Game Show (TGS) 2004, Konami revealed an astonishing
new game trailer which gave audiences a sneak peek into the latest details of
MGS3. The trailer showcases the game's challenging and eccentric bosses and
numerous foreboding natural environments which the main character, Snake,
will encounter on his one-man mission to save the world from the brink of
nuclear annihilation. Recognizing the game's unparalleled gameplay, deep
storyline and high production values, 1up.com - a Ziff Davis media outlet
dedicated to gaming news - awarded MGS3 with "Best of Show," "Best Adventure
Game" and "Best PlayStation 2 Game" at TGS.

Also at TGS, Konami announced the winners of the Camouflage Campaign, which
gave fans of the series the opportunity to submit their own camouflage
designs for inclusion in the game and win a place in video game history.
MGS3's new, in-depth "camouflage index" is an integral part of playing
through the game.  Gamers will be able to use face paint and camouflage
uniforms to blend into their environment, giving them the ability to avoid
enemy detection and infiltrate dangerous enemy territories.  After all the
submissions were reviewed by Hideo Kojima and his award-winning design team,
they chose four unique and potentially helpful patterns, entitled Terrence
(Animals) - France, Lucky Boy (Fly) - Japan, Suna-nami Wrap (Mummy) - England
and Banana Man (Banana) - Japan.

For more information on Metal Gear Solid 3: Snake Eater and to see the
winning camouflage submissions, please visit: www.metalgearsolid.com.
To view the TGS 2004 trailer with English subtitles, please visit:
http://www.konamijpn.com/products/mgs3/english/index.html

About the Metal Gear Series of games and franchise information

The Metal Gear(R) franchise is in its 17th  year with the first Metal Gear(R)
release debuting in Japan in 1987.  The series centered on the adventures of
secret agent Solid Snake and was consistently recognized for its new and
original game design combined with a story full of plot twists and intricate
human drama.  In 1998, Konami introduced Metal Gear Solid(R) for the Sony
PlayStation(R) game console, which was instantly noted for its stunning
graphics, original narrative style and superlative gameplay.  Metal Gear
Solid(R) earned widespread critical acclaim and defined a benchmark of
quality in the action genre.  Building on the precedent set by the
top-selling original title, Metal Gear Solid(R)2: Sons of Liberty(tm) was
released in 2001 for the Sony PlayStation(R)2 with overwhelming praise from
gamers and industry pundits worldwide, selling over 2 million units in the
U.S. and over 5 million units worldwide.  In 2002, Konami released, Metal
Gear Solid(R)2: Substance(tm), the expanded edition of Metal Gear Solid(R)2:
Sons of Liberty(tm), for the Xbox(tm) video game system from Microsoft,
PlayStation(R)2 and PC DVD-ROM with much fan fare.  In 2003, the amazing
storyline and world of Metal Gear Solid(R) combined with the graphics and
gameplay of Metal Gear Solid(R)2 to create Metal Gear Solid(R) The Twin
Snakes(tm) for Nintendo GameCube(tm).  In 2004, Hideo Kojima takes the
tactical espionage action genre that the Metal Gear(R) series defined to a
completely new direction in Metal Gear Solid(R)3: Snake Eater(tm) for the
PlayStation(R)2.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY(tm), SUBSTANCE(tm), THE
TWIN SNAKES(tm) and SNAKE EATER(tm) are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC.  (C)1987 2004 KONAMI
COMPUTER ENTERTAINMENT JAPAN.  KONAMI(R) is a registered trademark of KONAMI
CORPORATION.  ALL RIGHTS RESERVED. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Nintendo GameCube
is a trademark of Nintendo. (C) 2001 Nintendo. Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft.
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KONAMI TAPS TOP HOLLYWOOD TALENT FOR METAL GEAR SOLID(R)3: SNAKE EATER(tm)

Renowned Entertainment Industry Professionals Help Create One of the Year's
Most Highly Anticipated Video Games

2004 - Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today announced that Metal Gear Solid(R)3: Snake
Eater(tm), will further blur the lines between video games and movies by
showcasing work from some of Hollywood's leading professionals. David Hayter,
a renowned voice-over actor and screenplay writer, famed musical composer
Harry Gregson-Williams and the innovative director/producer, Kyle Cooper, have
collaborated with Hideo Kojima in creating the next installment in the
award-winning tactical espionage action series.

Hayter will once again reprise his legendary role as Snake, the main character
in the Metal Gear Solid series. In addition to lending his voice for
characters on numerous projects, he is also known as a successful
screenwriter, penning such box office successes as "X-Men," " X-Men 2" and
"The Scorpion King." "Snake is one of the most dynamic characters in video
game history," says David Hayter. "I've always enjoyed developing characters
and creatively exploring their personalities in my screenplays. Working with
Kojima to bring this ultra-cool character to life has been a truly rewarding
professional experience and certainly one of the top roles I've ever done."

MGS3 will also feature an original soundtrack composed by Harry
Gregson-Williams. He is responsible for creating the musical scores for
numerous Hollywood blockbusters such as "Shrek," "Shrek 2," and "Enemy of the
State." His other recent credits include "Team America: World Police," "Man on
Fire," and the upcoming "Bridget Jones: The Edge of Reason." Gregson-Williams
was first approached to work on Metal Gear Solid(R)2: Sons of Liberty(tm)
after Kojima saw "The Replacement Killers" and heard the musical score. The
two have paired once more to create the music for MGS3, bringing an
unparalleled depth to the game that will resonate with gamers everywhere.

"Instead of focusing on the time period in which the game takes place, I have
created a soundtrack that is respectful of the pre-existing MGS taste," says
Harry Gregson-Williams. "The music enhances each of the various layers of the
game and augments the overall storyline. It has been a pleasure working with
Hideo Kojima as he truly understands the importance music plays in setting the
tone for any story."

Also working closely with Kojima is Kyle Cooper, the renowned
director/producer who has designed the lead-ins to 150 features that have
consistently stunned and entertained audiences. He is best known for creating
such memorable intro sequences for movies including "Seven," "Spider-Man" and
"Mission Impossible." For MGS3, Kojima and Cooper have collaborated on
creating the first-ever interactive opening title sequence for a videogame,
giving players unprecedented control of their gaming experience. The dynamic
opening, an ode to the popular spy movies of the 1960's, sets the stage for
the highly engaging stealth action that follows.

"Working with Kojima on MGS3 has given me the rare opportunity to push the
boundaries of the lead-ins I traditionally create for television and movies,
resulting in a new style of visual storytelling that cannot be re-created on
the silver screen," says Kyle Cooper. "Unlike those for feature films or TV
shows, the intro sequence to MGS3 is fully interactive and allows players to
be part of the experience, not just a spectator."

Fascinated by the silver screen at an early age, Hideo Kojima has striven to
make every game in the MGS series on par with an epic Hollywood blockbuster.
MGS3 continues this trend as the most engaging cinematic action adventure
experience of the series. Boasting riveting and intriguing storylines told
through compelling gameplay and incredibly realistic cut scenes, MGS3 will
capture the attention and imagination of gamers worldwide. Mr. Kojima was
recently awarded the prestigious Legend Award by G4TV, the nationwide 24 hour
video game TV network, for his accomplishments in game development and use of
cinematic action within his games.

Due out on November 17th, 2004 exclusively for the PlayStation(R)2 computer
entertainment system, Metal Gear Solid 3: Snake Eater will thrust players into
the cold war era, a time period rife with political turmoil. Stepping into the
role of Snake, players will embark on a dangerous solo mission that will carry
them through swampy jungles, arid deserts and other daunting environments on a
quest to save the world from nuclear annihilation.

Metal Gear Solid 3: Snake Eater is rated "M" for mature by the ESRB. For more
information on the game, please visit: www.metalgearsolid.com.

About the Metal Gear Series of games and franchise information
The Metal Gear(R) franchise is in its 17th year, with the first Metal Gear(R)
release debuting in Japan in 1987. The series centered on the adventures of
secret agent Solid Snake and was consistently recognized for its new and
original game design combined with a story full of plot twists and intricate
human drama. In 1998, Konami introduced Metal Gear Solid(R) for the Sony
PlayStation(R) game console, which was instantly noted for its stunning
graphics, original narrative style and superlative gameplay. Metal Gear
Solid(R) earned widespread critical acclaim and defined a benchmark of quality
in the action genre. Building on the precedent set by the top-selling original
title, Metal Gear Solid(R)2: Sons of Liberty(tm) was released in 2001 for the
Sony PlayStation(R)2 with overwhelming praise from gamers and industry pundits
worldwide, selling over 2 million units in the U.S. and over 5 million units
worldwide. In 2002, Konami released, Metal Gear Solid(R)2: Substance(tm), the
expanded edition of Metal Gear Solid(R)2: Sons of Liberty(tm), for the
Xbox(tm) video game system from Microsoft, PlayStation(R)2 and PC DVD-ROM with
much fan fare. In 2003, the amazing storyline and world of Metal Gear Solid(R)
combined with the graphics and gameplay of Metal Gear Solid(R)2 to create
Metal Gear Solid(R) The Twin Snakes(tm) for Nintendo GameCube(tm). In 2004,
Hideo Kojima takes the tactical espionage action genre that the Metal Gear(R)
series defined to a completely new direction in Metal Gear Solid(R)3: Snake
Eater(tm) for the PlayStation(R)2.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other
top sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY(tm), SUBSTANCE(tm), THE
TWIN SNAKES(tm) and SNAKE EATER(tm) are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C)1987 2004 KONAMI
COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a registered trademark of KONAMI
CORPORATION. ALL RIGHTS RESERVED. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Nintendo GameCube is
a trademark of Nintendo. (C) 2001 Nintendo. Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft.
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KONAMI SHIPS METAL GEAR SOLID(R)3: SNAKE EATER(tm)TO RETAIL STORES NATIONWIDE

Latest Title in Konami's Blockbuster, Award-Winning Tactical Espionage
Franchise Hits North America

REDWOOD CITY, Calif. - November 17, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped
Metal Gear Solid(R)3: Snake Eater(tm) for the PlayStation(R)2 computer
entertainment system to retail stores nationwide. The newest installment in
the tactical espionage series that defined the stealth genre takes gamers on
an all-new action-packed adventure through the jungles of the Soviet Union
during the height of the Cold War era. Players will assume the role of Snake,
a US-sent agent, embarking on a dangerous solo mission to uncover and destroy
a newly created weapon of mass destruction. Renowned developer, Hideo Kojima,
has created yet again a masterpiece of epic proportions combining unique and
intense gameplay with an inspiring soundtrack, a captivating storyline, and
stunning visuals that push the graphical limits of the PlayStation 2 to new
heights.

"Metal Gear Solid 3: Snake Eater is the pinnacle of the MGS series," said
Jason Enos, Product Manager for Konami Digital Entertainment - America. "The
game contains all the amazing tactical espionage elements fans have come to
expect from an MGS game, plus it incorporates new in-depth gameplay features
such as close quarters combat (CQC), camo index, food capturing and the cure
system, which once again redefines the entire stealth video game genre."

Set in the 1960s, Metal Gear Solid 3: Snake Eater is the definitive stealth
action experience with extraordinary depth and new gameplay mechanics. Moving
beyond the series' signature radar control, the game thrusts players into a
fully interactive and immersive jungle environment. Gamers must rely on
elements such as the "camouflage index" to blend into the environments to
sneak past enemies undetected or use the game's unique and in-depth
hand-to-hand combat "CQC" system to take down their foes. Utilizing the new
camouflage index, players can change the patterns on Snake's clothes as well
as his face paint in order to blend into the surroundings, allowing him to
avoid enemy detection or sneak up on his enemies. Players will be able to
acquire different camouflage patterns throughout the game as well as download
new camo designs online.

Adding incredible realism and depth to the game, Metal Gear Solid 3: Snake
Eater incorporates a "cure system," where players will be able to heal Snake
when he is injured during battle. Untreated wounds will affect the player's
health, and thus, affect the outcome of their mission. Furthermore, players
will need to feed on animals, flora and fauna to survive in the jungle.
Through the "food capturing" system, Snake can hunt for food and store the
items in his inventory. Taking the realism of the game a step further, food
will rot if gamers hold onto uneaten items for long periods of time. Players
will need to carefully monitor Snake's stamina and health by eating and also
treating injuries in order to properly move through the game.

Unleashing a game on par with a major film production, Kojima has tapped a
pool of Hollywood talent including, renowned director Kyle Cooper (Seven,
Spider-Man and Mission: Impossible) to create an interactive opening
sequence, as well as famed musical composer Harry Gregson-Williams (Shrek,
The Rock, The Replacement Killers and Enemy of the State) to create the
blockbuster musical score for the game.

Metal Gear Solid3: Snake Eater is available exclusively for the PlayStation 2
for an SRP of $49.99 and rated "M" for Mature by the ESRB. For more
information on the game, please visit: www.konami.com/mgs3.

About METAL GEAR(R)

The Metal Gear(R) franchise is in its 17th year, with the first Metal Gear(R)
release debuting in Japan in 1987. The series centered on the adventures of
secret agent Solid Snake and was consistently recognized for its new and
original game design combined with a story full of plot twists and intricate
human drama. In 1998, Konami introduced Metal Gear Solid(R) for the Sony
PlayStation(R) game console, which was instantly noted for its stunning
graphics, original narrative style and superlative gameplay. Metal Gear
Solid(R) earned widespread critical acclaim and defined a benchmark of
quality in the action genre. Building on the precedent set by the top-selling
original title, Metal Gear Solid(R)2: Sons of Liberty(tm) was released in
2001 for the Sony PlayStation(R)2 with overwhelming praise from gamers and
industry pundits worldwide, selling over 2 million units in the U.S. and over
5 million units worldwide. In 2002, Konami released, Metal Gear Solid(R)2:
Substance(tm), the expanded edition of Metal Gear Solid(R)2: Sons of
Liberty(tm), for the Xbox(tm) video game system from Microsoft,
PlayStation(R)2 and PC DVD-ROM with much fan fare. In 2003, the amazing
storyline and world of Metal Gear Solid(R) combined with the graphics and
gameplay of Metal Gear Solid(R)2 to create Metal Gear Solid(R) The Twin
Snakes(tm) for Nintendo GameCube(tm). In 2004, Hideo Kojima takes the
tactical espionage action genre that the Metal Gear(R) series defined to a
completely new direction in Metal Gear Solid(R)3: Snake Eater(tm) for the
Sony PlayStation(R)2.

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY(tm), SUBSTANCE(tm), THE
TWIN SNAKES(tm) and SNAKE EATER(tm) are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C)1987 2004 KONAMI
COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a registered trademark of KONAMI
CORPORATION. ALL RIGHTS RESERVED. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Nintendo GameCube
is a trademark of Nintendo. (C) 2001 Nintendo. Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft.
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Metal Gear Solid 3: Subsistence will include the entire MGS3 game, as well as
bonus modes and online multiplayer.

Shucks.  I bought MGS3 when it first came out, but didn't open (and finish) it
until last week.  I should've just waited and bought this package.

-Ken
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NEW DETAILS REVEALED ABOUT
METAL GEAR SOLID 3: SUBSISTENCE(TM)

New Features Bring the World of Metal Gear Solid To Life Online

REDWOOD CITY, Calif. - August 17, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
new details about Metal Gear Solid 3: Subsistence(TM) for the PlayStation(R)2
computer entertainment system. Metal Gear Solid 3: Subsistence(TM) is the
newest game in the highly-acclaimed Metal Gear Solid series, created by the
world-renowned developer Hideo Kojima. It features the complete smash-hit
action game Metal Gear Solid 3: Snake Eater(TM), which has sold more than
3,600,000 units worldwide, as well as all-new game modes such as robust
online multiplayer gameplay, new duel mode, different camera perspectives, a
demo theater mode and the original Metal Gear and Metal Gear 2: Solid Snake
games.

"Finally it is possible to battle with players online from around the world
with Metal Gear Solid - while in the comfort of your own home," said Hideo
Kojima, corporate officer of Konami Corporation. "In the online mode, the
essence of Metal Gear Solid is retained, while adding various new modes and
original stages. With the continued growth of Metal Gear Solid, this online
addition will bring a new way to enjoy and experience the gameplay world.
Please look forward to experiencing it."

The inclusion of online modes in Metal Gear Solid 3: Subsistence has been a
long-awaited and much requested feature from fans of the Metal Gear Solid
series. In the online mode, players will be able to battle with up to eight
people in five different missions including, "Sneaking Mission," "Capture
Mission," "Rescue Mission," "Death Match," and "Team Death Match."

Stages from Metal Gear Solid 3: Snake Eater will appear in Subsistence as
well as stages created specifically for the online portion of the game. Some
of the new original stages are "Small Forest," "Kill House," "Downtown,"
"Abolition Factory," and others to be announced.

The realistic combat elements from Metal Gear Solid such as the CQC (close
quarter combat) system, intrusion, and shooting will also be faithfully
reproduced in the online mode. The player will also be able to select their
team from the "Ocelot unit," "GRU," or "KGB" and participate in the online
mode. In addition, the player with the best stats will be able to choose
Ocelot and other major characters from Metal Gear Solid 3: Snake Eater as
their playable character. All this online functionality will be provided
without any fee.

The Metal Gear Solid series continues to evolve with outstanding gameplay,
new online modes, and other new features in Metal Gear Solid 3: Subsistence.
Please visit Kojima Productions official Web site for more information:
www.konami.jp/kojima_pro/ <http://www.konami.jp/kojima_pro/>

Metal Gear Solid 3: Subsistence Details


Metal Gear Solid 3: Subsistence Game Modes
l Metal Gear Solid 3: Snake Eater
The complete game of Metal Gear Solid 3: Snake Eater, which has sold 3.6
million units worldwide, is in Metal Gear Solid 3: Subsistence. The game has
also added the option of a "Third Person View Camera" for every stage of the
game. This wider field of vision and complete freedom of movement brings an
incredible sense of realism to the game. Gamers will have an easier time
spotting enemies on-screen and preparing for their next stealth maneuver.
l MSX 2 versions of Metal Gear and Metal Gear 2: Solid Snake
The original games that were the genesis of the Metal Gear series are brought
to the PlayStation 2. These games continue the storyline which started in
Metal Gear Solid 3: Snake Eater. This is also the first time that these games
have been released in North America.
l Snake vs. Ape
Snake and the Apes from Ape Escape(TM) are back again for some more action
stages.
l Duel Mode
Mode that is unlocked when Metal Gear Solid 3: Snake Eater is completed.
Players can select any boss to duel.
l Demo Theatre
Mode that is unlocked when Metal Gear Solid 3: Snake Eater is completed.
Choose any camouflage and face paint and watch the in-game movies. Some of
the scenes with Eva may change in the "Peep Mode"!!
l Online Mode
In the online mode, players will be able to battle with up to eight people in
five different missions including, "Sneaking Mission," "Capture Mission,"
"Rescue Mission," "Death Match," and "Team Death Match."

Online Mode Missions
l Sneaking Mission
One player will take the part of Snake in this online mode. Snake will be the
victor if that player manages to procure something that is guarded by the
other players.
l Team Death Match
Players are divided into teams to play a "vs." game within a set time limit.
The team with the most remaining life tickets will be declared the victor.
l Death Match
This is a Battle Royal type of match where it is a free-for-all. The rules
can be set-up such that there is a time limit with the winner being the one
with the most kills.
l Capture Mission
Players are divided into teams to capture a certain object and deliver it
back to their base. Players will be able to re-spawn at the starting point.
l Rescue Mission
Teams will be divided into two with one side being the defender of the
certain object, while the other team will try to destroy it. The defenders
will try to deliver the object to a certain location. The rules differ here
in that the players that are killed cannot re-spawn and will turn into
ghosts. (see screenshot to left)

Online Mode Stages
Metal Gear Solid 3: Snake Eater Maps
l Graniny Gorki Lab
l Svyatogornyj East
l Krasnogorje Mountain
New original stages for the online mode
l Lost forest
l City Under Seige
l Ghost Factory
l Kill House
*Other stages pending

(C) 1987 2005 KONAMI METAL GEAR SOLID (R) SUBSISTENCE (TM). "PlayStation" and
"Ape Escape" are registered trademarks of Sony Computer Entertainment Inc.
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KONAMI SHIPS METAL GEAR SOLID 3: SUBSISTENCE(TM) TO RETAIL STORES NATIONWIDE

The Metal Gear Saga Continues with the Series' Debut of Online Play, All-New
Gameplay Modes and the Inclusion of Previously Unreleased Metal Gear Games

REDWOOD CITY, Calif. - March 14, 2006 - Konami Digital Entertainment, Inc.,
announced today that Metal Gear Solid(R)3: Subsistence(TM) for the
PlayStation(R)2 computer entertainment system has shipped to retail stores
nationwide. Metal Gear Solid 3: Subsistence further evolves the
groundbreaking tactical espionage series with the addition of online
gameplay, a new third person camera perspective, a host of new gameplay modes
and features as well as the inclusion of the original Metal Gear and Metal
Gear 2: Solid Snake games. With unprecedented gameplay variety, Metal Gear
Solid 3: Subsistence redefines the genre it helped to create, providing a
nearly endless amount of content for players to enjoy.

For the first time in the history of the Metal Gear series, Metal Gear Solid
3: Subsistence features an online mode that lets players utilize classic
characters and gameplay elements as they compete against players from around
the country. Gamers will be able to choose from five different online modes
such as Deathmatch, Team Deathmatch, Sneaking Mission, Capture Mission and
Rescue Mission, each with their own unique set of goals. Competition takes
place in more than 10 different areas and includes classic environments from
Metal Gear Solid(R)3: Snake Eater(TM) as well as original levels created
specifically for Metal Gear Solid 3: Subsistence. The game supports up to
eight players online as well as full in-game voice chat for the most
immersive online gameplay experience possible on the PlayStation 2.

The single player component of Metal Gear Solid 3: Subsistence lets players
enjoy the timeless tactical espionage gameplay of Metal Gear Solid 3: Snake
Eater with an all-new "Third Person View Camera" for every stage of the game.
Gamers will be able to manipulate the camera to view the action from any
viewpoint they choose, providing a new perspective on the gameplay. Also in
Subsistence, players will be able to view individual cinematics from Snake
Eater with the new Demo Theater mode. The Demo Theater includes all the
cinematics found in Snake Eater as well as several additional scenes that can
only be unlocked after meeting certain gameplay conditions.

Metal Gear Solid 3: Subsistence also contains the original versions of Metal
Gear and Metal Gear 2: Solid Snake, which have never been available in North
America until now. Originally released in 1987 (in Japan and Europe) and 1990
(in Japan only), respectively, these games served as the genesis for the
tactical espionage genre. They seamlessly combined stealth and action into a
new kind of game as well as set into motion the epic storyline that has
continued in the entire series of Metal Gear Solid titles.

The "Snake vs. Monkey" mini-games (starring Snake and the beloved Ape
Escape(R) monkeys) introduced in Metal Gear Solid 3: Snake Eater return in
Subsistence with all-new stages and objectives as Snake attempts to capture
all the monkeys in a given amount of time. By meeting designated time
requirements, players will be able to unlock new modes and gameplay features
including the Duel Mode in which players can replay all the boss encounters
from Snake Eater as well as the Secret Theater, a selection of never before
seen cut scenes that parody the Snake Eater storyline.

"With the addition of online play and an unprecedented variety of original
gameplay modes, Metal Gear Solid 3: Subsistence lets fans experience Snake's
Cold War adventure like never before," said Wilson Cheng, Product Manager at
Konami Digital Entertainment, Inc. "The Metal Gear Solid series is constantly
evolving, and this installment in Hideo Kojima's ongoing saga once again
brings the tactical espionage genre to new heights."

A special three disc Limited Edition of Metal Gear Solid 3: Subsistence is
also available, containing a three and a half hour movie telling the story of
Metal Gear Solid 3: Snake Eater. Featuring all the cinematics from Snake
Eater as well as new scenes and narration re-cut into a feature-length film,
directed by Hideo Kojima himself, this movie lets consumers experience the
game's remarkable storyline from start to finish without having to play
through the game.

Metal Gear Solid 3: Subsistence is available exclusively for the PlayStation
2 for a SRP of $29.99 and is rated "M" for Mature by the ESRB. The Limited
Edition of the game is available at select retailers for a SRP of $39.99. For
more information on Metal Gear Solid 3: Subsistence, please visit
www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

(C) 1987 2005 KONAMI METAL GEAR SOLID (R) SUBSISTENCE (TM). "PlayStation" and
"Ape Escape" are registered trademarks of Sony Computer Entertainment Inc.
Online play requires internet connection and Memory Card (8MB) (for
PlayStation 2) (each sold separately). The Online icon is a trademark of Sony
Computer Entertainment America Inc.
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Subscribe to Hideo Kojima's Englush audio blog:

http://www.blog.konami.jp/gs/hideoblog_e/podcast.xml
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KONAMI ANNOUNCES OFFICIAL ONLINE TOURNAMENT FOR METAL GEAR SOLID 3:
SUBSISTENCE?

Incredible Metal Gear Prizes are on the Line as Konami Begins Nationwide
Search for Best Online Players

REDWOOD CITY, Calif. - July 20, 2006 - Konami Digital Entertainment, Inc.,
announced today an official online tournament for their tactical espionage
action video game, Metal Gear Solid 3: Subsistence? to take place between
July 29th and September 17th. Sponsored and hosted by iGames, the tournament
will let gamers compete with others nationwide for a chance to win a
selection of incredible Metal Gear prizes and top honors as the best players
in the country.

Gamers will be able to register for the official Metal Gear Solid 3:
Subsistence tournament on the iGames web site, www.igames.org
<http://www.igames.org/> or at iGames centers nationwide. The tournament will
consist of a series of solo and team games in which contestants can
participate from home or from iGames centers nationwide. Tournament matches
will be held regularly each weekend, and players can participate in as many
matches as they wish. Each player will be rated using the ELO ranking system
that judges their overall skill level rather than just wins and losses. The
players and teams with the top rating each day will win Metal Gear
memorabilia such as shirts, games and accessories, while the players and
teams with the best rating over the course of the entire competition will
earn entry into a final elimination stage. The team and solo game winners
from this stage will become Metal Gear Solid 3: Subsistence champions and
will win prizes such as HDTVs, special in-game awards and rare Metal Gear
memorabilia.

For the first time in the history of the Metal Gear series, Metal Gear Solid
3: Subsistence features an online mode that lets players utilize classic
characters and gameplay elements as they compete against other players from
around the country on the PlayStation(R)2 computer entertainment system.
Gamers will be able to choose from five different online modes such as
Deathmatch, Team Deathmatch, Sneaking Mission, Capture Mission and Rescue
Mission, each with their own unique set of goals. Competition takes place in
more than 10 different areas and includes classic environments from Metal
Gear Solid(R)3: Snake Eater? as well as original levels created specifically
for Metal Gear Solid 3: Subsistence. The game supports up to eight players
online as well as full in-game voice chat for the most immersive online
gameplay experience possible on the PlayStation 2.

For official details about the Metal Gear Solid 3: Subsistence tournament,
please visit www.igames.org <http://www.igames.org/> . For more information
about Metal Gear Solid 3: Subsistence and the Metal Gear series, please visit
www.konami.com/gs <http://www.konami.com/gs> .

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs
<http://www.konami.com/gs> .

About iGames

iGames, Inc. offers a wide range of services to help independent and
franchised game centers. iGames' mission is to promote and develop the growth
of the game center industry. Its services unite game centers with the goal of
establishing them as the driving force enabling the interactive entertainment
industry to become the number one form of entertainment around the world.
iGames has established strong relationships with industry leaders to provide
a wide variety of products, services and programs to member game centers and
gamers including software licensing, hardware discounts, exclusive game
premieres, tournaments, and game nights. Today the company counts well over
500 centers and 1.2 million gamers, initiating and co-organizing more than
200 events a year. To learn more about iGames, go to www.igames.org
<http://www.igames.org/> .

###

(C) 1987 2005 KONAMI METAL GEAR SOLID (R) SUBSISTENCE ?. "PlayStation" and
the "PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Online play requires internet connection and Memory Card (8MB) (for
PlayStation 2) (each sold separately). The Online icon is a trademark of Sony
Computer Entertainment America Inc.
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Sega's pulsing railroad shooter.
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Platform: PlayStation(tm) 2
Genre   : Action/Shooter
Ship    : January 2002

Description:
Buckling under the weight of extreme data overload, the vast network of the
information age is forced to undergo a complete overhaul. At the core of the
new network is an artificial intelligence lifeform named Eden. Incredibly
advanced, Eden begins to ponder her existence and lapses into a coma from the
confusion. Thus, the experience begins. Players must embark on a journey to
find Eden within the realm of 3D cyberspace, hacking the code and altering
the visual output by locking on and shooting a plethora of potentially
harmful creatures in a dream-like environment. Your ultimate goal is to reach
the system's core - it's up to you to take control of the network and its
music to unlock the system's secrets and wake Eden from her slumber.

Created by Sega's United Game Artist (UGA) development studio and president
Tetsuya Mizuguchi, Rez is an action shooter that defies all others on the
market in both style and premise. Rez is a blend of intense shooting action
with easy to grasp controls, topped with cutting edge sound and mesmerizing
graphics that showcase the power of PS2.

Rez requests your senses. Are you game?

Features:
* With mind-blowing graphics and ultra high-quality sound, Rez redefines the
action shooter genre
* Music created from a variety of sampling methods to please every musical
taste
* Revolutionary gameplay allows players to create their own rhythms
* A variety of engrossing stages, each with its own unique artistic style;
Extra Modes including "Score Attack," "Beyond Mode," "Boss Rush" and "Trance
Mission"
* Unlockable stages and detailed performance statistics provide unlimited
replayability
* More than 20 extra features are unlockable by mastering all aspects of the
game
* Masterful design blends intense visuals, addictive action and awesome music
into one seamless gaming experience

 ------------
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The game described in message 50 is Rez, which, as far as I know, is Sega's
first software release for the PlayStation 2.  The release date has been
bumped up a week, from Jan 15th to Jan 8th.

Some of the Sega reps at E3 compared this game to the movie TRON.  Ironically,
Rez's original release date coincided with the DVD release of TRON: 20th
Anniversary Edition.

-Ken

 ------------
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Sega's first release for PS 2 was Sega Sports NFL Football 2002.  I believe it
came out in early December.

I think,
dain
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Dain,

Oops - right you are.  I even have that game, too. :\

Hmm... how about calling Rez Sega's first ORIGINAL game for the PS2? :)

-Ken
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TAKE A SENSORY TRIP THROUGH A FAST-ACTION
WORLD OF HYPNOTIC SOUND WITH SEGA'S "REZ"
FOR THE PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

"Rez" Propels the Shooter Genre Straight Into Cyberspace, Blending Intense
Visuals, Addictive Action and Engaging Music Into One Seamless Gaming
Experience

SAN FRANCISCO, CA - (January 8, 2002) - Sega(R) of America announced today
the release of "Rez'," a music-enhanced action-shooter for the
PlayStation(R)2 computer entertainment system. Created by world-renowned
developer Tetsuya Mizuguchi, creator of "Space Channel 5'" and "Sega Rally',"
"Rez" is a pulse-pounding shooter game set in a vibrant, vector-graphic
world. The sharper the shooting, the more dizzying the visuals, and the more
intense the beat becomes.

In "Rez," gamers are invited into a vast computer network plagued by viruses
and firewalls with seemingly impossible codes. The goal of the game is to
revive Eden, an incredibly advanced life form, from her information
overload-induced coma. Players must hack the code by locking on and shooting
an array of firewalls and viruses in a dreamlike network environment.

The audio experience is at the heart of the "Rez" shooting action. Featuring
a variety of music and beats for all tastes, including techno, trance and
deep house, "Rez" will appeal to a wide range of gamers and music
enthusiasts. As players shoot targets, different sounds are triggered,
supplementing the track playing in that stage. These beats and grooves vary
depending on the target. Players can also affect the song's tempo by shooting
quickly or slowly, allowing gamers to add their own "thumbprint" to the
musical track being played.

"Rez" is turbocharged with ever-evolving environments that defy typical
shooter arenas. Each of the game's engrossing stages has its own unique
artistic style or theme, such as Asian or Egyptian. Like a laser light show
controlled by a mad genius, gamers will experience a surreal world filled
with pulsating geometrical shapes and lines. Simple objects become
increasingly complex, changing and morphing depending on the player's shots.

By mastering all aspects of "Rez," gamers can unlock extra features and
modes, thus extending the replay value. For example, players who've "got the
beat" and demonstrate perfect performance can gain access to additional modes
including "Score Attack," "Beyond Mode," "Boss Rush" and "Trance Mission."
"Rez" for PlayStation 2 is rated "T" for teen, and is available at retailers
nationwide for $49.95.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Sony Computer Entertainment America
Recognized as the undisputed industry leader, Sony Computer Entertainment
America markets the PlayStation(R) game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation(R)2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America serves as
headquarters for all North American operations and is a wholly-owned
subsidiary of Sony Computer Entertainment Inc.

# # #
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I really want to play Rez, and I'm not even sure why.  I think it's the audio
component; I find games with really good soundtracks fascinating. (Intelligent
Qube, Tetrisphere, Final Fantasy III, Bust-a-Groove, etc.)

-Ken

 ------------
Category 27,  Topic 8
Message 7          Sat Jan 19, 2002
KGAGNE [Ken]                 at 08:47 PDT

Six messages have been moved here from other topics in this category.  They
will be restored shortly.
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Title       : REZ
Platform    : Sony PlayStation 2
Publisher   : Sega
ESRB Rating : Everyone
Game Rating : 5.6
Review by   : Ken Gagne

This month marks the DVD release of the 20th Anniversary Edition of Tron.
What warrants this movie being one of my Favorite Movies of All Time is not
only its sleek computer graphics and video game-inspired theme, but that it
was produced two decades ago. Taken in context of its era, Tron is a
masterpiece - but it would never fly today.

Neither does Rez, a shooter and Sega's first original game for the
PlayStation 2.

In Rez, the world's computer network is collapsing under the strain of too
much information. A digital avatar is created to go inside the computer,
eliminate the viruses and firewalls, and restore the artificial intelligence
to full operating status.

The avatar glides through the network pathways, unable to alter direction or
momentum. Players hold down a button to lock a targeting cursor onto any
enemies it overlaps, and release the button to send shots that unerringly
strike their marks. The challenge lies in shooting the myriad swarms of
viruses before they damage the fragile avatar. Their strength and quantity
increases, as does the complexity of their movements, but the gamer's
responsibility retains its constant simplicity.

The graphics accurately depict what a network may look like from the inside:
stark, bleak, and simple. The graphical motif is obviously inspired by Tron,
but is more desolate. There are little or no curves, texture maps, or other
expected details; the environments are almost entirely empty wire frames.
Lighting, strobe effects, and background patterns keep the screen looking
busy, though. If vector-based graphics, used for early arcade games such as
Asteroids and Star Wars, were pumped up to 128 bits of processing power yet
remained vector-based, you'd have Rez.

The graphics are linked to the game's sound, both of which respond to the
gamer's actions. Every enemy destroyed explodes in a burst of light, making a
tone that automatically synchs with the soundtrack. The more viruses
eliminated simultaneously, the greater the effect - yet it's still simple,
meaningless tones set to the overall music. The technique fails to make a
Pavlov's dog of players: though the sound effects are complementary to the
player's actions, they serve no gameplay purpose, and could be muted without
causing the player to suffer any disability. Synthesized instruments comprise
a non-vocal techno beat for the rest of the soundtrack.

Rez neglects to offer extensive challenge or gameplay. Moving a targeting
cursor is the extent of the player's input; even with extra gameplay modes to
explore, the main game will last only an hour or two. Being a PlayStation 2
disc, that's a pretty expensive hour.

Rez is a game one would expect to find in an Eighties arcade. It offers
little gameplay, variety, or challenge, and only a modicum of graphics and
music. Sega can do better, and so can you.

If you want something that's half the price of Rez, lasts twice as long, and
has 20 years of replay value, I highly recommend Tron.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 21-Jan-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Sony's popular racing simulator.
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Gran Turismo 3 A-SPEC(TM) for PlayStation(R)2 Breaks Industry Records at
          Retail During First Week of Release

Sony Computer Entertainment America's One-Million-Unit Initial Shipment of
Its
      Platform-Defining Game Largest in Company History

FOSTER CITY, Calif., July 20 /PRNewswire/ -- Sony Computer Entertainment
America Inc. broke records with the news that sales of Gran Turismo(TM) 3
A-spec for the PlayStation(R)2 computer entertainment system have exceeded
all  industry standards. Since its release on July 10, retailers nationwide
are  hailing Gran Turismo 3 A-spec as the most successful software launch
ever with  first day sales surpassing those of any other game in history, an
impressive  feat for a platform that has been in the marketplace for less
than nine  months. The phenomenal consumer reaction to Gran Turismo 3 A-spec
marks the  successful transition of the best-selling racing franchise from
PlayStation to  PlayStation 2, and underscores consumers' commitment to
PlayStation 2 as the  future of interactive entertainment.

"With an initial product shipments of over one million units, Gran Turismo
3 A-spec broke all internal production records out of the gate exceeding even
our high expectations for the product," said Jack Tretton, senior vice
president, Sony Computer Entertainment America Inc. "This unprecedented
demand  demonstrates the popularity and broad appeal of Gran Turismo 3
A-spec, and  reinforces the fact that millions of consumers are making
PlayStation 2 their  first choice in entertainment systems. We expect that,
like the two Gran  Turismo titles before it, Gran Turismo 3 will become a
mainstay on the top of  sales charts and drive hardware sales along with it,
further broadening the  PlayStation 2 demographic user base to mass market
levels."

"Sony Computer Entertainment has truly set a precedent with Gran Turismo
3 A-spec," said Pete Roithmayr, vice-president, Electronics Boutique. "In the
week since its release, this highly-anticipated title has performed even
better than we had expected. Gran Turismo 3 A-Spec is the fastest-selling
PlayStation 2 software title at Electronics Boutique since the launch of the
system last October."

"Consumer demand for Gran Turismo 3 A-spec has been astounding," said  Dan
DeMatteo, chief operating officer, GameStop, Inc. "Throughout our stores
nationwide, we sold more units of Gran Turismo 3 A-spec on its first day of
release than any other game in our corporate history, and the title continues
to fly off shelves at an unparalleled rate."

As one of the premier titles for the PlayStation 2 computer entertainment
system -- the best-selling new console of all time -- Gran Turismo 3 A-spec's
mass market appeal is already driving hardware sales for the platform. In
addition to the standalone software release, Sony Computer Entertainment
America Inc. recently introduced the GT3 Racing Pack, which includes a copy
of  Gran Turismo 3 A-spec along with the PlayStation 2 hardware.
Demonstrating the  company's commitment to providing consumers with the most
compelling  entertainment experience coupled with a great value proposition,
the GT3  Racing Pack is available for a suggested retail price of $329.
Customers who  purchase the GT3 Racing Pack will receive a $350 value for
$329, while the  game itself is available for a suggested retail price of
$49.99.

Sony Computer Entertainment America Inc. launched Gran Turismo 3 A-spec  with
an extensive multi-million dollar marketing campaign, encompassing
far-reaching advertising and promotional programs with national broadcast and
print media, promotional partners and retailers. Television spots will run
during broadcast, cable and syndicated programming through the end of the
year. A massive print advertising campaign will reach more than 23.3 million
readers through a wide array of national consumer print media including men's
lifestyle magazines, sports, automotive and gaming media.

A national promotion to support the launch of Gran Turismo 3 A-spec is
running through January 31, 2002. Consumers can enter the Gran Turismo 3
"Decode & Drive" Sweepstakes through an instant win game piece packed in with
specially marked standalone copies of Gran Turismo 3 A-spec at participating
videogame retailers. One grand-prize winner from the Gran Turismo 3  "Decode
& Drive" Sweepstakes will receive free car payments for one year.

Key merchandising support for Gran Turismo 3 A-spec includes a dedicated
point-of-purchase campaign at all national retailers including a slot on the
Electronics Boutique nationwide mall tour, featuring in-store PlayStation 2
kiosks running Gran Turismo 3 A-Spec with Logitech's GT Force(TM) steering
wheel and pedals.

More than two years in the making, Gran Turismo 3 A-spec harnesses the  power
of PlayStation 2 to deliver the most technologically advanced racing
experience ever. Featuring cutting-edge graphics, special effects and
unmatched auto racing realism that has attracted fans around the globe,
drivers are challenged to choose from more than 150 authentic world-class
automobiles as they tackle 18 incredibly detailed tracks, including two new
tracks -- Monte Carlo and the Tokyo Racing Circuit. An in-depth simulation
mode, arcade racing, dirt tracks, license tests, fully customizable vehicles
and a special i.LINK connection that allows up to six players to compete
against each other at once, add to the ultimate racing experience.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console
and the PlayStation(R) 2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to  be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PS one game console and PlayStation 2 computer
entertainment system and develops, publishes, markets and distributes
software  for the PS one game console and the PlayStation 2 computer
entertainment  system for the North American market. Based in Foster City,
Calif. Sony  Computer Entertainment America Inc. serves as headquarters for
all North  American operations and is a wholly-owned subsidiary of Sony
Computer  Entertainment Inc.

Visit us on the Web at http://www.scea.com .


MAKE YOUR OPINION COUNT - Click Here

http://tbutton.prnewswire.com/prn/11690X53558642
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The Second Annual Gran Turismo(TM)4 Awards Invited SEMA Auto Show Exhibitors
to Vie for the Opportunity to be Featured in the Highly Anticipated
PlayStation(R)2 Racing Franchise

Awards Ceremony Honors Automotive Excellence and Highlights the Upcoming
Release for the New Edition of the Best Selling Racing Videogame Franchise

LAS VEGAS, Nov. 4 /PRNewswire/ -- To honor automotive excellence and
celebrate car culture, Sony Computer Entertainment America, publisher of the
best-selling Gran Turismo(TM) racing franchise for PlayStation(R)/PlayStation
2, hosted the second annual Gran Turismo 4 (GT4) Awards yesterday at the SEMA
(Specialty Equipment Market Association) auto show in Las Vegas. In its
inaugural year, the GT4 Awards marked a historic collaboration of videogame
and auto enthusiasts, while featuring a distinguished line-up of entries from
top SEMA show exhibitors, all vying for the coveted honor of being dubbed
"Best in Show," a title that included the historic privilege of having their
vehicle inserted into the revolutionary Gran Turismo franchise, exclusively
for PlayStation 2.

Held at Las Vegas hot-spot ICE, the GT4 Awards highlighted six categories
that included "Best Truck/SUV," "Best Japanese Import," "Best European
Import," "Best Domestic Automobile," "Best Hot Rod" and the coveted "Best in
Show." The Best in Show vehicle will be immortalized by being inserted into
the next installment of the Gran Turismo franchise videogame, available for
all consumers to view and drive, making it the talk of the auto industry.

"We're very excited to have hosted the second annual Gran Turismo 4 Awards at
SEMA. Through our awards program, we honored automotive enthusiast's passion
for car culture that is synonymous to the mission of the Gran Turismo
franchise," said Kazunori Yamauchi, famed creator of the Gran Turismo series.
"With the ongoing support of the automotive and PlayStation 2 community, the
Gran Turismo franchise continues to serve as a unique medium to experience
car culture like never before for now and the years to come."

"SEMA and Gran Turismo 4 both showcase the high level of enthusiasm and
passion for cars that goes well with the automotive culture," said John
Kiewicz, Editor, Motor Trend Magazine. "The Gran Turismo 4 Awards further
communicate the meaning behind the franchise, while honoring SEMA exhibitors
in their quest to be the best at what they do. From selecting unique
automobiles from five different categories, I had the opportunity to serve as
a judge and was honored in selecting the Best European entry, which later won
the "Best in Show" award, enabling it to be featured in an upcoming Gran
Turismo game for the world to see."

Entries for the GT4 Awards included vehicles encompassing manufacturers
around the globe. GT4 Awards category winners were selected by
representatives from popular automotive media and related company outlets
including Road & Track, Motor Trend, Truck Trend, Red Line Oil, Racer
Magazine and Super Street, with the "Best in Show" award being selected by
Kazunori Yamauchi. Last year's "Best in Show" winner included a 1962 Buick
Special, owned by Ted and Sue Richardson of Oregon, which will be available
in the upcoming release of Gran Turismo 4.

The overall winner was Marcel Horn who was honored with the "Best in Show"
award for their one-of-kind HPA Volkswagen R32. In addition to the hardware,
Horn will set a new standard for visibility among auto enthusiasts as his
vehicle will be drivable in the next installment of Gran Turismo when it
becomes available. Horn was also awarded the "Best European Import" award.

The "Best Truck/SUV" honor was presented to Brett Garner for his Ford F-250.

Walking away with the award for "Best Japanese Import" was Mark Mendoza for
his Mitsubishi Lancer Evolution VIII.

The "Best Domestic Automobile" award was given to Jeff Tetzlaff for his 1966
GT40. The final category, which was for "Best Hot Rod," was awarded to the
Craig Morrison for his 1955 Chevrolet 210 Sedan.

With more than 36 million units sold worldwide, the Gran Turismo franchise is
regarded as the best and most authentic driving simulation ever created,
available exclusively for PlayStation and PlayStation 2. For the launch of
Gran Turismo 4, a new standard will be set for authentic racing action with
upwards of 650 cars and more than 50 tracks encompassing eighty real auto
manufacturers and various real-life courses from around the world, as well as
realistic driving physics and various new game modes.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.playstation.com/ .
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Gran Turismo(TM)4 for PlayStation(R)2 Will Launch February 22, 2005 in North
America

The World's Highly Successful Videogame Franchise Returns With the Most
Comprehensive Racing Experience Built to Date

FOSTER CITY, Calif., Feb. 2 /PRNewswire/ -- Sony Computer Entertainment
America announced today the February 22, 2005 North American release of Gran
Turismo(TM)4, available exclusively for the PlayStation(R)2 computer
entertainment system. Based on the worldwide best-selling racing videogame
franchise that has sold more than 38 million units sold worldwide, Gran
Turismo 4 continues to push the technological capabilities of PlayStation 2
to serve as a realistic driving simulation, with broadcast-quality graphics
and realistic car physics that exceeds past Gran Turismo titles. Developed by
Polyphony Digital Inc., Gran Turismo 4 features the largest selection of cars
ever provided to gamers, including more than 700 automobiles, encompassing 80
manufacturers worldwide and representing historically significant vehicles up
from the first classic car and muscle cars to modern day concept cars. In
addition to the vehicles, Gran Turismo 4 features more than 50 courses, a new
GT career mode with more than 200 championship races, an all-new Photo mode,
highly detailed car customization, and many other gaming options for the auto
enthusiast.

Following a successful launch in Japan on December 28, 2004, Gran Turismo 4
has sold more than one million units to date. With the highly anticipated
release in North America,

Gran Turismo 4 is expected to be one of the best selling titles for the
PlayStation 2 computer entertainment system in 2005. The manufacturer
suggested retail price for Gran Turismo 4 will be $49.99 (U.S.) / $69.99
(Canada).

"With the successful history of the franchise and high consumer anticipation
from videogame and racing fans worldwide, Gran Turismo 4 further demonstrates
its mission to provide the most authentic driving simulation available for
PlayStation 2 in the marketplace," said Susan Nourai, director, product and
online marketing, Sony Computer Entertainment America. "Gran Turismo 4 will
extend above and beyond just pure automotive racing, providing a unique
destination for automotive and PlayStation 2 enthusiasts to enjoy car culture
in every dimension."

The independent Entertainment Software Rating Board (ESRB) has rated Gran
Turismo 4 "E" for Everyone. For more information about the ESRB visit
www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) game console and the
PlayStation(R)2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
PlayStation 2 computer entertainment system for the North American market.
Based in Foster City, Calif., Sony Computer Entertainment America Inc. serves
as headquarters for all North American operations and is a wholly owned
subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Responding to message #361:

Does anyone else find it ridiculous that there is already a Second Annual Gran
Turismo 4 contest, when GT4 still isn't even out yet?

-Ken
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Gran Turismo(TM)4 for PlayStation(R)2 Hits Stores Nationwide

Latest Installment Offers The Most Comprehensive Automotive Driving
Simulation Available

FOSTER CITY, Calif., Feb. 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the North American release of Gran Turismo(TM)4,
available exclusively for the PlayStation(R)2 computer entertainment system.
Developed by Polyphony Digital Inc. and following in the footsteps of the
PlayStation 2 "Greatest Hits" title, Gran Turismo(TM)3 A-spec and a racing
franchise that has sold more than 38 million units worldwide, Gran Turismo 4
further demonstrates its mission to provide the most authentic driving
simulation available in the marketplace.  The new features extend above and
beyond just pure automotive racing, providing a unique destination for
automotive and PlayStation 2 enthusiasts to enjoy car culture in every
dimension -- extending that goal is highlighted through the availability of
more than 700 cars, up to 100 tracks and new modes such as "B-spec (Director
mode)" and "Photo Mode."  In addition, enhanced popular features will return
with "Gran Turismo Mode" and "Gran Turismo Arcade Mode."  For complete
listings on cars, soundtrack and tracks featured in Gran Turismo 4, please
visit gt4.playstation.com.

"With its broad appeal and large array of features highlighting car culture,
we are excited to bring Gran Turismo 4 to market," said Susan Nourai,
director, product and online marketing, Sony Computer Entertainment America.
"Following up on an initial million unit plus launch in Japan, we have high
expectations that Gran Turismo 4 will once again raise the bar for the racing
videogame category here in North America."

Gran Turismo 4 Game Mode Descriptions

Available for one to two players, as well as up to six players via LAN, Gran
Turismo 4 offers an array of new features.  These features include a physics
engine that incorporates real-life characteristics of the cars so that they
are realistically designed and calculated to simulate the "real life" physics
of that particular vehicle, taking into account weight, speed, friction,
wind, and more.  In addition, an all-new AI (Artificial Intelligence) engine
is introduced allowing for behavior from opponents that present human-like
reactions and emotions.  Gran Turismo 4 continues to offer a refined replay
mode with broadcast-quality graphics and now offers support for both
High-Definition (1080i) and Dolby Pro Logic II.  In addition to the use of
the DUALSHOCK 2 analog controller, Gran Turismo 4 is compatible with the
Logitech(R) Driving Force Pro(TM) wheel, which allows the player to further
enhance the automotive racing experience, and can be used for the entire
game.  Available in black with brushed aluminum accents, the Gran Turismo
branded GT Force wheel provides a shifter for manual transmissions, 900
degrees of steering rotation and force-feedback.  For more information,
please visit www.logitech.com.

Arcade Mode

Players compete against each other or the artificial intelligence with select
cars on select courses.  Various gameplay modes are available that include
"Single Race," "Time Trial," and multi-player for up to two players (single
console) or six players via LAN-based gameplay.  More cars and course are
available in the GT Arcade Mode when they are unlocked in the Gran Turismo
Mode.

Gran Turismo Mode

Via the GT World, players start from the bottom and race to earn money,
unlock cars and courses, buy and sell cars and upgrade parts while competing
in more than 200 various championship races.  Upon entering the GT World,
players have the option to visit the following Gran Turismo resort
facilities:

  -- My Home -- the player's home and garage
  -- Dealership Town -- divided by continent, players can visit dealerships
     representing over 80 manufacturers from around the world.
  -- Tuner's Village -- players can visit famous tuning shops to upgrade
     their car(s).
  -- Race Event Pavilions -- players can visit and join various races.
  -- License Center -- players will have the opportunity to participate in
     various driving tests to earn licenses for access to various race
     formats.
  -- Music Theater -- players can enjoy various music from around the world.
  -- Circuit Racing -- players can visit the "suburbs" and enter races at
     various circuit tracks.
  -- Mission Races -- To experience the drama of racing at a new level, a
     new race style is structured as a mission-clearing based race event
     offering numerous variables for the player to capture the checkered
     flag.
  -- New "High Score" System -- The player who wins a race is not
     necessarily the one who captures the checkered flag, but graded on how
     well they drive and challenge themselves among the competition based on
     their car type, horsepower and modifications related to the race field.

B-spec Mode

Players take the role of a race team manager and provide direction to their
driver (A.I.) to compete in races while viewed and directed through the
classic "broadcast-style" replay screen, on-board camera and race monitor
screen.  In B-spec mode, the player will have the opportunity to adjust
various car settings for proper race setup, choose the difficulty level,
which is also known as the "Pace Command," followed with direction on when to
overtake competition and take pit stops where a variety of car settings can
be adjusted to further progress in the race -- from tires to the volume of
fuel for refueling.

Photo Mode

Divided in two formats: 1) "Photo Drive" -- players have the opportunity to
photograph their car during the race where they can take advantage of zoom,
depth of field and motion blur.  2) "Photo Travel" -- Players can take their
favorite car and travel around the globe to conduct photo sessions in exotic
locations through a variety of angles.  Once the photo is taken in the game,
the player can save it to their memory card (8MB) (for PlayStation(R)2) or a
USB key and have the option to share with friends or print out a color copy
via a USB printer.  Up to 50 photos can be taken at one time.

General

In Gran Turismo 4, automobiles available for the player represent
historically significant vehicles to popular cars of today and tomorrow.  All
vehicles are fully customizable from racing tires to gear ratio.  New driver
assist functions: In addition to anti-lock brakes, traction control systems
and active stability control, Gran Turismo 4 includes active steering as
well, further enhancing the safety features.  In reflecting the latest car
tuning trends, Gran Turismo 4 has the availability of superchargers and NOS.
More than 50 courses are available in Gran Turismo 4 that encompass dirt/snow
courses, world circuits, original circuits (tracks from previous Gran Turismo
titles) and city courses covering both real-life and fantasy-based locales.
Some courses can be played in reverse mode.  Some courses include Nurburgring
Nordschleife, New York City, the Grand Canyon, Tsukuba Circuit, and more.

The independent Entertainment Software Rating Board (ESRB) has rated Gran
Turismo 4 "E" for Everyone.  For more information about the ERSB visit
www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.  Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif.  Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com
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Message 6          Tue Feb 22, 2005
KGAGNE [Ken]                 at 20:49 PDT

Gran Turismo(TM)4 Captures Automotive History With More Than 700 Cars
Supported With a Diverse 'Race-Tuned' in-Game Soundtrack for the Highly
Anticipated Release on Playstation(R)2

Encompassing More Than 80 Manufacturers Worldwide and More Than 60 Tracks of
Music, Gran Turismo 4 Breaks All Videogaming Boundaries

FOSTER CITY, Calif., Feb. 22 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the vast list of drivable vehicles and the
in-game soundtrack for Gran Turismo(R)4, available now exclusively for the
PlayStation(R)2 computer entertainment. Featuring more than 700 different
vehicles from more than 80 manufacturers worldwide and 64 songs from 46
established and emerging artists, Gran Turismo 4 sets the lap pace as the
most authentic and comprehensive racing videogame experience possible to
date. For the complete car and soundtrack list, visit gt4.playstation.com.

Developed by Polyphony Digital Inc., the automotive library in Gran Turismo 4
captures automotive culture since its inception, from historically
significant vehicles such as the 1915 Ford Model T Tourer and Mercedes-Benz'
1886 Daimler Motor Carriage, to numerous legendary muscle cars and vehicles
from the '40s, '50s, '60s, '70s, '80s,'90s and popular cars of today, as well
as modern day concept cars. As the primary goal of the Gran Turismo franchise
to serve as a realistic driving simulation, the characteristics of each car
featured in the game is designed and calculated so that it handles to the
"real-life" physics of its real-life counterpart, taking into account weight,
speed, friction, wind, and more. In addition, each car is fully customizable
in the game, from tire selection to gear ratio and more, offered from various
licensed automotive companies.

"We are very proud to offer the most comprehensive list of cars to drive and
experience in Gran Turismo 4, coupled with a unique soundtrack that can be
set to all drivers' moods -- from popular artists such as The Donnas to James
Brown, to even Mozart," said Susan Nourai, director, product and online
marketing, Sony Computer Entertainment America.

"The Gran Turismo franchise is a labor of love for our team and this passion
is demonstrated through the high level of detail that can be seen and
experienced in the game. During the development of Gran Turismo 4, we set out
across the globe to capture various amounts of data for each car featured in
the game to set the player on a journey to discover the essence of the
automotive world."

The complete list of manufacturers found in Gran Turismo 4 are as follows: AC
Cars, Acura, Alfa Romeo, Alpine, Amuse, ASL, Aston Martin, Audi, Autobianchi,
Bentley, Blitz, BMW, Buick, Cadillac, Callaway, Caterham, Chaparral,
Chevrolet, Chrysler, Citroen, Cizeta, Daihatsu, DMC, Dodge, Eagle, Fiat,
Ford, FPV, Gillet, Ginetta, HKS, Holden, Hommell, Honda, HPA Motorsports,
Hyundai, Infiniti, Isuzu, Jaguar, Jay Leno, Jensen, Lancia, Land Rover,
Lexus, Lister, Lotus, Marcos, Mazda, Mercedes-Benz, Mercury, MG, Mine's,
MINI, Mitsubishi, Mugen, Nike, Nismo, Nissan, Opel, Opera Performance,
Pagani, Panoz, Pescarolo, Peugeot, Plymouth, Polyphony Digital, Pontiac,
Pronto Motors, RE Amemiya, Renault, RUF, Saleen, Scion, Seat, Shelby, Spoon,
Spyker, Subaru, Suzuki, Tommy kaira, Tom's, Toyota, Toyota Modellista, Trial,
Triumph, TVR, Volkswagen and Volvo.

The in-game soundtrack includes legendary musicians and chart-topping
performances, as well as groundbreaking new songs that will rock the music
scene in 2005. In addition, the soundtrack will also feature seven custom
tracks, made exclusively for the game, that fans will not be able to hear
anywhere else. Some of the hottest artists in the industry have contributed
new and custom music to the collection, including Van Halen, The Crystal
Method, Will.I.Am of The Black Eyed Peas, The Roots, The Donnas, Papa Roach,
Jimmy Eat World, X-ecutioners, and Jet.

"We're excited that Sony has chosen to use Deepsky's mix of our song 'Born
Too Slow' in Gran Turismo 4. It's a driving, upbeat track so it should be
good music for racing. It's great that videogames have become a way for new
fans to find out about our music," said Ken Jordan and Scott Kirkland of The
Crystal Method.

Classic music from Bootsy Collins, Judas Priest, Earth, Wind & Fire, and
James Brown have been updated and customized, bringing a new twist to
quintessential songs.

"Exposure for me is the key for our sound to be heard all across the nation
and our look to be the bridge between the gap, so Gran Turismo 4 is a great
way for us to say hey guys enjoy the ride and remember that we are riding
with you to ensure complete insanity and fun for the whole family," said
Bootsy Collins.

Following in the footsteps of the PlayStation 2 "Greatest Hits" title, Gran
Turismo(TM)3 A-spec and a racing franchise that has sold more than 38 million
units worldwide, Gran Turismo 4 further demonstrates its mission to provide
the most authentic driving simulation available in the marketplace. The new
features will extend above and beyond just pure automotive racing, providing
a unique destination for automotive and PlayStation 2 enthusiasts to enjoy
car culture in every dimension -- extending that goal will be highlighted
through new modes such as "GT Director Mode / B-spec" and "GT Photo Mode." In
addition, enhanced popular features will return with "Gran Turismo Mode" and
"Gran Turismo Arcade Mode."

The independent Entertainment Software Rating Board (ESRB) has rated Gran
Turismo 4 "E" for Everyone. For more information about the ESRB visit
www.esrb.com.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. Recognized as
the undisputed industry leader, Sony Computer Entertainment America Inc.
markets the PlayStation family of products and develops, publishes, markets
and distributes software for the PS one game console and the PlayStation 2
computer entertainment system for the North American market. Based in Foster
City, Calif. Sony Computer Entertainment America Inc. serves as headquarters
for all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com
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Category 28,  Topic 1
Message 1          Tue May 17, 2005
KGAGNE [Ken]                 at 03:24 PDT

CNN.com reports on the unveiling of the PlayStation 3:

http://money.cnn.com/2005/05/16/technology/personaltech/e3_sony/index.htm

 ------------
Category 28,  Topic 1  [MOVED]
Message 2          Wed May 18, 2005
A2.TONY                      at 00:21 PDT

The Playstation 3 uses a 3.2 GHz PowerPC. Holy cow! Can a dual 3 GHz Mac be far
behind?

http://ps3.ign.com/articles/614/614682p1.html

--
Tony Ward

 ------------
Category 28,  Topic 1  [MOVED]
Message 3          Wed May 18, 2005
SYNDICOMM [Sheppy]           at 04:22 PDT

It's important to keep in mind that the processors used in the PS3 are highly
customized for use in game machines.  I think they forgo certain features in
order to simplify the chip in ways that make it easier to make it faster.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Message 4          Wed May 18, 2005
KGAGNE [Ken]                 at 04:34 PDT

That's interesting - the new Microsoft Xbox console also uses 3.2 MHz PowerMac
G5 chips  In fact, demos of the system's new games are running on Macintoshes:

http://www.macrumors.com/pages/2005/05/20050513005029.shtml
http://www.macrumors.com/pages/2005/05/20050514104816.shtml

 ------------
Category 28,  Topic 1
Message 5          Tue Nov 29, 2005
KGAGNE [Ken]                 at 08:09 PDT

The PS3 will allow parents to control what games can be played, based on the
ESRB rating:

http://www.cnn.com/2005/TECH/fun.games/11/28/sony.controls.ap/index.html

 ------------
Category 28,  Topic 1
Message 6          Wed Jan 11, 2006
KGAGNE [Ken]                 at 14:31 PDT

Oof - the PS3 is rumored to be sold for $499:

http://money.cnn.com/2006/01/11/commentary/game_over/column_gaming/index.htm

I think that's too much, though I'm surprised the Xbox 360 is selling well at
$399.

What do you think is too much for the PS3?

-Ken

 ------------
Category 28,  Topic 1
Message 7          Sat Feb 18, 2006
KGAGNE [Ken]                 at 21:14 PDT

One report suggests that, instead of releasing in 2006 for $300, the PS3 will
release in 2007 for $900:

http://games.slashdot.org/article.pl?sid=06/02/18/2022246&from=rss

 ------------
Category 28,  Topic 1
Message 8          Sat Mar 25, 2006
KGAGNE [Ken]                 at 05:45 PDT

The PlayStation 3 will be region-free, able to play imported games without the
need of mod chips or converters:

http://ps3.ign.com/articles/697/697656p1.html

 ------------
Category 28,  Topic 1
Message 9          Wed Mar 29, 2006
KGAGNE [Ken]                 at 08:47 PDT

How much would you pay for a PS3 (or other video game console)?

-Ken

 ------------
Category 28,  Topic 1
Message 10         Mon May 08, 2006
A2.DAIN [Dain]               at 15:27 PDT


Just for clarification sake, the Sony Playstation 3 used a single core Cell
Processor (unless things change) and the Xbox 360 is using a customized PPC
with 3 cores.

I believe both are running at 3.4GHz.  The Cell processor was supposedly built
for Multimedia applications through a consortium of companies.

This generation could be fun with all these consoles coming.


 ------------
Category 28,  Topic 1
Message 11         Tue May 09, 2006
KGAGNE [Ken]                 at 04:39 PDT

May 8, 2006 - Sony's major E3 conference just wrapped up, and the hardware
news was quite big. Sony will release the Playstation 3 in America on November
17. $499 will purchase the unit with a 20 GB hard drive, while $599 will buy
the system with a 60 GB hard drive.

Story continues at <http://gear.ign.com/articles/705/705883p1.html>

 ------------
Category 28,  Topic 1
Message 12         Tue May 09, 2006
KGAGNE [Ken]                 at 07:44 PDT

During their conference this evening, Sony mentioned they would be releasing
two PlayStation 3 hardware packages this November. They emphasized the logical
differences between the hard drives, but failed to mention the other features
that drop if consumers pick up the $499 model over the more expensive $599
machine.

As it turns out, a little examining of Sony's announcement press release
reveals the $499 model will lack support for Memory Sticks, SD and Compact
Flash cards, no built-in Wi-Fi and will surprisingly have the HDMI output
removed (necessary for achieving the much bragged about 1080p screen
resolution).

Story courtesy <http://www.1up.com/do/newsStory?cId=3150521>.
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Message 13         Mon May 29, 2006
KGAGNE [Ken]                 at 09:32 PDT

Why did Sony decide to create a gaming machine that costs $600?

http://www.joystiq.com/2006/05/27/a-look-at-how-the-ps3-got-to-be-600/

 ------------
Category 28,  Topic 1
Message 14         Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:55 PDT

Sony says their upcoming PS3 console is in full production:

http://www.1up.com/do/newsStory?cId=3152625

 ------------
Category 28,  Topic 1
Message 15         Tue Aug 08, 2006
KGAGNE [Ken]                 at 14:59 PDT

Is the PS3 compatible with PS2 memory cards?

http://games.slashdot.org/article.pl?sid=06/08/07/1718200&from=rss

And what sort of medium will the PS4 use?

-Ken

 ------------
Category 28,  Topic 1
Message 16         Mon Aug 21, 2006
KGAGNE [Ken]                 at 06:45 PDT

Has PS3 production even begun yet?

http://www.gamespot.com/news/6156046.html?sid=6156046&part=rss&tag=gs_news&subj
=6156046

 ------------
Category 28,  Topic 1
Message 17         Wed Aug 30, 2006
KGAGNE [Ken]                 at 13:03 PDT

More important than if the PS3 will succeed or fail: can it save or doom Sony?

http://www.wired.com/wired/archive/14.09/sony.html

 ------------
Category 28,  Topic 1
Message 18         Wed Sep 06, 2006
KGAGNE [Ken]                 at 15:26 PDT

TOKYO (Reuters) -- Sony Corp. said Wednesday it will delay the European
launch of its PlayStation 3 (PS3) video game console by about four months to
March and cut its target for shipments this year by half.

<snip!>

Sony said it still plans to launch the PS3 on Nov. 11 in Japan and Nov. 17 in
the United States.

Story continues at
http://money.cnn.com/2006/09/06/news/international/bc.tech.sony.update.2.reut/i
ndex.htm

 ------------
Category 28,  Topic 1
Message 20         Wed Sep 06, 2006
KGAGNE [Ken]                 at 15:54 PDT

Even when Sony was claiming that there'd be 2 million PS3 consoles available
at launch, we made a prediction: if you wanted a PS3 on launch day, you would
need to pounce on the one guy in your city who managed to get one as he
walked
out of your local EB, crack his head against the pavement until he passed
out,
consume his heart for his strength, then fight off the rest of the gaming
scavengers who had swooped down upon his corpse, eager to steal his shiny
PS3.

Of course, that was before Sony announced that the PS3 would cost about $600.
That price point definitely slimmed demand. Of course, we still stand by the
prediction, because now Sony's backed down on their 2 million PS3s claim. Not
only have they delayed the PS3's launch for the vast majority of the world,
but look at these new numbers on how many PS3s will be available at launch
date.

* North America: 400,000 Units
* Japan: 100,000 Units

Does that look like a lot to you? Keep in mind Microsoft's global launch was
1.5 million units, and there were still massive shortages.

Story continues at
http://www.kotaku.com/gaming/sony/ps3s-at-launch-north-america-400k-japan-100k-
198718.php

 ------------
Category 28,  Topic 1
Message 21         Tue Sep 19, 2006
KGAGNE [Ken]                 at 06:14 PDT

The PS3 will be able to run Folding@Home when not executing games:

http://www.cnn.com/2006/TECH/fun.games/09/18/playstation.folding/index.html

 ------------
Category 28,  Topic 1
Message 22         Wed Sep 27, 2006
KGAGNE [Ken]                 at 12:14 PDT

Some gamers may not buy the PS3 solely because its controllers lack rumble
technology:

http://biz.gamedaily.com/industry/feature/?id=13918

 ------------
Category 28,  Topic 1
Message 23         Tue Oct 10, 2006
KGAGNE [Ken]                 at 07:58 PDT

GameStop began taking PS3 preorders this morning.  Their official email
announcing this availability came 50 minutes after the store was opened.
The email included the warning, "We expect preorders to max out in minutes."

 ------------
Category 28,  Topic 1
Message 24         Tue Oct 10, 2006
KGAGNE [Ken]                 at 08:00 PDT

Just called my local store; their allocated 13 preorders were spoken for
within an hour of opening.

 ------------
Category 28,  Topic 1
Message 25         Fri Oct 20, 2006
KGAGNE [Ken]                 at 20:55 PDT

The first 500,000 PS3s will ship with "Talladega Nights" on HD-DVD.

There will be only 400,000 PS3s shipped for launch date.

 ------------
Category 28,  Topic 1
Message 26         Tue Oct 31, 2006
KGAGNE [Ken]                 at 13:05 PDT

Let's face it; Sony's seen better days. The company's turnaround plan hasn't
been going quite as smoothly as they'd hoped, they've been forced to recall
thousands of laptop batteries, they've significantly downsized their
PlayStation 3 launch quantities and delayed the launch altogether in Europe,
and their net profit forecast for the current fiscal year was recently slashed
by almost 40 percent. In fact, in their most recent quarter, profits plunged
94 percent.

But you know what? Despite these setbacks and all the negative press the
company has garnered over the last six or so months, when it's all said and
done the PlayStation 3 will be No.1 worldwide, although not as dominant as the
PS2 has been.

Story continues at <http://biz.gamedaily.com/industry/feature/?id=14246>
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Message 27         Tue Oct 31, 2006
KGAGNE [Ken]                 at 13:36 PDT

Wii & PS3 console preorders are fetching a pretty penny on eBay:

http://tinyurl.com/wtkm9

Someone I used to sysop a CompuServe games forum with told me that I'm the
only person he knows with a Wii preorder who isn't selling it on eBay.  Guess
that means I'm the only person smart enough to pay only retail price and not
$1000 for it. :)

-Ken

 ------------
Category 28,  Topic 1
Message 28         Wed Nov 01, 2006
KGAGNE [Ken]                 at 14:41 PDT

The PS3 requires eight times the wattage of the PS2:

http://crave.cnet.co.uk/gamesgear/0,39029441,49284840,00.htm

 ------------
Category 28,  Topic 1
Message 29         Mon Nov 13, 2006
KGAGNE [Ken]                 at 08:38 PDT

Sound familiar?

"PS2: Released one year after the lower priced Dreamcast, lauded for its great
games, ease of development, and superior online service. PS3: Releasing one
year after the lower priced Xbox 360, lauded for its great games, ease of
development, and superior online service. PS2: Competition from Nintendo: A
smaller, cheaper 'family friendly' console with a 'focus on gameplay.' PS3:
Competition from Nintendo: A smaller, cheaper 'family friendly' console with a
'focus on gameplay.'"

Read more about the PS3 launch here:

http://games.slashdot.org/article.pl?sid=06/11/10/2019219&from=rss

 ------------
Category 28,  Topic 1
Message 30         Sat Nov 18, 2006
KGAGNE [Ken]                 at 13:37 PDT

The PS3 is out; let's take a look at Sony's previous console launches to
predict this one's fate:

http://www.1up.com/do/feature?cId=3155257

 ------------
Category 28,  Topic 1
Message 31         Tue Nov 21, 2006
KGAGNE [Ken]                 at 08:08 PDT

The New York Times is not a fan of the PS3, finding it failing in all the
ways the Xbox 360 succeeds:

http://www.nytimes.com/2006/11/20/arts/20game.html?_r=1&oref=slogin
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Message 1          Thu Jun 29, 2006
KGAGNE [Ken]                 at 13:42 PDT

Not only will the PS3 hardware be more expensive - looks like it's possible
the games may exceed the $59 threshold as well:

http://www.gamasutra.com/php-bin/news_index.php?story=9901

 ------------
Category 28,  Topic 2
Message 2          Mon Nov 13, 2006
KGAGNE [Ken]                 at 12:40 PDT

Similar to the Xbox 360 having selective compatibility with its predecessor,
the PlayStation 3 does not seem able to play all PlayStation 2 titles:

http://ps3.ign.com/articles/745/745506p1.html

Here's a list of same games - fortunately, there's not many, and they're not
the most popular:

http://ps3.qj.net/PS3-Backwards-Compatibility-status-list/pg/49/aid/72577

 ------------
Category 28,  Topic 2
Message 3          Wed Nov 29, 2006
KGAGNE [Ken]                 at 13:50 PDT

Here's the original Flash version of fl0w, now a PS3 online game:

http://intihuatani.usc.edu/cloud/flowing/
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Message 1          Wed Feb 15, 2006
KGAGNE [Ken]                 at 16:40 PDT

Leading Game Industry Recruiter Sponsors IGDA Event in London,
Featuring New Playstation 3 Technology from Sony

Wednesday, February 15---London, U.K.---Mary-Margaret.com, a leader in
international recruitment services for the interactive entertainment
industry, is pleased to announce their sponsorship of the IGDA-London
presentation on Wednesday, February 22, featuring Sony Computer Entertainment
Europe.

The London, U.K. chapter of IGDA (International Game Developers' Association)
conducts bimonthly meetings, that provide an opportunity for professional
game developers to interact with peers (and others interested in game
development) at a local level. Affiliated with IGDA since 2003, the chapter
meets regularly to hear presentations from and talk with industry figures and
organizations. The membership represents developers from the London area with
companies past and present including IdeaWorks3D!, Sony, Climax Group,
Criterion, and Microsoft, in addition to several other studios.

At 7 pm on Wednesday, February 22, attendees are invited to O'Neill's Irish
Pub at King's Cross in London to hear George Bain, Developer Support Manager
for SCEE Technology Group, give developers an insight into PLAYSTATION 3
title development and talk about the new development tools.

A new platform always presents new challenges and opportunities for game
developers. This technical presentation introduces PLAYSTATION 3, the new
state-of-the-art entertainment platform from Sony Computer Entertainment Inc.
The presentation will provide an overview of the system architecture
including the Cell processor and the new graphics processor (RSX) along with
the Blu-ray storage medium.

George has been working for SCEE since 1997 and manages the Developer Support
team providing first class support services. A well-known face among
developers through on-site visits and in-house consultancy, he has presented
at numerous venues for other local IGDA chapters, GDCE, AGDC, KRI and SCE
Developer Conferences.

IGDA London chapter president Dean Butcher offers "It's great that Sony will
be doing this presentation here for us at the London Chapter. Game developers
are always excited at the prospect of getting an insight into as yet
unreleased platforms, so we're very much looking forward to the presentation
from George. Having Mary-Margaret.com sponsor the event is also a great bonus
for us. Mary-Margaret.com has been very active in helping us to promote this
event beyond the call of duty and in addition to our thanks, we would like to
congratulate them on their first ten years of success. It's great to see a
specialist recruiter for our industry assist in the growth of knowledge and
insight that such events give developers in offering to provide sponsorship."

Fiona Cherbak, Director of Business Development for Mary-Margaret.com, adds,
"We are greatly pleased to continue to support the IGDA chapters in the U.K.
in every way possible. We recognize that the technology requirements of the
game industry are quickly evolving and that the U.K. market is as equally
vibrant and important as the North American market in terms of this
technological evolution. We are particularly thrilled that this event is
focused on the next generation technology of PLAYSTATION 3, as Sony continues
to raise the bar for console design."

About Mary-Margaret.com

www.mary-margaret.com

Mary-Margaret.com is a leading recruitment firm in entertainment software,
representing top clients and creative leaders in the games software and
hardware industries. With offices in London, Los Angeles, Boston, Austin,
Houston, Washington D.C. and Miami, Mary-Margaret.com is continually seeking
and placing highly-qualified creative, executive and technical talent for
clients in the U.S., Canada, U.K., Europe and Australia.

About IGDA

www.igda.org

The International Game Developers Association is a non-profit membership
organization that advocates globally on issues related to digital game
creation. The IGDA's mission is to strengthen the international game
development community and effect change to benefit that community.

For more details regarding Mary-Margaret.com, visit our web site at
www.mary-margaret.com, or contact Morgan Ogburn, ThemePark Studios,
512/916-9633 or morgan@themeparkstudios.com, for more information.

####
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KGAGNE [Ken]                 at 12:36 PDT

UBISOFT AND GEARBOX SOFTWARE ANNOUNCE BROTHERS IN ARMS HELL'S HIGHWAY(TM) FOR
NEXT-GEN CONSOLES AND PC

SAN FRANCISCO -- April 12, 2006 -- Today Ubisoft, one of the world's largest
video game publishers and Gearbox Software, one of the world's best video
game developers announced that Brothers In Arms Hell's Highway(TM) is in
development for next generation video game platforms, including the
PLAYSTATION(R)3 system and the PC. Scheduled for a holiday 2006 release,
Brothers in Arms Hell's Highway is the third game in the multimillion-unit
selling and critically acclaimed Brothers In Arms(R) franchise.

Brothers In Arms Hell's Highway brings the critically acclaimed squad-based
WWII shooter into the next generation of gaming with amazing graphics and
sound, new cutting-edge gameplay features and a completely redesigned online
component. Delivering on the franchise's compelling story, unrivaled
authenticity and intense squad-based action, Brothers In Arms Hell's Highway
drops you into Operation Market-Garden, the largest airborne operation of
World War II. Lead Matt Baker, Joe Hartsock and the rest of the 101st
Airborne Division as they fight to open "Hell's Highway" in a daring bid for
a quick end to the war.

"With Brothers In Arms Hell's Highway, Gearbox is investing everything to
take next-generation gaming to an entirely new level," said Randy Pitchford,
president of Gearbox Software. "For Brothers In Arms Hell's Highway, the
Unreal Engine 3 powers real next-generation graphics and the most intense,
action-oriented recreation of true history ever offered as interactive
entertainment."

"Since the series was introduced last year, Brothers In Arms has consistently
excelled at delivering a new style of tactical shooter wrapped up in an
authentic WWII setting," said Francesca Reyes, editor-in-chief at Official
Xbox Magazine (OXM). "As fans of the Brothers In Arms series, OXM is
incredibly excited to be the first to reveal to readers the world-exclusive
first-look at Brothers In Arms Hell's Highway." The issue is available on
newsstands since April 11, 2006.

This title has not yet been concept approved by Sony Computer Entertainment
America Inc.

About Gearbox
Gearbox Software, an independent development studio located in Dallas, TX, is
respected industry-wide for their ability to create award winning interactive
software. Comprised of veteran talent, Gearbox Software has established
itself as an industry leader, developing games for many of the industry's top
franchises including Half-Life, Halo: Combat Evolved, Counter-Strike, James
Bond and Tony Hawk's Pro Skater. Additional information regarding Gearbox
Software can be found at www.gearboxsoftware.com.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) 2006 Gearbox Software, L.L.C. All rights reserved. Published and
distributed by Ubisoft Entertainment under license from Gearbox Software,
L.L.C. Brothers In Arms Hell's Highway is a trademark of Gearbox Software and
is used under license. Ubisoft, Ubi.com and the Ubisoft logo are trademarks
of Ubisoft Entertainment in the U.S. and/or other countries. Gearbox Software
and the Gearbox logo are registered trademarks of Gearbox Software, LLC.
"PlayStation" and the "PS" Family, "PLAYSTATION" are registered trademarks of
Sony Computer Entertainment Inc.

 ------------
Category 28,  Topic 3
Message 3          Thu May 11, 2006
KGAGNE [Ken]                 at 07:07 PDT

NEW METAL GEAR SOLID 4: GUNS OF THE PATRIOTS TRAILER REVEALS MORE ABOUT HIDEO
KOJIMA'S UPCOMING MASTERPIECE FOR THE
PLAYSTATION(R)3 SYSTEM

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 9, 2006 -
Konami Digital Entertainment, Inc. today debuted a new trailer for Metal Gear
Solid 4: Guns of the Patriots, the newest game in Hideo Kojima's legendary
tactical espionage action series for the PLAYSTATION(R)3 computer
entertainment system. Featuring stunning real time graphics and new
revelations in the ongoing Metal Gear saga, the trailer offers a glimpse into
one of the most anticipated video games of all time.

Metal Gear Solid 4: Guns of the Patriots features an aging and exhausted
Solid Snake in the middle of a futuristic battlefield. In spite of his
failing body, Snake is equipped with a crucial new device tentatively known
as "OctoCamo," a high-tech suit that dynamically transforms its texture based
on Snake's surroundings. This revolutionary new gameplay mechanic allows him
to seamlessly blend into the environment, providing him with the means to
stalk his enemies like never before. The trailer marks the return of several
characters from previous Metal Gear Solid games including Revolver Ocelot,
Meryl Silverburgh, Naomi Hunter and Raiden, setting the stage for an
unforgettable story that depicts the desperate state of the future as seen
through the eyes of an older Solid Snake.

The new Metal Gear Solid 4: Guns of the Patriots trailer will be shown every
hour at Konami's booth (#800) at the Electronic Entertainment Expo May 10 -
12, 2006.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

###

METAL GEAR SOLID is a registered trademark of Konami Digital Entertainment
Co., Ltd.

(C) 1987 2006 Konami Digital Entertainment Co., Ltd.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. This title is not yet concept approved by Sony
Computer Entertainment America.
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 ------------
Category 30,  Topic 1
Message 1          Sun Jul 15, 2001
KGAGNE [Ken]                 at 15:33 PDT

When the Microsoft Xbox launches on Thursday, November 8th, it will come with
a built-in 8 gigabyte hard drive and ethernet adaptor for $300.

Reports of the actual hardware put it as being "gigantic" - certainly one the
largest home consoles in recent memory.

-Ken

 ------------
Category 30,  Topic 1
Message 2          Sun Jul 15, 2001
A2.DAIN [Dain]               at 18:25 PDT

Replying to 'Ken' in Category 30 Topic 1:

> When the Microsoft Xbox launches on Thursday, November 8th, it will
> come with
> a built-in 8 gigabyte hard drive and ethernet adaptor for $300.
>
> Reports of the actual hardware put it as being "gigantic" - certainly
> one the
> largest home consoles in recent memory.

8 gigabytes....seems almost like a waste.  I mean why not just put a 20
or a 40GB drive in there. I can't imagine that it would cost anything
more...ore at least "hardly" anything more.

Yeah, the reports are that the Hardware is huge, and that the controller
sucks.  If it is anything like any PC gamepad I have ever tried at the
store....ugh.


 ------------
Category 30,  Topic 1
Message 3          Sun Jul 15, 2001
KGAGNE [Ken]                 at 21:16 PDT

Dain,

> 8 gigabytes....seems almost like a waste. I mean why not just put a 20 or a
> 40GB drive in there. I can't imagine that it would cost anything more...ore
> at least "hardly" anything more.

You'd be surprised.  The PlayStation 2 hard drive will be 40 GB and is set to
retail in Japan for nearly $150.

Word has it that Microsoft is losing anywhere from $125 to $200 on each Xbox.
To put anymore in the box would probably kill them.

-Ken

 ------------
Category 30,  Topic 1
Message 4          Mon Jul 16, 2001
SYNDICOMM [Sheppy]           at 09:01 PDT

>>>Word has it that Microsoft is losing anywhere from $125 to $200 on each
Xbox. To put anymore in the box would probably kill them.

Then they should be slapping an 80 GB drive in every unit. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 5          Mon Sep 03, 2001
KGAGNE [Ken]                 at 18:24 PDT

Check out these package deals:

http://www.gamestop.com/default.asp?sect=1160

 ------------
Category 30,  Topic 1
Message 6          Tue Sep 04, 2001
A2.DAIN [Dain]               at 16:22 PDT

Replying to 'Ken' in Category 30 Topic 1:

>
> http://www.gamestop.com/default.asp?sect=1160

The ASCII Christ wants your money.



 ------------
Category 30,  Topic 1
Message 7          Sat Sep 22, 2001
KGAGNE [Ken]                 at 05:24 PDT

The Xbox has been delayed from Nov 8th to Nov 15th.

-Ken

 ------------
Category 30,  Topic 1
Message 8          Sat Sep 22, 2001
A2.RYAN                      at 09:18 PDT

> The Xbox has been delayed from Nov 8th to Nov 15th.

Will it be worth the wait?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 30,  Topic 1
Message 9          Sat Sep 22, 2001
KGAGNE [Ken]                 at 19:25 PDT

Ryan,

Both GameCube and Xbox have been delayed from their original dates in order to
produce more console units, to better meet demand.  If you can get a system,
it won't matter if it was on the original date or the newly delayed one.
Chances of getting one are better now though.

IMHO, the Xbox will not be worth the wait.  I still can't get over how
unimpressed I and everyone else was at E3 this past spring.

-Ken

 ------------
Category 30,  Topic 1
Message 10         Sat Sep 22, 2001
A2.DAIN [Dain]               at 21:53 PDT

Replying to 'A2.RYAN' in Category 30 Topic 1:

> Will it be worth the wait?

To me the Xbox is a low end PC with a high end graphics chip.  It mighe
make a decent server though:)

Who knows?

Dain


 ------------
Category 30,  Topic 1
Message 11         Sat Sep 22, 2001
A2.DAIN [Dain]               at 21:53 PDT

Replying to 'Ken' in Category 30 Topic 1:

> IMHO, the Xbox will not be worth the wait.  I still can't get over how
>
> unimpressed I and everyone else was at E3 this past spring.

I look at the Xbox game lineup and I see most of the same games that
Sony already has on the PS2 and PC type games.  The Xbox game
Nightcaster looks to be almost the same game as Baldur's Gate: DA for
the PS2.  After watching the videos...the PS2 game "looks" better.  Not
that it is that that matters.

Dain



 ------------
Category 30,  Topic 1
Message 13         Fri Oct 05, 2001
KGAGNE [Ken]                 at 11:07 PDT

The local Toys R Us will begin preselling the Xbox on Sunday, October 14th.
It will be sold in a bundle of the console, three games, and a second
controller for $499.

-Ken

 ------------
Category 30,  Topic 1
Message 14         Fri Oct 05, 2001
A2.DAIN [Dain]               at 19:43 PDT


Do you at least get to choose the games?  I guess I don't plan on buying the
tiny PC unless someone figures out how to turn it into a cheap pc;)


Dain

 ------------
Category 30,  Topic 1
Message 15         Fri Oct 05, 2001
KGAGNE [Ken]                 at 20:32 PDT

Dain,

There may be some requirement as to whether the bundled games are first- or
third-party, but I'm unsure of the details.

-Ken

 ------------
Category 30,  Topic 1
Message 16         Sat Oct 06, 2001
SYNDICOMM [Sheppy]           at 19:22 PDT

>>>Do you at least get to choose the games?  I guess I don't plan on buying
the tiny PC unless someone figures out how to turn it into a cheap pc;)

You know the Linux geeks will turn it into a little server. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 17         Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:13 PDT

The Xbox hard drive has shrunk, from the proposed 10 gigabytes to 8 GB.

-Ken

 ------------
Category 30,  Topic 1
Message 18         Sat Oct 13, 2001
SYNDICOMM [Sheppy]           at 22:27 PDT

>>>The Xbox hard drive has shrunk, from the proposed 10 gigabytes to 8 GB.

Microsoft: less bang for your buck.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 19         Mon Oct 15, 2001
A2.DAIN [Dain]               at 15:53 PDT

Am I the only one wondering why only 8GBs...I am also wondering why they sell
a save game card for that machine.

Dain


 ------------
Category 30,  Topic 1
Message 20         Mon Oct 15, 2001
KGAGNE [Ken]                 at 16:12 PDT

> Am I the only one wondering why only 8GBs...

Would you rather a Focus drive? :)

> I am also wondering why they sell a save game card for that machine.

My guesses:

- Portability: Take your saved data to a friend's Xbox.
- Exchangability: kinda hard to swap data located on two hard drives. :)

-Ken

 ------------
Category 30,  Topic 1
Message 21         Mon Oct 15, 2001
KGAGNE [Ken]                 at 20:05 PDT

One month until the Xbox launch (Nov 15).

 ------------
Category 30,  Topic 1
Message 22         Wed Oct 17, 2001
KGAGNE [Ken]                 at 19:12 PDT

Xbox demo units can now be found in many retail stores, such as Software Etc.

-Ken

 ------------
Category 30,  Topic 1
Message 23         Wed Oct 17, 2001
A2.DAIN [Dain]               at 20:37 PDT

I checked out the demo unit at our Software etc and could only find a unit
with one playable demo level of oddworld and a bunch of movies of stuff.
Frankly the Oddworld was all that impressive to me.  Seemed kind of like Mario
64, with better graphics(expected), but much worse controlwise.  I won't even
get into the horrible load times for that demo.   I assume that they still
have some work to do on it.  I wish they would have had more playable titles
on that disc.   It's hard to form an opinion on video only.


dain

 ------------
Category 30,  Topic 1
Message 24         Thu Nov 01, 2001
KGAGNE [Ken]                 at 10:29 PDT

Xbox comes out two weeks from today.

-Ken

 ------------
Category 30,  Topic 1
Message 25         Thu Nov 01, 2001
SYNDICOMM [Sheppy]           at 15:50 PDT

>>>Xbox comes out two weeks from today.

Bleah. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 26         Thu Nov 01, 2001
A2.RYAN                      at 19:22 PDT

> Xbox comes out two weeks from today.

Was it in a cavee?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 30,  Topic 1
Message 27         Fri Nov 09, 2001
KGAGNE [Ken]                 at 20:13 PDT

Retail stores are reporting having received their full shipment of Xbox
consoles for sale on Wednesday, November 15th.

 ------------
Category 30,  Topic 1
Message 28         Sat Nov 10, 2001
SYNDICOMM [Sheppy]           at 00:47 PDT

>>>Retail stores are reporting having received their full shipment of Xbox
consoles for sale on Wednesday, November 15th.

Let Microsoft's great debacle begin.

(crossing my fingers)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 29         Sat Nov 10, 2001
A2.RYAN                      at 21:19 PDT

> Let Microsoft's great debacle begin.

Begin?  XP's already out. :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop and Head Geek, A2
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 30,  Topic 1
Message 30         Sun Nov 11, 2001
KGAGNE [Ken]                 at 19:30 PDT

> Retail stores are reporting having received their full shipment of Xbox
> consoles for sale on Wednesday, November 15th.

In yet another Microsoft delay, November 15th has been pushed back to
Thursday.

-Ken

 ------------
Category 30,  Topic 1
Message 31         Thu Nov 22, 2001
KGAGNE [Ken]                 at 17:50 PDT

This has been around for awhile so you may have seen it, but check out a
"behind the scenes" look at the Xbox - especially the picture next to the
"Industrial Design" label:

http://www.microsoft.com/jobs/design/workXBox.htm

 ------------
Category 30,  Topic 1
Message 32         Thu Nov 22, 2001
A2.DAIN [Dain]               at 18:07 PDT

That'd be a G4 on that desk:)


Dain

 ------------
Category 30,  Topic 1
Message 33         Wed Nov 28, 2001
KGAGNE [Ken]                 at 14:29 PDT

Some people have hacked PC programs that allow Xbox system link games to be
played over the Internet already:

http://www.icrontic.com/index.php?page=public/articles&articleId=100
http://www.gamespyarcade.com/support/tunnel_xbox.shtml

Also, it seems the Xbox will not recognize CD-R discs, but will recognize
CD-RW, so if you want to copy some MP3s to the Xbox's hard drive, that's how
you do it.

 ------------
Category 30,  Topic 1
Message 34         Sun Jan 06, 2002
SYNDICOMM [Sheppy]           at 05:02 PDT

The mainstream press has begun to talk a bit about Xbox units arriving
nonfunctional, or failing almost immediately after receipt by the customer.
The numbers are apparently not out of line with the rest of the industry.
Apparently, though, Microsoft's customer service is lacking a bit in coping
with the situation:

http://www.cnn.com/2002/TECH/industry/01/05/xbox.woes.ap/index.html

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 30,  Topic 1
Message 35         Sun Jan 06, 2002
KGAGNE [Ken]                 at 08:36 PDT

Sheppy,

I was wondering when stories like this would crop up.  I didn't expect to hear
Nintendo's GameCube has expecienced similar defective numbers; I suppose it
hasn't been reported due to better customer service.

I'm surprised that all these Xbox consumers are going through Microsoft to get
their units repaired.  Most retailers offer a guarantee on new hardware: if
the console doesn't work, bring it back to the store and exchange it for a new
one.

Thanks for the report.

-Ken

 ------------
Category 30,  Topic 1
Message 36         Thu Feb 14, 2002
KGAGNE [Ken]                 at 09:11 PDT

The Xbox will be released in Japan on February 22nd.

 ------------
Category 30,  Topic 1
Message 37         Tue Mar 05, 2002
KGAGNE [Ken]                 at 19:06 PDT

Gamespot.com reports that Microsoft will release a revised controller on April
30th for $40.  It's smaller and more akin to the Japanese Xbox controller.

-Ken

 ------------
Category 30,  Topic 1
Message 39         Thu Mar 14, 2002
KGAGNE [Ken]                 at 13:11 PDT

News from a local retail store manager is that the Xbox and PS2 will drop
in price $100 each this summer.

I could see it from the PS2, but I'd be surprised to see the Xbox drop in
price so much, and within a year of its release.  OTOH, if one console drops,
the other would almost certainly have to follow suit...

Since "summer" can mean August, five months from now, I will probably be
purchasing an Xbox prior to then.

-Ken

 ------------
Category 30,  Topic 1
Message 40         Sun Mar 17, 2002
A2.DAIN [Dain]               at 15:38 PDT

I figure that all the consoles would be dropping.  I know I fully expect a
$100-150 gamecube at some point.

change is good..:)

Dain
 ------------
Category 30,  Topic 1
Message 41         Thu Apr 25, 2002
KGAGNE [Ken]                 at 08:34 PDT

Microsoft has dropped the price of the Xbox in the U.K. from 299 pounds to
199.

 ------------
Category 30,  Topic 1
Message 42         Thu Apr 25, 2002
KGAGNE [Ken]                 at 22:07 PDT

The smaller Japanese Xbox controller is now available in the States under the
name "S-Controller".  It retails for $40.

-Ken

 ------------
Category 30,  Topic 1
Message 43         Sun May 12, 2002
KGAGNE [Ken]                 at 15:35 PDT

There's plenty of speculation that both the Microsoft Xbox and Sony
PlayStation 2 will drop in price to $199 at this E3.

In my line of "work", I'll have to get an Xbox eventually regardless, but I've
put off the purchase this past month specifically to wait and hear what new
prices will be effected, and when.

Would you get an Xbox at this new price?

-Ken

 ------------
Category 30,  Topic 1
Message 44         Tue May 21, 2002
SYNDICOMM [Sheppy]           at 14:21 PDT

>>>Would you get an Xbox at this new price?

Not even for $99.  Down with Microsoft!

Have you bought one yet, now that they've been priced down?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 45         Tue Jun 25, 2002
KGAGNE [Ken]                 at 06:52 PDT

Dean Takahashi, author of "Opening the Xbox", provides this story:

http://www.redherring.com/insider/2002/0624/xbox062402.html

Microsoft's Xbox losses expected to top $750 million in current fiscal year;
the company still plans on extending the product line in the future.

 ------------
Category 30,  Topic 1
Message 46         Tue Jun 25, 2002
A2.DAIN [Dain]               at 10:00 PDT


Pretty interesting considering initially that Microsoft said they expected to
lose $800 million in the first *five* years.  They've already almost hit that.
I hope this is the sign of things to come;)
all IMHO of course;
Dain
 ------------
Category 30,  Topic 1
Message 47         Wed Jun 26, 2002
SYNDICOMM [Sheppy]           at 22:57 PDT

I hope it's a sign of things to come too.  Nothing would please me more than
to see the Xbox die.  Except to see Microsoft pull an Enron. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 1
Message 48         Wed Jul 03, 2002
KGAGNE [Ken]                 at 22:13 PDT

Today, my store dropped the price of both model Xbox controllers from $40 to
$30.

 ------------
Category 30,  Topic 1
Message 49         Fri Oct 18, 2002
KGAGNE [Ken]                 at 09:41 PDT

The Xbox now comes in two flavors:

The original unit with the original controller; or a bundle that includes the
smaller Controller S, and two Sega games on one disc: Jet Set Radio Future,
and Sega GT 2002.

The prices on these two different bundles currently appear to be identical
($199.99).

-Ken

 ------------
Category 30,  Topic 1
Message 50         Sat Oct 19, 2002
A2.DAIN [Dain]               at 21:48 PDT


Ken,
 This smaller controller.  Is it better than the huge one that used to ship
with the X-Box?  I've tried playing a game or two on the Kiosks, and really
hate that controller.

Nice bundle though, even if it is Microsoft:)

Dain
 ------------
Category 30,  Topic 1
Message 51         Sun Oct 20, 2002
KGAGNE [Ken]                 at 13:51 PDT

Dain,

> This smaller controller. Is it better than the huge one that used to ship
> with the X-Box?

To be honest, I've never tried the large controller that came with my Xbox; I
wanted a second controller anyway, so have been using the Controller S.

Maybe I should try the fat one; the small one's not very comfy.

-Ken

 ------------
Category 30,  Topic 1
Message 52         Sat Jan 04, 2003
KGAGNE [Ken]                 at 12:11 PDT

Michael Robertson, chief executive of Lindows.com, has offered $200,000 in
prize money to anyone who can hack the Xbox to run Linux:

http://www.cnn.com/2003/TECH/fun.games/01/03/bounty.game.reut/index.html

 ------------
Category 30,  Topic 1
Message 53         Sat Jan 04, 2003
A2.DAIN [Dain]               at 18:24 PDT


Sounds like a worthy cause:)

Dain
 ------------
Category 30,  Topic 1
Message 54         Sun Mar 23, 2003
KGAGNE [Ken]                 at 06:29 PDT

To help Microsoft choose what the color of their new Xbox S Controller will
be, click here:

http://www.xbox.com/news/0303/colorcontroller-survey.htm

 ------------
Category 30,  Topic 1
Message 55         Sat Apr 05, 2003
KGAGNE [Ken]                 at 12:45 PDT

Here's an article on the future of the pricing structure for Xbox Live,
Microsoft's broadband package for their game console, currently available for
$50/year:

http://money.cnn.com/2003/04/02/commentary/game_over/column_gaming/index.htm

 ------------
Category 30,  Topic 1
Message 56         Sun Apr 27, 2003
KGAGNE [Ken]                 at 06:20 PDT

Microsoft offers a survey requesting your thoughts on various controllers,
such as their Controller S and Sony's Dual Shock 2:

http://xboxsurveys2.ffwd.com/cs/survey-Xboxcontrollers.asp

 ------------
Category 30,  Topic 1
Message 57         Tue Jun 24, 2003
KGAGNE [Ken]                 at 16:52 PDT

Jason Fox looks at Xbox economics:

http://images.ucomics.com/comics/ft/2003/ft030618.gif

 ------------
Category 30,  Topic 1
Message 58         Wed Jul 09, 2003
KGAGNE [Ken]                 at 13:23 PDT

A Linux group has released a hack for running unofficial code on the Xbox...

http://www.maxconsole.com/?topic=news&sys=all&article=230

... and Microsoft has threatened legal action in return.

http://www.zdnet.com.au/newstech/security/story/0,2000048600,20275965-1,00.htm

 ------------
Category 30,  Topic 1
Message 59         Mon Jul 21, 2003
KGAGNE [Ken]                 at 07:26 PDT

CNN.com reports that Xbox hardware sales were up 8% this past quarter:

http://www.cnn.com/2003/TECH/fun.games/07/19/microsoft.xbox.reut/index.html

 ------------
Category 30,  Topic 1
Message 60         Fri Aug 08, 2003
KGAGNE [Ken]                 at 16:04 PDT

"Live Now", the next version of Microsoft's "Xbox Live" online gaming package,
will ship to retailers on Aug 25th.

 ------------
Category 30,  Topic 1
Message 61         Thu Sep 11, 2003
KGAGNE [Ken]                 at 16:59 PDT

Starting September 30th, Electronics Boutique is offering the Xbox hardware
with Tetris Worlds, Star Wars: Clone Wars, and two free months of Xbox Live
(usable with both these games), for $179.99.

 ------------
Category 30,  Topic 1
Message 62         Mon Sep 15, 2003
A2.DAIN [Dain]               at 16:53 PDT

Replying to 'Ken' in Category 30 Topic 1:

> Starting September 30th, Electronics Boutique is offering the Xbox
> hardware with Tetris Worlds, Star Wars: Clone Wars, and two free
months
> of Xbox Live
> (usable with both these games), for $179.99.

Those aren't exactly stellar games.  What happened to the days when you
got a good game with the system.  Super Mario Bros, Super Mario World,
Cybermorph (okay maybe not).

Thanks,
Dain


 ------------
Category 30,  Topic 1
Message 63         Wed Sep 17, 2003
KGAGNE [Ken]                 at 12:52 PDT

It looks like Microsoft has found a way to defeat the possibility of
installing Linux on your Xbox console:

http://www.theinquirer.net/?article=11548

 ------------
Category 30,  Topic 1
Message 64         Sat Oct 25, 2003
KGAGNE [Ken]                 at 20:24 PDT

Here's another story from someone complaining that Microsoft won't let him run
Linux on hix Xbox:

http://xbox-linux.sourceforge.net/docs/remotedelete.html

I don't see what the big deal is.

-Ken

 ------------
Category 30,  Topic 1
Message 65         Sun Oct 26, 2003
KGAGNE [Ken]                 at 08:54 PDT

Popular Science briefly details the new Music Mixer accessory:

http://www.popsci.com/popsci/computers/article/0,12543,525683,00.html

 ------------
Category 30,  Topic 1
Message 66         Sun Jan 25, 2004
KGAGNE [Ken]                 at 13:25 PDT

http://xport.xbox-scene.com is a site about emulating other systems on your
Xbox.  It has emulators, read me's, and screen shots of Apple, Nintendo, and
more software on Xbox.

-Ken

 ------------
Category 30,  Topic 1
Message 67         Sun Feb 01, 2004
KGAGNE [Ken]                 at 15:23 PDT

Details on the Xbox Next leaked today:

http://www.mercurynews.com/mld/mercurynews/business/7849191.htm

Most notable: no hard drive, and no backward compatibility.

Oops?

 ------------
Category 30,  Topic 1
Message 68         Mon Mar 01, 2004
KGAGNE [Ken]                 at 09:52 PDT

Headline: "Xbox 2 SDK released on cool Apple Power Mac G5s"
Story:  http://www.theinquirer.net/?article=14407

 ------------
Category 30,  Topic 1
Message 69         Mon Mar 29, 2004
KGAGNE [Ken]                 at 11:28 PDT

It's official: Microsoft has lowered the price on the Xbox by $30, bringing it
down to $149.99:

http://money.cnn.com/2004/03/29/technology/personaltech/xbox/index.htm

 ------------
Category 30,  Topic 1
Message 70         Mon Nov 15, 2004
KGAGNE [Ken]                 at 11:06 PDT

Here's how to put your Xbox online by connecting it to a wireless Macintosh:

http://www.macosxhints.com/article.php?story=20041112101646643

 ------------
Category 30,  Topic 1
Message 71         Thu Oct 20, 2005
KGAGNE [Ken]                 at 10:17 PDT

ID SOFTWARE RELEASES NEW DOOM 3 XBOX MULTIPLAYER MAPS

Mesquite, TX - October 20, 2005 - Christmas comes early for DOOM(R) fans
thanks to id Software(TM) and Activision, Inc's (Nasdaq: ATVI) release of two
all-new multiplayer maps for DOOM 3(R) for the Xbox(R) video game system from
Microsoft. The new, exclusive levels titled Communications and Surface are
readily available for download via Xbox Live(TM) and are sponsored by the
newly released DOOM 3: Resurrection of Evil(TM) for the Xbox. Rated a 90% or
higher by over 65 gaming publications, DOOM 3 for Xbox was co-developed by
Vicarious Visions and id Software, and is currently available nationwide for
a suggested retail price of $29.99 and is rated "M" (Mature) by the ESRB.

Communications - A receiving area warehouse providing storage and
distribution for the Communication sector on Mars, Communications is home to
long corridors and dark corners, and is perfect for surprising enemy players
from the shadows or taking them out head-on, so gamers will have to keep on
their toes to survive in this dangerous environment.

Surface - A lonely section of the Mars UAC base left exposed to the elements
of the Martian environment, Surface is a multi-tiered industrial yard
centered between two external gates, where a vast amount of pipes and
platforms criss-cross over a large section of the Martian surface, helping
any player bring death from above. Players must be quick, agile and skilled
at shooting on the fly to win.

Although multiplayer gaming is not compatible between both titles, the
Communications and Surface multiplayer maps are just two of seven all-new
fast-paced multiplayer maps included in the newly released DOOM 3:
Resurrection of Evil(TM) for Xbox. Co-developed by Nerve Software and id
Software, DOOM 3: Resurrection of Evil for Xbox is currently available at
retail outlets nationwide for a suggested retail price of $29.99.

About id Software:
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With intense
graphics and mind-blowing action, id's games have helped redefine the modern
video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory and the id
Software name are either registered trademarks or trademarks of id Software,
Inc. in the United States or some other countries. All other trademarks and
trade names are properties of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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Category 30,  Topic 2
Message 1          Mon Aug 27, 2001
KGAGNE [Ken]                 at 15:29 PDT

Sega has announced their Q1 2002 lineup for Xbox:

"Sega GT 2002" has been officially announced for the Xbox. This latest
installment of the popular series picks up where the Dreamcast version left
off. More cars, including some historic masterpieces, more power, utilizing
all that the Xbox has to offer, and of course, much more fun. Sega's revered
WOW ENTERTAINMENT development team - whose fame includes The House Of The
Dead franchise - made sure that the engine is oiled and the tank is full, so
expect a thrilling four-on-the-floor experience.

"JSRF: Jet Set Radio Future" proves that it's light years ahead of its
predecessor, with more powerful skating tricks, multi-player modes, and huge,
vibrant interactive areas just aching to be explored and tagged. All of this
is delivered in cool comic-book inspired graphics and set to a cutting edge
hip-hop, techno and rock soundtrack.

Time to pack your alien attack first-aid kit, because "GUNVALKYRIE" is an
immersive detailed action game that will make you feel like you stepped onto
the set of a sci-fi film. Strapped in a skin-tight mech suit with the ability
to shoot in every direction regardless of where you are facing, you'll be
blown away by how much the environment - and the hordes of aliens - can be
blown away.

 ------------
Category 30,  Topic 2
Message 2          Mon Aug 27, 2001
KGAGNE [Ken]                 at 15:30 PDT

The Highly Anticipated Game for Xbox
To Feature Music From the Latch Brothers

SAN FRANCISCO, CA - (August 27, 2001) - Sega(R) of America today announced
that it has enlisted Grand Royal's Latch Brothers production squad to create
the licensed score of original hip-hop, electronic, and rock music tracks for
the upcoming title "JSRF - JET SET RADIO FUTURE*" for the Microsoft(R) Xbox*
video game system. The Latch Brothers are also remixing worldwide hits by
Q-Tip, BS2000, and Bran Van 3000-tracks that not only match the Grand Royal
aesthetic, but also suit the nature of DJ K's pirate radio show. To round out
the soundtrack, Sega and Grand Royal are working together to license tracks
from an eclectic range of international artists, in addition to music created
by Sega's own music production studio Wave Master.

Created by highly acclaimed Smilebit Co., a member of the Sega group, "JSRF
- JET SET RADIO FUTURE" combines extreme skating, extreme action and extreme
style to create the ultimate action game. Utilizing a unique technique called
cell-shading and leveraging the power of the Xbox, this genre-defining title
delivers true next-generation graphics with visual flair.

Sega also announced the launch of JSRF.com (www.jsrf.com
<http://www.jsrf.com> <http://www.jsrf.com <http://www.jsrf.com> >) to keep
fans tuned into the latest information on the game. This in-depth site
features screenshots, contests, movies, game features, and up-to-date general
information about the "JSRF - Jet Set Radio Future" project.

 ------------
Category 30,  Topic 2
Message 3          Thu Oct 04, 2001
KGAGNE [Ken]                 at 09:25 PDT

CODEMASTERS ANNOUCES ACTION-PACKED
XBOX LINE UP FOR 2002

Publisher Unveils Three New X-Box Titles
Including a Platform Exclusive

New York, NY - October 4, 2001 - Codemasters, one of the world's leading
developers and publishers of video games, today announced its commitment to
the Xbox platform with three blockbuster titles slated for the
soon-to-be-launched console. In addition to showcasing a broad spectrum of
genres including racing, boxing and action adventure, Codemasters is set to
conquer the new platform with the Xbox exclusive of Ultimate Blade of
Darkness, the extension of the best selling PC game Blade of Darkness.
Codemasters is fully committed to the Xbox platform and plans to release all
future console tiles on the new console.

"With our Xbox titles, we will provide a level of realism significantly
higher than on any of the previous platforms. This will be accomplished
through the refinement and level of detail in our graphics work, as well as
heightened audio, physics, damage modeling and frame rates," said John
Hemingway, Codemasters' Development Director. "The power of the Xbox enables
us to achieve this, and will make for some of the richest, most exhilarating
and dynamic gaming experiences ever produced by Codemasters."

The Codemasters Xbox Line-up includes:

Ultimate Blade of Darkness - Winter 2002
Currently under development at Rebel Act studios in Madrid, Ultimate Blade of
Darkness is an epic fantasy hack and slash adventure that displays some of
the bloodiest combat scenes ever featured in gaming with visually stunning
graphics and intense combat action. Ultimate Blade of Darkness will be
released in winter of 2002.

Mike Tyson Heavyweight Boxing - April 2002
Designed to appeal to both boxing enthusiasts and video game players alike,
this action packed title will bring the heavyweight division to the Xbox in
knockout fashion with its gritty graphics and addicting gameplay. Mike Tyson
Heavyweight Boxing is set debut in April 2002.

Pro Race Driver - Q3 2002
Pro Race Driver is the next evolution of the 1999 smash-hit Touring Car
Challenge. At its core, the game remains an intense, realistic racing game,
but it will introduce an innovative new feature to the racing series - a
narrative character-based storyline. Pro Race Driver will roar onto stores
shelves in Q3 2002.

About Codemasters
Established in 1986, UK-based Codemasters, is one of Europe's best-selling
and profitable game-makers, developing and publishing titles for the console
platforms and PC, and is on-track to become one of the top 8 computer/video
game publishers in the world within four years time. Codemasters' products
first appeared on US retail shelves in 1999 and since then they have
continued to provide energetic, compelling and innovative entertainment to
gaming fans of all genres. The company's 2001 offerings included Blade of
Darkness and Operation Flashpoint, both of which met with critical acclaim
and enormous consumer praise. In keeping with the company's mission to remain
on the cusp of the gaming wave, Codemasters is developing games for online
and next generation platforms. Codemasters can be found at
www.codemasters.com

# # #
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Category 30,  Topic 2
Message 5          Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:33 PDT

                      Microsoft Xbox
                     Release Schedule
                 [Current as of 12/13/01]
                   Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Max Payne                                12/13/01
   Star Wars Obi-Wan                        12/18/01
   Batman Vengeance                         12/18/01
   Silent Hill 2: Restless Dreams           12/19/01.
   WWF Raw                                  12/26/01
   NightCaster                              12/26/01
   Blood Wake                               12/26/01
   NBA inside Drive 2002                    12/27/01
   Ultimate Fighting Championship           12/27/01
   NFL 2K2                                  01/15/02
   New Legends                              01/21/02
   NFL Blitz 2002                           01/29/02
   Genma Onimusha                           01/30/02
   Tetris Worlds                            02/04/02
   Wreckless                                02/05/02
   Transworld Snow                          02/12/02
   Blood Omen 2                             02/15/02
   Jet Set Radio Future                     02/19/02
   Ballistic                                02/26/02
   Shayde: Monsters vs. Humans              March
   NBA 2K2                                  03/05/02
   Tony Hawk's Pro Skater 3                 03/05/02
   Sega GT 2002                             03/12/02
   Race Nation                              03/15/02
   Hitman 2                                 03/15/02
   Morrowind                                03/15/02
   Project Eden                             03/19/02
   Thunderstrike Operation Phoenix          03/19/02
   Gun Valkyrie                             03/19/02
   Ghost Recon                              03/19/02
   Test Drive                               03/26/02
   Unreal Championship                      May
   House of the Dead 3                      05/15/02
   Crazy Taxi Next                          05/15/02
   ToeJam & Earl 3                          05/15/02
   Wave Rally                               06/03/02
   Commandos 2: Men of Courage              06/17/02
   Armada 2: Exodus                         October
   Shenmue 2                                October

 ------------
Category 30,  Topic 2
Message 6          Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:14 PDT

                      Microsoft Xbox
                     Release Schedule
                 [Current as of 01/28/02]
                   Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Genma Onimusha                           01/29/02
   Wreckless: The Yakuza Missions           02/05/02
   WWF Raw                                  02/12/02
   New Legends                              02/19/02
   Ultimate Fighting Championship           02/19/02
   All Star Baseball 2003                   02/26/02
   Jet Set Radio Future                     02/26/02
   Circus Maximus                           March
   NBA 2K2                                  03/05/02
   Knockout Kings 2002                      03/05/02
   Rallisport Challenge                     03/05/02
   Tony Hawk's Pro Skater 3                 03/05/02
   Spy Hunter                               03/12/02
   Pirates Legend of Black Kat              03/12/02
   Gun Valkyrie                             03/19/02
   Smashing Drive                           03/19/02
   Triple Play 2002                         03/26/02
   Legacy of Kain: Blood Omen 2             03/26/02
   NFL Blitz 2002                           03/26/02
   Bond 007: Agent Under Fire               03/26/02
   Morrowind: The Elder Scrolls III         03/26/02
   Crash Bandicoot The Wrath of Cortex      03/26/02
   Commandos 2: Men of Courage              03/29/02
   Test Drive                               04/02/02
   Burnout                                  04/09/02
   Spiderman: The Movie                     04/16/02
   World Series Baseball 2K3                04/23/02
   Buffy the Vampire Slayer                 04/23/02
   Ballistic                                04/30/02
   Gravity Games BMX                        May
   MLB Slugfest                             May
   Red Card Soccer                          May
   Shikami Castle                           May
   Hitman 2                                 05/07/02
   Legends of Wrestling                     05/14/02
   Sega GT 2002                             05/15/02
   Toxic Grind                              06/03/02
   Crazy Taxi Next                          06/17/02
   House of the Dead 3                      06/17/02
   Tetris Worlds                            July
   Turox Evolution                          08/20/02
   Chris Edwards Aggressive Inline Skating  08/20/02
   Ghost Recon                              08/26/02
   Transworld Snow                          09/02/02
   Shenmue 2                                October
   Armada 2: Exodus                         October
   Unreal Championship                      10/02/02
   Shayde: Monsters vs. Humans              10/31/02

 ------------
Category 30,  Topic 2
Message 7          Tue Mar 12, 2002
KGAGNE [Ken]                 at 23:45 PDT

Title       : STAR WARS: OBI-WAN
Platform    : Microsoft Xbox
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 5.5
Review by   : Jeremy Pallant

A long, long time ago (1995), I played a game out of the LucasArts stable
called Star Wars: Dark Forces. In terms of technical merit it was superior to
Doom, the other major first person shooter that was around then. Unlike Doom,
Dark Forces was fully polygonal and used a genuine 3D engine. The gameplay was
far more atmospheric, with excellent environmental effects and music that
changed to match the situation. You could always tell when a fight with storm
troopers was imminent because the tempo of the score would pick up. In short,
Dark Forces was an extremely good game - a credit to LucasArts.

What a shame, then, that Star Wars: Obi-Wan is so mediocre. If there were
awards given out for mediocrity, this game would sweep the boards. It's not so
much that the game is bad, it is simply, well, mediocre. It needn't have been.
It could have been a good game had more effort been put into it, but it seems
to me the idea was to quickly churn out a Star Wars game for a new console,
any avariciously rake in the proceeds from a plethora of the genre's fans.

In the Star Wars timeline, this game takes place in the weeks before the Trade
Federation invasion of Naboo. Obi-Wan, the Jedi from The Phantom Menace who
slashed Darth Maul in half at the end, uncovers a plot on the planet Coruscant
that takes him, via fifteen levels of rather boring action, from the depths of
that planet's underworld to the planet Obredaan, the home of the mysterious
Jin'ha.

So much for the plot; here's how the game plays. Walk around, whack, walk
around, slash, walk around, jump a bit, walk around, hit someone over the head
until they stop being a minor irritation. Repeat. Does that sound less than
inspired? Well, it is. I have nothing against hack and slash games. I loved
the PSX version of Diablo, and Record of Lodoss War on the Dreamcast. However
they were more worthwhile games, and even now I would recommend either one to
fans of hack and slash adventures.

Somehow though, LucasArts managed to take a simple concept and rob it of all
the fun.

Spoilsports.

One of the fun aspects of the afore mentioned two games is the interaction
with other characters, and character development, both of which are entirely
lacking in Star Wars: Obi-Wan. The Jedi may be addressed during a mission, but
there is no interaction per se. Your character's development is purely down to
you learning the confusing controls and maneuvering the increasingly difficult
arena combat, upon which progression through the game is dependent, as
missions are unlocked upon the defeat of your opponent. Not such a bad idea I
suppose (he grudgingly admitted), but I'd prefer to see your skills improved
through careful plot development.

The game's high point is the lightsaber and its control. You use the right
hand joystick to cut and slash in various directions, and defend yourself
against laser bolts. If your timing is right, you can deflect incoming energy
fire back against the enemy firing at you. It works well, but the lightsaber
has been emasculated. Remember how, in the movies, a lightsaber could cut
through almost anything? Not anymore. A good solid strike against a skeletally
thin android should result in its falling to the ground in two parts. Nope.
Not here.

In the interest of maintaining a bloodless game, I can understand why slashing
an enemy to death might not result in a pile of disarticulated limbs, but
against non-living targets, would it have been so unreasonable to lop off an
occasional limb or head? Or how about railings and walls? Incorporating them
into the plot so that the take-to-bits abilities of the lightsaber could have
been showcased would have been an effective move.

Now I grant you, hacking at a wall with your saber will leave gashes evident,
but stand in front of a small rock and try to cut it in two and the rock will
suddenly become immune to your weapon.

The rest of the controls I found to be awkward, and definitely non-intuitive.
I had to spend time studying the manual and running through the tutorial to
gain even minimal proficiency. I've had practice dealing with complex
controls: G-Police on the PSX was criticized for its controls, but I never had
a problem. I was offended when G-Police 2 dumbed them down. I recently read
criticism of the PlayStation 2's excellent title Thunder Strike: Operation
Phoenix that centered on the controls, and I can honestly say I just didn't
understand it. So I find it odd that I have such trouble with the controls of
Obi-Wan.

I grant you, it could be the Xbox controller itself. I do find those oval,
shiny and slippery buttons counter-intuitive, and generally not really feeling
like buttons at all. However I've gotten sufficiently accustomed to them
enough to finish Halo and Max Payne, the latter twice, so I must conclude that
the fault lies with Obi-Wan.

Musically, the game is what we have come to expect from LucasArts. John
Williams' excellent score is evident, and the lightsaber sounds nicely
authentic. The introduction is classic Star Wars. Except for that, I must
confess that the sound effects do no more than a pedestrian job of creating
your environment. Not bad, not good, just, well, mediocre. Uninspired.

Graphically speaking, the game is less than inspiring as well. Like the
gameplay the graphics are definitely lackluster. The character and
environmental graphics are mediocre, looking as if only the most cursory
attention was paid to them. The Dreamcast could have done better. What am I
saying? The Dreamcast did do better. Record of Lodoss War looked better than
Obi-Wan. The early Dreamcast release Slave Zero looked better than Obi-Wan.
This is particularly evident during the in-game cut scenes that use the game
engine. Those of the former game look far, far better than those of the
latter.

It cannot be said that the game highlights the Xbox's capabilities, though
slowdown is not a problem. Coming to a complete halt for no apparent reason is
a problem, but not slowdown. You're either viewing the graphics at a nice
constant frame-rate, or all action on the screen has totally frozen for around
a second, until normal service is resumed. This is rare, but you will almost
certainly experience it.

Having said that, I did like the menu system. Mind you, loading takes an age.
For some reason, both Max Payne and Star Wars: Obi-Wan feature surprising
loading times on occasion. Even Halo isn't immune. Thus far, when it comes to
the length of time required to get a level from a disk, the PlayStation 2 and
especially the GameCube impress me more than the Xbox, though in fairness the
latter two consoles are relatively new, with a limited number of titles, so a
more precise picture may yet develop.

It should come as no surprise that I cannot recommend this game to anyone but
a fervent Star Wars fan who cannot conceive of anything but excellence from
the franchise. It you absolutely must try the game, you would be well advised
to rent it first.
_________________________________________________________________

This article is copyright (c) 2002 by Jeremy Pallant . All rights
reserved. Not to be distributed without permission.

Original Publication: Gamebits, 13-Mar-02

Other reviews, FAQs, etc. by Jeremy Pallant can be found at
http://www.gamebits.net

Email: jpallant@gamebits.net

 ------------
Category 30,  Topic 2
Message 8          Wed Mar 13, 2002
SYNDICOMM [Sheppy]           at 18:06 PDT

That was an excellent review.  Very informative and entertaining.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Message 9          Sat Mar 16, 2002
KGAGNE [Ken]                 at 01:19 PDT

                      Microsoft Xbox
                     Release Schedule
                 [Current as of 03/13/02]
                   Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Gun Valkyrie                             03/19/02
   NFL Blitz 2002                           03/19/02
   Triple Play 2002                         03/19/02
   Bond 007: Agent Under Fire               03/26/02
   Pirates Legend of Black Kat              03/26/02
   Legacy of Kain: Blood Omen 2             03/26/02
   Crash Bandicoot The Wrath of Cortex      03/26/02
   Spider-Man: The Movie                    04/16/02
   FIFA World Cup 2002                      04/23/02
   Elder Scrolls III: Morrowind             04/29/02
   Burnout                                  04/30/02
   Test Drive                               04/30/02
   Moto GP                                  05/06/02
   Sega GT 2002                             05/14/02
   World Series Baseball 2K3                05/14/02
   Smashing Drive                           05/14/02
   Outlaw Golf                              05/14/02
   Red Card Soccer                          05/21/02
   Hunter                                   05/28/02
   Commandos 2: Men of Courage              05/28/02
   Ballistic                                05/28/02
   Reign of Fire                            06/03/02
   Chase                                    06/03/02
   Antz Racing                              06/11/02
   Gravity Games BMX                        06/18/02
   Buffy the Vampire Slayer                 06/25/02
   MLB Slugfest                             06/25/02
   Terminator: Dawn of Fate                 06/25/02
   Mat Hoffman's Pro BMX 2                  06/25/02
   Tetris Worlds                            July
   Tetris Worlds                            July
   Toxic Grind                              July
   Bruce Lee                                07/02/02
   Rayman Arena                             07/30/02
   Street Hoops                             August
   Kelly Slater's Pro Surfer                August
   Turok Evolution                          08/20/02
   Aggressive Inline                        08/20/02
   Ghost Recon                              08/26/02
   Crazy Taxi 3                             08/27/02
   Mace Griffin Bounty Hunter               09/02/02
   X-Men Next Dimension                     09/02/02
   Transworld Snow                          09/02/02
   Rally Race of Champions                  09/02/02
   Dino Crisis 3                            09/03/02
   The Thing                                09/10/02
   Hitman 2                                 09/16/02
   Shenmue 2                                October
   Armada 2: Exodus                         October
   Unreal Championship                      10/08/02
   Ghostmaster                              10/08/02
   House of the Dead 3                      10/15/02
   Fuel                                     10/15/02
   Shayde: Monsters vs. Humans              10/31/02
   Lost, The                                10/31/02
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Message 10         Wed Jul 10, 2002
KGAGNE [Ken]                 at 13:33 PDT

                      Microsoft Xbox
                     Release Schedule
                 [Current as of 07/05/02]
                   Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Gravity Games Bike                       07/15/02
   Mike Tyson Heavyweight Boxing            07/16/02
   NCAA Football 2003                       07/22/02
   Crazy Taxi 3 High Roller                 07/23/02
   Barbarian                                07/23/02
   Enclave                                  07/30/02
   Gun Metal                                07/30/02
   Totaled!                                 07/30/02
   Metal Dungeon                            08/02/02
   NCAA College Football 2K3                08/06/02
   Buffy the Vampire Slayer                 08/06/02
   Aggressive Inline                        08/06/02
   NFL Blitz 2003                           08/12/02
   Mat Hoffman's Pro BMX 2                  08/13/02
   Street Hoops: King of the Courts         08/13/02
   Madden NFL 2003                          08/13/02
   NFL 2K3                                  08/20/02
   Dead to Rights                           08/20/02
   MLB Slugfest                             08/26/02
   Antz Extreme Racing                      08/27/02
   Prisoner of War                          08/27/02
   Commandos 2: Men of Courage              08/27/02
   Turok Evolution                          08/30/02
   Top Angler                               09/02/02
   Operation Flashpoint                     09/02/02
   Blade II                                 09/03/02
   Robocop                                  09/03/02
   Sega GT 2002                             09/03/02
   NFL Fever 2003                           09/05/02
   Toxic Grind                              09/09/02
   Conflict: Desert Storm                   09/09/02
   Thing, The                               09/10/02
   Quantum Redshift                         09/10/02
   NHL Hitz 2003                            09/16/02
   Myst III: Exile                          09/17/02
   Kelly Slater's Pro Surfer                09/17/02
   NHL 2003                                 09/17/02
   Hitman 2                                 09/17/02
   Soccer Slam                              09/17/02
   Mortal Kombat Deadly Alliance            09/23/02
   NASCAR Thunder 2003                      09/23/02
   Robotech: Battlecry                      09/23/02
   Robotech: Battlecry Collectors Edition   09/23/02
   Need for Speed: Hot Pursuit 2            09/23/02
   Blinx Time Sweeper                       09/24/02
   Terminator: Dawn of Fate                 09/24/02
   Pro Race Driver                          09/24/02
   Time Splitters 2                         09/24/02
   Lotus Challenge                          09/24/02
   Taz Wanted                               09/24/02
   Loons: Fight for Fame                    09/24/02
   Hollywood Stunts                         09/24/02
   Lord of the Rings: Fellowship            09/24/02
   Dynasty Warriors 3                       09/30/02
   Freaky Flyers                            October
   Brute Force                              October
   Dead or Alive Xtreme Beach Volleyball    October
   Total Immersion Racing                   October
   Mace Griffin Bounty Hunter               10/02/02
   Colin McRae Rally 3                      10/02/02
   Whacked!                                 10/09/02
   Rally Fusion: Race of Champions          10/15/02
   Fuel                                     10/15/02
   BloodRayne                               10/15/02
   Transworld Snow                          10/15/02
   Mercedez Benz World Racing               10/15/02
   Konami's Moto-X                          10/15/02
   NBA Starting Five                        10/15/02
   Grand Prix 4                             10/15/02
   Legends of Wrestling 2                   10/15/02
   Nickelodeon Party Blast                  10/15/02
   Museum                                   10/15/02
   Pac Man World 2                          10/15/02
   Vexx                                     10/17/02
   Kung Fu Chaos                            10/22/02
   Crimson Skies: High Road to Revenge      10/22/02
   Medal of Honor Front Line                10/22/02
   X-Men Next Dimension                     10/22/02
   House of the Dead III                    10/22/02
   ToeJam & Earl III: All Funked Up         10/22/02
   NBA 2K3                                  10/22/02
   Shenmue 2                                10/29/02
   Midtown Madness 3                        10/29/02
   NBA Live 2003                            10/29/02
   NHL 2K3                                  10/29/02
   Jane's Attack Squadron                   10/29/02
   FIFA 2003                                10/29/02
   Tom Clancy's Ghost Recon                 10/29/02
   Shayde: Monsters vs Humans               10/31/02
   Unreal Championship                      10/31/02
   Defender                                 November
   Rayman 3: Hoodlum Havoc                  November
   Minority Report                          November
   Fireblade                                November
   Fatal Frame                              November
   Dr. Muto                                 November
   Lost, The                                November
   Unseen, The                              11/04/02
   Sniper                                   11/04/02
   Pool                                     11/04/02
   Batman: Dark Tomorrow                    11/05/02
   Katuto Chojin                            11/05/02
   Tiger Woods PGA Tour 2003                11/05/02
   Harry Poter and the Chamber of Secrets   11/05/02
   Monopoly Party                           11/05/02
   Superman: The Man of Steel               11/05/02
   Zapper                                   11/05/02
   Gothic                                   11/05/02
   Micromachines                            11/05/02
   Tony Hawk's Pro Skater 4                 11/05/02
   MX SuperFly                              11/11/02
   Mech Assault                             11/12/02
   Sneakers                                 11/12/02
   Frogger Classic                          11/12/02
   Suikoden III                             11/12/02
   Bond 007: Nightfire                      11/12/02
   Evolution Snowcross                      11/12/02
   Malice                                   11/12/02
   Metal Gear Solid 2 Substance             11/12/02
   Mission Impossible 2                     11/12/02
   Tom Clancy's Rainbow Six Splint          11/12/02
   Marvel vs. Capcom 2                      11/12/02
   Falcone: Into the Maelstrom              11/15/02
   Tom Clancy's Rainbow Six Raven           11/18/02
   Reign of Fire                            11/18/02
   Risk                                     11/19/02
   Panzer Dragoon Orta                      11/19/02
   Chessmaster                              11/19/02
   Star Wars Jedi Knight II: Jedi Outcast   11/19/02
   Star Wars: Knights of the Old Republic   11/19/02
   Shrek: Super Party                       11/19/02
   Steel Batallion Bundle                   11/19/02
   Dragon's Lair 3D                         11/21/02
   Dave Mirra BMX XXX                       11/26/02
   NBA Inside Drive 2003                    12/02/02
   Stake                                    12/02/02
   Crimson Sea                              12/03/02
   Rayman Arena                             12/10/02
   Indiana Jones and the Emperor's Tomb     12/16/02
   NCAA College Basketball 2K3              12/17/02
   Armada 2: Star Command                   01/02/03
   Dronez                                   01/02/03
   Battle Engine Aquila                     01/21/03
   XIII                                     02/03/03
   Dino Crisis 3                            02/03/03
   Dungeons & Dragons: Heroes               02/04/03
   Fighter X                                03/03/03
   Haven: Call of the King                  03/03/03
   Sergeant Cruise                          03/03/03
   Top Gun                                  03/03/03
   NBA Ballers                              03/03/03
   Ninja Gaiden                             03/03/03
   Gladius                                  03/03/03
   Shaun Murray's Pro Wakeboarder           03/04/03
   Mafia                                    03/11/03
   Lamborghini                              03/18/02
   Fuzion Frenzy 2                          10/02/03
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Message 11         Tue Jul 16, 2002
KGAGNE [Ken]                 at 08:37 PDT

Dean Takahashi reports on Microsoft's recent, failed attempt to purchase a
controlling stake in software giant Sega:

http://www.redherring.com/insider/2002/0716/sega071602.html

 ------------
Category 30,  Topic 2
Message 12         Tue Jul 16, 2002
KGAGNE [Ken]                 at 14:04 PDT

Title       : BRUCE LEE: QUEST OF THE DRAGON
Platform    : Microsoft Xbox
Publisher   : Universal Interactive
ESRB Rating : Teen
Game Rating : 4.3
Review by   : Ken Gagne

I've longtime been a fan of Jackie Chan and, more recently, Jet Li - martial
artists who use their powers for good, albeit on the silver screen. He who
started it all is no longer with us, but those who remember Bruce Lee will
find his memory dishonored by Universal Interactive's Xbox game, Bruce Lee:
Quest of the Dragon.

Featuring players as Bruce Lee, this 3D beat-em-up is in the style of Double
Dragon or Final Fight. The hero runs through temples, jungles, and streets,
occasionally encountering swarms of ninja and other assailable foes. At this
point he punches, kicks, and jumps his way through these lifelike mannequins.
Gold he collects can be used between levels to increase his repertoire of
maneuvers.

This gameplay features little variety. Though the combat rounds can come with
different stipulations - timed brawls, nunchaku fights, and more - each
battle is essentially the same. There's no non-combative action that requires
well-timed jumps, or puzzles in which Bruce must collect keys.

Since fighting is the game's main attraction, it's important to learn how to
do it well. Unfortunately, the training mode is dysfunctional; despite the
presence of a sensei, there are no lessons to master or techniques to
perfect. Many facets of the actual gameplay, from using dragon power to
purchasing new ranks, are described only in the manual, and even then not
fully. What the manual does detail are eight pages of attack moves - but when
it comes right down to it, players will find themselves mashing buttons to
execute moves quickly enough to mow down the neverending waves of enemies.

Control can often be an issue. Since this game is 3D, one might expect
"down" to move Bruce toward the screen, but instead he'll duck. It's actually
a sensible setup, but requires practice. More troublesome is locking onto an
enemy and attacking it, as unlike most movies, these villains don't take
turns in pummelling the protagonist. Powerful moves can knock several
opponents flat, but generally Bruce will find himself overwhelmed, with too
many enemies and not enough continues to see his way through them all.

These enemies are generic palette-swapped clones of each other, and lack the
articulated 3D model of Lee himself. The slow motion that occurs at the end
of each battle is stunted and anything but dramatic. Constant loading times
are minuscule yet noticeable, reminiscent of the graphical slowdown of older
systems. Bruce's alto squeals are annoying; sadly, their authenticity puts
them at the top of the game's very bad voice acting, which ranges from
inappropriately unaccented to clipped, cheesy accents.

Bruce Lee may be a master of martial arts styles, but not the beat-em-up
gameplay style. This genre is decades old, and the presence of the Dragon
Master is insufficient garnishing. Poor control, boring gameplay, too
difficult... too many missed punches.
_________________________________________________________________
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Namco's "Dead to Rights" comes out for Xbox on Aug 20, and for PS2 and
GameCube in November.  The E3 demo was unimpressive, but all the magazines are
raving about it.

My copy came in the mail this week, so I'll have a review up shortly, I hope.

-Ken
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Title       : STAR WARS JEDI STARFIGHTER
Platform    : Microsoft Xbox, PlayStation 2
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 8.8
Review by   : Robert Boyd

Star Wars Jedi Starfighter is a Microsoft Xbox game from LucasArts, and is
not to be confused with its similarly-named predecessor, Star Wars
Starfighter. This game's name comes from the ship that one of the two main
characters employs. The slight titular variance hasn't made this game
especially original, but it's fun nonetheless.

In Jedi Starfighter, the player gets the opportunity of flying an advanced
starfighter in over 20 arcade-style missions. The player's perspective is
locked into cockpit view, which is great if you're aiming, but less effective
if you're trying to avoid enemy fire. The game features two main characters:
Adi Gallia (a female Jedi) and Nym (who was also in the original Starfighter
game); which character you control is pre-set by the level. The game has a
few connections to the Star Wars movies (particularly Episode II), but
knowledge of the movies isn't required to understand the game's plot. The
game missions feature a wide variety of enemies and objectives and take place
both in space and above planetary surfaces. All the game's regular levels can
also be played in a very fun two-player split-screen mode; this mode also
allows the control of characters and ships other than Adi's Jedi Starfighter
and Nym's Havoc.

The Jedi Starfighter can employ the Force (aka. magic) in various special
moves. Apparently, LucasArts has forgotten the instruction given by Yoda and
Obi-Wan that only the dark side of the Force uses its powers in a direct
offensive manner since in Jedi Starfighter, there is no prohibition against
using the Force to destroy enemy ships. The Jedi Starfighter has several
different special abilities including my personal favorite, Force Reflex,
which slows time. Of course, this isn't all that different from the special
moves of more conventional spaceships and the same could be said of this
game; Star Wars Jedi Starfighter isn't an especially original game, but it's
fun nevertheless.

Jedi Starfighter features fairly good visuals. Enemy ships are a little plain
when viewed from close up but explosions, lighting, and other special effects
are all done quite nicely. Not surprisingly, the music and sound effects are
as good as one would expect from a Star Wars game (which is very good). The
game controls well and puts almost every button and pad on the Xbox's massive
controller to good use. Whether you're telling a wingman to attack an enemy
ship or using the sniper zoom feature, the game controls are responsive and
easy to use. The game is not without flaws however. The story that explains
the action is weak, and the occasional movie sequences are disappointing
(especially considering how good the Star Wars movies have always looked).

The level designs in Jedi Starfighter are excellent. Each mission has a
number of essential and optional objectives and features plenty of
adrenaline-pumping action. For example, one mission has the player protecting
a city from a rain of bombs while simultaneously trying to take out enemy
ships. Another level has the player defending a small group of commandos from
enemy ships, tanks, and droids while the commandos break into a base's
security system. Usually the player has to juggle offensive and defensive
tasks, which adds a bit of strategy to the action. By completing certain
optional goals, the player can unlock several hidden levels, ships, and other
features that lend much to the game's replay value.

The game starts rather slowly (I recommend skipping the long and boring five
part training session), but quickly picks up speed. Jedi Starfighter isn't
all that different from other space shooter games, but it's easy to see
LucasArts' expertise in this genre. Jedi Starfighter is a fun game and comes
recommended to all fans of action packed space-shooting games.
_________________________________________________________________
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Title       : CRAZY TAXI 3: HIGH ROLLER
Platform    : Microsoft Xbox
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 8.3
Review by   : Ken Gagne

Racing games abound, and surprisingly few have a gimmick to make them stand
out. Sega, innovator of genres for decades now, created the Crazy Taxi arcade
game in response to that lack of creativity, yet exhibits some of that same
staleness in Crazy Taxi 3: High Roller, for the Microsoft Xbox.

Crazy Taxi grants players a license to insanity behind the wheel of a yellow
cab, ferrying patrons from one point to another. The quicker the trip, the
higher the fare, so forsake the rules of the road and do what it takes to
satisfy your customer!

CT3 provides more of the fun found in its predecessors. The innovations of
CT2 are preserved, including the Crazy Hop (a jump button) and the ability to
carry multiple passengers simultaneously. A level from each of the first two
Crazy Taxis is joined by an all-new one, Glitter Oasis. This cityscape is
based on Las Vegas, according CT3 its subtitle. Depicted at night, it
shimmers and scintillates in the headlights of taxis and oncoming traffic,
lights on the strip, and moonlight on a grand canyon. The layout has few
situations that call for the Crazy Hop, which is fine by me; I've found the
ability to launch one's vehicle into the air creates an uncomfortable number
of exploratory possibilities, and separates the gameplay too much from actual
taxiing.

One of the best features of the Crazy Taxi line is the training mode, which
doubles as a series of mini-games. CT3's "Crazy X" comprises 25 games,
challenging players to climb towers, leap chasms, and knock over bowling
pins. These games are as fun as they are demanding.

Regardless of the game mode, players' vehicles are equipped with a variety of
special maneuvers, easily executed with proper timing of the drive and
reverse gears and gas and brake buttons. The Xbox controller's triggers
simulate the experience of the original Crazy Taxi, but the Sega Dreamcast
controller was never this uncomfortable. The inability to configure the
position of the Crazy Hop button can create some very awkward moments.
Steering itself is less dodgy in CT3 than previous Crazy Taxi incarnations,
making the weaving in and out of traffic more pleasure than pain.

In transitioning from the Dreamcast to the Xbox, a noticeable improvement in
graphic quality has occurred. Landscapes are now more detailed, eliminating
previously flat, uniform colors. Special effects make it easier to tell when
a Crazy maneuver has been successfully performed.

Like the levels, the soundtrack is a mix of new and old. Familiar tunes from
music groups Offspring and Bad Religion complement new ones from Citizen
Bird. These songs are likely to be well-known among even non-gamers,
increasing the joy of racing to them.

With more levels, drivers, and songs, Crazy Taxi 3 is a more polished
rendition of Crazy Taxi 2. The gameplay has not changed since that title,
leaving this sequel to satisfy gamers looking for a Crazy Taxi improvement
with little new material.
_________________________________________________________________
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Title       : DEAD TO RIGHTS
Platform    : Microsoft Xbox
Publisher   : Namco
ESRB Rating : Mature
Game Rating : 7.2
Review by   : Ken Gagne

Murdering slum lords. Dancing with strippers. Emptying gun clips into
disarmed thugs. Blowing things up.

It's a dirty job, but gamers have to do it in Dead to Rights, Namco's
Microsoft Xbox game. (Nintendo GameCube and Sony PlayStation 2 versions are
scheduled for release this November.)

When police officer Jack Slate's father is a crime scene victim, Jack takes
it on himself to find - and punish - whoever's responsible. Unfortunately for
him (but fortunately for action-loving gamers), it seems half the population
of Grant City is responsible. Players control Slate on his quest for
vengeance in this 3D, level-based action game.

Emphasis on the "action": Dead to Rights warrants its mature rating. The
gritty city Slate inhabits overflows with ruffians waiting to be killed, and
Jack is more than willing to oblige. After disarming one to use as a body
shield, our "hero" thinks nothing of capping his unarmed hostage in the head
when his usefulness is through. Though he may not be corrupt, Jack Slate is
still one bad cop. Even his lupine sidekick, Shadow, doesn't hesitate to rip
out the throat of a threatening thug.

Slate has an impressive arsenal of moves by which to execute his enemies.
When unarmed, combinations of punches and kicks will subdue enemies, while
the tap of a button can also disarm them in Matrix-style slow motion as the
player controls the camera angle. Once armed, Slate can automatically target
enemies, switching between them with the right analog stick, though this
maneuver does not necessarily consider every visible enemy for eligibility.

One trick worth mastering is the dive, which, based on Slate's adrenaline
levels, can kick the game into slow-motion. As Jack flies through the air in
this heightened state, he can quickly target and eliminate any nearby foes.
It's a difficult move to know when to use, and to use well. Strangely, the
dive does not double as a jump, granting players no maneuverability to get
Slate over railings, trash cans, or car hoods.

Other background features, such as doors, prove not so passive when guards
suddenly swarm out. When this surprise happens in an area players thought
cleared, it can be incredibly frustrating to suddenly feel a round of shot in
your back. When not dodging bullets, it's best to move slowly, as you'll
never know when a shotgun-toting freak might suddenly turn the corner.

Fortunately, each level is further divided into either rooms or waves of
enemies; after clearing one, a fatal mistake on Jack's part will return him
to the beginning of that section, not the entire level. Players can save
their progress at anytime, but resuming saved data will pitch Jack to the
level's start point.

The voice acting varies in quality, with Slate sounding like he's making an
honest effort to be a hard-edged cop, while a crime boss is more akin to
Snagglepuss. The music is similarly non-spectacular. The dingy settings of a
strip club are accompanied by equally cheap tunes, but break out of this
environment and the music doesn't improve greatly.

The graphics do a fine job of depicting the action, but the models themselves
don't earn any accolades. Many settings are dark and gloomy, which fit with
the game's atmosphere but aren't very attractive. The characters are
cookie-cutter and don't even bother mouthing the words they speak.

Dead to Rights' slow-motion techniques, previously seen in computer games
such as Max Payne, add an edge to this 3D shooting game, but it still boils
down to an only average game that leans too much on its mature atmosphere. A
bit less violence and a bit more strategy, and this game could be Syphon
Filter. As is, it bears little of that game's appeal, leaving it dead in the
water.
_________________________________________________________________
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Has anyone heard about Steel Battalion?  Capcom is publishing this mech game
that features an extensive controller intended to simulate actually being in
the cockpit of a mech.  It has 40+ buttons and comes with the game.

The price for this bundle?  Only $250 - more than the Xbox itself.

-Ken
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Title       : PRISONER OF WAR
Platform    : Microsoft Xbox
Publisher   : Codemasters
ESRB Rating : Teen
Game Rating : 7.5
Review by   : Ken Gagne

Long-time readers of this column will know how highly I value successful
execution of innovation. It wasn't until the recent Super Mario Sunshine that
I realized how long it'd been since I'd played a non-violent game.

Few stages in our world's history are as violent as World War II, and though
the Medal of Honor series of games deserves accolades, it's still a
first-person shooting game. So I was intrigued to hear of Codemasters'
Prisoner of War wartime adventure for the Microsoft Xbox. The innovation? No
weapons.

A cross between Metal Gear Solid's stealth aspects and the old Nintendo game
Rescue: The Embassy Mission, Prisoner of War drops players into a German camp
in the midst of WWII. Stripped of all possessions and under close scrutiny,
players must guide to freedom Captain Lewis Stone - who, in personality and
looks, is a cross between Bruce Campbell and Pitfall Harry.

To have proper expectations of this game, realize there is a difference
between prisoner of war camps and the more dramatized concentration camps.
Regardless, I'm challenged to believe an actual POW camp allowed its
prisoners this much freedom, to retain their fine clothing, and that every
guard had a smile on his face.

They won't be smiling if they find Stone outside his province, though. Guards
keep a close eye on their charges during the day, requiring that they attend
meals and roll calls; Stone will get much of his exploration done at night,
when boot polish will blend his face in with the surroundings. As with
Shenmue II, a "timeskip" feature allows players to instantly move to any time
of the day, though wasted hours count against one's final score. Regardless
of the time, there's something incredibly nerve-wracking about sneaking
around forbidden areas in a German camp.

It'd be an even tenser situation if the guards shot to kill, but they always
give Stone the benefit of the doubt - placing him in the cooler or, in the
worst case, the infirmary. Players must bribe a guard to have their
belongings returned, but otherwise there is little danger or drama to the
actual act of being caught.

Despite all the items with which Stone improvises, there is little player
initiative. Each of the game's chapters is divided into tasks, such as
reaching a specific building in the compound and acquiring an item. The steps
necessary to make a safe trip are usually specific and must be executed to
achieve success. Other prisoners will often outline the exact routine Stone
must follow, from evading an enemy patrol to which key to find and use where.

The graphics maintain some fine effects. Dreary days splatter raindrops onto
the screen, not really obscuring one's vision but making the weather seem all
the more present. The details of Stone's fellow inmates are difficult to
discern, though. When there are a dozen people milling about the exercise
yard and barracks, and players are seeking a specific one, there'll be much
interrogation. This part of the game is similar to Escape from Monkey Island,
and though Stone is flippant and cocky, it is without the humor. Despite the
variety of people he'll meet in camps, they become little more than talking
heads when encountered.

With only so many routes players can take to escape, and with predefined
outcomes, Prisoner of War is little more than a series of exercises. They can
be fun and challenging, but you're still just going through the motions. It's
a game that's unlikely to hold you captive.
_________________________________________________________________
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Title       : BLINX: THE TIME SWEEPER
Platform    : Microsoft Xbox
Publisher   : Microsoft
ESRB Rating : Everyone
Game Rating : 8.4
Review by   : Ken Gagne

Sega's Virtua Fighter earned a place in the Smithsonian for being the first
3-D video game. While Microsoft's Blinx is unlikely to follow suit, it is an
innovative platform game that gives Xbox gamers pause.

Blinx is advertised as a 4-D game in which players are given access to the
fourth dimension of time. By gathering at least three identical jewels
(collecting a variety will produce an invalid combination), Blinx gains the
ability to fast forward, rewind, and pause, among other commands. In reality,
many of Blinx's abilities are staples of many action games, but collecting
them all into one repertoire makes this game unique.

If temporal mechanics gives you headaches, fear not: Blinx's time controls
are easy to learn after a few mistimed attempts. The Pause button halts all
action, but won't let Blinx hit any enemy more than once. Rewind briefly
restores broken architecture to its whole state, while Record creates a
duplicate of Blinx that allows him to be in two places at once.

Whatever the time, players are challenged to use Blinx's vacuum to clean up
each stage. Holding down the 'R' trigger collects nearby pieces of trash,
while tapping the button shoots garbage at enemies. Each stage must be
cleared of its dozen or so enemies within ten minutes in order to progress.
Gold can be collected and spent on hardware upgrades with which Blinx can
suck larger pieces of trash, opening new paths in old levels. The various
vacuums do not apparently improve the targeting system, though. His apparatus
does not always take aim at the intended target, especially when the enemy is
airborne - causing projectiles to land haphazardly, sometimes endangering
Blinx's welfare.

The short nature of the levels, though, as well as their increasing
complexity, hidden treasures, and score cards, prompt frequent replaying,
even if there is some frustration which detracts from that factor.

Just as most levels are either fun or frustrating, the bosses are also a
mixed bag. They either demand creative use of Blinx's time controls, or are
generic monsters that must simply be avoided until they expose a weak spot
and players can fire a shot. Either situation is challenging, but the latter
fails to take advantage of Blinx's gimmick.

On all stages, the camera is regularly active, and though manual control is
as necessary here as it is in Super Mario Sunshine, tight quarters can cause
players to see Blinx but none of his surroundings. When the stage is visible,
players are treated to a diverse landscape of ruins, caves, and sewers. The
layouts are easy enough to navigate, yet cleverly conceal secrets from those
gamers in a rush. The music is fairly common and could become annoying after
awhile, except it changes with each of the short-lived stages, keeping things
moving.

Blinx falls victim to some of the glitches common in 3D platform games, but
the manipulation of the fourth dimension gives the genre a new perspective.
You won't be swept away, but it's a fun time nonetheless.
_________________________________________________________________
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Title       : SHENMUE II
Platform    : Microsoft Xbox
Publisher   : Microsoft Game Studios
ESRB Rating : Teen
Game Rating : 8.6
Review by   : Ken Gagne

"Hello. My name is Ryo Hazuki. You killed my father. Prepare to die!"

Such vengeance is the goal of Sega's Shenmue II, a Microsoft Xbox game that
continues the saga begun two years ago on the Sega Dreamcast.

Ryo, a sullen and laconic young man, left Japan at the end of Shenmue,
searching for the man who murdered his father and stole an ancient artifact.
The sequel begins upon Ryo's arrival in Hong Kong with little more than a
letter of introduction to a master who can aide him in his quest. Gamers new
to Ryo's sojourn can view a 15-minute movie encapsulating the key moments in
his previous adventure. Additionally, Shenmue II includes a DVD-Video of
"Shenmue: The Movie", which expands the cinematic sequences and gameplay of
Shenmue into a 90-minute affair. Yes, it seems silly to watch movie footage
taken entirely from a video game, but it's a novel and entertaining way to
capture the first game's story.

When you're ready to begin the sequel, you'll find this 3D adventure series
is heavy on exploration. Many people were turned off by the original
Shenmue's slow and realistic approach to storytelling: accustomed to more
fantastic fare, players would spend hours opening every dresser and knocking
on every door, only to find clean underwear and no one home. The sequel keeps
Ryo busier, but it's no more exciting. Players soon learn they must find a
part-time job to earn money with which to pay their rent, buy maps, and offer
bribes. Moving crates at the pier is far from the most grabbing opening to a
video game I've encountered.

Fortunately, the mundanity of his chores does not descend into such
trivialities as eating and washing. When Ryo's goal is stymied by the time of
day, he may advance the clock to a more accommodating time. Sometimes he
can't do so - forcing players to find odd things to kill time until a new day
dawns.

It's not always, or even often, drudgery, though. Ryo spends much of his time
talking to Hong Kong's citizens, discerning his next course of action, but
there's plenty of action, too. When violence is the solution, Ryo can execute
a variety of Virtua Fighter-style kung fu moves. There are Quick Timer Events
(QTE), which require he respond quickly to on-screen displays, similar to
Dragon's Lair. Shenmue II is also well-adorned with mini-games, including
arcade classics Space Harrier and Out-Run.

The foreign setting also has its quirks. A stranger in a strange land, Ryo
arrives in Hong Kong with no home and no friends. The sizable cast of
characters present in his previous adventure is not so readily available
here, but the lack of familiar faces also presents more opportunities for
surprises.

Shenmue's controls are a mix of Resident Evil and Zelda. Movement is relative
to Ryo, where Right turns him clockwise and Up moves him forward. Ryo has
some difficulty maneuvering in tight quarters, which is an annoyance and not
an impediment to actual gameplay. For interacting with his environment, the
contextual functions of the Xbox's four main buttons are visually mapped on
the screen. A button which normally displays Ryo's notebook will instead open
a door if he's near a building. This system is comprehensible and efficient,
unless players want to use a function not available in the current setting
(such as opening the notebook instead of a door).

Each of Hong Kong's many citizens can be interacted with verbally, comprising
hours of voice acting. This dialogue varies wildly in quality, though, and is
often stilted or overacted. Graphically, the people Ryo encounters still have
the tendency to coalesce from and evaporate into thin air, ruining the sense
of the realism as Ryo walks through a bustling Hong Kong marketplace. But as
his own journey continues, so does the suns' across the sky, casting
different hues and shadows upon the ground.  As an added bonus, players may
take snapshots at anytime, creating a personal album of important places,
people, and experiences.

Shenmue II is engrossing, but also at times plodding. Ryo's quest is as much
hard work as it is conflict and intrigue. At the end of this full-course
meal, encompassing a variety of lukewarm and hot dishes, lies a cold dish:
revenge.
_________________________________________________________________
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Look for this 2003 calendar based on "Dead or Alive Xtreme Beach Volleyball"
at a store near you:

http://www.amazon.com/exec/obidos/ASIN/0761540679/qid=1039564845/sr=11-1/ref=sr
_11_1/103-3602954-1978214

-Ken
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Title       : LORD OF THE RINGS: THE TWO TOWERS
Platform    : Microsoft Xbox, Nintendo GameCube, Sony PlayStation 2
Publisher   : Electronic Arts
ESRB Rating : Teen
Game Rating : 9.5
Review by   : Ken Gagne

"One ring to rule them all..."

Peter Jackson is bringing these words to life in the unimaginably impressive
Lord of the Rings trilogy of movies. That same quality of showmanship is
marvelously integrated into a gaming experience as The Two Towers, an
Electronic Arts game for the Xbox, GameCube, and PlayStation 2. (Xbox version
reviewed here)

Despite the name, this game is a digital rendition of the first two films.
The video game will be lost on anyone who has not seen at least Fellowship of
the Ring, for what makes the game such a technological marvel is its flawless
blending of the two media. The opening to EA's game is identical with the
prologue to Fellowship - up until the point the characters suddenly become
digital and gamers find themselves thrust into the role of Isildur, who took
up his father's sword and struck the One Ring from Sauron's hand. From this
point on, The Two Towers seamlessly weaves between cinematic and interactive,
using actual footage from the two films to carry players from one scene to
the next. There were times when the camera had me wondering if I'd been
placed back in control, or was still watching a movie.

Contributing to the cinematic appeal is the presence of the film's actors,
who provided original dialogue and narration for the game. The audio also
features movements from the first movie's soundtrack, authenticating the
experience for fans of the film. Additionally, as players prove their worth
in the battle for Middle-Earth, exclusive interviews with the producers and
actors of the game and movie become available.

For all this dressing up, the gameplay is fairly straightforward, reminiscent
of other fantasy classics such as Golden Axe and Gauntlet. Players journey
through the Mines of Moria, the plains of Rohan, and the walls of Helms' Deep
as the swift elf Legolas, the sturdy dwarf Gimli, or the sterling human
Aragorn. The many orcs, trolls, and uruk-hai are defeated in real-time 3D
combat, with a simple control scheme that includes swift and fierce melee
attacks, blocks, and missiles. The button-mashing calls for more than a
modicum of thought, as these waves of foes can demolish any hero who isn't
paying attention to an incoming sword strike. This level of difficulty melds
well with the feeling that the gamer is playing an active role in one of the
most epic fantasy tales ever told.

Though each hero adventures through the same levels, they approach them with
their own unique repertoire of moves, earning experience points for streaks
and combos. These points can be used to purchase more attack patterns
necessary to overcome the swelling hordes of Sauron and Saruman. A level can
be played three times, only once per playable character, and then without
restriction once the thirteenth and final level has been conquered.

Beyond the material borrowed from the films, the graphics and sound perform
admirably on their own as well. As mentioned, the camera highlights the
action finely, following the heroes from myriad points as they progress
through forests and lakes. As a character wades through deep water, he holds
his weapon above his head to keep it dry; meanwhile, in the water can be seen
both his legs and the reflection his torso. The speed with which each
character wields his bow and arrow captures the strength these same icons
displayed on the silver screen.

Despite its high score, The Two Towers may be worth only a rental. Though it
is an essential addition to any Tolkien diehard's library, the gameplay's
essentially elementary nature and short duration (the thirteen levels can fly
quickly) may make it last less time than one would like. However, The Two
Towers is a truly impressive feat, and will surely be something Precious to
you.
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Images from the game that most recently passed under Gamebits' scrutiny:

http://www.gamebits.net/images/doaxbv
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Title       : PANZER DRAGOON ORTA
Platform    : Microsoft Xbox
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 9.0
Review by   : Ken Gagne

Its name is legendary. Its wrath, terrifying. And its power... is yours to
control in Panzer Dragoon Orta, a Microsoft Xbox game from Sega.

This game will be many people's first experience in the universe of Panzer
Dragoon, a highly acclaimed series which previously languished on the
ill-fated Sega Saturn. Veterans will appreciate the many references this
fourth title makes to its predecessors, but newcomers will also find Orta
welcoming.

Or at least as welcoming as a desolate world ravaged by war can be. Ten
millennia after the fall of the Ancients' advanced civilization, the secrets
of their biotechnological warfare continue to lay waste to the world, making
it home to aeon-old monsters, machines, and other hostile fauna. The draconian
Empire is about to seize a young girl, Orta, who possesses an untold power,
when she is suddenly rescued by a mythological dragon. Players assume control
of this rider-and-mount duo as they uncover the secrets of Orta's past and
undermine the Empire's intentions.

PDO occupies the genre of rail shooter, though that is a simplification. A
rail shooter is a 3D flying/shooting game that progresses along a fixed path
at a set pace. In PDO, though it's true that Orta and her dragon are
consistently flying forward, players can interact with the world in 360
degrees, turning the camera to either side or behind the winged beast, and
above and below to some extent, to address offenses from many directions. The
dragon can also speed up or slow down, be it for ramming enemies, maneuvering
to their sides, or to evade attack. Each level offers varying branches, though
these variations occur so subtly that several replays are required to notice
what variables determine the path taken. Sadly, I've found no way to revisit a
past level, as the game saves one's position and restarts there each time.

When flying, Orta can instantly morph her dragon into three forms, each with
different offensive and defensive capabilities suitable for various scenarios.
Her main weapon is the ability to "paint" enemies, which are then locked-on
with homing lasers. The frenetic pace, swarms of foes, and huge bosses make
this game difficult, but only nearly impossible - requiring several replays to
clear a single level.

The only indication players have of the dragon's current form is recognizing
its shape. In the heat of battle a teeming with missiles and lasers and with
various evolutionary stages of each dragon form, it can be difficult to
discern which one is present, and how many times to press the morph button to
achieve the desired state. The targeting cursor can also sometimes be lost
amidst the flurry of volleys.

Such a pace would be unimaginable without clarity of graphics to depict it
all. Not only does the Xbox assault players with a variety of monstrous foes,
but the hostility of the environment itself is transmitted in images of
ancient and barren vistas over which Orta flies.

The graphics are occasionally accompanied by spoken dialogue which favors
neither English nor Japanese, but uses "Panzereese", a fantasy tongue that
combines the elements of many real world languages. It's softer on the ears
than Klingon, while being assuredly foreign to any gamer.

Expanding this fantasy is a cornucopia of unlockable bonuses, including
encyclopedia entries, films and art galleries, and the entire original Panzer
Dragoon game. Events in each previous Panzer Dragoon has contributed to the
world in which Orta now finds herself, so reading or playing these extras
helps bring her dead world to life. These cerebral extras exist outside
gameplay, providing antipodal moments to the numbing and furious action
players encounter when astride the dragon.

Panzer Dragoon Orta gives a fully fleshed-out experience to gamers looking for
a challenging shooting game. While the storyline is intriguing, when the game
switches back to action, it's best to turn the mind off and simply shoot at
anything that moves. Here's hoping this game is the success it should be, and
that Sega continues with this series.
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Title       : DEAD OR ALIVE XTREME BEACH VOLLEYBALL
Platform    : Microsoft Xbox
Publisher   : Tecmo
ESRB Rating : Mature
Game Rating : 8.4
Review by   : Ken Gagne

There are many reasons you'll want to play this game. Or ignore it. Or cry
for its censorship. Love it or hate it - or me for reviewing it - the
assassins, ninja, and wrestlers of Tecmo's fighting games exert their nubile
selves in Dead or Alive Xtreme Beach Volleyball, for the Microsoft Xbox.

This game is rated "M" for Mature, due to its sexual theme. The unique
quality of DOAXBV isn't in its gameplay as much as its visual appeal. The
volleyball players are solely Amazons with bodies taken from magazine
foldouts. These buxom beauties have no qualms exhibiting their bounties to
peeping gamers. While there is absolutely no nudity, sex, or anything else
illicit, there are plenty of subtle overtones and shameless movements. When
the action gets heated, you best keep your eye on the ball, though, as the
matches can grow genuinely tense, regardless of its participants' endowments.

The volleyball action is simplified, with two buttons and much assistance.
Your avatar will automatically leap when presented with an opportunity to
spike, which is the only real way to earn points. The greater the victory
margin, the greater the cash prize - which can be spent on adorning your
athlete with swimsuits, hair bangles, footwear, and more.

Yes, this game lets you play dress-up with these life-size Barbie dolls.
Collecting all the revealing outfits and accessories is at least half the
game's fun. But from an aesthetic perspective, what DOAXBV needs is a gallery
where various pieces of clothing can be modelled. Some pieces don't go well
together, or on certain figures, and it's a shame to not learn what a bad
combination is until you see it on the court.

The other women can be vicariously dressed by presenting them with gifts,
which serves a more than visual purpose. These ladies are akin to virtual
pets, and must be kept happy for them to perform well and choose to partner
with you. Each woman has not only her own strengths and weaknesses, but also
likes and dislikes; failing to pander to these tastes can leave you without a
partner, forcing you to the sideline. If it's straight volleyball action
you're looking for, the only sure bet is the game's Exhibition mode, which
eschews any simulation qualities and heads right to the beach. You can bring
a buddy to this mode, but not three, as DOAXBV lacks four-player support; a
co-op mode for two people to play against the computer is also absent.

Voyeurs will regret the exclusion of full camera control and slow motion
during the replays, but will delight in the telescopic zoom and being able to
set the girls by the poolside, where they lounge languidly. At night, gamers
can enjoy the hotel's unadorned casino, where blackjack, poker, roulette, and
slots prevail.

Other than the game's natural curves, there isn't much to look at. Each of
the four beaches can be played at day or night, and are the main settings of
gameplay. The camera swings left and right depending on which side of the
court holds the ball. The entire court is never shown in a single shot, so
this constant motion may initially be dizzying to some players. The
characters and ball have a floaty feel, seeming suspended in midair for the
moment before a spoke.

There is plenty of spoken dialogue, though only purists will appreciate that
it's in Japanese with English subtitles. A varied background of music is
provided, with a default program that includes Bob Dylan, Christina Aguilera,
and more. The player's own list of MP3s can be selected from the inbuilt hard
drive as well. Strangely, the beaches' day and night settings have their own
playlists, requiring players to select their tunes more than once. The game's
ability to randomly shuffle through the playlist also seems handicapped,
instead working through the songs in sequential order.

I am not thrilled by media which objectifies and denigrates women. Yet for a
young man to like pretty girls isn't perverse; it's healthy. Overall, I found
this game to be more a source of mirth than anything else. I will keep DOAXBV
in my game library not only to pursue amassing all the collectible items its
shops offer, but for the same reason I kept the PlayStation game Spice World:
to occasionally show to friends, who will exclaim, "I can't believe they made
a game like that."
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Microsoft has instituted a "Platinum Hits" lineup of best-selling software
titles, now selling for as low as $19.99.
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Odd, but the manual for Sega's Phantasy Star Online is available online:

http://www.xbox.com/press/files/Microsoft-Games/pso-manual.zip
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Title       : INDIANA JONES AND THE EMPEROR'S TOMB
Platform    : Microsoft Xbox, Sony PlayStation 2, Windows
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 8.6
Review by   : Ken Gagne

Lara Croft may have the curves, but only one man has the moves.

The original tomb raider is back in Indiana Jones and the Emperor's Tomb,
from LucasArts for the Microsoft Xbox, PlayStation 2, and PC. (Xbox version
reviewed here)

In 1935, the Germans are seeking an ancient artifact: the Heart of the
Dragon. Indiana Jones embarks on a globetrotting journey, from the towers of
Prague to the depths of the tomb of China's first emperor, to recover this
weapon with the power to control men's wills.

Indiana's quest pits him against devious traps and relentless renegades which
he overcomes using his whip, fists, and whatever tools he finds along the
way. Indy has full command of his inventory, with two uses for each weapon.
For example, not only can the whip be used to latch onto juts and swing
across chasms, but also to pull distant enemies in for a swift punch, or to
yank their armaments from their hands. Indy can then use these weapons
against his opponents in multiple ways - even an unloaded gun is useful for
pistol-whipping an enemy.

The control scheme is not ideal when wanting to access a specific weapon
during the heat of combat, often leaving players to practice the more
expedient method of pummelling one's foes with one's fists.

Although there is some mysticism to Indiana's adventures, his foes are
usually common thugs, and the end-level "boss" is as likely to be an ages-old
trap as a super-Nazi. Each is equally lethal, and vary only in how quickly
they work to send Dr. Jones to the netherworld.

The environment offers aid, with hidden items, collectible curios, and
potential weapons such as broken chair legs. It's almost a shame to see the
honored archaeologist destroying such precious antiquities, but the player's
needs come before the protagonist's.

The camera control is nearly flawless, with the right analog stick providing
3D control that lets players focus on opponents even in tight quarters. Flung
enemies occasionally have their torsos disappear into solid walls, but this
visual gaffe has no gameplay repercussion. When walls are lacking, players
with acrophobia should be warned: Indy scales and swings above perilous,
dizzying heights.

The music is dynamic, able to change instantly depending on Indy's failure or
success, without interrupting the gameplay. Variations on John Williams'
perennial themes set the background, while sound effects and spoken dialogue
(often in the local language) complete the surroundings. David Esch, who has
formerly given video game voice to Harrison Ford's other iconic hero, Han
Solo, does an admirable job here in his role as the whip-slinger. Though the
way Indy huffs and wheezes after jogging, you wouldn't think this game to be
a prequel.

One stage takes on the characteristics of a shooter as Indy mans a gun
mounted to the back of a vehicle. This level is incongruous in both gameplay
and quality: the sense of speed is nearly nonexistent, the challenge is
laughable, and the sound volume balance is terrible. It's best that this
stage is brief.

LucasArts has unearthed a solid title in this latest offering by packaging
together reliable controls, good graphics, and a steady mix of puzzles,
action, and exploration. Considering the interminable delays for the new Tomb
Raider game, there's no riddle what the superior alternative is.
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Title       : BATMAN: DARK TOMORROW
Platform    : Microsoft Xbox, Nintendo GameCube
Publisher   : Kemco
ESRB Rating : Teen
Game Rating : 4.7
Review by   : Ken Gagne

In the comic book storyline "Contagion", Gotham City was struck by a deadly
virus. Only Batman and his allies could find the cure and save the day.

Sadly, Batman: Dark Tomorrow, a GameCube and Xbox game from Kemco, is
similarly plagued, yet this time without salvation.

Unlike Batman: Vengeance, which is based on the animated television series,
Dark Tomorrow draws upon the original comics as its source. As an occasional
reader of the Dark Knight's adventures, I've been witness to recent events
such as "No Man's Land", "Officer Down", and "Bruce Wayne: Murderer?", and
have been looking forward to seeing this hallowed character translated to the
electronic medium. I'd hoped that the delay from its original release of last
March (if not sooner) had provided Kemco with a gratuitous amount of time
necessary to create a dynamite package.

At first, I thought they'd succeeded. The game's openings credits roll to a
montage of video sequences, showcasing the people and places of Gotham City,
all set to a stirring movement performed by the Royal Philharmonic Orchestra.
I was giddy with anticipation and eagerly awaited stepping into the Dark
Knight's boots.

It was only once I did so that I fell victim to the despair of Gotham City,
when the game's myriad gameplay and control issues surfaced.

This game's charlatan protagonist falls short of the imposing figure
represented in the Batman comic books, as evidenced by his vulnerability and
his foes' invincibility. The many gun-toting foes are a real threat to the
hero's health: lacking Wonder Woman's deflective bracelets, Batman's only
defense is his kevlar armor, which holds up to little. Even in hand-to-hand
combat, Batman barely stands a fighting chance. Each thug recovers quickly
from being laid flat; the only promise of keeping them down is for Batman to
apply his Batcuffs. Given several thugs, those left standing will surely keep
Batman occupied long enough for their downed allies to rise, presenting an
inexhaustible mob intent on overbearing the Knight.

The control scheme is also ridiculously nonstandard, making it difficult to
interact with and adapt to the environment. Crouching, which is the only way
to collect items from the ground, requires cycling through the running,
walking, and crouching modes by pressing in the right analog stick, instead
of simply pressing a "crouch" or "pick up" button. To view from a
first-person perspective, players must cycle to and activate the night vision
goggles. Even then, the analog sensitivity is extremely high, making it
difficult to look anywhere but the extremes of Batman's vision. Various
items, such as the batarang, can also change to this view. In fact, change is
the only constant: each button is reassigned a new purpose depending on the
circumstances, so while one button may be used to activate items in Batman's
inventory, such as the Batarang, another will actually throw it. Oh, and the
Batcuffs have their own button.

No matter the view, the camera doesn't cooperate. A flaw that seemingly
became popular with Devil May Cry, the angle pans only slightly to follow
Batman's movements before suddenly switching to a drastically different
point, altering player's orientation on the control pad: up suddenly becomes
left, and other confusion. Even a bad camera angle doesn't cause you to miss
much, as Batman runs as though he's looking for a bathroom, not a baddie.

The sound, like the graphics, are better without the gameplay. The music
swells majestically in the cinematic moments that progress the story, yet
decrescendos into terrible in-game accompaniment. Here, the music is hollow
and tinny, reminiscent of the Super Nintendo version of the Clue board game.

I'm dumfounded at how the Batman's potential has been wasted on this
travesty. His Man of Steel peer has similarly fallen on hard times in recent
video games, but I can't blame comic book licenses in general, as evident by
the superior experience of the recent Spider-Man games. Spidey flies from the
pinnacles of gameplay, while the Dark Knight fires his grappling hook, swings
- and misses.
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Title       : STAR WARS: JEDI KNIGHT II: JEDI OUTCAST
Platform    : Microsoft Xbox, Nintendo GameCube, Windows
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 8.0
Review by   : Jeremy Pallant

About a year ago I had the opportunity to review the game Star Wars: Obi-Wan.
I wasn't particularly complimentary. A year later there is a curious sense of
symmetry in reviewing another Star Wars game, but this time reaching rather
different conclusions. Jedi Outcast is a very good game. The difference this
time is that the developers were Raven Software, who have a wealth of
experience when it comes to developing first-person shooting (FPS) games.

The version of Jedi Outcast that ended up in my eager, not so little hands,
was for the Xbox. I don't know whether it too used a version of the
much-respected Quake III engine, but the results are sheer eye candy. It's a
good-looking game. I can't honestly say it represents the best that the Xbox
is capable of, but nonetheless it does look extremely good. Not that that
should be regarded as some kind of guarantee; as anyone who has read my
reviews will know, I tend to value game play over graphics every time.

Fortunately, Star Wars: Jedi Outcast plays about as good as it looks. I
confess that I've never been able to adjust to the keyboard and mouse scheme
preferred by PC gamers, so to play an FPS with a controller is my preferred
method. This game has been well adapted to the Xbox controller. There are two
views available. The FPS view is the primary one, and uses the missile and
energy weapons available. But when equipped with a lightsaber, a third person
view is used instead, and to great effect. The lightsaber is possibly the
most powerful weapon in the game. A formidable offensive weapon, it also
serves as a daunting defense.

In my Obi-Wan review, I was fairly scathing about the lightsaber's
effectiveness. While it's still not the slice-all weapon depicted in the
movie, it is much improved. For a game rated "Teen", it would be a bit much
to expect to be able to cut a storm trooper in half, but look closely and you
will see the occasional limb missing, particularly in your own death-scenes.
On several occasions, after getting myself killed by a saber-wielding foe,
the replay clearly showed that I was missing an arm. That's right. A feature
pioneered by Max Payne, the death scene playback has made it into Jedi
Outcast.

It's not as cinematic as that found in Max Payne, and it lacks the
slow-motion blood spray. Furthermore, in Max Payne, playback only occurred
when it was entirely safe to do so. That is, when it was safe to distract the
player. Jedi Outcast isn't as careful. Still, it's a nice touch, and one that
hasn't actually disoriented me enough to result in a premature death. The
playback is triggered either by your own death, or by making what, for want
of a better expression, I shall call a special move with your own lightsaber
that results in the slaying of an opponent.

For this game, the character Kyle Katarn reprises the role he played in Star
Wars: Dark Forces and Star Wars: Jedi Knight. Kyle, a mercenary and sometime
Jedi, reminds me somewhat of Benton Quest, from the cartoon series Johnny
Quest. As such, he looks a little out of place: he seems too fatherly a
figure to be engaged in the kind of adventure depicted in these games. Along
the way, you will also meet Luke Skywalker, and Lando Calrissian, the latter
voiced by the actor who played him, Billy Dee Williams. Mark Hamill does not
reprise his role as Luke, for reasons I cannot fathom; after all, it's not as
if he's overrun by movie offers.

Instead, Luke is given voice by one Bob Bergen. No stranger to this kind of
work, this game makes at least six times Bob has played Luke Skywalker. He
has also given voice to Tweety Pie and Porky Pig. Now I want to hear Luke say
"I tawt I taw a puddy tat."

The game moves along at a reasonable clip, and the plot is interesting enough
to maintain the player's interest. You don't immediately have a lightsaber,
but the collection of other weapons is more than sufficient to move you
through the game. My one complaint about the weapons is the game's "golf bag
" tendency. That is, the sheer weight of death dealing weaponry would, under
normal circumstances, slow the bearer to a painful crawl. I know, it's only a
game and some suspension of disbelief is necessary, but I'm always more
comfortable with realistic burdens. A handgun or two, a longarm and
lightsaber should be the maximum one could comfortably carry.

Still, it has become traditional to provide a variety of weapons in first
person shooters, and Jedi Outcast delivers. As I mentioned previously, the
lightsaber is potentially the most powerful weapon you will acquire, and
unlike the others, it is a very effective defense. It can deflect incoming,
and even return that fire to its deliverer. To gain a saber, you must undergo
a test, which includes learning Force powers.

What would a game with the word "Jedi" in the title be without the Force?
Various abilities become available to you as the game progresses, including
Force Jump, Force Push, and my favorite, Force Grip. When activated, your
target is raised into the air, and hangs there as his neck is slowly
crunched, with suitable sound effects. It's not the kind of thing you want to
do while under fire, but emulating Darth Vader is a lot of fun. and is a
terribly satisfying feature. There are other Force powers available, but I'm
not going to reveal too many spoilers.

Enemy AI isn't bad. Most of the time you're going up against cannon fodder,
but when it comes to single combat, things start to get more interesting. As
you proceed through the game, you will come across enemies that use
lightsabers and Force powers just as you do, and they can be challenging. You
are advised to use your own saber against these people, because otherwise you
will find your own weapons' fire being redirected upon you. However, with the
right weapon and the advantage of surprise, it can be possible to overwhelm
their defenses.

Inevitably, the game is a traditional mission-based FPS, but interesting
enough that doesn't detract from the experience. A little platform action is
included, and some missions focus on stealth, providing an interesting change
of pace. The game doesn't have stealth integrated as a feature like Tenchu or
Metal Gear Solid: there just happen to be a few missions where avoiding the
enemy is rewarded, and a gung-ho approach doesn't work. I actually found the
stealth requirement to be somewhat irritating, especially because it often
degenerated into a firefight anyway. I admit I would like to see a Star Wars
game along the lines of the previously mentioned titles.

While a Metal Gear Solid type of game should be a no-brainer, I find the idea
of a Tenchu style title to be rather intriguing. While the ninja concept
doesn't appear to be applicable to the Star Wars concept, the use of Force
Jump, the lightsaber and other Force Powers parallels Tenchu's grappling
hook, sword and Ninja magic. Throw in stealth, and telling the story from the
Empire's perspective, and I think that the concept would be viable. Dark Side
Force Ninja's anyone?

The music is, of course, superlative, as we've come to expect from a Star
Wars title. John Williams' compositions permeate the game, and enhance the
atmosphere established by the first trilogy. Jedi Outcast truly adds to the
story of the Rebel Alliance and its victory over the Empire, even as a
side-story.

There is one glaring omission that is the primary reason I gave Jedi Outcast
a score of only 8.0: multiplayer mode. Don't get me wrong, it exists, but not
online. As far as I can tell, not even GameSpy Arcade supports it for online
play. I've not had the chance to try multiplayer against anyone but
computer-controlled robots, which are actually a fairly challenging prospect,
but to omit such a basic concept as online play is, frankly,
incomprehensible. It was a significant factor in the PC version and to
exclude it from the Xbox version is, given the similarities between a PC and
the Xbox, odd in the extreme.

Nonetheless, Star Wars: Jedi Outcast is a very good game, well worth the
price of admission. It has excellent graphics and sound, a good plot, and a
well-implemented control scheme. The classic Jedi weapon, the lightsaber, is
implemented as well as the teen rating can allow it to be. In short, I highly
recommend this game, unless you expect online play to be included. If it's
online play on the Xbox you want, I advise you to seek out Unreal Tournament
or MechAssault.
_________________________________________________________________

This article is copyright (c) 2003 by Jeremy Pallant . All rights
reserved. Not to be distributed without permission.

Original Publication: Gamebits, 3-Apr-03

Other reviews, FAQs, etc. by Jeremy Pallant can be found at
http://www.gamebits.net

Email: jpallant@gamebits.net

 ------------
Category 30,  Topic 2
Message 31         Thu May 29, 2003
KGAGNE [Ken]                 at 15:16 PDT

In "Dead or Alive Xtreme Beach Volleyball", players can spend their nights in
a casino, where the playing cards feature the women of DOAXBV in various
swimsuits.

These cards have now been issued as two separate, real-life decks, available
from the Tecmo store at $14.95 each.

http://www.tecmogames.com

For a limited time, order both decks together and receive a limited edition
DOAXBV lenticular card.

 ------------
Category 30,  Topic 2
Message 32         Fri Jul 25, 2003
KGAGNE [Ken]                 at 19:41 PDT

Similar to how Xbox gamers can play Halo online using tunnelling software (see
Cat 30, Top 5, Msg 6), GameCube gamers will be able to play Mario Kart and
Kirby's Air Ride online:

http://cubeonline.gamefarmer.com/
http://cubeonline23.sourceforge.net/docs/lanspec.html
http://sourceforge.net/projects/cubeonline23/

 ------------
Category 30,  Topic 2
Message 33         Wed Aug 06, 2003
KGAGNE [Ken]                 at 14:14 PDT

My cousin manages a band that will be supplying some of the soundtrack for an
upcoming Microsoft Xbox game, Outlaw Volleyball:

http://www.simonsays.com/ssimkt/outlawvolleyball/ashba.shtml

 ------------
Category 30,  Topic 2
Message 34         Sat Aug 16, 2003
KGAGNE [Ken]                 at 06:02 PDT

CNN.com reviews the volleyball game mentioned in the previous message:

http://www.cnn.com/2003/TECH/fun.games/08/15/review.outlawvolley/index.html

 ------------
Category 30,  Topic 2
Message 35         Sat Sep 06, 2003
KGAGNE [Ken]                 at 17:21 PDT

The Grand Theft Auto series will make its Xbox debut on November 4th with the
release of GTA: Double Pack, containing both GTA3 and GTA: Vice City for
$49.99.

 ------------
Category 30,  Topic 2
Message 38         Sun Oct 05, 2003
KGAGNE [Ken]                 at 18:36 PDT

Title       : OTOGI: MYTH OF DEMONS
Platform    : Microsoft Xbox
Publisher   : Sega
ESRB Rating : Teen
Game Rating : 7.0
Review by   : Ken Gagne

It takes courage these days to create an original video game - one not based
on an existing game series, movie license, or other multimedia entertainment.

For breaking from that tendency, I commend Sega, as Otogi: Myth of Demons for
the Microsoft Xbox swears no fealty to any previous incarnation. Sadly, its
uninspired gameplay is unlikely to win over many gamers, either.

Otogi founded in Japanese myth with which any American audience will likely
be unfamiliar. Players live and die as Raikoh, a royal executioner who must
regain his own life by purifying his homeland of trespassing demons. Each
discrete level has Raikoh carrying out the edicts of a mysterious, godlike
figure. The goals usually consist of fighting one's way into a town, temple,
or mountaintop, and defeating either a specific monster, or all foes present.

In classic platforming style, Raikoh can jump, double-jump, swing his sword,
and dash. He has a floaty sense of maneuverability, including hanging in the
air when repeatedly striking an enemy. The two attack types, swift and
strong, can be chained together for multiple hits; on this statistic and
others does the game rate a player's performance. Raikoh's strong strike is
so powerful as to send spirits spiralling away, forgotten by the player until
they return to attack unexpectedly. It proves best to keep one's enemies
close.

Its this lackadaisical gameplay that may fail to ensorcell gamers. Though the
buildings are destructible, giving gamers more exploration and demolition
opportunities, there's little variety or strategy to the game. There exists
the freedom to play a level completely, clearing it of threats and treasures,
or quickly, beelining to the targets, and to return to levels, improving
one's score, earning gold, and purchasing new weapons and spells. But
pursuing these varied goals involved unvaried routines that boil down to
finding a demon, pounding it mercilessly, taking a few hits yourself, and
repeating. Most of the cannon fodder Raikoh encounters, though they vary in
appearance, do not vary in challenge, opting to fire magical projectiles and
swap blows whenever possible.

The presentation by which all this occurs is average. The graphics are dark
and detailed, with effects that are often more than eye candy. For example,
one level features a lake that is deadening as it looks, and a moon that the
clouds occasionally obscure, allowing darker spirits to rise. The lock-on
camera leaves Raikoh hideously exposed to many other dangers, and lessens his
ability to attack groups of enemies and chain attacks.

The soundtrack quietly invokes the setting from which Otogi draws its roots.
The voice acting is average, with decent casting of enigmatic benefactors and
deluded loyalists who spout directions and dangers unprompted.

Tapping into Japanese myth for inspiration is clever, but ultimately one to
be unappreciated by an American audience, for whom all this setting is
indistinguishable from other fantasy creations. If the game had more magic,
fewer and smarter creatures, and more goals with real results, as opposed to
an abstract ranking, Otogi might have been mythical in quality. As is, it
will doubtless be lost to the mists of time.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 30-Sep-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
Category 30,  Topic 2
Message 41         Tue Dec 16, 2003
KGAGNE [Ken]                 at 12:49 PDT

LucasArts' Armed & Dangerous is now available for Xbox and PC.  For a PC demo,
surf to here:

http://www.fileplanet.com/files/130000/134275.shtml

 ------------
Category 30,  Topic 2
Message 42         Tue Feb 10, 2004
KGAGNE [Ken]                 at 10:52 PDT

KONAMI SHIPS SILENT SCOPE(r) COMPLETE FOR XBOX

The Only Precision Shooting Game for the Xbox Combines Four of the Hit
Series' Classic Titles into One Complete Package

FOR IMMEDIATE RELEASE

REDWOOD CITY, CALIF. - February 10, 2004 - Leading videogame publisher,
Konami Digital Entertainment - America, a subsidiary of Konami Corporation
(NYSE: KNM), today announced it has shipped Silent Scope(r) Complete for the
Xbox(tm) video game system from Microsoft to retail outlets nationwide.
Marking the series' Xbox debut and the only light gun supported precision
shooting game for the console, Silent Scope Complete combines four of the
franchise's hit titles - including arcade classics Silent Scope(r), Silent
Scope(r) 2 Dark Silhouette(tm), Silent Scope EX and the console exclusive
Silent Scope 3 - into one game.

With its renowned precision shooting gameplay and innovative scope, Silent
Scope Complete recreates the original, adrenaline-pumping arcade experience
by offering light gun support for the first time in the series. Along with
the Silent Scope Light Rifle, currently available from Pelican, an advanced
targeting system and an innovative 3D sound system, Silent Scope Complete
provides players with all the tools necessary to precisely pinpoint and
eliminate enemy targets to deliver the ultimate 1st person shooter. Silent
Scope Complete is also compatible with the MadCatz Blaster(tm) for Xbox(tm).

In Silent Scope Complete, gamers must help restore security to the world as
they step into the shoes of an anti-terrorist sharpshooter and navigate
themselves through more than 50 harrowing missions in order to help stave off
rogue attacks. Gamers must efficiently and effectively complete each mission
as they are timed and scored for accuracy. Those finding they need to refine
their skills will find frenetic mini-games to play on the shooting range.

Featuring multiple endings, methods to unlock hidden stages and countless
hours of play, Silent Scope Complete boasts unparalleled replay value for the
genre.

Silent Scope Complete is rated M for Mature and is available for an MSRP of
$39.99.

To learn more about Silent Scope Complete, please visit
http://www.konami.com/silentscopecomplete



###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

"KONAMI(R), Silent Scope(R) and Silent Scope Compete(tm) are either
registered trademarks or trademarks of KONAMI CORPORATION." (c) 2003 KONAMI
CORPORATION. All rights reserved. The ratings icon is a registered trademark
of the Interactive Digital Software Association. Microsoft, Xbox, and the
Xbox logos are either registered trademarks of Microsoft Corporation in the
U.S. and/or other countries.

 ------------
Category 30,  Topic 2
Message 44         Sun Mar 07, 2004
KGAGNE [Ken]                 at 08:47 PDT

Yay!  Tron 2.0, released last August for the PC, will be released this fall
for Xbox.  It will include online support for light cycle and disc matches.

-Ken

 ------------
Category 30,  Topic 2
Message 46         Sun Mar 21, 2004
KGAGNE [Ken]                 at 09:14 PDT

Title       : WRATH UNLEASHED
Platform    : Sony PlayStation 2, Microsoft Xbox
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 7.3
Review by   : Ken Gagne

When gods battle, mortals tremble. But LucasArts' release of Wrath Unleashed,
for the Sony PlayStation 2 and Microsoft Xbox, is not the world-shattering
event I'd hoped for. [Xbox version reviewed here]

Wrath Unleashed is essentially a repackaging of Archon, Electronic Arts'
classic computer game from two decades ago that combined the strategy
elements of chess with the uncertain outcomes of an action game. Though Wrath
looks like a different beast, anyone familiar with Archon will quickly adapt
to this new setting - though they may not like the transition.

Wrath Unleashed pits two to four fantastic armies against each other on a
hexagon-gridded map. Players take turns moving centaurs, genies, dragons, and
other creatures to place them in control of temples. On most levels, whoever
occupies a certain number of temples, or decimates the opposition, first,
wins.

When two opposing creatures vie for control of the same hex, a real-time
battle occurs. Each creature has weak and strong physical and magical
attacks, as well as strings of combinations. The strength of the attacks
differ, as does the life force of each attacker; a demigod, for example, not
only inflicts more damage per attack than a unicorn, but can take three times
the beating of said horse, creating an unbalanced engagement. The fields also
vary in composition and element and support combatants of matching alignment,
such as the fire god's henchmen situated on a volcano.

Despite (or perhaps because of) these variables, the battles are more
frustrating than dramatic. It is very easy to fall victim to a string of
physical attacks from which there is neither escape nor opportunity for
riposte; the dodge/block button has little effect in either regard.
Environmental hazards are too random to be advantageous: the most aggressive
strategy proves futile if, on your way to execute it, you're struck down by a
stray bolt of lightning. Preparing the battlefield is essential, but the
actual battle degrades to a mindless melee in which most of the game's
tactical elements go out the window.

As mentioned, victory in battle should lead to control of the temples. A good
strategy game would reward patience and planning, but most of Wrath's
scenarios have a fixed limit of only 25 turns, which is even fewer minutes.
If none of the winning conditions are met within that frame, the game is a
draw, regardless of who has the upper hand. Speed is as key as strategy to
ultimate victory.

Some mechanical minutia further constrains enjoyment of Wrath. This game
improves upon Archon by offering three- and four-player battles, but that
only balances the absence of online support for downloadable maps or engaging
Internet opponents; even Archon was superior in this regard. Even though
offline, ten seconds of waiting precede and follow every battle - a difficult
time to justify for loading commonly-used battle maps.

The graphics are serviceable. The fantastic creatures do not always possess a
traditional appearance, instead trying to look as intimidating and
battle-ready as possible. Their pre-battle and winning poses do little to
inspire, though.

Though multiplayer is best, Wrath Unleashed remains restrained. It lacks the
longevity and elegance necessary for a successful strategy game. Advance Wars
has more tactics, though less action; even LucasArts' own Gladius serves as
satisfactory competition. Sometimes, when mortals tremble, it's not in awe,
but disappointment.
_________________________________________________________________

This article is copyright (c) 2004 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Gamebits, 21-Mar-04

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
Category 30,  Topic 2
Message 47         Tue May 11, 2004
KGAGNE [Ken]                 at 07:12 PDT

EA has finally signed to incorporate Xbox Live support into their games:

http://money.cnn.com/2004/05/11/technology/e3_xboxlive/index.htm?cnn=yes

 ------------
Category 30,  Topic 2
Message 48         Wed Jun 30, 2004
KGAGNE [Ken]                 at 19:35 PDT

The full soundtrack to the "The Chronicles of Riddick: Escape From Butcher
Bay" video game can be downloaded for free here:

http://www.vugames.com/downloadfile.do?gamePlatformId=767&mediaid=11874

 ------------
Category 30,  Topic 2
Message 49         Thu Jul 29, 2004
KGAGNE [Ken]                 at 16:50 PDT

XBConnect is software similar to Warp Pipe for the GameCube, that allows
LAN-enabled Xbox games to be played over the internet:

http://www.xbconnect.com/

 ------------
Category 30,  Topic 2
Message 50         Sun Jan 16, 2005
KGAGNE [Ken]                 at 07:26 PDT

A couple of Macintosh programs exist to enhance your Xbox experience.  This
new one ties in with Xbox Live so you can keep track of your friends:

http://www.versiontracker.com/dyn/moreinfo/macosx/25577
http://software.mindquirk.com/apps/xboxlivefriends/

-Ken

 ------------
Category 30,  Topic 2
Message 51         Sun Feb 06, 2005
KGAGNE [Ken]                 at 06:15 PDT

I was given a $20 gift card to EB Games for Christmas, so this weekend I
bought Lord of the Rings: The Two Towers, which I'd reviewed two years ago and
given a 9.5 to, but had never purchased.

I own 43 Xbox games; after paying the $0.99 after tax, LotR is the only one
I've purchased.  Shucks.

-Ken

 ------------
Category 30,  Topic 2
Message 52         Sat Nov 18, 2006
KGAGNE [Ken]                 at 12:21 PDT

Here are some of the cult classics of the original Xbox:

http://www.eurogamer.net/article.php?article_id=70000

And here are the system's 12 best games overall:

http://www.eurogamer.net/article.php?article_id=69999
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Message 1          Thu Aug 23, 2001
KGAGNE [Ken]                 at 11:35 PDT

INFOGRAMES EMERGES AS A LEADING THIRD-PARTY PUBLISHER FOR XBOX LAUNCH

Company Demonstrates Commitment to Future-Generation System With Its
Confirmed Xbox Launch Titles

NEW YORK, NY - August 23, 2001 - Infogrames, Inc. (Nasdaq: IFGM) today
announced that it will be a leading third-party publisher for the Xbox video
game system from Microsoft (Nasdaq: MSFT) when the system launches on
November 8.  Because of the high quality of the games, both from a graphical
and gameplay standpoint, Infogramesi NASCAR Heat 2002 and Test Drive Off-Road
- Wide Open will receive two of the coveted launch title spots.  Closely
following the platform launch, Infogrames will also begin shipping its third
Xbox title, TransWorld Surf.  In addition, Infogrames has 20 more Xbox games
in development slated to be in stores within the next 12 months.

'The technological power of Xbox has raised the bar for game developers,
enabling our creative teams to push the envelope, and resulting in a new kind
of entertainment experience for consumers,' said Bruno Bonnell, Chairman and
CEO of Infogrames.  'That Infogrames will be one of the largest third-party
publishers of Xbox titles at the platform launch demonstrates that we share
Microsoftis vision for the future of gaming.  We believe future-generation
platforms, such as Xbox, represent the next important chapter in gaming,
driving both audience and industry growth."

J Allard, General Manager, Xbox Platform, commented, iInfogrames has a well
earned reputation for developing high-quality games that have wide consumer
appeal.  They have recognized and skillfully incorporated the technological
innovations of Xbox to create an enhanced player experience with NASCAR Heat
2002 and Test Drive Off-Road - Wide Open.  We are very pleased with the
relationship we have established with Infogrames and look forward to continue
working with them on additional Xbox titles."

Infogramesi NASCAR Heat 2002 provides players with a full NASCAR field of 43
cars.  Through challenges, videos and personal experiences that describe
their strategy for NASCAR racetracks, players get to interact with such
world-class NASCAR stars as Jeff Gordon, Dale Earnhardt, Jr. and Rusty
Wallace.

Test Drive Off-Road - Wide Open allows players to race throughout untamed
real-world terrain in fully-licensed off-roading vehicles such as the Hummer,
Dodge Ram 2500, Chevy Blazer, Ford Bronco and others.  Players battle against
twelve other cars as they race for the finish line on wide-open tracks
including Moab, Utah, Yosemite, California and the Big Island of Hawaii.

About Xbox
Xbox (http://www.xbox.com/) is Microsoftis future-generation video game
system that delivers the most powerful games experiences ever.  Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 8, 2001 at the
suggested retail price of $299.99.*

*Reseller prices may vary.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is the #2 third-party
publisher of interactive entertainment software in the U.S.  The Company
develops video games for all consoles (Sony, Nintendo and Microsoft), PCs,
and Macintosh systems.  Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark(TM),
Civilization(TM), Deer Hunter, Driver(TM), Roller Coaster Tycoon, Test Drive,
and Unreal, and key licenses including Survivor(TM), Warner Bros. Looney
Tunes(TM), Nickelodeon's Blue's Clues(TM), Dragon Ball Z, Mission Impossible,
Harley- Davidson, Major League Baseball, and the National Football League,
among many others. The Company's Humongous Entertainment and MacSoft labels
are leaders in children's entertainment software and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Company's Web site
at www.us.infogrames.com

NASCAR Licensing
NASCAR provides support for its licensed products through a dedicated office
in Charlotte, N.C., that researches new categories, licenses qualified
companies, manages accounts, handles quality control and develops retail
partnerships to drive sales of NASCAR-licensed product for the benefit of
drivers, teams and tracks. NASCAR supports its licensees through annual trade
advertising, a comprehensive retail guide, trade show exhibits, a quarterly
newsletter and a dedicated web presence on NASCAR.com.

#  #  #

Xbox and Microsoft are trademarks of Microsoft Corp.

NASCAR is a registered trademark of the National Association of Stock Car
Auto Racing, Inc.

 ------------
Category 30,  Topic 3
Message 2          Fri Aug 31, 2001
KGAGNE [Ken]                 at 10:10 PDT

Title:          "JSRF - Jet Set Radio Future"
Platform:       Microsoft Xbox(tm)
Category:       Action/Adventure/Extreme Sports
Release date:   2/12/2002
Images:

ftp://ftp.accesspr.com/PUBLIC/Sega/Sega_Games/Microsoft_Xbox/Jet_Set_Radio_F
uture/

The setting is Tokyo, in the year 2024. Freedom is a valuable commodity and
freedom of expression even more so. "JSRF - Jet Set Radio Future" uses the
power of the Xbox to create living, breathing cities that are filled with
opportunities. Featuring unique anime-style graphics, new skating tricks,
gritty graffiti art, incredible stunts, and urban street beats, "JSRF - Jet
Set Radio Future" brings the hippest game ever into a futuristic world.

Choose a character, strap on your rocket powered skates and immerse yourself
in the vast environments. The story unfolds depending upon which areas of the
game you explore. Along the way, you'll compete with rival teams, be chased
by the cops and perhaps discover something unthinkable. The multi-player
aspects will let you work together to reach seemingly unattainable places,
create new attacks and perform astounding stunts. Wherever your adventure
takes you, it's all about extreme skating, extreme action and of course
extreme style.

Features:

*       New, more powerful tricks - grind up the side of a building while
executing multiple combos!
*       Cooperative and competitive multi-player modes - work together or try
to foil each other's plans
*       Cartoon dimension art style - 2D meets 3D in a unique and refreshing
blend
*       Cutting edge hip-hop and techno soundtrack to keep you grooving to
the beat
*       Huge, vibrant and interactive areas just aching to be explored

 ------------
Category 30,  Topic 3
Message 3          Fri Aug 31, 2001
KGAGNE [Ken]                 at 12:27 PDT

ACTIVISION BRINGS THE PLAYGROUND
TO THE PLAYSTATION 2 AND XBOX IN STREET HOOPS(tm)

March Madness 2001 Developer Black Ops Signs on to Create
Street Tournament Basketball Title

Santa Monica, CA - August 31, 2001 - Get ready to lace up your high-tops and
drive the lane when Activision, Inc. (Nasdaq: ATVI) introduces Street
Hoops(tm) for the PlayStation(R)2 computer entertainment system and the
Xbox(tm) video game system from Microsoft. This gritty street-style
basketball game will take players to the most notorious neighborhood courts
in 10 U.S. cities as they compete for street cred and bragging rights on the
blacktop.

Renowned developer Black Ops Entertainment has been recruited to bring a
realistic style of play and original player moves to the game. The Santa
Monica-based developer is best known for its award-winning, top-selling
traditional sports titles including Knockout Kings and the March Madness
series.

"Street Hoops will be the most authentic street basketball game ever
released," states Larry Goldberg, executive vice president, Activision
Worldwide Studios. "The game returns basketball to its roots, when being the
best meant you ruled as king of the playground court. Street Hoops will not
only focus on the action and showboating of street basketball, it will
include the popular culture and lifestyle that surrounds it."

Street Hoops is a gritty, "in your face" street-style basketball game that
encompasses the look, speed, energy and attitude of park/playground blacktop
competition. The game allows players to compete in a nationwide tournament
representing their hometown on the most notorious street courts in the
nation. Players will be able to choose from a roster of athletes and
performers, including key athletes made famous by the And 1 Mix Tapes and
Nike's "Freestyle" commercial series.

Realism is the rule, allowing players to bet cash on competitions, buy
authentic real-world gear including Sean John, Ecko Unlimited, Southpole,
Pure Playaz and more with their earnings, talk trash, shout and throw an
elbow, if need be. The game features multiple modes of play including World
Tournament, King of the Court, Multi Player vs. Mode and Half-court.
Additionally, a large variety of real freestyle basketball moves, dunking
with style and a top hip-hop music soundtrack lend to the game's
authenticity.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #

 ------------
Category 30,  Topic 3  [MOVED]
Message 4          Thu Oct 11, 2001
KGAGNE [Ken]                 at 21:33 PDT

SEGA'S HIGHLY ACCLAIMED SHENMUE II AND
NEW PHANTASY STAR ONLINE TITLE COMING TO XBOX

Agreement with Microsoft Gives Marketing Prominence and
Exposure to Key Sega Franchises

TOKYO - Tokyo Game Show - (October 12, 2001) - Sega* of America today
announced that two additional Sega titles from the company's unparalleled
game library will ship for the Xbox(tm) video game system in the United
States. Sega has entered into an agreement with Microsoft(R), granting them
the rights to sell, market and distribute the only version of "Shenmue II*"
for the U.S. market. Sequel to the epic masterpiece "Shenmue*" for Sega
Dreamcast*, "Shenmue II" is being developed by AM2, one of Sega's top
development teams, under the direction of Yu Suzuki, creator of the "Virtua
Fighter*" series. Under this agreement, Sega will work closely with Microsoft
on all marketing efforts for the title.

Additionally, Sega will be publishing a new "Phantasy Star Online*" title for
Xbox. Developed by the celebrated Sonic Team under the direction of Yuji
Naka, "Phantasy Star Online (working title)" has amassed more than 300,000
registrants since its launch and has garnered several awards, including the
Fifth Annual Japan Game Award. Sega and Microsoft will be working together on
the development, sales, marketing and distribution of the game, which will be
designed to take advantage of the Xbox online and storage technology.

As Sega continues building toward becoming a platform-agnostic third party
publisher, the company is focused on two goals: profitability and making
great games. Based on this, Sega is looking to Microsoft to deliver
significant marketing prominence and exposure behind these two leading Sega
franchises during this transition year, while the company works toward
increasing game development and continuing to meet key milestones.

"This agreement with Microsoft will give 'Shenmue II' and 'Phantasy Star
Online' the marketing prominence and increased awareness that the titles
deserve, while giving Sega access to significant incremental revenue as we
work toward profitability goals for this fiscal year and onward," said Peter
Moore, president and COO, Sega of America. "We expect that both titles will
be 'killer apps' on Xbox and that the technical capabilities of the platform
will surely bring both games to new levels in terms of graphics and
experience."

"Sega is known for making some of the best games in the business and
'Shenmue' and 'Phantasy Star Online' are truly some of the best titles the
industry has to offer," said Robbie Bach, Chief Xbox Officer (CXO) for
Microsoft. "We are fully committed to working with Sega and Yu Suzuki's team
to ensure that 'Shenmue II' takes advantage of all that Xbox has to offer, to
deliver gamers an even more revolutionary game than the first." Because of
these agreements, Sega has ceased development of "Shenmue II" for Sega
Dreamcast(tm) in the U.S. market. However, Sega Corporation will still
publish "Shenmue II" for the Dreamcast platform in Japan and Europe later
this year. Sega will continue to support Dreamcast with titles including
"Sega Sports* NFL 2K2," Sega Sports(tm) NBA 2K2," "Sega Sports(tm) Tennis
2K2," "Bomberman Online*" and "Sega Sports NHL 2K2."

# # #

About Sega
Sega* of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99. *Reseller prices may vary.
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ACTIVISION ACQUIRES WORLDWIDE RIGHTS TO WRECKLESS -- FIRST MISSION-BASED
DRIVING GAME FOR XBOX

Game Selected By Microsoft As Premier Title For First Quarter 2002
And Will Coincide With European Launch of Xbox

Santa Monica, CA - October 17, 2001 - Activision, Inc. (Nasdaq: ATVI) today
announced it has acquired the worldwide publishing rights, excluding Japan,
for WRECKLESS, the first mission-based driving game for the Xbox video game
system from Microsoft. Developed by Bunkasha Publishing, WRECKLESS has been
selected by Microsoft as a premier title for first quarter 2002 and will be
released to coincide with the European launch of Xbox. WRECKLESS is currently
rated "RP" (Rating Pending) by the ESRB and is expected to ship in both North
America and Europe in early 2002.

"We are thrilled that Microsoft has selected WRECKLESS as a lead game for the
first quarter of 2002 and that the game will be among the first wave of
titles for the Xbox European launch," said Larry Goldberg, executive vice
president, worldwide studios for Activision. "WRECKLESS takes advantage of
the sophisticated graphics, audio and multiplayer capabilities available from
Xbox and will deliver an incredible new experience for fans of mission-based
driving games. The game lets players explore the mean streets of Hong Kong as
they engage in non-stop full throttle action."

"With its outstanding graphics and compelling gameplay, WRECKLESS is set to
revolutionize the mission-based driving genre," said J Allard, general
manager Xbox platform and third-party relations. "As one of the premier
titles for Xbox, we are putting full marketing muscle behind WRECKLESS to
build consumer awareness for what we believe to be one of this winter's most
anticipated releases."

A high suspense, fast-paced, no-holds-barred driving game, WRECKLESS immerses
players into the unpredictable underworld of Hong Kong. Gamers can choose
from two distinct storylines -- to be part of an elite task force assigned to
take down the Hong Kong mafia or to become a high-level government agent
trying to uncover links between the mafia and the police.

WRECKLESS lets players take full control of the action as they pursue thugs
and gang members in 20 hair-raising missions. Gamers choose from 10 different
vehicles as they race through an interactive city and maneuver real traffic
patterns, tear through parks and drive on sidewalks to complete their
mission. However, players have to be careful, as real-time damage modeling
will hinder their vehicle's performance.

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
will be available in North America on November 15, 2001 at the suggested
retail price of $299.99. *Reseller prices may vary

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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PELICAN INTRODUCES FIRST EVER "COMBO CHEAT FEATURE"
ON NEW TRICK CONTROLLER FOR Xbox

Vernon, Calif., October 18, 2001 - Pelican Accessories, the fastest growing
3rd party developer of video game peripherals, has announced the forthcoming
launch of the new Trick Controller, designed specifically for the Xbox video
game system from Microsoft. The new Trick Controller is built with a "Combo
Cheat Feature" that allows the user to save complicated combination moves.
Such technology provides the user with the ability to store and access their
favorite moves without disrupting the default setting of the buttons. This
patent-pending technology is a totally new and unique feature in the
evolution of game controllers. The introduction of the Trick Controller is
the first product in a full line of peripherals set to coincide with the
November 15th launch of Xbox. The Trick Controller comes to market with a
suggested retail price of $29.95.

The Trick Controller's Combo Cheat Feature allows the user to save
complicated combination moves in real-time (during actual game play) on any
standard fire button without altering the buttons original program. A new
"combo shift button," along with any pre-selected fire button, used in tandem
allows the user to easily actuate their preferred combo moves.

"So far, no one has come up with a way to simplify detailed combo moves for
action sports titles, like skateboarding and biking, or fighting games,"
stated Pelican's President, Chris Richards. "Combination and trick moves have
always required elaborate and uncomfortable finger and hand contortions. Our
new Combo Cheat Feature was designed specifically to make such moves
extremely easy to execute."

In addition to the Combo Cheat Feature, the Trick Controller has been
designed with a full body rubberized grip to enhance comfort and playability.
The controller has been down-sized from Microsoft's original Xbox controller
size, making it comfortable in the hands of all gamers. The Trick Controller
for Xbox is the first in a series of controllers to feature the new Combo
Cheat button. The Combo Cheat button will also be added to the secondary
release of Pelican's G3 controller for GameCube as well as an updated
controller for PlayStation 2.

The Trick Controller will come to market fully approved by Microsoft and will
reflect Microsoft's vigorous quality inspection with a Compatibility
Verification logo on the product packaging.

About Pelican Accessories
Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox* from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99. *Reseller prices may vary.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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THE ANXIETIES CONTINUE THIS DECEMBER IN SILENT HILL 2: RESTLESS DREAMS FOR
XBOX

Exclusive Xbox Version Includes Additional Characters, Graphical
Enhancements and New Game Chapter

FOR IMMEDIATE RELEASE

REDWOOD CITY, CA - October 24, 2001 - Konami of America, Inc., announced
today that a new rendition of the hit horror title, Silent Hill 2, will be
coming to the Xbox video game system from Microsoft within weeks of the new
system's launch.

In addition to the material found in the PlayStation 2 version of the game,
Silent Hill 2: Restless Dreams features enhanced graphics and lighting
effects, a new playable character, new areas to explore, new characters to
interact with and a new chapter to the game not found in the PlayStation 2
version released in September.

Silent Hill 2: Restless Dreams takes players to the eerie town of Silent
Hill, where they assume the role of James Sunderland. James receives a
cryptic letter from his wife, asking him to meet her in Silent Hill, a place
that holds great meaning for the couple. What would normally be a comforting,
romantic letter scares and confuses James since his wife has been dead for
three years. The mystery of the letter compels him to return to the surreal
horror and all-too-real danger in the monster-ridden town of Silent Hill.

Set amongst the dense fog and haunting darkness of the eerie town,
accompanied by dramatic music presented in Dolby Surround, Silent Hill 2:
Restless Dreams pushes the boundaries of macabre horror. Players face
frightening enemies and have access to a variety of weapons, including a
pistol, shotgun and hunting rifle, but ultimately must rely upon their heads
more than their trigger fingers.

###
About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99. *Reseller prices may vary.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

SILENT HILL and RESTLESS DREAMSTM are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT TOKYO. (c) 1999 2001 KONAMI
COMPUTER ENTERTAINMENT TOKYO. KONAMI is a registered trademark of KONAMI
CORPORATION. (c) 2001 Konami of America, Inc. Sony and PlayStation are
registered trademarks of Sony Computer Entertainment of America. Xbox and
Microsoft logos are trademarks of Microsoft. All other trademarks are
properties of their respective owners.
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The Elder Scrolls III: Morrowind to Feature Soundtrack
by Award-Winning Composer Jeremy Soule

"Gaming's Greatest Musician" to Compose and Create Music for Epic RPG

November 12, 2001 (Rockville, MD) -- Bethesda Softworks announced today that
Jeremy Soule, the award-winning composer who has been called "gaming's
greatest musician," will create the soundtrack for its highly anticipated
role-playing game (RPG), The Elder Scrolls III: Morrowind(tm). Soule, who
recently completed the score for the long-awaited Harry Potter and the
Sorcerer's Stone game, will be responsible for composing and producing the
music for the third chapter in the award-winning Elder Scrolls series that
includes Arena (1994 RPG of the year) and Daggerfall(tm) (1996 RPG of the
year).

"We knew that the music for Morrowind would have to be something special in
order to match the mood and atmosphere of this huge game," said Todd Howard,
project leader for Morrowind. "We've always been big fans of Jeremy's work
and in our conversations with him, it was clear he understood Morrowind and
what style of music it needed to make it a unique experience. I think
everyone will be thrilled when they hear it."

Morrowind is an epic, open-ended single-player RPG where you create and play
any kind of character imaginable. You can choose to follow the main storyline
and find the source of the evil blight that plagues the land, or set off on
your own to explore strange locations and develop your character any way you
want. Featuring stunning 3D graphics, open-ended gameplay, and an incredible
level of detail and interactivity, Morrowind promises to be an experience
like no other.

"It's an honor, and an exciting challenge, to score the music for this
ambitious new RPG, said Soule. The stunning epic quality of the Elder Scrolls
series is particularly compatible with the grand, orchestral style of music I
enjoy composing the most. I'm thrilled to be involved with a title like
Morrowind that has the potential to truly redefine the RPG genre."

Jeremy Soule has been the recipient of numerous industry awards and
professional accolades. Over the past few years, his compositions have
elevated the quality of game music to the level of Hollywood s finest feature
film soundtracks. His soundtrack for Total Annihilation, one of the first
games to feature a full symphonic score, was awarded "Best Music" by GameSpot
in 1997 as well as a place on its list of "Top Ten Game Scores of All Time."
In 2000, Soule's Icewind Dale soundtrack won "Best Music" awards from IGN and
GameSpot, as well as an Honorable Mention from GameSpy.

The Elder Scrolls III: Morrowind will be released for the PC and Xbox(tm)
video game system from Microsoft in Spring 2002.

About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks (http://www.bethsoft.com)
is a developer and publisher of entertainment software. Bethesda is the
entertainment software division of ZeniMax Media Inc., and has published
numerous award-winning titles, including the Elder Scrolls series, the
Terminator series, and Sea Dogs. Bethesda Softworks' full product line spans
the sports, racing, RPG, strategy and action genres.

Bethesda Softworks Inc. is a ZeniMax Media company. The Elder Scrolls,
Morrowind, Daggerfall, Arena, Bethesda Softworks and ZeniMax are registered
trademarks or trademarks of ZeniMax Media Inc. Xbox and Microsoft are
registered trademarks of Microsoft Corp. Other product and company names
referenced herein may be trademarks of their respective owners. All rights
reserved.
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INFOGRAMES' NASCAR HEAT 2002 FOR XBOX BLURS THE LINE BETWEEN GAME AND REALITY

The Power Of Xbox Creates Gameplay And Graphics That Put Players In The Race

BEVERLY, Mass. - November 13, 2001 - Bringing the best in NASCAR racing to
the newly launched Xbox video game system from Microsoft, NASCAR Heat 2002
from Infogrames, Inc. (Nasdaq: IFGM) roars into stores this week with photo
realistic graphics utilizing four times the texture detail of any other
NASCAR game, amazing sound and features only possible on the powerful new
system. Full 43-car Winston Cup racing packs and outstanding multi-player
features make NASCAR Heat 2002 the racing title to beat this holiday season
on Xbox.

The unparalleled power of Xbox makes competitive racing possible like never
before on a gaming system. NASCAR Heat 2002 can be played by up to 32 players
simultaneously utilizing Xbox System Link through the Network Hub hosting up
to eight Xbox systems with up to four players on each.

NASCAR Heat 2002's outstanding graphics and sound are also attributable to
the power of Xbox. Dolby Digital 5.1 surround sound gives players the ability
to not only hear NASCAR greats like Jeff Gordon and Rusty Wallace creeping up
on their rear bumper, but to practically feel them. Photo-realistic graphics,
made possible by the state-of-the-art graphics processor in Xbox, further
blur the line between fantasy and reality for the player, providing the most
realistic NASCAR console game experience ever.

"With the amazing graphics and sound capabilities of Xbox we're getting very
close to being able to suspend disbelief in games," said Nancy MacIntyre,
vice president of marketing for Infogrames' Beverly label. "NASCAR Heat 2002
blurs the line between the game and what a fan might watch on TV. The
graphics and sound are so real it is almost like reaching into a televised
NASCAR race and taking control of your favorite car."

Through the use of advanced satellite photos, the track geometry of the 2001
NASCAR races jumps to life with unparalleled accuracy - including the newly
redesigned Sears Point road-course track. The stars of NASCAR Heat 2002's
rides have also been replicated in minute detail with their latest paint
schemes. All car settings are adjustable to get the most from these
high-horsepower monsters on race day.

For anyone needing a little advice on race day, track-tip videos from top
drivers like Sterling Marlin, Dale Earnhardt Jr., Kevin Harvick and more give
players the information they'll need to beat the pack and come in first.
Developed by Monster Games, Inc., NASCAR Heat 2002 for Xbox has an ESRB
rating of 'E' for Everyone and is currently available at most major retail
outlets for an estimated retail price of $49.99.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99.
*Reseller prices may vary.

About Infogrames
New York-based Infogrames, Inc. (NASDAQ: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are distributed in the
U.S. by Infogrames, Inc. For more information, visit the Company's Web site
at www.infogrames.com.

NASCAR Licensing
NASCAR provides support for its licensed products through a dedicated office
in Charlotte, N.C., that researches new categories, licenses qualified
companies, manages accounts, handles quality control and develops retail
partnerships to drive sales of NASCAR-licensed product for the benefit of
drivers, teams and tracks. NASCAR supports its licensees through annual trade
advertising, a comprehensive retail guide, trade show exhibits, a quarterly
newsletter and a dedicated web presence on NASCAR.com.

# # #

NASCAR is a registered trademark of the National Association of Stock Car
Auto Racing, Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

All other trademarks or registered trademarks are the property of their
respective owners.
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INFOGRAMES BRINGS UNSTOPPABLE OFF-ROAD RACING
TO LAUNCH OF NEW XBOX VIDEO GAME SYSTEM
WITH TEST DRIVE OFF ROAD - WIDE OPEN
Enhanced Visual Effects, Additional Vehicles, "Go Anywhere" Tracks
Highlight Latest Off-Road Masterpiece

LOS ANGELES - NOVEMBER 14, 2001 - Take your road rage off-road with
Infogrames, Inc.'s (Nasdaq: IFGM) newest installment in the Test Drive
Off-Road series. Test Drive Off-Road -- Wide Open shipped to stores this week
to coincide with the launch of the Xbox video game system from Microsoft.
Developed by the masterminds at Angel Studios, the game features advanced "go
anywhere" environments, more than 50 licensed off-road vehicles including the
all new Chevy Avalanche, and 30 suspension-shattering tracks in three untamed
locations as well as an Xbox-exclusive Stadium location and a hidden lunar
fantasy location.

"We've pumped Test Drive Off Road - Wide Open full of over-the-top horsepower
and action to give gamers a frenetic, gear grinding race across miles of wide
open terrain," said Laddie Ervin, director of marketing at Infogrames Inc.'s
Los Angeles Label. "Test Drive Off Road - Wide Open gives gamers unbelievable
Xbox-enhanced visual effects, towering jumps, heart-wrenching speeds and
loads of unstoppable, upgradable trucks. With the freedom to tear through the
roughest real-world locations in ego anywhere' style against the most
lifelike Artificial Intelligence (AI) around, gamers are in for an unmatched
racing experience."

Chosen for their diverse terrain and gorgeous environments, Moab, Utah,
Yosemite, California and the Big Island of Hawaii are the featured locations
for Test Drive Off Road -Wide Open's brutal, pedal-to-the-metal off road
competition. Each of these locales contains 9 tracks, featuring blitz,
circuit and scramble races that widely vary in both size and style.

New to the Xbox version of the game is a Stadium location encompassing nine
different tracks where players race indoors and wrestle their trucks in a
King of the Hill battle to prove once and for all whose rig is the biggest
and baddest. In all the locations, players make their own rules, determining
which path and truck will complete the course the fastest.

Test Drive Off Road - Wide Open contains a variety of heavy-hitting,
upgradable licensed off road vehicles, each with their own unique handling
and power/speed capabilities. The list of vehicles features an Xbox-exclusive
truck, the all new Chevy Avalanche. In addition, the game contains powerful
rigs like the AM General Humvee, AM General Hummer Wagon, AM General Hummer
Rag Top, Rod Hall Hummer, Jeep Wrangler, Jeep CJ5, Ford F-150, Ford Bronco,
Dodge RAM 2500, Dodge Durango, Dodge T Rex, Shelby S.P. 360, Chevrolet Blazer
and the Chevrolet Silverado. Each vehicle can be customized with off-road
performance upgrades. As players win races, they can purchase one of four
levels of trucks, adding features like burlier tires and wheels, light bars,
brush guards, lift kits and more to produce both visual and performance
improvements on the vehicle.

Metallica's hit song "Fuel," from their top-ten ReLoad album, headlines Test
Drive Off Road - Wide Open's soundtrack along with other well known tracks by
bands like Fear Factory, 303 Infinity, Digital Assassins and UnLoco. The game
shipped to most retail stores this week with an estimated retail value of
$49.95 and an ESRB rating of E for everyone.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99.

*Reseller prices may vary.

About Infogrames

New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published in the U.S.
by Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #

Xbox and Microsoft are trademarks of Microsoft Corp. in the United States
and/or other countries.
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SURF'S UP AT XBOX LAUNCH WITH INFOGRAMES'
TRANSWORLD SURF
Groundbreaking Surfing Title Represents Reinvented Atari Brand
On New Video Game System

LOS ANGELES - Nov. 15, 2001 - Infogrames, Inc. (Nasdaq: IFGM), a global
publisher of interactive entertainment software, announced the shipping of
TransWorld Surf to stores shelves this week for the debut of the new Xbox
video game system from Microsoft. The highly anticipated surfing action game
is one of the first to be launched under the reinvented Atari brand and is
also the premiere title for the recently acquired TransWorld license.

"One look at TransWorld Surf and you know this is the game that will define
the surfing genre," said Laddie Ervin, director of marketing for Infogrames,
Inc.'s Los Angeles label. "TransWorld Surf reflects everything our reinvented
Atari brand stands for - the ultimate gaming experience with groundbreaking
visuals, unforgettable gameplay and unrelenting addictiveness."

Ervin added, "The power of Xbox has allowed us to produce never-before seen
graphics, spot-on physics and unique camera angles that make this the most
realistic surfing game ever made. And, working with the world's largest
action sports publisher, TransWorld Media, has given us the knowledge, access
and expertise to make the game as authentic as possible."

Involved from start to finish TransWorld Media provided access to the wide
variety of professional surfers, authentic licensed gear and surfing event
locations that allow players to more fully experience the lifestyle of a pro
surfer. In addition, the developers worked with TransWorld Media and the
games pro surfers to determine the best tricks and locations as well as how
to accurately recreate everything from specific ocean-water physics in the
locations chosen to how a surfboard handles on different waves.

Gamers can pull off massive airs and blazing tailslides while assuming the
identity of one of 13 top-ranked surfers like Shane Dorian, Andy Irons, Taj
Burrow, and many more. Each athlete has been recreated with their own
signature style and moves.

Players will compete in a nine-location tour sponsored by TransWorld Surf
magazine. At each location, surfers must successfully complete a basic photo
shoot before moving on to the competition. Surfers will also face goal
challenges at photo shoots, such as freeing dolphins from fishing nets or
completing insane combo moves. Locations include Teahupoo (Tahiti),
Huntington Beach (California, USA), Pipeline (Hawaii) and more.

TransWorld Surf features six unique game modes, including single-player
Prosurf, Freesurf and Single Session modes, as well as up to four-person
multiplayer Freesurf, Competition and King of the Wave modes. In Prosurf,
gamers must pull off a trick in front of the cameraman to earn a spot in
TransWorld Surf magazine and unlock new breaks and levels. Players will
interact with other surfers, animals and objects including bodyboarders,
dolphins, boats, other surfers and more. Careless surfers will find
themselves pursued by hungry sharks if they roam too far past a wave. But
players won't be too upset - there's always Miss Reef Girl waiting to tow
them out on her personal watercraft to the next gnarly break!

One of the game's truly unique features is the Karma Meter, which allows
players to interact with objects and people to change the gameplay experience
to suit their style. Gamers can keep their meter high by avoiding other
surfers and dolphins or let their meter run low by surfing recklessly,
snaking waves and eventually facing shark attacks and angry surfers. With
numerous tricks and combos to execute in conjunction with the Karma Meter,
the gameplay experience is never the same twice.

Additionally, a new feature made possible only by the future-generation video
game systems is the inclusion of actual surf videos and interviews with the
pro athletes. To more fully immerse players in the surfing lifestyle and to
provide a snap shot of each character's real life personality and abilities
the developers filmed interviews and action footage of each surfer in the
game.

TransWorld Surf boasts a huge, pumping soundtrack with both licensed and
original music and an audio ripping function allowing players to record their
own CDs onto the Xbox hard drive. The game also features clothing,
accessories and equipment from more than 50 surfing-related sponsors
including DC Shoes, Hurley, Nixon, Oakley, O'Neill, Volcom and more.

Developed by the talented minds at San Diego-based Angel Studios, TransWorld
Surf features amazing water technology, incredible lighting, shadow and
particle effects, bump mapping and anti-aliasing for awesome 3D visuals.
TransWorld Surf shipped to most major retail stores this week with an
estimated retail price of $49.95 and an ESRB rating of eT' for Teens.

About TransWorld Media

TransWorld Media, a division of Time4 Media based in Oceanside, CA, is a
leading publisher of young men's special interest publications reaching more
than 4.5 million Generation Y males. Properties include TransWorld
Snowboarding, TransWorld Snowboarding Business, Freeze, TransWorld
SKATEboarding, Skateboarding Business, TransWorld SURF, TransWorld SURF
Business, TransWorld STANCE, TransWorld Motocross, Ride BMX, TransWorld BMX
and BMX Business. Time4 Media is a subsidiary of Time Inc., which is a wholly
owned subsidiary of AOL Time Warner Inc.(NYSE: AOL).

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox will be available in North America on November 15, 2001 at the
suggested retail price of $299.99.
*Reseller prices may vary.

About Infogrames, Inc.

New York-based Infogrames, Inc. (Nasdaq: IFGM) is the second largest
third-party publisher of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Alone In The Dark, Civilization,
Deer Hunter, Driver, Roller Coaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's
entertainment software and Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published in the U.S.
by Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #

Xbox and Microsoft are trademarks of Microsoft
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ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 2x FOR THE XBOX(tm) VIDEO GAME SYSTEM
FROM MICROSOFT HITS RETAIL SHELVES AS THE NEW CONSOLE IS SET TO LAUNCH

Santa Monica, CA  --  November 15, 2001  --  Gamers can christen their
Xbox(tm) video game system from Microsoft with Activision, Inc's (Nasdaq:
ATVI) Tony Hawk's  Pro Skater(tm) 2x, when the game lands on North American
retail shelves today.   Taking advantage of the platform's technical
capabilities, the game features five  exclusive Xbox levels, enhanced
graphics, highly detailed character models and  all 19 levels from the hit
titles Tony Hawk's Pro Skater and Tony Hawk's Pro  Skater 2.  Tony Hawk's Pro
Skater 2x is rated "T" (Teen - Blood, Mild Lyrics,  Suggestive Themes) by the
ESRB and carries a $49.99 suggested retail price.

"The Tony Hawk's Pro Skater franchise is the perfect vehicle to showcase the
raw  power and flexibility of the Xbox," said Larry Goldberg, executive vice
president,  Activision worldwide studios. "The game features graphical and
gameplay  enhancements including lens flares and motion blurs, as well as
massive levels and  multiplayer System Link play for up to eight persons."

In Tony Hawk's Pro Skater 2x, players can choose to skate with the skills of
Tony  Hawk, the most legendary pro of all time, or as one of 12 other skaters
from the  star-studded line-up.   Featuring 24 levels of adrenaline pumping
action, the game  lets players perform hundreds of authentic tricks and
signature moves.  The  enhanced skatepark editor will feature new themes and
larger parks, and the  improved version of the popular Create-A-Skater
feature lets players customize  male and female characters.

The game also features detailed textures, more populated environments,
realistic  special effects, dynamic lighting and smoother lifelike
animations.   The  inclusion of System Link multiplayer gameplay further
brings the skateboarding  experience to life.

Tony Hawk's Pro Skater 2x was developed by Treyarch LLC, a wholly owned
subsidiary  of Activision, Inc.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide  developer, publisher and distributor of interactive entertainment
and leisure  products.  Founded in 1979, Activision posted revenues of $620
million for the  fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France,  Germany, Japan, Australia, and the Netherlands.  More information
about Activision  and its products can be found on the company's World Wide
Web site, which is  located at www.activision.com. About Xbox Xbox
(<http://www.xbox.com/>) is Microsoft's future-generation video game system
that delivers the most powerful games experiences ever.  Xbox empowers game
artists by giving them the technology to fulfill their creative visions as
never  before, creating games that blur the lines between fantasy and
reality. Xbox will  be available in North America on November 15, 2001 at the
suggested retail price  of $299.99. *Reseller prices may vary.

The statements contained in this release that are not historical facts  are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future  results to differ materially from those expressed in any such
forward-looking  statements.  These important factors, and other factors that
could affect  Activision, are described in Activision's Annual Report on Form
10-K for the  fiscal year ended March 31, 2001, which was filed with the
United States  Securities and Exchange Commission.  Readers of this press
release are referred to  such filings.

###
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Digital Leisure Ships Seven Xbox Compatible Titles Today

Microsoft Explodes Onto the Video Game Scene, Supported by Timeless Classics

GORMLEY, Ontario, Canada - November 16, 2001 -- The day is here and the time
is now! Excitement and anticipation are on the forefront, as Microsoft joins
the video game console market with the release of the Xbox, and Digital
Leisure is welcoming them in with seven launch titles. With Digital Leisure's
hit arcade titles available now for Xbox, there will be no shortage of
quality titles for the new console this fall!

The internationally acclaimed adventures created by the former Disney
animator Don Bluth and designer Rick Dyer have shifted from the arcades onto
the latest gaming console, the Xbox. Dragon's Lair, Space Ace and Dragon's
Lair II: Time Warp contain the classic animation that fans will want to add
to their video game collections. These classic titles are joined by the
original Hologram Time Traveler and Shadoan from Rick Dyer; in addition to
the latest releases from American Laser Games - Mad Dog McCree and Who Shot
Johnny Rock? Video game enthusiasts will want to make sure to pick up the DVD
Movie Playback Kit for their Xbox so they can enjoy these legendary games
that Digital Leisure is providing retail outlets with across the country.
These seven games that redefined the video game industry are available
throughout North America at major retailers including Electronics Boutiques.
Suggested MSRP is $29.95, which is a cost much lower than many of the titles
debuting for the new sy

"With seven titles at launch, we're excited to be such a significant software
provider for this year's most awaited console," said David Foster, general
manager of Digital Leisure. "We're excited to be able to offer video game
classics that have stood the test of time, and they're what enthusiasts from
across the country have been demanding. For almost two decades, these games
have been loved by fans of all ages and abilities and are featured at a more
consumer friendly price point than that of most other Xbox games".

Digital Leisure is a leading publisher of interactive DVD titles. The company
acquires and remasters existing video-intensive titles that would benefit
from the superior video and audio quality of DVD.

*Digital Leisure Inc. is not associated with Microsoft Corporation Inc.
Microsoft Corporation Inc. has not endorsed these products. Microsoft
Corporation and Xbox are trademarks or registered trademarks of Microsoft
Corporation Inc. subsidiaries.
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CODEMASTERS UNLEASHES
ULTIMATE BLADE OF DARKNESS ON XBOX

New York, NY - December 6, 2001 - Sharper than any sword, Codemasters'
Ultimate Blade of Darkness is set to strike exclusively on Xbox. Developed by
RebelAct Studios, Codemasters has scheduled the title for release in winter
2002. The next-generation installment of the savagely famous PC game Blade of
Darkness, this mature-rated hack and slasher is set in a magical world of
heroes and quests and is certain to amaze fans of fantasy combat.

Ultimate Blade of Darkness will score high-impact hit points with some of the
bloodiest combat scenes in Xbox gaming. With fluid, responsive and dynamic
melee combat there's a massive arsenal of weaponry available and practically
any in-game object can be used to keep the dark hordes from savaging the
player's character. Broadswords, spears, battle-axes, arrows, even skeletal
remains or an opponent's severed limb can be used to decimate the forces of
darkness.

A myriad of monsters, demons and unearthly creatures await in any of the four
player-selectable adventurers. Ultimate Blade of Darkness reintroduces the
heroes of the original Blade - Tukaram (a mighty muscle-bound warrior),
Sargon (a Knight trained in strategic combat), Naglfar (an axe loving Dwarf)
and Zoe (an adventuress fighter and trader).

Each character has a unique first level that draws them into a seemingly
straightforward quest before sweeping them into a fantastic adventure that
escalates into something darker and more mysterious than first imagined. The
RPG-esque style of play allows the player to develop their character's
experience and skills, gain bigger weapons and better tools through success.

For a game designed and destined to be a classic in the mature game market,
Codemasters will market Ultimate Blade of Darkness conscientiously and ensure
potential consumers are aware of the game's content. Materials will promote
the title as suitable for a mature audience only and warn that the game
features graphic scenes of animated violence.

"Ultimate Blade of Darkness will be a blizzard of frenetic combat, haunting
atmospherics, intriguing puzzles and incredible lighting effect technology,"
said Jonathan Smith, Codemasters' internal producer for the game. "With its
origins in Blade of Darkness, the leap to Xbox was a natural evolution."

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

###

 ------------
Category 30,  Topic 3
Message 15         Wed Dec 19, 2001
KGAGNE [Ken]                 at 20:58 PDT

UNIVERSAL INTERACTIVE'S TOLKIEN FRANCHISE TO TAKE SHAPE OF NEXT GENERATION
HANDHELD, PC AND MASSIVELY MULTIPLAYER ONLINE GAMES

The Lord of the Rings series translated to games for Xbox video game system
and Game Boy Advance in 2002

FOR IMMEDIATE RELEASE

UNIVERSAL CITY, Calif., December 19, 2001 - Universal Interactive, Inc.
announced today that its games based on the literary works of J.R.R. Tolkien
will be developed for multiple platforms including next generation and
handheld systems, the PC, and the highly anticipated massively multiplayer
online gaming.

In addition, Universal Interactive announced the details of its 2002 line-up
of Tolkien games: The Fellowship of the Ring for the Xbox  video game system
from Microsoft and The Lord of the Rings, Part 1 for Game Boy Advance.

"Universal Interactive plans to release titles for all major gaming platforms
in order to bring Tolkien's great literary works to life for as many gamers
as possible," said Jim Wilson, president of Universal Interactive.  "The
unique capabilities of each platform will showcase a particular aspect of
Middle-Earth to its best advantage.  Massively multiplayer online games, for
instance, will allow for the fullest, most interactive re-creation of
Tolkien's universe of original characters."

The Fellowship of the Ring, in development by Seattle-based WXP, Inc., is
scheduled for release in fourth quarter 2002 for Xbox.  A third person
action/adventure title, The Fellowship of the Ring allows gamers to play as
three members of the fellowship, Frodo, Aragorn and Gandalf, on a journey
from the Shire to the depths of Moria and all the way to the River Anduin. In
a storyline faithful to Tolkien's epic masterpiece, players will explore the
massive environments of Middle-Earth while solving puzzles and fighting
various enemies such as Orcs, Black Riders and an evil Balrog in this first
installment of the quest to destroy the fabled One Ring of Power.

The Lord of the Rings, Part 1 is being developed for the Game Boy Advance and
is scheduled for a fourth quarter 2002 release.  A role-playing game, The
Lord of the Rings, Part I, is based on characters and situations from the
first two books of the classic Tolkien epic.  It allows players complete
control over the entire Fellowship on their adventure from the beginning of
"The Fellowship of the Ring" to partway through "The Two Towers."
Specifically designed to take full advantage of the GBA's technical
capabilities, The Lord of the Rings, Part I will feature an isometric
graphics engine combined with an intuitive character interaction and combat
control system to highlight this immersive, RPG-style game.

For more information about Universal Interactive's games based on J.R.R.
Tolkien's "The Lord of the Rings," regarded as the greatest literary epic of
the 20th century, visit www.lotrgames.com.

As part of Vivendi Universal Publishing's long-term deal with Tolkien
Enterprises, the company acquired the exclusive rights to develop interactive
entertainment based on selected Tolkien literary works. Universal Interactive
and Sierra Entertainment are responsible for developing products for the
license.

About Universal Interactive, Inc.
Universal Interactive, Inc. develops and publishes innovative interactive
entertainment for next generation game consoles and PC platforms based on
original content and Universal Studios character, movie, and television
franchises.

About Vivendi Universal Publishing
Vivendi Universal Publishing (VU Publishing), the publishing division of the
world's second largest communications group (Vivendi Universal), is an
international leader in multi-platform publishing and content distribution.
As one of the top three players in the global publishing market and the only
publisher with an international reach, the Company's key content areas
include literature, reference, education, games and consumer press.  VU
Publishing publishes content in four major languages, including English,
French, Spanish and Portuguese, and has strong local publishing brands,
including Anaya, Atica, Houghton Mifflin, Knowledge Adventure, Larousse,
Nathan and Scipione.  In the games category, VU Publishing is a leading
publisher of online, PC and console-based games.  Its studios include
Blizzard Entertainment, Sierra Entertainment and Universal Interactive.

###
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SEGA SPORTS NFL 2K2 DEBUTS ON XBOX
DELIVERING A GRAPHICALLY STUNNING
GRIDIRON EXPERIENCE

Sega Sports' First Xbox Title Showcases Enhanced Player Models With Detailed
Facial Expressions, Lifelike Physics and Authentic TV-Style Presentation

SAN FRANCISCO - (January 8, 2002) - Sega Sports(TM), the brand that continues
to set new standards in sports gaming, today announced the release of "Sega
Sports(TM) NFL 2K2" for the Xbox' video game system from Microsoft", marking
the first Sega Sports title to be released on this gaming console. Developed
by Visual Concepts, a member of the Sega group and creators of the
top-selling "Sega Sports NFL 2K series," "Sega Sports NFL 2K2" will make its
mark on this new system by offering a game with deep Artificial Intelligence,
detailed facial animations and authentic TV-style presentation.

"With the release of 'Sega Sports NFL 2K2,' Sega Sports is now an established
and critically acclaimed content provider for multiple gaming consoles," said
Tom Nichols, group director of sports marketing, Sega of America. "With the
power of Xbox behind it, 'Sega Sports NFL 2K2' will continue to be the NFL
simulation game of choice for football fans that want realistic gameplay and
true-to-life graphics."

"Sega Sports NFL 2K2" features TV-style presentation including dynamic
replays, thorough telestrator analysis and in-depth play-by-play commentary,
providing the "smart" football experience that has become synonymous with the
Sega Sports brand. Unlike other football sims, "NFL 2K2" commentary is never
canned. Using the "history database," commentators will analyze replays and
key plays from earlier in the game, as well as make connections between
player performance and on-field trends. The Xbox system also features a
theater-quality audio experience that enhances both the dialogue lines and
ambient background of the game.

New facial animation technology shows the expressions and likenesses of NFL
players as they appear in real life, with players reacting to situations on
the field with strong emotion. Player's subtle moves have also been captured,
including running backs who "get skinny" to squeeze through holes in the
defensive line and defensive linemen who make crunching "momentum-based"
tackles. "QB Logic" contains enhanced Artificial Intelligence that allows
quarterbacks to react just like their real-life counterparts.

New in-game effects for "Sega Sports NFL 2K2" include natural stadium
lighting and shadows, as well as 3D sideline animations which include full
teams, camera crews and chain gang, along with enthusiastic crowds and
detailed stadiums.  As fans of the franchise have come to expect, "Sega
Sports NFL 2K2" for Xbox features updated rosters, stadiums and team uniforms
for the 2001-'02 season, as well as new team-specific playbooks that allow
gamers to call any play from any formation.

Endorsed by Minnesota Vikings' wide receiver Randy Moss, who appears on the
cover of the game, "Sega Sports NFL 2K2" for Xbox is available at retailers
nationwide for $49.95. The game is rated "E" for everyone.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas. Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home. Sega of America's World Wide Web site is located
at www.sega.com.

About Xbox
Xbox (<http://www.xbox.com/>) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

(C) 2001 NFLP. Team names and logos are trademarks of the teams indicated.
All other (NFL-related marks) are trademarks of the National Football League
and NFL Properties. Officially Licensed product of PLAYERS INC. The PLAYERS
INC logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2001 PLAYERS INC.

# # #
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ACTIVISION BRINGS ID SOFTWARE'S
LEGENDARY RETURN TO CASTLE WOLFENSTEIN(tm) TO THE
PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM AND
THE XBOX(tm) VIDEO GAME SYSTEM

Mesquite, Texas - January 18, 2002 - Axis forces are primed for a Blitzkrieg
into the console arena with the development of Return to Castle
Wolfenstein(tm) for the PlayStation(R)2 computer entertainment system and the
Xbox(tm) video game system from Microsoft. Expanding on the same wickedly
addictive gameplay that has driven the PC version to ship more than one
million units and top sales charts worldwide, Return to Castle Wolfenstein
for the next generation game consoles will feature unique design and
technical modifications that take full advantage of each platform's advanced
technology. Return to Castle Wolfenstein is being developed by Raster
Productions and executive produced by id Software, and is currently rated
"RP" Rating Pending by the ESRB.

"Return to Castle Wolfenstein has quickly become the most critically
acclaimed and widely played action shooter of 2001, and we're thrilled to
bring the Wolfenstein experience to a new generation of gamers." Todd
Hollenshead, CEO, id Software said. "We're working with Raster on a number of
technical and design modifications that will provide Xbox and PlayStation 2
owners a definitive gaming experience that is designed and built for their
systems."

"The QUAKE III Arena engine coupled with the power of these next generation
gaming systems creates a remarkable synergy that will serve as the benchmark
for future action-shooter games," states Larry Goldberg, executive vice
president of Activision Worldwide Studios.

Set against the backdrop of WWII, Return to Castle Wolfenstein plunges
players into a maelstrom of action, espionage and covert operations, as an
American soldier tasked with infiltrating the heart of Nazi Germany and
stopping the darkest plans of the Third Reich. Throughout the game, players
are locked in combat with waves of Nazi storm-troopers, undead Teutonic
knights and the twisted products of genetic experimentation. Return to Castle
Wolfenstein further draws the player into the nightmare with advanced
artificial intelligence (AI), photo-realistic character and environment
textures, revolutionary effects, and an immersive story that unfolds before
the player like a movie.

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm) and QUAKE III: Team
Arena(tm). id's advanced QUAKE III Arena engine is leading the next
revolution in 3-D interactive games with both single and multiplayer
technology. Check out more about id Software at www.idsoftware.com
<http://www.idsoftware.com> .

Headquartered in Santa Monica, California, Activision, Inc. (Nasdaq: ATVI) is
a leading worldwide developer, publisher and distributor of interactive
entertainment and leisure products. Founded in 1979, Activision posted
revenues of $620 million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2001 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Wolfenstein 3D(R), Return to
Castle Wolfenstein(tm), DOOM(R), QUAKE(tm), QUAKE II(tm), QUAKE III
Arena(tm), QUAKE III: Team Arena(tm), and the id Software(tm) name are either
registered trademarks or trademarks of Id Software, Inc. in the United States
and/or other countries. Activision is a registered trademark of Activision,
Inc. and its affiliates. All other trademarks and trade names are the
property of their respective owners.
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LYNDA CARTER JOINS THE CAST OF
THE ELDER SCROLLS III: MORROWIND

Actress To Do Voice Work
in New PC and Xbox Videogame

February 5, 2002(Rockville, MD) - Bethesda Softworks announced today that
actress Lynda Carter, best known for her starring role as television's
"Wonder Woman", has agreed to do voice-overs for the critically acclaimed
role-playing game, The Elder Scrolls III: Morrowind. Slated to hit stores
this Spring for the PC and the XboxTM video game system from Microsoft,
Morrowind offers players a rich fantasy world to explore and a fully
customizable interactive adventure.

Carter has signed on to provide the voices for the female Nords, one of the
races that populate this expansive game.

"We are thrilled to have Lynda Carter join the project," says Todd Howard,
Morrowind's Project Leader who has won numerous awards for his previous work.
"Adding her talent and personality to some of our characters is a huge
addition for Morrowind. And of course, I've been a fan since childhood."

"After working for so many years in the entertainment industry, I was
delighted to do something new and become involved creatively with the
development of this game," said Carter. "I really enjoyed the experience and
believe Morrowind is something that the gaming public is going to be excited
about."

Morrowind also features the creative talent of award-winning musician Jeremy
Soule, who will be responsible for composing and producing the music for the
third chapter in the award-winning Elder Scrolls series. Soule, who has been
called Gaming's Greatest Musician, recently completed the score for the
blockbuster videogame Harry Potter and the Sorcerer's Stone.

The design for Morrowind is being led by Ken Rolston, who won the coveted
H.G. Wells Award for Best Role-Playing Game in 1985 and has created numerous
award-winning games throughout his career. He is generally considered to be
one of the godfathers of role-playing games (RPGs).

Morrowind is an epic, open-ended single-player RPG where you create and play
any kind of character imaginable. It offers a simple interface and focused
gameplay for beginners, and staggering depth and inexhaustible gameplay for
the gaming veteran. Featuring stunning 3D graphics, open-ended gameplay, and
an incredible level of detail and interactivity, Morrowind promises to be an
experience like no other. For more information on Morrowind, visit the
official Web site at www.elderscrolls.com.

About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks (http://www.bethsoft.com)
is a developer and publisher of entertainment software. Bethesda is the
entertainment software division of ZeniMax Media Inc., and has published
numerous award-winning titles, including the Elder Scrolls series, the
Terminator series, and Sea Dogs. Bethesda Softworks' full product line spans
the sports, racing, RPG, strategy and action genres.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever.  Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality.  Xbox is now available in North America at the suggested retail
price of $299.99.*
* Reseller prices may vary.

Bethesda Softworks Inc. is a ZeniMax Media company.  The Elder Scrolls,
Morrowind, Daggerfall, Arena, Bethesda Softworks and ZeniMax are registered
trademarks or trademarks of ZeniMax Media Inc. Xbox is a trademark of
Microsoft Corporation in the United States and/or other countries. Other
product and company names referenced herein may be trademarks of their
respective owners. All rights reserved.
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ACTIVISION'S WRECKLESS: THE YAKUZA MISSIONS*
FOR THE XBOX* SKIDS ONTO RETAIL SHELVES

Santa Monica, CA - February 12, 2001 - Gamers can rip up the streets and rub
out the mob in Activision, Inc.'s (Nasdaq: ATVI) WRECKLESS: The Yakuza
Missions*, the first high-speed, high-suspense mission-based driving game for
the Xbox* videogame system from Microsoft. Featuring ultra-realistic,
free-roaming interactive environments with unique, pulse-pounding missions
and unprecedented instant replays, the game takes the mission-based driving
genre to new heights. WRECKLESS: The Yakuza Missions, which has shipped to
North American retail stores nationwide, is rated "T" ("Teen" - Violence -
content suitable for persons ages 13 and older) and carries a $49.99
suggested retail price.

"WRECKLESS: The Yakuza Missions' action-packed and innovative gameplay
showcases the power and flexibility of the Xbox," said Larry Goldberg,
executive vice president, Activision Worldwide Studios. "You are sure to get
the ride of your life with this game's realistic driving physics and
jaw-dropping graphics."

WRECKLESS: The Yakuza Missions immerses players in the unpredictable
underworld of Hong Kong by allowing players to choose from two distinct
storylines - either as part of an elite task force assigned to take down the
Hong Kong mafia or as a high-level government agent trying to uncover links
between the mafia and the police. The game lets players take full control of
the action as they pursue Yakuza thugs in 20 hair-raising missions. Gamers
choose from 14 different vehicles as they race through an interactive city
and maneuver real traffic patterns, tear through parks and drive on sidewalks
to complete their mission.

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America at the suggested retail price of $299.99.
*Reseller prices may vary Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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WWF RAW SHIPS FOR XBOX

First World Wrestling Federation Licensed Title for the Xbox Now Available

CALABASAS HILLS, Calif.

February 12, 2002 - THQ Inc. (NASDAQ NMS: THQI) and JAKKS Pacific, Inc.
(NASDAQ NMS: JAKK) today announced the North America release of their newest
World Wrestling Federation(R) (NYSE: WWF) licensed video game, WWF Raw(TM)
now exclusively for the Xbox(TM) video game system from Microsoft. WWF Raw
marks the 10th THQ/JAKKS Pacific World Wrestling Federation video game
release; a franchise that now boasts sales in excess of $250 million* at
retail nationwide.

WWF Raw has received high praise from both the videogame community and the
mainstream press:

* "It's the most beautiful wrestling game to date, from a company that knows
what the fans really want." - IGNXbox

* "The graphical work in WWF Raw is beyond words ... you have to play this
game, it brings the World Wrestling Federation to life. This game will change
the way we look at wrestling games." - WWFWrestlinggames.com

* "The unprecedented power of Microsoft's new machine helps bring WWF
celebrities alive in realistic detail..." - Gannett News Service

"Bringing an exclusively licensed World Wrestling Federation title to Xbox is
a continuing example of our commitment to delivering exciting and unique
games to new platforms," stated Michael Rubinelli, vice president, product
development, THQ. "WWF Raw utilizes all of the technology of the Xbox by
bringing realistically depicted models, authentic signature moves and smooth
character animations to one of the most powerful gaming systems available."

"Fans of the World Wrestling Federation have been awaiting the arrival of a
title just for the Xbox," stated Nelo Lucich, director of interactive, JAKKS
Pacific. "We are confident that WWF Raw will live up to all of the
anticipation and expectations set by the fans and begin a new tradition of
excellence for World Wrestling Federation games on Microsoft's next
generation console."

About WWF Raw

Developed by Anchor, WWF Raw showcases more than 45 Superstars in multiple
match types including title matches and King of the Ring tournaments. WWF Raw
captures the look and feel of the World Wrestling Federation with a TV-style
presentation featuring in-game cut away scenes and "Double Feature" replays.
Dynamic lighting effects, pyrotechnics, camera flashes and multiple camera
angles bring the action to life as Superstars enter the arena accompanied by
signature TitanTron(TM) videos and music. For the first time ever in a World
Wrestling Federation game, players can interfere with opponents on their way
to the ring during Superstar entrances. Enhanced multiplayer capabilities
including four player tag team, handicap and triple threat match variations
make WWF Raw the definitive wrestling game for the Xbox.

For more information about the THQ/JAKKS Pacific World Wrestling Federation
videogame franchise including the previously announced WWF WrestleMania(R) X8
for Nintendo Gamecube(TM), visit www.thq.com.

About World Wrestling Federation Entertainment, Inc.

World Wrestling Federation Entertainment, Inc. is an integrated media and
entertainment company headquartered in Stamford, Connecticut, with sales
offices in New York City, Chicago and Toronto. The company can be found
online at wwf.com and wwfecorpbiz.com.

About JAKKS Pacific

JAKKS Pacific, Inc. is a multi-brand toy company that designs, develops,
produces and markets toys and related products under various brand names
(including Flying Colors(R), Road Champs(R), Remco(R), Child Guidance(R), and
Pentech(R)) in multiple product categories, including: Wheels; Action
Figures; Art/Activities/Stationery; Infant/Pre-School; Writing Instruments;
Plush; and Dolls. The Company also participates in a joint venture with THQ
Inc. that has exclusive worldwide rights to publish and market World
Wrestling Federation(R) video games. Visit www.jakkspacific.com

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

*According to NPD TRSTS

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in the preliminary
prospectus contained in THQ's Registration Statement on Form S-3 filed with
the Securities Exchange Commission on August 20, 2001, as amended. A copy of
this filing may be obtained by contacting THQ or the SEC. The forward-looking
statements contained herein speak only as of the date on which they are made,
and THQ does not undertake any obligation to update any forward-looking
statement to reflect events or circumstances after the date of this release.
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INFOGRAMES TAKES FLIGHT WITH SUPERMAN: THE MAN OF STEEL FOR XBOX
Third-Person Action Game Challenges Gamers To Step Into The Boots Of The
World's Greatest Super Hero This Fall

LOS ANGELES - Feb. 18, 2002 - It's a bird! It's a plane! It's Superman! This
fall, Infogrames, Inc. (Nasdaq: IFGM) brings the world's greatest super hero
- Superman - to the Xbox video game system from Microsoft. Based on a story
derived from the most popular and recognized super hero in the world,
Superman: The Man of Steel will challenge players to protect Metropolis from
supervillains Brainiac 13 and Lex Luthor, and a legion of malevolent robots
intent on destroying the city and taking over the world.

"Utilizing the amazing power of the Xbox, Superman: The Man of Steel will
finally deliver to gamers and comic book fans a Superman game that's worthy
of its namesake," said Jean-Philippe Agati, senior vice president and head of
Infogrames, Inc.'s Los Angeles studio. "Featuring detailed worlds of massive
scale, a host of infamous supervillains, devastating moves and powers, and a
variety of dynamic play modes, Superman: The Man of Steel will thrill both
new and hardcore Superman fans alike. Superman is one of the most popular and
recognized characters in the world and we are creating the game that lives up
to his reputation."

Superman: The Man of Steel is a single-player action game based on the DC
Comics Superman universe. Aiming for complete authenticity to satisfy
hardcore Superman fans, the story is being developed and written in
conjunction with DC Comics. In the game, Brainiac 13 attempts to take control
of the advanced technology behind the futuristic Metropolis -- technology
that would enable him to destroy Metropolis and rule the world! Players
assume the role of Superman, the Last Son of the Planet Krypton, and are
charged with protecting the citizens caught within the ensuing chaos, finding
the technology to stop the maniacal robots from taking over the city, and
defeating the evil masterminds behind the diabolical plot.

The heart-pounding action takes place across vast worlds dripping with
true-to-life detail. Superman must battle enemies throughout the massive
urban cityscape of Metropolis, light-years from earth in the vacuum of space
and in distant locales, such as the mysterious Phantom Zone and Warworld,
familiar to fans of the comic series.

As Superman, players will have powers and abilities far beyond those of
mortal men, including super strength, heat vision, flight, ice breath, X-ray
vision, telescopic vision and more. Players are treated to two unique combat
experiences, with intense confrontations taking place both on the ground and
in the air. From mid-flight battles with giant robots that are wreaking havoc
on Metropolis buildings to engaging in hand-to-hand combat with Brainiac 13's
henchmen threatening citizens on the ground, gamers must use a variety of
techniques, including punch combos and super powers, to prevail as the Man of
Steel.

In addition to combat missions, gamers must surmount other adrenaline-packed
challenges, including damage management, civilian rescue, disaster aversion
and other gameplay modes. Brainiac 13 and his minions will do everything in
their power to take back the futuristic technology from Metropolis, including
damaging buildings, causing train wrecks and placing civilians in mortal
danger -- it will be up to Superman alone to restore peace within the city of
Metropolis, and ultimately, save the world.

Developed by Circus Freak Studios, Superman: The Man of Steel incorporates
cutting-edge graphical technologies, including vertex and pixel shaders, bump
mapping, environment mapping, real-time motion blurring, realistic cloth
effects and spectacular particle effects. The game will feature Dolby 5.1 3D
spatial sound effects and an evocative, movie-like score composed especially
for the game. Superman: The Man of Steel debuts on Xbox in fall 2002.

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful games experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America at the estimated retail price of $299.99.*
* Actual retail prices may vary.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony, Nintendo and Microsoft),
PCs, and Macintosh systems. Infogrames' catalogue of more than 1,000 titles
includes award-winning franchises such as Civilization, Backyard Sports, Deer
Hunter, Driver, RollerCoaster Tycoon, Test Drive, and Unreal, and key
licenses including Survivor, Warner Bros. Looney Tunes, Nickelodeon's Blue's
Clues, Dragon Ball Z, Mission Impossible, Harley-Davidson, Major League
Baseball, and the National Football League, among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's and
Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms, as well as interactive digital television,
mobile smart devices (WAP, HDML) and in-flight entertainment systems. In
2001, IESA acquired Infogrames Interactive, Inc. (formerly Hasbro
Interactive), including its line of software based on well-known licenses
such as Monopoly, Jeopardy, Tonka, and Atari, which are published and
distributed in the U.S. by Infogrames, Inc. For more information, visit the
Company's Web site at www.infogrames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.
# # #

Xbox is a trademark of Microsoft Corp. in the United States and/or other
countries.
SUPERMAN and all related characters, names, and indicia are trademarks of DC
Comics (c) 2002
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SEGA SPORTS NBA 2K2 DEBUTS ON XBOX TAKING THE ACCLAIMED BASKETBALL VIDEO GAME
SERIES TO NEW HEIGHTS

Sega Sports NBA 2K2 for Xbox Recreates NBA Action in Lifelike Detail

SAN FRANCISCO (February 26, 2002) - Sega Sports(tm), the brand that continues
to set new standards in sports gaming, today announced the release of the
highly anticipated "Sega Sports NBA 2K2" for the Xbox video game system from
Microsoft". Developed by Visual Concepts, a member of the Sega group and the
development house behind the sports video game revolution, "Sega Sports NBA
2K2" is the pinnacle of basketball simulations, allowing gamers to experience
all the strategy of the actual NBA game along with the unsurpassed
athleticism of its star players, from the preseason tip-off all the way to
the NBA Finals.

"The release of 'NBA 2K2' on Xbox is yet another step in Sega Sports'
commitment to delivering high quality and entertaining sports content for all
key video game systems," said Tom Nichols, group director of sports
marketing, Sega of America. "The game's smarter artificial intelligence, new
street courts, and revamped offensive and defensive moves are complemented by
the power of Xbox to effortlessly deliver the most accurate and true-to-life
visuals of any basketball simulation on the video game market."

"Sega Sports NBA 2K2," the first game in the series to be released for Xbox,
combines gameplay elements such as new low-post and crossover moves,
intelligent coaching decisions, intuitive defensive strategy, and the ability
to scrimmage and run plays during practice, to give gamers a true sense of
what it's like to be competing during an actual NBA season. An unprecedented
level of user control lets the gamer set up pick & roll plays, guard the
baseline on defense, fight for the rebound in the paint, and use the game's
timing-based steals to intercept balls in the passing lane.

"From the intricately detailed arenas to the realistic player models--right
down to the individual tattoos and hairstyles, gamers will appreciate the
incredible level of detail in Sega Sports NBA 2K2," said Greg Thomas,
president of Visual Concepts. "Our development team was able to harness the
power of Xbox to deliver a game with graphics so true-to-life that you can
see the emotion animated on each player's face. That combined with real
player physics and quick and responsive controls make 'NBA 2K2' for Xbox the
next step in sports game simulations."

Taking full advantage of the graphical prowess of Xbox, "Sega Sports NBA 2K2"
delivers a visually stunning presentation, with detailed player models that
are comprised of more than 6,000 polygons each and enhanced facial animations
that brings all of the game's superstars to life. The arenas in "NBA 2K" are
designed to the exact specifications of their real-life counterparts and
individually lit to recreate their specific look and feel. Adding to the
arena atmosphere, are sideline characters such as cheerleaders, camera crews,
referees, bench players, and individually modeled coaches. The high level of
detail is further carried onto the court, with lifelike player models that
are designed in the spitting image of their real-life counterparts, right
down to individual tattoos, accessories, and hairstyles. Additionally, more
than 500 new animations, including new dunks, blocks, and dribble moves, add
to the game's fluid pace, capturing the rhythmic nature of the game of
basketball.

"Sega Sports NBA 2K2" returns with all of the familiar modes of play,
including Exhibition, Season, Tournament, Franchise, Practice and Street. In
the popular Street mode, the great street courts from last year are now
joined by four new authentic courts in the Xbox version of the game - Hank
Gathers Rec Center in Philadelphia, Run N' Shoot in Atlanta, Venice Beach in
California and Fonde Rec Center in Houston. The mode also features a familiar
"play to 21" street-ball scoring system.

Given its improved player models and dramatic camerawork, gamers will have a
hard time differentiating "Sega Sports NBA 2K2" for Xbox from a regular NBA
telecast. This game is as true-to-life as it gets, with its TV-style
overlays, full commentary and analysis during replays, and exciting crowd
reactions. Naturally, "Sega Sports NBA 2K2" for Xbox also keeps current with
updated rosters, arenas and team uniforms.

Endorsed by Philadelphia 76ers guard Allen Iverson and including a soundtrack
featuring exclusive music performed by recording artist R.O.C. and produced
by award-winning rapper-producer Jermaine Dupri, the Xbox version of "Sega
Sports NBA 2K2" is currently available at retailers nationwide for $49.95.
The game is rated "E" for everyone and supports up to four players.
"Sega Sports NBA 2K2" is also available on the Sega Dreamcast and the
PlayStation 2 computer entertainment system from Sony Computer Entertainment
Inc. It will be launching soon on the Nintendo GameCube.

About Sega
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99. Xbox is now available in North America at the suggested retail
price of $299.99.

*Reseller prices may vary.

"Microsoft, Xbox, and the Xbox logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or other countries and
are used under license from Microsoft."

About Sony Computer Entertainment
Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation game console and develops, publishes,
markets and distributes software for the PlayStation game console and the
upcoming PlayStation2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy, Nintendo 64, Game Boy Advance and NINTENDO GAMECUBE. Since
the release of its first home video game system in 1983, Nintendo has sold
more than 1.4 billion video games worldwide, creating enduring industry icons
such as Mario and Donkey Kong and launching such franchises as Zelda and
Pokemon. As a wholly owned subsidiary, Nintendo of America, Inc., based in
Redmond, Wash., serves as headquarters for Nintendo's operation in the
Western Hemisphere.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without prior written consent of NBA
Properties, Inc. (c) 1999 NBA Properties, Inc. All rights reserved.

# # #
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SEGA'S JSRF - JET SET RADIO FUTURE FOR XBOX
DELIVERS EXTREME ACTION, STYLE

All-Star Soundtrack Features Tracks From Grand Royal and Wave Master

SAN FRANCISCO - (February 26, 2002) - Sega(r) of America today announced the
release of "JSRF - Jet Set Radio Future" for the Xbox(tm) video game system
from Microsoft(r). Fusing fast action, mind-blowing cel-shaded graphics and a
slammin' soundtrack from the hip-hop maestros at Grand Royal Records and Wave
Master, this sequel to the Dreamcast(-released "Jet Grind Radio(tm)" delivers
extreme skating, extreme action, and of course, extreme style. Loaded with
new environments, new characters, insane new aerial maneuvers, refined
artificial intelligence and retina-searing special effects, "JSRF - Jet Set
Radio Future" picks up the storyline of "Jet Grind Radio" 10 years later.

"'JSRF - Jet Set Radio Future' makes good on the promise of the Xbox
hardware, delivering enormous interactive environments, gorgeous anime-style
graphics and a truly inspired soundtrack," said Mike Fischer, vice president
of entertainment marketing, Sega of America. "Blurring the lines between art,
culture, music and video games, Sega will continue to bend genres and define
the future of entertainment with titles like 'JSRF - Jet Set Radio Future.'"

The setting is Tokyo, 2024. Freedom of expression is a distant memory as a
corrupt corporation controls the streets with its baton-brandishing militia,
and it's up to street-smart skate crews, led by a mysterious pirate radio DJ,
to save the soul of the city. Armed with rocket-powered skates, wicked
freestyle tricks and an arsenal of aerosol cans, players must navigate a
massive interactive city, battling rival crews for new turf and ultimately
squaring off against the oppressive Rokkaku Group.

Filling the airwaves of the game's pirate radio station is a hypnotic blend
of hip-hop, techno and electronic beats courtesy of some of the hottest names
in music. With a soundtrack by Grand Royal Records and Sega's Wave Master,
"JSRF - Jet Set Radio Future" features original music and rump-shaking
remixes of hits from Grand Royal artists including The Latch Brothers,
Russell Simins, Cibo Matto, Scapegoat Wax, Bran Van 3000, Bis, BS 2000 and
The Prunes.

With intuitive pick-up-and-play controls, "JSRF - Jet Set Radio Future" lets
gamers jump right into the action, exploring an expansive cityscape teeming
with rival crews, corporate goon squads, cars, busses and pedestrian traffic.
Take control of street-savvy characters like the enigmatic b-boy Beat and the
sexy fly girl Gum as they apply graffiti art to marked targets and perform
gravity-defying tricks and combos in a battle for the freedom of
self-expression.

"JSRF - Jet Set Radio Future" also features five all-new multi-player modes.
Join forces with your friends, or compete against them in modes such as "City
Rush," "Ball Hog," "Flag," "Graffiti Wars" and "Tag" for hours of
replayability. An in-game graffiti art editor also allows aspiring artists to
create their own distinctive "tags" for use within the game.

"JSRF - Jet Set Radio Future" will be available at retailers this week and
carries a MSRP of $49.95. The game is rated "T" for Teen. For screenshots and
artwork, visit the following link:
ftp://ftp.accesspr.com/public/Sega/Sega_Games/Microsoft_Xbox/Jet_Set_Radio_F
uture/

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful game experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America at the suggested retail price of $299.99.
*Reseller prices may vary.

About Grand Royal Records
Grand Royal Records was founded by Beastie Boys in 1993, its first release
being Luscious Jackson's classic: "In Search Of Manny EP." Since then, the
label grew into a full service worldwide media conglomerate encompassing a
label roster featuring At The Drive-In, Bran Van 3000, Scapegoat Wax, BS 2000
and others and the widely acclaimed Grand Royal magazine. Despite being
inches away from the 10-year and GR100 mark, Grand Royal has closed its
doors. In a final mail to fans, here is what Mike D had to say: "Thank you to
our friends, staff, interns, bands, supporters, fans, contributors, online
peoples, etc - everyone who has put a little bit of themselves into the Grand
Royal world over the years. Hopefully we did more good than bad and gave
people enjoyment, amusement, fun and some stuff to think about along the way.
We never knew or even really thought about what Grand Royal could and would
become when we started it, we just did it. And we certainly had no idea how
it would end. Hopefully others will embark on missions of their own in the
future or as of now with that same unknowing spirit and will fill whatever
void may be created in our absence. Thanks again everyone." - Mike D

About the Latch Brothers
The Latch Brothers are: Mike D a.k.a. "The Latchin' Duke," Kenny Salcido
a.k.a. "Count Tickula" and Chris Wagner a.k.a. "Sir Poom A Lot."

# # #
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SEGA SPORTS(tm) SIGNS NEW YORK YANKEES(r) SLUGGER JASON GIAMBI AS NEW COVER
ATHLETE; ANNOUNCES WORLD SERIES(r) BASEBALL AS XBOX(tm) EXCLUSIVE

All-Star First Baseman Inks Deal to Become Official Spokesperson for Sega
Sports World Series Baseball, Joining Esteemed Ranks of Sega Sports Cover
Athletes

SAN FRANCISCO (February 28, 2002) - Sega Sports(tm), the brand that continues
to set new standards in sports gaming, today announced the signing of New
York Yankees Jason Giambi to a multi-year deal to serve as the official
spokesperson and cover athlete for the "World Series(r) Baseball" franchise.
Sega Sports gamers also scored another "home run" today with the announcement
that the highly anticipated "Sega Sports(tm) World Series(r) Baseball" video
game which ships in May 2002, will be available exclusively on the Xbox(tm)
video game system from Microsoft(r). Developed by Visual Concepts, the
development house behind the sports video game revolution and makers of the
acclaimed NFL 2K and NBA 2K series, "Sega Sports World Series Baseball" will
deliver a baseball experience on Xbox that will be unmatched in the industry.

"The combination of these two announcements is a great win for sports gaming
enthusiasts," said Tom Nichols, group director of sports marketing, Sega of
America. "Not only will Xbox gamers have an exclusive on the best baseball
sim for this year, but they can also enjoy the most realistic Sega Sports
baseball experience endorsed by one of the best players in the league. We
will be looking to leverage Jason's expertise and knowledge inside 'World
Series Baseball' over the coming years in order to make the game not only the
best looking and best playing, but also the smartest baseball video game on
the market."

As arguably the greatest player to hit the diamond in recent years, Jason
Giambi's athleticism and power both at the plate and on the field have
captivated baseball fans all over the country. Giambi, who led Oakland to the
American League West title last season, will participate in activities
promoting the Sega Sports brand among consumers, which may entail involvement
in the development of the "World Series Baseball" series and a presence in
upcoming advertising campaigns. With this agreement, Giambi joins the long
line of other athletic greats who have graced the covers of Sega Sports
titles such as tennis stars Venus and Serena Williams, 76ers luminary Allen
Iverson and U.S. Olympic hockey team member and Colorado Avalanche player
Chris Drury.

"I'm thrilled to be a part of the Sega Sports team," Giambi said. "The Sega
Sports brand is well-known among MLB players and video game fans as the most
realistic sports video games. With my involvement, I'm hoping that I'll be
able to take 'World Series Baseball' to the next level and make it the
predominant baseball video game in the industry."

"Sega Sports World Series Baseball" combines enhanced gameplay mechanics,
next-generation graphics, advanced artificial intelligence, full team
management and the most complete Franchise Mode of any baseball video game to
result in the most authentic baseball simulation made to date. "Sega Sports
World Series Baseball" also incorporates new fielding animations such as
off-balance throws and new facial animations with over 50 different emotions,
so that with each hit, error or home run, gamers will actually see the
passion on the player's face. New camera angles along with a broadcast
quality presentation including new two-man commentary, brings the game to
life like an actual Saturday afternoon game on T.V. "World Series Baseball"
also includes the new Cooperstown Collection(tm) license so gamers can play
as or against 25 of the greatest players ever to grace the game. With these
and many other new features, "Sega Sports World Series Baseball" for the Xbox
brings the gamer closer to authentic baseball action than ever before.

"Sega Sports has a legacy of creating some of the best sports games in the
industry," said J Allard, General Manager, Xbox Platform. "The combination of
the incredible graphics and gameplay of 'Sega Sports World Series Baseball'
along with the high performance of the Xbox hardware makes, this title a
'must have' for all Xbox owners. We believe that the strength and appeal of
this game will make it one of the more anticipated game launches of the
spring."

"Sega Sports World Series Baseball" will be available at retailers nationwide
this May for $49.95. This game will be rated "E" for everyone. Screen shots
of "Sega Sports World Series Baseball" can be found at:
ftp://ftp.accesspr.com/public/sega/Sega_Games/Microsoft_Xbox/

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America and Japan, and will ship in Europe and
Australia on March 14, 2002.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (c) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (c)
SEGA CORPORATION, 2001 (c) MLBP 2002 / MLBPA 2002 The Major League Baseball
Players Association is the collective bargaining representative for all
professional baseball players of the National League and the American League
and serves as the exclusive group licensing agent for commercial and
licensing activities involving active Major League Baseball Players. On
behalf of its members, it operates the Players Choice licensing program and
Players Choice Awards and Big League Challenge events, which benefit children
through the Major League Baseball Players Trust for Children, a charitable
foundation established and run entirely by Major League Baseball Players.
Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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LUCASARTS CHOOSES XBOX AND PC AS PLATFORMS FOR
STAR WARS KNIGHTS OF THE OLD REPUBLIC

Xbox Version of Star Wars Role Playing Game Expected Fall 2002;
PC Version Slated for Spring 2003

SAN RAFAEL, Calif. -- February 28, 2002 -- LucasArts Entertainment
Company LLC today announced its upcoming role playing game (RPG), Star Wars
Knights of the Old Republic, will debut on the Xbox video game system this
fall and release on PC early 2003. Developed by BioWare Corp., the dramatic
game features an original story set some 4,000 years prior to the timeframe
of the Star Wars films in an era dominated by an epic conflict between the
Jedi and the evil Sith.

"Star Wars Knights of the Old Republic will be available on two dynamic
platforms, Xbox and PC, both of which are perfectly suited for the incredibly
compelling and high action role playing experience this game will offer,"
says Simon Jeffery, president of LucasArts. "As always, LucasArts' goal is to
determine the best platform fit for each game. In this case, BioWare's
tremendous expertise in the PC RPG genre makes that platform an ideal
showcase for the game, while an Xbox version provides a great opportunity for
LucasArts to establish the first major RPG franchise on that platform."

"BioWare has been fortunate to develop role playing games that have been well
received over the years," says Ray Muzyka, BioWare's joint CEO and
co-executive producer of Star Wars Knights of the Old Republic. "In Star Wars
Knights of the Old Republic, we'll be able to bring BioWare's strengths -
engaging story development, striking art and animation style, and rewarding
character development - to the Star Wars universe in a way that will deliver
an amazing game play experience."

Added Greg Zeschuk, BioWare's other joint CEO and co-executive producer, "The
Xbox and PC are both fantastic game machines, and the development team is
committed to pushing the boundaries of both platforms to make Star Wars
Knights of the Old Republic the best role playing game possible."

Additional information about Star Wars Knights of the Old Republic can be
found on the LucasArts web site at http://www.lucasarts.com/products/swkotor

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

About BioWare Corp.
BioWare Corp. is an electronic entertainment company that develops computer
and console games. Our published projects include: Shattered Steel, the
genre-defining Baldur's Gate role playing game series, MDK 2 for Dreamcast
and PC, and MDK 2: Armageddon for PlayStation 2. Recently, BioWare released
the award winning Baldur's Gate Throne of Bhaal, a massive expansion pack to
Baldur's Gate II Shadows of Amn. BioWare's developers are currently hard at
work on two titles to be released this year; Neverwinter Nights( - a Dungeons
and Dragons( fantasy role playing game for single and multiplayer (to be
published by Infogrames), and Star Wars Knights of the Old Republic (to be
published by LucasArts). As well, development is under way on a new,
unannounced, third project. BioWare information can be found online at
www.bioware.com.
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FOR IMMEDIATE RELEASE

MIDWAY'S ALL-NEW SPYHUNTER BRINGS EXPLOSIVE
THRILL RIDE TO NINTENDO GAMECUBE AND XBOX

High-Adrenaline Missions and Relentless Action Redefine Spy Hunter to
Create Electrifying Gaming Experience for Next-Generation Systems

CHICAGO - March 11, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that SpyHunter, the all-new
remake of Midway's popular 1980's action-racing game, will ship tomorrow for
the Nintendo GameCube and the Xbox video game system from Microsoft.
SpyHunter is scheduled to ship for the Game Boy Advance in June and is
available now for the PlayStation2 computer entertainment system.

With a next-generation 3D design, incredible high-tech weaponry and a sleek
new vehicle (the G-6155 Interceptor), the SpyHunter player is on a mission to
save the world and must make split-second decisions.  The ultimate
counterintelligence prototype vehicle with morphing abilities, the G-6155
Interceptor has offensive and defensive weapons including 25mm cannon machine
guns and heat-seeking missiles.  The G-6155 Interceptor morphs on-the-fly
into a deadly high-velocity speedboat, a turbo jet watercraft or a
supercharged motorcycle with a turbine engine (horsepower classified), which
helps players escape and evade the relentless onslaught of enemy fire.
Additionally, as an added in-game bonus, Xbox owners will receive the
original 1983 arcade classic, Spy Hunter, in its entirety, included as an
exclusive hidden feature.

"Now Nintendo GameCube and Xbox owners can experience the addictive SpyHunter
gameplay," said Helene Sheeler, vice president of marketing, Midway.
"SpyHunter was an enormous success on the PlayStation2 and we expect it to be
a top videogame on the Nintendo GameCube and Xbox as well."

The SpyHunter player can never relax while maneuvering through 14
high-adrenaline missions around the globe to exotic locations such as Panama,
Key West, England, Germany, France, the Middle East and Venice.  Each
location is modeled to a high degree of photo-realism and provides
recognizable landmarks and scenery to offer compelling visual themes.

To add even more intensity to the relentless action, Island Gold Recording
act Saliva has recorded two versions of "The SpyHunter Theme."  Based on the
Peter Gunn theme song, a new lyrical version, as well as an instrumental
format, are included in the game.

SpyHunter Nintendo GameCube Key Features:
* The G-6155 Interceptor, a new vehicle that morphs on-the-fly into a deadly
high-velocity speedboat, a turbo jet watercraft or a supercharged motorcycle
and contains offensive and defensive weapons, including 25mm cannon machine
guns and heat-seeking missiles
* Explosive weaponry for both offensive and defensive attacks - including
machine guns, missiles and EMP weapons - and counter-attack weapons such as
oil slicks, smoke screens and flame throwers
* All-new 3D design with photo-realistic levels and recognizable landmarks
and scenery
* 14 in-depth missions encompassing exotic worldwide locations such as
Panama, Key West, England, Germany, France, Middle East desert and Venice
* Island Gold Recording act Saliva's "The SpyHunter Theme" song included in
the game

SpyHunter Xbox Key Features:
* The next-generation version includes the Spy Hunter arcade classic
videogame in its entirety as an exclusive hidden feature
* The G-6155 Interceptor, a new vehicle that morphs on-the-fly into a deadly
high-velocity speedboat, a turbo jet watercraft or a supercharged motorcycle
and contains offensive and defensive weapons, including 25mm cannon machine
guns and heat-seeking missiles
* Explosive weaponry for both offensive and defensive attacks - including
machine guns, missiles and EMP weapons - and counter-attack weapons such as
oil slicks, smoke screens and flame throwers
* All-new 3D design with photo-realistic levels and recognizable landmarks
and scenery
* 14 in-depth missions encompassing exotic worldwide locations such as
Panama, Key West, England, Germany, France, Middle East desert and Venice
* DVD Content:
- Behind-the-Scenes making of SpyHunter
- Saliva's "The SpyHunter Theme" song and music video along with the "Your
Disease" music video

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software.  Midway videogames are available for play
on all major videogame platforms including the PlayStation(r)2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(r) Advance.

For more information about Midway Games and SpyHunter visit
www.spyhunter.midway.com.

###

SPY HUNTER is a trademark of Midway Amusement Games, LLC.  Xbox and Microsoft
are trademarks of Microsoft Corp. in the United States and/or other
countries.  Nintendo GameCube and the Nintendo GameCube logo are trademarks
of Nintendo. " 2001 Nintendo.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc.  All other
trademarks are the property of their respective companies.

This press release contains forward looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Risk Factors'' in
the Company's registration statement on Form S-3 filed with the Securities
and Exchange Commission on December 11, 2001.
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SEGA'S SCI-FI ACTION THRILLER GUNVALKYRIE BLASTS ON TO XBOX

SAN FRANCISCO - (March 19, 2002) - SEGA(r) of America today announced the
launch of "GUNVALKYRIE(tm)," a science-fiction-fueled action title available
exclusively for the Xbox(tm) video game system from Microsoft(r). Developed
by SEGA's legendary Smilebit studios, the developers behind the hit "JSRF -
Jet Set Radio Future(tm)," "GUNVALKYRIE" delivers a rich anime-inspired
storyline, jaw-dropping graphics and innovative 360-degree third person
action.

Set in a futuristic past overrun by nightmarish technological advances and
hordes of giant mutant insects, "GUNVALKYRIE" takes gamers through epic
outdoor environments and deep into labyrinthine caverns on their quest to
save the world from the effects of unchecked technological progress. Armed
with a jet pack and upgradeable weapons and armor, "GUNVALKYRIE" gives gamers
the ability to move freely through massive interactive environments by
mastering breathtaking aerial maneuvers. Featuring heart-pounding 360-degree
combat sequences where enemies attack from all directions, "GUNVALKYRIE" is
an intense exercise in speed, strategy and survival.

"'GUNVALKYRIE' delivers some of the most intense, innovative action available
on any console, bar none," said Mike Fischer, vice president of entertainment
marketing, SEGA of America. "A blend of old school action and next-generation
sophistication, 'GUNVALKYRIE' takes full advantage of Xbox, elevating third
person action to dizzying new heights."

The "GUNVALKYRIE" story follows a brilliant scientist named Dr. Hebble as he
discovers a string of incredible technological breakthroughs after harnessing
mysterious energy emitted from Halley's Comet. When these advances accelerate
beyond his control and the mysterious doctor goes missing, the results
threaten to destroy mankind. In response, GUNVALKYRIE, an organization formed
to police the misuse of technology, sets off to retrieve Dr. Hebble and
return order to the free world - by force.

"GUNVALKYRIE" is now available in retail stores nationwide a suggested retail
price of $49.95. The game is rated "T" for "Teen."

About SEGA
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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XBOX PLAYERS TO FEEL THE FORCE OF STAR WARS: EPISODE II
IN LUCASARTS' STAR WARS JEDI STARFIGHTER

Star Wars Jedi Starfighter for Xbox to Release in May Coincident with
Premiere of Star Wars: Episode II Attack of the Clones

SAN RAFAEL, Calif. -- March 19, 2002 -- LucasArts Entertainment Company LLC
will unleash the power of the Force on the Xbox video game system this May
with the release of Star Wars Jedi Starfighter. The game, which launched to
critical acclaim last week on PlayStation 2, will give Xbox gamers a chance
to experience the exhilaration of piloting the Jedi starfighter from the
upcoming film Star Wars: Episode II Attack of the Clones. The Republic's new
prototype Jedi starfighter possesses advanced capabilities no pilot, craft or
weapon has previously had -- Force lightning, Force shield, Force reflex and
Force shock wave.

Star Wars Jedi Starfighter for Xbox presents more than 20 breathtaking one
and two-player cooperative story-based missions set amidst a variety of new
and beautifully rendered worlds and environments from Attack of the Clones.
In addition to the ultra-fast, ultra sleek Jedi starfighter, players can
battle in three other original heavily armed and highly maneuverable craft,
the Havoc, Zoomer and Freefall. Missions take place over land and in space,
with players skirmishing against more than 40 starships and capital-class
vessels - including some notable enemy craft from the Star Wars: Episode II
film.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of five companies in the Lucas group
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, Lucas Licensing Ltd.,
and Lucas Learning Ltd. Lucasfilm is one of the leading film and
entertainment companies in the world. Lucasfilm's businesses include George
Lucas' film and television production and distribution activities as well as
the business activities of the THX Group. Lucas Digital, which consists of
Industrial Light & Magic (ILM) and Skywalker Sound, provides visual effects
and audio post-production services to the entertainment industry. Lucas
Licensing is responsible for the merchandising of all Lucasfilm's film and
television properties. Lucas Learning creates engaging interactive
entertainment products that provide learning opportunities through
exploration and discovery.

# # #
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ACTIVISION'S XBOX GAMES TAKE TOP SPOTS IN GERMANY

WRECKLESS: The Yakuza Missions* and Tony Hawk's Pro Skater* 3
Were #1 and #2 Best-Selling Third-Party Titles For Week of March 18 - 24,
2002

Santa Monica, CA - April 1, 2002 -- Activision, Inc. (Nasdaq: ATVI) announced
today that WRECKLESS: The Yakuza Missions* and Tony Hawk's Pro Skater* 3 were
the #1 and #2 best-selling third-party titles by units for the Xbox(tm) video
game system from Microsoft in Germany for the week of March 18 - 24, 2002,
according to Media Control. These results followed the successful European
launch of Xbox on March 14, 2002.

Additionally, Tony Hawk's Pro Skater 3 was the #4 third-party title for the
PlayStation(R) video game console and the #5 third-party title for the
PlayStation(R)2 computer entertainment system, according to Media Control.

"The success of WRECKLESS: The Yakuza Missions and Tony Hawk's Pro Skater 3
reinforce Activision's position as a brand leader on Xbox," said Ron
Doornink, President and COO, Activision Inc. "Activision is poised to
continue its leadership position on both the Xbox and PlayStation 2 with
upcoming launches of Spider-Man* the movie game, Mat Hoffman's Pro BMX* 2 and
Kelly Slater's Pro Surfer*."

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America, Japan, Europe and Australia.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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SEGA'S TOEJAM & EARL III BRINGS THE FUNK EXCLUSIVELY TO XBOX THIS FALL

SAN FRANCISCO - (April 2, 2002) - SEGA(r) of America today announced that
"ToeJam & Earl(tm) III" will be released this fall exclusively for the
Xbox(tm) video game system from Microsoft(r). With a heritage that dates back
to the SEGA Genesis(tm) System, the fourth installment in the series, "ToeJam
& Earl(tm) III," delivers an all-new, fully immersive, fully "funkified" 3D
gaming experience. Created by "ToeJam & Earl's" original development team,
and produced by SEGA's renowned development studio, Visual Concepts, "ToeJam
& Earl III" combines the popular characters and style of the original series
with Visual Concepts' cutting edge technology to create a stunning showcase
title for the powerful Xbox.

"Given the synergy between ToeJam & Earl's irreverent, off-the-wall style and
the Xbox audience, this exclusive deal was a perfect match," said Mike
Fischer, vice president of entertainment marketing, SEGA of America. "With
its inventive plot, distinctive characters and clever humor, 'ToeJam & Earl
III' reiterates SEGA's commitment to publishing daring, genre-bending games.
If you're ready for something completely different, check out 'ToeJam & Earl
III' - it's not like anything you've seen before."

ToeJam and Earl first appeared in the self-titled "ToeJam & Earl," followed
by "Ready-Aim-Tomatoes" and "Panic on Funkotron," all of which were developed
exclusively for the SEGA Genesis System and published by SEGA of America.
Each version received widespread acclaim for the innovative characters,
settings and overall style, and has given the series a worldwide cult
following that continues today.

"Microsoft is thrilled to have 'ToeJam & Earl III' as an exclusive title for
Xbox," said J Allard, General Manager, Xbox Platform. "'ToeJam & Earl III'
takes advantage of the many great features of Xbox to deliver a stunning
next-generation version of one of the video game world's most unique
franchises."

"ToeJam & Earl III" follows ToeJam, Big Earl and their hot new
"partner-in-funk" Latisha as they return to Earth to collect the 12 sacred
albums of Funk that have been stolen from Lamont, the Great Funkopotamous. In
the process, players use Funk-Fu, Rhythm and Dance Power, and a vast array of
gift-wrapped power-ups left by Santa Funk to convert the un-funky Earthlings
to the ways of Funk.

Featuring off the wall, "just-for-the-funk-of-it" humor with a hip urban
twist, "ToeJam & Earl III" delivers nonstop challenge and reward through
mini-games, rhythmic Boss Battles, and unlockable areas and abilities. An
open-ended game structure offers players a high degree of freedom with
endless choices, and game levels are randomly generated so every play
experience, in each of the many environments, is fresh and new. Funky music,
rich character dialog and jaw-dropping graphics stimulate the senses
throughout the game. Players can play alone, or use the dynamically splitting
screen to play with a friend to double-team the clueless Earthlings in
cooperative play.
"ToeJam & Earl III" will be available in the fall of 2002. For screenshots
and artwork, visit the following link:
ftp://ftp.accesspr.com/public/Sega/Sega_Games/Microsoft_Xbox/ToeJam&EarlIII/

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

ToeJam & Earl is a trademark of ToeJam & Earl Productions, Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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XBOX PREPARES FOR A MILITARY ASSAULT FROM
OPERATION FLASHPOINT: COLD WAR CRISIS
Xbox Gamers To Experience Codemasters' Million-Selling Military Simulation
Game This Winter

New York, NY - April 16, 2002 -Leading games publisher and developer
Codemasters announced that they will publish a customized version of the
multi-award winning Operation Flashpoint: Cold War Crisis this winter for The
Xbox(TM) video game system from Microsoft. The Xbox edition is being
developed by Bohemia Interactive Studio, creators of the original PC title,
and will contain the entire original game along with an additional prequel
campaign called Resistance.

Operation Flashpoint: Cold War Crisis takes action gaming to a brand new
level, as Jonathan Smith, External Development Studio Head at Codemasters
explains: "Operation Flashpoint is a groundbreaking title, giving players the
chance to participate in a Cold War conflict just the way they want to. It's
a game that has set new standards of immersive realism, and we're delighted
to bring it to Xbox," says Smith. "On Xbox, it offers twice as much action as
in the original PC game, with the inclusion of the enhanced Resistance
missions. We are refining the controls and interface for maximum playability,
and beefing up the graphical effects to take full advantage of the hardware."

Operation Flashpoint: Cold War Crisis is the ultimate realistic war
experience. Its conflict setting draws the player into the action so deeply
because it is such a believable military environment. For the first time in
this game genre, the player controls and commands not just soldiers of all
levels and squads but also land, sea and air vehicles - both military and
civilian - from cars, to APCs, to tanks and even military helicopters.

The scenario is modern warfare: It is 1985, in the midst of the Cold War, and
Gorbachev has been elected to power bringing with him policies of glasnost
and perestroika. However, resistance Soviet groups are opposed to the new
regime and are refusing to conform.

One group has taken control of an island community and is using it as an
armed stronghold for the old order. NATO has been called to act as the
peacekeeping force. Operation Flashpoint opens with the player joining the
first mission against the Soviets.

It is a game of complete freedom with military crisis situations to handle on
your own initiative. Once past the mission briefing stage, it's the player's
decision how the overall mission or campaign is tackled. This variety also
allows players to dip in and out of all kinds of action gameplay from
commanding a squad, to being a sniper, to driving or piloting a myriad of
land, sea and air vehicles.

Again, incredible detail unfolds in each role: A NATO sniper makes use of the
US-standard M21 sniper rifle with its correct optical markings. However, if
they relieve an immobilized Soviet sniper of his rifle, they will be faced
with Soviet-standard optical markings through the sights - and they do work
differently... The open environment of the game is massive and you can go
anywhere at anytime; you're not limited to playing in mission-specific
'walled' areas.

On Xbox, the game comes complete with an additional campaign titled Operation
Flashpoint: Resistance, set years before Operation Flashpoint's Cold War hit
crisis point. Resistance creates an additional 100km2 island and casts the
player as Victor Troska, an experienced ex-Special Forces soldier. Having
turned his back on his military past, Troska has settled into a respectable
civilian life on the island of Nogova*, a short distance from the main game's
three islands. However, his situation changes when the Soviet force invades
the island group and destroys Troska's idyllic dreams.

Reluctant at first to return to a conflict situation, he is forced to
participate in, and then lead, the ramshackle Resistance effort, which grows
in response to the Soviet occupation of the island.

As Operation Flashpoint: Resistance begins before the US Army and its
resources came to the islands, players have to scavenge equipment from
whatever sources they can manage.

Throughout the closely linked missions, the overriding objectives include
growing your resistance force by gaining new recruits, gathering equipment,
and preserving as many of your comrades as possible to build an army strong
enough to repel the Soviets.

Combined, the main game and the prequel campaign, make Operation Flashpoint:
Cold War Crisis the best military simulator for any platform and a true
must-have title for the Xbox gamer.

Fully primed to repeat its Game of the Year success, Codemasters is set to
release Operation Flashpoint: Cold War Crisis on Xbox this winter.

* Nogova is a working name for the fourth island.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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MIDWAY'S HACK N' SLASH CLASSIC
GAUNTLET DARK LEGACY SHIPS FOR XBOX

Time-Honored Franchise Delivers Four-Player
Cooperative Gameplay, Dangerous Worlds and Deadly Combo Attacks

CHICAGO - April 22, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Gauntlet Dark Legacy
for the Xbox video game system from Microsoft will ship tomorrow. Gauntlet
Dark Legacy is scheduled to ship in fall 2002 for the Game Boy Advance and is
available now for the PlayStation2 computer entertainment system and the
Nintendo GameCube.

Recreated for next-generation systems, Gauntlet Dark Legacy is a one to four
player action-adventure videogame, which allows as many as four game players
to battle cooperatively and interact simultaneously. Continuing the
time-honored "hack-n-slash" style of gameplay, players work as a team as they
embark on a quest to save the world. Using a force of special weapons, exotic
magical powers and deadly combination attacks, players slay hordes of evil
minions and hideous creatures - such as Golems, Dragons and Chimera - while
searching for treasure, evading traps and solving the many mysteries of
Gauntlet Dark Legacy.

"Now Xbox owners will be able to experience Gauntlet Dark Legacy's
time-honored cooperative four-player experience," said Helene Sheeler, vice
president of marketing, Midway.

Whether playing alone or with companions, players adventure through eight
magical realms - Mountain, Desert, Forest and Castle and the new Ice, Town,
Sky and Dream worlds. Throughout each mystical realm, players are challenged
to find obelisks, rune stones and countless other items while confronting
more than 50 different enemies and challenging bosses. Players can choose
from a variety of characters - including the new Jester, Sorceress, Dwarf and
Knight - who possess the ability to perform special turbo attacks and deadly
combination moves during battle. Each character has different attributes, so
players must decide which character they believe is best equipped to handle
the next adventure. Players can also find more than 42 secret characters and
unlock their hidden, split personalities.

Gauntlet Dark Legacy Xbox Features:
* One to four players Cooperative Action - Alone or with up to three friends,
gamers embark on a quest to collect the mythic 13 rune stones and battle the
evil wizard, Garm
* Updated Inventory System: Gamers can turn pick-ups and power-ups on and off
while playing
* Enhanced Shop Screen: Sell unwanted/unused pick-ups and power-ups for gold
and jewels
* Numerous New Power-ups such as:
Health Amulet: Players gain health from damaging enemies
Mikey: A potion that causes enemies to attack a magical apparition rather
than the player's character
Hand of Death: Allows players to suck the life from enemies
* Numerous Characters:
Eight Different Playable Characters: Warrior, Valkyrie, Archer, Wizard,
Jester, Sorceress, Dwarf and Knight
Secret Characters: More than 42 secret characters with eight different split
personalities to unlock
* Massive Gameplay Worlds: Mountain, Desert, Forest and Castle plus Ice,
Town, Sky and Dream. Venture where only legends dare with more than 50 evil
enemies, challenging evil bosses and countless potions, power-ups and secrets
to uncover
* Advanced Combat: Each of the eight different characters pack unique combo
moves and turbo attacks
* Enhanced Xbox Graphics and Sound: Masterfully crafted worlds, powered by
the Xbox graphics engine

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Gauntlet Dark Legacy and Midway Games visit
www.midway.com.

# # #

MIDWAY is a trademark of Midway Amusement Games, LLC. GAUNTLET DARK LEGACY is
a trademark of Midway Games West Inc.

Nintendo GameCube, the Nintendo GameCube logo and Game Boy Advance are
trademarks of Nintendo. " 2001 Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. in the United States and/or other countries. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. All other trademarks are the property of their respective
companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.

 ------------
Category 30,  Topic 3
Message 33         Wed Apr 24, 2002
KGAGNE [Ken]                 at 10:38 PDT

BATMAN: DARK TOMORROW HITS PS2 AND XBOX

Seattle, WA - April 24, 2002 -Kemco officially confirms today that Batman:
Dark Tomorrow, initially slated for the Nintendo GameCube, will roar onto to
the PlayStation(R)2 computer entertainment system and The Xbox(TM) video game
system from Microsoft this fall. HotGen Studios Limited is developing the PS2
and Xbox versions, while the GameCube version is being developed internally
by Kemco, as well as other global partners.

Explosions echo throughout the mean streets of Gotham as rival gangs battle
for control of the city. Anarchy reigns supreme with the sudden disappearance
of Police Commissioner James Gordon and the lockdown of Arkham Asylum, home
for the criminally insane. By using all of his skills, both mental and
physical, as well as a variety of gadgets, Batman must stop the gang war,
infiltrate Arkham Asylum and rescue the Commissioner. During this time,
Batman must also piece together clues to discover the mastermind behind these
seemingly unrelated events and stop an evil plan that threatens the fate of
the entire world!

Kemco brings the extensive comic book universe of the Dark Knight Detective
to the next generation of video game platforms with the action adventure game
"Batman: Dark Tomorrow."

"Batman is one of the most popular comic book characters ever created and we
want to bring a title to next generation platforms that does justice to this
legend, said Glenn Halseth Vice President of Sales and Marketing for Kemco.
"Our goal is to create a game with groundbreaking stealth animation elements
that is leaps and bounds above any other Batman title to date."

About Kemco
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
Comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
super heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $299.99.

*Reseller prices may vary.

BATMAN and all related characters, names, and indicia are trademarks of DC
Comics (C) 2002.
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         Microsoft Reduces Xbox Price to $199.99 (U.S.)/$299.99 (CAN)
    New Price Is Expected to Expand Market for World's Most Powerful Video
                                 Game Console

REDMOND, Wash., May 15 /PRNewswire-FirstCall/ -- Through a carefully planned
effort that includes the participation of key retailers and third-party
publishers, Microsoft Corp. (Nasdaq: MSFT) today unveiled its plans for a
North American price reduction of the Xbox(TM) video game system. Effective
immediately, Xbox will have an estimated retail price of $199.99 in the
United States ($299.99 CAN). The price reduction will be supported by a
multimillion dollar national merchandising and marketing campaign set to
begin this weekend. Microsoft also announced it is reducing the price of Xbox
in Japan to 24,800 yen effective Wednesday, May 22.*

Xbox was originally priced at $299.99 in the United States, $459.99 in Canada
and 34,800 yen in Japan.

"As part of our long-term strategy to broaden the reach of Xbox and make it
accessible to more consumers, we've been working for several weeks with our
key partners to make this announcement as seamless and high impact as
possible," said John O'Rourke, director of worldwide Xbox marketing at
Microsoft.

With its cutting-edge technology, advanced graphics engine, hard disk drive
and built-in Ethernet port, Xbox has been globally acknowledged as the most
powerful video game console in the world. And with a rapidly expanding games
portfolio featuring such titles as Game of the Year** "Halo(TM)," Xbox has
become the system of choice for millions of enthusiasts around the globe.
"This new, lower price makes Xbox the best value among all competing video
game systems," O'Rourke said. "The best box is now the best value."

O'Rourke acknowledged that speculation surrounding a pending price reduction
of Xbox has been pervasive in the last few weeks. "The traditional forum for
making an announcement of this magnitude is the Electronic Entertainment Expo
(E3) next week, but we've been ready to go for some time and can easily put
this in place at retail now. We see no reason why eager gamers should have to
wait a week to benefit from this tremendous value opportunity."

"Xbox has been working closely with us to roll out this new pricing. We're
confident the planned marketing and promotional support behind it will really
drive store traffic and bring Xbox to the attention of a lot more gamers,"
said Dan DeMatteo, president of GameStop.

In just six short months since its highly successful North American launch,
Xbox is experiencing a software attach rate of 4.1 in North America, the
highest of any video game console ever. And recent momentum in Europe and
Australia demonstrates strong consumer demand for Xbox.

Microsoft currently expects to ship 3.5 million to 4.0 million Xbox consoles
for the fiscal year ending June 30, 2002. The company is not providing any
update to financial guidance provided on April 18, 2002.

About Xbox Xbox (http://www.xbox.com/) is Microsoft's future-generation video
game system that delivers the most powerful games experiences ever. Xbox
empowers game artists by giving them the technology to fulfill their creative
visions as never before, creating games that blur the lines between fantasy
and reality. Xbox is now available in North America, Japan, Europe and
Australia.

About Microsoft Founded in 1975, Microsoft is the worldwide leader in
software, services and Internet technologies for personal and business
computing. The company offers a wide range of products and services designed
to empower people through great software -- any time, any place and on any
device.

Forward-Looking Statements Statements in this release that are
"forward-looking statements" are based on current expectations and
assumptions that are subject to risks and uncertainties. Actual results could
differ materially because of factors such as entry into markets with vigorous
competition, market acceptance of Xbox, continued acceptance of Xbox, product
price discounts, delays in product development and related product release
schedules, and reliance on sole source suppliers for key components of Xbox
that could result in component shortages and delays in product delivery,
obsolete inventory or product returns by distributors, resellers and
retailers; warranty and other claims; technological shifts; customer demand
for Xbox; the availability of competitive products at prices below our
prices; product life cycles; product sale terms and conditions; the financial
condition of our customers and vendors; unavailability of insurance;
uninsured losses; adverse results in litigation; the effects of terrorist
activity and armed conflict such as disruptions in general economic activity
and changes in our operations and security arrangements; general economic
conditions that affect demand for Xbox; currency fluctuations; trade
sanctions or changes to U.S. tax law resulting from the World Trade
Organization decision with respect to the extraterritorial income provisions
of U.S. tax law; and financial market volatility.

For further information regarding risks and uncertainties associated with
Microsoft's business, please refer to the "Management's Discussion and
Analysis of Results of Operations and Financial Condition" and "Risk Factors"
sections of Microsoft's SEC filings, including, but not limited to, its
annual report on Form 10-K and quarterly reports on Form 10-Q, copies of
which may be obtained by contacting Microsoft's investor relations department
at 800-285-7772 or Microsoft's investor relations Web site at
http://www.microsoft.com/msft/. All information in this release is as of May
15, 2002. The company undertakes no duty to update any forward-looking
statement to conform the statement to actual results or changes in the
company's expectations.

* Actual retail prices may vary.
** Academy of Interactive Arts and Sciences, 2002 Game of the Year

NOTE:  Microsoft, Xbox and Halo are either registered trademarks or
trademarks of Microsoft Corp. in the United States and/or other countries.
The names of actual companies and products mentioned herein may be the
trademarks of their respective owners.

                     Tell Us What You Think -- Click Here
               http://tbutton.prnewswire.com/prn/11690X75322738

SOURCE  Microsoft Corp.
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THQ SHIPS MotoGP FOR XBOX

THQ's Latest Xbox Title Being Praised for its Racing Action and Attention to
Detail

CALABASAS HILLS, Calif. - May 20, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced the release of MotoGP for the Xbox(TM) video game system from
Microsoft. Based on the fastest, most thrilling machines on two wheels,
MotoGP is available at major retail outlets nationwide. MotoGP has been
receiving high praise from videogame journalists in both the United States
and Europe as well as the mainstream press:

* "...the game's looks are as stunning as the realistic physics." - IGN Xbox
* "Pretty much the best 'pure racing' game on Xbox." - Official Xbox Magazine
(UK)
* "...the finest, most realistic motorcycle-racing game on a console." -
Electronic Gaming Monthly
* "...little details like riders sticking their knees out around turns,
waving their fists at encroaching opponents and spectacular crash sequences
make MotoGP a must-have for fans of the crotch rocket scene." - Total Movie &
Entertainment

"THQ is thrilled to be bringing all the speed and excitement of MotoGP to
Xbox owners," stated Michael Rubinelli, vice president, product development,
THQ. "Featuring amazingly detailed Xbox graphics, along with several modes of
gameplay, MotoGP is one of the most intense racing experiences available for
any system."

About MotoGP

MotoGP is the world's fastest, most advanced form of motorcycle racing. With
16 Grand Prix races taking place on all five continents, MotoGP is watched in
192 countries around the world with an average audience of 329 million
television viewers per event. The world's leading motorcycle manufactures
including Honda, Suzuki, Aprilia and Yamaha all participate with their own
state-of-the-art, high-tech motorcycles unique to the MotoGP World
Championships and other manufacturers such as Ducati and Kawasaki are ready
to join the field. MotoGP is owned and controlled by Dorna Sports.

MotoGP puts players in control of some of the most advanced racing machines
on the planet. Developed by Climax, the game features ten real world tracks,
all of the 500cc bikes and riders from the 2001 MotoGP series and an
intuitive, arcade style control system with experience credits for the
hardcore racing fan. With a variety of innovative gameplay elements,
supported by revolutionary graphical and technical features, MotoGP brings
the ideal mix of speed, style and technology to Xbox. Ultra realistic vehicle
physics, the ability to develop and customize riders, and a four-player,
split-screen, multiplayer mode make this one of the most in-depth motorcycle
racing games to date. Climax's proprietary DYNE physics model provides
superior handling, range of stunts such as wheelies, endos, and burnouts, and
convincing rider tumbles during crash sequences. MotoGP is also available for
Game Boy(R) Advance.

About Dorna

Dorna, based in Madrid, Spain, controls the world's top motorcycle sports,
including the Motocross World Championships, the Supercross World
Championships and MotoGP. The Dorna website is located at
http://www.motograndprix.com/.

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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SEGA SPORTS GOES DEEP WITH THE RELEASE OF WORLD SERIES BASEBALL FOR XBOX

Enhanced Gameplay Options Provide the Most Authentic, Complete Baseball
Simulation Possible Outside the Ballpark

SAN FRANCISCO (May 21, 2002) - SEGA(R) of America, Inc. today announced the
release of "SEGA Sports(TM) World Series(R) Baseball" exclusively for the
Xbox(TM) video game system from Microsoft(R). Produced by Visual Concepts and
developed by Blue Shift, Inc., "SEGA Sports World Series Baseball" includes a
slew of new gameplay modes and features that will get baseball fans up on
their feet and ready to play ball.

"With 'SEGA Sports World Series Baseball,' SEGA Sports elevates America's
national pastime to new heights and pushes the boundaries of sports video
games once again," said Tom Nichols, group director of sports marketing, SEGA
of America, Inc. "We have listened to our consumers and added the features
they wanted such as enhanced graphics, a comprehensive franchise mode and
improved gameplay mechanics. The end result is the best looking, best playing
baseball simulation ever made and is a testament to our commitment to
delivering the most authentic, true to life sports experience possible."

"SEGA Sports World Series Baseball" brings realistic action from the field
straight to gamers, with enhanced features including new fielding animations
such as sliding catches and throws from the knees, a highly customizable
pitcher/batter interface and detailed player models featuring 3-D head scans
and player-specific batting stances and pitching styles. An all-new
presentation system delivers dynamic camera angles, instant replays and cut
scenes that bring the game home just like a televised broadcast.

Authentic in-game sounds including player-specific chants and taunts, vendors
and stadium music, as well as broadcast quality commentary from a new two-man
booth, immerse gamers in auditory bliss. Color commentator Mike Krukow of the
San Francisco Giants(R) joins the New York Mets(R) Ted Robinson to bring
in-depth baseball analysis and spot-on play-by-play commentary.

Players can choose from an array of gameplay modes including Quick Start,
Exhibition, Season, Playoffs, Home Run Derby(TM) and the most complete
Franchise Mode offered in any baseball video game. The newly expanded
Franchise Mode includes a full financial model, ability to hire coaches and
managers who develop talent over the course of multiple seasons, minor league
directors and scouts that help pick the stars of tomorrow, player trades and
free-agent signings, contract negotiations with both players and coaches and
more.

"SEGA Sports World Series Baseball" offers gamers enough player options to
fill an entire stadium. The fully licensed game includes every team and
stadium, and updated rosters for the 2002 season including rookies. Users are
also equipped with an improved Create-a-Player mode to create up to
twenty-five unique players of their own. SEGA Sports goes the extra mile with
the addition of the new Cooperstown Collection(TM) license, so gamers can
also play as or against 25 of the greatest players ever to grace the game
including Bob Gibson, Ernie Banks, Reggie Jackson and more. Gamers can also
turn back the clock with classic uniforms including the Brooklyn Dodgers(R),
80's Houston Astros(R), 70's Oakland Athletics(TM) and more.

Combined with advanced artificial intelligence and breathtaking graphics
optimized for Xbox, "SEGA Sports World Series Baseball" brings the gamer
closer to authentic baseball action than ever before.

Endorsed by New York Yankees(R) slugger Jason Giambi, "SEGA Sports World
Series Baseball" is available at retailers nationwide for $49.95. The game is
rated "E" for everyone. Screen shots of "SEGA Sports World Series Baseball"
can be found at: ftp://segapr.segaamerica.com/Sega_Games/Microsoft_Xbox/

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a 3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
owners.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <www.bigleaguers.com> (C)

SEGA CORPORATION, 2002 (C) MLBP 2002 / MLBPA 2002 The Major League Baseball
Players Association is the collective bargaining representative for all
professional baseball players of the National League and the American League
and serves as the exclusive group licensing agent for commercial and
licensing activities involving active Major League Baseball Players. On
behalf of its members, it operates the Players Choice licensing program and
Players Choice Awards and Big League Challenge events, which benefit children
through the Major League Baseball Players Trust for Children, a charitable
foundation established and run entirely by Major League Baseball Players.

# # #
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TDK MEDIACTIVE ANNOUNCES
MERCEDES-BENZ WORLDRACING FOR XBOX

Prestigious Motor Car Company Comes to Next Generation Video Game System

CALABASAS, Calif. - May 22, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, today announced that
in cooperation with TDK Mediactive Europe, a division of TDK Recording Media
Europe S.A., the company will publish and distribute the debut title of the
highly anticipated 3D racing simulation game Mercedes-Benz WorldRacing (MBWR)
for the North American market exclusively for the Xbox(TM) video game system
from Microsoft this fall.

"With its enthralling missions, high-speed action and amazingly realistic
graphics, Mercedes-Benz World Racing will impress gamers and racing
enthusiasts, alike," said Vincent Bitetti, chief executive officer, TDK
Mediactive. "We continue to diversify our product offerings in line with our
corporate objectives and are pleased to introduce this exciting title as our
first entry into the racing category."

Developed for TDK Mediactive Europe by Synetic in Germany, and scheduled to
release in the fall of 2002 in North America, Mercedes-Benz WorldRacing
features:

* Revolutionary 3D Landscape Engine, which facilitates the creation of unique
tracks up to 50 kilometers long. The advanced 3D proprietary engine creates
immersive environments and a 'virtually realistic' full driving experience on
and off road. The player can select his favorite model car from a complete
current range of vehicles from Mercedes-Benz. Each model is sculptured based
on original data from Mercedes-Benz. The topography and terrains including
canyons, mountains, flowing rivers, towns and weather effects, thereby
offering a full and extensive range of landscape and climatic conditions from
all over the world - including a scenic joy ride through the infamous Area 51
in the Nevada desert.

* Training missions, race and championship modes and also mission based play.
Advanced technologies allow each driver to develop his or her own character
and driving history to enable them to master and accomplish different skills
and missions successfully. The missions can be brief or driving can last for
hours if the user so desires.

* Near Reality Simulation, including adjustable driving physics with over
150 differing variables, allowing for the creation of a highly complex and
realistic car-handling simulation or access to driving fun in arcade mode.
Actual car damage is structured in real time and is also based on authentic
original data from Mercedes-Benz.

* Full Emotion Driving Experience, enabled by the power of the Xbox and
proprietary Synetic software - allowing a 'virtually realistic' experience
for gamers.

* Captivating Game Story. Mission based play and advanced technologies will
allow each driver to develop his or her own character and driving history to
enable them to master and accomplish different skills and missions
successfully.

* Genuine Car Designs. Comprehensive range of cars from Mercedes-Benz
including current cars, vintage classics, prototypes and racing cars,
including the 300 SL.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

About TDK Mediactive Europe
TDK Mediactive Europe, a division of TDK Recording Media Europe S.A., is a
publisher of high quality entertainment software for current and next
generation videogame systems, PC/Mac and music titles on DVD Video. In
co-operation with TDK Mediactive, Inc., based in Southern California, TDK
Mediactive Europe is the exclusive European Publishing partner for technology
and content licenses held by TDK Mediactive Inc.

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful games experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America, Japan, Europe and Australia.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

Unless otherwise indicated, all marks displayed on this document are subject
to the trademark rights of DaimlerChrysler, including each of
DaimlerChrysler's primary brands (Mercedes-Benz, Smart, Sterling,
Freightliner, Setra, Chrysler, Dodge, Plymouth, Jeep(R), and Mopar), its
model nameplates, and its corporate logos and emblems.
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House of Moves Motion Capture Studios Tapped to Mocap for
'Tao Feng: Fist of the Lotus'

LOS ANGELES (June 17, 2002) --- House of Moves Motion Capture Studios (HOM)
today announced that it has provided more than a thousand digital motion
files for Microsoft Game Studio's new fighting game "Tao Feng: Fist of the
Lotus."  Created by John Tobias (of "Mortal Kombat" fame) and in development
with Studio Gigante, Inc., the game is scheduled for release on the Xbox(tm)
video game system from Microsoft in February of 2003.

"Tao Feng: Fist of the Lotus" is the perfect blend of fighting realism and
stunning special effects. The game delivers a classic battle between good and
evil as two ancient Chinese clans of superfighters, each seeking to uncover
the secrets of immortality, battle for dominance. Hand-to-hand combat is
furiously intense with amazingly realistic fighting and stunning special
effects.  Arenas are highly interactive and destructive. When the fight ends,
players will witness the devastation of battle.

Gigante's John Tobias stated, "We were all very clear from "Tao Feng: Fist of
the Lotus'" inception on the scope and quality of motion capture that would
be needed to compete with the premiere games in the genre. We knew that this
would require working with the best MOCAP studio in the business."

"Studio Gigante has created what is arguably the best fighting game ever,"
said Jarrod Phillips, vice president of sales and marketing for HOM.  "One of
the biggest challenges for House of Moves was not just capturing over 1,100
motions from 16 different performers, but also marrying those motions to
multiple characters."

Phillips added, "We have made extensive use of our Dominatrix(tm) software to
insure that the animations for all of the characters match the captured data
as exactly as possible.  Dominatrix has also allowed us to deliver motions
that are fully integrated with Studio Gigante's key-frame animation set-up
for easy data manipulation and customization."

Richard Ho of Gigante said, "Working with HOM has put me in a position to
concentrate on the aesthetics of each animation without the headaches that
can come with motion capture. They've certainly raised the bar for clean and
trouble free MOCAP data."

House of Moves has captured and delivered over one thousand motions in native
Maya Binary format that Studio Gigante is incorporating into the game in
conjunction with key-frame animation.  HOM's Diva(tm) and Dominatrix(tm)
software, along with Vicon's V-8 motion capture hardware was used by HOM to
generate the hyper-realistic digital motion.  Reuben Langdon plus 15 other
world-class martial artists performed the motions for this project.

About House of Moves Motion Capture Studios
House of Moves, best known for its motion capture work on such films as
Spider-Man and Titanic as well as hundreds of interactive games, is
headquartered in Los Angeles, CA.  In addition to its 3,500 square-foot stage
facility, HOM boasts a full-time professional staff of over 25 motion-capture
experts, animators, programmers and engineers, and offers support for all
digital motion formats.  HOM can be reached via the Internet at www.moves.com
or by calling (310) 306-6131.

About Studio Gigante, Inc.
Studio Gigante, Inc is a Chicago based independent video game developer
co-founded by John Tobias, Joshua Tsui, David Michicich, and Mark Penacho.
More information can be found at www.studiogigante.com.

About Microsoft Game Studio
Microsoft Game Studios is a leading worldwide publisher and developer of
games for the PC, Xbox and online platforms. Comprised of a network of top
developers, Microsoft Game Studios is committed to creating innovative and
diverse game portfolios for:  Xbox (<http://www.xbox.com>), including such
franchises as "Halo," "Project Gotham Racing" and "NFL Fever"; PC
(<http://www.microsoft.com/games/>), including such franchises as "Age of
Empires," "Flight Simulator" and "Zoo Tycoon"; and Zone.com
(<http://zone.msn.com>), the official games channel for the MSN network and
home to such hits as "Bejeweled" and "Outsmart".

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

# # #
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3DO to Publish Games for the Xbox video game system from Microsoft

REDWOOD CITY, CA (July 24, 2002) - The 3DO Company (Nasdaq: THDO) today
announced that it has entered into an agreement with Microsoft Corporation to
develop and publish games for the Xbox(TM) video game system from Microsoft.

"Our quest to bring unparalleled gaming experiences to the player means
partnering with top development talent," said Ed Fries, vice president of
Xbox Games Publishing at Microsoft. "We're happy to be working with the
creative folks at 3DO."

"Microsoft has proven their commitment to making Xbox an outstanding gaming
system," said Trip Hawkins, chairman and CEO of The 3DO Company. "We're
looking forward to bringing some of our most popular brands, as well as new
original titles, to this powerful system."

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful game experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America, Japan, Europe and Australia. More information on
Xbox can be found at http://www.xbox.com.

About The 3DO Company
The 3DO Company, headquartered in Redwood City, Calif., develops, publishes
and distributes interactive entertainment software for personal computers,
the Internet and advanced entertainment systems such as the PlayStation(R)2
computer entertainment system, and the Nintendo GameCube(TM) and the Game
Boy(R) Advance systems. More information about The 3DO Company and 3DO
products can be found on the Internet at www.3do.com.


The statements contained in this release that are not historical facts are
"forward-looking statements" that are subject to risks and uncertainties.
Potential risks and uncertainties include, without limitation, the Company's
ability to complete the development and commercial release of products as
currently planned, the popularity of the Company's brands, unanticipated
expenses, and the consequences of competitive factors in the marketplace.
Further information on potential factors which could affect such
forward-looking statements and the Company's financial results are described
in the Company's filings with the Securities and Exchange Commission,
including the Company's Annual Report on Form 10-K for the fiscal year ended
March 31, 2002, and the Company's Reports on Form 10-Q for the fiscal
quarters ended June 30, 2001, September 30, 2001 and December 31, 2001. The
Company expressly disclaims the obligation to update any forward-looking
statement to reflect events or circumstances after the date hereof.


3DO, and the 3DO logo, are trademarks or registered trademarks of The 3DO
Company in the U.S. and other countries.

Microsoft, and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

TM, (R), Game Boy Advance and the Nintendo GameCube are trademarks of
Nintendo. (C) 2001 Nintendo.

All other trademarks belong to their respective owners.
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Exclusive Premiere Party at Dolby's Theatre Had Would-Be "Hunters" Dressing
the Part

Promotion for Interplay's hit title 'Hunter: The Reckoning' challenged
players to dress as their favorite character from the game

Los Angeles, July 30, 2002-Dolby Laboratories teamed with Interplay
Entertainment Corp. (NasdaqSC: IPLY) and Journeys footwear retailers to host
the culmination of the promotion that challenged players of Interplay's
top-selling Xbox(tm) video game system title, Hunter: The Reckoning, to dress
as their favorite "hunter" in order to win prizes. California residents had
the chance to win passes to the exclusive event at Dolby's screening facility
in Burbank, Calif. Four winners received passes for themselves and three of
their friends to attend the premiere party during the weekend of July 27.

Dolby donated several Kenwood home theater systems featuring Dolby(R) Digital
and Dolby Pro Logic(R) II, which were presented as the grand prizes in the
costume contest. A Kenwood home theater system will also be included in the
"Ultimate Hunter Party Sweepstakes" drawing later this month. The grand prize
winners also received a Microsoft Xbox (which can be connected to the Kenwood
system for full Dolby Digital surround sound) and a Hunter prize package that
included Monster Cables, the Hunter game, Hunter soundtrack, a T-shirt
autographed by Hunter developers, High Voltage, and many other Hunter items.

"By hosting our event at the Dolby theatre, we know we truly rewarded our
loyal, valued Hunter fans and treated them to something special," said Gina
Cabrera, Promotions Manager at Interplay Entertainment Corp.

Photos of Saturday's festivities and contest winners in costume are available
by emailing the Dolby media relations team at krys_grondorf@bhimpact.com.

About Hunter: The Reckoning
Set in White Wolf Publishing's World of Darkness, Hunter: The Reckoning has
received editorial acclaim from both gaming and mainstream press. Due to
retail demand the game is currently in its third production run. For more
information, log on to www.interplay.com/hunter
<http://www.interplay.com/hunter> or visit your local video game retailer.

About Interplay
Interplay Entertainment Corp. is a leading developer, publisher, and
distributor of interactive entertainment software for both core gamers and
the mass market. Interplay currently balances its development efforts by
publishing titles for personal computers as well as current and
next-generation video game consoles. Interplay releases products through
Digital Mayhem, Black Isle Studios, Interplay, its distribution partners, and
its wholly owned subsidiary Interplay OEM, Inc. More comprehensive
information on Interplay and its products is available through its website at
www.interplay.com <http://www.interplay.com/hunter>.

About Dolby in Games
Dolby technology allows gamers to experience cinematic-quality surround
sound, and has become the standard for audio in next-generation games. Dolby
works closely with the game development community to raise the bar in game
audio quality. Dolby has also developed the groundbreaking Interactive
Content Encoder that enables real-time Dolby Digital encoding in game
consoles. Today, Dolby Surround, Dolby Digital, and Dolby Pro Logic II are
incorporated in hundreds of game titles on every major game platform.

About Xbox
Xbox (www.xbox.com <http://www.xbox.com>) is Microsoft's future-generation
video game system that delivers the most powerful games experiences ever.
Xbox empowers game artists by giving them the technology to fulfill their
creative visions as never before, creating games that blur the lines between
fantasy and reality. Xbox is now available in North America, Japan, Europe,
and Australia.

About Dolby Laboratories
Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products, and media, broadcasting, and music recording. Based
in San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
technologies, please visit www.dolby.com <http://www.dolby.com/>.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. All other trademarks remain the property of their respective
owners. (C) 2002 Dolby Laboratories, Inc.
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SEGA SPORTS NCAA COLLEGE FOOTBALL 2K3 DEBUTS ON XBOX

Powerhouse College Football Franchise Delivers College-Style Player Models,
More Than 117 Teams and School-Specific Playbooks, Fight Songs and Mascots

SAN FRANCISCO (August 13, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA Sports(TM) NCAA(R) College Football 2K3" for the
Xbox(TM) video game system from Microsoft(R). Produced by Visual Concepts
Entertainment, a SEGA development studio, and developed by Avalanche
Software, "SEGA Sports NCAA College Football 2K3" delivers a host of in-depth
features including a comprehensive list of bowl games, team-specific
playbooks, college-style player models and a Legacy Mode that lets gamers
recruit blue-chip prospects, develop talent using the extensive Spring
Training option and build their program into a national powerhouse. Taking
full advantage of the powerful Xbox hardware, SEGA Sports' college gridiron
franchise features all of the trimmings fans might expect from the
standard-bearer in sports video gaming.

"It is exciting for us to deliver the 'SEGA Sports NCAA College Football 2K'
franchise to Xbox gamers for the first time, allowing them to experience the
ultimate simulation of the college gridiron," said Tom Nichols, vice
president of sports marketing, SEGA of America, Inc. "The first product in
the 2K3 lineup to feature an ESPN telecast-style presentation, 'SEGA Sports
NCAA College Football 2K3' authentically delivers the purity and ambience of
the college game."

"SEGA Sports NCAA College Football 2K3" provides a host of college
football-specific details, from the multiple polls and rankings to the
extensive recruiting options. The enhanced Legacy Mode lets players compete
for the nation's top high school recruits and guide one of 117 Division I-A
or select Division 1-AA schools to one of the 25 post-season bowl games,
including the 2003 Tostitos(R) Fiesta(R) Bowl National Championship Game; or
create your own school and build a program from the ground up. Gamers also
have the ability to edit names and ratings and fully customize any individual
player attribute, and even import graduating seniors into the "SEGA
Sports(TM) NFL 2K3" draft. Revamped playbooks ensure that each team reflects
the exact tendencies of their real-world counterparts, while more than 6,000
new situation-specific lines of commentary break down the action for heated
college gridiron rivalries. Exclusively on Xbox, gamers also have the ability
to save replays of their most impressive plays and view them in a replay
gallery.

Visually, the players in "SEGA Sports NCAA College Football 2K3" are modeled
to look distinctively like college-aged athletes, and more than 500 new
college-specific animations, such as the revamped option play, capture the
unique styles and movements of NCAA football. Adding to the realism are more
than 117 3D stadium models that are designed to the exact specifications of
the actual stadiums, while cheerleaders, mascots and more than 50 unique
school fight songs help bring the NCAA gridiron to life.

Rounding out the complete package is a lifelike ESPN telecast-style
presentation. From the game's SportsCenter introduction to the ESPN style
graphical menus and statistical layouts, the presentation in "NCAA College
Football 2K3" puts players inside a virtual telecast on gameday.

"SEGA Sports NCAA College Football 2K3" is endorsed by former University of
Nebraska quarterback and 2001 Heisman(R) Trophy Winner Eric Crouch. "SEGA
Sports NCAA College Football 2K3" is currently available for Xbox for a
suggested retail price of $49.95. The game is also available for the
PlayStation(R)2 computer entertainment system and will soon be released on
the Nintendo GameCube(TM).

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
software products for a variety of hardware platforms including PC, wireless
devices, and those manufactured by Nintendo, Microsoft and Sony Computer
Entertainment Inc. SEGA of America's Web site is located at www.sega.com.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and Sportscenter are registered
trademarks of ESPN, Inc. ESPN branded elements (C) Disney. All other
trademarks are the property of their respective owners.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. The NCAA Football logo is
a registered trademark of the NCAA licensed to NCAA Football USA, Inc. All
names, logos, team icons, and mascots associated with the NCAA, universities,
bowls, and conferences are the exclusive property of the respective
institutions. Heisman Memorial Trophy and likeness of the actual trophy are
registered service marks owned by the Downtown Athletic Club under
registration numbers 936,853 and 935,852 respectively. Heisman and Heisman
Trophy Award are service marks owned by the Downtown Athletic Club of New
York City, Inc.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.
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Dolby Digital 5.1 Turns Up the Volume for SEGA's Holiday Xbox Line-Up

Six channels of Dolby surround sound give players directional audio cues,
increasing realism during game play

San Francisco, August 17, 2002 - This holiday season, Dolby Digital 5.1 will
be the audio standard in all of SEGA of America Inc.'s new line-up of titles
for the Xbox video game system from Microsoft, including ToeJam & Earl III:
Mission to Earth, Panzer Dragoon ORTA, Crazy Taxi 3: High Roller, The House
of the Dead III and SEGA GT 2002.

"The ultimate holiday gift list for gamers this year will include all the
latest SEGA titles, an Xbox, and a home theater system with Dolby technology
to maximize the audio for their new SEGA games," said Jack Buser, manager of
game developer relations at Dolby. "Everyone should play these games in Dolby
Digital 5.1 for the full experience."

SEGA's Panzer Dragoon ORTA delivers a rich, cinematic experience that is
equal parts action game and Hollywood blockbuster, featuring heart-pounding
action, strategic aerial combat and massive breathtaking environments.
Because the battles occur in the air, enemies can attack players from a full
360-degree field. With Dolby Digital, the player's experience is made more
realistic as the enemies' sounds come from nearly every direction. These
audio cues increase accuracy and realism during game play..

"Dolby Digital will give players information that cannot be visually
described on-screen," said Akihiko Mukaiyama, director of Panzer Dragoon
ORTA. "With the control system in Panzer Dragoon ORTA, players can look
freely to the front, back, left and right while they are flying, allowing
them to anticipate key plot points or enemies approaching from different
directions, which makes game play experience that much more immersive."

Gamers should connect their Xbox to a home theater system using Microsoft's
Advanced AV Pack or High Definition AV Pack. Either Pack allows Xbox to
connect to the digital input of a home theater system to provide 5.1 channels
of Dolby Digital surround sound during game play.

About SEGA
SEGA of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

About Dolby in Games
Dolby technology allows gamers to experience cinematic-quality surround sound
and has become the standard for audio in next-generation games. Dolby works
closely with the game development community to raise the bar in game audio
quality. In a survey recently commissioned by IGN.com, a online interactive
entertainment news site, 37 percent of all gamers polled, stated that they
currently play video games on a home theatre system with Dolby Digital 5.1.
Dolby has also developed the groundbreaking Interactive Content Encoder that
enables real-time Dolby Digital encoding in game consoles. Today, Dolby
Surround, Dolby Digital, and Dolby Pro Logic II are incorporated into
hundreds of major game titles on every major game platform.

About Dolby Laboratories
Dolby Laboratories is the developer of signal processing systems used
worldwide in applications that include motion picture sound, consumer
entertainment products, and media, broadcasting and music recording. Based in
San Francisco with European headquarters in England, the privately held
company also has offices in New York, Los Angeles, Hong Kong, Shanghai,
Beijing, and Tokyo. For more information about Dolby Laboratories or Dolby
Technologies, please visit www.dolby.com.

Dolby, Pro Logic, and the double-D symbol are registered trademarks of Dolby
Laboratories. Xbox is a trademark of Microsoft Corporation in the United
States and/or other countries. All other trademarks remain the property of
their respective owners. (C) 2002 Dolby Laboratories, Inc. All rights
reserved.
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SEGA SOCCER SLAM DEBUTS ON XBOX; DELIVERS ACTION PACKED GAMEPLAY AND A
LIVELY CAST OF CHARACTERS

Featuring Lightning-Quick Gameplay and Limitless Style, Genre-Defining
Soccer Game Blends Speed and Non-Stop Action

SAN FRANCISCO (August 20, 2002) - SEGA(R) of America, Inc. announced today
the release of "SEGA(R) Soccer Slam(TM)" for the Xbox(TM) video game system
from Microsoft(R). Produced by Visual Concepts Entertainment, a SEGA
development studio, and developed by Black Box Games, the critically
acclaimed "SEGA Soccer Slam" features pick-up-and-play gameplay and striking
visuals that take advantage of the powerful Xbox hardware. Employing
sophisticated motion-captured 3D models and multiple modes of play, "SEGA
Soccer Slam's" wild cast of characters will dazzle gamers with their detailed
expressions, athletic prowess and exaggerated personality traits. Prepare for
pandemonium when this exciting game, which takes an unorthodox approach to
the world's most popular sport, hits the market.

"The ideal arcade sports game, "SEGA Soccer Slam" delivers dazzling power-up
moves, a comical cast of characters and an intuitive gameplay system," said
Tom Nichols, vice president of sports marketing, SEGA of America, Inc. "Xbox
owners longing for engaging arcade-style sports gaming are in for a thrilling
experience."

Cartoon-style thugs, who take pleasure in breaking rules as well as arms,
play "SEGA Soccer Slam's" brutal new brand of soccer. New to the Xbox version
are an Arcade Mode with exhibition matches, a quick match option and two
totally new and addictive mini-games. Also new is an added Challenge Mode,
which lets gamers custom create their own team using existing characters
inside the game. Here gamers can also unlock three new teams, who join the
original six eccentric squads.

The intense action continues in the Quest mode, where players select one of
the six elementally themed teams and play through a 10 game regular season
and single elimination tournament in pursuit of the coveted Continental Cup.
During the course of the season, the best players are recognized in a
mid-season All-Star game, statistics are tracked in 24 categories, and money
earned from winning matches is spent on buying accessories and attributes for
the individual players. While victories unlock venues and mystery items that
boost player attributes, the game's Challenge stages, which occur in between
each match, let the players get familiar with the various special moves and
abilities in "SEGA Soccer Slam." The game also features a Tourney Mode for
sizzling multiplayer action and an additional Practice Mode.

With pick-up-and-play controls and a balanced competitive atmosphere for
players of all skill levels, "SEGA Soccer Slam" skirts the intimidating
nature of deeper simulation sports games. However, the action in "SEGA Soccer
Slam" is fast and furious, as players dole out brilliant spotlight maneuvers
and team specific powered-up plays, all shown with dazzling special effects.
The players in "SEGA Soccer Slam" are as detailed as they are aggressive.
Utilizing complex 3D models, individual voices and personalities, noticeable
facial animations, and more than 1,000 motion-captured moves, including
signature goal celebrations and character-specific kicks.

"SEGA Soccer Slam" is available at retailers nationwide for $49.95. The game
is rated "E" for everyone.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries. All other trademarks are the property of their respective
owners.
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BREAK OUT!
CODEMASTERS' PRISONER OF WAR
HITS STORE SHELVES

New York - August 20, 2002 - Global publishing giant Codemasters has shipped
Prisoner of War. The unique third-person action/adventure game for the Xbox'
video game system from Microsoft hits retail outlets nationwide and has an
MSRP of $ 49.99.

"Prisoner of War offers a new style of gaming - it's something brave,
something original, something non-violent," said Sebastien Soulier,
Codemasters' North American President. "Prisoner of War boasts a novel
approach and modern-history adventure setting combined with solid gameplay
mechanics to create a truly intelligent, fun and appealing game."

Set in 1941, Prisoner of War (POW) pays homage to Allied escape attempts from
POW camps during World War II. Gameplay takes place across three meticulously
modelled, fully 3D, historically realistic prisoner of war camps, including
the infamous Colditz Castle. Captain Lewis Stone, an American Flight Officer,
must use his wits and resourcefulness to escape and eventually fulfil his
surveillance mission for Churchill's Special Operations Executive in London.
Navigating the detail-packed camp environments, which include reactive
lighting, weather and other graphical effects, Stone must communicate with
other prisoners and use stealth to avoid guards, spotlights and dogs in an
effort to gather as much information and equipment as possible while plotting
the best escape route. Stone must then race for freedom in dramatic escape
sequences that can range from impersonating a guard to engineering mass
escapes before calling in Allied air strikes using the Germans' own radio.

Launched last month in Europe, Prisoner of War is a massive success ranking
at number 2 on the UK Xbox sales charts. A PC version of the game will be
released in the U.S. this fall.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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SEGA GT 2002 SPEEDS ON TO XBOX

Most Realistic Driving Game Available for Xbox Features 125 Classic and
Modern Street Racers

SAN FRANCISCO - (September 03, 2002) - SEGA(R) of America, Inc. today
announced the release of "Sega GT(TM) 2002," exclusively for the Xbox(TM)
videogame system from Microsoft(R). With 125 classic and modern cars,
thousands of vehicle customization options, a stunning virtual garage to
store trophies, and a nostalgia-rich Chronicle Mode, "Sega GT 2002" is the
most realistic driving experience available for Xbox.

Ever dreamed of driving a vintage Jaguar or the classic '68 Ford Mustang GT
390 from Bullitt? Now's your chance. "Sega GT 2002" features a massive
collection of the hottest street machines to ever roll off the assembly line
- from vintage roadsters from the 50s, 60s and 70s to the latest prototypes
from more than 20 of the world's biggest manufacturers. Whether it's the '54
Mercedes 300SL or the Acura NSX, each car was designed to look, handle and
sound exactly like their real-life counterpart.

A blend of deep simulation detail and high-octane arcade action, Sega GT
2002 Mode challenges gamers to qualify for licenses, compete in a series of
increasingly competitive races and earn money to soup up their rides and buy
newer, more powerful cars. "Sega GT 2002" lets players fine-tune nearly every
aspect of their car's performance - from the muffler and brakes to the
suspension, body weight and tires.

The game's Chronicle Mode is a unique look back at the tradition and heritage
of today's most revered sports cars. Gamers select a classic car from the 60s
or 70s and battle through the decades, gradually upgrading their vehicle
until they square off against today's fiercest street racers. Each race has a
distinguished "classic" feel, starting in a grainy sepia tone and slowly
moving into full color as the race progresses. A brief history lesson about
car culture in each decade precedes every race, for the die-hard gear-head.

"'Sega GT 2002' delivers the most realistic driving experience on Xbox to
date," said Mike Fischer, vice president, entertainment marketing, SEGA of
America, Inc. "Blending arcade action with deep, sim-style options, stunning
graphics, lighting effects and real-time reflections, 'Sega GT 2002' is the
definition of a next-generation racer."

"Sega GT 2002" also features a Quick Battle Mode, which lets two players race
head-to-head in split screen action and a Time Attack Mode that keeps track
of course records. Races take place on more than 15 tracks, ranging from
snow-covered mountain roads to gasoline soaked drag strips. The game also
includes hundreds of car descriptions and backgrounders, letting gamers study
up on their favorite cars.

"SEGA has been at the forefront of the racing experience since the days of
'Out Run(TM)' and 'Virtua Racing(TM),'" said Ed Fries, vice president of Xbox
Game Content. "As a long time SEGA fan, it's great to see them continue to
push the boundaries of racing technology and game play on Xbox."

"Sega GT 2002" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.99. For screenshots and artwork visit the SEGA
FTP site at: <ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT>

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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SEGA ANNOUNCES NINTH ONLINE TITLE FOR 2002: SEGA SPORTS NHL 2K3 FOR XBOX

Releasing the Most Online Content This Year, SEGA Expands Breadth of Online
Offerings to Include Critically Acclaimed Hockey Simulation

NEW YORK - SEGA Sports Summit - (September 5, 2002) - SEGA(R) of America,
Inc. announced today that "SEGA Sports(TM) NHL(R) 2K3" will be online for the
Xbox(TM) video game system from Microsoft(R). Expanding upon the company's
online roster of games for the new next-generation consoles, "SEGA Sports NHL
2K3" marks the ninth online game that SEGA will deliver this year allowing
gamers to play online head-to-head against friends (or foes!) across the
country. With the most experience in online console gaming, SEGA will deliver
more online console games than any other company in 2002. Additionally, SEGA
is the first and only company to deliver online content to all three of the
new consoles including PlayStation(R)2 computer entertainment system, the
Xbox(TM) video game system from Microsoft and Nintendo GameCube(TM).

Supporting full online multiplayer gameplay, "SEGA Sports NHL 2K3," joins the
ranks of SEGA's 2002 online roster of games including "SEGA Sports(TM) NFL
2K3," "SEGA Sports(TM) NBA 2K3" and "SEGA Sports(TM) NCAA(R) College
Basketball 2K3" for PlayStation 2 and Xbox; "Phantasy Star(TM) Online"
(working title) for Xbox; and "Phantasy Star Online: Episode I & II" for
Nintendo GameCube.

"SEGA is the undisputed industry leader when it comes to online console
gaming and we're pleased to be adding 'SEGA Sports NHL 2K3' to our expanding
library of online content," said Peter Moore, president and COO, SEGA of
America, Inc. "While other publishers are just starting to ship their first
online console games, SEGA has already released our 17th - and this is just
the beginning."

SEGA's online games for 2002 include:

* "SEGA Sports(TM) NHL(R) 2K3" (Xbox) - "SEGA Sports NHL 2K3" skates its way
to the Xbox with online play, making it the first ever hockey game online for
any console.

* "SEGA Sports(TM) NFL 2K3" (PlayStation 2, Xbox) - The first-ever online
console sports game series," SEGA Sports(TM) NFL 2K," returns for the 2003
season, this time on PlayStation 2 and Xbox.

* "SEGA Sports(TM) NBA 2K3" (PlayStation 2, Xbox) - The critically acclaimed
basketball franchise takes it to the hardwood online on PlayStation 2 and
Xbox.

* "SEGA Sports(TM) NCAA(R) College Basketball 2K3" (PlayStation 2, Xbox) -
The newly added "SEGA Sports NCAA College Basketball 2K3" brings college
hoops online for the first time on PlayStation 2 and Xbox.

* "Phantasy Star(TM) Online" (working title) (Xbox) - "Phantasy Star Online"
makes its way to Xbox.

* "Phantasy Star(TM) Online: Episode I & II" (Nintendo GameCube) - The latest
version of the award-winning online global RPG that sparked a gaming
phenomenon, "Phantasy Star Online" makes its way to Nintendo GameCube.

About Sega SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. All other trademarks are the property
of their respective owners.

(C) 2002 NFL Properties LLC. Team names and logos are trademarks of the teams
indicated. All other (NFL-related marks) are trademarks of the National
Football League. Officially Licensed product of PLAYERS INC. The PLAYERS INC
logo is a registered trademark of the NFL players. www.nflplayers.com (C)
2002 PLAYERS INC.

World Series is a trademark owned by the office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at www.bigleaguers.com (C)
SEGA CORPORATION, 2002 (C) MLBP 2002 / MLBPA 2002.

The NBA and individual NBA member team identifications used on or in this
product are trademarks, copyrighted designs and other forms of intellectual
property of NBA Properties, Inc. and the respective NBA member teams and may
not be used, in whole or in part, without the prior written consent of NBA
Properties, Inc. (C) 2002 NBA Properties, Inc. All rights reserved.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.

The "Officially Licensed Collegiate Products" label is the exclusive property
of The Collegiate Licensing Company. The "Collegiate Licensed Product" label
is the property of the Independent Labeling Group. NCAA, the NCAA logo, and
NCAA Basketball are trademarks or registered trademarks of National
Collegiate Athletic Association. The NCAA Football logo is a registered
trademark of the NCAA licensed to NCAA Football USA, Inc. All names, logos,
team icons, and mascots associated with the NCAA, universities, bowls, and
conference are the exclusive property of the respective institutions. Heisman
Memorial Trophy and likeness of the actual trophy are registered service
marks owned by the Downtown Athletic Club under registration numbers 936,853
and 935,852 respectively. Heisman and Heisman Trophy Award are service marks
owned by the Downtown Athletic Club of New York City, Inc.
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San Francisco -- (September 13, 2002) -- SEGA(R) of America, Inc. today
confirmed that the ship date for "Panzer Dragoon ORTA(TM)," has moved from
November 2002 to January 2003.

"SEGA decided to delay the release of 'Panzer Dragoon ORTA' in order to
continue adding innovative features and content to the game and its stunning
back story," said Mike Fischer, vice president, entertainment marketing, SEGA
of America, Inc. "SEGA has a well-earned reputation for developing
industry-leading content, and this decision reflects our commitment to
quality."
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CAPCOM'S STEEL BATTALION TO RELEASE IN NOVEMBER WITH EXCLUSIVE 40-BUTTON
CONTROLLER

SUNNYVALE, Calif. -- September 19, 2002 ae Capcom Entertainment today
announced Steel Battalion, an exciting battle-mech simulator exclusively for
the Xbox(TM) video game system from Microsoft. Using the most elaborate
controller interface ever created, players take a seat inside the cockpit of
a mechanized VT (Vertical Tank) and enter into futuristic military warfare.
Players pilot 20 different mechs over the course of the game while
participating in a multinational task force operation to over throw the
government. Ultra realistic visual effects and mech battles in a first-person
perspective create the ultimate mechanized military warfare experience. Steel
Battalion is scheduled to release in North America this November and will
sell at the suggested retail price of $199.95. The ESRB (Entertainment
Software Rating Board) rating is pending.

An exclusive 40-button controller has been designed to completely maximize
the gaming experience and immerse the player into the role of a Vertical Tank
pilot. With trigger buttons to fire weapons; foot pedals to accelerate, boost
and brake; levers to shift gears and move left to right, gamers must utilize
the full potential of their VT's abilities in order to survive on the
battlefield. Mastering the controls of this tactical vehicle will allow
players to feel as if the VT is part of their own body.

"The power and performance of the Xbox hardware really makes Steel Battalion
possible," said Robert Lindsey, senior vice president of sales and marketing,
Capcom Entertainment. "Steel Battalion is a video game unlike any other in
that the special 40-button controller really makes your feel as if you are
piloting a mechanized Vertical Tank. Gamers haven't experienced anything like
this before."

Steel Battalion players operate a strategic battle mech weapon through 12
action-packed levels, fending off dozens of adversaries while attempting to
diffuse a riot that has ensued on a Pacific island ruled by a military
dictatorship. Unlocking new missions, maps and enemy robots once the game is
completed provides endless entertainment. With a diverse arsenal at the
player's disposal, including plasma torches and a MK21-6 twin pod rocket
launch, there will be plenty of action to go around.

Steel Battalion boasts the following features:

* Control your VT with an exclusive 40-button simulation controller designed
and produced for Steel Battalion.
* First-person perspective view lets players participate in the action
through the cockpit of your mech.
* Control a Vertical Tank (VT) which features a variety of weapons such as
plasma torches, a 270mm rifle, a MK21-6 twin pod rocket launch, and much
more.
* Choose from multiple models of VT's including the Behemoth, Decider and the
Falchion.
* Twelve intense action-packed levels. Unlock new missions, maps and enemy
robots once the game is completed to provide endless action and
entertainment.
* Steel Battalion will make full use of the Xbox hardware in order to create
ultra realistic visual effects and realistic mech battles.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox video game systems, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. PlayStation and the "PS" family logo are registered trademarks of Sony
Computer Entertainment Inc. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Nintendo GameCube
and Nintendo 64 are trademarks of Nintendo of America Inc. Microsoft, Xbox,
and the Xbox logos are either registered trademarks or trademarks of
Microsoft Corporation in the U.S. or other countries and are used under
license from Microsoft. The ratings icon is a registered trademark of the
Interactive Digital Software Association.
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ACTIVISION TO BRING soldIer of Fortune(R) II: Double Helix(tm) TO THE
XBOX(tm)
VIDEO GAME SYSTEM FROM Microsoft

Soldier Of Fortune II: Double Helix Multiplayer Mayhem
Coming To Microsoft's Xbox Live

Santa Monica, CA - September 24, 2002 - Activision, Inc. (Nasdaq: ATVI) is
looking for a few good console gamers with the announcement that the
company's highly acclaimed first-person action game, Soldier of Fortune II:
Double Helix, will be migrating onto the Xbox(tm) video game system from
Microsoft. The Xbox version of Soldier of Fortune II: Double Helix will
feature all of the over-the-top gritty action found in the PC version
including visceral multiplayer combat, which will be available via
Microsoft's Xbox Live. Soldier of Fortune II: Double Helix for the Xbox video
game system is being developed by Gratuitous Games and is currently rated
"RP" Rating Pending by the ESRB.

"No other first person action game on any system offers the player Soldier of
Fortune II: Double Helix's mix of raw combat, authentic missions and
addictive multiplayer gameplay," states Larry Goldberg, executive vice
president of Activision Worldwide Studios. "With its awesome graphics and
relentless action Soldier of Fortune II: Double Helix will be strong addition
to the Xbox's list of excellent titles."

In Soldier of Fortune II: Double Helix players assume the role of John
Mullins, a military consultant working for the top-secret anti-terrorist
group known as The Shop. In the game, players must tackle a wide-range of
missions from hostage rescue and intelligence gathering, to
search-and-destroy. To help create a realistic experience for the player,
Soldier of Fortune II: Double Helix offers vivid damage modeling and
animations, accurate reproductions of over a dozen real world weapons and
authentic combat scenarios set in far flung location such as Prague,
Colombia, Hong Kong and Kamchatka. Additionally, many mission scenarios and
objectives are inspired by the experiences of the actual John Mullins, a
former Special Forces officer and military "consultant."

Soldier of Fortune II: Double Helix will support multiplayer modes through
Microsoft's Xbox Live online gaming service, including deathmatch, team
deathmatch, elimination and infiltration.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

Soldier of Fortune(R)II: Double Helix (C) 2002 Activision, Inc. Developed by
Raven Software Corporation. Published and distributed by Activision, Inc.
Activision(R) is a registered trademark of Activision, Inc. Soldier of
Fortune(R) is a registered trademark of Omega Group, Ltd. This product
contains software technology licensed from id Software, Inc. ("id
Technology"). id Technology (C) 1999-2001 id Software, Inc. All rights
reserved. All other trademarks and trade names are properties of their
respective owners.
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SEGA BRINGS THE FUNK WITH TOEJAM & EARL III: MISSION TO EARTH EXCLUSIVELY
FOR XBOX

Out-of-this-World Hip-Hop Adventure Features Exclusive Downloadable Content
Via Xbox Live

SAN FRANCISCO - (October 22, 2002) - SEGA(R) of America, Inc. today announced
the release of "ToeJam & Earl(TM) III: Mission to Earth" exclusively for the
Xbox(TM) video game system from Microsoft(R). "ToeJam and Earl III: Mission
to Earth" delivers a comic adventure of cosmic proportions, blending phat
beats, risque humor and truckloads of attitude into one seriously funkified
quest to save the universe. The game also features special downloadable
content via Xbox Live(TM), which will be available when the service launches
on November 15.

The 12 Sacred Albums of Funk have been stolen and it's up to gamers playing
as ToeJam, Big Earl and their new gal-pal Latisha, to journey to Earth and
return the vanished vinyls to Lamont the Funkopotamous, source of all Funk in
the known universe. Scattered throughout more than 30 massive, randomly
generated levels, the 12 Sacred Albums of Funk will ultimately give players
the power to square off against the dreaded Anti-Funk and save the universe.

As gamers explore Earth they will battle hordes of decidedly un-funky
Earthlings - from insane drill-wielding dentists and perky cheerleaders to
medusa babies in walkers. Players must master the ways of Funk-Fu and make
use of scores of gift wrapped power-ups, ranging from Icarus Wings to the
Funkmobile, to convert the clueless Earthlings to the ways of Funk.

"SEGA has a history of both making and breaking the rules of video game
design, and 'ToeJam & Earl III: Mission to Earth' is a perfect example of the
innovative, genre-bending approach to game design that has made SEGA a leader
in the industry," said Mike Fischer, vice president, entertainment marketing,
SEGA of America, Inc. "A daring blend of action, adventure, music and humor,
'ToeJam & Earl III: Mission to Earth' is the triumphant return of two of the
most memorable video game characters of the 16-bit era."

Gamers can choose to play as ToeJam, Earl or Latisha, with each character
bringing their own strengths, weaknesses and trademark personality into the
mix. Additional playable characters will be available via download on Xbox
Live. The game also features dozens of mini-games, rhythm matching challenges
and sub-quests, keeping gameplay fresh. An innovative cooperative two-player
mode lets players double team the Earthlings in style via a dynamically
splitting screen.

With the game's 30-plus levels generated randomly, "ToeJam & Earl III:
Mission to Earth" offers nearly endless replayability. Every time a player
starts a new game, the geography of levels will be different, enemies will be
in different locations, and items will be hidden in new places. A series of
five hub levels, one for each environment, remain the same every time, acting
as a "home base" for gamers on their quest to retrieve the 12 Sacred Albums
of Funk.

The game features five gorgeously rendered environments: snow, desert,
country, urban and water. New environments will be made available via
download on Xbox Live. The levels are filled with jaw-dropping special
effects only possible on Xbox, including detailed reflections and real-time
shadow effects, which show shadows moving across the entire environment as
the sun moves through the sky - even across the characters' bodies.

"'Toe Jam and Earl III: Mission to Earth' once again proves how SEGA is
making the Xbox shine," says Ed Fries, vice president, Xbox Game Content.
"With awesome game play, funky music, killer graphics and a defining sense of
humor, the newest installment of this hilarious fan favorite series will make
even the most cynical gamer laugh out loud."

The third game in the series, "ToeJam & Earl" and "ToeJam & Earl II: Panic on
Funkatron" appeared on the SEGA Genesis(TM) video game console.

"ToeJam & Earl III: Mission to Earth" is rated "T" for Teen and is available
at retailers nationwide for an MSRP of $49.95. For screenshots and artwork
visit the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox and Xbox Live are trademarks of Microsoft Corporation in the United
States and/or other countries.
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SEGA DELIVERS MACABRE THRILLS WITH THE HOUSE OF THE DEAD III EXCLUSIVELY FOR
XBOX

SAN FRANCISCO - (October 22, 2002) - SEGA(R) of America, Inc. today announced
the release of "The House of the Dead(TM) III" exclusively for the Xbox(TM)
video game system from Microsoft(R). "The House of the Dead III" delivers a
monster movie inspired storyline and tons of non-stop over-the-top zombie
blasting action.

In the game, players take on the role of government agents "G" and "Lisa
Rogan" as they search for a team of agents who vanished while infiltrating a
mysterious genetic research facility that has become overrun with the undead.
A series of branching paths allow gamers to experience the game at their own
pace, making critical choices about which areas to investigate next.

"With intense comic-book style action, an over-the-top plot and enough action
to satisfy the most hardcore gamer, 'The House of the Dead III' is the
ultimate adults-only Halloween party game," said Mike Fischer, vice president
entertainment marketing, SEGA of America, Inc.

SEGA has also recently announced a deal with Mindfire Entertainment to create
a movie based on the "The House of the Dead" franchise. The film recently
wrapped production and will hit theaters in 2003. A preview trailer for "The
House of the Dead" movie is featured on the game disc.

"The House of the Dead III" can be played with the standard Xbox controller,
using a revamped first-person-style user interface. It is also the first Xbox
game to support a light gun peripheral. The first light gun on the market
will be the "Mad Catz Blaster" from Mad Catz Interactive.

"The House of the Dead III" is rated "M" for Mature and is available at
retailers nationwide for an MSRP of $49.99. For screenshots and artwork visit
the SEGA FTP site at:
ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ATARI SHIPS TRANSWORLD SNOWBOARDING FOR XBOX
Heart Stopping Graphics, Professional Riders, Go-Anywhere Courses Thrust
Gamers into the Snowboarding Lifestyle

LOS ANGELES - Oct. 25, 2002 - Atari shipped TransWorld SnowboardingO, the
next generation action sports game, to retail stores this week for the XboxO
video game system from Microsoft. Working with TransWorld Media, a major
cultural force in the action sports industry, Atari has delivered the most
compelling gameplay and technology to create the most authentic snowboarding
experience available with real pros and tricks, extreme locations and the
best real-world equipment and gear.

"You can't get any more fun than TransWorld Snowboarding," said Jean-Philippe
Agati, senior vice president and general manager of Infogrames' Los Angeles
studio. "From the awesome graphics that bring alive the environments and
characters to the insane animations for hot tricks and wipe outs, TransWorld
Snowboarding delivers ewhat's next' in the action sports genre."

Developed by the snowboarding fiends at Finland-based Housemarque, TransWorld
Snowboarding challenges players will fill the boots of 10 snowboarding
professionals, including Tina Basich, Barrett Christy, Andrew Crawford, Kevin
Jones, Peter Line, Jussi Oksanen, Todd Richards, Wille Yli-Luoma, Daniel
Frank and Nicola Thost. Each pro rider is equipped with his or her real-world
shredding styles, intense boarder animations and special tricks.

TransWorld Snowboarding features wide open, go-anywhere levels in 17
locations, including the USA, Finland, Switzerland, Canada, Germany, France,
Austria, Italy, and Japan. Each area is rendered with the awesome graphics
power of the Xbox, delivering jaw-dropping weather effects, special-effects
lighting, shadows, particle effects, bump mapping, anti-aliasing and
environmental details on mountainside villas, ski resorts and other
obstacles. Treacherous terrain and steep cliffs, modeled after actual slopes
from around the world, add to the danger and create massive hang times. Long
rails and downed trees line each course, tempting players to slide and grind
while natural snow kickers and ramps dot mountains for players to launch off.
Players can combo tricks off picnic tables, stairs, cars and even telephone
wires. Multiple half-pipes and quarter-pipes are also included to perform
tons of tricks and combinations. New levels are unlocked by completing career
mode objecti! ves and perfecting tricks and getting top scores.

TransWorld Snowboarding offers six modes of play, including TransWorld Tour,
Single Session, Free-ride, and Time Attack. TransWorld Tour (the career mode)
features five different types of levels including, Slope Style, Straight
Jump, Half Pipe, Boarder Rally and Backcountry. Along the course,
photographers stand by to capture your best tricks for the TransWorld Snow
Magazine cover. The game also offers exciting one-to-four player multiplayer
modes

Through the partnership with TransWorld Media, TransWorld Snowboarding
includes all the elements from the real professional snowboarder lifestyle,
including licensed equipment, clothing and accessory sponsorships from DC
Shoes, Forum Snowboards, Burton Boards/Boots/Clothes, Hurley Clothing, Nixon
Watches, Billabong Apparel, Salomon Snowboards and more.

The game also offers customizable music playlists from in-game licensed
tracks and original game music spanning the hip hop, rock, electronic, and
reggae genres. Music tracks include Hoobastank's "Crawling in the Dark",
Quarashi's "Tarfur" and Apex Theory's "Apposibly."

TransWorld Snowboarding shipped to retail outlets this week for the Xbox with
an estimated retail price of $49.99 and an ESRB rating of eT' for Teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.
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ATARI ANNOUNCES MARCH 2003 RELEASE OF APEX FOR XBOX
Most Immersive Racer on Any Platform Features Ground Breaking Graphics, Deep
Story Mode, Dozens of Vehicles, More Than 50 Tracks

LOS ANGELES - Oct. 25, 2002 - Choose a design, build a prototype and race
against the world's most elite cars to build an international racing dynasty!
Atari is creating APEX, the ultimate racing game for racing enthusiasts,
exclusively for the Xbox video game system from Microsoft. Scheduled for
release in March 2003, the game is in development by the racing geniuses at
Milestone, creators of the well-respected Superbike series.

"Developing a racing game specifically for the Xbox has allowed us to create
the most graphically stunning and technically sophisticated racing game,"
said Jean-Philippe Agati, senior vice president and head of Infogrames,
Inc.'s Los Angeles studio. "With an astounding number of both prototype and
licensed vehicles, more than 50 tracks, extensive single player story mode
and robust multiplayer options, APEX will deliver the most exciting racing
experience available."

APEX has been designed to be THE racing game for true racing enthusiasts. The
game transports players into the role of a young race car manufacturing
mogul. After inheriting a small garage, the player launches their own
high-end sports car company by choosing from among 45 authentic prototype
designs and building a cutting edge vehicle to their own specifications. In
their quest to be the best, they must take their creations to the track and
race against the world's most elite auto manufacturers.

As a simulation style racer, APEX will challenge players to execute real
world racing techniques. The title of the game is a racing term that refers
to the perfect line a driver should take to execute a turn. To 'hit the apex'
is to take a turn at the optimal angle. Taking correct racing lines and
powering through turns are techniques that will achieve success in APEX.

Technically, APEX will far surpass the competition in the genre. Leveraging
the power of Xbox, the developer is producing amazingly high polygon counts,
long draw distances and highly detailed environments. Cars will feature up to
11,000 polygons each and real-time reflections while tracks will boast around
500,000 polygons for stunning panoramic detail and beauty. Additionally, the
vehicle engine sounds have been captured from real world high performance
cars to further enhance authenticity.

The game boasts more than 70 vehicles, with both licensed and original
designs. Each vehicle is equipped with numerous performance enhancements and
adjustments that allow the player to tailor the vehicle for each
competition's track design and conditions. A complex damage model lends
reality to each crash.

Races will take place across more than 50 varied environments based on
real-world locations across three continents -- North America, Europe and
Asia. Course designs range from winding mountain roads to narrow city streets
to standard racetracks. Each track features unique characteristics that will
keep players tuning and perfecting their creations for optimum performance
before each encounter.

APEX will be unique in its detailed story mode that will provide gamers with
a role-playing element unseen in other titles in the genre. The story will
progress through cinematics and will vary based on decisions the player makes
regarding the auto factory and the performance on the track. Sophisticated AI
will make snap decisions based on the situation at hand and add tough
competition in every race.

APEX will feature several styles of play that lead to hours of varied
gameplay in both single and two-player multiplayer modes. Modes include Quick
Race, for instant racing action against computer controlled opponents; Time
Attack, a challenge to see how fast a single vehicle can complete a course;
Story Mode, where the player builds their own prototype vehicle and strives
to join the elite of performance automobile manufacturers; and Head-to-Head
two-player multiplayer mode for racing against friends in Xbox split screen.

APEX is scheduled to ship in March 2003.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.
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Capcom(R) Vs. SNK 2: EO breaks out of the living room and goes live on Xbox

- Get Your 'Groove' On With the First Online Fighting Title for Xbox Live -

SUNNYVALE, Calif. * November 5, 2002 - Capcom* , a worldwide leading
publisher and developer of fighting games, today announced that one of its
leading fighting titles, Capcom(R) vs. SNK 2: EO, will be available for the
Xbox(tm) video game system from Microsoft and playable via the Xbox Live(tm)
online gaming service. Capcom vs. SNK 2: EO brings together 44 brawlers from
the Capcom and SNK franchises and pits them against each other in cyberspace
on the debut of Xbox Live on November 15. Capcom vs. SNK 2: EO is rated "T"
for teen audiences by the ESRB (Entertainment Software Rating Board) and will
be available just in time for the holidays.

The Xbox Live service provides fans of Capcom vs. SNK 2: EO the opportunity
to fireball, uppercut, and trash talk any challenger from opposite ends of
the continent. Such online gameplay opens up an entirely new existence of
entertainment as game owners can spend a near-unlimited number of hours
duking it out over a broadband connection. Xbox Live's Match Making feature
can additionally enhance the overall experience by hooking up foes for a
quick bout, weeding out the "laggers" that hinder gameplay or matching up
opponents of similar skill. Capcom vs. SNK 2: EO will also support the Xbox
Communicator, which permits combatants to easily communicate through a
headset without having to rely on a keyboard.

"The launch of Xbox Live would not be complete without a Capcom fighting
game," said Todd Thorson, director of marketing, Capcom Entertainment. "Xbox
Live will revolutionize the 2D fighting genre, as players are no longer bound
by the arcade or the console for competition but can now easily hook up with
brawlers around the continent instantly."

Capcom vs. SNK 2: EO boasts the following features:

- Online gameplay - Take advantage of all the features Xbox Live has to
offer.

* Quick Match Making - Allows players to get right into the action and battle
it out with the first available gamer.

* Play against others with the same skill level - A novice or seasoned
brawler can seek challengers of similar aptitude.

* Xbox Live Communicator Compatible - Deliver taunts and trash talking to any
opponent crisply and cleanly as if they were on the other side of the couch.

* Player Rankings - The real competition begins as players around the world
duke it out to become number one.

- Multiple Game Modes - The game offers six modes of play including arcade
mode, versus mode, survival mode, training mode and color edit mode.

- More than 40 characters from world famous Capcom and SNK franchises, such
as Street Fighter, Final Fight, Darkstalkers, Fatal Fury, Samurai Shodown and
King of Fighters.

- Capcom vs. SNK 2: EO allows players to choose between one of the six
following fighting grooves:

* C Groove - Players can use level 1-3 Super Combos, 'Air Block' and Counter
attack to defeat their opponent. This groove is similar to the Capcom groove
found in the original.

* A Groove - This is the original combo style used in the Street Fighter Zero
series. Players can freely mix and match moves to create their own "Custom
Combos."

* P Groove - Players can use the 'Parry' feature to avoid any attack. A level
3 super combo can only be used in this groove.

* S Groove - This groove is similar to the SNK groove found in the original.
In this groove, when a character's vitality is low, the player can unleash a
super combo limitlessly. If the gauge reaches its limit when the vitality is
almost gone, players can perform a "Max Super Attack."

* N Groove - From King of Fighters '98, players can stock up to 3 levels of
super gauge. In this groove, players can perform a 'Power Max' by using a
level gauge to enhance the character's attack power for a while.

* K Groove - The groove uses a combination of 'Just Defense' which makes the
opponent's attacks ineffective, and a 'Rage Gauge'. Once this gauge is full,
the player's attack power increases and they are able to use a 'Max Super
Attack.'

- Groove Point System - Points are accumulated through a judgment performance
in real-time that is based on the player's game performance.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and the Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.
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AKA ACCLAIM SHIPS 'BMX XXX' FOR XBOX

Hottest Title of 2002 Available Now In More Than 15,000 Stores Nationwide;
More Than 2,000 BMX Tricks, Hilarious Characters, Outrageous In-Game Events
and Beautiful Women of 'Scores' Mark Exciting New Era in Interactive
Entertainment

GLEN COVE, NY, November 13, 2002 - The wait is finally over for the hottest,
most talked about video game of the year, as AKA Acclaim, a division of
Acclaim Entertainment, Inc. (NASDAQ.SC: AKLM), today announced that it has
shipped BMX XXX for the Xbox video game system from Microsoft. Currently
available in more than 15,000 stores nationwide, BMX XXX is a satirical romp
in the style of such popular films as "American Pie" and was designed
specifically for today's predominantly mature gaming audience.

"BMX XXX marks a groundbreaking moment in interactive entertainment that
illustrates how video games have gotten older and capable of delivering pure
entertainment on par with feature films and television," said Ben Fischbach,
Senior Brand Manager for AKA Acclaim. "We are thrilled to launch this title,
which we believe will be a 'must-have' for Xbox owners this holiday season."

>From the pages of The Wall Street Journal, The New York Times and USA Today,
to the national broadcast audiences of "CNN" and "The Howard Stern Show," BMX
XXX has quickly become the hottest video game of the year. BMX XXX combines
outrageous Hollywood humor and characters, beautiful women from New York's
famous Scores club, incredible arcade action and a dynamic soundtrack from
today's top recording artists to deliver an unparalleled interactive
entertainment experience. The version for the PlayStation(R)2 computer
entertainment system has been edited to eliminate the topless nudity, while
versions for Xbox and Nintendo GameCube will contain topless nudity.

BMX XXX continues to garner high praise from the media, who had the following
to say:

"BMX XXX delivers." - Game Informer

"BMX XXX never takes itself seriously for a moment. If movies like Animal
House is your idea of comic genius, then BMX XXX was made for you. Boobies,
brash humor and BMX bikes. This game has it all." - IGN.com

"Is BMX XXX all it's cracked up to be? Absolutely. This title represents the
very beginning of a new direction for the console game industry. A new world
of gaming has been unlocked, and indeed our lives will be changed again." -
Silicon Magazine

ACCLAIM BMX XXX/2

BMX XXX is currently available for Xbox at a suggested retail price of
$49.99. The game will be available for the PlayStation(R)2 computer
entertainment system and Nintendo GameCube on November 18 and November 29,
respectively, each at suggested retail prices of $49.99. In order to ensure
that consumers have their copy the day the game ships, the Company encourages
consumers to pre-order BMX XXX or visit any of the 15,000 authorized
nationwide retail outlets carrying the product. For more information on BMX
XXX, please visit www.bmxxxx.com <http://www.bmxxxx.com/>.

About AKA Acclaim

Action sports are about freedom of expression, authenticity and extreme
athleticism, all of which are the cornerstones of the AKA Acclaim brand.
Products under the AKA Acclaim banner are designed to push the technological
envelope and entertain action sports enthusiasts, while maintaining the
authenticity and credibility of the sport and those who play them. Titles
under the AKA Acclaim brand include, Aggressive Inline, BMX XXX, ATV Quad
Power Racing 2 and Supercross.

About Acclaim Entertainment

Based in Glen Cove, N.Y., Acclaim Entertainment, Inc., is a leading worldwide
developer, publisher and mass marketer of software for use with interactive
entertainment game consoles including those manufactured by Nintendo, Sony
Computer Entertainment and Microsoft Corporation as well as personal computer
hardware systems. Acclaim owns and operates six studios located in the United
States and the United Kingdom which includes a motion capture and recording
studio in the U.S., and publishes and distributes its software through its
subsidiaries in North America, the United Kingdom, Germany, France and Spain.
The Company uses regional distributors worldwide. Acclaim also distributes
entertainment software for other publishers worldwide, publishes software
gaming strategy guides and issues "special edition" comic magazines from time
to time to support its time valued brands, Turok and Shadow Man. Acclaim's
corporate headquarters are in Glen Cove, New York and Acclaim's common stock
is publicly traded on NASDAQ.SC under the symbol AKLM. For more information
please visit our website at www.acclaim.com <http://www.acclaim.com/> .

The statements contained in this release which are not historical facts, are
"forward-looking statements." Acclaim cautions readers of this press release
that a number of important factors could cause Acclaim's actual future
results to differ materially from those expressed in any such forward-
looking statements. These important factors, including, without limitation,
the financial strength of the interactive entertainment industry, dependence
on new product introductions and the ability to maintain the scheduling of
such introductions, technological changes, dependence on major platform
manufacturers and other factors that could affect Acclaim, are described in
Acclaim's Annual Report on Form 10-K for the fiscal year ended August 31,
2001, and Acclaim's subsequent Quarterly Reports on Form 10-Q, all of which
were filed with the United States Securities and Exchange Commission. Readers
of this press release are referred to such filings.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe, Australia,
New Zealand and Mexico.

Nintendo GameCube and the Nintendo GameCube logo are trademarks of Nintendo.
(c) 2001.

"PlayStation'' and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #

 ------------
Category 30,  Topic 3
Message 56         Tue Nov 19, 2002
KGAGNE [Ken]                 at 10:23 PDT

SEGA SPORTS NHL 2K3 SKATES ONTO XBOX AS THE ONLY CONSOLE HOCKEY VIDEO GAME
WITH ONLINE PLAY

The Most Realistic Hockey Simulation Makes Its Debut on Xbox with Exclusive
Features, ESPN Telecast-Style Presentation and Authentic Player Attributes

SAN FRANCISCO - (November 19, 2002) - SEGA(R) of America, Inc. announced
today the release of "SEGA Sports(TM) NHL(R) 2K3" for the Xbox(TM) video game
system from Microsoft(R). Delivering the most true-to-life hockey simulation,
"SEGA Sports NHL 2K3" harnesses the power of Xbox to successfully replicate
the sport's most intricate details such as lifelike goalie maneuvers,
strategic line changes, battling for the puck against the boards and
extensive individual player and team attributes. Produced by Visual Concepts
Entertainment, a SEGA development studio, and developed by Treyarch LLC,
"SEGA Sports NHL 2K3" is the only next generation console hockey game on the
market that is playable online. "SEGA Sports NHL 2K3" also provides the
features that hockey fans covet, from an in-depth Franchise Mode and full
lineup of NHL and International teams to its authentic ESPN telecast-style
prt inesentation.
"'SEGA Sports NHL 2K3' for Xbox gives gamers total control of all the action
in the rink, allowing them to manage their entire gameplay experience both on
and off the ice," said Tom Nichols, vice president of sports marketing, SEGA
of America, Inc. "To add a notch of intensity to the competition, 'SEGA
Sports NHL 2K3,' the most intense and authentic simulation of the sport, is
the only console hockey game playable online via Xbox Live(TM) this season."

"SEGA Sports NHL 2K3" uses an advanced physics-based gameplay system and
unprecedented Artificial Intelligence (AI) to more accurately simulate the
NHL. Unlike other hockey games that are based on percentages, the goalies,
players and the puck in "SEGA Sports NHL 2K3" are all governed by the game's
sophisticated physics engine, allowing for more realistic shooting, checking,
skating and goaltending. Melding flawlessly with the game's physics is an
adaptive AI system that allows each player to react to hundreds of unique
on-ice situations. When setting up for a save, goalies will dynamically react
to the puck and positioning of the opposing forwards, while AI teams will
execute realistic power-plays, forechecks, perform odd-man breaks and line
changes.
While other hockey games feature goalies without specific player attributes,
who attempt saves with limited movements, "SEGA Sports NHL 2K3" shows goalies
playing the position as it is meant to be played. In "NHL 2K3," the new
Reactive Goalie Positioning lets goalies move side-to-side, and from dive to
save, without ever having to return to a center or idle position, allowing
them to make save upon save with the most realistic maneuvers of any hockey
video game. Also new in "SEGA Sports NHL 2K3" is Complete Lines Control,
which gives gamers the ability to rotate offensive, defensive, power play and
penalty kill lines independently and set strategies for each of these lines
on the fly. Along with this ability is Board Pinning, where gamers can pin
players against the boards and dig for the puck with multiple control
options, bringing yet another level of realism to hockey video games.

"SEGA Sports NHL 2K3" also gives gamers the choice of six different gameplay
modes, including Quick Game, Exhibition, Season, Playoffs, Tournament and the
brand new Franchise Mode. In the Franchise Mode gamers can select one of the
existing NHL teams or create their own custom team and develop it into a
dynasty. Users can negotiate contracts, sign, trade and release players and
scout upcoming rookies in the NHL entry draft. As they compete for the
coveted Stanley Cup(R) over multiple seasons, players also have the
opportunity to take part in mid-season All-Star games and earn a myriad of
postseason awards. An ESPN telecast-style presentation, featuring the
signature National Hockey Night theme, TV-style player introductions, game
highlights and replays using a telestrator, wrap-up the stellar visual
package.
Expanding upon the company's roster of online titles for the new
next-generation consoles, "SEGA Sports NHL 2K3" marks the eighth online game
that SEGA will deliver this year. With the most experience in online console
gaming, SEGA will deliver more online console games than any other company in
2002.

"SEGA Sports NHL 2K3" is endorsed by the Philadelphia Flyers All-Star Center
Jeremy Roenick and is currently available for the PlayStation(R)2 computer
entertainment system and Xbox for a suggested retail price of $49.95. The
game will soon be released on the Nintendo GameCube(TM). Screen shots and
package art of "SEGA Sports NHL 2K3" are available at:
<http://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About ESPN
Based in Bristol, Ct., ESPN, Inc., "The Worldwide Leader In Sports," is 80
percent owned by ABC, Inc., which is an indirect subsidiary of The Walt
Disney Company. The Hearst Corporation holds a 20 percent interest in ESPN.
ESPN, Inc. includes six domestic television networks (ESPN, ESPN2, ESPN
Classic, ESPNEWS, ESPN Now and ESPN Today), ESPN International (24
international networks and syndication), ESPN Radio, ESPN.com, ESPN The
Magazine, ESPN Regional Television, SportsTicker, and ESPN Enterprises,
overseeing brand extensions such as the ESPN Zone, an interactive
sports-themed dining and entertainment experience.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. (TM), (R) and the Nintendo GameCube logo are
trademarks of Nintendo. Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries. ESPN and National Hockey Night are
registered trademarks of ESPN, Inc. ESPN branded elements (C) ?Disney. All
other trademarks are the property of their respective owners.

NHL and the NHL Shield are registered trademarks of the National Hockey
League. All NHL logos and marks and team logos and marks depicted herein are
the property of the NHL and the respective teams and may not be reproduced
without the prior written consent of NHL Enterprises, L.P. (C) 2002. All
rights reserved. Officially Licensed Product of the National Hockey League.
(C) NHLPA. NHL 2K3 is an Officially Licensed Product of the NHLPA. NHLPA,
National Hockey League Players' Association and the NHLPA logo are trademarks
of the NHLPA and are used under license by Sega of America, Inc.
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CAPCOM* ANNOUNCES THE RELEASE OF THE AWARD WINNING STEEL BATTALION*

-FULLY IMMERSIVE CONTROLLER AND SUPERIOR GAMEPLAY PROVIDE UNPARALLELED
EXPERIENCE-

SUNNYVALE, Calif. - November 20, 2002 * Capcom* Entertainment today announced
the release of Steel Battalion* , the exciting new battle-mech simulator
exclusively for the Xbox(tm) video game system from Microsoft. Using an
exclusive 40-button controller, players "take a seat" inside the cockpit of
19 different mechanized VT's (Vertical Tanks) during a rebellious attempt to
over-throw the government. Ultra realistic visual effects and fierce
mechanized battles in a first-person perspective create the ultimate gaming
experience. Steel Battalion is rated 'T' for teen audiences by the
Entertainment Software Rating Board (ESRB) and will include both the game and
fully interactive controller, selling at the suggested retail price of
$199.95.

As an accolade for its innovative technology, Steel Battalion received a
"2002 Best of What's New Award" from Popular Science in the Electronics
category. Each year Popular Science reviews thousands of new products and
innovations and only 100 winners are chosen in 10 categories. To be
considered, products must represent a significant step forward in its
category. The award was bestowed to Steel Battalion for its 40-button
controller that was designed to completely maximize the gaming experience and
immerse the player in futuristic warfare.

"The power and performance of the Xbox hardware really makes Steel Battalion
possible," said Robert Lindsey, senior vice president of sales and marketing,
Capcom Entertainment. "Steel Battalion is a video game unlike any other. The
innovative 40-button controller really makes you feel as if you are piloting
a mechanized Vertical Tank. Gamers haven't experienced anything like this
before."

Using the controller, Steel Battalion players operate a strategic battle mech
through 23 action-packed missions fending off dozens of adversaries while in
the midst of a massive military coup that has ensued on a Pacific island.
With trigger buttons to fire weapons; foot pedals to accelerate, boost and
brake; levers to shift gears and move, gamers must utilize the full potential
of the controller in order to survive on the battlefield. A diverse arsenal
that includes plasma torches and a MK21-6 twin pod rocket launcher will
ensure constant variety and plenty of action for even the most experienced
pilots.

Steel Battalion boasts the following features:

* Players take control of their own VT with an exclusive 40-button simulation
controller designed and produced for Steel Battalion.
* First-person perspective view lets players participate in the action
through the cockpit of their own battle machine.
* Control a Vertical Tank (VT), featuring a variety of weapons such as plasma
torches, a 270mm rifle, machine guns and much more.
* Choose from multiple models of VT's including the Behemoth, Decider and
Falchion each with their own specialized abilities and functionality.
* 23 action-packed missions! Unlock new missions, maps and enemy robots to
provide endless action and entertainment.
* Steel Battalion will make full use of the Xbox hardware in order to create
ultra realistic visual effects and realistic mech battles.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* video game systems, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

About Xbox  Xbox (http://www.xbox.com/) is Microsoft's future-generation
video game system that delivers the most powerful games experiences ever.
Xbox empowers game artists by giving them the technology to fulfill their
creative visions as never before, creating games that blur the lines between
fantasy and reality. Xbox is now available in North America, Japan, Europe
and Australia.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. (C)CAPCOM CO., LTD. 2002 (C)CAPCOM U.S.A., INC. 2002. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo GameCube and Nintendo 64 are trademarks
of Nintendo of America Inc. Microsoft, Xbox, and the Xbox logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S. or
other countries and are used under license from Microsoft. The ratings icon
is a registered trademark of the Interactive Digital Software Association.
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DRAGON'S LAIR 3D: RETURN TO THE LAIR SHIPS TO STORES NATIONWIDE

Dirk the Daring Returns in an All-New, 3D Adventure for the Xbox and PC

SAN FRANCISCO, CA - November 18, 2002 - Ubi Soft Entertainment, one of the
world's largest video game publishers, announced Dragon's Lair 3D: Return to
the Lair for the Xbox(TM) video game system from Microsoft and the PC has
shipped to retail stores nationwide. Developed by Dragonstone Software,
Dragon's Lair 3D features the same fun, pick-up-and-play gameplay that made
the arcade version a blockbuster hit in 1983. Now gamers will be able to
experience Dragon's Lair 3D with the highest quality graphics and sound
available today. Dragon's Lair 3D is rated "T--Teen" and is available for a
suggested retail price of $49.99 on Xbox and $29.99 on PC.

"Dragon's Lair is a classic, landmark game that has always pushed the gaming
industry's limits in terms of graphics and gameplay," said Tony Kee, vice
president of marketing for Ubi Soft Entertainment. "Dragon's Lair 3D is now
the FIRST Xbox title to feature 1080i HDTV compatibility, breathing vibrant
color to the characters and environments that jump off the screen!"

The Legend Continues!
True to the classic arcade phenomenon, Dragon's Lair sets players against the
menacing dragon Singe and the evil wizard Mordroc to save the beautiful
Princess Daphne. With full control of Dirk the Daring, a valiant but clumsy
knight, Dragon's Lair 3D players fight their way through the castle's
treacherous, labyrinthine-like halls to overcome new monsters and obstacles
lurking in the shadows. Incredible new gameplay includes jumping over flaming
pits, climbing ropes to fly across chasms, and battling swarms of the
wizard's minions with Dirk's sword and crossbow. Other game features include:
* 18 large, detailed, action-packed levels featuring more than 40
environments to explore and 250+ rooms with numerous puzzles, traps,
power-ups and hidden secrets to uncover
* A real-time, 3D modeled and hand painted, textured world features new
next-generation visuals
* The first Xbox title to feature 1080i High Definition TV graphics mode,
along with 5.1 Dolby Digital Audio and 16:9 anamorphic widescreen support
* New intro and ending movies hand-animated by legendary animator Don Bluth

"Dragon's Lair is a franchise loved by fans all over the world for more than
20 years," said Rick Dyer, president and CEO of Dragon's Lair, LLC.
"Reinventing this franchise into a three-dimensional world utilizing the most
powerful game graphics ever will be a treat for Dirk fans everywhere."

About Ubi Soft Entertainment
Ubi Soft Entertainment is an international producer, publisher and
distributor of interactive entertainment products. A leading company in the
multimedia industry, Ubi Soft's strong and diversified line-up has grown
considerably, as has Ubi Soft itself. As well as steadfastly continuing to
partner with several high-profile companies, Ubi Soft has also confirmed its
presence on the global market by developing its own exceptional properties.
Founded in 1986 in France, Ubi Soft is now present on every continent, both
through offices in 22 different countries including the United States,
Brazil, Morocco, Germany and China and through sales of products in over 50
countries. The group is dedicated to delivering high-quality, cutting-edge
video game titles to consumers around the world. To learn more, visit
www.ubi.com.

About Dragon's Lair LLC
Based in San Diego, California, Dragon's Lair LLC is a joint venture between
Digital Leisure and the original creators of the 1983 arcade smash hit
Dragon's Lair. Dragon's Lair LLC is comprised of legendary animation
professionals Don Bluth, Gary Goldman and John Pomeroy, as well as veteran
video game creator Rick Dyer. Rounding out the partnership is multimedia
industry veteran David Foster, president of Digital Leisure Inc. and the
publisher of the Dragon's Lair 2D versions. Dragon's Lair LLC is committed to
creating state-of-the-art interactive titles that are supported by motion
picture, broadcast and toy ventures.

"2002 Ubi Soft Entertainment. All rights reserved. Ubi Soft Entertainment and
the Ubi Soft logo are registered trademarks of Ubi Soft, Inc.

The Dragon's Lair name, logo, characters and indicia are either registered
trademarks, trademarks, or copyrights of Dragon's Lair LLC and Don Bluth, and
are used under license with permission.

The Dragon's Lair 3D game "2002 Dragon's Lair LLC and Don Bluth. All rights
reserved. The original Dragon's Lair game "1983 Bluth Group Ltd. All rights
reserved. All other trademarks are the property of their respective owners.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ATARI'S UNREAL CHAMPIONSHIP BLASTS ONTO XBOX
Legendary Unreal Gameplay, Graphics Set The Standard For Xbox Live At Launch

LOS ANGELES - Nov. 22, 2002 - In conjunction with the launch of Xbox
Live(TM), the broadband service for the Xbox(TM) video game system from
Microsoft, Atari has shipped the hotly anticipated game, Unreal(R)
Championship to retail stores this week. Exclusively for Xbox, Unreal
Championship is the latest addition to the award-winning and top-selling
Unreal franchise, known for its intense first-person action, fine-tuned
gameplay and awe-inspiring graphics.

"This is the game that will change the way console owners look at first
person action games and online gaming!" said Jean-Philippe Agati, senior vice
president and general manager of Infogrames' Los Angeles studio. "With the
amazing Xbox Communicator headset allowing for real-time smack-talk, an
adrenaline-packed single-player campaign, as well as groundbreaking
multiplayer action through the Xbox Live broadband service, Unreal
Championship is not only a great single-player experience but it's setting
the standard for online gaming in living rooms worldwide. Gamers are in for
one hell of a ride!"

Designed and developed by Canadian-based Digital Extremes in collaboration
with Epic Games, the cooperative team also responsible for Unreal and Unreal
Tournament, Unreal Championship combines an incredibly immersive
single-player experience with unparalleled multiplayer action via two, three
and four-player split-screen, system link or over Xbox Live against up to 16
other human-controlled adversaries in fearsome head-to-head combat. Players
will take on six different races featuring more than 45 highly individual
characters in up to 30 maps.

"Console gamers have been yearning for this type of action for a long time
and Unreal Championship delivers," said James Schmalz, founder and creative
director of Digital Extremes. "Countless hours were spent fine-tuning the
single player campaign and making it as addictive as the different
multi-player options. Rest assured players with or without broadband
connections will enjoy the full impact of Unreal Championship."

Unreal Championship is designed specifically for Xbox and the Xbox
controller. Console-specific features such as joypad-activated special moves,
double jump, power-ups, unlockable features and more keep gamers glued to
their couches with knuckle-whitening tension.

Utilizing the power of Xbox in conjunction with the latest Unreal technology
created by Epic Games, the developer has rendered the most amazing graphical
effects seen on any console to date. A dynamic and realistic world comes to
life with sophisticated in-game physics that do away with canned animations
and movement. Unreal Championship will also be one of the first games to take
advantage of the Xbox hard drive by offering downloadable content such as new
maps, characters and other items through the Xbox Live network. Specifics on
the downloadable content will soon be released.

Unreal Championship features six modes of play, including traditional
Deathmatch, a battle to see who can earn the most frags in a given amount of
time; Team Deathmatch, in which two teams face off and aim to reach set
number of frags before their opponents; Capture the Flag, where teams must
steal a flag from the enemy base and carry it back to their own to score
points; Double Domination, in which teams vie to control two points on a map
to score; Survival, where you face an onslaught of endless opponents and
Bombing Run, an American football-style game that challenges teams to carry a
ball to the opponents base and carry it or shoot it through a goal to score
points.

As with all Unreal games, Unreal Championship arms players with incredible
weaponry that goes beyond mere blasting and requires strategy and skill to
outwit and out-maneuver the enemy. Precision weapons such as the Lightning
Gun and Shock Rifle eliminate opponents neatly and from great distances while
earth rocking powerhouses like the Rocket Launcher, Flak Cannon and Ion
Cannon obliterate enemies on a grand scale. Each weapon is equipped with a
primary, as well as secondary fire mode, and some can use both modes in
combination to produce spectacular explosions and effects.

Unreal Championship shipped to retail stores this week for an estimated
retail price of $49.99 and an ESRB rating of "M" for mature.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R)and Dora the Explorer(TM), Dragon Ball Z(R), Unreal(R), Mission
Impossible(R), Terminator(R), Harley-Davidson(R), Major League Baseball(R),
and the National Football League(R), among many others. The Company's
Humongous Entertainment and MacSoft labels are leaders in children's and
Macintosh entertainment software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

About Xbox Live
Xbox Live(TM) is the first comprehensive, online game arena fully dedicated
to fast-action broadband gaming experiences. Xbox Live will allow gamers to
play multiplayer Xbox games with other gamers everywhere via a high-speed
Internet connection. With a built-in hard drive and Ethernet port, the Xbox
console was built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator headset,
and download current statistics, new levels and characters to their Xbox hard
drive.

# # #
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KONAMI BLAZES A NEW TRAIL WITH
HIGH-SPEED SNOWMOBILE RACING IN WHITEOUT(tm)

White-knuckle Snowmobile Racing Keeps The Adrenaline
Pumping On Microsoft Xbox and PC CD-ROM

REDWOOD CITY, CA - December 10, 2002 - Konami of America Inc., announced
today that Whiteout for the Microsoft Xbox and PC CD-ROM has shipped to
stores nationwide. Just in time for the holidays, Whiteout captures all the
thrills of high-speed snowmobile racing, including an array of powerful
sleds, dozens of outrageous tricks and real SnoCross athletes.

The heart-pounding action begins as players jump into the boots of 12
different riders and choose from 14 powerful sleds -- each with a variety of
upgrades available. Racing through 9 exhilarating trails, from Jackson Ridge
to the Tundra Dome, players will uncover each tracks hidden areas, shortcuts,
interactive environments, destructible elements and special bonuses. Along
the way, theyll pull off over 30 breathtaking aerial tricks on the scores of
ramps, jumps and gaps found on each track. A wealth of power-ups, point
multipliers and health recharges will help players stay ahead of the pack.

Whiteout is the only SnoCross game to feature snowmobile racing
professionals. As players progress through the game they will have the
opportunity to unlock well-known SnoCross stars like Nathan Titus, Justin
Tate, Dennis Eckstrom and Trevor John.

Whiteout offers 5 distinct methods of play: Progressive Career Mode lets
gamers live the life of a real SnoCross athlete, upgrading their sled to keep
up with the competition; Arcade Mode challenges gamers to accomplish an
extensive set of objectives to progress through the levels. Additional play
modes include Quick-play, Multiplayer and Time Trial.

Rated T for Teen, Whiteout is available at an SRP of $49.99 for Microsoft
Xbox and $29.99 for PC CD-ROM. Read more about Whiteout at:
http://www.konami.com/whiteout

A version for the Sony PlayStation(R) 2 shipped to retail outlets nationwide
on November 26, 2002 and is available at an SRP of $39.99.

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATIONs action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution and
Castlevania, among other top sellers. The latest information about Konami can
be found on the Web at www.konami.com/usa. KONAMI CORPORATION is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany.
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SEGA'S PANZER DRAGOON ORTA SOARS ONTO XBOX

SAN FRANCISCO - (January 14, 2003) - SEGA(R) of America, Inc. today announced
the release of the highly-anticipated "Panzer Dragoon ORTA(TM)" exclusively
for the Xbox(TM) video game system from Microsoft. Set in a surreal
apocalyptic future, "Panzer Dragoon ORTA" delivers a deep sci-fi storyline
and intense, cinematic aerial combat, challenging gamers to take control of a
giant dragon and fight to save humanity from the brink of extinction.

"Panzer Dragoon ORTA" features mind-blowing 360-degree aerial combat onboard
a powerful dragon as players battle through more than 10 stunning
environments, including chaotic burning villages, a nightmarish dragon
incubator facility and the kaleidoscopic heart of the planet's network
infrastructure. With the ability to unleash devastating "berserk" attacks and
morph between three offensive and defensive dragon forms in real time, gamers
will need speed, strategy and skill to save the world.

The fourth game in the legendary Panzer Dragoon series, "Panzer Dragoon ORTA"
continues the epic story from the previous games and introduces a new
heroine, Orta. Enslaved by a shadowy force that rules over humanity with a
sinister arsenal of bio-mechanical weapons, Orta is freed from her cell by a
dragon that takes her on a quest to discover her mysterious past and save
mankind.

"SEGA's Panzer Dragoon series has long been one of video games' most revered
franchises, thrilling fans with it's cinematic blend of fast action, surreal
artistry and grand scale," said Mike Fischer, vice president entertainment
marketing, SEGA of America, Inc. "The power of Xbox has enabled SEGA to
create the most fully-realized Panzer Dragoon game yet. Long-time fans of the
series and newcomers alike will be blown away."

Developed by SEGA's Smilebit studio, "Panzer Dragoon ORTA" expands upon the
characters and story of the first three games in the series, "Panzer
Dragoon(TM)," "Panzer Dragoon Zwei" and "Panzer Dragoon Saga" originally
released for the SEGA Saturn(TM). The game also features its own in-game
language, "Panzereese" which blends Greek, Latin, German, Japanese and
English to round out a completely immersive game world.

"SEGA has produced another successful follow-up to the Panzer Dragoon
series," said Ed Fries, vice president, Microsoft Games. "When coupled with
the powerful capabilities of Xbox, "Panzer Dragoon ORTA" is far superior to
its competition. The graphical advantage is evident in every combat scenario,
from aerial coverage to detailed animation."

The game includes dozens of branching paths and unlockable surprises,
including the complete original version of "Panzer Dragoon," hidden
characters, sub-scenarios, concept art and a full encyclopedia of the Panzer
Dragoon universe, with detailed information about characters, enemies and the
game's rich mythology.

"Panzer Dragoon ORTA" is rated "T" for Teen and is available at retailers
nationwide for an MSRP of $49.99. For screenshots and artwork visit the SEGA
FTP site at: ftp://segapr.segaamerica.com/Sega_Games/SEGA_ENTERTAINMENT

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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ATARI'S GODZILLA: DESTROY ALL MONSTERS MELEE
COMING TO XBOX IN SPRING 2003

New Monster, New Arenas, Improved Gameplay and Graphics Highlight Xbox
Version of Smash Monster-on-Monster Fighting Game

LOS ANGELES - Jan. 21, 2003 - Atari is bringing Godzilla: Destroy All
Monsters Melee, a one-to-four player monster-on-monster fighting game, to the
XboxO video game system from Microsoft in Spring 2003. Based on the classic
movie characters created by Toho Co., Ltd. , the game recreates the look and
feel of the titanic film legends and challenges players to punch, kick,
stomp, throw and blast each other in massive, city-wide arenas. Godzilla:
Destroy All Monsters Melee, developed by Pipeworks Software, is currently
available on the Nintendo GameCube.

"Bringing the biggest and baddest monsters to the biggest and baddest console
was a natural fit," said Jean-Philippe Agati, senior vice president and
general manager of Infogrames' Los Angeles studio. "With the power of the
Xbox, Godzilla: Destroy All Monsters Melee captures the epic look and scale
that is the promise of the landmark movies and the nuclear-powered goliaths
have never seemed so real. Four player slugfests with buildings, gas tankers
and cargo ships flying through the air create the ultimate party game on the
Xbox!"

Godzilla: Destroy All Monsters Melee pits gamers as their favorite giant
monster against other escapees from Monster Island. The game was awarded
"Runner-up" as the Best Fighting Game of the 2002 Electronic Entertainment
Expo in Los Angeles.

In addition to the single-player Adventure Mode, the game includes four
additional play styles: Versus Mode, a one on one epic battle royal;
Destruction Mode, a timed challenge to see which player can destroy more of a
city in a given amount of time; Survival Mode, the ultimate test of a
player's skill, pitting him against monster after monster with the score
based on the number of enemies defeated before losing a match; and Melee
Mode; a one-to-four player points-based multiplayer slugfest.

The game features an epic sense of scope and scale, with 10 massive
real-world and fantasy fighting arenas, including San Francisco, Tokyo and
the notorious Monster Island, that are fully 3D and totally interactive.
Players can pick up and throw buildings and landmarks like Big Ben, toss
enemies into vast fuel tank farms and stomp on baseball stadiums. Godzilla:
Destroy All Monsters Melee also features additional hidden, unlockable areas
only found on the XboxO. Each city has been created with amazing attention to
detail, including working traffic lights, blinking neon signs and moving
cars, buses and tanker trucks.

More than 10 licensed monsters, each carefully modeled from the
record-setting movie franchise, appear in the game including Godzilla 90's,
MechagodzillaO, MegalonO, DestoroyahO, King GhidorahO, MothraO and many more.
Each character is equipped with basic fighting maneuvers like kicks, punches,
jumps, projectile attacks and blocks. For more hardcore fighting fans,
Godzilla: Destroy All Monsters Melee includes a robust combo system and
special attacks that are unique to each creature's abilities from the
original movies. Power-ups are dropped into the arena by alien ships and
hidden within city buildings, providing health and other enhanced abilities.

New features for Xbox include:
* New monster: MechagodzillaO3 (from the latest Godzilla film release in
Japan) joins the cast.
* New arenas: Vortaak Home World. The alien's home world, features new
challenges like volcanoes, spaceship launchers, installation-protection
missiles, and plenty of alien buildings to throw. Boxing Ring, the largest
boxing ring in the world constructed for monster battles complete with ropes,
bells and blimps.
* New Computer AI: One gamer can now play a four-player melee or team game
against the Xbox Artificial Intelligence.
* Single-player Destruction Mode: Players can rip up a city-all by
themselves.
* Soundtrack support: Rip tunes to the Xbox hard drive and play your own
tracks while you're fighting as your favorite giant monsters.
* Xbox Advantage Controls: The extra buttons on the Xbox make it easier to
grab monsters and buildings. In addition, the Xbox features improved
responsiveness, combos and collision detection.
* Better visuals: The unmatched graphical prowess of the Xbox hardware allows
for better visuals treats, like reflection maps on buildings, true bump
mapping, improved animations, smokestacks that emit smoke, better impact
effects, specular highlights, bright high-resolution skies, improved lighting
model, improved terrain, high resolution city selection movies and high
resolution textures.
* Improved Speed: Solid frame-rate and faster loading times.
* Multiple Saved Games: Up to four players can save their progress on the
Xbox hard drive.

For more information on Godzilla: Destroy All Monsters Melee, please visit
the official Web site at www.godzillagame.com.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as DriverO, Enter the MatrixO, Neverwinter NightsO, StuntmanO, Test
Drive, Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES,
mass-market and children's games such as Backyard SportsO, Nickelodeon's
Blue's CluesO and Dora the ExplorerO, Civilization, Dragon Ball Z and
RollerCoaster Tycoon. Infogrames, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.infogrames.com.

# # #

Godzilla, all related characters and the character designs are trademarks of
Toho Co., Ltd. (C) 2002 Toho Co., Ltd. All rights reserved.
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LUCASARTS TO RELEASE ENHANCED VERSION OF STAR WARS:
THE CLONE WARS FOR XBOX LIVE THIS SPRING

Critically Acclaimed Star Wars Game to Offer Expanded
Content for Dynamic Internet Play

SAN RAFAEL, Calif. -- February 5, 2003 -- LucasArts Entertainment  Company
LLC today announced it is releasing a new version of Star Wars: The Clone
Wars for Xbox Live this spring.  Star Wars: The Clone Wars is the first
LucasArts console game available for play over the Internet and will offer
expanded combat action specifically designed for Xbox Live.

Star Wars: The Clone Wars for Xbox Live will allow simultaneous play for up
to eight players over the Internet.  In addition to voice communication
capability, the game's new features consist of Conquest Mode, which includes
a variety of new weaponry, boost power-ups, and battlefield teleportals. Star
Wars: The Clone Wars is a ground and air-based combat action game inspired by
and expanding upon one of the Star Wars galaxy's most dramatic and intensely
fought conflicts.  The game, published and distributed by LucasArts and
developed by Pandemic Studios, released for PlayStation 2 and GameCube fall
2002.

About LucasArts
LucasArts Entertainment Company LLC is a leading developer and publisher of
interactive entertainment software worldwide.  Based in San Rafael, Calif.,
as well as on the Internet at www.lucasarts.com, LucasArts is one of five
companies in the Lucas group which include Lucasfilm Ltd., Lucas Digital Ltd.
LLC, Lucas Licensing Ltd., and Lucas Online.  Lucasfilm is one of the leading
film and entertainment companies in the world.  Lucasfilm's businesses
include George Lucas' film and television production and distribution
activities.  Lucas Digital, which consists of Industrial Light & Magic (ILM)
and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry.  Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.  Lucas
Online is a digital destination for entertainment, education, reference and
e-commerce for Lucasfilm's intellectual properties and business units.

About Xbox Live
Xbox Live is the first comprehensive, online game arena fully dedicated to
fast-action broadband gaming experiences. Xbox Live will allow gamers to play
multiplayer Xbox games with other gamers everywhere via a high-speed Internet
connection. With a built-in hard drive and Ethernet port, the Xbox console
was built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator headset,
and download current statistics, new levels and characters to their Xbox hard
drive.

#     #     #
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Capcom(R) Vs. SNK 2: EO Breaks Out Of The Living Room And Goes Live On Xbox

Get Your 'Groove' On With the First Online Fighting Title for Xbox Live

SUNNYVALE, CA * February 11, 2003 - Capcom* , a worldwide leading publisher
and developer of fighting games, today announced that one of its leading
fighting titles, Capcom(R) vs. SNK 2: EO, is now available for the Xbox(tm)
video game system from Microsoft and playable via Xbox(tm) Live. Capcom vs.
SNK 2: EO brings together 44 brawlers from the Capcom and SNK franchises and
pits them against each other in cyberspace.

Xbox Live provides fans of Capcom vs. SNK 2: EO the opportunity to fireball,
uppercut, and face off against any challenger from opposite ends of the
continent. Online gameplay opens up an entirely new existence of
entertainment as game owners duke it out over a broadband connection. Xbox
Live's Match Making feature can additionally enhance the overall experience
by hooking up foes for a quick bout, weeding out the "laggers" that hinder
gameplay or matching up opponents of similar skill. Capcom vs. SNK 2: EO will
also support the Xbox Communicator, which permits combatants to easily
communicate through a headset without having to rely on a keyboard.

Capcom vs. SNK 2: EO boasts the following features:

- Online gameplay - Take advantage of all the features Xbox Live has to
offer, including:


* Quick Match Making - Allows players to get right into the action and battle
it out with the first available gamer.

* Play against others with the same skill level - A novice or seasoned
brawler can seek challengers of similar aptitude.

* Xbox Live Communicator Compatible - Deliver taunts and trash talking to any
opponent crisply and cleanly as if they were on the other side of the couch.

* Player Rankings - The real competition begins as players around the world
duke it out to become number one.

- Multiple Game Modes - The game offers six modes of play including arcade
mode, versus mode, survival mode, training mode and color edit mode.

- More than 40 characters from world famous Capcom and SNK franchises, such
as Street Fighter, Final Fight, Darkstalkers, Fatal Fury, Samurai Shodown and
King of Fighters.

- Capcom vs. SNK 2: EO allows players to choose between one of the six
following fighting grooves:


* C Groove - Players can use level 1-3 Super Combos, 'Air Block' and Counter
attack to defeat their opponent. This groove is similar to the Capcom groove
found in the original.

* A Groove - This is the original combo style used in the Street Fighter Zero
series. Players can freely mix and match moves to create their own "Custom
Combos."

* P Groove - Players can use the 'Parry' feature to avoid any attack. A level
3 super combo can only be used in this groove.

* S Groove - This groove is similar to the SNK groove found in the original.
In this groove, when a character's vitality is low, the player can unleash a
super combo limitlessly. If the gauge reaches its limit when the vitality is
almost gone, players can perform a "Max Super Attack."

* N Groove - From King of Fighters '98, players can stock up to 3 levels of
super gauge. In this groove, players can perform a 'Power Max' by using a
level gauge to enhance the character's attack power for a while.

* K Groove - The groove uses a combination of 'Just Defense' which makes the
opponent's attacks ineffective, and a 'Rage Gauge'. Once this gauge is full,
the player's attack power increases and they are able to use a 'Max Super
Attack.'

- Groove Point System - Points are accumulated through a judgment performance
in real-time that is based on the player's game performance. Capcom
Entertainment, headquartered in Sunnyvale, California, is a wholly owned
subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* video game system, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live

Xbox Live* is the first comprehensive, online gaming arena fully dedicated to
fast-action broadband gaming experiences. Xbox Live will allow gamers to play
multiplayer Xbox games with other gamers everywhere via a high-speed Internet
connection. With a built-in hard drive and Ethernet port, the Xbox console
was built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator headset,
and download current statistics, new levels and characters to their Xbox hard
drive.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.
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TONY HAWK'S PRO SKATER(tm) 3 AND
WRECKLESS: THE YAKUZA MISSIONS(tm)
ACHIEVE MICROSOFT'S "PLATINUM HITS" STATUS

Santa Monica, CA - February 12, 2003 - Activision, Inc. (Nasdaq: ATVI)
announced today that two of its acclaimed titles for the Xbox(tm) video game
system from Microsoft - Tony Hawk's Pro Skater 3 and WRECKLESS: The Yakuza
Missions(tm)- have been selected for inclusion in Microsoft's "Xbox Platinum
Hits" program. The new "Platinum Hits" program launched on February 11, 2003
with over a dozen best-selling Xbox games, repackaged with the "Platinum
Hits" banner. The titles carry a suggested retail price of $19.99.

The "Platinum Hits" series offers a line-up of game titles proven to be
all-time favorites. To qualify for inclusion in the program, a game must be
on store shelves for nine months and have sold well at retail prior.

Tony Hawk's Pro Skater 3 allows players to perform tricks and combos in some
of the world's most popular skate locations, including Los Angeles, Canada
and Tokyo as they navigate through levels filled with people, traffic, and
other interactive elements. Vert and street skaters will each face different
goals that are designed to challenge them in their specialty.

Set in the streets of Hong Kong, WRECKLESS: The Yakuza Missions allows
players to take on two distinct roles, each with its own storyline: that of
an elite anti-Yakuza squad member taking on the vicious mafia or as a
high-level secret agent trying to uncover corrupt ties between the mafia and
the police. WRECKLESS: The Yakuza Missions takes this thrilling genre to new
heights with ultra-realistic, vast, interactive environments that offer
unique, pulse-pounding missions, real-time car damage, instant replays and
action-packed gameplay.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

# # #

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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MAJESCO ANNOUNCES DEVELOPMENT OF 'BLACK9'
FOR PC AND XBOX

Original New Title by Taldren Utilizes Unreal Warfare Technology

EDISON, NJ, February 13, 2003 - Intense character development meets tactical
action game play, as Majesco, one of the fastest-growing publishers of
interactive entertainment, today announced Black9 for the personal computer
and Xbox(tm) video game system from Microsoft. Scheduled for release in fall
2003, Black9 is being developed by Taldren, the studio behind the
award-winning Starfleet Command series.

"With its tremendous franchise potential, Majesco is refraining from
revealing too much detail about Black9 at this point in time," said Ken Gold,
Vice President of Marketing for Majesco. "An engrossing storyline, coupled
with tactical, mission-based game play and streamlined RPG-style skill
development, promise to make Black9 a standout product for 2003."

In 2080, nine powerful cartels known as Illuminati are engaged in a struggle
for the control of mankind. Motivated by their own special interests, these
manipulative Illuminati head towards a perilous endgame, and players find
themselves in the role of a mercenary walking the gray line of right and
wrong. Black9 is a Machiavellian world full of greediness and betrayal, and
players will need to be resourceful in order to stay true to their own code.

Black9 is being developed on the acclaimed Unreal Warfare engine with support
of MathEngine's Karma physics. Set in a third-person perspective, players are
equipped with hi-tech gadgetry, weapons, and cybernetics, and can acquire
specific abilities through their game play experience. Broadband multi-player
support and cooperative play is also planned across all platforms.

Additional platforms for Black9 are also under consideration by Majesco and
will be announced at a later date.

More information on Majesco's exciting new title can be found online at
www.black-9.com <http://www.black-9.com/> . Developer Taldren's website is
located at www.taldren.com <http://www.taldren.com/> .

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for Xbox, PlayStation(r)2
computer entertainment system, Nintendo GameCube(tm) and Game Boy(r) Advance
systems, as well as the personal computer. Included among these are Majesco's
recently released multi-platform, supernatural action/thriller, BloodRayne,
and Black & Bruised, an over-the-top cartoon-style boxing game, that shipped
earlier this year. Majesco can be found on the World Wide Web at
http://www.majescogames.com/ <http://www.majescogames.com/> .

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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ATARI SHIPS INNOVATIVE RACING GAME APEX
FOR XBOX

"Best Looking Racing Game We've Ever Seen. 8.9 out of 10" - Official Xbox
Magazine

LOS ANGELES - Feb. 21, 2003 - Design it. Build it. Race it. Atari shipped
APEX, the ultimate racing game for racing enthusiasts, to retail stores
nationwide this week exclusively for the Xbox video game system from
Microsoft. Developed by Milestone, the creators of the popular Superbike
series, APEX takes racing on Xbox to an entirely new level with more than 80
cars to choose from, including models from Toyota, Lotus and Dodge; more than
50 race tracks; numerous environments including mountain courses, city street
races and traditional circuits; and, the engaging Dream Mode, which allows
players to design, build and race their own dream cars as they attempt to
build a racing dynasty.

"APEX is without question the most graphically stunning and technically
sophisticated racing game available on Xbox and quite possibly on any home
video game system available today," said Jean-Philippe Agati, senior vice
president and head of Infogrames, Inc.'s Los Angeles studio. "Once players
dig into the amazing amount of content APEX has to offer from the various
single player and multiplayer variations to the depth of the racing
experience itself, I'm sure they will agree that APEX is a game no racing
enthusiast should be without."

APEX transports players into the role of a young race car manufacturing
mogul. After inheriting a small auto garage, choosing a name and a stylish
logo, the player launches their own sports car company by selecting from
among 45 prototype car designs each built to the player's specifications,
including roadsters, super cars and dream cars. As the player wins races,
tournaments and special challenges, vehicle sales from the fledgling car
company begin to grow; the garage facilities and staff increase in size, the
test "parking lot" becomes a world class test track; and, new race car
development kicks into full swing.

APEX features several styles of play that lead to hours of varied game play
in both single and two-player multiplayer modes. Game play modes include
Quick Race, for instant racing action against computer controlled opponents;
Time Attack, a challenge to see how fast a single vehicle can complete a
course; Dream Mode, where the player builds their own prototype vehicle and
strives to join the elite of performance automobile manufacturers; and
Head-to-Head two-player multiplayer mode for racing against friends in Xbox
split screen.

Featuring more than 80 cars, APEX allows players to pit their own creations
against a number of the most powerful cars from the most recognizable car
manufacturers in the world, including Aston Martin, Chevrolet, Dodge, Ford,
Lotus, Jaguar, MG, Mercedes, Mitsubishi, Renault and Toyota. The Dodge Viper
SRT-10, Jaguar XJ220, Mercedes CLK GTR AMG and the Aston Martin DB7 Vantage
Coupe are just a few of the top-end machines players can expect to race
against. Additionally, each vehicle is equipped with numerous performance
enhancements and adjustments that allow the player to tailor the vehicle for
each competition's track design and conditions. A complex damage model lends
reality to each crash.

Races will take place across more than 50 varied tracks and environments
based on real-world locations across three continents -- North America,
Europe and Asia. Course designs range from winding mountain roads to narrow
city streets to standard racetracks. Each track features unique
characteristics that will keep players tuning and perfecting their creations
for optimum performance before each encounter.

Technically, APEX will far surpass the competition in the genre. Leveraging
the power of Xbox, the developer is producing amazingly high polygon counts,
long draw distances and highly detailed environments. Cars will feature up to
11,000 polygons each and real-time reflections while tracks will boast more
than 500,000 polygons creating absolutely stunning panoramic detail and
beauty. Additionally, the vehicle engine sounds have been captured from real
world high performance cars to further enhance authenticity.

APEX is now available exclusively for Xbox at retail stores nationwide with
an estimated retail price of $49.95 and an ESRB rating of "E" for Everyone.
Additional information about APEX can be found online at www.apex-game.com,
which features downloadable and streaming game play movies, screenshots,
character bios, vehicle information and much more.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization, Dragon Ball Z and RollerCoaster Tycoon.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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THE RACE IS ON WITH COLIN MCRAE RALLY 3
Codemasters Ships New Xbox Title To Retail Outlets Nationwide

New York - February 25, 2003 - Gamers get your racing gear ready!
Codemasters, a global video game publishing powerhouse announced that its
latest installment of the critically acclaimed racing series, Colin McRae
Rally 3, shipped today for the Xbox(TM) videogame system from Microsoft.
Colin McRae Rally 3 reintroduces gaming fans to the excitement of rally
racing, as players assume the role Colin McRae himself in his quest for the
World Champion Rally title. The game, available on store shelves for a SRP of
$49.99, has already sold over 1.25 million units in Europe.

Colin McRae Rally 3 enables players to get closer to the sport than ever
before with the return on the Ford Focus RS World Rally Car. The in-game Ford
Focus features fully moving and operable parts, which showcase the enhanced
damage engine, resulting in a completely destructible car. As players race
their way to the finish line any damage the car incurs - such as panels being
ripped off and punctured or dented, or a shattered suspension, will have a
direct affect on the way the car handles. The polygon count for the Focus
model is up to a staggering 13, 000, compared to 800 in the previous game.

Colin McRae Rally 3's development team is eyeing a level of visual and
technical detail that surpasses any other racer. The phenomenal graphical
quality and object detail create an intensely rich experience. In addition to
the Focus, players will also experience being behind the wheels of several
other authentic high-performance rally cars recreated under license,
including the Mitsubishi Evo 7 and Subaru Impresza 44S.

Specific features that are integrated in the game include, McRae's co-driver
Nicky Grist personally pace-noting every stage featured in the game - as he
would for a real rally, and interactive chief and pit crew advice informing
players of their status in the race as well as that of their competition.
Codemasters has also included amazing physics and AI graphics to bring racers
closer to the action.

ABOUT COLIN McRAE RALLY 3
Colin McRae Rally 3 is set to be an unbelievably personal experience.
Capturing the emotions and consequences of being a professional rally
champion it takes the gaming experience to the limit as the player attempts
to become the world's greatest rally driver. In a career centred game, the
pressure is on as the player takes on the role of Colin McRae as he's given a
three-year contract to win a series of championships for the Ford Rally Sport
team. Between the adrenaline-rushing rally driving, the game is seamlessly
blended with stage starts, stage checkpoint, end stage and service area
sequences. It's these sequences, when the Ford team attends to the Focus
itself that builds the atmosphere of actually being part of a championship
rally team.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com
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LUCASARTS' INDIANA JONES AND THE EMPEROR'S TOMB DEBUTS
ON XBOX TO OVERWHELMING CRITICAL ACCLAIM

Hailed for Realistic Cinematic Quality New Game Tops Editors' Choice Lists

SAN RAFAEL, Calif. -- February 26, 2003 -- Indiana Jones is back -- better
than ever and on store shelves today. LucasArts Entertainment Company today
announced the retail availability of the epic action-adventure game Indiana
Jones and the Emperor's Tomb on the Xbox video game system from Microsoft,
which brings everyone's favorite archeologist to life as never before.

LucasArts' highly anticipated latest installment in the Indiana Jones series
is already topping many editors' lists as the hot game of the season.
Official Xbox Magazine selected Indiana Jones and the Emperor's Tomb as its
game of the month for March, awarding it a 9 out of 10 review, and its
coveted "Editor's Choice Award." GameNow recommended Indy as a top title of
the month in February, and it was cited as "Most Wanted in 2003" by
GameSpy.com, and received high marks from Game Informer (8.5 out of 10).

Editors at Official Xbox Magazine enthused, "Not only does it sound, look,
and feel like an Indy movie, but the plot is actually interesting - you will
watch all these in-game cinemas to find out what's going on, and... enjoy the
story. The Indy character is highly responsive... it is playability that
counts... and Indy has it by the satchel-full."

"Reviewers have praised Indiana Jones and the Emperor's Tomb and we're eager
to introduce the game's unique brand of edge-of-the-seat adventure, rich
storytelling and compelling gameplay to next generation console players,"
says Liz Allen, director of marketing at LucasArts. "We've been able to take
fans' favorite elements of the Indiana Jones character - his adventurous
spirit, quick wit and resourcefulness - and combine them with action-packed
gameplay for an unparalleled interactive experience."

Indiana Jones and the Emperor's Tomb offers hours of entertainment in 10
levels of intriguing gameplay, all set in unique locales such as a 15th
century castle that looms over Prague, an underwater palace in Istanbul, and
a mountaintop fortress in China. Players join the daring archeologist and
adventurer as he travels to 1935 China to prevent a powerful artifact from
falling into fiendish hands. Racing against evil Nazis and the Asian
underworld, players whip, kick, punch, leap, swim, and climb their way
through exotic locales to capture the mysterious "Heart of the Dragon."

Indiana Jones and the Emperor's Tomb for Xbox debuts in stores this week and
will release on Windows PC in late March and PlayStation 2 this May. The game
was developed in collaboration with The Collective, Inc.

About LucasArts
LucasArts Entertainment Company LLC is a leading international developer and
publisher of interactive entertainment software for a variety of computer and
console platforms. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts is one of four companies in the Lucas group,
which include Lucasfilm Ltd., Lucas Digital Ltd. LLC, and Lucas Licensing
Ltd. Lucasfilm is one of the leading film and entertainment companies in the
world. Lucasfilm's businesses include George Lucas' film and television
production and distribution activities as well as the business activities of
the THX Group. Lucas Digital, which consists of Industrial Light & Magic
(ILM) and Skywalker Sound, provides visual effects and audio post-production
services to the entertainment industry. Lucas Licensing is responsible for
the merchandising of all Lucasfilm's film and television properties.
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CAPCOM TO RELEASE MARVEL VS CAPCOM 2
FOR THE XBOX WITH AN ASTONISHING 50+ CHARACTERS

SUNNYVALE, Calif. - February 27, 2003 - Capcom(R) today announced plans to
release Marvel vs. Capcom 2 this March for the Xbox video game system from
Microsoft. The game will not be Xbox(tm) Live compatible. Marvel vs. Capcom 2
will deliver absolute arcade perfection in classic Capcom style. The game
pits Capcom's legendary characters and Marvel's world famous super heroes
against each other for dream matches of epic proportions. Marvel vs. Capcom 2
boasts a record number of playable characters: more than 50! The game also
delivers new innovations with real three-on-three tag team matches and
numerous modes of play. Marvel vs. Capcom 2 is rated "T" for teen audiences
by the ESRB (Entertainment Software Rating Board).

"I'm glad to see this classic fighting game coming to Xbox owners," said Todd
Thorson, director of marketing, Capcom Entertainment. "Marvel vs. Capcom 2
offers players more than 50 playable characters, more than any other video
game, and a wide variety of game modes. Where else can players pit an
adorable Servebot against the maniacal powers of Doctor Doom or Jill, from
Resident Evil against all time favorites like Spider-Man?"

Marvel vs. Capcom 2 offers the following enhancements and the return of
popular modes of play including:

* Real 3-on-3 tag team battle!

* More than 50 playable characters

* Team Hyper Combo - Allows three characters to perform Super Combos
successively.

* Snap Back - Forces opponents to change characters

* Assist Type Select - Players choose their favorite assist attack

* Crossover Attack - Players can change characters in the thick of battle

* Crossover Assist - Waiting character rushes on screen to assist your
playing character

* Crossover Counter - Waiting character performs lifesaving counterattacks

* Crossover Combination - Three characters perform a Super Combo
simultaneously

* Advancing Guard - Allows players to push back their opponent

At the beginning of the game, players have access to 24 playable characters.
From the Marvel universe players can choose from Cable, Marrow, Cyclops,
Captain America, Dr. Doom, Rogue, Psylocke, Wolverine (bone claw version),
Iceman, Spider-Man, Hulk or Venom. The line-up of Capcom characters includes
Jill, Tron, Rubyheart, Son Son, Amingo, Hayato, Sakura, Guile, Ryu, Zangief,
Anakaris and Strider. As players meet certain conditions they will gain
access to many hidden and secret characters.

Marvel vs. Capcom 2 includes all the features from the arcade version. Now as
never before, players can choose a character to experience three-on-three
fighting mayhem. Players can perform limitless Hyper Combos, Crossover
Counters, Advancing Guard and Super Jumps, all popular features from the
acclaimed "vs" series.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

Marvel Enterprises, Inc. (NYSE:MVL) is a leading entertainment-based
marketing and licensing company operating in the comic book publishing, toy,
trading card, licensing and children's activity sticker businesses on a
worldwide basis.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. Marvel and all Marvel character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc., and are used with
permission. (C) Marvel Characters, Inc. All rights reserved. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy Advance are
trademarks of Nintendo. Xbox and Microsoft are trademarks of Microsoft Corp.
All rights reserved. All other marks are the property of their respective
holders.
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Murakumo: Renegade Mech Pursuit Ships Exclusively for Xbox(tm)
Features 10 ALL-NEW Missions and Original Gameplay Modes for the US Market

SAN FRANCISCO, CA - March 6, 2003 - Ubi Soft , one of the world's largest
video game publishers, today announced it is shipping the popular Japanese
mech-based shooter, Murakumo: Renegade Mech Pursuit, exclusively for the Xbox
video game system from Microsoft. Murakumo: Renegade Mech Pursuit is a
"pursue and destroy" action game that puts you in control of an elite Mech
Hunter unit that must suppress a rampage of renegade mechs programmed for
terror and destruction, bent on eliminating everything in their path.

Previously released in Japan, Murakumo: Renegade Mech Pursuit features 20
intense missions - 10 exclusive to the US version - challenging players to
chase down and destroy renegade mechs through bustling city streets and
towering skylines. Players choose from five different elite Murakumo Mechs,
each with their own devastating arsenal and abilities and several different
modes of play, including Scenario Mode, Free Mission and Expert Mission.
Murakumo: Renegade Mech Pursuit also features an all-new Trial Mode, which
allows players to challenge 10 Giant, mechanized bosses to beat and record
personal best Rank and Clear Time.

Intensifying Murakumo's thrilling game play is the game's incredible speed.
It is easily the fastest moving Mech game ever created for any gaming
platform, exploding the myth that Mechs are slow, plodding machines. "The
plodding brutes of Steel Battalion and MechAssault can't even fire missiles
that travel as fast as you will in Murakumo," commented Xbox.Ign.com.
Official Xbox Magazine was similarly excited about Murakumo's incredible
pace, "Did we mention that this game is FAST? Depending on your mech, you can
literally race through levels at breakneck speeds chasing down targets for a
real rush..."

About Developer
Established in 1986, FromSoftware is one of Japan's premier software
companies developing interactive entertainment products across all major
platforms. FromSoftware's office is located in central Tokyo, Japan. More
information regarding FromSoftware can be found on the company's World Wide
Web site www.fromsoftware.co.jp.

About Ubi Soft Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified lineup has grown considerably. As
well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany and China and sells its
products in over 50 countries. For more information about Ubi Soft, visit
http://www.ubi.com <http://www.ubi.com> .

(C)2003 Ubi Soft, Inc. All rights reserved. Ubi Soft Entertainment and the
Ubi Soft logo are registered trademarks. All other trademarks are the
property of their respective owners. (C)2002/2003 FROM SOFTWARE. All rights
reserved. Published and distributed by UBI SOFT Entertainment under license
from FROM SOFTWARE. Murakumo is a trademark of FROM SOFTWARE and is used
under license.


Microsoft, Xbox and the Xbox Logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft.
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SEGA SPORTS(TM) WORLD SERIES(R) BASEBALL 2K3 SHIPS FOR XBOX

The King of the Virtual Baseball Diamond Delivers ESPN Telecast-Style
Presentation, Historic Ballparks, New Gameplay and Enhanced Visuals

SAN FRANCISCO - (March 11, 2003) - SEGA(R) of America, Inc. officially
announced today the release of "SEGA Sports(TM) World Series(R) Baseball 2K3"
for the Xbox(TM) video game system from Microsoft(R). "SEGA Sports World
Series Baseball 2K3" launches with a host of gameplay and visual
enhancements, including an ESPN telecast-style presentation, Hall of Fame(TM)
legends, retro uniforms and ballparks, and new player moves and animations.
Produced by Visual Concepts Entertainment, a SEGA development studio, and
developed by Blue Shift Inc., "SEGA Sports World Series Baseball 2K3" will
once again be in a league of its own.

"'World Series Baseball' is one of the longest running SEGA franchises and
this year 'World Series Baseball 2K3' is at the pinnacle of its career," said
Greg Thomas, president of Visual Concepts Entertainment, a SEGA development
studio. "Building on last year's acclaimed Xbox release, 'SEGA Sports World
Series Baseball 2K3' delivers loads of new compelling features, including
classic ballparks, an all-new jump button, authentic awards and improved
animations that give this game the look and feel of real baseball."

"SEGA Sports World Series Baseball 2K3" will include a variety of gameplay
enhancements such as home run robbing jumps at the wall, dramatic running
grabs in the outfield, user-controlled leadoffs and power swings, silky
smooth double play and relay animations, offline throws, and a
behind-the-pitcher cam that brings an exciting new perspective to the game.
The unrivaled gameplay will be complemented by the deepest Franchise Mode in
any baseball video game. Playing through an unlimited number of seasons,
users will be able to assemble a full coaching staff by selecting from a pool
of managers, batting and pitching coaches, Minor League(TM) directors and
scouts. In addition to the Franchise Mode, "SEGA Sports World Series Baseball
2K3" will also include modes such as Exhibition, Big League Challenge(TM),
Season, Playoffs and the SEGA Sports Challenge. Appearing in all SEGA Sports
2K3 games, the SEGA Sports Challenge allows fans to compare their offline
stats against other players nationwide on Segasports.com.

On the visual front, "SEGA Sports World Series Baseball 2K3" will remain the
most graphically stunning baseball game on the market. Built to take full
advantage of the capabilities of Xbox, "SEGA Sports World Series Baseball
2K3" will feature intricately detailed ballparks and improved player models.
>From classic ballparks such as the Polo Grounds to the ballparks of today
including Great American Ballpark, the new home of the Cincinnati Reds(R) --
no detail is too small in "SEGA Sports World Series Baseball 2K3."

"SEGA Sports World Series Baseball 2K3" is endorsed by the New York
Yankees(R) all-star first baseman Jason Giambi and is available at retailers
nationwide for $49.95. The game will soon be released on the PlayStation(R)2
computer entertainment system. Screen shots and package art of "SEGA Sports
World Series Baseball 2K3" are now available at:
<http://segapr.segaamerica.com>.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About ESPN
ESPN, Inc., The Worldwide Leader in Sports, is a multinational, multimedia
sports entertainment company featuring the broadest portfolio of multimedia
assets in sports marketing with over 40 business entities. The company is
comprised of seven domestic television networks (ESPN, ESPN2, ESPN Classic,
ESPNEWS, ESPN Deportes (launching 2003), ESPN Now, ESPN Today), ESPN HD
(high-definition simulcast service of ESPN launching April 2003), ESPN
International (25 international networks and syndication), ESPN Radio,
ESPN.com, ESPN The Magazine, ESPN Regional Television, SportsTicker and ESPN
Enterprises, overseeing brand extensions such as ESPN Zone, an interactive
sports-themed dining and entertainment experience. Based in Bristol, Ct.,
ESPN is 80 percent owned by ABC, Inc, which is an indirect subsidiary of The
Walt Disney Company. The Hearst Corporation holds a 20 percent interest in
ESPN.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a trademark of Microsoft Corporation in
the United States and/or other countries. ESPN is a registered trademark of
ESPN, Inc. ESPN branded elements (C) Disney. All other trademarks are the
property of their respective owners.

World Series is a trademark owned by the Office of the Commissioner of
Baseball and may not be reproduced without written consent. Major League
Baseball trademarks and copyrights are used with permission of Major League
Baseball Properties, Inc. Visit the official Major League Baseball website at
MLB.com (C) MLBPA - Official Licensee, Major League Baseball Players
Association. Visit the Players Choice on the web at <www.bigleaguers.com> (C)
SEGA CORPORATION, 2003 (C) MLBP 2003 / MLBPA 2003.
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XBOX PREPARES FOR A MILITARY ASSAULT FROM OPERATION FLASHPOINT: COLD WAR
CRISIS

New York - March 11, 2003 - A dedicated edition of the million-selling
military simulator Operation Flashpoint: Cold War Crisis is coming to the
Xbox(TM) video game system from Microsoft. Codemasters will publish a
customized Xbox version of the multi-award winning game in summer 2003. The
Xbox edition is being developed by Bohemia Interactive Studio, creators of
the original PC title, and will contain the entire original game along with
the additional prequel campaign called Resistance.

A groundbreaking title, Operation Flashpoint: Cold War Crisis is the ultimate
realistic war experience. Gameplay enables players to participate in a Cold
War conflict just the way they want to and draws the player into a deeply
believable military environment. For the first time in such a military game,
the player controls and commands not just soldiers and squads of all levels,
but also land, sea and air vehicles - both military and civilian - from cars,
to APCs, to tanks and even military helicopters.

The scenario is modern warfare: It is 1985, in the midst of the Cold War, and
Gorbachev has been elected to power bringing with him policies of glasnost
and perestroika. However, resistance Soviet groups are opposed to the new
wave and are refusing to serve the new regime in Moscow. One group has taken
control of an island community, and is using it as an armed stronghold for
the old order. Operation Flashpoint opens with the player joining the
neighboring US force against the Soviets.

It is a game of complete freedom and once past the mission briefing stage,
it's the player's decision how the overall mission or campaign is tackled.
This variety also allows players to dip in and out of all kinds of action
gameplay, from commanding a squad, to driving tanks, troop carriers, piloting
a helicopter to taking on the role of a sniper.

The open environment of the game is massive and players can go anywhere at
anytime without being limited to playing in mission-specific 'walled' areas.
On Xbox, the game comes complete with an additional campaign titled Operation
Flashpoint: Resistance, set years before Operation Flashpoint's Cold War hit
crisis point.

Resistance creates an additional 100km2 island and casts the player as Victor
Troska, an experienced ex-Special Forces soldier. Having turned his back on
his military past, Troska has settled into a respectable civilian life on the
island of Nogova, a short distance from the main game's three islands.
However, his situation changes when the Soviet force invades the island group
and destroys Troska's idyllic dreams.

Reluctant at first to return to a conflict situation, he is forced to
participate in, and then lead, the ramshackle Resistance effort, which grows
up in response to the Soviet occupation of the island. As Operation
Flashpoint: Resistance begins before the US Army and its resources came to
the islands, players have to scavenge equipment from whatever sources they
can manage, which provides for a different play experience.

Throughout the closely linked missions, the overriding objectives include
growing a resistance force by gaining new recruits and gathering equipment,
preserving as many of your comrades as possible to build an army strong
enough to repel the Soviets. Combined, the main game and the prequel
campaign, makes Operation Flashpoint: Cold War Crisis the best military
simulator for any platform and a true must-have title for the Xbox gamer.

Having set new standards of immersive realism on the PC, the dedicated Xbox
edition is primed to repeat the PC's Game of the Year success. Codemasters is
set to release Operation Flashpoint: Cold War Crisis on Xbox in summer 2003.
The game's web site, with information, images and a forum is now live at
http://www.codemasters.com/flashpoint

About Codemasters
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's 2001
offerings included Blade of Darkness and Operation Flashpoint, both of which
met with critical acclaim and enormous consumer praise. Richard Darling, the
company's Design Director and co-founder, is renowned as one of the most
prolific game designers and has been involved in the creation of 60 of the
company's staggering #1 titles in the UK. In keeping with the company's
mission to remain on the crest of the gaming wave, Codemasters is developing
games for online and next generation platforms. Additional information about
the company and its products can be found at www.codemasters.com

ABOUT XBOX
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.
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The following content is available today (March 14th):

Sam Fisher is Back!   New Free Downloadable Mission of Tom Clancy's Splinter
Cell(TM) Available Soon on Xbox(TM)  Live

Ubi Soft Entertainment Gives Xbox Gamers More of Their Favorite Game With
Free Download

SAN FRANCISCO, CA - February 19, 2003 - Ubi Soft Entertainment, one of the
world's largest video game publishers, announced plans to release Kola Cell,
a new level for the highly successful videogame Tom Clancy's Splinter
Cell(TM) available for download via Xbox (TM) Live.  Sam Fisher fans won't
have to wait long!  The new mission for Tom Clancy's Splinter Cell will be
available to Xbox Live subscribers beginning March 14, 2003.

"Ubi Soft thanks Tom Clancy Splinter Cell fans for their continued support
by providing a free downloadable mission that is just as exciting and
intense as the original game," said Tony Kee, vice president of Marketing
for Ubi Soft Entertainment. "We are psyched that Xbox Live allows us to
bring our best content directly to our fans."

"We're pleased to deliver this extra level of Tom Clancy's Splinter Cell
through our Xbox Live service," said David Hufford, Xbox marketing manager.
"Xbox gamers dug the original game so much that they are fiending for new
content that will extend the life of the game, adding hours of intense
stealth-action Sam Fisher style!  It's an excellent example of what Xbox
Live gamers expect from many of the hottest games on Xbox."

About the Mission
The new mission is a whole new experience linked to the original storyline
featuring the same stunning graphics and challenging exercises from Tom
Clancy's Splinter Cell-one of the highest rated games for the Xbox(TM) video
game system from Microsoft with an average rating of 94.4 (out of a possible
100) based on a sample of 54 reviews. In this new level, with his famous
gadgets at hand, Sam can call upon his best moves-from the split jump to the
stealth roll-to achieve his four objectives.  The new level promises to be
action-packed to give a new challenge to the players who completed the game.


About Ubi Soft Entertainment
Ubi Soft Entertainment is an international producer, publisher and
distributor of interactive entertainment products. A leading company in the
multimedia industry, Ubi Soft's strong and diversified line-up has grown
considerably, as has Ubi Soft itself. As well as steadfastly continuing to
partner with several high-profile companies, Ubi Soft has also confirmed its
presence on the global market by developing its own exceptional properties.
Founded in 1986 in France, Ubi Soft is now present on every continent, both
through offices in 22 different countries including the United States,
Brazil, Morocco, Germany and China and through sales of products in over 50
countries. The group is dedicated to delivering high-quality, cutting-edge
video game titles to consumers around the world. To learn more, visit
www.ubi.com.



About Xbox
Xbox (http://www.xbox.com/ <http://www.xbox.com/> ) is Microsoft's
future-generation video game system that delivers the most powerful games
experiences ever.  Xbox empowers game artists by giving them the technology
to fulfill their creative visions as never before, creating games that blur
the lines between fantasy and reality. Xbox is now available in the
continents of North America, , Europe,  Asia and Australia.

About Xbox Live

Xbox Live(TM) is the first comprehensive, online game arena fully dedicated
to fast-action broadband gaming experiences. Xbox Live will allow gamers to
play multiplayer Xbox games with other gamers everywhere via a high-speed
Internet connection. With a built-in hard drive and Ethernet port, the Xbox
console was built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator
headset, and download current statistics, new levels and characters to their
Xbox hard drive.


(c)2002 Ubi Soft, Inc. All rights reserved.  Ubi Soft Entertainment and the
Ubi Soft logo are registered trademarks of Ubi Soft, Inc.

Tom Clancy's Ghost Recon is a trademark of Rubicon, Inc. under license to
Ubi Soft Entertainment.  Rainbow Six is a trademark of Red Storm
Entertainment, Inc.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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SEGA TO PUBLISH OTOGI - MYTH OF DEMONS EXCLUSIVELY FOR XBOX

SAN FRANCISCO - (March 24, 2003) - SEGA(R) of America, Inc. today announced
that "Otogi(TM) - Myth of Demons" is currently in development and will be
released in the U.S. this September, exclusively for the Xbox(TM) video game
system from Microsoft.

Set in ancient Japan and steeped in real-life folklore and mysticism, "Otogi
- Myth of Demons" is the story of Raiko, an undead warrior who must stop a
ferocious demonic army that has been unleashed upon the Earth. As a
long-forgotten doomsday myth materializes, Raiko must quickly master more
than 30 weapons and 12 varieties of magic to dispatch endless hoards of demon
warriors, massive boss characters and everything else that gets in his way.

Blending frenetic fast-paced 3D action with deep RPG elements that allow
gamers to upgrade weapons, magic and character attributes, in addition to
managing an inventory of special items, "Otogi - Myth of Demons" delivers
more than 25 massive, highly-destructible environments to explore and
decimate. Trees, walls, furniture and even entire buildings can be destroyed
as gamers master dozens of special moves and techniques that make for the
most intense, stylish combat available on Xbox.

"'Otogi - Myth of Demons' delivers an amazing blend of stylish, over-the-top
action and a rich story, loaded with exotic historical and literary
overtones," said Mike Fischer, vice president of marketing, SEGA of America,
Inc. "Add jaw-dropping 'Xbox only' graphics, addictive RPG elements and more
than 15 hours of gameplay and it's clear that 'Otogi - Myth of Demons' is a
'must-have' title for casual and hardcore gamers alike."

For screenshots of "Otogi - Myth of Demons, visit the SEGA FTP site at:
ftp://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.
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ATARI SHIPS V-RALLY 3 FOR XBOX

Unbelievable Graphics, Deep Franchise Mode Highlight Latest Installment in
Hit Series

-- PS2 Version Crowned "Racing Game of the Year" By IGN.com --

LOS ANGELES - March 26, 2003 - Atari has shipped the latest installment of
the hugely successful V-Rally racing series -- V-Rally 3 -- to the Xbox video
game system from Microsoft. With more than 4 million units in the series sold
to date, V-Rally 3 - already a hit on Sony PlayStation 2 - promises to be the
most authentic rally racer on Xbox.

"V-Rally 3 presents an incredible range of tracks, fully detailed cars and a
powerful game engine that allows for stunning graphics on Xbox," said
Jean-Philippe Agati, senior vice president and head of Infogrames, Inc.'s Los
Angeles studio. "The vast array of interactive tracks, challenging AI and
intuitive controls will satiate any rally fan's desire for realism while at
the same time maintaining the fun that made the V-Rally series a worldwide
leader in racing games."

In the game, players pilot highly detailed cars across meticulously
hand-crafted tracks, created to produce unprecedented racing realism.
Scurrying spectators run from oncoming speedsters while deformed car parts
fly off during collisions, making tracks and races come alive as never
before.

All of the most coveted rally cars on today's circuit are included, including
the Subaru Impreza, Mitsubishi Lancer Evolution 7, Citroen Xsara, and the
Ford Focus. Gamers have the ability to customize each one to their own unique
racing strategy and style.

Three modes take gamers through the most extreme driving conditions including
mud, snow, rain, standing water, bright sunshine and ice. Single and
multiplayer versions of Time Attack and Challenge modes are included, as is
the all-new V-Rally mode, where gamers live the life of a professional rally
driver, strategically planning their careers, earning and selecting offers
from major sponsors, and racing their way to the top of both divisions, 1.6
and 2.0 Liter.

The powerful game engine allows for enhanced interactivity, including
realistic car physics, destructible track elements, high-resolution cockpits
and all the progressive damage that gamers expect from careening as fast as
possible through hostile landscapes. The new collision engine and physics
model provide the realism and professionalism that mud-slinging racers have
been hungering for since the last incarnation of the franchise.

The original V-Rally game, developed by Infogrames' Eden Studios, the French
software team known for its mastery of racing games, debuted on PlayStation
in 1997. The game soon became one of the system's benchmark racers and set
the standard for racing graphics and great playability. Eden Studios brings
its development expertise to V-Rally 3.

V-Rally 3 for Xbox is available at North American retail outlets for an
estimated retail price of $29.95 and an ESRB rating of eE' for everyone.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.
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Bethesda Softworks to Publish Pirates of the Caribbean Game RPG-at-Sea to
Coincide With Movie Release This Summer

March 27, 2003 (Rockville, MD) <= Bethesda Softworks(R) and Disney
Interactive today announced that Bethesda Softworks will publish a Pirates of
the Caribbean video game for the Xbox(tm) video game system from Microsoft,
PlayStation(R)2 computer entertainment system, and PC CD-ROM. Inspired by one
of this summer's most anticipated blockbusters, the game will bring
swashbuckling adventures and rich worlds to Xbox and PC this June, and to
PlayStation 2 at a later date.

Featuring stunning graphics, deep role-playing elements and thrilling quests,
the Pirates of the Caribbean game offers players the unique opportunity to
prove their mettle against the legendary buccaneers of the Caribbean.

"The Pirates of the Caribbean game transports players to the 17th Century
where they can experience life as a pirate in any way they see fit," said
executive producer Todd Vaughn. "Whether they want to be feared by all and
welcome nowhere, or just enjoy compelling missions or a life at sea, we're
creating a game that fits their gameplay style."

The Pirates of the Caribbean video game is a unique role-playing experience
with an intriguing storyline and the ability to explore everything the world
has to offer. Deciding to become a cold-hearted mercenary for hire, a
peaceful and profitable merchant or a swashbuckling pirate will influence
future interactions. Gaining wealth and experience gives players the
opportunity to hire crewmembers, sail larger ships, and uncover priceless
treasures.

Players will enjoy advanced AI, incredibly detailed characters and vessels,
breath taking views at sea, and lush, exotic locales. Enhancing the game's
realism, wind and water conditions will affect how ships sail and fight. Day
and night lighting and beautiful water effects make the game come alive.

"The appeal of Pirates of the Caribbean is timeless. The franchise will now
have the opportunity to transcend many entertainment mediums and genres,"
said Sanjeev Lamba, vice president of marketing and international at Disney
Interactive. "Bethesda's reputation and expertise in creating compelling RPGs
will make Pirates of the Caribbean a role-playing game experience that will
reflect the true spirit of the franchise."

About the Film: Pirates of the Caribbean: The Curse of the Black Pearl
>From producer Jerry Bruckheimer comes the rollicking live-action adventure
"Pirates of the Caribbean: The Curse of the Black Pearl," starring Johnny
Depp, Geoffrey Rush, and Orlando Bloom, directed by Gore Verbinski. For the
roguish yet charming Captain Jack Sparrow (JOHNNY DEPP), the crystalline
waters of the Caribbean, like the high seas the world over, present a vast
playground where adventure and mystery abound. But Jack's idyllic life
capsizes after his nemesis, the wily Captain Barbossa (GEOFFREY RUSH), steals
his ship, the Black Pearl, and later attacks the town of Port Royal,
kidnapping the Governor's (JONATHAN PRYCE) beautiful daughter, Elizabeth
Swann (KEIRA KNIGHTLEY).

Elizabeth's childhood friend, Will Turner (ORLANDO BLOOM), joins forces with
Jack to commandeer the fastest ship in the British fleet, the HMS
Interceptor, in a gallant attempt to rescue her and recapture the Black
Pearl. The duo and their motley crew are pursued by Elizabeth's betrothed,
the debonair, ambitious Commodore Norrington (JACK DAVENPORT), aboard the HMS
Dauntless. Unbeknownst to Will, there is a curse that has doomed Barbossa and
his crew to live forever as the undead, where each moonlight, they are
transformed into living skeletons. The curse they carry can be broken only if
a once-plundered treasure is restored. Stunning visual effects bring these
formidable foes to life as our valiant heroes clash mightily with Barbossa
and his invincible pirates of the Caribbean.

For more information on the film, visit www.pirates.movies.com.

About Bethesda Softworks(R)

Headquartered in Rockville, MD, Bethesda Softworks LLC is a developer and
publisher of entertainment software and has produced numerous award-winning
titles, most recently with the 2002 PC and Xbox Game of the Year and RPG of
the Year, The Elder Scrolls III: Morrowind. Among Bethesda's more popular
franchises are The Elder Scrolls(R) series, The Terminator series, and the
IHRA Drag Racing series. Its product line spans the sports, racing, RPG,
strategy and action genres. For more information on Bethesda Softworks'
products, visit www.bethsoft.com.

About Disney Interactive

Disney Interactive is the award-winning publishing label of Buena Vista
Games, Inc. The label is committed to producing quality interactive video
games and CD-ROMS. Buena Vista Games, Inc. is the interactive entertainment
arm of The Walt Disney Company's Consumer Products business unit. For more
information on Disney Interactive's products, visit www.disneyinteractive.com

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

(C) 2003 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks
and ZeniMax are registered trademarks or trademarks of ZeniMax Media Inc.
Microsoft, Xbox and the Xbox Logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft. Audio/Visual elements (C) Disney.
Other product and company names referenced herein may be trademarks of their
respective owners. All Rights Reserved.
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CAPCOM'S MARVEL VS CAPCOM 2 FOR THE XBOX WITH AN ASTONISHING 50+ CHARACTERS
IS NOW AVAILABLE

SUNNYVALE, Calif. - March 27, 2003 - Capcom(R) today announced the release of
Marvel vs. Capcom 2 for the Xbox video game system from Microsoft. Marvel vs.
Capcom 2 delivers absolute arcade perfection in classic Capcom style. The
game pits Capcom's legendary characters and Marvel's world famous super
heroes against each other for dream matches of epic proportions. Marvel vs.
Capcom 2 boasts a record number of playable characters: more than 50! The
game also delivers new innovations with real three-on-three tag team matches
and numerous modes of play. Marvel vs. Capcom 2 is rated "T" for teen
audiences by the ESRB (Entertainment Software Rating Board) and is now
available at retailers across North America.

"Now, the world's most incredible tag-team fighter debuts on the Xbox" said
Todd Thorson, director of marketing, Capcom Entertainment. "Marvel vs. Capcom
2 offers players more than 50 playable characters, more than any other video
game, and a wide variety of game modes. Where else can players pit an
adorable Servebot against the maniacal powers of Doctor Doom or Jill, from
Resident Evil against all time favorites like Spider-Man?"

Marvel vs. Capcom 2 offers the following enhancements and the return of
popular modes of play including:

* Real 3-on-3 tag team battle!

* More than 50 playable characters

* Team Hyper Combo - Allows three characters to perform Super Combos
successively.

* Snap Back - Forces opponents to change characters

* Assist Type Select - Players choose their favorite assist attack

* Crossover Attack - Players can change characters in the thick of battle

* Crossover Assist - Waiting character rushes on screen to assist your
playing character

* Crossover Counter - Waiting character performs lifesaving counterattacks

* Crossover Combination - Three characters perform a Super Combo
simultaneously

* Advancing Guard - Allows players to push back their opponent

At the beginning of the game, players have access to 24 playable characters.
From the Marvel universe players can choose from Cable, Marrow, Cyclops,
Captain America, Dr. Doom, Rogue, Psylocke, Wolverine (bone claw version),
Iceman, Spider-Man, Hulk or Venom. The line-up of Capcom characters includes
Jill, Tron, Rubyheart, Son Son, Amingo, Hayato, Sakura, Guile, Ryu, Zangief,
Anakaris and Strider. As players meet certain conditions they will gain
access to many hidden and secret characters.

Marvel vs. Capcom 2 includes all the features from the arcade version. Now as
never before, players can choose a character to experience three-on-three
fighting mayhem. Players can perform limitless Hyper Combos, Crossover
Counters, Advancing Guard and Super Jumps, all popular features from the
acclaimed "vs" series.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Devil May Cry, Street Fighter, Mega Man,
Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan, the
company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

Marvel Enterprises, Inc. (NYSE:MVL) is a leading entertainment-based
marketing and licensing company operating in the comic book publishing, toy,
trading card, licensing and children's activity sticker businesses on a
worldwide basis.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. Marvel and all Marvel character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc., and are used with
permission. (C) Marvel Characters, Inc. All rights reserved. "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy Advance are
trademarks of Nintendo. Xbox and Microsoft are trademarks of Microsoft Corp.
All rights reserved. All other marks are the property of their respective
holders.
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ATARI BRINGING THE OLD WEST TO THE 21ST CENTURY WITH DEAD MAN'S HAND FOR XBOX
IN FALL 2003

Xbox-Exclusive Powered By the Latest Unreal Technology
-- Fast-Paced Western First Person Shooter Includes Gunfights, Bucking
Broncos, Saloon Poker --

LOS ANGELES - March 28, 2003 - Atari is bringing all of the drama and
fast-paced action of the Old West exclusively to the Xbox video game system
from Microsoft this Fall with Dead Man's Hand, a first person shooter chock
full of gun fights and dripping in frontier lore. In development by Human
Head studios, the creators of Rune, Dead Man's Hand uses the latest Unreal
technology from Epic Games to provide amazing graphical performance, non-stop
action and enhanced multiplayer capabilities through Xbox Live!

"Dead Man's Hand will be an amazing recreation of the Old West, from the high
drama of showdowns to the window-smashing action of shoot outs to the bitter
plights of vengeance," said Steve Allison, vice president of marketing for
Infogrames, Inc.'s Los Angeles studio. "Using the power of the Xbox and
Unreal Technology together, Human Head is creating one of the best looking,
best playing and truly unique first person shooters ever released. Xbox
owners are in for a real treat, both in single player and against online foes
through Xbox Live!"

In Dead Man's Hand, players will step into the boots of El Tejn, a master
gunslinger riding with one of the roughest gangs in the West, known as The
Nine. When the ruthless leader of The Nine betrays El Tejn, El Tejn turns to
a life of vengeance, vowing to put every member of his former gang six-feet
under.

Through an epic single player story of vengeance and betrayal, the player
will travel the American Frontier, experiencing bar fights, shoot outs,
stagecoach chases and other definitively Western scenes. Dead Man's Hand
captures the grandeur, action and drama of the Old West with six-shooters,
rifles, black hats, horses, hombres, dancing girls, riverboats, saloon poker
and many other iconic images.

Besides straight shooting, Dead Man's Hand incorporates unique gameplay
elements taken from the Old West. Gamers will try their hands at blasting
desperados from the back of their trusty steed and shooting it out on a
moving train, ducking just before going through tunnels. In addition, as the
game progresses, players will acquire "Legend," a unique scoring system that
awards points as the player blazes a path into Western folklore. When
accumulated, Legend will allow gamers to pull off amazing trick shots and
death-defying feats. Players will also be able to pick their own path through
the game, revealing new mission choices as the game progresses.

Saloon poker also plays a major role in Dead Man's Hand. Players will sit
down for a poker game before each mission as a bonus round. If successful,
the player will earn bonuses such as additional Legend, health or ammo. The
player then decides whether to gamble their initial earnings for bigger
bonuses. However, they could lose all of their bonuses in the process.

More than 20 adventures will challenge gamers, through the deserts, hills and
towns of the old southwest, across the mountains and mine shafts of the great
northwest, and in the riverboats and cities of the Midwest. Missions will
take place upon vast maps that feature detailed indoor and outdoor locations,
from rickety old saloons to sprawling mountain vistas to dark mysterious
mineshafts.

Players will have nine different Old West firearms to choose from, each
modeled on the real pistols, shotguns and rifles that made the Old West
famous. Other weapons include knives and dynamite, as well as fixed Gatling
guns and cannons that will blow enemies clear into the next county.

Players will be able to compete against other Xbox owners via Xbox Live! as
well as against friends in their living room in split screen multi-player
mode. A variety of competitive and cooperative play modes will be available.

Utilizing the power of the latest Unreal technology by Epic Games, Human Head
has developed an amazing recreation of the sweeping vistas and rustic canyon
towns of the American Frontier. The sophisticated in-game physics engine will
make hats fly off enemies when they are shot, bad guys fall off roofs, knock
over barrels and bust up furniture as they drop; and wagons and carts buck
and bounce realistically as they race across the desert floor.

Human Head's unique "Semi Persistent World" technology (SPeW) enables varying
terrain through mountains, deserts, prairies, and river valleys. This
technology enables multiple missions to be played on the same map and reveals
new missions as the game progresses. In addition, SPeW allows for many items
that get changed or destroyed in one mission to remain destroyed when players
return on later missions.

The name Dead Man's Hand itself is steeped in Western folklore. History
reports that the famous "Wild Bill" Hickok, the Prince of Pistoleers, was
murdered with a single shot to the back of his head while playing poker in a
Deadwood, South Dakota saloon - the first time he ever sat with his back to
the door. The poker hand Wild Bill held when he died with was two pair -
black aces and black eights. Since then, this hand has been known worldwide
as the Dead Man's Hand.

Dead Man's Hand is scheduled for release on Xbox in Fall 2003.

About Human Head Studios, Inc.
Human Head Studios Inc. is a privately owned, independent game development
studio based in Madison, Wisconsin. Human Head Studios developed the
critically acclaimed, award-winning Viking game Rune series including Rune,
Rune Halls of Valhalla, and Rune Gold for the PC, Linux and Macintosh
platforms and Rune Viking Warlord for the PlayStation 2. In addition, Human
Head Studios developed Blair Witch Volume 2: Coffin Rock for the PC and has
ventured into traditional pen and paper games, with a new non-electronic
games division, whose first product The Redhurst Academy of Magic is set for
release in Summer 2003. For more information about Human Head Studios,
Incorporated, visit www.humanhead.com.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization, Dragon Ball Z and RollerCoaster Tycoon.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

# # #

Unreal and the Unreal logos are registered trademarks of Epic Games Inc.
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ATARI SHIPS FURIOUS KARTING FOR XBOX

In-Your-Face Attitude, Extreme Action Mark Xbox-Only Go-Kart Racer

LOS ANGELES - March 28, 2003 - Warning! Helmets are NOT included. Atari today
sent gamers on a wild ride with the release of Furious Karting available
exclusively for the XboxO video game system from Microsoft. Developed by
Paris-based Babylon Software, Furious Karting is an extreme go-kart racing
game soaked in attitude and hard-wired with pure adrenaline.

"Strap yourself into a miniature rocket ship and hang on for dear life --
extreme sports has never seen racing as over-the-top as Furious Karting,"
said Jean-Philippe Agati, senior vice president and head of Infogrames,
Inc.'s Los Angeles studio. "With ultra-hip characters who know no fear and
amazing graphics powered by Xbox, Furious Karting is an entirely new racing
experience with slap-you-in-your-face edginess!"

Players will assume the persona of one of eight uber-contemporary racers with
varying nationalities as they speed through a wide variety of racing locales
that include indoor stadiums, classic outdoor tracks and extreme fantasy
courses that defy conventional laws of physics. Up to 11 opposing go-karts
will be competing at once, each featuring fully animated and hyper-aggressive
adversaries as well as intricately rendered vehicles.

Several game play modes will keep players coming back for more, including
Scenario (story), Arcade, Time Trial, Tutorial and multiplayer battle mode,
featuring pick-ups and tricks to play on rival racers. In addition, the game
allows players to experience Furious Karting in their own way - if the game
is played aggressively, special challenges are unlocked; if played fairly,
the player is rewarded with "happy endings."

Furious Karting is now available exclusively for Xbox at retail stores
nationwide with an estimated retail price of $29.99 and an ESRB rating of "T"
for Teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization, Dragon Ball Z and RollerCoaster Tycoon.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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LUCASARTS' HIGHLY ACCLAIMED JEDI KNIGHT SERIES RETURNS
WITH STAR WARS JEDI KNIGHT: JEDI ACADEMY
FOR PC AND XBOX

Latest Addition to Multi Award Winning Action Game Series Offers Expanded
Locales, Character Customization, Dynamic Single and Multiplayer Modes

SAN RAFAEL, Calif. - April 3, 2003 -- Continuing the epic legacy of the
critically and commercially acclaimed Jedi Knight action game series,
LucasArts, a Lucasfilm Ltd. company, announces Star Wars Jedi Knight: Jedi
Academy for Windows PC and the Xbox video game system from Microsoft.
Expected for release fall 2003, this latest chapter in one of interactive
entertainment's most celebrated game series extends the partnership between
LucasArts and Activision, Inc. (Nasdaq: ATVI), through its developer Raven
Software.

Star Wars Jedi Knight: Jedi Academy is the follow up to Star Wars Jedi Knight
II: Jedi Outcast, the best selling premium priced PC game in America, United
Kingdom, and Germany upon initial release in 2002.

Star Wars Jedi Knight: Jedi Academy is a dynamic single and multiplayer
action experience featuring an all-new epic story. Players are immersed in
the role of apprentice at Luke Skywalker's Jedi Academy where they learn the
power - and danger - of the Force. Amidst a multitude of complex and richly
detailed Star Wars environments, including twice as many unique locales as
those in Star Wars: Jedi Outcast, players face a variety of powerful and
insidious enemies. For the first time in a Jedi Knight series game, Star Wars
Jedi Knight: Jedi Academy allows players to create and customize their own
characters by choosing various characteristics including species, gender,
clothing, and physical attributes such as hair and facial features. In
addition, players can create a custom lightsaber, selecting from hilt and
blade color. As apprentices progress in their training, different lightsabers
will become available, such as the double-bladed lightsaber or dual
lightsabers.

"With the overwhelming success and critical acclaim of Star Wars: Jedi
Outcast, continuing an alliance with Activision and Raven Software was a
clear and very easy decision," says Simon Jeffery, president of LucasArts.
"As they did with its best selling predecessor, Raven will bring to Star Wars
Jedi Knight: Jedi Academy innovative, dynamic, and challenging game play that
honors the well-respected legacy of the series."

Star Wars Jedi Knight: Jedi Academy begins shortly after the conclusion of
events in Star Wars: Jedi Outcast. Players create a Jedi apprentice character
and join the Jedi Academy on Yavin 4 to learn the ways of the Force under the
tutelage of Luke Skywalker and Kyle Katarn. While the young apprentice
embarks on various missions to hone their skills and abilities, a mysterious
group is discovered creating havoc throughout the galaxy. Until order is
restored, the fate of the Jedi Academy - and the future of the Star Wars
galaxy itself - hangs precariously in the balance.

While players will be able to accomplish more by using the lightsaber in Star
Wars Jedi Knight: Jedi Academy, they also will have a variety of weapons -
new and old - at their disposal including a blaster, blaster rifle, Wookiee
bowcaster, Imperial repeater, and a Destructive Electro-Magnetic Pulse gun. A
unique level selection system allows players to choose their own path through
the game as well as the missions they undertake to improve their Jedi skills.
The game will add new multiplayer modes and bring back the most popular modes
from Star Wars: Jedi Outcast.

Star Wars Jedi Knight: Jedi Academy will be published and distributed by
LucasArts in North America. Activision will publish and distribute the game
in all other territories worldwide.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.
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SEGA GT ONLINE SPEEDS ONTO XBOX LIVE

SAN FRANCISCO - (April 7, 2003) - SEGA(R) of America, Inc. today announced
that "Sega GT Online(tm)" is in development exclusively for the Xbox(tm)
video game system from Microsoft. Bringing all the thrills of the most
realistic driving game for Xbox online via Xbox(tm) Live, "Sega GT Online"
will allow up to six gamers to put their cars - and their skills - to the
ultimate test against thousands of gamers from around the country.

A blend of deep simulation detail and high-octane arcade action, "Sega GT
Online" challenges gamers to qualify for licenses, compete in a series of
increasingly competitive races and earn money to soup up their rides and buy
newer, more powerful cars. Players can then fine-tune nearly every aspect of
their car's performance - from the muffler and brakes to the suspension, body
weight and tires, before hitting the online racing circuit.

Featuring more than 160 of hottest street machines to ever roll off the
assembly line - from vintage roadsters from the 50s, 60s and 70s to the
latest prototypes from more than 20 of the world's biggest manufacturers
"Sega GT Online" has the depth to satisfy even the most discerning gearhead.
Gamers even have the option to trade or bet their hard-earned cars and parts
with other gamers before hitting more than a dozen devious, high-speed
raceways. Of course, gamers can also talk trash as they take turns at 180
miles per hour with Xbox Live's voice chat capabilities.

"'Sega GT Online,' takes racing for pink slips to a whole new level," said
Mike Fischer, vice president of marketing, SEGA of America, Inc. "If you
think you've got what it takes to be the best, you can put your hard-earned
car on the line and square off with thousands of gamers online via Xbox Live.
Hey, if you lose big you can always talk trash - or grovel and beg for your
car back."

"Sega GT Online" is in development by WOW Entertainment and is slated for
release in the U.S. in Fall 2003.

For screenshots of "Sega GT Online" please visit the SEGA press Web site at:
http://segapr.segaamerica.com.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

All manufacturers, cars, names, brands and associated imagery featured in
this game are trademarks and/or copyrighted materials of their respective
owners. All rights reserved.
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PRO RACE DRIVER FOR XBOX AND PC ZOOM INTO RETAIL OUTLETS NATIONWIDE
PC and Xbox Gamers Experience More Cars and Damage In The Enhanced Edition

New York - April 15, 2003 - Enhanced editions of Codemasters' Pro Race
Driver, the the worldwide hit that debuted on the PlayStation(R)2 computer
entertainment system, steer their way onto store shelves today for the
Xbox(TM) video game system from Microsoft and PC.

Set to be the most dynamic and dramatic circuit racer for PC and Xbox, the
new editions are even fiercer than the best-selling PlayStation(R)2 version.
Pro Race Driver lets players race as a touring car professional in a gaming
experience packed with 42 real cars, 13 championships and an incredible 38
real-life, internationally renowned, race circuits. The new editions also add
a qualifying round to championship races. With up to 20 cars tearing up the
track simultaneously - six more cars than in the original - the game is sure
to make any driver's adrenaline race.

Pro Race Driver takes racing games to a new level, uniquely blending a cast
of game characters with the sport's real-life drivers, locations and
championship events. The game gives players one central character, Ryan
McKane, to connect with, and wraps the high-speed race action in with
real-time generated plot-driven cinematic sequences.

With up to 20 cars on track at once, motor sport's most aggressive exhibition
of close-contact racing results in spectacular damage and it can all be seen
in stunning graphical detail using the Xbox hardware, and on PC supporting
Direct X 8 compatible graphics cards. Online and network play is also
included for Pro Race Driver's PC players. The roar of the cars' engines and
the dramatic story sequences sound even better with support for surround
sound mode up to and including 5.1 - the audio features high quality samples,
reverberation and environmental audio effects.

A playable demo, along with additional information and in-game footage
videos, can be found on the dedicated web site located at:
www.codemasters.com/proracedriver

# # #

ABOUT PRO RACE DRIVER
The aggressive, white-knuckle drive of the world racing challenge comes to
the screens of gamers in Codemasters' Pro Race Driver. Uniquely blending a
cast of game characters with the sport's real-life drivers, locations and
championship events, Pro Race Driver moves the racing game genre on by giving
the player one central character to connect with and wraps the high speed
action with cinematic presentation. It's also set to be the only race game to
feature high-impact collision damage on the world's most expensive race cars.
Pro Race Driver features more licenses than any previous game in the series,
enabling players to race the world over in championships such as Germany's
DTM Championship, Australia's AVESCO V8 Supercar Shell Championship Series
and the UK's TOCA Tour.

ABOUT CODEMASTERS
Established in 1986, UK-based Codemasters is one of Europe's best-selling and
profitable game-makers, developing and publishing titles for the console
platforms and PC. Codemasters' products first appeared on US retail shelves
in 1999 and since then they have continued to provide energetic, compelling
and innovative entertainment to gaming fans of all genres. The company's
offerings include MTV Music Generator 2, IndyCar Series, Pro Race Driver and
Operation Flashpoint, which was met with critical acclaim and enormous
consumer praise. Richard Darling, the company's Design Director and
co-founder, is renowned as one of the most prolific game designers and has
been involved in the creation of 60 of the company's staggering #1 titles in
the UK. In keeping with the company's mission to remain on the crest of the
gaming wave, Codemasters is developing games for online and next generation
platforms. Additional information about the company and its products can be
found at www.codemasters.com

ABOUT XBOX
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America at the suggested retail price
of $199.99.

*Reseller prices may vary.
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ATARI SHIPS GODZILLA: DESTROY ALL MONSTERS MELEE FOR XBOX
New Monster, New Arenas, Improved Gameplay and Graphics Highlight Xbox
Version of Smash Monster-on-Monster Fighting Game

LOS ANGELES - April 15, 2003 - Atari has shipped Godzilla: Destroy All
Monsters Melee, a one-to-four player monster-on-monster fighting game, to the
Xbox video game system from Microsoft. Based on the classic movie characters
created by Toho Co., Ltd., the game recreates the look and feel of the
titanic film legends and challenges players to punch, kick, stomp, throw and
blast each other in massive, city-wide arenas. Godzilla: Destroy All Monsters
Melee, developed by Pipeworks Software, Inc., is currently available on the
Nintendo GameCube.

"The idea behind Godzilla: Destroy All Monsters Melee is pretty simple -
awesome fun, especially with three friends," said Jean-Philippe Agati, senior
vice president and general manager of Infogrames' Los Angeles studio. "What
could be better than stomping around cities as a giant monster, throwing
buildings and enemies? Godzilla: Destroy All Monsters Melee makes you feel
like you're actually in one of the Godzilla movies, with the epic look and
scale of the nuclear-powered goliaths played out on your TV. It's the
ultimate party game on the Xbox!"

Godzilla: Destroy All Monsters Melee pits gamers as their favorite giant
monster against other escapees from Monster Island. The game was awarded
"Runner-up" as the Best Fighting Game of the 2002 Electronic Entertainment
Expo in Los Angeles.

In addition to the single-player Adventure Mode, the game includes four
additional play styles: Versus Mode, a one-on-one epic battle royal;
Destruction Mode, a timed challenge to see which player can destroy more of a
city in a given amount of time; Survival Mode, the ultimate test of a
player's skill, pitting him against monster after monster with the score
based on the number of enemies defeated before losing a match; and Melee
Mode; a one-to-four player points-based multiplayer slugfest.

The game features an epic sense of scope and scale, with 10 massive
real-world and fantasy fighting arenas, including San Francisco, Tokyo and
the notorious Monster Island, that are fully 3D and totally interactive.
Players can pick up and throw buildings and landmarks like Big Ben, toss
enemies into vast fuel tank farms and stomp on baseball stadiums. Godzilla:
Destroy All Monsters Melee also features additional hidden, unlockable areas
only found on the Xbox. Each city has been created with amazing attention to
detail, including working traffic lights, blinking neon signs and moving
cars, buses and tanker trucks.

More than 10 licensed monsters, each carefully modeled from the
record-setting movie franchise, appear in the game including Godzilla 90's,
Mechagodzilla, Megalon, Destoroyah, King Ghidorah, Mothra and many more. Each
character is equipped with basic fighting maneuvers like kicks, punches,
jumps, projectile attacks and blocks. For more hardcore fighting fans,
Godzilla: Destroy All Monsters Melee includes a robust combo system and
special attacks that are unique to each creature's abilities from the
original movies. Power-ups are dropped into the arena by alien ships and
hidden within city buildings, providing health and other enhanced abilities.

New features for Xbox include:
-- New monster: Mechagodzilla3 (from the latest Godzilla film release in
Japan) joins the cast.
-- New arenas: Vortaak Home World. The alien's home world, features new
challenges like volcanoes, spaceship launchers, installation-protection
missiles, and plenty of alien buildings to throw. Boxing Ring, the largest
boxing ring in the world constructed for monster battles complete with ropes,
bells and blimps.
-- New Computer AI: One gamer can now play against ANY combination of
opponents in a melee or team game against the Xbox Artificial Intelligence.
-- Single-player Destruction Mode: Players can rip up a city-all by
themselves.
-- Soundtrack support: Rip tunes to the Xbox hard drive and play your own
tracks while you're fighting as your favorite giant monsters.
-- Xbox Advantage Controls: The extra buttons on the Xbox make it easier to
grab monsters and buildings. In addition, the Xbox features improved
responsiveness, combos and collision detection.
-- Better visuals: The unmatched graphical prowess of the Xbox hardware
allows for better visuals treats, like reflection maps on buildings, true
bump mapping, improved animations, smokestacks that emit smoke, better impact
effects, specular highlights, bright high-resolution skies, improved lighting
model, improved terrain, high resolution city selection movies and high
resolution textures.
-- Improved Speed: Solid frame-rate and faster loading times.
-- Multiple Saved Games: Up to four players can save their progress on the
Xbox hard drive.

Godzilla: Destroy All Monsters Melee is available at North American retail
outlets for an estimated retail price of $49.99 and an ESRB rating of "E" for
everyone. For more information on Godzilla: Destroy All Monsters Melee,
please visit the official Web site at www.godzillagame.com.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization, Dragon Ball Z and RollerCoaster Tycoon.
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

# # #

Godzilla, all related characters and the character designs are trademarks of
Toho Co., Ltd. (C) 2003 Toho Co., Ltd. All rights reserved.
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ATARI'S TEST DRIVE TO JOIN OTHER HIT XBOX TITLES IN MICROSOFT'S "PLATINUM
HITS" SERIES

LOS ANGELES - April 21, 2003 - Atari announced today that Test Drive for the
Xbox video game system from Microsoft has been selected for inclusion in
Microsoft's "Platinum Hits" program. The "Platinum Hits" program recognizes
the most popular and best-selling games for the Xbox and repackages the
titles with the "Platinum Hits" banner and a suggested retail price of
$19.99.

"Test Drive surprised Xbox gamers with its amazingly fun gameplay, beautiful
graphics and an awesome soundtrack," said Jean-Philippe Agati, senior vice
president and head of Infogrames, Inc.'s Los Angeles studio. "Atari is proud
to have Test Drive join the blockbuster lineup in the 'Platinum Hits'
program. Last summer, Xbox owners made the game one of the most popular
racing titles on the system and now, a new group of gamers will be able to
join in on the fun."

Test Drive challenges players to compete in an illegal street racing league
by facing off against opponents as well as the local police, who pursue the
racers as they careen through city streets avoiding pedestrians, traffic
signals and oncoming traffic. Test Drive features more than 20 beautifully
modeled licensed sports cars -- including the Dodge Viper GTS, the Chevrolet
Corvette Z06 and the Lotus&#61666; Esprit V8 -- as well as a blockbuster
soundtrack of thumping driving music from DMX, Ja Rule, Saliva and others.

Test Drive "Platinum Hits" edition for Xbox is expected to ship April 29,
2003 for an estimated retail price of $19.99 and an ESRB rating of 'T' for
Teen.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.
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MAJESCO INTRODUCES 'ADVENT RISING'
THE FIRST IN AN EPIC SCI-FI TRILOGY OF GAMES FOR XBOX(r) AND PC

Award-Winning Novelist Orson Card Scott Collaborates on Back-Story
For New Series of Video Games and Novels

EDISON, NJ, April 29, 2003 - Strengthening its position as one of the
industry's fastest-growing publishers, Majesco, today announced Advent
Rising, the first in a trilogy of games for the Xbox(r) video game system
from Microsoft and personal computer. Featuring an unprecedented
collaboration between interactive entertainment and science fiction writing,
famed novelist, Orson Scott Card, embellishes on the gripping storyline
behind Advent Rising, and will author a novel based on the game. Both are
scheduled for release in the first quarter of 2004.

"While technological advances continue to open doors for exciting new gaming
experiences, storyline remains the one element most critical in allowing the
gamer to feel like an essential part of the game's outcome," said Ken Gold,
Vice President of Marketing for Majesco. "The tremendous literary vision of
Orson Scott Card coupled with GlyphX Games' masterful approach to graphics
and game play mechanics, ensure that Advent Rising will captivate the mind
and emotions of the player, while pushing the bounderies of gaming to a
unprecedented new level."

"What I found most interesting about collaborating with Majesco and GlyphX on
the Advent Rising project was their sincere desire to create a game in which
the story served as the springboard for all the other elements," added Orson
Scott Card. "Creating an engrossing story is paramount in establishing
credibility with players and allows them to connect with what's happening on
screen."

In Advent Rising, a common legend pervades the galaxy - that of a powerful,
ancient race that will one day unite the universe. Millions of cultures from
vastly distant worlds revere and hallow these mythological beings known as
humans. One race, the Seekers, know humans actually exist and are threatened
by their potential power. Under the guise of benevolent explorers, the
Seekers travel throughout the galaxy in a desperate attempt to eradicate any
human society they unearth.

Players assume the role of Gideon Wyeth, a remnant of the last human outpost,
on the brink of discovering the incredible powers that lay dormant within
him. It is these powers the Seekers are so desperate to suppress.

Developed by GlyphX Games, Advent Rising is a third-person, intergalactic
action/adventure of truly epic proportions, akin to a fast-paced action movie
where the player is swept up in an ever-evolving series of sequences and
events. Built on Epic Games' Unreal Warfare Engine, Advent Rising offers
precise, refined play-dynamics with action-packed adventure and style,
wrapped in a visually imaginative universe.

Advent Rising will be unveiled through exclusive screenings of a specially
created game trailer at the Electronic Entertainment Expo (E3) in Los
Angeles, May 14-16, 2003. The official Advent Rising website is located at
www.AdventTrilogy.com <http://www.adventtrilogy.com/> . Additional
information about other exciting products included among Majesco's E3 line-up
can be found at http://www.majescogames.com <http://www.majescogames.com/> .

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for Xbox, PlayStation(r)2
computer entertainment system, Nintendo GameCube(tm) and Game Boy(r) Advance
systems, as well as the personal computer. Included among these are Majesco's
multi-platform, supernatural action/thriller, BloodRayne, released in October
2002, and Black9, an original action/RPG for console and PC, scheduled for
release this fall. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.
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ARMED & DANGEROUS FROM LUCASARTS PRESENTS FOUR UNLIKELY HEROES, THE BIGGEST
HEIST OF ALL TIME, AND EXPLOSIONS... LOTS AND LOTS OF EXPLOSIONS!

Small Weapons Have Enormous Consequences In This Over-The-Top
Third-Person Action Shooter for Xbox and PC

SAN RAFAEL, Calif. - May 2, 2003 - Following its rich tradition of
intelligently crafted gameplay and wry humor, LucasArts announces Armed &
Dangerous, a blast-happy action game about a smack-talking group of
gun-toting rebels, a ridiculously impossible quest, and weapons that cause
really, really big explosions. The game is being developed in conjunction
with Planet Moon Studios and is expected to release winter 2003 for the Xbox
video game system from Microsoft and PC.

Based on a true story, players take on the role of Roman, a cockney criminal
mastermind and leader of a gang of accidental heroes known as the Lionhearts.
Armed to the hilt with an arsenal of outrageously powerful firearms, Roman
and his crew of Robin Hood wannabes - Jonesy, Q1-11, and Rexus - set out to
pull off the ultimate heist and are unwittingly drawn into a rebellion
against a tyrant king. In the process the Lionhearts learn some treasures
aren't worth stealing and some things are more valuable than gold.

"Armed & Dangerous blends an explosive storyline and over-the-top,
bullet-splaying action with a twist of humor," says Liz Allen, director of
marketing for LucasArts. "The game is a distinctive, modern take on the kind
of original titles that have played such a significant role in shaping the
unique legacy of LucasArts."

Roman's sidekicks include Jonesy, a Scottish Mole Miner and demolition
expert. He's acerbic, bitter, sarcastic, and loyal only to the Lionhearts.
Q1-11 is an upper class, debonair eliminator droid and the group's muscle,
who attained self-awareness through his deep and abiding love of tea.
Rounding out the gang is Rexus, a seer and great sage who suffered a tragic
head trauma that reduced him to the stinky, unpleasant wreck of the man he is
today. Still possessed of incredible powers when he chooses to use them,
Rexus is an important key to the Lionhearts' success. Led by a devil-may-care
attitude, the Lionhearts rely on ingenuity, their unique personalities, and
each other to luck their way through one disaster after another.

Armed & Dangerous is comprised of 21 action-packed missions through five
diverse environments including icy and snowy regions, mountains with
breathtaking vistas, deep and foreboding woods, and rain-spattered cliffs.
The game is set in the rich fantastical world of Milola, which is recovering
from the not-so-distant Lime-Dixon Wars and a disastrous icicle famine.
Milola, comprised of three countries - Midden, Forge, and Armortia - is ruled
by the hated and oppressive King Forge.

Amidst a chaotic hail of bullets and heat of enormous explosions, Roman and
the Lionhearts attempt to steal the Book of Rule, Milola's most prized
artifact, for it prophesizes the tyrant king's overthrow. To obtain it, they
must wage battle with the evil king and his bizarre army of half-man,
half-animal Grunts, psychopathic eliminator droids, wall-smashing Goliaths,
evil monks and wild twiglets.

The Lionhearts are equipped with a multitude of outlandish weapons such as
the Cyclops Sniper Rifle - an ultra powerful shooter capable of taking out
multiple enemies in a single shot, and a Vindaloo Rocket Launcher - which
fires four missiles simultaneously resulting in humongous, world-shattering
conflagrations. This unique collection of weaponry is complemented by various
uber-weapons, like the Sticky and Topsy-Turvy bombs. While the Sticky Bomb
adheres to enemies, walls, and any other surface (resulting in great fun),
the Topsy-Turvy Bomb momentarily turns the world upside down, sending enemies
hurtling into space only to land moments later with a satisfying crunch and
bounce.

Armed & Dangerous - guaranteeing players a victory in 12,000 bullets or less!
About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.

About Planet Moon Studios
Founded in 1997, Planet Moon Studios is a privately owned developer of
high-end videogames based in Sausalito, California, and run by partners Nick
Bruty and Bob Stevenson. They have both been active in the video game
Industry for nearly 20 years and between them they have worked on over 70
titles. After the release of the company's first game, the award-winning
Giants: Citizen Kabuto (PC, Mac, PS2), Planet Moon Studios quickly became a
respected force in the development community the world over. The 10-person
studio has nearly 100 man-years of game-making experience, with key members
of the team responsible for a string of successful hits including MDK (PC)
and Earthworm Jim 1 & 2 (Sega Genesis and Super Nintendo) to name a few.
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Fight For Riches and Fame In Metro3D's Stake(TM): Fortune Fighters
Exclusively for Microsoft(R) Xbox(TM)

Metro3D, Inc.Presents Arena Fighting Game To Xbox Enthusiasts Nationwide

SAN JOSE, California (May 5, 2003)-- Metro3D, Inc., announced today the
nationwide release of Stake(TM): Fortune Fighters, its premier title made
exclusively for the Microsoft(R)Xbox(TM) video game system. Stake(TM):
Fortune Fighters features a "T" (Teen) ESRB Rating and is available at major
retailers with a MSRP of $29.99.

"Stake: Fortune Fighters signifies an exciting relationship with Microsoft
and Xbox, one of the most popular and powerful game platforms on the market,"
said Joseph Morici, senior vice president, sales and marketing, Metro3D.
"2003 has a lot in store for Metro3D as we look forward to a strong line up
of Xbox titles to debut throughout the year for the game system."

Stake: Fortune Fighters is the ultimate third-person combat event where the
wildest, most engaging, and dangerous of competitors reap a ton of cash every
two years. It's Stake time again and everyone is ready for this year's
match-up for which Stake competitors will receive riches and fame and
commandthe respect of all who dare defeat him or her. With three main modes
of play, single-player, one-to-four player Death Match and Team Death Match,
the competition heats up as players fight for the ultimate honor.

Stake: Fortune Fighters players compete in single or multiplayer split-screen
arena combat as one of eight awesome characters that come from all different
parts of the world, each trying to win the coveted Stake tournament and bring
fame to his or her homeland. These characters include: Yen Fan of the Great
Crocodile Isle, and Yen Yen of the Ancient Buddha Passage; Void the Monk, a
fighter whose Dragon Statue protects the world from evil winds; Barty Beart,
head of the Merry Moon Circus who is touted for her tricky fiery magic and
traps; Habba Kenji, a samurai warrior of the Water Garden; Pharo the Dancing
Lance, a great spear warrior who must restore glory to the Ruins of Cursed
Hand Temple with her command of the battle spear; Baron Hans,a knight with
the power of the sword; and finally, Anglesite Obsidia, a nice giant of a
forgotten race fighting for the survival of his people.

All eight characters are powered with tons of different attacks, defenses,
magic powers, speed and special "anger" power levels, exclusive to each
character. Players can also attack with interactive items including grenades,
ice, gasses, hot oil, flaming statues, rocks, and more. Great Xbox-specific
textures and effects, including 5,000 polygons per character, realistic
real-time lighting and shadows, vertex and pixel shaders also enhance the
game's look.

The developer of Stake: Fortune Fighters, Gameness Art Software, Inc. was
established in August 2000 in Taipei, Taiwan. Gameness Art Software develops
real-time 3-dimensional video games for the Microsoft Xbox, Sony
PlayStation(R) 2, Nintendo(R) GameCube(R) and Personal Computer. The Company
is made up of game designers and engineers with years of experience in the
video game industry.

Gameness Art Software has built its reputation and products leveraging the
Veda(TM), Gameness Art Software's proprietary game development engine. Veda
allows fast and efficient work integration, giving programmers a way to
easily and quickly add or modify details of the game, and smoothly translate
code to multiple platforms.

About Metro3D

Metro3D is the ultimate multi-platform game developer and publisher of
original and "classic" action, strategy and role-playing interactive
entertainment software. Founded in 1998, Metro3D introduces some of the
industry's most critically acclaimed and popular game titles for the
next-generation video game systems,including Microsoft(R) Xbox(TM),
Nintendo(R) Game Boy(R)Advance, and Sony PlayStation(R) 2. Based in San Jose,
California, Metro3D is a privately held company with worldwide operations in
the United States, Taiwan, Japan and Europe. For more information, visit the
Metro3D site at http://www.Metro3D.com.

Note to Editors: Copyright (C) 2003 Metro3D. Stake: Fortune Fighters, Metro3D
and the Metro3D logo are trademarks of Metro3D, Inc. Game Software(C) 2003
Gameness Art Software Inc. Gameness Art Software and the Gameness Art
Software logo are trademarks of Gameness Art Software Inc. All Rights
Reserved.

# # #
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ID SOFTWARE'S RETURN TO CASTLE WOLFENSTEIN: TIDES OF WAR(tm)
HITS STORES NATIONWIDE

Santa Monica, CA - May 6, 2003 - Activision, Inc. (Nasdaq: ATVI) has
announced that id Software(tm)'s Return to Castle Wolfenstein: Tides of
War(tm) for the Xbox(R) video game system from Microsoft is now available at
retail outlets nationwide. id's new hit for Xbox features the definitive
multiplayer experience, including squad-based warfare over Xbox(tm) Live or
System Link, along with an action-packed storyline for single player and
two-player split-screen cooperative action. The title has already received
critical acclaim including a 9.2 rating and "Editor's Choice" award from
Official Xbox Magazine, and "five out of five stars" from Maxim and FHM.
Developed by Nerve Software, Return to Castle Wolfenstein: Tides of War
carries a suggested retail price of $49.99 and is rated "M" for mature by the
ESRB.

"It just doesn't get any better than the intense single-player, cooperative
and multiplayer action in Return to Castle Wolfenstein: Tides of War," said
Todd Hollenshead, CEO, id Software. "With an epic single player and co-op
campaign, as well as squad-based multiplayer warfare, full support for all of
the Xbox Live features like buddy lists, the Xbox Live Communicator, and
downloadable maps, RTCW: Tides of War is the ultimate action title for every
Xbox owner."

"Return to Castle Wolfenstein: Tides of War has been created from the start
with one goal in mind, to be the best first-person action game on Xbox," said
Larry Goldberg, executive vice president, Activision Worldwide Studios. "With
RTCW: Tides of War's breathtaking campaigns and new prologue missions,
whether in single-player or two-player co-op, gamers will have a blast right
out of the box. But nothing will prepare them for the instant action and
overall rush of Tides of War's multiplayer warfare that will keep players
glued to their Xbox."

Set against the backdrop of WWII, Return to Castle Wolfenstein: Tides of War
enlists players into a whirlwind of action, espionage and covert operations.
Taking the role of badass Army Ranger, B.J. Blazkowicz, players are tasked
with infiltrating the heart of Nazi Germany and stopping the darkest plans of
the Third Reich. Throughout the game, players are locked in combat against
hordes of Nazi storm troopers, undead Teutonic knights and the twisted
products of genetic experimentation in campaigns that stretch from the
deserts of Egypt and forests of Germany to icy compounds in Norway.
Delivering Dolby 5.1 audio, 480p High Definition television support, new
monsters, weapons and useable items, Return to Castle Wolfenstein: Tides of
War further draws the player into the Occult-filled Nazi nightmare with an
unfolding story that plays out like a heart-stopping action movie.

Return to Castle Wolfenstein: Tides of War also includes an all-new Egyptian
campaign, where players meet with Agent One, the OSA's most senior operative.
In the game's exclusive cooperative mode, gamers partner together as B.J. and
Agent One to kick Nazi ass as WWII's toughest duo - battling through the
entire single-player campaign in exciting split-screen action.

With battlefields designed specifically for Xbox, Return to Castle
Wolfenstein: Tides of War players can wreak multiplayer havoc in teams of up
to eight versus eight for fast and furious 16-player combat. The title
features four distinct character classes that must coordinate their
individual skills to be victorious in the numerous gameplay modes including
objective, elimination and checkpoint. Xbox Live players can utilize their
Friends list or Xbox Live matchmaking for instant action. The warfare really
heats up with the use of the Xbox Live Communicator, with full voice-masking
capabilities, allowing combatants to verbally coordinate attacks, communicate
enemy positions, scream for a medic or simply taunt their fallen opponents.

Return to Castle Wolfenstein: Tides of War is developed by Nerve Software and
is executive produced by id Software. The Xbox game is based on the award
winning PC title, Return to Castle Wolfenstein, originally developed by Gray
Matter Interactive studios, and Nerve Software.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm)
and Return to Castle Wolfenstein(tm). id's advanced DOOM III engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
<http://www.idsoftware.com/> www.idsoftware.com.

About Activision

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2003 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Return to Castle Wolfenstein:
Tides of War, Return to Castle Wolfenstein, Wolfenstein 3D, DOOM, DOOM III,
QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software
name are either registered trademarks or trademarks of Id Software, Inc. in
the United States and/or other countries. Activision is a registered
trademark of Activision, Inc. and its affiliates. All other trademarks and
trade names are the property of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Logical Vice Announces Multi-Genre Game for PC and XBox

Orlando, FL - May 14, 2003 - Unsigned Independent Developer LogicalVice, an
Orlando based Interactive Entertainment and Games Studio announced today its
plans to release a multi-genre video game for the PC/X-BOX. The game,
"BoomTown" is based on a loose interpretation of the American Wild West
frontier, its players, and the mystique of witchcraft, and is scheduled for
the 3rd quarter of 04. Boomtown will host single player campaigns and
multiplayer online scenarios in a third person default, or first person
perspective. Running on Epic Games' Unreal Warfare and the Karma Physics Math
Engine it infuses a fresh look and an untapped genre with action packed
scenarios and gaming modes like Last Man Standing, Dueling, Siege, or 25 Card
Draw. It is six-shooters and sorcery. It is bullets and blood sacrifice. It
is a game that will reshape the vivid landscape of pulse-pounding,
white-knuckle action.

Players will saddle up as one of 25 frontier personalities. Choose from Bryce
Blackburn, a steely gunslinger that makes "The Good, The Bad, and The Ugly"
look more like "The Meek, The Lame, and The Puny" to Elspeth, the spiritual
leader of a displaced witches' colony capable of hurling an arsenal of deadly
spells. Bryce, Elspeth, and an assortment of other colorful characters will
traverse stunningly detailed terrain, eerie settlements, and amazingly
textured towns either on foot or more quickly by horseback, stagecoach, or
train. In addition, over 30 different weapons will be at the player's
disposal. Classic western favorites like the Colt 45 Peacemaker and Parker
Shotgun will announce their presence with authority. Finding mystical
alternatives like the Angelic Bone Sword and Mace of Devouring will unlock a
whole new way of disposing of your enemy. Multiplayer demo available

LogicalVice is committed to developing pulse pounding interactive
entertainment by creating riveting game stories, balanced environments,
immersive character interaction, and gameplay. LogicalVice is producing a
scalable, and profitable series of gaming products and services for the
global market that bring an unmatched level of interactivity to game play,
drive the innovation of software, hardware and Internet technology, and
deliver unparalleled customer care to consumers. For more information, log
onto www.logicalvice.com
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Unreal Championship Auto-Update Complete
Available for Download Through Xbox Live! May 22

The fans called and Unreal has answered.

Utilizing the technical prowess of the Xbox video game system from Microsoft
and Xbox Live!, Digital Extremes, the developers of Unreal Championship in
conjunction with Epic Games and Atari have completed the auto-update for the
game.  It will be available for download through Xbox Live! tomorrow, May 22.

While new to the console arena, auto-updating has been a mainstay of PC games
for many years, and is a requirement to maintain fair and fun online gaming.
Online games are extraordinarily more complex than single player titles.
Exploits will invariably be found by the hundreds of thousands of gamers
playing and sharing ways to gain an advantage in the game.  Auto-updates
defeat these exploits and balance the playing field against those who would
cheat to win.

This auto-update addresses current exploits with the Translocator, the T.A.G.
rifle, the Link gun, auto-aim and team balancing issues, as well as a number
of performance enhancements and an improved stats system.  The full list of
improvements can be found at the official Unreal Championship forum, on the
Atari Web site at www.atari.com.

How does the auto-update work?  The auto-update is a mandatory download and
takes place as soon as a player enters Xbox Live! to compete in Unreal
Championship online. The system automatically detects that the game needs to
be updated and installs the software onto the Xbox hard drive.

In addition, the first downloadable content for Unreal Championship will be
available shortly after the update.

Digital Extremes, Epic Games and Atari would like to thank all of the fans of
Unreal Championship for providing the valuable feedback needed to make the
game even better.

Keep on playing!

 ------------
Category 30,  Topic 3
Message 92         Wed May 28, 2003
KGAGNE [Ken]                 at 10:22 PDT

DEAD TO RIGHTS(TM) GOES PLATINUM ON XBOX

Namco's action-noir thriller is a Platinum Hit on the Xbox(R) video game
system from Microsoft

San Jose, Calif., May 28, 2003 - Leading video games publisher, Namco Hometek
Inc. proudly announced today that the company's high-impact title, Dead to
Rights, has qualified and is now a Platinum Hits title with an MSRP of
$19.95.

"We're incredibly excited and honored to have Dead to Rights entered into the
Xbox's Platinum Hits program", declares producer Andre Emerson. "With a lower
price point, we hope that even more gamers can experience Jack Slate's
one-man-war against crime in the tough streets of Grant City."

Inspired by Hong Kong action movies, classic film noir style and hardboiled
detective novels, Dead To Rights stars action hero, Jack Slate, a good cop in
a bad city, forced to be a fugitive as he fights for his life and searches
for his father's killers. Dead to Rights features more than a dozen game
mechanics including diving, rolling, punching, kicking, and lethally
disarming enemies in a variety of over-the-top ways. Visit
www.deadtorights.com for more.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Committed
to providing the ultimate entertainment experience, Namco uses cutting-edge
technology and advanced electronics to take their theme parks, arcades, and
home video games far beyond traditional entertainment.

###

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
Dead to Rights(TM) & (C) 2002 NAMCO HOMETEK INC., ALL RIGHTS RESERVED.
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KONAMI SMASHES INTO THE RING WITH
THE RELEASE OF BLOODY ROAR(r) EXTREME

The Most Ferocious 3D Fighting Game Hits Xbox(tm) Today

Redwood City, CA - May 27, 2003 - Konami of America, Inc., a subsidiary of
Konami Corporation (NYSE: KNM), today announced that Bloody Roar(r) Extreme
has shipped to retails outlets nationwide for the Xbox(tm) video game system
from Microsoft. In this fighting game, players find themselves thrashing
their animalistic opponents by using whatever means necessary in an extreme
crusade for supreme domination within the ring.

Players choose from one of 14 fierce fighters that have the ability to
transform into "Hyper-Beasts" including legendary creatures such as the
Phoenix and Chimera or savage animals like the Tiger, Wolf and Lion. While in
this altered state, characters can unleash devastating attacks and combo
moves on their challengers. The most ferocious fighting game to hit the
Xbox(tm), Bloody Roar(r) Extreme includes a full 3D combat system with aerial
juggles, counters, blocks and chains. In order to move to the next harrowing
round, players must master and utilize a broad range of fighting tactics to
crush their adversaries.

High-resolution graphics and spectacular visual effects will keep the action
moving while thrilling CG movies and dynamic graphical enhancements push the
Xbox(tm) gaming experience to the limit. Further adding to the excitement,
players will unlock hidden game modes and additional characters, including a
mystery fighter exclusive to the Xbox(tm) version of the game. With seven
different gameplay modes, players will enjoy hours of non-stop action as they
engage in countless fights to the finish. Running at a blistering 60 frames
per second, this fast-paced fighter will keep gamers on the edge of their
seats as they battle their way through 10 multi-tiered, destructible arenas
on their way to claiming the title as the ultimate beast-warrior champion!

Bloody Roar Extreme is rated T for Teen and is available at an SRP of
$29.99. Read more about the game at: http://www.konami.com/bloodyroarextreme
<http://www.konami.com/bloodyroarextreme>

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany. Konami
Corporation, the parent company of Konami of America, Inc. is traded in the
United States on the New York Stock Exchange under the ticker symbol KNM.
Details of the products distributed by Konami of America, Inc. can be found
at www.konami.com/usa <http://www.konami.com/usa> .

(c) 2003 HUDSON SOFT / (c) EIGHTING 2003.

Distributed by Konami of America, Inc.
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BETHESDA ANNOUNCES KEIRA KNIGHTLEY TO LEND VOICE TO PIRATES OF THE CARIBBEAN
VIDEO GAME

Star of Disney's Highly-Anticipated "Pirates of the Caribbean: The Curse of
the Black Pearl" to Narrate New Swashbuckling Adventure for Xbox and PC

May 30, 2003 (Rockville, MD) <= Bethesda Softworks(R) announced today that
actress Keira Knightley will narrate the thrilling role playing video game,
Pirates of the Caribbean. Knightley stars in Disney's upcoming feature film,
"Pirates of the Caribbean: The Curse of the Black Pearl" which opens in
theaters nationwide on July 9th. Slated for a June 2003 release for the
Xbox(tm) video game system from Microsoft and PC CD-ROM, the Pirates of the
Caribbean game offers players the most realistic pirating action to date.

"We are thrilled to have Keira Knightley join the project," says Todd Vaughn,
executive producer of the Pirates of the Caribbean video game. "Adding her
talent and voice to the game greatly enhances this deep, rich gameplay
experience."

In addition to her role as the female lead in "Pirates of the Caribbean: The
Curse of the Black Pearl", being produced by Jerry Bruckheimer, Keira
Knightley can also be seen in the current box office hit, "Bend It Like
Beckham" for which she won the Best Newcomer Award from the London Film
Critics. Knightley was recently cast as Guinevere in the upcoming Bruckheimer
action film, "King Arthur."

"I'm delighted to have the opportunity to work on this exciting project,"
said Knightley. "The Pirates game will be a wonderful extension of the film
and I'm sure the gaming public will enjoy it immensely."

Developed by Akella and Bethesda Softworks, the Pirates of the Caribbean
video game is a unique role-playing experience with an intriguing storyline,
which gives players the ability to explore everything the world has to offer.
Deciding to become a cold-hearted mercenary for hire, a peaceful and
profitable merchant or a swashbuckling pirate will influence future
interactions. Gaining wealth and experience gives players the opportunity to
hire crewmembers, sail larger ships, and uncover priceless treasures.

For more information on the game visit http://pirates.bethsoft.com.

###

About the Film: Pirates of the Caribbean: The Curse of the Black Pearl
>From producer Jerry Bruckheimer comes the thrilling live-action adventure
"Pirates of the Caribbean: The Curse of the Black Pearl," starring Johnny
Depp, Geoffrey Rush, Orlando Bloom, and Keira Knightley, and directed by Gore
Verbinski. For the roguish yet charming Captain Jack Sparrow (JOHNNY DEPP),
the crystalline waters of the Caribbean, like the high seas the world over,
present a vast playground where adventure and mystery abound. But Jack's
idyllic life capsizes after his nemesis, the wily Captain Barbossa (GEOFFREY
RUSH), steals his ship, the Black Pearl, and later attacks the town of Port
Royal, kidnapping the Governor's (JONATHAN PRYCE) beautiful daughter,
Elizabeth Swann (KEIRA KNIGHTLEY).

Elizabeth's childhood friend, Will Turner (ORLANDO BLOOM), joins forces with
Jack to commandeer the fastest ship in the British fleet, the HMS
Interceptor, in a gallant attempt to rescue her and recapture the Black
Pearl. The duo and their motley crew are pursued by Elizabeth's betrothed,
the debonair, ambitious Commodore Norrington (JACK DAVENPORT), aboard the HMS
Dauntless. Unbeknownst to Will, there is a curse that has doomed Barbossa and
his crew to live forever as the undead, where each moonlight, they are
transformed into living skeletons. The curse they carry can be broken only if
a once-plundered treasure is restored. Stunning visual effects bring these
formidable foes to life as our valiant heroes clash mightily with Barbossa
and his invincible pirates of the Caribbean.

For more information on the film, visit www.pirates.movies.com.

About Bethesda Softworks(R)
Headquartered in Rockville, MD, Bethesda Softworks LLC, a ZeniMax Media
company, is a developer and publisher of entertainment software and has
produced numerous award-winning titles, most recently the 2002 PC and Xbox
Game of the Year and RPG of the Year, The Elder Scrolls III: Morrowind(R).
Among Bethesda's more popular franchises are The Elder Scrolls(R) series, The
Terminator series, and the IHRA Drag Racing series. Its product line spans
the sports, racing, RPG, strategy and action genres. For more information on
Bethesda Softworks' products, visit www.bethsoft.com.

About Disney Interactive
Disney Interactive is the award-winning publishing label of Buena Vista
Games, Inc. The label is committed to producing quality interactive video
games and CD-ROMS based on Disney properties. Buena Vista Games, Inc. is the
interactive entertainment arm of The Walt Disney Company's Consumer Products
business unit. For more information on Disney Interactive's products, visit
www.disneyinteractive.com.

About Akella
Headquartered in Moscow, Akella was founded in 1995 and is one of the leading
Russian developers and publishers of PC multimedia products. Akella is
involved in numerous multimedia and game projects in a variety of ways,
including development, publishing, and localization. For more information on
Akella and its products, visit www.akella.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

(C) 2003 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks
and ZeniMax are registered trademarks or trademarks of ZeniMax Media Inc.
Microsoft, Xbox and the Xbox Logos are either registered trademarks or
trademarks of Microsoft Corporation in the U.S. and/or in other countries and
are used under license from Microsoft. Audio/Visual elements (C) 2003 Disney.
Other product and company names referenced herein may be trademarks of their
respective owners. All Rights Reserved.
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ID SOFTWARE RELEASES NEW DOWNLOADABLE MAP FOR
RETURN TO CASTLE WOLFENSTEIN: TIDES OF WAR(tm)

Santa Monica, CA - June 5, 2003 - Activision, Inc. (Nasdaq: ATVI) and id
Software(tm) announced today the release of the first downloadable map for
Return to Castle Wolfenstein: Tides of War(tm). The new Xbox-exclusive,
multiplayer level titled Barn is now available via Xbox Live(tm). Developed
by Nerve Software, Return to Castle Wolfenstein: Tides of War is presently
available nationwide for the Xbox(R) video game system from Microsoft for a
suggested retail price of $49.99 and is rated "M" for mature by the ESRB.

The new map thrusts Tides of War players into a winner-take-all battle to
locate and destroy a cache of ammunition secretly held by Axis forces, who
intend to re-supply battle-weary troops on the front lines. The Allied squad
must use well-coordinated teamwork and overwhelming firepower to infiltrate
the Axis held barn and destroy the weapons cache.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm)
and Return to Castle Wolfenstein(tm). id's advanced DOOM III engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
<http://www.idsoftware.com/> www.idsoftware.com.

About Activision

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at <http://www.activision.com/>
www.activision.com.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2003 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Return to Castle Wolfenstein:
Tides of War, Return to Castle Wolfenstein, Wolfenstein 3D, DOOM, DOOM III,
QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software
name are either registered trademarks or trademarks of Id Software, Inc. in
the United States and/or other countries. Activision is a registered
trademark of Activision, Inc. and its affiliates. All other trademarks and
trade names are the property of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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THE X FACTOR: INSIDE MICROSOFT'S XBOX
L.A. Filmmaker Blows the Lid off the Xbox

Los Angeles, CA (June 13, 2003) - FilmOasis, Inc., a Los Angeles-based
production company exposes what it takes to make a game for Microsoft in
their one hour Discovery Channel program, The X FACTOR: Inside Microsoft's
Xbox, part of Discovery Channel's "On the Inside" series premiering Friday,
June 20, 2003, at 8 PM (ET/PT). Going where no cameras have ever gone before,
The X FACTOR program reveals never-before-seen footage of Microsoft and three
game studios all racing to complete the next big Xbox blockbuster game.
Inside these studios, the effort to build the next million-selling game is
intense. Will the next Xbox superstar be Microsoft's Crimson Skies: High Road
to Revenge, Oddworld Inhabitants' tightly held secret (the fourth game in
their ongoing series), or Bungie's Halo 2? The X FACTOR lets viewers decide
for themselves by following these three games in development and the teams
creating them through many phases of the game production process, and by
offering exclusive interviews with Microsoft's vice president of its game
studios, Ed Fries; Bungie's project lead, Jason Jones; the design lead of
Crimson Skies: High Road to Revenge, Jim Dale; the president/creative
director of Oddworld Inhabitants, Lorne Lanning; and many more.

The X FACTOR program also explores whether the software giant has the mettle
to make it in the exploding video game business - an industry that surpasses
the movie industry more and more every year. Can this company known for
innovation in business software really have the know-how to make a 5-billion
dollar gamble in fun?

"Microsoft is placing a big bet with the Xbox. It will be just another door
stop if the games aren't fun. It is really that simple," said James
McQuillan, co-founder and filmmaker for FilmOasis. "The X FACTOR lets the
audience see for themselves what it takes to get the nod from Microsoft to
produce a game for the Xbox and explores whether Microsoft is on the right
track."

Each game costs millions of dollars to develop, and 60 percent of them fail.
In The X FACTOR, viewers get a glimpse inside the production process, from
concept art to "go/no-go" meetings, where the teams have to make their case
to Microsoft in order to keep their funding. Hard decisions are made,
projects succeed and fail, and the viewer gets to watch it all happen from
the inside.

The X FACTOR also examines Xbox Live, Microsoft's proprietary online gaming
service, which allows gamers around the world to compete against each other
over high-speed Internet connections. Microsoft is betting that the broadband
technology they've built into the Xbox is their ticket to dominating the
video game industry. They're designing the ultimate place where social
experiences and online gaming co-exist. If they succeed, every game will have
a LIVE component-- making it possible for Microsoft to own the largest
entertainment web site in the world.

In short, the Xbox isn't just about games: it's a key component to
Microsoft's long-term strategy to move from the office into the living room.
Microsoft's new battlefield is your TV.

The X FACTOR will premiere on the Discovery Channel, one of the United
States' two largest cable television networks, serving 86.6 million
households across the nation with the finest in informative entertainment.
Discovery Networks, a division of Discovery Communications, Inc., operates
and manages Discovery Channel, TLC, Animal Planet, Travel Channel, Discovery
Health Channel, Discovery Kids Channel, Discovery Science Channel, Discovery
Home & Leisure Channel, Discovery Civilization Channel, Discovery Wings
Channel, and Discovery en EspaNol. The unit also markets and distributes BBC
America.

About FilmOasis

FilmOasis is a Los Angeles-based production company dedicated to producing
innovative non-fiction films that reflect the diversity of the human spirit.
The company was co-founded in 1999 by James McQuillan. Mr. McQuillan has
extensive experience conceiving, producing, shooting and editing
award-winning non-fiction television. FilmOasis recently completed several
projects, including "VALLEY OF THE T-REX," produced in high-definition
television for the Discovery Channel's prestigious Expedition Series ; "QUEST
FOR K2," a six-part series for the National Geographic Channel, and "SCIENCE
AT THE EDGE" a three-hour series in co-production with TLC, Discovery
International and Granada International.

###

 ------------
Category 30,  Topic 3
Message 97         Tue Jun 24, 2003
KGAGNE [Ken]                 at 10:52 PDT

CODEMASTERS' INDYCAR(TM) SERIES FOR XBOX(R)
NOW SHIPPING

Official Video Game of the Indy Racing League
Ships to Retail Outlets Nationwide

New York - June 24, 2003 - Codemasters, a global interactive entertainment
software publisher, has confirmed that IndyCar(TM) Series, the official video
game of the U.S. open-wheel Indy Racing League, has shipped for the Xbox(R)
video game system from Microsoft. The Xbox(R) version features enhanced
graphics and allows for four player support, and is priced competitively at a
$39.99 MSRP.

The game delivers the entire Indy Racing season, including "The Greatest
Spectacle in Racing," the Indy 500. Players experience lightning-paced
action, authentic and intuitive handling, spectacular collisions and a
dynamically adjusted level of difficulty to keep the challenges on the
circuits coming heavy and fast. Gamers continuously have to overtake other
vehicles on the track by using drafting techniques, defend their position,
maximize grip in the groove and switch fuel settings to capitalize on speed
or economy.

The game's complex AI system allows opposing drivers to exhibit the same
racing tactics as real drivers in the Indy Racing League. The AI system also
gages the ability of the player and dynamically adjusts the level of the
opposing drivers' skills accordingly. This creates a unique racing
opportunity because AI drivers make strategic decisions, rather than
following a scripted path.

Indy Racing events are broadcast to over 313 million homes across 66
countries, and features car speeds exceeding 220 mph. The IndyCar(TM) Series
video game captures the invigorating, ultra-close racing as experienced only
by the professional drivers of the Indy Racing League. Set to be the most
stimulating and entertaining open-wheel racing game ever designed,
IndyCar(TM) Series is the only game that features the official cars, tracks,
teams and drivers, all in U.S. TV-style presentation.

IndyCar Series is also available for the PlayStation(R)2 computer
entertainment system, and a PC version will be available later this summer.
For additional game information, check out the game's dedicated web site at:
http://www.codemasters.com/indyracingleague

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SOLDIER OF FORTUNE(R) II: DOUBLE HELIX FOR THE XBOX INFILTRATES RETAIL
OUTLETS
NATIONWIDE

Santa Monica, CA - June 24, 2003 - Gamers can suit up for top-secret covert
operations with the release of Activision, Inc.'s (Nasdaq: ATVI) highly
anticipated first-person action game, Soldier of Fortune(R) II: Double Helix,
for the Xbox(R) video game system from Microsoft. Based on the critically
acclaimed PC title from Raven Software, the game features all of the intense,
gritty action found in the original, plus full Xbox(tm) Live support for
mayhem-packed, all-out multi-player combat. Soldier of Fortune II: Double
Helix for the Xbox is currently available at North American retail outlets
for a suggested retail price of $49.99 and carries an "M" (Mature - Blood,
Violence - content suitable for persons ages 17 and older) rating by the
ESRB.

"The intensity and firepower of Soldier of Fortune II: Double Helix can now
be enjoyed by a whole new audience of console gamers," said Larry Goldberg,
executive vice president, Activision Worldwide Studios. "With features like
multi-player gaming supported by Xbox Live, new unlockable content and the
random mission generator, Soldier of Fortune II: Double Helix will have Xbox
enthusiasts trigger happy to jump into action."

Developed by Gratuitous Games, Soldier of Fortune II: Double Helix envelops
players into the role of John Mullins, a Special Forces officer and military
consultant working for a top-secret anti-terrorist agency known as "The
Shop." As Mullins, gamers engage in fierce firefights throughout 55
fast-paced missions located in the world's deadliest hotspots such as the
deep jungles of Columbia, the frozen wastelands of Kamchatka and the streets
of Hong Kong. Missions include a wide range of objectives from stealth
infiltration and intelligence gathering, to search and destroy - each
granting players access to an intense arsenal of 25 real-world weapons
including the MK 23 US SOCOM, M4 with M203 grenade launcher, MSG90A1 military
sniper rifle, MM-1 40mm grenade launcher and OICW next generation weapon
system.

In addition to the intense single-player campaign, Soldier of Fortune II:
Double Helix also includes full multi-player action via System Link and Xbox
Live support. Gamers can choose from 20 multi-player maps and six game types,
including Deathmatch, Team Deathmatch, Demolition, Infiltration, Elimination
and Capture The Flag, as they run-n-gun against up to 12 players. Xbox Live
consumers can look forward to additional unlockable content offered at a
later date.

Powered by id Software(tm)'s QUAKE III engine and enhanced by Raven's GHOUL
II technology, Soldier of Fortune II: Double Helix features some of the most
realistic and complex graphics - providing incredibly detailed skeletal
animations, including lifelike character movements and per-pixel hit
locations that allow ultra realistic damage modeling. New to the Xbox,
Soldier of Fortune II: Double Helix also includes a random mission generator
for both single and multi-player modes that can create an infinite number of
maps providing never-ending replay value.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ID SOFTWARE AND ACTIVISION UNVEIL NEW UNLOCKABLE MAP FOR RETURN TO CASTLE
WOLFENSTEIN: TIDES OF WAR

Santa Monica, CA - July 7, 2003 - id Software(tm) and Activision, Inc.
(Nasdaq: ATVI) today released the second of three unlockable maps for Return
to Castle Wolfenstein: Tides of War(tm). Titled Safe, the new multiplayer
level is now unlockable via download through Xbox Live(tm). Developed by
Nerve Software, Return to Castle Wolfenstein: Tides of War is available
nationwide for the Xbox(R) video game system from Microsoft for a suggested
retail price of $49.99 and carries an "M" (Mature) rating by the ESRB.

In Safe, Allied players must work together to blow-open a locked safe at the
heart of a bombed-out Axis stronghold, secure the secret Axis documents and
escape; blazing a trail of gunfire to an awaiting getaway truck. Laying in
wait, the Axis team must mount a fortified defense against the Allied tactics
to prevent them from completing their essential objective. Safe can also be
played in Elimination, and Stopwatch multiplayer game modes.

id Software continues to expand the Tides of War experience, offering gamers
new content for this popular Xbox title. Safe is the second of three
unlockable maps released for Return to Castle Wolfenstein: Tides of War. id
plans to unveil the third and final unlockable map later this summer for the
recently released smash hit.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm)
and Return to Castle Wolfenstein(tm). id's advanced DOOM III engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
<http://www.idsoftware.com/> www.idsoftware.com.

About Xbox

Xbox ( <http://www.xbox.com/> www.xbox.com) is Microsoft's furture-generation
video game system that delivers the most powerful games experiences ever.
Xbox empowers game artists by giving them the technology to fulfill their
creative visions as never before, creating games that blur the lines between
fantasy and reality. Xbox is now available in the continents of North
America, Europe, Asia and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during gameplay through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online - all exclusive features to Xbox Live.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at <http://www.activision.com/>
www.activision.com.

The statements contained in the release that are not historical facts are
"forward-looking statements." The company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commision. Readers of this press
release are referred to such filings.

(C) 2003 id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Return to Castle Wolfenstein:
Tides of War, Return to Castle Wolfenstein, Wolfenstein 3D, DOOM, DOOM III,
QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software
name are either registered trademarks or trademarks of id Software, Inc. in
the United States and/or other countries. Activision is a registered
trademark of Activision, Inc. and its affiliates. All other trademarks and
trade names are the property of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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LUCASARTS ANNOUNCES JULY 16 RETAIL AVAILABILITY DATE FOR
STAR WARS(r): KNIGHTS OF THE OLD REPUBLIC(tm)

Critically Acclaimed Star Wars Role Playing Game for Xbox Will Feature
Downloadable Content Through Xbox Live in Winter 2003

SAN RAFAEL, Calif. - July 9, 2003 - LucasArts today announced Star Wars:
Knights of the Old Republic, a role playing game (RPG) for the Xbox video
game system from Microsoft, has gone gold and will be available at retail
throughout the United States and Canada Wednesday, July 16.

One of this year's most eagerly anticipated titles, Star Wars: Knights of the
Old Republic was recently named the number one game in Electronic Gaming
Monthly's Top 20 Summer Games feature. In addition, Official Xbox Magazine
called Star Wars: Knights of the Old Republic an "instant classic," and the
game received a perfect score in the forthcoming September issue of GMR.
LucasArts also announced that in Winter 2003 it expects to make available to
Xbox Live subscribers downloadable content for Star Wars: Knights of the Old
Republic. Featured will be a variety of new weapons and other items to assist
players on in-game quests.

Developed by BioWare, Star Wars: Knights of the Old Republic features an
original story set some 4,000 years prior to the timeframe of the Star Wars
films in an era dominated by an epic conflict between the Jedi and the evil
Sith.

About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.

About BioWare Corp.
BioWare Corp. is an electronic entertainment company that develops computer
and console games. BioWare's developers are currently hard at work on the PC
version of Star Wars: Knights of the Old Republic (to be published by
LucasArts), and in July completed development of the Xbox version. In June
2003 Neverwinter Nights: Shadows of Undrentide(tm) (co-developed with
Floodgate Entertainment) was released to the public as the first of two
expansion packs to Neverwinter Nights. The second expansion pack Neverwinter
Nights: Hordes of the Underdark, is in development and scheduled for the
fall. Two currently untitled projects, one an Xbox title (to be published by
Microsoft), the other a PC title (no publisher yet announced), both featuring
original BioWare intellectual properties, are also in development.
Neverwinter Nights has enjoyed significant commercial and critical success
and is currently garnering Game and Role Playing Game of the Year accolades.
Previously published projects

All copywrite and trademarks are the property of their respective owners.
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ACTIVISION INC.'S RENOWNED NINJA FRANCHISE SET TO MAKE ITS DEBUT ON THE
XBOX(R) VIDEO GAME SYSTEM FROM MICROSOFT WITH TENCHU: RETURN FROM DARKNESS

Santa Monica, CA - July 25, 2003 - Authentic ninja action is set to strike on
the Xbox video game system from Microsoft with Activision, Inc.'s (Nasdaq:
ATVI) Tenchu: Return from Darkness. Building on the best-selling Tenchu:
Wrath of Heaven for the PlayStation2 computer entertainment system, Tenchu:
Return from Darkness boasts updated design and technical enhancements, new
maps and features and support for Xbox(tm) Live. The title is being developed
by K2, Ltd. in conjunction with Prosoft Corp. and is currently rated "RP"
(Rating Pending) by the ESRB.

"We're excited to give Xbox gamers the opportunity to play the most authentic
stealth based ninja game ever," said Larry Goldberg, executive vice
president, Activision Worldwide Studios. "Tenchu: Return from Darkness takes
the franchise to new heights with never before seen levels and enemies,
enhanced maneuvers, more weapons and Xbox Live capabilities, making it the
first Tenchu title to feature online gameplay."

Set in the late 1570's, one year after the original Tenchu, Tenchu: Return
from Darkness allows players to assume the role of the ninjas Rikimaru, Ayame
or the mysterious Tesshu as they battle the evil Tenrai and his six lords of
darkness. As silent assassins, players must use cunning, strategy, deadly
stealth and an arsenal of weapons to overcome dangerous missions and defend
the Japanese countryside from Tenrai's armies.

Tenchu: Return from Darkness will feature three gameplay modes including
single-player, two-player (versus and co-op) and Xbox Live. The title will
also include 11 stages of gameplay in the story mode with two new single
player maps, as well as six multiplayer levels. Additionally, the game will
feature all new cut-scenes, enemy layouts and will allow players to hone
their ninja skills before embarking on deadly missions in the new training
mode.

The title will support Xbox Live, allowing for two-player co-op missions
through all six multiplayer levels as well as voice chat functionality for
those who choose to break the code of silence. Players can also engage in
simultaneous stealth kills as the online ninjas make their way through each
danger-filled stage.

Tenchu: Return from Darkness is scheduled for an early Spring 2004 release.

About Xbox

Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia. Xbox is a registered trademark of Microsoft Corporation
in the United States and/or other countries.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

About Activision

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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SOULCALIBUR(R)II DOES THE DEW DEN
POWERED BY XBOX(R)

Highly Anticipated 3D Fighting Game Available to Play Prior to Launch
At the Mall of America

San Jose, Calif., July 28, 2003 - Namco Hometek's most sought after game,
SOULCALIBUR(R)II, joins Mountain Dew and Xbox(R) at The Dew Den, the ultimate
video game lounge at the Mall of America in Minneapolis, MN, where teens will
get to experience SOUL CALIBUR(R)II on 720p HDTV, a feature that allows
players to enjoy the sharpest audio/visual possible and a capability
exclusive to Xbox(R) titles.

The Dew Den, which runs through August 17, features Xbox(R) gaming stations,
comfy chairs, hot new tunes, plasma screens running extreme sports videos,
and plenty of Mountain Dew to get the party started. Guests at The Dew Den
will get the unique opportunity to play SOULCALIBUR(R)II prior to its August
26 release in the U.S.

SOULCALIBUR(R)II delivers a refreshing new rendition of one of the most
celebrated weapons-based fighters of all time, SOULCALIBUR(R) (1996). The
game will feature improved game play and graphics, a variety of game modes,
and will be available on multiple game console platforms. SOULCALIBUR(R)II
for Xbox will feature an exclusive guest character, Spawn, created by Todd
McFarlane. In addition, all platforms will feature Necrid, a Todd McFarlane
character created specifically for SOULCALIBUR(R)II.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Committed
to providing the ultimate entertainment experience, Namco uses cutting-edge
technology and advanced electronics to take their theme parks, arcades, and
home video games far beyond traditional entertainment.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.
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LUCASARTS STAR WARS(r): KNIGHTS OF THE OLD REPUBLIC(tm) POSTS
RECORD SALES IN FIRST TWO WEEKS OF RELEASE

First Star Wars Role-Playing Game for the Xbox(r) Video Game System
From Microsoft Sells Through More Than 270,000 Units

SAN RAFAEL, Calif. - August 1, 2003 - LucasArts' Star Wars: Knights of the
Old Republic, a new role-playing game for the Xbox, has flown off store
shelves at light speed in its first two weeks of availability, selling more
than 270,000 units. The game, which debuted July 16, set a new record for
Xbox game sales, selling through its initial allocation in its first four
days of release. In addition to record sales, Star Wars: Knights of the Old
Republic has received unprecedented critical acclaim. According to
GameRankings.com, the game's reviews have thus far averaged 94.8%, making it
the 16th best-rated game of all time, the second best game on Xbox to date,
and the highest-rated RPG of all time across all platforms.

"LucasArts is extremely happy that fans and media have reacted in such an
overwhelmingly positive way to Star Wars: Knights of the Old Republic," says
Simon Jeffery, president of LucasArts. "The game clearly has conquered the
North American market and we're certain it will perform just as well when it
launches in overseas territories in the next few weeks."

"Star Wars: Knights of the Old Republic is the first role-playing game for
the Xbox platform to be connected with such a huge and successful license and
we're certain it will drive a great deal of volume going through the holiday
season," says Robbie Bach, senior vice president home and chief Xbox officer.
"The game is off to the fastest start of any Xbox title."

"Star Wars: Knights of the Old Republic is already the best selling Xbox
title of the year," says Pete Roithmayr, vice president of
merchandising/video games at EB Games. "The game has exceeded every
expectation we've had and we're very confident the strong sales trend will
continue. It is certain to be one of the best selling Xbox games in the
platform's history. Simply put, LucasArts has produced another great game and
it is obvious that Xbox owners know it!"

"We're truly honored by the overwhelmingly positive response to Star Wars:
Knights of the Old Republic from fans and press in the Xbox community, and
we're working very hard on the PC version of the game to bring a high quality
experience to the millions of fans of previous BioWare PC RPGs," says Dr. Ray
Muzyka, joint chief executive officer of BioWare and co-executive producer of
Star Wars: Knights of the Old Republic.

"We're extremely pleased with the enthusiastic fan reaction to Star Wars:
Knights of the Old Republic," says Dr. Greg Zeschuk, joint chief executive
officer of BioWare and co-executive producer of Star Wars: Knights of the Old
Republic. "It validates both BioWare's commitment to quality and the enormous
amount of hard work invested by the passionate and dedicated development
team."

Developed by BioWare, Star Wars: Knights of the Old Republic features an
original story set some 4,000 years prior to the timeframe of the Star Wars
films in an era dominated by an epic conflict between the Jedi and the evil
Sith.

About LucasArts

LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in San Rafael, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in San Rafael, Calif.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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I-NINJA(TM) UNLEASHES SERIOUS ATTITUDE ON THE XBOX(R) VIDEO GAME SYSTEM FROM
MICROSOFT

Character Platformer Swings, Spins and Shreds onto Xbox This Fall

San Jose, Ca., August 5, 2003 - Leading video games publisher, Namco Hometek
Inc. announced today that its highly anticipated action adventure game,
I-Ninja(TM), will make its appearance known in a big way this fall on Xbox.
This exciting character-based action game follows I-Ninja, an ultra cool
ninja with extreme attitude, as he masters weapons and hones skills
throughout gravity defying gameplay.

"I-Ninja is certainly shaping up to pack a powerful punch and give other
platformers a run for their money this fall," said Jon Kromrey, Producer at
Namco Hometek, Inc. "I-Ninja's unique and quirky character, stunning graphics
and expansive environments make a perfect fit for Xbox."

An adrenaline-charged combat action adventure game, I-Ninja features rich
environments designed to challenge the young character I-Ninja and his unique
abilities. Set in "The World," a small, earthlike planet, I-Ninja must follow
the instructions of his master "Sensei" to recover lost Rage Stones and free
inhabitants imprisoned by Master O-Dor's evil army of robotic Ranx.

Players follow I-Ninja on his journey as he fights fearsome enemies,
overcomes obstacles and fights mini bosses to gain new ninja belts. Packed
with high flying action, I-Ninja runs on walls, shreds rails, gets airborne
with a "sword copter" spin, swings from chains, throws explosives and
utilizes his manga style ninja moves to navigate through five beautifully
detailed environments -- including the ultimate trip to the moon.

Developed by Argonaut Games, I-Ninja for Xbox is a single-player adventure in
the third-person perspective. For more information on I-Ninja or any of
Namco's titles visit www.namco.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Committed
to providing the ultimate entertainment experience, Namco uses cutting-edge
technology and advanced electronics to take their theme parks, arcades, and
home video games far beyond traditional entertainment.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
I-Ninja(TM) & (C) 2003 Argonaut Games PLC. Licensed exclusively to Namco
Hometek Inc. (C) NAMCO LTD.

###
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ID SOFTWARE AND ACTIVISION UNLEASH FINAL UNLOCKABLE MAP FOR RETURN TO CASTLE
WOLFENSTEIN: TIDES OF WAR(tm)

Santa Monica, CA - August 6, 2003 - id Software(tm) and Activision, Inc.
(Nasdaq: ATVI) announced today the release of the final unlockable map for
Return to Castle Wolfenstein: Tides of War(tm). Available via download
through Xbox(tm) Live, the new level, titled Chateau, is the last of three
unlockable maps from developer, Nerve Software. Return to Castle Wolfenstein:
Tides of War is available nationwide for the Xbox(R) video game system from
Microsoft for a suggested retail price of $49.99 and carries an "M" (Mature)
rating by the ESRB.

In this new map, Allied players must infiltrate a German occupied Chateau
being used as a Nazi base of operations, locate secret documents, and
transmit them back to U.S. headquarters while in the midst of combat. In
order to succeed, the Allied team must act with brute force and destroy the
outer perimeter doors to gain access into the Chateau library, located deep
within the German stronghold.

For the opposition, Axis players need strategic planning and teamwork to
thwart the coming U.S. offensive, and must mark all of the key entry points
into the Chateau to adequately suppress the Allied attack. Chateau can be
played in Return to Castle Wolfenstein: Tides of War's Stopwatch and
Elimination multiplayer game modes.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm)
and Return to Castle Wolfenstein(tm). id's advanced DOOM III engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
www.idsoftware.com <http://www.idsoftware.com/> .

About Xbox

Xbox ( www.xbox.com <http://www.xbox.com/> ) is Microsoft's
furture-generation video game system that delivers the most powerful games
experiences ever. Xbox empowers game artists by giving them the technology to
fulfill their creative visions as never before, creating games that blur the
lines between fantasy and reality. Xbox is now available in the continents of
North America, Europe, Asia and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during gameplay through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online - all exclusive features to Xbox Live.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com
<http://www.activision.com/> .

The statements contained in the release that are not historical facts are
"forward-looking statements." The company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

(C) 2003 id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Return to Castle Wolfenstein:
Tides of War, Return to Castle Wolfenstein, Wolfenstein 3D, DOOM, DOOM III,
QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software
name are either registered trademarks or trademarks of id Software, Inc. in
the United States and/or other countries. Activision is a registered
trademark of Activision, Inc. and its affiliates. All other trademarks and
trade names are the property of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SEGA INTRODUCES "OTOGI - MYTH OF DEMONS" TO THE U.S. MARKET, LAUNCHING
EXCLUSIVELY ON XBOX

"Otogi's" Samurai Warrior Action Melds Intense Combat with Fluid Control,
Massive Environments and Role Playing Elements

SAN FRANCISCO - (August 26, 2003) - SEGA(R) of America, Inc. today announced
the release of "Otogi(TM) - Myth of Demons," a samurai warrior action game
exclusively for the Xbox(R) video game system from Microsoft. Developed by
FROM Software, "Otogi - Myth of Demons" delivers mission-based gameplay in
deep, destructible environments representative of ancient Japan. Based on
Japanese folklore, "Otogi" tells the story of an undead warrior on a quest to
save himself and the universe from a vicious, demonic army.

"'Otogi - Myth of Demons' is a huge game with gorgeous graphics set in a
fantastical world that U.S. gamers have not yet been exposed to," said Noah
Musler, product manager, SEGA of America. "'Otogi' delivers more than Xbox
gamers bargained for this fall; it is a great choice for any action-adventure
game fan, or for anyone looking for a good demon fight."

In "Otogi," gamers assume the role of Raikoh, an undead warrior on a mission
to obliterate demons that have overtaken the Old World. Fully-customizable
with more than 30 weapons and 12 varieties of magic, Raikoh makes his way
through 29 colossal, highly destructible stages, striking down endless hoards
of warriors, massive boss characters and everything else that gets in his
way.

Armed with upgradeable weapons, magic and special demon-slaying items,
"Otogi" gives gamers the ability to decimate trees, walls, furniture and even
entire buildings as well as master dozens of special moves and techniques
that make for the most intense, stylish combat available on Xbox. Set to
music that reflects this documented age of supernatural beliefs, players will
become immersed in the mysticism of the times as the story unravels.

"Otogi - Myth of Demons" for Xbox is rated "T" for Teen, and is available at
retailers nationwide for $39.99. For screenshots and artwork, please visit:
ftp://segapr.segaamerica.com/SEGA_GAMES/Otogi_Myth_of_Demons/.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com <http://www.sega.com>.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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CAST A LURE AND BECOME THE TOP BASS ANGLER AS CAPCOM RELEASES PRO CAST SPORTS
FISHING(tm) FOR THE XBOX

SUNNYVALE, Calif. * August 26, 2003- Experience the struggle of man verses
fish as Capcom* today announced the release of Pro Cast Sports Fishing(tm),
the most comprehensive bass fishing simulation game developed exclusively for
the Xbox(tm) video game system from Microsoft*. In Pro Cast Sports Fishing,
players choose their fisherman from a line up of three seasoned professionals
in a bid to attain the grand title of Master Bass Fisherman. Players fish
through gloriously detailed, nature-filled stages in a bid to catch the
biggest Bass in the lake. Pro Cast Sports Fishing(tm) is rated "E" for
everyone by the ESRB (Entertainment Software Rating Board) and is now
available at retailers across North America.

Select your lure carefully! In Pro Cast Sports Fishing, there are stock lures
available at the start of the game, but to attract the attention of the best
Bass, players must win tournaments and earn points to buy better, more
appealing lures. As players accumulate points they will also be able to make
improvements to their boat and even purchase a lucky Fisherman's hat!

Pro Cast Sports Fishing boasts the following features:
* Hours of addictive gameplay
* Three modes of play to suit any fishing style:
O Arcade Mode - Try to make the all time Top Ten Bass fisherman! Players will
be ranked on the total number of Bass you catch within the time limit of the
tournament.
o Free Fishing Mode - In this mode players can relax and just work on the
perfect cast and reel technique. Players can also change the weather and time
settings to your own preference
o Simulation Mode - Participate in tournaments and see just how hard fishing
can be. Attain points based on the size of bass players are able to catch and
then use these points to shop, gather info and tips from other fisherman and
participate in bigger tournaments.

As players progress through the game many new elements can be uncovered
including rare fish and bonus features, giving this title excellent replay
value. Players will be lured into the fable of the Mirage fish, the elusive
prize catch that resides within the waters of the Pro Cast Sports Fishing
universe. Will this prize catch elude the anglers hook or become someone's
prized showpiece?

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfil their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and the Xbox(tm) game consoles, Game Boy(R) Advance, Game Boy(R) SP, and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.
###
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, GameCube, Game Boy and Game Boy Advance
are trademarks of Nintendo. Xbox and Microsoft are trademarks of Microsoft
Corp. All rights reserved. All other marks are the property of their
respective holders.
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ID SOFTWARE CONFIRMS DEVELOPER FOR DOOM 3(tm) XBOX(R)

Mesquite, TX - Sept. 3, 2003 - id Software(tm) and Activision, Inc. (Nasdaq:
ATVI) have confirmed that Vicarious Visions is developing DOOM 3(tm) for
Xbox(R), the console version of id Software's highly-anticipated blockbuster
title headed to the Xbox(R) video game system from Microsoft.

Built on id's revolutionary new 3D graphics engine, DOOM 3 draws players into
the most terrifying and riveting 3D gaming experience ever created.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm),
and Return to Castle Wolfenstein(tm). id Software's advanced DOOM 3 engine is
leading the next revolution in 3-D interactive games. Check out more about id
Software at www.idsoftware.com <http://www.idsoftware.com/> .

About Vicarious Visions

Vicarious Visions ( <outbind://3/www.vvisions.com> www.vvisions.com), a
leading independent game development studio, has gained critical acclaim with
hit titles for top brands such as Tony Hawk's Pro Skater(tm), Spider-Man(R),
Crash Bandicoot(R), SpongeBob Square Pants(R) and Star Wars(R). VV games are
known for pushing technical boundaries to deliver addictive gameplay and
immersive art that bring favorite characters and worlds to life for portable,
console, and PC gamers. Vicarious Visions is also home to the pioneering
Intrinsic Alchemy(R) middleware technology and tools, which are being used to
power hit titles in development at Activision, Konami, Sega, Vivendi
Universal Games and other studios worldwide.

About Xbox

Xbox ( www.xbox.com <http://www.xbox.com/> ) is Microsoft's future-generation
video game system that delivers the most powerful games experiences ever.
Xbox empowers game artists by giving them the technology to fulfill their
creative visions as never before, creating games that blur the lines between
fantasy and reality. Xbox is now available in the continents of North
America, Europe, Asia and Australia.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #

(C) 2003 id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. DOOM and id are registered trademarks of Id
Software, Inc. in the U.S. Patent and Trademark Office and/or some other
countries. Activision is a registered trademark of Activision, Inc. and its
affiliates. All other trademarks and trade names are the properties of their
respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Crouching Tiger, Hidden Dragon Comes to Xbox in December 2003

Highly Anticipated Action-Adventure Game Captures Martial Arts Magic of

Academy Award-Winning Movie

San Francisco, CA - September 3, 2003 - Ubi Soft Entertainment, one of the
world's largest video game publishers, today announced that the Crouching
Tiger, Hidden Dragon action-adventure video game will for available for the
Xbox video game system from Microsoft in December 2003. Crouching Tiger,
Hidden Dragon is Developed by Genki Co., Ltd. under license from Sony
Pictures Consumer Products and based on Sony Pictures Classics' Academy Award
winning movie.

"Crouching Tiger, Hidden Dragon is one of the most innovative and exciting
movies in years, and we've dedicated ourselves to capturing the incredible
look and feel that made the film such an amazing hit," said Tony Kee, vice
president of marketing for Ubi Soft Entertainment. "With compelling
characters, action-packed fighting sequences and stunning environments, the
game will feature the martial arts magic of this classic film."

About Crouching Tiger, Hidden Dragon

Set in 19th Century China, Crouching Tiger, Hidden Dragon is a martial arts
fighting game based on the classic teachings and techniques of the Wudan
style. Combining adventure and intense, dynamic combat with the ability to
explore lush, interactive environments, Crouching Tiger, Hidden Dragon
suspends the laws of space, gravity, and the human body. Players represent
one of four characters: Li Mu Bai, Yu Shu Lien, Jen Yu, or Lo.

Each character possesses specific moves, talents, and deadly weapons; players
must work to improve their fighting skills as they compete against
intelligent foes and seek revenge against the sinister Jade Fox (killer of Li
Mu Bai's master and Yu Shu Lien's fianc). The gameplay experience effectively
captures the martial arts magic and fluidity of movement that made the film a
huge success:

Key Features Include:

* Fully Licensed: Crouching Tiger, Hidden Dragon is the only videogame
featuring the characters, story and locations from the Academy Award-winning
film.

* Woo-Ping Yuen-Inspired Choreography: Faithfully recreates the grace and
style of Woo-Ping's fight choreography (action choreographer for Crouching
Tiger, Hidden Dragon, The Matrix, Kill Bill).

* Superhuman Martial Arts: Master all the whirling acrobatics, dizzying
combos, impossible dodges and kung-fu fury from the film.

* Relive the Adventures: Embark on the personal quests of Li Mu Bai, Yu Shu
Lien, Jen Yu and "Dark Cloud" Lo.

* Exclusive Moves: Each playable character has his/her own unique style of
combat and special abilities for action-packed brawls, chases, and duels.

* Award Winning Soundtrack: Features the Academy and Grammy Award winning
music composed by Tan Dun with solos by internationally acclaimed cellist
Yo-Yo Ma

* Bonuses: Special stages, new game modes, extra costumes and other secrets
to unlock.

About Genki Company
Genki Co., Ltd. is a software development company based in Tokoyo, Japan.
Established in October 1990, the company is well known for the highly
recognized videogame "Shutokou Battle." With an impressive product lineup,
Genki is continuing to build a reputation for high quality and high
performance around the world. With great emphasis on the development process,
Genki has based development on thorough research of each hardware platform,
in order to create high quality software responsive to the platform's special
features. Creating the system people will need in order to share their
enjoyment of games is Genki's mission in the 21st century. Since its
founding, Genki continues to grow in stature, from a games software company
to an entertainment services company that crafts dreams.

About Ubi Soft Entertainment
Ubi Soft Entertainment is an international producer, publisher and
distributor of interactive entertainment products. A leading company in the
multimedia industry, Ubi Soft's strong and diversified line-up has grown
considerably, as has Ubi Soft itself. As well as steadfastly continuing to
partner with several high-profile companies, Ubi Soft has also confirmed its
presence on the global market by developing its own exceptional properties.
Founded in 1986 in France, Ubi Soft is now present on every continent, both
through offices in 22 different countries including the United States,
Brazil, Morocco, Germany and China and through sales of products in over 50
countries. The group is dedicated to delivering high-quality, cutting-edge
video game titles to consumers around the world. To learn more, visit
www.ubi.com.

Sony Pictures Consumer Products
Sony Pictures Consumer Products (SPCP), based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. This includes theatrical properties such as
Spider-Man, Men in Black 2 and Stuart Little 2, as well as television
properties, like as ," "Jackie Chan Adventures," "Harold and the Purple
Crayon" and "Max Steel." SPCP is a division of Sony Pictures Entertainment
(SPE), whose global operations encompass motion picture production and
distribution, television production and distribution, worldwide channel
investments, home entertainment acquisition and distribution, operation of
studio facilities, development of new entertainment products, services and
technologies, and distribution of filmed entertainment in 67 countries.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers never before seen gameplay experiences. With more than
three times the graphics performance of other game consoles, top-quality DVD
playback, Dolby 5.1 surround sound to make games and movies come alive, and a
hard disc that opens up new kinds of gameplay, Xbox is the video game system
that delivers more of what gamers want. Xbox is now available in Europe for
an estimated street price of A199.99/L129.99.

About Microsoft
Founded in 1975, Microsoft (Nasdaq "MSFT") is the worldwide leader in
software, services and Internet technologies for personal and business
computing. The company offers a wide range of products and services designed
to empower people through great software - any time, any place and on any
device

(C)2003 Ubi Soft Entertainment. All Rights Reserved. Ubi Soft and the Ubi
Soft logo are trademarks of Ubi Soft Entertainment in the US and/or other
countries. Crouching Tiger, Hidden Dragon:TM & (C) 2002 UCV, LLC and United
China Visions Incorporated. All Rights Reserved.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.

# # #
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PREHISTORIC TERROR MEETS THE OUTER REACHES OF SPACE
AS CAPCOM RELEASES DINO CRISIS(tm) 3 FOR THE XBOX

SUNNYVALE, Calif. - September 16, 2003 - Capcom* today announced the release
of Dino Crisis 3, a futuristic outer space action adventure game for the
Xbox* video game system from Microsoft(R).  Dino Crisis 3 is the next
blockbuster in the acclaimed series that has sold more than four million
units worldwide.  Set in the year 2548, Dino Crisis 3 players venture to the
outer limits of the universe where evolved dinosaurs await.  Join a special
operatives group as they investigate the reemergence of a forgotten spaceship
and the mysteries that it holds.  Dino Crisis 3 carries an "M" rating for
mature audiences from the ESRB (Entertainment Software Rating Board) and is
now available at retailers across North America.

Dino Crisis 3 begins with the discovery of the gigantic spaceship
"Ozymandius" that has suddenly re-emerged after disappearing for 300 years
and is now headed towards earth.  Players assume the role of Patrick or
Sonya, members of an intergalactic marine group called SOAR (Special
Operations And Reconnaissance), who are sent by the government to investigate
and procure any possible survivors aboard the outpost.  As Patrick and the
agents infiltrate the spaceship, they come upon a horrific scene of ravenous
dinosaurs inhabiting the spaceship. Now it's a life and death struggle
against massive beasts as they float through the dark recesses of space.
Despite this unnerving situation, they must cautiously proceed with their
mission to find out the mysteries of the colony ship and stop it from
returning to Earth.

Equipped with hyper-speed booster units, players will explore and maneuver
quickly throughout the massive polygonal environments to collect objects,
solve puzzles and achieve their objectives. This new type of control is a
break from anything done before in the Dino Crisis series. It offers new
challenges and more freedom of movement.  Gamers will now be fully armed with
futuristic artillery including WASPs, drones that lock-on to an enemy and
automatically begin a deadly barrage of fire, to ward off the ravenous
dinosaurs. Visually, Capcom has focused its attention on achieving a sense of
scale and solidifying the craft's detail.

Dino Crisis 3 boasts the following features:
* All new futuristic sci-fi storyline
* New breed of dinosaurs with advanced enemy Artificial Intelligence (AI)
* Full 3D polygonal environments to explore
* The use of hyper booster units for fast action gameplay and exploration
* Three methods of attack:
  o WASP attacks - Drones that lock-on to an enemy and automatically begin a
deadly barrage of fire. Frequent usage of WASPs can help players accumulate
points to upgrade weapons or to cash in for recovery items
  O  Futuristic firearms - Blast away smaller enemies with rapid-fire power
  O  Simultaneously fight multiple enemies using both WASPs and guns
* Ship formation change - Change the formation of the colossal ship and
explore new areas. Players will be able to connect passages and explore new
areas

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever.  Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Japan,
Europe, Asia and Australia.

Capcom Co., Ltd. of Japan, a leading force in the multi-billion dollar
interactive entertainment industry, spans more than 22 years of entertaining
video gamers.  Capcom develops, markets, and distributes home video games for
the PlayStation(R) game console, PlayStation(R)2 computer entertainment
system, Nintendo GameCube(tm), and Xbox(tm), Game Boy(R) Advance and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Devil May Cry, Street
Fighter, Mega Man, Breath of Fire, and Onimusha series.  World headquarters
in Osaka, Japan, the company has offices in Tokyo, Hong Kong, London and
Sunnyvale, California.  The company is publicly traded on the Tokyo Stock
Exchange code number 9697.
###
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd.  Dino Crisis, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd..  All rights reserved. "PlayStation" and the "PS" Family
logo are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc.  Xbox and
Microsoft are trademarks of Microsoft Corp.  All other marks are the property
of their respective holders.
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CAPCOM QUALIFIES FOR THE POLE POSITION WITH
AUTO MODELLISTA(tm) FOR XBOX(tm) AND XBOX(tm) LIVE

SUNNYVALE, Calif. - October 23, 2003 * Capcom* Entertainment, a powerhouse in
the multi-billion dollar video game industry, today announced plans to
release Auto Modellista(tm) for the Xbox(tm) video game system from
Microsoft. The first cel-shaded racing game of its kind for the Xbox, Auto
Modellista is a masterpiece of graphical ingenuity and design that has been
created with Xbox(tm) Live functionality in mind. Up to eight players are now
able to race against each other, trade customized cars and utilize voice chat
online. Auto Modellista is scheduled to release this January 2004. The ESRB
(Entertainment Software Rating Board) rating is "E" for everyone.

Auto Modellista is designed to encapsulate the intensity and immediacy of the
arcade racing experience, allowing players to customize real-world cars and
acquire essential components to improve handling, speed, ride and appearance.
Licenses from world-renowned carmakers including Mazda, Honda, Toyota,
Nissan, Mitsubishi, Subaru and now a host of American muscle car
manufacturers combine to create the ultimate cel-shaded racing extravaganza.
In addition, gamers will experience the true essence of the street racing
culture and the high octane online thrills of Xbox Live.

Auto Modellista will include the following features:

* Xbox Live compatibility - players will be able to race with seven other
gamers and chat online using the Xbox Live network.

* Innovative Graphics - A totally new visual presentation that captures the
true essence of racing, a new 3-D cel-shaded art style is implemented that
gives a fresh look to the genre. The sense of speed tearing the air apart and
the impact of tires grabbing the pavement are stunningly reproduced.

* Choose from an enormous selection of world-renowned vehicles from Mazda,
Honda, Toyota, Nissan, Mitsubishi and Subaru.

* Speed through diverse courses - Auto Modellista showcases numerous
environments including racing circuits, cityscapes and mountain passes with
an entirely new approach.

* Choose an array of Capcom decals and dress up your car with your favorite
characters

* Easily Customizable - Vivid color schemes and a wide array of options allow
players to create incredibly unique car designs. Players can change tires,
brakes, suspension, turbine kit, muffler, transmission and more. By adding
various parts such as mirrors, wheels and decals players can equally modify
the appearance of the cars.

* Four different game modes

* Xbox Live mode - Up to eight players can race and chat online

* Single Player Mode - Customize your own car and participate in various
races

* Arcade Mode - Split screen, two player head-to-head mode

* VJ Mode - Record, edit and apply various effects to your previous races to
capture all the highlights of performance racing and store them online

* Sheer intensity - Auto Modellista captures the adrenaline packed intensity
of racing. This game is simply a must for the insatiable car enthusiast who
strives to achieve unadulterated speed

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* video game system, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to full fill their creative
visions as never before, creating games that blur the lines between fantasy
and reality. Xbox is now available in the continents of North America,
Europe, Asia and Australia.

About Xbox Live
Xbox Live* is the first comprehensive, online gaming arena fully dedicated to
fast-action broadband gaming experiences. Xbox Live will allow gamers to play
multiplayer Xbox games with other gamers everywhere via a high-speed Internet
connection. With a built-in hard drive and Ethernet port, the Xbox console
was built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator headset,
and download current statistics, new levels and characters to their Xbox hard
drive.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.
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DRIVERS START YOUR ENGINES AS CAPCOM(R) ANNOUNCES THE RELEASE OF GROUP S
CHALLENGE(tm) FOR XBOX(tm)

SUNNYVALE, CA * November 11, 2003 * Capcom(R) is taking racing fans on the
ride of their life with the release of Group S Challenge*, the ultimate car
racing experience exclusively for the Xbox(tm) video game system from
Microsoft(R). Group S Challenge promises to push state high performance
racing to the limit with spellbinding realism, gripping action and
world-renowned vehicles. Group S Challenge makes full use of the power of the
Xbox to produce state-of-the-art polygonal cars and environments. Group S
Challenge (tm) is rated "E" for everyone by the ESRB (Entertainment Software
Rating Board) and is now available at retailers across North America.

In Group S Challenge drivers can choose from multiple modes and tracks to
showcase their mad driving skills. Buckle up and burn rubber with one of the
many cars available from world-renowned licenses including Toyota, Nissan,
Subaru, Mazda, Mitsubishi, Audi, TVR, RUF and Renault. Circuit mode puts the
driver in the hot seat to earn points in the competition to become the
overall Group S Challenge champion. Or for some quick action, in Arcade mode,
drivers can select a rival car they would want to race against.

Group S Challenge includes the following features:
* Gripping realism - Photo realistic graphics and amazing detail will have
the player reaching for the gearshift.
* Choose from an enormous selection of world-renowned vehicles from
automobile manufacturers such as: Toyota, Nissan, Subaru, Mazda, Mitsubishi,
Lotus, Chevrolet, Ford, Audi, RUF, TVR and Renault
* Unbelievable Lighting - Light sourcing technology will cast shadows as well
as create reflective effects to deliver uncompromising visual eye candy.
* Speed through diverse racetracks - Group S Challenge will circle the globe
featuring real world race cityscapes like Monaco, Tokyo and Australia.
* Customize and adjust your car's performance parts in order to achieve the
ultimate racing results
* Three modes of play:
* Circuit Mode - Includes "Championship Mode" where players speed through the
tracks and rise through the ranks to vie for the championship. In "Line Mode"
players earn points as they practice and learn the best driving line. "Duel
Mode" lets players collect custom cars by racing one on one against rival
cars.
* Arcade Mode - All the cars and racing classes are accessible for immediate
use. Gamers can also load the aero-part cars they earned during Circuit Mode.
* Replay Theater - Relive the highlights of performance racing with these
enhanced movie-like images.
Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube*,
and Xbox* video game system, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Devil May Cry, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd.. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders. All manufacturers, cars, car parts and names,
brands and associated imagery featured in this game are intellectual property
rights including trademarks and/or copyrighted materials of the respective
owners. All rights reserved. *CAPCOM Co., Ltd. 2002 All rights reserved.
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CAPCOM* RELEASES CINEMAWARE'S
ROBIN HOOD: DEFENDER OF THE CROWN(R) FOR XBOX*

SUNNYVALE, Calif. - November 11, 2003 - Capcom*, a leading worldwide
developer and publisher of video games, today announced the release Robin
Hood: Defender of the Crown(R) for the Xbox* video game system from
Microsoft(R). Based on Cinemaware's mega hit Defender of the Crown franchise
which has sold more than one million units worldwide, Robin Hood: Defender of
the Crown is a fusion of action, role-playing and strategy genres that
seamlessly blend cinematic presentations with unique medieval
action-sequences. Players must rely on their skill at sword fighting, castle
sieges, jousting, daring archery ambushes and massive army battles to restore
England to its glory and remove the tyranny that plagues the land. Robin
Hood: Defender of the Crown holds an ESRB rating of "T" teen.

Featuring an epic storyline that unfolds through the eye's of Robin Hood,
players battle their way to victory through action-oriented sequences. Their
quest is to defeat all rival lords and the vile, yet powerful, Prince John.
This malevolent aristocrat has usurped the throne and now sits as the
illegitimate King of England. Acting on behalf of the people, Robin Hood must
reunite England, end the dictatorial rule of Prince John and restore the
rightful king to the throne. Throughout the player's journey, they will
interact with many of the characters that populate this timeless legend
including Maid Marian, Little John and Will Scarlet. These characters of old
are presented through beautiful cut-scene movies and voiced-over by
professional British actors, and the game features a fully-orchestrated
soundtrack. Full of surprising plot twists, the storyline will present the
myth of Robin Hood in a way that will appeal to today's gaming audience while
staying true to Defender of the Crown's heritage.

Robin Hood: Defender of the Crown boasts the following features:
* Based upon the mega-hit Defender of the Crown franchise which has sold over
one million units worldwide.
* Play as Robin Hood - Take the roll of the legendary hero as gorgeous
cut-scenes featuring full voice-over and fully animated in-game character
dialogues tell the classic tale.
* Open-ended gameplay - Players can choose their own path through the story
and control the pacing of the entire experience.
* Five Medieval Action-Sequences - Sword fighting, archery, jousting, siege
warfare and army battles.
* Strategic planning is required - As the twisting plot unfolds, players will
have access to dozens of military units, strongholds and equipment in their
campaign to conquer 38 territories.
* Multiple endings - Over 8 different endings determined by game conditions
and player performance.
* Numerous characters from the legend of Robin Hood join the quest for
liberation - Interact with legendary characters including Maid Marian, Little
John, Friar Tuck, Will Scarlet and many more!
* Richly detailed 3D world and environments - Players will be immersed in
twelfth century England as they interact in richly detailed landscapes.
* Fully-orchestrated - Comprised of a fully-orchestrated musical score,
players will become enthralled with the immersive setting and the overall
epic scope of the game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Devil May Cry, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association. All other marks are the property of
their respective holders. All rights reserved. *CAPCOM Co., Ltd. 2003 All
rights reserved

Cinemaware, Inc., headquartered in Burlingame, California, is a developer of
interactive entertainment software. Originally founded in 1986, Cinemaware
has a long history of developing a wide range of critically acclaimed and
highly successful games for a variety of personal computers and video game
systems. These titles include Defender of the Crown (R), S.D.I(tm)., The King
of Chicago(tm), Sinbad and the Throne of the Falcon(tm), Rocket Ranger(tm),
The Three Stooges(R), Lords of the Rising Sun(tm), It Came from the
Desert(tm), Wings(R) and the TV Sports(tm) franchise of Football, Basketball,
Baseball, Boxing and Hockey. For additional information please visit
www.cinemaware.com.

Robin Hood: Defender of the Crown (C) 2003 Cinemaware, Inc. All Rights
Reserved. Cinemaware, the Cinemaware logo, "Heroes Live Forever" and Defender
of the Crown are registered trademarks of Cinemaware, Inc. S.D.I., The King
of Chicago, Sinbad and the Throne of the Falcon, Rocket Ranger, Lords of the
Rising Sun, It Came from the Desert, Antheads: It Came from the Desert II,
Wings and TV Sports are trademarks of Cinemaware, Inc.
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CODEMASTERS REVEALS ITS MOST AMBITIOUS
RACING GAME TO DATE

RACE DRIVER 2: THE ULTIMATE RACING SIMULATOR
Featuring the world's most complete motor sports experience,
Race Driver 2 to ship Spring 2004 for Xbox and PC

New York, NY - December 11, 2003 - Codemasters, a global interactive
entertainment company renowned for its portfolio of motor sport video games,
announced today its most ambitious motor sports project to date, Race Driver
2: The Ultimate Racing Simulator. Slated for release in Spring 2004 for the
Xbox(R) video game system from Microsoft and the PC, Race Driver 2 will
provide gamers the most diverse and thrilling range of motor sports ever seen
in one game. Designed as the definitive racing experience, the game will
feature complete head to head Xbox(TM) Live and PC online functionality.

"The depth of Race Driver 2 is unparalleled," said Steven Lux, senior vice
president of U.S. marketing for Codemasters. "The game features a completely
new physics model, deformation system, and graphics engine. Couple these with
Xbox(TM) Live, and Race Driver 2 delivers the ultimate online racing
experience."

Race Driver 2 boasts an incredible variety of motor sports, including Street
Racing, Stock Car, Open Wheel Grand Prix, Truck Racing, GT Sports Car Racing,
Rally, DTM, V8 Supercars, Global GT Lights, Rally Cross, Formula Ford,
Classic Car Racing, and more.

"Visually, Race Driver 2 is going to be stunning," said Gavin Raeburn, head
of Codemasters' racing development studio. "Our new rendering engine features
complex dynamic lighting, perspective mapped shadows, multipass textures,
procedural standing grass, and a host of post production techniques including
true motion blur, depth of field, and iris effects - all at a rock steady
60fps.

"Race Driver 2 also features our most advanced and intuitive handling model
to date," continued Raeburn. "Every physical nuance of each vehicle type is
accurately modeled, from tire deformation when cornering to the centrifugal
engine forces and complex aerodynamics."

Race Driver 2 will feature officially licensed tracks and championships as
well as some of the world's most powerful racing and street cars, including
Ford (Mustang Cobra R, Ford GT, GT90, Falcon BA, F150 Lightning Pickup),
Aston Martin (V12 Vanquish, DB7, DB5), Jaguar (XJ220, XKR, and E-Type),
Mitsubishi (3000 GT, EVO 7), Subaru Impreza WRX, ABT-Audi TT-R, AMG-Mercedes
CLK, and more.

The game will feature 52 racing circuits including Texas Motor Speedway,
Pikes Peak International Raceway, Laguna Seca, Surfers Paradise, Euro
Speedway, Donington Park, Kyalami, and Road America.

Race Driver 2 will continue the pioneering use of cinematic plot in racing
games with the narrative being played out completely from the first person
perspective. The player will see what the lead character sees, and will be
able to create his own history. A "reality style" eliminator story will
capture the competitive intrigue of 12 drivers battling their way to win the
ultimate racing experience: a drive as a Masters Grand Prix professional.
Visually, the cinematics will triple the detail of Pro Race Driver with
characters now created from over 12,000 polygons.

Race Driver 2's core development team began work on the title in summer 2002
and now includes over 40 of Codemasters' finest motor sport game engineers.
Gamers can register for development and game updates online at
www.codemasters.com.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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PELICAN ON TARGET; SILENT SCOPE(R) LIGHT RIFLE
PUTS REAL SCOPE ACTION IN GAMER'S HANDS

Vernon, Calif., January 12th, 2003 - Pelican, the folks who brought you the
CodeBreaker game enhancement device and a series of highly acclaimed wireless
video game controllers, will set a new standard in excellence when they
release the Silent Scope(R) Light Rifle to coincide with the February release
of Konami Digital Entertainment - America's Silent Scope Complete(TM) for
Xbox(R). Silent Scope Complete(TM) bundles the 3 arcade hits - Silent
Scope(R), Silent Scope(R) 2, and Silent Scope(R) 3 - introducing its unique
sharp shooting gameplay to Xbox owners. The addition of Silent Scope(R) Light
Rifle for the Xbox(R) will deliver the most accurate recreation of the
thrilling arcade experience. The motion-activated Silent Scope(R) Light Rifle
senses when you tilt your head to look through the scope and instantly
responds by triggering the magnified scope view of your target on the screen.
The Silent Scope(R) Light Rifle also comes with a realistic linear kickback
feature that "kicks" into your shoulder each time you fire the gun.
Additionally, the Light Rifle can be broken down to transform into a
pump-action shotgun. The Silent Scope(R) Light Rifle will be available
February 10thwith a suggested retail of $49.99.

The official Silent Scope(R) Light Rifle, designed specifically for Silent
Scope Complete(TM), is intended to replicate the action and responsiveness of
arcade style rifles.

Brad Strahle, Pelican's Sr. Product Manager, considers the Light Rifle to be
one of the most unique accessories available. "There isn't another product
that comes this close to matching the feel and action of a real arcade light
gun. We've spared no details in making this the most authentic accessory
available for Silent Scope Complete(TM)." Continued Strahle, "Fans of the
Silent Scope(R) series will be blown away by what we've done, and what they'll
be able to do, with this rifle."

Some product highlights include:

Motion Activated Scope

Removable Stock, Barrel & Scope for Pump Action Shotgun

HDTV Compatible

Linear Kickback Feature

Normal, Burst, Auto Reload and Auto Fire

Xbox Live(TM)! Memory Card Slot

Supports Component Video

The Silent Scope(R) Light Rifle is also compatible with House of the Dead(R)
for Xbox.

About Pelican

Pelican is the fastest growing video game peripherals company in the United
States, providing a full line of accessories for all current and future video
game platforms including Segaa Dreamcast, PlayStationa, PlayStationa2,
Nintendoa 64, Nintendoa GameCubea, Game Boya Color, Game Boya Advance, Game
Boy(R) Advance SP and Xboxa from Microsoft. Product design, testing and
research take place in the USA with the majority of manufacturing occurring in
Asia. Pelican is headquartered in Vernon, California.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
atwww.konami.com/usa.

###
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 CAPCOM QUALIFIES FOR THE POLE POSITION WITH
AUTO MODELLISTA(TM) FOR XBOX(TM) AND XBOX(TM) LIVE

SUNNYVALE, Calif. -- January 20, 2004 - Capcom, a powerhouse in the
multi-billion dollar video game industry, today announced the release of Auto
Modellista(TM) for the Xbox(TM) video game system from Microsoft.  The first
cel-shaded racing game of its kind for the Xbox, Auto Modellista is a
masterpiece of graphical ingenuity and design that has been created with
Xbox(TM) Live functionality in mind. Up to eight players are now able to race
against each other, trade customized cars and utilize voice chat online. Auto
Modellista is rated 'E' for everyone by the ESRB (Entertainment Software
Rating Board) and is now available at retailers across North America.

Auto Modellista is designed to encapsulate the intensity and immediacy of the
arcade racing experience, allowing players to customize real-world cars and
acquire essential components to improve handling, speed, ride and appearance.
Licenses from world-renowned carmakers including Mazda, Honda, Toyota, Nissan,
Mitsubishi, Subaru and now a host of American muscle car manufacturers combine
to create the ultimate cel-shaded racing extravaganza. Feel the rush of speed
as you tear past the spectators; maneuver your way through tight mountain
passes and round each corner of the racing track in the ultimate dream car. In
addition, gamers will experience the true essence of the street racing culture
and the high octane online thrills of Xbox Live.

Auto Modellista will include the following features:
* Xbox Live compatibility - players will be able to race with seven other
gamers and chat online using the Xbox Live network.
* Innovative Graphics - A totally new visual presentation that captures the
true essence of racing, a new 3-D cel-shaded art style is implemented that
gives a fresh look to the genre. The sense of speed tearing the air apart and
the impact of tires grabbing the pavement are stunningly reproduced.
* Choose from an enormous selection of world-renowned vehicles from Mazda,
Honda, Toyota, Nissan, Mitsubishi and Subaru.
* Speed through diverse courses - Auto Modellista showcases numerous
environments including racing circuits, cityscapes and mountain passes with an
entirely new approach.
* Choose an array of Capcom decals and dress up your car with your favorite
characters
* Easily Customizable - Vivid color schemes and a wide array of options allow
players to create incredibly unique car designs. Players can change tires,
brakes, suspension, turbine kit, muffler, transmission and more. By adding
various parts such as mirrors, wheels and decals players can equally modify
the appearance of the cars.
* Four different game modes
  - Xbox Live mode - Up to eight players can race and chat online
  - Single Player Mode - Customize your own car and participate in various
races
  - Arcade Mode - Split screen, two player head-to-head mode
  - VJ Mode - Record, edit and apply various effects to your previous races to
capture all the highlights of performance racing and store them online
* Sheer intensity - Auto Modellista captures the adrenaline packed intensity
of racing. This game is simply a must for the insatiable car enthusiast who
strives to achieve unadulterated speed

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka, Japan,
the company maintains operations in the U.S., United Kingdom, Germany, Tokyo
and Hong Kong.  More information about Capcom and its products can be found on
the company's web site at www.capcom.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game system
that delivers the most powerful games experiences ever. Xbox empowers game
artists by giving them the technology to full fill their creative visions as
never before, creating games that blur the lines between fantasy and reality.
Xbox is now available in the continents of North America, Europe, Asia and
Australia.

About Xbox Live
Xbox Live is the first comprehensive, online gaming arena fully dedicated to
fast-action broadband gaming experiences. Xbox Live will allow gamers to play
multiplayer Xbox games with other gamers everywhere via a high-speed Internet
connection. With a built-in hard drive and Ethernet port, the Xbox console was
built from the ground up to be an online gaming system.

Xbox Live will enable all gamers to find and play with their friends easily,
talk to other players during game play through the Xbox Communicator headset,
and download current statistics, new levels and characters to their Xbox hard
drive.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd.  Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd.  Xbox and Microsoft are trademarks of Microsoft Corp.  All
other marks are the property of their respective holders.
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Colin McRae Rally 04 Roars Into the U.S. on Xbox This March

Colin McRae Rally 04 takes rallying one stage further than any other game

New York, NY - January 22, 2004 - Codemasters, a global interactive
entertainment software publisher, announced today that its internationally
acclaimed rally game, Colin McRae Rally 04, is coming to the U.S. for the
Xbox(R) video game system from Microsoft. The title will be available this
March at a special suggested retail price of $19.99.

The gear grinding action is more intense than ever in the newest version of
this award winning series. Instinctive car handling combined with new
championships, custom rallies, new single and multiplayer gaming modes, and
unique car part testing deliver the perfect rally gaming experience.

Players can drive in over 20 vehicles constructed in exquisite detail with
improved physics and handling, giving the player even more control. The
Mitsubishi EVO 7, Subaru Impreza and Citroen Xsara, alongside classic cars,
are just some of the vehicles players can take through the mud and rocks. An
advanced visual engine creates dramatic replays in jaw-dropping detail.

Additional game features include:
* 48 tracks and 4 shakedown stages through 8 countries including the U.S., UK,
Australia and Japan.
* Player can compete in a full rally season or specialize in a 4 or 2 wheel
drive championship.
* New Expert Championship Mode demands the best performance from the most
die-hard rally fan with its tough damage settings and ultra-competitive AI
drivers.
* Car part testing helps the player acquire new technology increasing the
chance of success.
* Stages and Rally modes allow the player to race against the clock or go
multiplayer with split screen play with up to four players. Saved runs can be
seen on the stage as a ghost car.
* Create a Custom Rally with favorite or themed stages that can be compiled,
saved and played at any time.
* Players can compete for best stage times and upload their times online using
Xbox Live.

Colin McRae Rally 04 will be published in the US for the Xbox in March and is
set to deliver the total rally gaming experience. For all the latest screens
and movies and to join petrol-heads on the game's forums, visit the website at
www.codemasters.com/colinmcrae04

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next generation
video game consoles and online gaming. Codemasters develops original titles
such as Operation Flashpoint (PC Game-of-the-year) and Pro Race Driver, as
well as games based on top licensed properties including American Idol, MTV
Music Generator and IndyCar Series. Additional information about Codemasters
and its products can be found at www.codemasters.com.

ABOUT Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers to
play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox Live
enables gamers to easily find their friends; talk to other players during game
play through the Xbox Communicator headset; download current statistics, new
levels and characters to their Xbox hard drive; and play online--all exclusive
features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SEGA GT ONLINE SHIPS; THE PREMIER XBOX LIVE ARCADE/SIMULATION RACER

SEGA's critically acclaimed series races onto the Xbox superhighway.

SAN FRANCISCO (January 27, 2004) - SEGA(r) of America today announced the
launch of "SEGA GT Online(tm)" exclusively for the Xbox(r) video game system
from Microsoft Xbox(tm). The first simulation racer on Xbox to offer Xbox(tm)
Live support, SEGA GT Online allows up to 12 players to compete simultaneously
in white knuckle, dead-heat races guaranteed to challenge both their driving
skills and their ability to trash talk.

Developed by SEGA WOW with both car enthusiasts and casual gamers in mind,
"SEGA GT Online" is a gear head's nirvana. With more than 165 rides to choose
from, including 40 all-new vehicles, and a pulse-pounding soundtrack of hot
up-and-coming Indy bands, "SEGA GT Online" is a release gamers will be playing
for months. And at a value-priced $19.99 (MSRP), Xbox racing fans will be able
to add the title to their game library.

"'SEGA GT Online' represents an extraordinary value for racing fans who desire
a huge stable of cars combined with pulse-pounding Indy rock and intense
online competition," said Scott A. Steinberg, vice president of entertainment
marketing, SEGA of America, Inc. "SEGA WOW has gone full-throttle to leverage
Xbox(tm) Live capabilities to deliver new and innovative gameplay features
such as Navigator mode."

In addition to the new cars, "SEGA GT Online" offers up new tracks, weather
effects, and special time-triggered events. It also capitalizes on the
strengths of online play by presenting two innovative new modes never before
seen in a racer: Team Battle and Navigator. In both modes, players have to
work together to win races as teammates. XBN Magazine dubbed the nerve
wracking, treacherous Navigator mode: "The first real innovation for the genre
since Gran Turismo hit the scene."

Gamers who own a save file from "SEGA GT 2002" can select the "SEGA GT Online"
PERK function that allows them to use existing items and unlock all available
cars in Quick Battle and Chronicle modes. The "SEGA GT Online" soundtrack
features more than 40 songs from legendary punk rockers New Bomb Turks to
today's hottest up and coming Indy rock bands like Supersuckers, Ted Leo and
the Pharmacists, The Oranges Band, Lag Wagon, Swinging Utters, and The Real
McKenzies.

SEGA GT Online is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $19.99. For screenshots and artwork visit the SEGA
FTP site at: http://segapr.segaamerica.com.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers to
play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox Live
enables gamers to easily find their friends; talk to other players during game
play through the Xbox Communicator headset; download current statistics, new
levels and characters to their Xbox hard drive; and play online-all exclusive
features to Xbox Live.

# # #

SEGA and Sega GT Online are trademarks or registered trademarks of SEGA
Corporation in the U.S. and/or other countries. Microsoft and Xbox are
eitheris a trademarks or registered trademarks of Microsoft Corporation in the
United StatesS and/or other countries. General Motors Trademarks used under
license to Sega Corporation. Trans Am is a trademark of SCCA licensed to
Trans-Am Racing, LLC. Ford nameplates are registered trademarks owned and
licensed by Ford Motor Company. Jaguar trademarks are owned and licensed by
Jaguar Cars Ltd., England. Dodge is a trademark of DaimlerChrysler Corporation
2003. Plymouth(r) and AAR 'Cuda are trademarks of DaimlerChrysler Corporation.
(c)DCC 2003 Official Honda Licensed Product. and are used under license from
Microsoft. All other trademarks are the property of their respective owners.
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SONIC HEROES SHIPS ON PLAYSTATION 2 AND XBOX; DUBBED "BREATHTAKINGLY GORGEOUS"
BY ELECTRONIC GAMING MONTHLY

SEGA's #1 Selling Franchise Runs Across all Platforms for First Time

SAN FRANCISCO (January 27, 2004) - Awarded "Game of the Month" and rated "A"
by Play Magazine; billed "downright amazing" by IGN: SEGA(r) of America, Inc.
today announced the availability of "Sonic Heroes(tm)" on the Xbox(tm)
videogame system from Microsoft Xbox(tm) and PlayStation(r)2 computer
entertainment system. The first original Sonic The Hedgehog(tm) console game
in three years is also the legendary speed demon's first appearance on Xbox
and PlayStation 2 consoles. "Sonic Heroes" on Nintendo GameCube(tm) was
released on January 6.

"Sonic Heroes" challenges gamers to control three characters simultaneously,
each offering the unique individual ability of speed, power or flight.
Multiple teams follow their own unique story paths across 14 massive stages.
Their combined objective: to thwart the plans of Sonic's arch nemesis, the
nefarious Dr. Eggman.

"We are proud to see our marquee franchise reaching the largest possible
gaming audience and running at Sonic speed onto PlayStation 2 and Xbox for the
first time," said Scott A. Steinberg, vice president of entertainment
marketing, SEGA of America, Inc. "We look forward to quickly establishing as
strong a marketing presence on PlayStation 2 and Xbox as we have on Nintendo
GameCube."

"Sonic Heroes" is designed to appeal to players of all ages and skill levels
as they experiment with four unique teams comprised of classic Sonic friends
and foes for a total of 12 playable characters. "Sonic Heroes" changes the
face of Sonic the Hedgehog and action-platform games in general by offering
innovative design while still maintaining the unrelenting action and speed
that made the Sonic franchise so enduring over the years. "Sonic Heroes" also
includes seven multi-player mini-games to ensure maximum replay value.

Since his birth 12 years ago, Sonic The Hedgehog has spanned several
generations of videogame systems to appear in over 30 games that have sold
more than 33 million units of software. Consistently a top-selling franchise,
Sonic The Hedgehog continues to be a popular icon worldwide in 2004 and one of
the most recognized and celebrated video game characters of all time.

"Sonic Heroes" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $49.95. For screenshots and artwork visit the SEGA
FTP site at: http://segapr.segaamerica.com/.

About SEGA
SEGA(r) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful hardware
and the unified Xbox Live online service. The new tagline, "it's good to play
together," captures the spirit of Xbox as the social hub of the new digital
entertainment lifestyle. Xbox is now available in North America, Asia, Europe
and Australia.

# # #

SEGA and Sonic the Hedgehog are trademarks or registered trademarks of SEGA
Corporation in the U.S. and/or other countries. "PlayStation" and the "PS"
family logos are registered trademarks of Sony Computer Entertainment Inc.
Nintendo GameCube is a trademark of Nintendo. Microsoft and Xbox are either
trademarks oris a registered trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft. All
other trademarks are the property of their respective owners.

 ------------
Category 30,  Topic 3
Message 120        Fri Feb 06, 2004
KGAGNE [Ken]                 at 14:25 PDT

TERMINAL DAMAGE ENGINE MAKES RACING HARDCORE IN
TOCA RACE DRIVER 2: ULTIMATE RACING SIMULATOR

Available in Spring 2004 for Xbox and PC

New York, NY (February 6, 2004) - Metal bends, glass shatters, plastic
explodes and it's race over if the player loses control of his vehicle in
Codemasters' TOCA Race Driver 2: Ultimate Racing Simulator (confirmed as
official worldwide title of the game), shipping this spring 2004 for the
Xbox(R) video game system from Microsoft and for PC CD-ROM. Thanks to an
all-new Terminal Damage Engine and the most advanced physics ever seen in a
racing game -- get too cozy with another car or a trackside barrier and it's
back to the starting line.

Extraordinarily detailed, TOCA Race Driver 2's "Terminal Damage Engine" is the
most realistic damage engine ever created for a racing game and affects the
performance of each of the different 35 in-game cars. Windows smash, doors can
be ripped open, and a head-on collision can end the race. There are no fake
"resets" to miraculously restart the player back on his way; he'll have to do
the race all over again.

Racers get both audio and visual cues when damage is inflicted. In addition to
the detailed body-panel deformation and paint chips and bits lying on the race
track, drivers will be able to hear the gearbox dropping gears, engine
clanking, brakes screaming and other internal malfunctions. When the car's
hurt, the player knows all about it!

The player won't be punished too much. "Race Over" means just for that
particular race. The save system in TOCA Race Driver 2 saves after every
event, so the player will only have to re-run that one race in order to
progress.

The damage model system is based on detailed observation of real-life motor
sports crashes for the ultimate in authenticity. Each vehicle model contains
thousands of deformation points (and collision consequences are computed in
real-time), so the crash effects occur exactly as they would in real life.

The "Terminal Damage Engine" is fully scaled and allows for relative vehicle
weights and forces, and can leave racers without windscreens, bumpers, and
doors. Crash into one of the 4-ton trucks and the results are unthinkable.

TOCA Race Driver 2 boasts the most diverse range of insanely fast motor sports
ever seen in one game. 31 championships cover 15 different motor racing styles
including GT Sports Car Racing, Street Racing, Rally, DTM, V8 Supercars,
Global GT Lights, Rally Cross, Formula Ford, Open Wheel Grand Prix, Classic
Car Racing, Super Truck racing, Stockcar Oval Racing, Ice-Racing, Convertible
Racing, and Performance Cars.

TOCA Race Driver 2: Ultimate Racing Simulator will have complete online
functionality featuring head to head play for both Xbox Live and PC.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next generation
video game consoles and online gaming. Codemasters develops original titles
such as Operation Flashpoint (PC Game-of-the-year) and Pro Race Driver, as
well as games based on top licensed properties including American Idol, MTV
Music Generator and IndyCar Series. Additional information about Codemasters
and its products can be found at www.codemasters.com.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers to
play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox Live
enables gamers to easily find their friends; talk to other players during game
play through the Xbox Communicator headset; download current statistics, new
levels and characters to their Xbox hard drive; and play online--all exclusive
features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SNK NEOGEO USA CONSUMER CORPORATION Announces METAL SLUG 3 to Ship May 2004
for Xbox.

First Home Version of Hit Arcade Game to Support Xbox Live Leaderboard

WALL, NJ. - February 11, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the
company will ship the first home version of the hit arcade title, METAL SLUG
3, in May 2004 for the Xbox(R) video game system from Microsoft. METAL SLUG 3
will support the Xbox(TM) Live leaderboards.

In addition to everything that made the arcade original a worldwide hit, the
Xbox version of METAL SLUG 3 will have some brand new features and original
missions accessible once you've cleared certain conditions. Players can
choose from over 10 new slug vehicles exclusive to METAL SLUG 3, including
the Slug Copter and the very unusual Elephant Slug, which comes complete with
a trunk-spray weapon.

METAL SLUG 3 features stunning hand drawn animation, detailed backgrounds,
and massive bosses and explosions, causing leading gaming site IGN.com to
exclaim, "D-d-d-damn! Let 2D sprite-based graphics continue forever!"

"The METAL SLUG franchise has always been a consumer favorite," said Ben
Herman, SNK NEOGEO USA CONSUMER CORPORATION President. "Now Xbox owners will
be able to compete nationally to see who's best on this faithful arcade
adaptation."

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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LUCASARTS REVEALS DETAILS ON
STAR WARS REPUBLIC COMMANDO

Marin County, Calif. - February 13, 2004 - Enter the covert world of the Star
Wars infantry for the first time and become a member of an elite Republic
Special Operations unit in LucasArts new squad based first-person shooter,
Star Wars Republic Commando. Set during the Clone Wars, between Attack of the
Clones and the upcoming Star Wars: Episode III, Star Wars Republic Commando
will be released fall 2004 for the PC and Xbox video game system from
Microsoft.

Mission briefings set the tone in this dark first-person shooter, as players
lead their squads on a variety of assignments such as hostage rescue,
infiltration/data retrieval, elimination, assault, sabotage and
reconnaissance operations. Your three-man team is controlled through an
intuitive and accessible "smart squad" command system, based on squad markers
and stances. The game features more than fifteen levels, with exercises
covering both familiar and new Star Wars settings and characters, including
the introduction of the mysterious General Grievous and his deadly bodyguards
from the upcoming Star Wars: Episode III.

In Star Wars Republic Commando, players will have a variety of weapons at
their disposal including the primary weapon of the Republic Commando, the
DC-17m repeating blaster rifle with attachments allowing for sniper rifle and
anti-armor weaponry. For use in challenging combat situations against
sinister enemies, players have the ability to pick up and use enemy weapons
including the Trandoshan slaver shotgun and Geonosian elite beam weapon as
well as several types of thermal detonators.

Developed and published by LucasArts, Star Wars Republic Commando will be
optimized for Xbox Live content. The game will also offer a variety of
multiplayer modes for the PC and Xbox platforms including deathmatch, team
deathmatch and capture the flag. For more information, please visit the
official product website at: www.lucasarts.com/games/swrepubliccommando/


About LucasArts
LucasArts, a Lucasfilm Ltd. company, is a leading developer and publisher of
interactive entertainment software worldwide for video game console systems
and PC. Based in Marin County, Calif., as well as on the Internet at
www.lucasarts.com, LucasArts was created in 1982 by George Lucas to provide
an interactive element to his vision of a state-of-the-art, multi-faceted
entertainment company.

Lucasfilm Ltd. is one of the world's leading film and entertainment
companies. Founded by George Lucas in 1971, it is a privately held, fully
integrated entertainment company. In addition to its motion-picture and
television production operations, the company's global activities include
Industrial Light & Magic and Skywalker Sound, serving the digital needs of
the entertainment industry for visual-effects and audio post-production, and
Lucas Licensing, which manages the global merchandising activities for
Lucasfilm's entertainment properties. Additionally, Lucas Online creates
Internet-based content for Lucasfilm's entertainment properties and
businesses. Lucasfilm's motion-picture productions include five of the 20
biggest box-office hits of all time and have received 19 Oscars and 53
Academy Award nominations. Lucasfilm's television projects have won 12 Emmy
Awards. Lucasfilm Ltd. is headquartered in Marin County, Calif.
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CAPCOM releases STEEL BATTALION: LINE OF CONTACT

xbox live compatible for the ultimate online mech battle experience featuring
an astonishing 40 button controller

SUNNYVALE, Calif. -- February 26, 2004 ? Capcom, a worldwide leading
publisher and developer of innovative games, today announced the release of
Steel Battalion: Line of Contact, the next evolution in the battle-mech genre
exclusively for the Xbox(TM) video game system from Microsoft and is playable
only via Xbox(TM) Live. Based on the award-winning Steel Battalion
phenomenon, Steel Battalion: Line of Contact gives players the opportunity to
once again use the most elaborate controller interface ever created to
partake in futuristic military warfare. Ultra realistic visual effects and
mech battles in the first person perspective create the ultimate mechanized
military combat experience. Steel Battalion: Line of Contact is rated "T" for
teen audiences by the ESRB (Entertainment Software Rating Board) and is now
available, as well as the original Steel Battalion bundled with its unique
controller, at retailers across North America.

Steel Battalion: Line of Contact allows gamers to pilot more than 10 new
mechs over the course of the game while engaging in up to five on five online
combat. Through Xbox Live, players must collaborate with other team members
to accomplish objectives, scramble for battle power points by destroying
enemy aircrafts or capturing enemy strongholds to declare victory over
adversaries. Additionally, they can search for rare VT's hidden throughout
the game. Two modes of gameplay each with their own sub mode will keep
players locked into their VT's for hours on end.

The award-winning 40-button controller was designed to completely maximize
the gaming experience and immerse the player into the role of a Vertical Tank
pilot. With trigger buttons to fire weapons; foot pedals to accelerate, boost
and brake; levers to shift gears and move left to right, gamers must utilize
the full potential of their VT's abilities in order to survive on the
battlefield. Mastering the controls of this tactical vehicle will allow
players to feel as if the VT is part of their own body.

Steel Battalion: Line of Contact boasts the following features:

More intense mission objectives than the original.
Online gameplay only via Xbox Live:

o Partake in the biggest online mech melee, as two opposing teams of up to
five players clash on the virtual battlefield.

o In Steel Battalion: Line of Contact, collaborating with teammates will be a
key part of accomplishing mission objectives all the while improving your
personal combat skills

o Search for rare VT's hidden throughout the game.
o Use the Xbox Communicator to chat and trade items with other players
o Intercept enemy communication by using a peeping sphere, equipped on
special reconnaissance VTs. With this gear, players can lock-on to an enemy's
communication to eavesdrop.

Two modes of gameplay each with their own sub mode:

o Campaign Mode - The main gameplay of Steel Battalion: Line of Contact. Up
to 10 players can battle against each other using Xbox Live.

S* Conquest Mode - Scramble for battle power points by annihilating enemy
machines and capturing enemy bases.

o Free Mission Mode - Conditions are waived so that players can enjoy
unrestricted battle.

S* Battle Royale Mode- In this mode, it's every man or woman for themselves
and the last person standing wins.
S* Capture The Container Mode - Similar to capture the flag, both armies
scramble for each others' containers that are located at each respective
base.

Control your VT with the exclusive 40-button simulation controller designed
and produced for Steel Battalion.
Steel Battalion: Line of Contact will make full use of the Xbox hardware in
order to create ultra realistic visual effects and realistic mech battles.

More than 10 new massive Vertical Tank (VT) models to control.
Create and customize emblems to personalize VTs.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in North America, Japan, Europe and Australia.

About Xbox Live
Xbox Live is the first comprehensive, online gaming arena fully dedicated to
fast-action broadband gaming experiences. Xbox Live will allow gamers to play
multiplayer Xbox games with other gamers everywhere via a high-speed Internet
connection. With a built-in hard drive and Ethernet port, the Xbox console
was built from the ground up to be an online gaming system. Xbox Live will
enable all gamers to find and play with their friends easily, talk to other
players during game play through the Xbox Communicator headset, and download
current statistics, new levels and characters to their Xbox hard drive.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. Microsoft, Xbox and the Xbox Logos are either registered
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other
countries and are used under license from Microsoft. All rights reserved. All
other marks are the property of their respective holders.
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Colin McRae Rally 04 Races onto Retail Shelves
Colin McRae Rally 04 Now Available on Xbox(R) Nationwide

New York, NY - March 4, 2004 - Codemasters, a global interactive
entertainment software publisher, announced today that its internationally
acclaimed rally game, Colin McRae Rally 04, has shipped to North American
retail outlets for the Xbox(R) video game system from Microsoft. The title is
available at a suggested retail price of $19.99.

Rally racing is back with more action than ever in the latest installment of
the award-winning series. Improved physics and car handling combined with new
championships, custom rallies, new single and multiplayer gaming modes, and
unique car part testing result in an intense and realistic racing experience.
"The demand for the latest installment of our Colin McRae series is
unprecedented. Both the retail and gaming community are excited that a game
of this quality is available at such a competitive price point," said Steven
Lux, Senior Vice President of Marketing, Codemasters. "Codemasters continues
to deliver the most superior and realistic racing games to our fans."

Colin McRae Rally 04 offers up more than 20 vehicles constructed in stunning
detail including Mitsubishi EVO 7, Subaru Impreza and Citroen Xsara,
alongside classic rally cars. An advanced visual engine creates dramatic
replays in jaw-dropping detail.

Additional game features include:
* 48 tracks and 4 shakedown stages through 8 countries including the U.S.,
UK, Australia and Japan.
* Player can compete in a full rally season or specialize in a 4 or 2 wheel
drive championship.
* New Expert Championship Mode demands the best performance from the most
die-hard rally fan with its tough damage settings and ultra-competitive AI
drivers.
* Car part testing helps the player acquire new technology increasing the
chance of success.
* Stages and Rally modes allow the player to race against the clock or go
multiplayer with split screen play with up to four players. Saved runs can be
seen on the stage as a ghost car.
* Create a Custom Rally with favorite or themed stages that can be compiled,
saved and played at any time.
* Players can compete for best stage times and upload their times online
using Xbox Live.

For all the latest screens and movies and to join petrol-heads on the game's
forums, visit the website at www.codemasters.com/colinmcrae04

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and TOCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

ABOUT Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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ACTIVISION, INC.'S ACCLAIMED TENCHU(R) SERIES STRIKES AGAIN WITH TENCHU(R):
RETURN FROM DARKNESS(tm)

Santa Monica, CA - March 9, 2004 - Activision, Inc's (Nasdaq: ATVI) Tenchu
stealth ninja series is back with Tenchu: Return from Darkness on the Xbox
videogame system from Microsoft. Based on the best-selling Tenchu: Wrath of
Heaven, Tenchu: Return From Darkness brings the acclaimed series to Xbox
gamers with several new enhancements including Xbox Live gameplay featuring
two-player cooperative stealth ninja action and online death match with 20
playable characters across six maps. Tenchu: Return From Darkness has been
rated "M" ("Mature" - intense violence, blood and gore - content suitable for
persons ages 17 and older) by the ESRB and is available for $49.99 at North
American retail outlets.

"Tenchu: Return From Darkness gives Xbox gamers the most authentic ninja
stealth action adventure available on the platform," states Takehisa Abe,
general manager, Activision Japan. "The addition of Xbox Live cooperative
gameplay offers players a truly unique gaming experience."

The game features several new enhancements such as re-tuned enemy
intelligence and placement, the ability to drag and hide dead bodies, an
interactive training mode, restart and continue functions, new unlockable
abilities such as wall camouflage and the Grand Master "viper drink," new
bosses and two new single player maps - a Samurai mansion and three-story
pagoda.

Developed by K2, Ltd. in conjunction with Prosoft Corp., Tenchu: Return From
Darkness is set one year after the original Tenchu and players must assume
the role of ninjas Rikimaru, Ayame or the mysterious Tesshu, an unlockable
assassin, as they battle the evil Tenrai and his six lords of darkness. The
game's authentic features, realistic lighting and weather effects, breakable
items and character animations allows players the experience of being a real
ninja in 16th century Feudal Japan.


BradyGames' Tenchu(R): Return from Darkness(tm) Official Strategy Guide is
available at electronics, book, and software retailers nationwide, and online
at bradygames.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

Xbox is a registered trademark in the United States and/or other countries.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $864
million for the fiscal year ended March 31, 2003.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2003, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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THE MYSTERY IS FINALLY REVEALED! BREAKDOWN SHIPS TO RETAIL OUTLETS
NATIONWIDE!

Unique First-Person Fighter/Shooter Now Available Exclusively For Microsoft
Xbox(R)

San Jose, Ca., (March 16, 2003) - Leading video games publisher and developer
Namco Hometek Inc. announced today that its unique first-person
action/shooter, Breakdown, has begun shipping to retail outlets nationwide.
Developed for the Xbox(R) videogame system from Microsoft, Breakdown is rated
M for Mature and has an ESRP of $49.99.

Breakdown is a science-fiction thriller combining the advanced elements of
shooters and fighters into a unique and comprehensive first-person
action/adventure game. Breakdown delivers an intense storyline that is
revealed through its astonishing real-time rendered graphics, bringing an
unprecedented level of realism to the game play experience. The lethal
combination of fierce hand-to-hand and weapons-based combat allows players to
evolve past an army of mechanically enhanced super human warriors into
unsheltered territories. Mixing challenging puzzles, surreal dream sequences,
advanced A.I. and massively detailed environments, gamers can expect the
ultimate in an advanced fighting game system.

"An explosive first-person gaming experience, combining hand-to-hand combat,
state-of-the-art weaponry, a powerful story line and unbelievable graphics is
what Breakdown offers," said Rod Nakamoto, Executive Vice President of
Research and Development. "Breakdown takes mystery and uncertainty to the
next level. What more could a gamer want?"

In addition to a compelling scientific/conspiracy themed story line,
Breakdown features stunning, meticulous and immersive 3D environments.
Combining exploration, combat and puzzle solving all through a 1st-person
perspective, Breakdown blows away the competition and leaves players wanting
more. For more information about Breakdown, visit
http://www.project-breakdown.com/.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and Ace Combat(R). For more
information about Namco and its products log onto http://www.namco.com/.


###

BREAKDOWN & (C) 2003 NAMCO LTD., ALL RIGHTS RESERVED.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R) are the trademarks or registered trademarks of Namco Limited in
the United States and/or other countries.
Dead to Rights(R) is the registered trademark of Namco Hometek Inc. in the
United States and/or other countries.
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KONAMI SHIPS YU-GI-OH!(tm) THE DAWN OF DESTINY(tm) FOR XBOX(tm)

Top Selling Franchise Makes Debut on Xbox Video Game System

REDWOOD CITY, CALIF. - March 23, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc. today announced it
has shipped Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) for the Xbox(tm) video game
system from Microsoft(r), to retail outlets nationwide. Reaching a new
audience of gamers, Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) brings the
worldwide trading card game phenomenon to Xbox owners for the first time.

Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) features the highly popular trading
card game in a beautifully rendered 3D world. With more than 1,000 of the
latest Yu-Gi-Oh! cards, Yu-Gi-Oh! The Dawn of Destiny seamlessly integrates
the Yu-Gi-Oh! trading card game gameplay and rules with spectacular 3D
monster battles. Players can construct three different decks to implement
multiple dueling strategies for the ultimate card battle.

Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) also features new duel modes including
Link Duel Mode and Triple Duel Mode. Using the System Link Cable in the Link
Duel Mode, players can connect two Xbox consoles together allowing for
exciting head-to-head competition. For gamers looking for a bigger challenge,
players can test their skills against a three-duelist team in the Triple Duel
Mode. Players must defeat all three opponents in a row to win new cards to
add to their collection.

Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) will ship with three exclusive limited
edition official game cards, including Widespread Ruin, Dark Sage and the
Egyptian God Card, The Winged Dragon of Ra.

Yu-Gi-Oh!(tm) The Dawn of Destiny(tm) is rated E for Everyone by the
Entertainment Software Association and is available at retail outlets
nationwide for an SRP of $39.99.

To learn more about the Yu-Gi-Oh! games, please visit:
http://www.konami.com/usa

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/usa.

(c) 1996 KAZUKI TAKAHASHI
Konami and "The Dawn of Destiny" are trademarks or registered trademarks of
KONAMI CORPORATION. (c)2004 KONAMI CORPORATION. All rights reserved.

Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft.
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BUBBLE-BUSTING MAYHEM GOES ONLINE AS
MAJESCO ANNOUNCES 'ULTRA BUST-A-MOVE' FOR XBOX

Classic Puzzle Game Features Hundreds of New Puzzles
And Addictive Online Play Via Xbox(r) Live

EDISON, NJ, April XX, 2004 - Majesco Sales Inc., the sole operating
subsidiary of ConnectivCorp (OTC BB: CTTV.OB), today announced plans to
publish Ultra Bust-A-Move for the Xbox(r) video game system from Microsoft.
The latest version from the addictive, bubble-bursting video game franchise
features five new puzzle types, hundreds of puzzles and full Xbox(tm) Live
support, including head-to-head play.

"The highly addictive game play of Ultra Bust-A-Move has established this
franchise as a timeless classic and Majesco is pleased to bring the latest
incarnation to the Xbox," said Ken Gold, Vice President of Marketing for
Majesco. "With the opportunity for consumers to compete via Xbox Live and
with the addition of advanced features such as a 3D puzzle mode, both
long-time fans and newcomers to the franchise will enjoy the 2004 version."

In Ultra Bust-A-Move, players launch randomly colored balls from the bottom
of the field in an attempt to attach them to bubbles of the same color. Once
three bubbles of the same color are touching, they pop, causing all connected
bubbles to drop. Players keep going until all the bubbles are gone.

Additionally, Xbox Live features such as Friends List, Voice and Xbox Live
Aware will be supported. Players can also compete to be the top player
through Ultra Bust-A-Move's Xbox Live Ranking system.

Developed by Taito, Ultra Bust-A-Move is scheduled to ship in the fall.

For additional information regarding Majesco's entire lineup of games, please
visit the website at www.majescogames.com.

About Majesco

Established in 1986 and headquartered in Edison, NJ, with offices in the
United Kingdom, Majesco (OTC BB: MJSH) is a leading international developer,
publisher and distributor of interactive entertainment products for the
Xbox(r) video game system from Microsoft, Sony PlayStation(r)2 computer
entertainment system, and Nintendo GameCube(tm) and Game Boy(r) Advance
systems, as well as the personal computer. The Company's 2004 lineup includes
the critically acclaimed Advent Rising, the first in a trilogy of
action/adventure games; BloodRayne 2, the sequel to its popular action/horror
series, as well as the launch of its Game Boy(r) Advance Video product line,
which utilizes the Company's proprietary video compression technology to
enable consumers to view commercial-grade video on a standard Nintendo Game
Boy Advance system. Majesco can be found online at www.majescogames.com.

Safe Harbor

Certain statements contained herein are "forward-looking statements" within
the meaning of the Private Securities Litigation Reform Act of 1995, Section
27A of the Securities Act of 1933, as amended, and Section 21E of the
Securities Exchange Act of 1934, as amended. These forward looking statements
may be identified by reference to a future period(s) or by the use of
forward-looking terminology, such as "may," "will," "intend," "should,"
"expect," "anticipate," "estimate" or "continue" or the negatives thereof or
other comparable terminology. The Company's actual results could differ
materially from those anticipated in such forward-looking statements due to a
variety of factors. These factors include but are not limited to, the demand
for our products; competitive factors in the businesses in which we compete;
continued consumer acceptance of the gaming platforms on which our products
operate and our products; fulfillment of orders preliminarily made by
customers; adverse changes in the securities markets and the availability of
and costs associated with sources of liquidity; changes in national, regional
or local business conditions or economic environments; government fiscal and
monetary policies; and legislative or regulatory changes that affect our
business. The Company does not undertake, and specifically disclaims any
obligation, to release publicly the results of any revisions that may be made
to any forward-looking statements to reflect the occurrence of anticipated or
unanticipated events or circumstances after the date of such statements.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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COLIN MCRAE GETS HIS DRIVE OF THE YEAR
IN CODEMASTERS' COLIN MCRAE RALLY 2005

Coming in fall 2004, complete with online play for Xbox

New York, NY (April 29, 2004) - Rally King, Colin McRae gets his drive of the
year as Codemasters today confirmed that Colin McRae Rally 2005, the latest
addition to the leading rally video game series, is in development and will
launch this fall for the Xbox video game system from Microsoft.

Set to be revealed at the upcoming 2004 E3 Expo, May 12-14 in Los Angeles,
Colin McRae Rally 2005 takes the series forward with a massive multi-event
Career Challenge, and new online head-to-head rallying, for up to 8 players,
on Xbox Live.

The all-new Career Challenge is the steering wheel-gripping heart of Colin
McRae Rally 2005. Players will hurtle through over 20 different classes of
rally events including Challenges, Cups, SuperCups, Shields and
Championships, earning the right to compete against the very best.

Offering real progression and the most diverse selection of rally cars to
choose from, drivers will be pummeled through a staggering 300+ stages
driving cars from 4-wheel drive, 2-wheel drive, 4-wheel Classics, Super
2-wheel, Rear Wheel, Distinctive and 4x4 classics. Beyond the Career
Challenge, there is even more adrenaline-fuelled rally gaming with the
title's 4WD Championship, Rally, Stages and Online gaming modes.

Just when drivers thought a McRae game couldn't offer more detail or visual
splendor, the game's development team is cramming it in: the new hood-cam and
an improved chase cam gives a real sensation of speed and undulation.
Enhanced damage and scenery visuals include new individual damage models for
every car. Should a driver crash into a tree, it'll shudder and even drop
leaves!

Colin McRae Rally 2005 Key Features:
* Colin McRae Rally 2005 takes the series online for up to 8 players on Xbox
Live with more cars, more stages, and new challenges.
* Players drive the most diverse selection of cars through new, non-linear
Career Challenge with over 20 individual rally events and over 300+ stages.
* 30+ featured cars include the Volkswagen Golf MK5, Toyota Celica GT-FOUR,
Lancia Stratos, Alfa Romeo 147 GTA, Alfetta GTV Turbodelta, Mitsubishi Lancer
Evo VIII, Peugeot 206, 205 T16 Evo2 and the distinctive VW Beetle RSi!
* 9 international locations (new German rally joins events through UK,
Sweden, USA, Finland, Australia, Spain, Greece, and Japan), in Rally game
mode, each with 8 stages. Large, animated spectator crowds cheer you on
through the stages.
* Incredible detail: An individual damage model for each car - right down to
paintwork scrapes and a 'dazed' visual effect as you recover from a crash!

With its perfect car handling, superbly designed stages, and progressive
events, Colin McRae Rally 2005 is set to be the most complete and rewarding
rally experience when it launches this fall.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

ABOUT Xbox
Xbox (http://www.xbox.com <http://www.xbox.com/> ) is the video game system
from Microsoft that brings people together for the most exhilarating game and
entertainment experiences. Xbox delivers an expansive collection of
breakthrough games, powerful hardware and the unified Xbox Live online
service. The new tagline, "it's good to play together," captures the spirit
of Xbox as the social hub of the new digital entertainment lifestyle. Xbox is
now available in North America, Asia, Europe and Australia.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ATARI'S SHADOW OPS: RED MERCURY FOR XBOX EARNS THX GAMES CERTIFICATION

Hollywood Blockbuster-Style First-Person Action Game To Boast Certified Sound
and Visuals Similar To Hollywood Feature Films

LOS ANGELES - May 13, 2004 - Atari's upcoming military blockbuster, Shadow
Ops: Red Mercury, the highly anticipated cinematic first-person action game
for the Xbox video game system from Microsoft, has earned the coveted THX
Certified Game status. THX ensures that the game has the potential to deliver
the immersive and compelling audio and video experience typically found in
blockbuster Hollywood films. Shadow Ops: Red Mercury will be available June
22 and will offer players a gripping action movie-style experience through
its unprecedented Hollywood production values and ground-breaking sound and
visual effects.

The THX Certified Game program, launched in September 2003, provides game
publishers optimization of the development environments that were used to
produce Shadow Ops: Red Mercury. These capabilities leverage the cinema
design and film post-production experience of THX and provided the Shadow
Ops: Red Mercury sound designers and visual artists a means to push the
limits of interactive content creation. In addition, THX expertise in
audio/visual playback provided a level of consistency across all elements of
the game that were created in different studio locations, ensuring the
artistic vision of the production team was maintained throughout its
development.

"Video games like Shadow Ops: Red Mercury are moving closer to Hollywood
blockbusters, incorporating 5.1 surround soundtracks and visual effects that
match the realism of feature films," said Mark Tuffy, director of advanced
technology at THX. "We are thrilled to work with Atari to help its team of
developers create a truly groundbreaking game experience. This partnership
reinforces the commitment of THX to innovation that raises the production
standards for game development."

'Working closely with THX to deliver the most realistic and impactful audio
and video experience is another example of how Atari is continually blurring
the lines between games and films,' said Jean Philippe Agati, executive
producer, Atari. 'With a richly textured universe of sounds and emotional
depths, Shadow Ops will provide players with a new level of realism that will
change the way they play games.'

Set in the near future, Shadow Ops: Red Mercury will engulf players in the
world of an elite Delta Force operative. When a female Russian double-agent
discovers information on "Red Mercury" -- a secret substance that can be used
as a nuclear accelerant - players must travel the globe from the Middle East
to the African Congo to the battlefields of Eastern Europe to find and
control Red Mercury before terrorist organizations can use the device for
mass destruction.

For more information on Shadow Ops: Red Mercury, please visit the game's
official Web site at www.shadowopsgame.com.

About THX Ltd.
Founded in 1983 by George Lucas, THX Ltd. provides technologies,
certification programs, and quality assurance standards to ensure the
integrity of sound and visual content throughout the evolving digital
production chain-from content creation through presentation. THX
Certification is considered a mark of excellence in the presentation
technology industry, offering consumers a promise that the cinemas they visit
and the products they purchase have been evaluated and tested to meet the
highest standards for picture and sound performance. For licensees,
affiliation with THX is a powerful tool to drive sales and increase market
share. A privately held company, THX is headquartered in San Rafael, Calif.
Its Digital Works office, offering quality assurance, DVD mastering and
post-production services, is based in Burbank. For more information, visit
www.thx.com.

Editor's Note
THX Certified Games do not require users to purchase special audio playback
equipment to receive an improved game play experience. However, gamers who
have home theatre or PC multi-media systems with surround sound capabilities
and/or THX Certified components will enjoy a more immersive picture and sound
presentation.

THX is a trademark of THX Ltd. which may be registered in some jurisdictions.
All rights reserved.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive(R), Unreal(R) Tournament 2003, and Unreal(R)
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization(R), Dragon
Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

# # #

 ------------
Category 30,  Topic 3
Message 131        Wed May 19, 2004
KGAGNE [Ken]                 at 10:01 PDT

ATARI'S FORGOTTEN REALMS: DEMON STONE COMING TO XBOX
Creators of The Lord of the Rings: The Two Towers to Bring Popular Dungeons &
Dragons World to Xbox

LOS ANGELES - May 19, 2004 - Atari and Stormfront Studios, under license from
Hasbro, Inc., have announced plans to develop Forgotten Realms(R): Demon
Stone, an action adventure game set in the popular Dungeons & Dragons(R)
world created by Wizards of the Coast. Designed by Stormfront Studios,
creators of The Lord of the Rings: The Two Towers, and originally in
development for the PlayStation(R)2 computer entertainment system, Demon
Stone will now be available for the Xbox(R) videogame system from Microsoft
this fall.

Featuring a storyline developed by New York Times best-selling author R.A.
Salvatore, Demon Stone will also feature the extraordinary talents of actors
Patrick Stewart and Michael Clarke Duncan, who will lend their voices to two
prominent roles in the video game. Demon Stone, which is scheduled for
release in Fall 2004, is set in the popular Dungeons & Dragons(R) world
created by Wizards of the Coast. Demon Stone is being developed by Stormfront
Studios, creators of The Lord of the Rings: The Two Towers.

Demon Stone's intense, cinematic action is set entirely within the visually
stunning Forgotten Realms fantasy world. Familiar characters, such as the
famous drow Drizzt Do'Urden and the legendary mage Khelban "Blackstaff"
Arunsun; terrifying monsters, including Dragons, Orcs, Slaadi, Yuan-Ti and
Trolls; as well as geographical locations straight from the popular D&D
campaign setting will make appearances and serve as backdrops throughout the
game. The story of Demon Stone revolves around the adventuring party's
unwitting intrusion into an age-old conflict between two warring demonic
armies; one led by a Githyanki Princess and, the other, a Slaad Lord. After
inadvertently releasing both demons back upon the world after eons of
imprisonment, it becomes the adventurer's quest to right their wrong and
restore order to the world of Faerun.

In Demon Stone, the player directs a party of three characters - Fighter,
Sorcerer and Rogue. The player controls one party member at a time --
switching between them on the fly -- while the other party members are
controlled by the engine's sophisticated artificial intelligence. For
example, when the player controls the Fighter, the Sorcerer and Rogue will
continue to engage in combat, cast spells and assist the player in defeating
all challengers. In many situations, the characters will be able to divide
and conquer difficult objectives - while the Fighter holds back a horde of
Yuan-Ti snakemen with brute force, the Sorcerer supports him with devastating
ranged magic while the Rogue sneaks above and behind them for a coup de
grace. The player participates seamlessly in each critical moment as they are
cinematically switched from one perspective to another.

Demon Stone will utilize an extensive fighting system which is both easy to
learn and visually stunning. Characters will perform amazing attacks and
feats at the simple touch of a button, but the system has sophisticated
features for advanced players who want to tailor their attacks to maximize
their damage in specific situations. Unique special attacks, combinations,
linked combos, super attacks and even group super attacks allow advanced
players to excel against their most fearsome foes.

In addition, Demon Stone will allow players to upgrade their characters with
a branching path of new feats and combos as they gain experience and levels.
Each character will feature a number of unique abilities, such as the
Fighter's combat skills and strength, the Rogue's stealth and lock picking
abilities and the Sorcerer's plethora of new spells. For example, when
upgrading the Fighter, the player might have the choice of upgrading his
Strength, his Melee Skill or his Hand-to-Hand skill. Within those choices,
there will be other dependencies, such as the requirement to earn Power
Attack before Cleave can be acquired.

Demon Stone is scheduled for release in the fall of 2004.

About Stormfront Studios
Stormfront Studios develops top quality, award-winning entertainment products
for PlayStation 2, Xbox, PC, and interactive TV, producing both AAA-quality
originals and high-profile licensed titles for clients including Atari,
Electronic Arts, Microsoft, Sony and AOL. The company's most recent hit is
The Lord of the Rings: The Two Towers (PlayStation 2 & Xbox, developed for
EA, based on the Peter Jackson Film from New Line Cinema), which has sold
over 3.5 million copies worldwide. Founded in 1988, Stormfront has been named
to the Inc. 500 list of entrepreneurial companies three times, and the
company owns all of the engines and technology in its games. The company is
based in San Rafael, California, and is privately held. For more information,
visit www.stormfront.com.

About Wizards of the Coast
Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. (NYSE:HAS), is a
worldwide leader in the trading card game and tabletop roleplaying game
categories, and a leading developer and publisher of game-based entertainment
products. The company holds an exclusive patent on trading card games and
their method of play (TCGs) and produces one of the world's best-selling
TCGs, Magic: The Gathering(R), as well as the celebrated Dungeons &
Dragons(R) roleplaying game. Publisher of adventure games, family card and
board games, and electronic media products, Wizards of the Coast is also one
of the world's premier book publishers of fantasy series fiction whose novels
have made numerous appearances on The New York Times best-seller list and
have sold millions of copies worldwide. For more information, visit the
Wizards of the Coast website at wizards.com.

About Hasbro, Inc.
Hasbro (NYSE:HAS) is a worldwide leader in children's and family leisure time
entertainment products and services, including the design, manufacture and
marketing of games and toys ranging from traditional to high-tech. Both
internationally and in the U.S., its PLAYSKOOL, TONKA, MILTON BRADLEY, PARKER
BROTHERS, TIGER, and WIZARDS OF THE COAST brands and products provide the
highest quality and most recognizable play experiences in the world.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as Driver, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive(R), Unreal(R) Tournament 2004, and Unreal(R)
Championship; and mass-market and childrens games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization(R), Dragon
Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

Forgotten Realms, Demon Stone, Dungeons & Dragons, Neverwinter Nights, Drizzt
Do'Urden and Magic the Gathering are trademarks of Wizards of the Coast in
the USA and other countries.
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SNK NEOGEO USA CONSUMER CORPORATION Proudly Announces
SNK VS CAPCOM: SVC CHAOS LIVE for Xbox.

Full Xbox Live Support for First Home Version of Hit Arcade Fighter

WALL, NJ. - May 19, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the
company will publish the first home version of the hit arcade title, SNK VS
CAPCOM: SVC CHAOS, exclusively for the Xbox(R) video game system from
Microsoft. SVC CHAOS fully supports Xbox(TM) Live, so consumers can take on
opponents around the neighborhood or across the country in the ultimate
online battle for survival.

SVC CHAOS features 36 famous fighters including 17 SNK playable characters,
17 Capcom playable characters, and 2 Secret Bosses. SVC CHAOS has also added
bonus characters from some of the very best 2D fighting games ever made,
including THE KING OF FIGHTERS, FATAL FURY, and SAMURAI SHODOWN and Street
Fighter. Exclusive to this game are special characters such as Capcom's Mega
Man and Red Arremer, and SNK's Shiki and Athena.

"For fans of arcade fighting games, SVC CHAOS is the ultimate dream match,"
said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION President. "Now players
can bring the arcade home and test their fighting skills against anyone in
the world."

SVC CHAOS PRODUCT FEATURES:

* Choose famous characters such as Mega Man, Shiki or Athena.
* A total of 34 characters from SNK and CAPCOM are playable from the
beginning.
* 2 secret boss characters are available if certain conditions are met.
* Multiple modes of play including Arcade, Versus and Practice.
* Utilize the special or super special moves unique to each character.
* Max out the 3 levels of the power gauge to increase effectiveness of the
special moves.
* Strategically adjust the timing of your attacks by using the Forward Ground
Step move.
* Go beyond the Super Special move with the exclusive Exceed Move to inflict
massive damage.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

"SNK VS. CAPCOM SVC CHAOS" is manufactured and distributed by SNK PLAYMORE
CORPORATION under license from Capcom Co. Ltd.

CAPCOM is a registered trademark of Capcom Co. Ltd.

(C)SNK PLAYMORE 2003 (C)CAPCOM CO.,LTD. 2003 ALL RIGHTS RESERVED.
SNK is a registered trademark of SNK PLAYMORE Corporation.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SNK NEOGEO USA CONSUMER CORPORATION Ships
METAL SLUG 3 for Xbox

First Home Version of Hit Arcade Game Supports Xbox Live Leaderboard

WALL, NJ. - May 25, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the
company has shipped the first home version of the hit arcade title METAL SLUG
3 for the Xbox(R) video game system from Microsoft. METAL SLUG 3 will support
the Xbox(TM) Live leaderboards and is exclusively for the Xbox in North
America.

In addition to everything that made the arcade original a worldwide hit, the
Xbox version of METAL SLUG 3 will have some brand new features and original
missions accessible once you've cleared certain conditions. Players can
choose from over 10 new slug vehicles exclusive to METAL SLUG 3, including
the Slug Copter and the very unusual Elephant Slug, which comes complete with
a trunk-spray weapon. METAL SLUG 3 features stunning hand drawn animation,
detailed backgrounds, and massive bosses and explosions.

Leading gaming site GameSpot raves, "The mighty METAL SLUG 3 is a
white-knuckled offering set to evangelize the virtues of 2D in a big way on
Microsoft's powerful console...It is shaping up to be an outstanding shooter
for the Xbox." Yahoo! Games Domain proclaims, "Based on our play experience,
the final game may go down in history as one of the most enjoyable
run-and-gun affairs ever." Adds Official Xbox Magazine, "Considered to be the
best installment in the long-running series...METAL SLUG 3 doesn't hold
anything back in the way it plays, looks, or handles...This is amazingly
addictive stuff." Xbox Nation sums up, "METAL SLUG is simple, expertly
refined 2D action...it might be called the ultimate gamer's game."

"We're delighted with the fantastic response METAL SLUG 3 has received from
the press," said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION President.
"The METAL SLUG franchise has always been a consumer favorite, and now fans
can see exactly how they stack up against everyone else on its Xbox Live
Leaderboard."

METAL SLUG 3 features includes:
* 5 challenging stages and a wide array of unique enemies
* Fight off huge crab-like creatures and large locusts on a deserted island
in the South Seas
* Release the souls of zombies emerging from a plane crash in snow-covered
mountains
* Dive into a battle against submarines and frogmen guarding an underwater
bio-weapons factory
* Battle evil forces in the blazing South American desert
* Journey into outer space to encounter Morden at his stronghold
* Take alternate routes and explore exciting new stages with Crossroad
Entrances on each level
* Attack vehicles include the METAL SLUG, Camel Slug, Rebel Armor, Slug
Mariner, Ostrich Slug, and more. Find all 10 models for increased firepower
and defensive capabilities.
* Cool weapons include handguns, power-up guns, grenades, cannons, and more!

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.
About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Galleon(TM) prepares to set sail for North America, arriving exclusively on
the Xbox(R) video game system from Microsoft in the fall of 2004.

From the creator of Lara Croft(TM) comes an epic tale of action, adventure,
romance and mystery.

Irvine, CA (June 4, 2004) - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, announced today its plans to publish Galleon, a
thrilling 3rd-person action-adventure game for the Microsoft Xbox(TM), in
North America. Available in the fall of 2004, Galleon features an epic tale
of heart-pounding adventure, dangerous romance, and nail-biting suspense from
the creator of Lara Croft(TM).

"Galleon is one of the few games in the Xbox library that has everything a
gamer could wish for: a huge world to explore, gigantic bosses, challenging
puzzles, amazing acrobatics and above all, Kung Fu," said Gail Salamanca,
Marketing Manager, Atlus U.S.A., Inc. "Add to that fully-voiced dialogue and
an epic 40-hour adventure across both land and the high seas, and you'll see
why Galleon is the one game you won't want to miss this year."

About Galleon:
Galleon introduces the swashbuckling captain Rhama Sabrier, a new type of
action hero - tall, dark, handsome, and highly skilled in martial arts. He is
quick-witted and an obvious hit with the ladies. Journey with Rhama on his
epic quest to unlock the mystery of an enchanted ship and discover the source
incredible powers - before a treacherous enemy does. As the story unfolds,
Rhama must rely on more than just his charm and wit, fending off fiendish
adversaries - from mercenaries to 250 ft. monsters - using swords, pistols
and his martial arts skills. Along the way, Rhama will meet up with two
intriguing and very different young women - whose assistance will be
necessary to progress through the game.
Features:

Brought to you courtesy of Toby Gard, creator of Lara Croft(TM) and lead
designer for the original Tomb Raider(TM).

A richly-crafted, immersive story unfolds through hours of action,
exploration and puzzle-solving.

Traverse a beautiful, completely original world spanning six massive island
locations, with expansive indoor and outdoor environments.

Gorgeous stylized art, fluid animations and intuitive controls provide a
rewarding experience for gamers of all skill levels.

Perform super-cool moves such as back-flipping off of a ledge and landing on
a jagged rock point the size of a pinhead, scaling a sheer cavern wall, or
landing a spinning Kung-Fu kick on a gang of encroaching enemies.

Use the special abilities of your crew members - including the mystical
powers of Faith and the martial arts talents of Mihoko - to overcome the
diverse challenges that await you.

###

Galleon has not yet been rated by the ESRB. For more information, visit the
official Galleon website at http://www.galleon-game.com. For more information
about Atlus U.S.A., Inc. visit www.atlus.com.

Galleon (C) 2004 SCi Games Limited, developed by Confounding Factor Limited.
Licensed to and published by Atlus USA. Galleon and SCi are trademarks of SCi
Games Ltd. Xbox is a trademark of Microsoft Corporation in the United States
and/or other countries. All other trademarks and trade names belong to their
respective holders and are used with permission. All rights reserved.

About Atlus U.S.A., Inc.
Atlus U.S.A., Inc. is a publisher of challenging and engaging video games for
a variety of platforms including Microsoft's Xbox and Sony's PlayStation 2.
Atlus is best known for releasing unique RPGs and Strategy RPGs such as Ogre
Battle, Tactics Ogre, Disgaea, Wizardry, and Persona, among other hit titles.

About SCi Entertainment Group Plc
SCi Entertainment Group Plc is one of the UK's leading publishers of computer
video games, with a unique strategy, a valuable portfolio of intellectual
property and a track record of chart success with titles such as Carmageddon,
Thunderbirds, The Italian Job, The Great Escape, Futurama and Conflict:
Desert Storm I & II. SCi has recently acquired the rights to develop games
based on Reservoir Dogs. www.sci.co.uk
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ATARI SHIPS SHADOW OPS: RED MERCURY FOR XBOX

Hollywood Blockbuster-Style First-Person Action Game Now Available
At Retail Stores Worldwide

LOS ANGELES - June 16, 2004 - Atari has shipped Shadow Ops: Red Mercury, the
highly anticipated cinematic first-person action game for the Xbox video game
system from Microsoft, to retail stores worldwide this week. Shadow Ops: Red
Mercury offers players a gripping movie-style experience through its
unprecedented Hollywood production values, intense action and ground-breaking
sound and visual effects.

"Gamers will feel like they are saving the world in the latest big-budget
blockbuster action film from the first moment their combat boots hit the
ground in Shadow Ops: Red Mercury," said Wim Stocks, Executive Vice
President, Sales and Marketing for Atari. "With industry-leading sound
effects that include THX Game Certification for the best audio and visuals,
intense action from start to finish and an amazing storyline, the experience
of playing this game is more like sitting in a top-end theater than sitting
at home. Shadow Ops: Red Mercury completely immerses gamers in the cinematic
feel and gripping Hollywood-style action of the game."

In the game, the player fills the battle-ready combat boots of Frank Hayden,
a special forces operative hand-picked to track down and destroy the stolen
'Red Mercury,' a secret substance of unspeakable power that threatens the
world with nuclear annihilation. The player will face off against
blood-thirsty terrorists, renegade military forces and highly trained enemy
special forces in a last ditch desperation mission to prevent the ultimate
terror from reaching the world's greatest cities.

Developer Zombie, Inc. partnered with AAA Hollywood talent for sound effects,
script writing and music to make Shadow Ops: Red Mercury the most cinematic
action game ever created, essentially blurring the line between Hollywood
summer blockbuster films and interactive entertainment.

The game's groundbreaking features include:
-- More than 25 hard-hitting single-player missions that span the globe
across heat-scorched villages in the Middle East, bombed out cities in
Chechnya, lush jungle guerrilla encampments in Congo and frozen vistas and
secret underground military installations in Kazakhstan
-- Hyper-intense split-screen cooperative mode through 10 unique missions
designed specifically for tag-team play
-- Xbox Live! and System Link competitive multiplayer modes that include
Deathmatch, Team Deathmatch, Capture the Flag and Escort the V.I.P. for up to
eight players
-- Immersive directional sound for ultra-realistic combat situations created
by Soundelux, the Academy Award-winning sound studio best known for its work
on films such as 'Kill Bill,' 'Gladiator' and 'Black Hawk Down'
-- An all-original score created by Inon Zur, a renowned composer of
award-winning music for film, video games and television, that includes more
than an hour of sweeping interactive music that reacts to the player's
actions and changes for each location.
-- All music for the game was recorded by the Northwest Symphonia, providing
for a powerful performance and a more compelling audio experience.
-- The game has earned the coveted THX(R) Game Certification, indicative of
the immersive and compelling audio experience usually heard only in
blockbuster Hollywood films.
-- Writers Tag Mendillo and Ric Roman Waugh, renowned for work in films and
video games, wrote the entire script for the game, including all in game
cut-scenes and cinematics
-- Developer Zombie, Inc. traveled the world researching locations for the
game's levels, taking thousands of digital photos to create ultra-realistic
textures for game locations like the Congo, Kazakhstan, Syria, Chechnya and
more
-- Zombie, Inc. met with military consultants, including former special
forces members, to create realistic character motion and military movements
in the game; special forces members also provided motion capture animation
for the game's cinematics.
-- More than 30 minutes of movie-like cinematics were created by Attitude
Studios; cinematics were storyboarded and shot like a Hollywood film, using
dramatic angles and sweeping shots to further immerse the player in the
interactive blockbuster experience.
-- Shadow Ops: Red Mercury uses Epic Games' industry-leading Unreal(R) Engine
to accurately recreate the realistic and gritty look of the game's many
locations; the engine's power provides for eye-popping visuals, highly
realistic textures, dramatic special effects and blistering multiplayer
action.
Shadow Ops: Red Mercury is available this week worldwide with an estimated
retail cost of $49.95 and an ESRB rating of "T" for Teen. For more
information on Shadow Ops: Red Mercury, please visit the game's official Web
site at www.shadowopsgame.com.

About Atari
New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games for all
platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles include
hard-core, genre-defining games such as DRIV3R, Enter the Matrix, Neverwinter
Nights, Stuntman, Test Drive(R), Unreal(R) Tournament 2004, and Unreal(R)
Championship; and mass-market and children's games such as Backyard Sports,
Nickelodeon's Blue's Clues and Dora the Explorer, Civilization(R), Dragon
Ball Z(R) and RollerCoaster Tycoon(R). Atari, Inc. is a majority-owned
subsidiary of France-based Infogrames Entertainment SA (Euronext 5257), the
largest interactive games publisher in Europe. For more information, visit
www.atari.com.

THX is a trademark of THX Ltd. which may be registered in some jurisdictions.
All rights reserved.
Unreal is a registered trademark of Epic Games.

# # #
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ENLIGHT AND AMERICAN McGEE TO PUBLISH
TOP-SHELF TITLE FOR Q4 2004

Innovative Game Auteur Teams with Enlight Software for
Sci-Fi Action/Adventure in Scrapland

PARKVILLE, MD (June 29, 2004) - Enlight, a leading entertainment software
developer and publisher, announced today that it will publish Scrapland, with
executive producer and ground breaking game auteur American McGee. Developed
by Mercury Steam, Scrapland is a deeply immersive 3rd person 3D
action/adventure set in a bizarre robotic world made of scrap parts.
Scrapland is scheduled for release in Q4 2004 for the Xbox(R) video game
system from Microsoft and PC.

"We're very excited to have American on board as Executive Producer of
Scrapland," said Trevor Chan, Chief Executive Officer of Enlight. "The
robotic science fiction world that American is shaping with Mercury Steam is
as original as it is exciting."

As Executive Producer, McGee is injecting his unique creativity into the
character development and dialogue of Scrapland, and elevating the gameplay
into a true entertainment experience.

"I knew I wanted to be involved with this project the moment I met with
Mercury Steam and saw the game," said American Mcgee, Executive Producer for
Scrapland. "Scrapland has an extremely unique free-form style of play that
capitalizes on the success of games like GTA3, yet takes the action one step
further."

As D-Tritus, a robot assembled from junkyard parts, players will navigate the
dangerous robot-inhabited city of Chimera on the remote, scrap-planet known
as Scrapland. D-Tritus can engage his enemies on foot, in customizable
gunships, or even take over other robots to make use of their unique
abilities.

For additional information please visit http://www.scrapland.com

About Enlight

Enlight is one of the world's leading developers of entertainment software.
The company was founded in 1993, with a goal of creating games that are not
only entertaining, but of equal importance, enlightening. In 2003, Enlight
made its entry into the publishing arena, establishing Enlight Interactive
Inc., the US publishing arm of the Enlight group as well as consolidating
strategic partnerships with distributors all over the world. For more
information, visit the company's Web site at http://www.enlight.com.

About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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Atlus U.S.A., Inc. ships Galleon on the
Xbox(R) video game system from Microsoft to retailers nationwide

From the creator of Lara Croft(TM) comes an epic tale of action, adventure,
romance, evil and mystery.

Irvine, CA (August 3, 2004) - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, announced today that it has shipped, GALLEON a
unique 3rd person action adventure game on Microsoft Xbox(TM) featuring an
epic tale of action, adventure, romance, evil and mystery, from the creator
of Lara Croft(TM).

"Galleon is one of the few games in the Xbox library that has everything a
gamer could wish for; a huge world to explore, gigantic bosses, intense
puzzle-solving, amazing acrobatics and above all, Kung Fu," said Gail
Salamanca, Marketing Manager, Atlus U.S.A., Inc. "Add to that, fully voiced
dialogue and an epic 40 hour adventure filled with mystery and romance and
you'll see why Galleon is the one game you won't want to miss this year.

About Galleon:
GALLEON introduces the charming yet dangerous Rhama Sabrier, a new type of
action hero - tall, dark, handsome, and highly skilled in martial arts. He is
quick-witted and an obvious hit with the ladies. As the story begins we
journey with Rhama on his epic quest to unlock the mystery of an enchanted
ship, which holds the key to amazing powers. As the story unfolds, Rhama must
rely on more than just his charm and wit, fending off fiendish adversaries
from mercenaries to 250 ft monsters, using swords, pistols and his martial
arts skills. Along the way Rhama will meet up with two enticing and very
different women, whose specific abilities must be used effectively to
progress through the game.

Galleon Features:

Brought to you by the creator and lead designer of Lara Croft(TM) and the
original Tomb Raider(TM) - Toby Gard.

A richly crafted, immersive story unfolds through hours of action,
exploration and challenge.

Traverse a beautiful, completely original world spanning six massive island
locations, with expansive indoor and outdoor environments to explore.

Gorgeous stylised art, fluid animations and intuitive controls provide a
rewarding experience for all skill levels.

Perform super cool moves like back-flipping off a ledge and landing on a
pinhead, climbing up almost any surface and fighting like a Kung-Fu master.

Use the abilities of your crew members to conquer challenges - including the
mystical knowledge and powers of Faith and the martial arts prowess of Mihoko

###

Galleon has been "T" for Teen by the ESRB. For more information, visit the
official Galleon website at http://www.galleon-game.com. For more information
about Atlus U.S.A., Inc. visit www.atlus.com.
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Rally King's Prized Pickup
Featured in Colin McRae Rally 2005

New Video Available for Download

New York (August 12, 2004) - What Colin wants, Colin gets... After competing
in the Dakar Rally earlier this year, Colin McRae's request to have the
Nissan Pickup-Dakar 2004 simulated has been fulfilled: the 4x4, which won him
two stages of the endurance race, will be included as a special vehicle in
Colin McRae Rally 2005, available in late September for the Xbox(R) video
game system from Microsoft. A new video featuring the Nissan Pickup-Dakar is
available at www.codemasters.com/colinmcrae2005.

"Piloting the Nissan in the Dakar Rally was an incredible experience, and I
was keen to see it have a part in Colin McRae Rally 2005," says McRae "It's
an excellent vehicle to take out on the new game's different road surfaces
and makes for one of the most entertaining elements of my preparation for
next year's event."

Inexperienced drivers need not apply. The Nissan Pickup-Dakar 2004 will only
be available to players skilled enough to beat McRae himself in the game's
career mode, where gamers will hurtle through more than 20 different classes
of rally events including Challenges, Cups, SuperCups, Shields and
Championships, earning the right to compete against the very best.

The Nissan Pickup-Dakar 2004 is just one of over 30 featured cars in Colin
McRae Rally 2005, including the Toyota Celica GT-FOUR, Lancia Stratos, Alfa
Romeo 147 GTA, Alfetta GTV Turbodelta, Peugeot 206, Ford Fiesta Rallye
Concept, Subaru Impreza 44S WRX, MG 6R4 and from Mitsubishi the Lancer
Evolution VIII and Montero Evolution. There are also some unusual rally
drives to experience, including the 1967 Morris Mini Cooper S.

Colin McRae Rally 2005 Key Features:

* Colin McRae Rally 2005 takes the series online for up to 8 players on Xbox
Live with more cars, more stages, and new challenges.
* Players drive the most diverse selection of cars through new, non-linear
Career Challenge with more than 20 individual rally events and over 300
stages.
* Over 30 featured cars including the Volkswagen Golf MK5, Toyota Celica
GT-FOUR, Lancia Stratos, Alfa Romeo 147 GTA, Alfetta GTV Turbodelta,
Mitsubishi Lancer Evo VIII, Peugeot 206, 205 T16 Evo2 and the distinctive VW
Beetle RSi!
* 9 international locations (new German rally joins events through UK,
Sweden, USA, Finland, Australia, Spain, Greece, and Japan), in Rally game
mode, each with 8 stages. Large, animated spectator crowds cheer you on
through the stages.
* Incredible detail: An individual damage model for each car - right down to
paintwork scrapes and a 'dazed' visual effect as you recover from a crash!

With its perfect car handling, superbly designed stages, and progressive
events, Colin McRae Rally 2005 is set to be the most complete and rewarding
rally experience when it launches in late September.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com .

ABOUT Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

ABOUT Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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KONAMI TAKES ITS HIT MUSIC VIDEO GAME FRANCHISE ONLINE WITH KARAOKE
REVOLUTION FOR XBOX

Downloadable Song Packs and Exclusive Tunes Highlight the First Karaoke Game
for Xbox That Rates Player's Pitch and Rhythm

REDWOOD CITY, CALIF. - August 20, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Time Magazine's 2003 Game of the Year, Karaoke Revolution, will ship
this November for the Xbox(R) video game system from Microsoft. The first
karaoke video game for the Xbox to include a vocal analyzer that measures the
pitch and rhythm of a player's voice, Karaoke Revolution will feature more
than 45 songs, including chart-topping hits like "Billie Jean", "Like a
Virgin", and "Celebration", as well as 10 classic Motown hits from the
original artists' recordings -- exclusive to the Xbox. Gamers can also
download new music and create friends lists via Xbox Live support.

Available as a standalone game (compatible with the Xbox Live communicator
headset and Xbox Music Mixer microphone) or bundled with a specially designed
Konami-branded Xbox microphone from Logitech(R), Karaoke Revolution utilizes
proprietary voice recognition technology to judge players on how well they
hit and hold the notes in each song. Thanks to adjustable difficulty levels,
gamers of all ages and levels of ability can sing along with Karaoke
Revolution's catalog of more than 45 songs, including karaoke favorites,
rock, pop, dance and R&B songs made popular by such artists as R.E.M, Avril
Lavigne, Nickelback, Barenaked Ladies, and Michelle Branch, as well as
original Motown recordings. Adding to the excitement will be dynamic in-game
crowds that react in real-time to a player's performance, getting on their
feet and cheering to a well-sung tune or booing at a cascade of sour notes.

The ultimate party video game, Karaoke Revolution features a number of
exciting single and multi-player modes that support up to eight other
aspiring pop stars. Showtime Mode lets players climb from the clubs to the
ultimate arena, while Arcade Mode and Karaoke Mode let you sing and compete
alone or with friends. In addition, downloadable song packs, several
customizable characters and multiple venues make it even more fun to step up
to the mic!

Karaoke Revolution is developed by leading music video game creator Harmonix
Music Systems (http://www.harmonixmusic.com <http://www.harmonixmusic.com/>
<http://www.harmonixmusic.com/> ). Karaoke Revolution for Xbox is scheduled
to ship in November 2004. For more information on the game, please visit:
http://www.konami.com/karaokerevolution/

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

KONAMI(R) and Karaoke Revolution are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2004 KONAMI. Developed by Harmonix Music
System. Harmonix is a registered trademark of Harmonix Music Systems, Inc.
"PlayStation" and the "PS" Family are registered trademarks of Sony Computer
Entertainment Inc.
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Colin McRae Rally 2005 Tears into Stores

Latest Installment in Popular Rally Series Now Shipping for Xbox(R)

New York (Sept. 28, 2004) - Codemasters, a leading global publisher of
interactive entertainment, announced today that its internationally acclaimed
rally game, Colin McRae Rally 2005, has shipped to North American retail
outlets for the Xbox(R) video game system from Microsoft. A PC version of the
title will be available in October.

"Just when players thought the Colin series couldn't get any better,
Codemasters has taken the rally racing genre to the next level," said Marc
Bennett, Codemasters North American President. "With 8 player head-to-head
online racing, all-new Career mode and stunning graphics, Colin McRae Rally
2005 is set to give rally fans the ultimate racing experience."

The Career Challenge hurtles players through a full professional rally
career, driving the most diverse selection of rally cars available in one
game. Drivers will tear through more than 20 different classes of rally
events including Challenges, Cups, SuperCups, Shields and Championships,
earning the right to compete against the very best.

An enhanced physics engine powers individual damage models for each car and
stunning visual effects provide the ultimate in realism.

Colin McRae Rally 2005 is rated E for Everyone by the Entertainment Software
Ratings Board and carries a suggested retail price of $29.99. For more
information about the game visit the Colin McRae Rally 2005 web site at
www.codemasters.com/colinmcrae2005
<http://www.codemasters.com/colinmcrae2005>.

Colin McRae Rally 2005 Key Features:

* Colin McRae Rally 2005 takes the series online for up to 8 players on Xbox
Live with more cars, more stages, and new challenges
* Players drive the most diverse selection of cars through new, non-linear
Career Challenge with over 20 individual rally events and over 300 stages
* Over 30 featured cars include the Volkswagen Golf MK5, Toyota Celica
GT-FOUR, Lancia Stratos, Alfa Romeo 147 GTA, Alfetta GTV Turbodelta,
Mitsubishi Lancer Evo VIII, Peugeot 206, 205 T16 Evo2 and the distinctive VW
Beetle RSi
* 9 international locations including the U.S., U.K., Japan and the all-new
German rally, each with 8 stages
* Large, animated spectator crowds cheer you on through the stages
* Incredible detail: An individual damage model for each car - right down to
paintwork scrapes and a 'dazed' visual effect as you recover from a crash

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

ABOUT Xbox

Xbox (http://www.xbox.com <http://www.xbox.com/> ) is the video game system
from Microsoft that brings people together for the most exhilarating game and
entertainment experiences. Xbox delivers an expansive collection of
breakthrough games, powerful hardware and the unified Xbox Live online
service. The new tagline, "it's good to play together," captures the spirit
of Xbox as the social hub of the new digital entertainment lifestyle. Xbox is
now available in North America, Asia, Europe and Australia.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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SNK NEOGEO USA CONSUMER CORPORATION Ships
SNK VS CAPCOM: SVC CHAOS Live for Xbox.

Mega-Popular Arcade Fighter Features Full Xbox LIVE Support

WALL, NJ. -October 7, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the
company has shipped the first home version of the hit arcade title, SNK VS
CAPCOM: SVC CHAOS, exclusively for the Xbox(R) video game system from
Microsoft. SVC CHAOS fully supports Xbox(TM) Live, so consumers can take on
opponents around the neighborhood or across the country in the ultimate
online battle for survival.

SVC CHAOS features 36 famous fighters including 17 playable SNK characters,
17 playable Capcom characters, and 2 Secret Bosses. SVC CHAOS has also added
bonus characters from some of the very best 2D fighting games ever made,
including THE KING OF FIGHTERS, FATAL FURY, and SAMURAI SHODOWN and Street
Fighter. Exclusive to this game are special characters such as Capcom's Mega
Man and Red Arremer, and SNK's Shiki and Athena.

"We're giving our fans everything they want with SVC CHAOS - the greatest
fighters from SNK and Capcom, now with the ability to go head-to-head via
Xbox Live." said Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION President.

SVC CHAOS PRODUCT FEATURES:

"       Choose famous characters such as Mega Man, Shiki or Athena.
"       A total of 34 characters from SNK and CAPCOM are playable from the
beginning.
"       Multiple modes of play including Arcade, Versus and Practice.
"       Utilize the special or super special moves unique to each character.
"       Max out the 3 levels of the power gauge to increase effectiveness of
the special moves.
"       Strategically adjust the timing of your attacks by using the Forward
Ground Step Move.
"       Go beyond the Super Special Move with the exclusive Exceed Move to
inflict massive damage.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

"SNK VS. CAPCOM SVC CHAOS" is manufactured and distributed by SNK PLAYMORE
CORPORATION under license from Capcom Co. Ltd.

CAPCOM is a registered trademark of Capcom Co. Ltd.

(C)SNK PLAYMORE 2003 (C)CAPCOM CO.,LTD. 2003 ALL RIGHTS RESERVED.
SNK is a registered trademark of SNK PLAYMORE Corporation.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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ToCA Race Driver 2 and Colin McRae Rally 04
Now Available at Retail Outlets in Xbox(R) Bundle

Two critically acclaimed racing games for $29.99

New York (October 8, 2004) - Racing fans can take the driver's seat - twice -
with the new ToCA Race Driver 2: Ultimate Racing Simulator and Colin McRae
Rally 04 bundle from Codemasters. Now gamers have the chance to prove their
street credibility, whether on turf, tar or ice, and master rigs of all kinds
ranging from rally cars to open wheeled to even semi-trucks. Available now
for the Xbox(R) video game system from Microsoft, the bundle has a suggested
retail price of $29.99.

"ToCA Race Driver 2 and Colin McRae Rally 4 have received critical acclaim
across the board, so we combined both titles in one package that every racing
fan would die for," said Marc Bennett, North American President, Codemasters.
"For an incredible value, fans can now own two white-knuckle, hair-raising
racing titles."

Colin McRae Rally 04 offers up more than 20 vehicles constructed in stunning
detail including the Mitsubishi Lancer EVO VII, Subaru Impreza WRX and
Citroen Xsara, alongside classic rally cars. An advanced visual engine
creates dramatic replays in jaw-dropping detail.

ToCA Race Driver 2 gives racing fans the most thrilling range of motor sports
available, including GT Sports Car Racing, Street Racing, Rally, DTM, V8
Supercars, Global GT Lights, Rally Cross, Formula Ford, Open Wheel Grand Prix
and Classic Car Racing. For the definitive racing experience, players can
compete head-to-head with up to 12 racers online simultaneously via Xbox
Live.

Additional Colin McRae Rally 04 game features include:

* 48 tracks and 4 shakedown stages through 8 countries including the U.S.,
UK, Australia and Japan.
* Players can compete in a full rally season or specialize in a 4 or 2 wheel
drive championships.
* New Expert Championship Mode demands the best performance from the most
die-hard rally fan with its tough damage settings and ultra-competitive AI
drivers.
* Car part testing helps the player acquire new technology increasing the
chance of success.
* Stages and Rally modes allow the player to race against the clock or go
multiplayer with split screen play with up to four players. Saved runs can be
seen on the stage as a ghost car.
* Create a Custom Rally with favorite or themed stages that can be compiled,
saved and played at any time.

Additional Toca Race Driver 2 game features include:

* 31 championships covering 15 different motor sports.
* 35 aspirational cars including the Aston Martin DB9 (exclusive), Nissan
Skyline, Ford GT, ABT-Audi TT-R and more.
* 31 global race locations delivering 50 tracks.
* Incredible pack racing: up to 21 cars on track at once, battling for
position.
* A stunning new visual engine running 60 frames per second graphics.
* The most sophisticated physics and car handling engine yet.
* All new and hugely realistic damage engine.
* Head to head Xbox Live and PC online functionality.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and ToCA
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com
<http://www.codemasters.com/> .

ABOUT Xbox

Xbox (http://www.xbox.com <http://www.xbox.com/> ) is the video game system
from Microsoft that brings people together for the most exhilarating game and
entertainment experiences. Xbox delivers an expansive collection of
breakthrough games, powerful hardware and the unified Xbox Live online
service. The new tagline, "it's good to play together," captures the spirit
of Xbox as the social hub of the new digital entertainment lifestyle. Xbox is
now available in North America, Asia, Europe and Australia.

ABOUT Xbox Live

Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online--all exclusive features to Xbox Live.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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KONAMI ANNOUNCES THE CHART-TOPPING SONG LIST FOR KARAOKE REVOLUTION(tm) FOR
XBOX(R)

First Karaoke Revolution Title For Xbox Has 50 Songs, Including 10 Motown
Classics From the Original Artists

REDWOOD CITY, Calif. - October 12, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
the complete song list for Karaoke Revolution(tm) for the Xbox(R) video game
system from Microsoft. The first karaoke video game for the Xbox to include a
vocal analyzer that measures the pitch and rhythm of a player's voice will
include 50 karaoke favorites, including 10 classic Motown hits from the
original artists' recordings that are exclusive to the Xbox version.

Featuring more music than any Karaoke Revolution title to date, the list of
rock, pop, R&B and dance songs includes solid gold hits such as "Billie
Jean," "Like a Virgin" and "Celebration." Gamers will also be able to add to
their collection of karaoke tracks by downloading new music via Xbox Live(tm)
support. The complete list of song titles included in Karaoke Revolution at
launch is:

Addicted

All You Wanted

Are You Happy Now?

Believe

Billie Jean

Bizarre Love Triangle

Broken Wings

Celebration

Chain of Fools

Complicated

Crawling in the Dark

Don't Know Why

Every Morning

Everything You Want

Girls Just Want To Have Fun

Heartbreak Hotel

Hey Jealousy

Hit Me With Your Best Shot

Hot Stuff

How You Remind Me

I'm Coming Out

It's The End of the World As We Know It

I've Got You Under My Skin

Kiss Me

Ladies' Night

Like a Virgin

One Week

Red Red Wine

Save Tonight

Science Genius Girl

She Talks To Angels

Smooth Criminal

Son of a Preacher Man

The Power of Love

Waiting For Tonight

We Are Family

When a Man Loves a Woman

Wind Beneath my Wings

You Really Got Me

You're the One That I Want

Motown Songs Exclusive To The Xbox version of Karaoke Revolution:

I Can't Help Myself (Sugar Pie, Honey Bunch) - The Four Tops

I Heard It Through The Grapevine - Marvin Gaye

I Want You Back - The Jackson 5

I'll Be There - The Jackson 5

Just My Imagination - The Temptations

Please Mr. Postman - The Marvelettes

Stop! In the Name of Love - Diana Ross & The Supremes

The Tracks of My Tears - Smokey Robinson & The Miracles

This Old Heart of Mine (Is Weak For You) - The Isley Brothers

What Becomes of the Broken Heart - Jimmy Ruffin

Karaoke Revolution is developed by leading music video game creator Harmonix
Music Systems (http://www.harmonixmusic.com). Karaoke Revolution for Xbox is
scheduled to ship in November 2004 and will be available as a bundle, packed
with a specially designed Konami-branded Xbox microphone from Logitech(R).
For more information on the game, please visit:
http://www.karaokerevolution.com

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

KONAMI(R), KARAOKE REVOLUTION(tm) and BEMANI(tm) are either registered
trademarks or trademarks of KONAMI CORPORATION. (C) 2003 2004 KONAMI.
Developed by Harmonix Music Systems. Harmonix is a registered trademark of
Harmonix Music Systems, Inc. 'Secret Level' is a registered trademark of
Secret Level, Inc. and is used with permission. (C) The Motown name and logo
are trademarks and copyrights of Motown Records, a Division of UMG
Recordings, Inc. Microsoft and Xbox are either registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from Microsoft.
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BUENA VISTA INTERACTIVE SHIPS TRON 2.0: KILLER APP
FOR XBOX(R)

First Person Shooter Makes Debut On Next Generation Video Game Console,
With Full Xbox Live Functionality

BURBANK, Calif. -- (November 3, 2004) -- Buena Vista Interactive, a
publishing label of Buena Vista Games, Inc., announced today its
much-anticipated first person shooter, TRON 2.0: Killer App, has shipped for
the Xbox(R) videogame system from Microsoft to North American retail outlets.
TRON 2.0: Killer App is also available at retail for the Game Boy(R) Advance.

"We are pleased to bring the TRON franchise to the Xbox(R), and the Xbox Live
gaming community," said Bob Picunko, director of product marketing for Buena
Vista Games. "With an intriguing storyline, innovative and deep multiplayer
features, hit music and wide range of Xbox Live functionality, Killer App is
the complete first-person shooter experience."

Developed by the renowned Climax game studio, TRON 2.0: Killer App brings
players inside the digitized world of a war-ravaged computer system near
collapse from an onslaught of corrupt programs controlled by an evil "user"
named Thorne. Equipped with an arsenal of powerful digital weapons, players
take to battle alongside security forces and legions of mutated programs to
prevent corruption from terminating computer systems worldwide.

The TRON 2.0: Killer App experience on Xbox(R) includes:


* Battle through more than 60 single player levels and 10 new, huge
multiplayer maps
* Command an arsenal of 16 high-impact weapons including the powerful Tron
disc, digital grenades and cyber sniper rifles
* Battle up to 16 players over new multiplayer maps on Xbox Live and link
play, and take on 6 modes of combat including death match mode, Light Cycle
racing, and Data Capture
* Split screen capability for up to four players
* overRIDE mode allows players to instantly switch between first person and
light cycle combat, allowing for more control and flexibility
* Voice talent of supermodel and actress Rebecca Romijn-Stamos as Mercury and
Bruce Boxleitner reprising his role as Alan Bradley
* Multiplayer game soundtrack featuring Hollywood Records recording artist
Breaking Benjamin including music from their latest album, We Are Not Alone
* New Light Cycles designed by world-famous concept designer Syd Mead (TRON,
Aliens, Blade Runner)
* Xbox Live functionality specifically designed to deliver a state-of-the-art
online multiplayer gaming experience

TRON 2.0: Killer App for Xbox(R) is rated "T" for Teen by the Entertainment
Software Rating Board (ESRB) and carries a suggested retail price of $39.99.
For more information, please visit www.tronkillerapp.com.

About Buena Vista Interactive
Buena Vista Interactive is an award-winning publishing label of Buena Vista
Games, Inc., the interactive entertainment arm of The Walt Disney Company's
Consumer Products business unit. The label publishes, markets and distributes
a broad portfolio of multi-platform video games based on the diverse
businesses within The Walt Disney Company. The company also licenses
properties and works directly with third-party interactive game publishers to
bring products for all ages to market.

# # #
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KONAMI'S KARAOKE REVOLUTION FOR XBOX SHIPS TO RETAIL STORES NATIONWIDE

Konami's Hit Music Series Debuts On Xbox With The Most Songs of Any Karaoke
Revolution Title to Date And Downloadable Song Packs

REDWOOD CITY, Calif. - November 9, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Karaoke Revolution(tm) for the Xbox(R) video game system from Microsoft
has shipped to retail stores. The first karaoke video game for the Xbox to
include a vocal analyzer that measures the pitch and rhythm of a player's
voice, Karaoke Revolution will feature 50 songs - more than any Karaoke
Revolution title to date. Also included are 10 classic Motown hits from the
original artists' recordings that are exclusive to the Xbox. Additionally,
Karaoke crooners with Xbox Live(tm) will be able to add to the already
extensive song library by downloading up to six song packs that are currently
available at launch.

Each song pack, available for users to download at a cost of $4.99 each,
includes at least five new songs and is categorized to allow gamers to pick
and choose the style of music they want to download. The song packs include
the following categories, with tunes listed below:

Classic Rock
Born to Be Wild
Every Breath You Take
Rock and Roll All Night
Sweet Home Alabama
The Joker
Modern Rock
Here Without You
I Believe in a Thing Called Love
I Hate Everything About You
It's My Life
Perfect
Pop
Cry
Miss You
Papa Don't Preach
The First Cut is the Deepest
White Flag
Top 40
...Baby One More Time
Genie in a Bottle
I'm With You
Irresistible
Toxic
Classics
Drift Away
Let's Get It On
My Girl
Rich Girl
(Sittin' On) The Dock of they Bay
Mix
Friend in Low Places
I Will Survive
Lady Marmalade
I'll Make Love to You
Virtual Insanity
Jessie's Girl

Karaoke Revolution for Xbox comes bundled with a specially designed
Konami-branded microphone from Logitech(R), and is also available as a
standalone game that is compatible with the Xbox Live communicator headset
and Xbox microphones. The game utilizes proprietary vocal analyzer technology
to judge players on how well they hit and hold the notes in each song. Thanks
to adjustable difficulty levels, gamers of all ages and levels of ability can
sing along with Karaoke Revolution's diverse catalog of songs, including
karaoke favorites, rock, pop, dance and R&B songs, as well as original Motown
recordings.

Adding to the excitement of Karaoke Revolution will be dynamic in-game crowds
that react in real-time to a player's performance, getting on their feet and
cheering to a well-sung tune or booing at a cascade of sour notes. The
ultimate party video game, Karaoke Revolution features a number of exciting
single and multi-player modes that support up to eight other aspiring pop
stars. Showtime Mode lets players climb from the clubs to the ultimate arena,
while Arcade Mode and Karaoke Mode let you sing and compete alone or with
friends. In addition, several customizable characters and multiple venues
make it even more fun to step up to the mic!

Karaoke Revolution is developed by leading music video game creator Harmonix
Music Systems (http://www.harmonixmusic.com). Karaoke Revolution for Xbox is
rated "E" for Everyone by the ESRB and is available bundled with a microphone
for the SRP of $59.99 or as a standalone for $39.99. For more information on
the game, please visit: http://www.karaokerevolution.com

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

# # #

KONAMI(R) and Karaoke Revolution(tm) are either registered trademarks or
trademarks of KONAMI CORPORATION. (C)2004 KONAMI. Developed by Harmonix Music
System. Harmonix is a registered trademark of Harmonix Music Systems, Inc.
Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft.
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DANCE DANCE REVOLUTION ULTRAMIX(tm) 2 SHIPS TO RETAIL STORES NATIONWIDE
Latest Edition of the Legendary Dance Series Expands the

Online Revolution Via Xbox Live(tm)

REDWOOD CITY, Calif. - November 18, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Dance Dance Revolution Ultramix(tm) 2, exclusively for the Xbox(R) video
game system from Microsoft, has shipped to retail stores nationwide. The
latest Dance Dance Revolution(tm) (DDR) installment for the Xbox, DDR
Ultramix 2 breaks it down with a new line-up of hit songs, exclusive content,
all-new gameplay modes and enhanced Xbox Live(tm) support.

"The Dance Dance Revolution series has been consistently recognized for its
innovation and physically engaging gameplay," said Jason Enos, Product
Manager at Konami Digital Entertainment - America. "By leveraging the Xbox
system's power, we have been able to push the online features via Xbox
Live(tm) and bring our fans a DDR experience that is every bit as innovative
as the game itself."

By accessing the Xbox Live(tm) service, players can compete head-to-head with
other dancers nationwide, conduct online tournaments with up to 16 players
total, view Internet rankings, talk live with other Dance Dance Revolution
fans, upload content, and download new songs, dance steps, challenges and
characters.

Also boasting a bigger music library than ever before, Dance Dance Revolution
Ultramix 2 includes more than 65 songs, new game modes and content
exclusively for the Xbox console. Downloadable songs will be available in
packs of 5 songs for $5.00/pack. The game also supports all the downloadable
song packs from the original Dance Dance Revolution Ultramix game - offering
an unprecedented 100+ songs to choose from at launch. The game features top
hits from Delirium, ELVIS, Freestylers and the Commodores - plus remixes by
top dance acts, including Paul Oakenfold, Svenson & Gielen and Jondi & Spesh.

Chock full of new game modes, the game features something for everyone in the
family. Dance Dance Revolution Ultramix 2 now offers a Party Mode, a
compilation of various games that allows players to compete against their
friends for ultimate dance supremacy in completely new ways. Challenge Mode
and Battle Mode have returned with all new gameplay. Battle Mode keeps
players on their feet all night long with up to four players competing
simultaneously, while Challenge Mode lets players dance through various
rounds of play completing specific goals and objectives.
With new modes, as well as popular DDR features such as the "Workout Mode"
where players can track calories they burn, Dance Dance Revolution Ultramix 2
is a must-have for any fan of the series. Dance Dance Revolution Ultramix 2
is rated "E" for Everyone by the ESRB and is available with a dance pad for
the SRP of $64.99 or as a stand-alone for $39.99. To learn more about Dance
Dance Revolution Ultramix(tm) 2 please visit
http://www.konamihwi.com/ddr_ultramix2/.

About Dance Dance Revolution The original arcade game made its debut in Japan
in October 1998 and quickly became the number-one gaming craze in the
country. The first PlayStation(R) version of the game was released in Japan
in April 1999 and boosted the franchise's popularity even further, selling
over 3 million units cumulatively. DDR hit the U.S. that next year, and
Konami introduced Dance Dance Revolution(tm) for Sony PlayStation(R), which
developed a massive fan base. Subsequent releases include Dance Dance
Revolution Disney Mix and Dance Dance Revolution KONAMIX, released for the
PlayStation(R) in September 2001 and April 2002 respectively and the series'
first debut on the PlayStation(R)2, DDRMAX Dance Dance Revolution(tm),
released October 2002. In November 2003, the Dance Dance Revolution series
arrives on the Xbox(tm) video game system with Dance Dance Revolution
ULTRAMIX(tm). In December 2003, cumulative worldwide sales of the Dance Dance
Revolution(tm) series has exceeded 6.5 million units.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa

###

Dance Dance Revolution(tm), Dance Dance Revolution ULTRAMIX(tm) and
BEMANI(tm) are trademarks of KONAMI CORPORATION. KONAMI(R) is a registered
trademark of KONAMI CORPORATION. (C) 1998 2004 KONAMI.

Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft. All other trademarks are the property of
their respective owners.
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Bethesda Softworks(R) Signs Co-Publishing Agreement

with Take-Two Interactive for The Elder Scrolls(R) IV: Oblivion(TM)

(Rockville, MD) - February 3, 2005 - Bethesda Softworks LLC, a ZeniMax Media
company, today announced it has signed a co-publishing agreement with
Take-Two Interactive Software, Inc. (NASDAQ: TTWO) covering North American
and European distribution of its highly anticipated game, The Elder Scrolls
IV: Oblivion, the sequel to the best-selling and critically acclaimed The
Elder Scrolls III: Morrowind(R). Bethesda Softworks will maintain control
over development of Oblivion and continues to own all rights to the Elder
Scrolls franchise.

Commenting on the new arrangement, Vlatko Andonov, President of Bethesda
Softworks, said, "We are very excited to be able to enhance our own
publishing capabilities through this partnership with Take-Two for Oblivion.
Take-Two Interactive has an outstanding sales and distribution network
worldwide, and as a result of this agreement, Oblivion will be able to reach
the largest audience possible."

In development since 2002, Oblivion represents another huge leap forward in
role-playing with its combination of freeform gameplay and cutting-edge
graphics. Oblivion is the sequel to award-winning Morrowind, named 2002 RPG
and Game of the Year for both PC and Xbox(R). Oblivion has been included in
numerous lists of the most anticipated games of 2005, and has recently been
featured on the covers of magazines around the world, including Game Informer
and PC Gamer in the United States. For more information visit
www.elderscrolls.com.

"We are delighted to be working as co-publisher with Bethesda Softworks to
help maximize sales of The Elder Scrolls IV: Oblivion," said Christoph
Hartmann, Senior Vice President of Publishing for 2K Games. "Being selected
by Bethesda to work with a title that is as highly anticipated by both PC and
console gamers worldwide as Oblivion is a testament to 2K Games' capabilities
in successfully managing AAA titles."

In addition, Bethesda and Take-Two have signed a separate co-publishing
agreement for Take-Two to distribute Call of Cthulhu: Dark Corners of the
Earth(TM), a first-person horror game that combines intense action and
adventure elements. The title is based on the works of fiction writer, H.P.
Lovecraft, and has already won a number of awards, including being named one
of the Best Games at E3. For more information about Call of Cthulhu: Dark
Corners of the Earth, visit www.callofcthulhu.com.

About Bethesda Softworks(R)

Headquartered in Rockville, Maryland, Bethesda Softworks LLC is a premier
developer and publisher of interactive entertainment software and has
produced numerous award-winning titles, most recently with the 2002 PC and
Xbox(R) Game of the Year and RPG of the Year, The Elder Scrolls III:
Morrrowind(R). Among Bethesda's more popular franchises are The Elder
Scrolls(R) series, Fallout(R), and the IHRA Drag Racing series, as well as
its licensed property, Pirates of the Caribbean(TM). Its product line spans
the sports, racing, RPG, strategy, and action genres. Bethesda Softworks is a
subsidiary of ZeniMax Media Inc. For more information on Bethesda Softworks'
products, visit www.bethsoft.com.

About Take-Two Interactive Software

Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
PSP(TM) handheld entertainment system, Xbox(R), Nintendo GameCube(TM) and
Game Boy(R) Advance. The Company publishes and develops products through its
wholly owned labels Rockstar Games, 2K Games and Global Star Software; and
distributes products in North America through its Jack of All Games
subsidiary. Take-Two also manufactures and markets video game accessories in
Europe, North America and the Asia Pacific region through its Joytech
subsidiary. The Company maintains sales and marketing offices in Cincinnati,
New York, Toronto, London, Paris, Munich, Madrid, Vienna, Milan, Sydney,
Breda (Netherlands) and Auckland. Take-Two's common stock is publicly traded
on NASDAQ under the symbol TTWO.

For more corporate and product information visit www.take2games.com.

All trademarks and copyrights herein are the property of their respective
holders.

The Elder Scrolls IV: Oblivion (C) 2005 Bethesda Softworks LLC, a ZeniMax
Media company. The Elder Scrolls, Oblivion, Morrowind, Bethesda Softworks,
ZeniMax and their logos are registered trademarks or trademarks of ZeniMax
Media Inc. in the U.S. and/or other countries. All Rights Reserved.

Call of Cthulhu: Dark Corners of the Earth (C) 2005 Bethesda Softworks LLC, a
ZeniMax Media company. Distributed under license from Headfirst Productions
Ltd. (UK). Call of Cthulhu is a registered trademark of Chaosium, Inc.
Bethesda Softworks, ZeniMax and their logos are registered trademarks of
ZeniMax Media Inc. in the U.S. and/or other countries. All Rights Reserved.

# # #
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MIDWAY ANNOUNCES "UNREAL" PRE-SELL PROGRAM FOR
UNREAL CHAMPIONSHIP(R)2

Unreal Championship 2 Web Site Live at: www.unrealchampionship2.com

Midway today announced the official kick-off of the Unreal Championship(R)2:
The Liandri Conflict pre-sell program at select retailers nationwide, along
with news that the title's official Web site, www.unrealchampionship2.com, is
now live and ready for Unreal fans around the world to use as the official
source for the latest and greatest news on Unreal Championship 2!

Through Midway's Unreal Championship 2 pre-sell program, gamers can now
pre-order their copy of Unreal Championship 2 and receive a FREE LIVE ENABLED
UC2 DEMO DISC INSTANTLY. Also included in the pre-sell offer are three (3)
character collector trading cards (*3 of 12...collect all 12)!

Midway also announced the unveiling of www.unrealchampionship2.com where
everything that an Unreal fan could possibly want to know about Unreal
Championship 2 is now available on one site! Character biographies, new
screenshots and numerous gameplay trailers await and promise to appease even
the most hardcore fans until Unreal Championship 2 ships to stores on April
11, 2005.

About Unreal Championship 2:
Unreal Championship 2 brings a whole new level of intensity to the series as
gamers are blessed with superhuman agility that arms them for battle against
deadly characters or readies them for hand-to-hand melee combat. Taking the
battle online and around the world, Unreal Championship 2 pits players
against each other in an eight-person Xbox Live(TM) multi-player challenge
where only the strong survive. Built from the ground up for the Xbox, Unreal
Championship 2 features all new gameplay elements, including a deep melee
combat system that seamlessly blends in with the ranged weapon combat the
series is known for, a full story-driven single-player mode, dozens of all
new maps, new game modes and an arsenal of new weaponry.

**Offer available at select retailers, while supplies last**
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ID SOFTWARE CONFIRMS NEXT DOOM 3 INVASION
SET FOR WEEK OF APRIL 4

Santa Monica, CA - February 9, 2005 - Make a date with death. id Software(TM)
and Activision, Inc. (Nasdaq: ATVI) today confirmed the week of April 4 as
the worldwide release of never-ending evil, with the arrivals of both DOOM
3(TM) for the Xbox video game system from Microsoft and DOOM 3: Resurrection
of Evil(TM), the official PC expansion pack to what critics and gamers have
raved is one of the scariest games ever created: DOOM 3(TM).

"Brace yourself for a new breed of fear and excitement," said Todd
Hollenshead, CEO, id Software. "DOOM 3 for the Xbox brings gripping action,
unparalleled graphics and sound, and a truly terrifying experience to the
home theater. This is DOOM 3 built for the Xbox, including 480p and
wide-screen support, full Xbox Live multiplayer, and the Xbox exclusive
2-player co-op campaign. For fans of DOOM 3 on the PC, Resurrection of Evil
takes you to the undiscovered depths of the UAC's Mars base and back to Hell
itself for a vicious new battle with the forces of evil and the most
ferocious demons imaginable."

Rated 10 out of 10 by XBN magazine, DOOM 3 for the Xbox brings the sci-fi
horror masterpiece to console gamers everywhere. In addition to the most
frightening and immersive single player game ever created, the heart-pounding
title features a new co-operative campaign and exciting Xbox Live multiplayer
action. The exclusive Limited Collector's Edition also includes full versions
of the original Ultimate DOOM(TM) and DOOM II(R) playable in single player,
or split-screen co-op or deathmatch with 2-4 players on one Xbox. DOOM 3 for
the Xbox is developed by Vicarious Visions and id Software.

Co-developed by Nerve Software and id Software, DOOM 3: Resurrection of Evil
continues the terrifying and intense action of the top selling, critically
acclaimed and instant classic DOOM 3 -- awarded 94% from PC Gamer and five
out of five stars from Computer Gaming World -- in an all-new assault on
humanity. Resurrection of Evil picks up two years following the events of the
original in a once forgotten and remote UAC research facility on Mars.
Players wage a brutal war against an army of new demons and zombies including
Hell's own Hunters, while utilizing incredible new weapons like the physics
defying "grabber" and the return of the classic double-barreled shotgun.
Featuring new locations, puzzles and mysterious powers like the ability to
slow time, Resurrection of Evil will have players reloading for the bloodiest
battle yet.

Both titles are rated "M" for Mature (Blood and Gore, Intense Violence) by
the ESRB.

About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), and
QUAKE III Arena(R). With intense graphics and mind-blowing action, id's games
have helped redefine the modern video game, continually setting industry
standards for technology and gameplay. And, in keeping with tradition, id
Software has amplified the world of adrenaline pumping 3-D gaming with the
release of their latest action titles, Return to Castle Wolfenstein(R), and
DOOM 3(TM). id Software's advanced DOOM 3 engine is leading the next
revolution in 3-D interactive games. Check out more about id Software at
www.idsoftware.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

About Xbox

Xbox (www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful
hardware and the unified Xbox Live online service. The new tagline, "it's
good to play together," captures the spirit of Xbox as the social hub of the
new digital entertainment lifestyle. Xbox is now available in North America,
Asia, Europe and Australia.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

DOOM 3 (C) 2004 Id Software, Inc. All rights reserved. Distributed by
Activision Publishing, Inc. under license. DOOM and ID are registered
trademarks of Id Software, Inc. in the U.S. Patent and Trademark Office
and/or some other countries.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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From <http://www.xbox.com/en-US/news/0502/powercordannouncement.htm>:

Microsoft Announces Power Cord Replacement for Xbox

REDMOND, Wash. -- Feb. 17, 2005 -- As a precautionary measure and out of
concern for consumer safety, Microsoft Corp. today announced that it will
voluntarily replace the power cords on 14.1 million Xbox(R) consoles
worldwide.
The replacement power cords are designed to protect consumers and their Xbox
consoles from rare electrical component failures that can pose a fire hazard.
Fewer than one in 10,000 consoles have experienced these component failures,
and, in almost all instances, any damage caused by these failures was
contained within the console itself or limited to the tip of the power cord
at the back of the console.

However, in 30 consoles worldwide, these failures are reported to have caused
minor injury or minor property damage. In seven instances, customers reported
sustaining a minor burn to their hand. In 23 instances, customers reported
smoke damage, or minor damage to a carpet or entertainment center.

In all regions except Continental Europe, Xbox consoles manufactured before
Oct. 23, 2003, require a replacement power cord. In Continental Europe,
consoles manufactured before Jan. 13, 2004, require a replacement power cord.

"This is a preventative step we're choosing to take despite the rarity of
these incidents," said Robbie Bach, senior vice president of the Home &
Entertainment Division at Microsoft. "We regret the inconvenience, but
believe offering consumers a free replacement is the responsible thing to
do."
To order a replacement cord, consumers should go to http://www.xbox.com and
click on the Power Cord Replacement for Xbox link. Replacement cords will
arrive two to four weeks after the order is placed. While waiting for the new
cord to arrive, consumers should turn off their Xbox consoles when not in
use.

Customers who cannot access the World Wide Web should contact Microsoft at
the appropriate toll-free number listed here:

Australia:
1800 073 897

Korea:
0079885219551

Austria:
0800295177

Mexico:
18001238568

Belgium:
080080943

Netherlands:
0800 0200371

Canada:
(866) 271-0450

New Zealand:
0800 880 029

Colombia:
18009440724

Norway:
80040975

Denmark:
80885649

Portugal:
800844441

Finland:
0800112951

Singapore:
800 852 3567

France:
0 800 97 01 76

Spain:
900811914

Germany:
08000001521

Sweden:
0200810371

Greece:
0080044148905

Switzerland:
0800561421

Hong Kong:
800901727

Taiwan:
00800666073

Republic of Ireland:
1800923947

United Kingdom:
0800 028 9276

Italy:
800925244

United States:
(866) 271-0450

Japan:
0120558573

Not all replacement cords that Microsoft supplies to program participants
will look the same. The type of cord shipped will depend on the date the
console was manufactured and the country in which it is used.

Founded in 1975, Microsoft (Nasdaq "MSFT") is the worldwide leader in
software, services and solutions that help people and businesses realize
their full potential.

#########

Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corp. in the United States and/or other countries.
The names of actual companies and products mentioned herein may be the
trademarks of their respective owners.
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Unreal Championship(R)2: The Liandri Conflict(TM) Demo Cracks List of "Top 25
Xbox Live(TM) Games Worldwide"

Epic's Upcoming FPS Represents Only Demo to Make List

Midway today announced that its first of several "Unreal" projects in tandem
with Epic Studios, Unreal Championship 2: The Liandri Conflict, has been
listed on Microsoft's "Top 25 Xbox Live Games Worldwide" list which
calculates the most popular titles currently being played online by the
number of gamers playing. Released two weeks ago to the public via a pre-sell
program that provides consumers with a free copy of the demo when they
pre-order a copy of Unreal Championship 2, the demo is currently ranked as
#20 in the United States and #25 worldwide. Amongst strong competition, the
Unreal Championship 2 demo is also the only demo to crack the Top 25.

Unreal Championship 2 boasts both a rich single player and online experience
for the Xbox(R) video game system and is slated to ship to retailers
worldwide on April 18, 2005. For more information on Unreal Championship 2,
visit: www.unrealchampionship2.com
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TRUE EVIL NEVER DIES:
ID SOFTWARE'S DOOM 3 FOR THE XBOX AND
DOOM 3: RESURRECTION OF EVIL EXPANSION PACK AVAILABLE NOW

Santa Monica, Calif. - April 4, 2005 - DOOM's day has arrived. id
Software(TM) and Activision, Inc. (Nasdaq: ATVI) today set soul-thirsty
demons loose across the globe with the release of the most terrifying game
ever, DOOM 3(R) for the Xbox(R) video game system from Microsoft and DOOM 3:
Resurrection of Evil(TM), the official expansion pack to DOOM 3, the fastest
selling first person PC action game ever. Both titles are rated "M" for
Mature (Blood and Gore, Intense Violence) by the ESRB.

"Prepare to travel to the undiscovered depths of Hell in these two new
chapters in the DOOM 3 experience," said Todd Hollenshead, CEO, id Software.
"Xbox gamers have been anxiously awaiting their chance to experience the
terror of DOOM 3 and now the wait is over. For PC fans, Resurrection of Evil
delivers tougher demons, faster action, new weapons, and the same unrelenting
terror that has shocked millions of players worldwide."

DOOM 3 Xbox

Heralded by Official Xbox Magazine as "a genuine horror masterpiece," and
awarded a 10 out of 10 score from XBN magazine, DOOM 3 for the Xbox makes the
living room the scariest place in the house with heart-pounding action,
CG-quality graphics and haunting 5.1 Dolby Digital sound. In addition to the
most frightening and visceral single player experience ever created, the
horror masterpiece features an all new two-player cooperative campaign and
exciting Xbox Live multiplayer action.

DOOM 3 for the Xbox, which has been co-developed by id Software and Vicarious
Visions, is also available as an exclusive Limited Collector's Edition. The
special edition includes full versions of the original Ultimate DOOM(TM) and
DOOM II(R) - playable in single player or 2-4 player split-screen - as well
as a special concept art gallery and "Behind the Scenes" feature on the
making of DOOM 3, containing interviews with the team at id Software.
DOOM 3: Resurrection of Evil

Co-developed by Nerve Software and id Software, DOOM 3: Resurrection of Evil
continues the terrifying and intense action of the top selling, critically
acclaimed DOOM 3, which was awarded 94% from PC Gamer and five out of five
stars from Computer Gaming World.
Two years following the unexplained disaster on Mars, the UAC returns to the
abandoned facilities to investigate a mysterious beacon buried deep in the
ruins of the ancient civilization. As a combat engineer, you fight for
survival against an army of new demons and zombies, including Hell's own
hunters. Use powerful new weapons like the classic double-barreled shotgun
and the gravity defying "grabber," a device that can move, catch and throw
objects or small enemies, as you battle through the onslaught of evil sent to
hunt you down. Featuring new locations, puzzles and extraordinary powers like
the ability to slow time, Resurrection of Evil will have players reloading
for the bloodiest battle yet.

The expansion pack also features multiplayer support for up to eight players
covering five modes of play, including "Capture The Flag," created in part by
development studio Threewave, designers of CTF for the original QUAKE(R).
About id Software

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), and Return to Castle Wolfenstein(R). With intense graphics and
mind-blowing action, id's games have helped redefine the modern video game,
continually setting industry standards for technology and gameplay. And, in
keeping with tradition, id Software has amplified the world of adrenaline
pumping 3-D gaming with the release of their latest action title, DOOM 3(R).
id Software's advanced DOOM 3 engine is leading the next revolution in 3-D
interactive games. Check out more about id Software at www.idsoftware.com.

About Xbox

Xbox (www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful
hardware and the unified Xbox Live online service. The new tagline, "it's
good to play together," captures the spirit of Xbox as the social hub of the
new digital entertainment lifestyle. Xbox is now available in North America,
Asia, Europe and Australia.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

DOOM 3 (C) 2004 Id Software, Inc. All rights reserved. Distributed by
Activision Publishing, Inc. under license. DOOM and ID are registered
trademarks of Id Software, Inc. in the U.S. Patent and Trademark Office
and/or some other countries.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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Unreal Championship 2(R) Goes Gold for Xbox

Midway Games today announced that the sequel to one of the most powerful
First Person Shooter (FPS) franchises in the world, Unreal Championship 2(R):
the Liandri Conflict(TM), has gone gold and will ship to stores for the
Microsoft Xbox video game system on Monday, April 18, 2005.

The publishing & development tandem of Midway and Epic Studios have joined
forces to take FPS gaming to an entirely new level by combining melee combat
with proven 1st and new 3rd person FPS mechanics in its latest blockbuster
endeavor, Unreal Championship 2. The highly anticipated sequel amplifies the
explosive action fans have become familiar with when playing Unreal games
complete with a full arsenal of new and classic ranged weapons for you to use
at your disposal; plus new acrobatic, agility-based moves that will have you
jumping and dodging for your life while fighting for the Ascension Rites
and/or fighting against the world on Xbox Live(TM)!

About Unreal Championship 2

Unreal Championship 2 brings an entirely new level of intensity to the series
as gamers are blessed with superhuman agilities that arm them for battle
against deadly characters or readies them for hand-to-hand melee combat.
Taking the battle online and around the world, Unreal Championship 2 pits
players against each other in an eight-person Xbox Live multiplayer challenge
where only the strong survive. Built from the ground up for the Xbox, Unreal
Championship 2 features all-new gameplay elements, including a deep melee
combat system that seamlessly blends in with the ranged weapon combat the
series is known for, the option of first or third-person point of views, a
full story-driven single-player mode, dozens of all new maps, new game modes
and an arsenal of new weaponry. Additional information can be obtained
through the Unreal Championship 2 web site at www.unrealchampionship2.com

# # #
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MIDWAY AND EPIC GAMES DELIVER ON PUBLISHING ALLIANCE AS UNREAL
CHAMPIONSHIP(R)2 SHIPS TO STORES

Midway and Epic Redefine First-Person-Shooter Genre on Xbox(R) and Xbox
Live(TM) with Release of Unreal Championship 2

CHICAGO - April 18, 2005 - Midway Games Inc. (NYSE: MWY), a leading developer
and publisher of interactive entertainment software, announced today that
Unreal Championship(R)2, the latest entry in the long established Unreal
franchise and the sequel to Unreal Championship (2002), has shipped for the
Xbox(R) video game system from Microsoft.

"Midway, along with the millions of people involved in the Unreal community
around the world, is extremely excited about the release of Unreal
Championship 2," said Steve Allison, chief marketing officer, Midway. "Our
recently formed relationship with Epic Games, Inc. is one that we feel
extremely thrilled about, both for Unreal Championship 2 and for future
Unreal products, and we are confident that gamers will be extremely
enthusiastic about our first title together. Unreal Championship 2 has been
given the time over its development process to be refined to its core and, as
we hope people will soon see, the outcome is one of the best-looking Xbox
games on the market and one of, if not the greatest Xbox Live title ever."

"Getting a new game into consumers' hands is always an exciting time for us."
said Mark Rein, Vice President, Epic Games. "This one is especially exciting
because the UC2 team was able to incorporate third-person play and melee
combat, which are new features to the Unreal series, as well as a thoroughly
enjoyable and challenging single player storyline. We've had some really
fantastic review scores including Game Informer's 9.5 out of 10, Maxim's 5
stars out of 5 and Official Xbox Magazine's 9.3 out of 10. We think gamers
will be equally enchanted with this fresh approach to the shooter genre."

Unreal Championship 2 Reviews:
* "Best looking, fastest Xbox game ever!" 9.3/10; Official Xbox Magazine

* "Unreal Championship 2 is finally here, with more characters, weapons, and
levels to love...you're gonna want to ride this lightening." 5 out of 5
stars; Maxim

* "Unreal Championship 2 is a completely new and intensely compelling title
that no FPS or action fan should be without." 9.5/10; Game Informer

* "It's gorgeous, it's blazing fast and it's fun as hell..." IGN.com

* "...there seems to be a truly extensive amount of content crammed into
[Unreal Championship 2], from the vast number of new game mechanics to the
multiple playable characters, new weapon functions, and gameplay modes;
Anyone who's looking for a new online shooter with some truly unique gameplay
elements would do well to keep an eye out for Unreal Championship 2..."
GameSpot.com

About Unreal Championship 2

Unreal Championship 2 brings an entirely new level of intensity to the series
as gamers are blessed with superhuman agilities that arm them for battle
against deadly characters or readies them for hand-to-hand melee combat.
Taking the battle online and around the world, Unreal Championship 2 pits
players against each other in an eight-person Xbox Live multiplayer challenge
where only the strong survive. Built from the ground up for the Xbox, Unreal
Championship 2 features new gameplay elements, including a deep melee combat
system that seamlessly blends in with the ranged weapon combat the series is
known for, the option of first or third-person point of views, a full
story-driven single-player mode, dozens of all new maps, new game modes and
an arsenal of new weaponry. Additional information can be obtained through
the Unreal Championship 2 web site at www.unrealchampionship2.com

About Epic Games

Epic Games Inc, based in Raleigh, NC and established in 1991, is a developer
of cutting-edge computer and video games. The company is best known as the
creator of hit PC 3D action games Unreal and Unreal Tournament, both
award-winning blockbuster hits having each sold more than one million copies.
Games created with the Unreal Engine include: 2002 Console Game of the Year
winner, Tom Clancy's Splinter Cell(TM) (on PC and console platforms) from Ubi
Soft; PCGamer's 2000 Game of the Year, Deus Ex from Ion Storm/Eidos;
America's Army: Operations, from the United States Army, and Harry Potter and
the Sorcerer's Stone (PC) from Electronic Arts - and many others. Prior to
their 3D success, Epic Games was well known for the hit shareware games Jill
of the Jungle, Jazz Jackrabbit and Epic Pinball. Additional information can
be obtained through Epic's Web site at www.epicgames.com.

About Midway

Midway Games Inc. ( www.midway.com) is a leading developer, publisher and
marketer of interactive entertainment software. Midway videogames are
available for play on major videogame platforms including the PlayStation(R)
2 computer entertainment system, Xbox(R) video game system from Microsoft,
and Nintendo GameCube(TM) and Game Boy(R) Advance.

Unreal, Unreal Championship and Unreal Tournament are registered trademarks
of Epic Games, Inc. Used under license. Xbox is a registered trademark of
Microsoft Corporation in the United States and/or other countries. All other
trademarks are the property of their respective owners. Midway has provided
the www.epicgames.com, ign.com and gamespot.com links solely as a convenience
for you. The information on these sites has been prepared by third parties,
and Midway does not monitor, endorse or accept responsibility for the content
on non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involves risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the upcoming console platform transition and other
technological changes, dependence on major platform manufacturers and other
risks more fully described under "Item 1. Business - Risk Factors" in the
Company's Annual Report on Form 10-K for the year ended December 31, 2004,
and in the more recent filings made by the Company with the Securities and
Exchange Commission

# # #
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SNK PLAYMORE USA CORPORATION Announces
"KOF: MAXIMUM IMPACT - MANIAX" for Xbox

Exclusive, Innovative New Features for Xbox Owners Only

WALL, NJ. - April 22, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that they will be
releasing KOF: MAXIMUM IMPACT - MANIAX, the first original THE KING OF
FIGHTERS title for the Xbox(R) video game system from Microsoft, in June
2005. KOF: MAXIMUM IMPACT - MANIAX will have a host of new, innovative
features created exclusively for Xbox users.

In addition to having full Xbox(TM) Live support, including Head-to-Head
Fighting, Re-match, and Tournament Mode, KOFMI-MANIAX will feature a stop
action camera that will allow players to pause the action mid-fight and take
pictures of their favorite character from any angle. In Profile Mode, fans
can review their characters specialty moves and listen to their various
sayings and taunts. Additionally, by fan demand, Xbox users will be able to
choose between English and Japanese language each battle.

"SNK has been inundated with letters and emails to bring THE KING OF FIGHTERS
series to the Xbox." said Ben Herman, SNK PLAYMORE USA CORPORATION President.
"KOF: MAXIMUM IMPACT-MANIAX will be the first of several big Xbox titles from
SNK in 2005."

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in the Fall of 2004.
You can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com
About Xbox

Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The tag line,
"It's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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SNK PLAYMORE USA Assaults Xbox Live
With Four New Games in 2005

An Entire SNK Arcade Library, All Tournament Enabled

WALL, NJ. - April 26, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that they will unleash
four new games for the Xbox(R) video game system from Microsoft in 2005 that
will have full Xbox Live support including rematch, head-to-head fighting and
Tournament Modes. THE KING OF FIGHTERS NEOWAVE, SAMURAI SHODOWN 5, THE KING
OF FIGHTERS '94 RE-BOUT, and KOF: MAXIMUM IMPACT - MANIAX which will all ship
during 2005 for the system.

"Xbox Live is the premiere online gaming network for fans of fighting games."
said Ben Herman, SNK PLAYMORE USA CORPORATION President. "We're going to
bring our very best titles to the network, and support them with national
tournaments where the contestants can score valuable SNK prizes."

In addition to the four upcoming SNK releases that feature full Xbox Live
support, later this Summer SNK will release METAL SLUG 4/5 combo pack for the
system that will offer Xbox Live Leaderboard options and KING OF FIGHTERS
02/03 that will offer online head-to-head fighting.

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in the fall of 2004.
You can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com.

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The tag line,
"It's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

THE KING OF FIGHTERS, METAL SLUG and SAMURAI SHODOWN are registered
trademarks of SNK PLAYMORE CORPORATION.
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KONAMI TO BRING CRIME LIFE: GANG WARS TO THE STREETS THIS FALL

New Crime Action Game To Feature Detroit Rap Crew D12

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 17, 2005 -
Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., today announced that it will unleash Crime Life: Gang
Wars for the Xbox(R) video game and entertainment system from Microsoft and
PC-CD ROM this fall. This free-roaming, beat-em-up action game features a
dynamic, engaging story line that delves into modern urban culture and puts
gamers in the shoes of a small-time gang member as he fights his way for
control of the city. Adding an air of Hip Hop authenticity to Crime Life:
Gang Wars is the Detroit rap crew D12, which will be creating original music
for the title and whose members will lend their voices and likenesses to the
game.

"The scope of Crime Life: Gang Wars will be vast, so we wanted to make sure
that all of the elements were in place for an epic and engaging action game,"
said Jason Enos, product manager, Konami Digital Entertainment - America.
"Players will need to master the fighting system to conquer the streets. In
addition, the music and the participation of D12 will truly enhance the game
and give it the feel of urban pop culture that we've come to recognize from
popular films and TV shows."

Produced by Konami of Europe, Crime Life: Gang Wars boasts a strong narrative
that shows the dangers and strains associated with gang membership, and
promotes a strong sense of morality via game elements inspired by classic
gang movies, such as New Jack City, Boyz 'n the Hood and Menace II Society.
The player must protect his own people from exploitation and abuse, and
defend his crew from the violence and treachery that permeates the society he
lives in.

Crime Life: Gang Wars stars Tre, the young leader of the Outlawz, once Grand
Central City's most powerful gang. Gamers maneuver Tre through the dangerous
streets, using his fists and brains to protect his crew and build his
reputation. Reputation is all that matters in Grand Central City, and to
succeed Tre will have to prove himself to be the toughest fighter and
smartest leader as he battles for his gang's supremacy. With a morally
infused storyline, every decision made by the gamer in Crime Life will have
consequences and an impact on the outcome of the game.

In addition to bespoke music from D12, Crime Life: Gang Wars will include
songs from up and coming UK rap artist Doom Man. Also, Jason Flemyng, popular
British actor and veteran of hit crime flicks Lock Stock and Two Smoking
Barrels and Snatch will lend his voice to the list of in-game characters.

For information, screen shots, music and more from Crime Life: Gang War, go
to: www.konami-crimelife.com <http://www.konami-crimelife.com/> .

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment - America can be found at www.konami.com/gs
<http://www.konami.com/gs>

###

(C) 2005 KONAMI

Microsoft and Xbox are either registered trademarks or trademarks of
Microsoft Corporation in the United States and/or other countries and are
used under license from Microsoft.
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"KOF: MAXIMUM IMPACT - MANIAX" Ships for Xbox

Exclusive New Features Include 128 Player Xbox Live(R) Tournament Mode

WALL, NJ. - June 28, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that they have shipped
KOF: MAXIMUM IMPACT - MANIAX, the first original THE KING OF FIGHTERS 3D
title for the Xbox(R) video game and entertainment system from Microsoft.
KOF: MAXIMUM IMPACT - MANIAX will have a host of new, innovative features
created exclusively for Xbox users, including a 128 player tournament mode on
Xbox Live(R) where KOF fans can play and challenge the rest of the world.

KOFMI-MANIAX will feature a stop action camera which allows players to pause
the action mid-fight and take pictures of their favorite character from any
angle. In Profile Mode, fans can review their characters specialty moves and
listen to their various sayings and taunts. Additionally, by fan demand, Xbox
users will be able to choose between English and Japanese language.

KOF: MAXIMUM IMPACT-MANIAX will be supported by a comprehensive marketing
campaign that includes extensive print and online advertising, in gaming and
mass market consumer media, eye-catching in-store point-of-purchase displays,
playable demos available in top gaming publications, and direct mail and
email to SNK's growing list of fans.

"SNK will be rolling out a full library of our top fighting titles for Xbox
this year." said Ben Herman, SNK PLAYMORE USA CORPORATION President. "KOF:
MAXIMUM IMPACT-MANIAX is just the tip of the iceberg for Xbox owners."

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in the Fall of 2004.
You can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.
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FLATOUT SMASHES INTO STORES

Over-the-Top Racing Title Hits Retail Shelves

SAN FRANCISCO - July 19, 2005 - Get ready to chuck everything you learned in
driver's ed out the window... Empire Interactive, a U.K. computer games
developer and publisher, today announced that FlatOut is now available at
retail outlets nationwide for PlayStation(R)2 computer entertainment system,
Xbox(R) videogame system from Microsoft and the PC.

FlatOut brings racing mayhem to a new level with 36 challenging tracks, fully
destructible environments, 16 fully upgradeable cars and six death-defying
bonus events. Anything destroyed or altered stays a part of the race - broken
fences, free rolling tires, and even mangled parts of cars are left scattered
around the track, increasing the carnage with every lap. Drivers will even be
thrown from crashing cars!

The chaos continues off the classic track in three destruction derby arenas,
three head-on collision dirt tracks and six outrageous "Rag Doll Olympics"
bonus games that utilize driver ejection to the fullest.

Developed by Bugbear Entertainment, and distributed by Vivendi Universal
Games in the U.S., FlatOut carries a suggested retail price of $49.99 for the
PlayStation 2 and Xbox versions and $39.99 for the PC version. For more
information and to experience the rush of FlatOut first hand, visit:
http://www.flatoutgame.com.

About Empire Interactive
Empire Interactive is a leading publisher of interactive entertainment
software that has been established for 17 years. The company floated on the
Alternative Investment Market (AIM) of the London Stock Exchange in July
2000. Headquartered in the UK, Empire Interactive also has offices in the
U.S., Germany, France, Italy and Spain. The company develops and publishes a
varied range of titles for current and next-generation platforms in the U.S.,
Europe and Asia. Further information about Empire Interactive and its
products can be found at: http://www.empireinteractive.com

About Bugbear Entertainment
Bugbear Entertainment Ltd. is an award-winning Finnish game developer
focusing on immersive and advanced driving games. The company's international
breakthrough was the critically acclaimed title "Rally Trophy" released in
2001. The company released "Tough Trucks" for PC in 2003. The company is
currently working on "FlatOut 2," the follow-up to highly regarded "FlatOut,"
as well as with console and PC projects. For more information please visit
www.bugbear.fi

About Xbox
Xbox (http://www.xbox.com) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

# # #

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is either a trademark or registered
trademark of Microsoft Corporation in the U.S. and/or other countries used
under license from Microsoft. All other trademarks are the property of their
respective owners.
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ID SOFTWARE AND ACTIVISION CELEBRATE
10TH ANNUAL QUAKECON WITH QUAKE 4 MULTIPLAYER UNVEILING

DOOM 3: Resurrection of Evil for Xbox Also Debuts at QuakeCon 2005

Santa Monica, CA - August 9, 2005 - 3...2...1...FIGHT! id Software(TM) and
Activision, Inc. (Nasdaq: ATVI) give multiplayer gaming a shot of adrenaline
with the announcement that QUAKE 4(TM) multiplayer will be unveiled at the
10th Annual QuakeCon - the nation's largest and most legendary video game
festival and tournament. In addition, QuakeCon 2005 will also play host to
the first showing of DOOM 3: Resurrection of Evil(TM) for the Xbox(R) video
game and entertainment system from Microsoft. QuakeCon 2005 will attract more
than 6,000 video game fans from around the world and is being held at the
Gaylord Texan Resort and Convention Center in Grapevine, Texas from August
11-14.

QUAKE 4 marks the return of id's trademark deathmatch-style multiplayer
formula. Online gameplay action in QUAKE 4 is based on the speed, style and
overall multiplayer feel found in the popular QUAKE III Arena(R), and allows
gamers to play in Deathmatch, Team Deathmatch, Arena, CTF and Tournament
modes on the Strogg or Marine teams. QUAKE 4 is being developed by Raven
Software in cooperation with id Software. For more information on QUAKE 4,
please visit the official website at www.QUAKE4GAME.com.

Giving fans a sneak-peek at some of the most anticipated upcoming titles has
become a tradition, and this year is no different. For the first time ever,
QuakeCon attendees will be able to get their hands on DOOM 3: Resurrection of
Evil for Xbox. Co-developed by Nerve Software and id Software, DOOM 3:
Resurrection of Evil is a stand-alone extension of the DOOM 3(R) saga and
delivers more terror and fast-paced action in mankind's battle to overcome
Hell. The game features a fresh storyline with all-new levels, beasts and
powerful weapons, including the gravity-defying "Grabber," the
time-manipulating "Artifact," and the return of the double barreled Shotgun.

Both games are rated "M" for Mature by the ESRB.

About QuakeCon:
Often described as the "Woodstock of Gaming," QuakeCon was created in August
of 1996 by a group of friends on the IRC network's EFnet who had a desire to
meet in person. Less than 100 attendees gathered at the Best Western in
Garland, Texas that first year to play and talk games and compete in the
first QuakeCon tournament. id Software's lead programmer John Carmack and
several other id Software team members stopped by to chat with fans about
DOOM(R), QUAKE(R), and the future of an up-and-coming id Software.

Now in its 10th year, QuakeCon remains true to its original mission as an
event created by gamers, for gamers. Sponsored by id Software and other
industry-leading software and hardware manufacturers, QuakeCon continues to
be run by a dedicated group of 30 year-round volunteers and more than 200
on-site volunteers. Nearly 6,000 people attended QuakeCon in 2004, and the
event has expanded to include QUAKE(R), QUAKE II(R), QUAKE III Arena(R),
QUAKE III: Team Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). For
more information on QuakeCon visit the Web site at www.quakecon.org.

About id Software:
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With intense
graphics and mind-blowing action, id's games have helped redefine the modern
video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.:
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.
Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory and the id
Software name are either registered trademarks or trademarks of id Software,
Inc. in the United States and/or other countries. All other trademarks and
trade names are properties of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

# # #
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Midway & Epic Games Announce New Downloadable Content for Unreal Championship 2

August 15, 2005 - Midway & Epic Games announced today that new downloadable
content for Unreal Championship 2 is available now for download via Xbox
Live.

Developed by Epic Games, Unreal Championship 2 has been updated to take full
advantage of Microsoft's high-powered Xbox technology and has once again
established itself as the new standard for immersive single- and multiplayer
FPS action.

Unreal Championship 2 brings an entirely new level of intensity to the series
as gamers are blessed with superhuman agilities that prepare them for battle
against deadly characters or readies them for vicious hand-to-hand melee
combat. Taking the battle online and around the world, Unreal Championship 2
pits players against each other in an eight-person Xbox Live
multiplayer-challenge where only the strong survive. Built from the ground up
for the Xbox, Unreal Championship 2 features new gameplay elements, including
a deep melee combat system that seamlessly blends in with the ranged weapon
combat the series is known for, the option of first or third-person point of
views, a full story-driven single-player mode, dozens of all new maps, new
game modes and an arsenal of new weaponry. Additional information can be
obtained through the Unreal Championship 2 web site at
www.unrealchampionship2.com

**This round of new content consists of brand new maps & characters such as**

4 NEW Maps:
        o       Capture the Flag:       Monoxide
        o       Death Match:              Sever
        o       Death Match:              EvilHands
        o       OD:                              Ascension

10 NEW Characters (+ Combos):
        o       Apophis

        o       Calypso

        o       Garek

        o       Jackhammer

        o       Judas

        o       Kraag

        o       Lilith

        o       Merc Anubis

        o       Necris Selket

        o       Syzygy
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SNK PLAYMORE USA CORPORATION Ships
METAL SLUG 4 & 5 Bundle Pack for Xbox(R)

WALL, NJ. - August 17, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that it has shipped a
METAL SLUG 4 & 5 bundle pack for the Xbox(R) video game system from Microsoft
to retailers across North America. The METAL SLUG 4 & 5 bundle pack has a
suggested retail price of $39.99. METAL SLUG 4 & 5 will feature Xbox Live(TM)
leaderboard support.

The follow up to SNK's first Xbox release, METAL SLUG 3, which shipped May
2004 to the delight of Xbox owners across the country, METAL SLUG 4 and 5 are
two of the best games in the series. "The controls are tight, the graphics
and animation are amazing, and there's not a hint of slowdown... both games
are a great value, and proof that things don't have to be 3D in order to be
enjoyable." commented leading gaming website, IGN, in their May preview.
BonusStage enthused, "...The combination of non-stop blasting and nearly
infinite replay value should make Metal Slug 4 & 5 an absolute must for fans
of the series as well as anyone looking for an explosively great gaming deal.
Hats off and two blistered thumbs up to SNK Playmore for continuing to fight
the good fight and keep arcade action coming to the home consumer.."

METAL SLUG 4 features include:
"       Take the battle to the air, sea and land as you once again battle
Morden's forces
"       Six challenging stages and a wide array of unique enemies
"       Famous non-stop, fast paced MEATL SLUG action
"       Play as returning favorite characters Marco and Fio or brand new
characters Trevor and Nadia
"       Extensive power-ups of over-the-top weaponry, health and ammo
"       Fight off huge boss characters on each level and battle massive end
bosses

METAL SLUG 5 features include:
"       Five massive stages and all new enemies
"       Take up arms against this ultimate weapon of destruction "The
Doomsday Machine" that fuses the mysterious power of ancient ruins with that
of Metal Slug science
"       Wage an assault on the enemy's underwater stronghold.
"       Find a factory producing robotic weapons developed from the
Government Army's data for next-generation Metal Slugs.


About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in Fall 2004. You
can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com

# # #
METAL SLUG is a registered trademark of SNK PLAYMORE CORPORATION.

 ------------
Category 30,  Topic 3
Message 163        Sat Sep 03, 2005
KGAGNE [Ken]                 at 05:57 PDT

"THE KING OF FIGHTERS 02/03 Combo" Ships for Xbox

Frenzied Xbox Live(R) Fighting for SNK Fans

WALL, NJ. - August 30, 2005 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that they have shipped
-THE KING OF FIGHTERS 02/03 Combo for the Xbox(R) video game and
entertainment system from Microsoft. THE KING OF FIGHTERS 02/03 is the
ultimate two-in-one pack of extreme 2D fighting on two DVDs. THE KING OF
FIGHTERS 02/03 Combo will feature Xbox Live(R) head-to-head fighting with KOF
2003 also supporting Tournament mode and rematch capabilities.

THE KING OF FIGHTERS 02/03 Combo will be supported by a comprehensive
marketing campaign that includes extensive print and online advertising, a
multi-faceted public relations outreach including press tours and a New York
media kick off event, promotion through SNK arcade units and direct mail, and
email to SNK's growing list of fans.

About THE KING OF FIGHTERS 2003
THE KING OF FIGHTERS 2003 marked the beginning of a new epic saga in the KOF
series. KOF 2003 also introduced SNK's now popular "Multi-Shift System" which
allows for the free substitution of any team member during battle.

KOF 2003 features:
"       8th episode of the franchise
"       A total of 35 characters yielding 11 of the most dangerous 2D
fighting teams ever assembled plus hidden boss characters.
"       Introducing 10 beautifully rendered 3D battle stages
"       Features the new "Multi-Shift" system, allowing the free substitution
of teammates during battles.
"       Select your team leader with the new "Tactical Leader System"
"       Learn the combo moves for your favorite fighters and unleash massive
attacks
"       Xbox Live support featuring head-to-head fighting, Tournament Mode
and instant rematch capabilities.



About THE KING OF FIGHTERS 2002
This "Collection of Highlights" brings together famous characters from KOF
1999, 2000, & 2001and the exciting fighting systems which have made THE KING
OF FIGHTERS the ultimate in 2D fighting. All of the great fighting teams are
included, like the Fatal Fury Team featuring Terry and Andy Bogard, or the
beautiful Mai from the Woman Fighters Team, and many more.


KOF 2002 features:
"       A total of 44 characters from KOF 96 through KOF 2001 available for
the first time in one arena
"       Thirteen extreme 2D fighting teams with 5 bonus characters
"       Revives the extremely popular 3 on 3 battle format
"       Upgraded Max-On Power System
"       Over-the-top Super Special Moves to cause extreme damage
"       Xbox Live head-to-head fighting

About SNK PLAYMORE USA CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. The
company changed its name to SNK PLAYMORE USA CORPORATION in the Fall of 2004.
You can find more information about SNK PLAYMORE USA CORPORATION games at
http://www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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DOOM 3: RESURRECTION OF EVIL XBOX SHIPS TO RETAIL
Next Chapter in DOOM 3 Legacy Brings Hell Back to the Living Room

Santa Monica, CA - October 6, 2005 - id Software(TM) and Activision, Inc.
(Nasdaq: ATVI) have unleashed a new wave of hellish demon hordes upon console
gamers with the release of DOOM 3(R): Resurrection of Evil(TM) for the
Xbox(R) video game system from Microsoft. Co-developed by id Software and
Nerve Software, this stand-alone extension of the DOOM 3 saga features a new
storyline encompassing never before seen locations, tougher demons, powerful
weapons like the classic double-barrel Shotgun and the physics defying
Grabber, and the power to control time. Additionally, DOOM 3: Resurrection of
Evil turns up the multiplayer carnage with a number of new maps and also
includes bonus content complete with id classics, DOOM II(R) and Master
Levels for DOOM II. DOOM 3: Resurrection of Evil is available at retail
outlets nationwide for a suggested retail price of $29.99 and carries an "M"
(Mature) rating by the ESRB.

"Xbox owners can get a fresh dose of Hell with DOOM 3: Resurrection of Evil,"
said Todd Hollenshead, CEO, id Software. "We're turning up the heat by arming
you with incredible new weapons and powers for an all-out battle with the
Hunters - a new breed of demons Hell-bent on killing you."

DOOM 3: Resurrection of Evil picks up two years following the events of the
original DOOM 3 in a once forgotten and remote UAC research facility on Mars
- the site of the first battle with Dr. Bertrugar and his acolytes from Hell.
Investigating the ruins, players uncover an ancient artifact that holds
unspeakable power. However, this artifact belongs to Hell, and Bertrugar and
his demons will stop at nothing to take it back home.

For multiplayer fans, DOOM 3: Resurrection of Evil also features more online
action with new multiplayer maps for up to four players in the following game
types: Deathmatch, Team Deathmatch, Last Man Standing and Tournament mode via
System Link or Xbox Live(TM).

As an added bonus, DOOM 3: Resurrection of Evil for Xbox also includes
complete versions of DOOM II and Master Levels for DOOM II specifically
optimized for the Xbox. These classics include their original single player
campaigns as well as 2-4 player Co-Op or Deathmatch via split-screen on one
Xbox or on multiple systems via System Link.

About id Software:
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991.

As a renowned leader in the industry, id Software forged such frenetic titles
as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE III
Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With intense
graphics and mind-blowing action, id's games have helped redefine the modern
video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory and the id
Software name are either registered trademarks or trademarks of id Software,
Inc. in the United States and/or other countries. All other trademarks and
trade names are properties of their respective owners.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

 ------------
Category 30,  Topic 3
Message 165        Tue Nov 15, 2005
KGAGNE [Ken]                 at 13:37 PDT

KONAMI SHIPS DANCE DANCE REVOLUTION ULTRAMIX(R) 3 TO RETAIL STORES NATIONWIDE

Newest Edition of the Legendary Dance Series Expands the Revolution Online
and Offline with New Gameplay Modes and a Huge Selection of Music

REDWOOD CITY, Calif. - November 15, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Dance Dance Revolution (DDR) ULTRAMIX(R)3 for the Xbox(R) video game and
entertainment system from Microsoft has shipped to retail stores nationwide.
The newest title in the best-selling dance video game series, DDR ULTRAMIX 3
breaks it down with the biggest music selection of any DDR in North America
to date, exclusive content, and a collection of innovative modes which
enhance both the online and offline gameplay.

Dance Dance Revolution ULTRAMIX 3 pushes the boundaries of the Xbox Live(R)
online gaming service to deliver the ultimate online dance experience. The
Xbox Live service allows players to go head-to-head against other DDR fans
from around the globe, talk live to other DDR players during gameplay, send
messages or chat with other players, as well as download new songs and upload
dance routines. DDR ULTRAMIX 3 also features never-before-seen offline modes
that cater to the casual, beginner and advanced dancers. The "Freestyle Mode"
lets newcomers and experts dance to any song without having to follow
specific dance steps on the screen. Players of all skill levels will enjoy
the new "Quest Mode," where dancers travel from city to city and build a
world-championship dance team by completing different challenge objectives.

By serving up the hottest dance tunes - comprised of remixes, dance anthems
and popular hits - DDR ULTRAMIX 3 will keep everyone moving and grooving to a
huge selection of music. Featuring more than 70 songs across multiple genres
and styles, DDR ULTRAMIX 3 will get gamers onto the dance floor with the
largest music variety of any DDR title released in North America to date.
This includes songs from such artists as Black Eyed Peas, Blackalicious,
NOFX, and Moby, plus smash-hits like "Crazy In Love" and "Play That Funky
Music." The game will also feature real music videos from select artists
during gameplay, and voiceover commentary from Radio Active, a MC and
beatboxer for the band Spearhead.

For the first time in the history of the series, users will be able to
download a free song via Xbox Live, during the month of November, and add it
to their track list on DDR ULTRAMIX 3. Additionally, the game supports the
songs that were available on Xbox Live of previous ULTRAMIX games. Players
can download, via Xbox Live, 30 songs from DDR ULTRAMIX and 30 songs from DDR
ULTRAMIX 2 at a fee of $5.00 for a pack of 5 songs each. Other song packs,
featuring new songs not found on past ULTRAMIX soundtracks will also be
available for download, exclusively for DDR ULTRAMIX 3, starting in November.
Expect new song packs to be added on a monthly basis.

Turning the Xbox into a music machine, the game's new "Jukebox Mode" allows
players to enjoy the soundtrack from the game, build and save custom play
lists and listen to the songs as background music. DDR ULTRAMIX 3 also
features the very popular "Workout Mode," which turns DDR into a fitness tool
and gives players a method to track the progress of their dance/exercise
routines and see how many calories they have burned.

Dance Dance Revolution ULTRAMIX 3 is rated "E10+" by the ESRB and is
available with a dance pad for the SRP of $64.99 or as a stand-alone game for
$39.99. To learn more about the game please visit http://www.konami.com/gs.

About Dance Dance Revolution
The original arcade game made its debut in Japan in October 1998 and quickly
became the number-one gaming craze in the country. The first game console
version of the game was released in Japan in April 1999 for the
PlayStation(R) game console and sold more than three million units
cumulatively. DDR hit the U.S. arcades that next year, and in March 2001,
Konami introduced Dance Dance Revolution for the PlayStation game console,
which developed a massive fan base. Subsequent releases in the U.S. include
Dance Dance Revolution Disney Mix and Dance Dance Revolution KONAMIX(R),
released for the PlayStation game console, DDRMAX Dance Dance Revolution(R),
DDRMAX2 Dance Dance Revolution, Dance Dance Revolution EXTREME(TM) and Dance
Dance Revolution EXTREME(TM) 2 released for the PlayStation 2, and Dance
Dance Revolution ULTRAMIX(R), Dance Dance Revolution ULTRAMIX(R) 2, and Dance
Dance Revolution ULTRAMIX 3 released for the Xbox. In January 2005,
cumulative worldwide sales of the Dance Dance Revolution series had exceeded
7.5 million units.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

"KONAMI", "DANCE DANCE REVOLUTION", "DANCE DANCE REVOLUTION ULTRAMIX" and
"BEMANI" are registered trademarks of KONAMI CORPORATION. (C) 1998 2005
KONAMI. Developed & Published by Konami Digital Entertainment, Inc. under
license from Konami Corporation. Microsoft, Xbox, Xbox Live, the Live Logos
and the Xbox Logos are either registered trademarks or trademarks of
Microsoft Corporation in the U.S. and/or in other countries and are used
under license from Microsoft. All other trademarks are the property of their
respective owners.

 ------------
Category 30,  Topic 3
Message 166        Tue Jan 17, 2006
KGAGNE [Ken]                 at 15:10 PDT

"SAMURAI SHODOWN V" Ships Exclusively for Xbox

Hyperactive Xbox Live(R) fighting gives SNK fans reason to battle yet again

WALL, NJ. - January 17, 2006 - SNK PLAYMORE USA CORPORATION, the US
publishing arm of the SNK PLAYMORE CORPORATION, announced today that they
have shipped SAMURAI SHODOWN V exclusively for the Xbox(R) video game and
entertainment system from Microsoft. SAMURAI SHODOWN V, one of SNK's greatest
fighting franchises now features full Xbox Live(R) online game service
support and the addition of Tournament Mode.

SAMURAI SHODOWN is considered one of the greatest fighting franchises of all
time, and is the first appearance of the series on any current generation of
consoles in North America.  According to Richard Li of top gaming site,
1UP.com, "The series has become one of the flagships of SNK PLAYMORE. It's
spurred a subculture devoted to the competitive nature of the game."

About SAMURAI SHODOWN V
SAMURAI SHODOWN V is the story of one Samurai's quest against the Shogun
which leads to the gathering of the bravest warriors.

SAMURAI SHODOWN V features

* Xbox Live(R) support featuring Tournament Mode
* Choose from a total of 26 fighters including 14 new characters to the
franchise
* Select characters designed by world-renowned manga artist Nobuhiro Wazuki
* Power up the Rage Gauge and unleash death combos for extreme damage
* Force your opponent into slow motion with Spirit Strength
* Original Japanese version included.

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia.  Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS , METAL SLUG, and SAMURAI
SHODOWN, SNK continues to be and industry leader by focusing on their rich
arcade history.  More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America, including
publishing, marketing, development and localization.  More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa.com

# # #

SAMURAI SHODOWN is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox and Xbox Live are registered trademarks of Microsoft Corporation in the
United States and/or other countries.

 ------------
Category 30,  Topic 3
Message 167        Thu Jan 26, 2006
KGAGNE [Ken]                 at 19:05 PDT

SNK PLAYMORE USA ANNOUNCES
THE KING OF FIGHTERS NEOWAVE
FOR XBOX

Three-on-Three Fighting on Xbox Live

WALL, NJ. - January 26, 2006 - SNK PLAYMORE USA CORPORATION, the US
publishing arm of the SNK PLAYMORE CORPORATION, announced today that they
will be publishing THE KING OF FIGHTERS NEOWAVE for Xbox(R) video game and
entertainment system from Microsoft in March 2006. KOF NEOWAVE features
three-on-three team fighting, along with improved graphics and an enhanced
game system. KOF NEOWAVE will also feature full Xbox Live online game service
support, including online multi-player head-to-head fighting and Tournament
Mode.

KOF NEOWAVE features 12 three-man teams made up of some of the greatest
characters from SNK's 11-year history, including the Women Fighters Team
(Mai, King and Yuri) and the Fatal Fury Team (Terry, Joe, and Andy). NEOWAVE
features three modes of play - Super Cancel, Guard Break, and Max2. A new
"Heat Mode" lets players power up their attacks in exchange for a gradual
loss of health.

KOF NEOWAVE features:
"       Xbox Live support featuring head-to-head fighting and Tournament
Mode.
"       A total of 43 characters including 7 Bonus characters.
"       12 of the most dangerous fighting teams ever assembled.
"       Pick your team and fight it out in the original 3-on-3 battle format.
"       Beautifully rendered background graphics.
"       Activate "Heat Mode" to power-up your attacks.
"       Revives the evacuation rolling maneuver and thrust attacks.
"       Over-the-top Super Special Moves.
"       3 modes of play: Super Cancel, Guard Break and Max2.
"       Link a Special Move with a Super Attack in the Super Cancel Mode to
cause extreme damage.

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia. Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS, METAL SLUG and SAMURAI
SHODOWN, SNK continues to be an industry leader by focusing on their rich
arcade history. More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America, including
publishing, marketing, development and localization. More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS is a registered trademark of SNK PLAYMORE CORPORATION.

Xbox and Xbox Live are registered trademarks of Microsoft Corporation in the
United States and/or other countries.

 ------------
Category 30,  Topic 3  [MOVED]
Message 168        Wed Feb 08, 2006
KGAGNE [Ken]                 at 16:47 PDT

DOOM 3 XBOX DEMO FEATURED IN DOOM MOVIE DVD

Mesquite, TX - Feb. 8, 2006 - DOOM(R) fans, brace yourselves for another
barrage of Hell's most heinous horrors! id Software and Activision, Inc.
(Nasdaq: ATVI) have teamed with Universal Studios Home Entertainment to
include a playable demo of DOOM 3(TM) for Xbox(R) video game and
entertainment system from Microsoft as bonus content on the Unrated Extended
Edition DVD release of Doom. The DOOM 3 demo includes two single-player and
two multi-player levels, featuring both Co-Op and Deathmatch Xbox Live(R)
online game service enabled modes.

DOOM 3, a Microsoft Platinum Hits award-winning title, draws gamers into the
most terrifying and riveting 3D gaming experience ever created as players
fight their way to Hell and back in an epic clash against pure evil. The
title was co-developed by id Software and Vicarious Visions, and is currently
available nationwide for a suggested retail price of $29.99 and is rated "M"
(Mature) by the ESRB.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(TM), QUAKE(R) and QUAKE II(TM).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(TM), QUAKE III: Team Arena(TM),
and Return to Castle Wolfenstein(TM). id's advanced DOOM 3 engine is leading
the next revolution in 3-D interactive games. Check out more about id
Software at www.idsoftware.com.

About Universal Studios Home Entertainment
Universal Studios Home Entertainment is a unit of Universal Pictures, a
division of Universal Studios (http://www.universalstudios.com). Universal
Studios is a part of NBC Universal, one of the world's leading media and
entertainment companies in the development, production, and marketing of
entertainment, news, and information to a global audience. Formed in May 2004
through the combining of NBC and Vivendi Universal Entertainment, NBC
Universal owns and operates a valuable portfolio of news and Entertainment
networks, a premier motion picture company, significant television production
operations, a leading television stations group, and world-renowned theme
parks. NBC Universal is 80%-owned by General Electric, with 20% controlled by
Vivendi Universal.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
(C) 2003 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Wolfenstein: Enemy Territory,
Wolfenstein 3D, Return to Castle Wolfenstein, DOOM, DOOM II, DOOM 3, QUAKE,
QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software name
are either registered trademarks or trademarks of Id Software, Inc. in the
United States and/or other countries. Activision is a registered trademark of
Activision Publishing, Inc. All other trademarks and trade names are the
property of their respective owners.
Xbox and Xbox Live are registered trademarks of Microsoft Corporation in the
United States and/or other countries.
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Category 30,  Topic 3
Message 169        Wed Apr 12, 2006
KGAGNE [Ken]                 at 05:06 PDT

"THE KING OF FIGHTERS NEOWAVE" Ships for Xbox

Straight From the Arcades to Xbox LIVE(R)

WALL, NJ. - April 11, 2006 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that they have shipped -
THE KING OF FIGHTERS NEOWAVE exclusively for the Xbox(R) video game and
entertainment system from Microsoft. THE KING OF FIGHTERS NEOWAVE will
feature full Xbox Live online game service support including head-to-head
fighting and Tournament Mode.

THE KING OF FIGHTERS NEOWAVE features a collection of fighters from the
franchise's history, grouped into twelve three fighter teams, along with
seven hidden characters. Three modes of play: Super Cancel, Guard Break and
Max2, yields almost unlimited hours of excitement. A number of bonuses, such
as hidden character art and a full character color edit tool are included as
well.
"Gamers will immediately be impressed when firing up NEOWAVE by the bright,
clean visuals and the fluidity with which they animate," said Charles of
Onyett of IGN.com.

"From controller configurations, to character alterations, to gameplay tweaks
- NEOWAVE has got 'em all," said Rob Semsey of Teamxbox.com. "Fighting fans
with even the most specific needs should find something to like here."

KING OF FIGHTERS NEOWAVE Features:
* Xbox Live support featuring head-to-head fighting and Tournament Mode.
* 36 classic SNK characters each with their own fighting styles and unique
moves
* 7 hidden characters to find.
* 12 of the most dangerous fighting teams fight it out in 3-on-3 battles
* Link combo-moves to beat your opponent senseless and inflict "game over"
damage
* Turn up the heat - up your attack strength using "Heat Mode"
* 3 modes of play: Super Cancel, Guard Break and Max2.

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia. Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS, METAL SLUG, and SAMURAI
SHODOWN, SNK continues to be an industry leader by focusing on their rich
arcade history. More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America, including
publishing, marketing, development and localization. More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa.com

# # #

THE KING OF FIGHTERS NEOWAVE is a trademark of SNK PLAYMORE CORPORATION.

Xbox and Xbox Live are registered trademarks of Microsoft Corporation in the
United States and/or other countries.

 ------------
 ************
Topic 4         Thu May 10, 2001
KGAGNE                       at 20:58 PST
Sub: Responses to News Posts

Member responses to Topic 3: News Posts.

 9 messages
 ************
 ------------
Category 30,  Topic 4
Message 1          Wed Oct 24, 2001
KGAGNE [Ken]                 at 15:36 PDT

I'm a bit irritated that the Xbox version of Silent Hill 2 has so much more
to offer than the original PS2 version, and that this director's cut comes
within only a few months of the original's release.

-Ken

 ------------
Category 30,  Topic 4
Message 2          Wed Oct 24, 2001
SYNDICOMM [Sheppy]           at 17:38 PDT

>>>I'm a bit irritated that the Xbox version of Silent Hill 2 has so much more
to offer than the original PS2 version, and that this director's cut comes
within only a few months of the original's release.

Sounds like Microsoft bribery in action to me. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 4
Message 3          Thu Oct 25, 2001
KGAGNE [Ken]                 at 08:20 PDT

Sheppy,

I've heard that in the Xbox version of Silent Hill 2, players can undertake an
additional quest as the character of Maria.

This really messes up the plot analysis of SH2, in which Maria does not exist
without James.  It's like a dream taking on a life of its own.

-Ken

 ------------
Category 30,  Topic 4
Message 4          Fri Nov 16, 2001
KGAGNE [Ken]                 at 11:04 PDT

Digital Leisure specializes in DVD-Video games, which operate on any DVD movie
player.  Everytime a new DVD machine comes out, Digital Leisure announces
their games as being newly compatible with that system.  Similar press
releases to the Xbox post were made whe nthe PlayStation 2 was released.

-Ken

 ------------
Category 30,  Topic 4
Message 5          Mon Mar 11, 2002
KGAGNE [Ken]                 at 20:36 PDT

For Gamebits' review of the original PlayStation 2 version of the new Spy
Hunter, read Category 27, Topic 2, Msg 47 on this bulletin board - or surf to
either of these URLs:

http://www.syndicomm.com/communities/gamebits/messages/category=27/topic=2/read
all

http://www.gamebits.net/ps2/spyhunt.shtml

 ------------
Category 30,  Topic 4
Message 6          Wed May 15, 2002
KGAGNE [Ken]                 at 20:12 PDT

I bought my Xbox today.

 ------------
Category 30,  Topic 4
Message 7          Tue May 21, 2002
SYNDICOMM [Sheppy]           at 14:21 PDT

Heh, I just asked about that upcategory. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 4
Message 8          Tue Aug 20, 2002
KGAGNE [Ken]                 at 10:21 PDT

Soccer Slam was released about six months ago for Nintendo GameCube as well.

 ------------
Category 30,  Topic 4
Message 9          Sun Feb 20, 2005
KGAGNE [Ken]                 at 07:42 PDT

I just went to the Xbox web site
<http://replacements.webprogram.com/en-us/programoverview.asp>, typed in my
Xbox's serial number and manufacture date (located on the bottom of the
console), and have been told that new power cords are en route.  I don't even
need to send in any proof of purchase or old cables.  Easy!

-Ken

 ------------
 ************
Topic 5         Fri Jul 05, 2002
KGAGNE                       at 20:43 PST
Sub: Halo

Microsoft published this Bungie-developed shooter as the Xbox flagship title.

 14 messages
 ************
 ------------
Category 30,  Topic 5
Message 1          Fri Jul 05, 2002
KGAGNE [Ken]                 at 20:45 PDT

Topnight, two months after I bought my Xbox, I played my first game on it.
Everyone I've asked for software recommendations suggested this game, so I
decided there must be something to it.  Granted, I've played only the first
level, and am unlikely to get a shot at the multiplayer mode, but so far it
seems only an average first-person perspective (1pp) shooter.  So, assuming I
don't discover it for myself: what's the big deal?  Anyone?

I doubt I'll ever find 1pp controls as comfortable as the N64's.  Sigh.

-Ken

 ------------
Category 30,  Topic 5
Message 2          Mon Jul 08, 2002
SYNDICOMM [Sheppy]           at 16:57 PDT

The problem is Halo was designed to be a phenomenal computer-based shooter,
with extremely realistic environments and models.  I doubt they survived the
translation into the NTSC television world.

Microsoft's meddling strikes again!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 5
Message 3          Wed Jul 17, 2002
A2.DAIN [Dain]               at 18:49 PDT


Well, Halo has been announced for both Mac and PC finally.  I have yet to play
it, but it seems that there was lots of praise for this title on the Xbox.  It
being the only "must have".  Many times I disagree with the Must haves though.

Dain
 ------------
Category 30,  Topic 5
Message 4          Thu Jul 18, 2002
KGAGNE [Ken]                 at 17:53 PDT

MacCentral reports that Halo will be released for PC and Mac in 2003:

http://maccentral.macworld.com/news/0207/12.halo.php

 ------------
Category 30,  Topic 5
Message 5          Sun Mar 09, 2003
KGAGNE [Ken]                 at 17:28 PDT

Halo 2 will not ship in 2003.

http://www.bungie.net/perlbin/blam.pl?file=/site/1/news/news_detail.html&id=A
72CE2BD-7BBB-496A-893A-21E608758142

 ------------
Category 30,  Topic 5
Message 6          Wed Jun 25, 2003
KGAGNE [Ken]                 at 20:24 PDT

Connect your Xbox to your PC to play Halo over the Internet - details here:

http://www.gamespyarcade.com/support/tunnel_xbox.shtml

 ------------
Category 30,  Topic 5
Message 7          Wed Feb 04, 2004
KGAGNE [Ken]                 at 15:28 PDT

Halo has now sold over four million copies:

http://www.bungie.net/perlbin/blam.pl?file=/site/0/news/news_detail.html&id=710
D2F8E-FFA6-4258-98E8-43067DC65BDF]

 ------------
Category 30,  Topic 5
Message 8          Tue May 18, 2004
KGAGNE [Ken]                 at 10:45 PDT

Word is that the sequel to this game will finally launch on November 9th.

 ------------
Category 30,  Topic 5
Message 9          Mon Jun 14, 2004
KGAGNE [Ken]                 at 21:19 PDT

From
<http://bungie.com/News/Story.aspx?link=A5A942B0-EA26-4422-A02A-50A45CAC0440&MS
ID=A4E20337C4EE4D25BC3D97055353B5AA>:

Recent internet reporting has suggested that a Game Boy version of Halo is in
he works. We can officially lay that rumor to rest.

There is no Game Boy version of Halo planned, and none in production. It's
very unlikely that such a version would ever happen for all the obvious
reasons, and the less obvious reasons, that the ColecoVision talks fell apart
and The Bandai Pippin version is taking up all our development bandwidth...

 ------------
Category 30,  Topic 5
Message 10         Fri Sep 10, 2004
KGAGNE [Ken]                 at 14:38 PDT

Red vs. Blue <http://www.redvsblue.com> uses Halo to tell stories in movie
format.  The few I've seen were fantastic and very funny, though sometimes
sporting vulgar language.  DVDs of the first two seasons are also available on
their web site for $20, or for $22 at your local GameStop.

 ------------
Category 30,  Topic 5
Message 11         Tue Nov 09, 2004
KGAGNE [Ken]                 at 07:38 PDT

CNN.com reports on the commercial success of Halo 2, which becomes available
today:

http://money.cnn.com/2004/11/08/commentary/game_over/column_gaming/index.htm?cn
n=yes

 ------------
Category 30,  Topic 5  [MOVED]
Message 12         Tue Mar 22, 2005
KGAGNE [Ken]                 at 14:00 PDT

VIDEO GAMERS LEAGUE OPENS REGISTRATION FOR NATIONAL GAMING TOURNAMENT
OVER $20,000 CASH AND A 2005 SCION xB TO BE AWARDED.

Dallas, Texas - March 21, 2005 - VGL, (Video Gamers League), the first
organization to advance console gaming competitions to the level of a
professional sport, announced today that they have opened registration for
the first season of competition in the National VGL Video Gaming Tournament,
the largest-ever console game tournament. Players can register to compete in
official (qualifying) tournaments at the VGL website, www.vgleague.com. Halo
2 is the official game for the first season, which will include 112
tournaments that will take place in Scion dealerships across the nation.

The VGL will offer both team and FFA (free for all) tournaments. The FFA
tournaments are free to enter. Official winners will advance to one of six
regional tournaments, which will take place in New York, Los Angeles, Dallas,
Orlando, San Francisco, and Chicago. Winners of the regional tournaments will
advance to the national championship, where top finishers will receive cash
and prizes and the grand champion will drive away with a 2005 Scion xB. All
tournament participants will receive Scion merchandise, including beanies,
CD's, and backpacks.

The National VGL Video Gaming Tournament is made up of two tournament
seasons. It is produced and managed by VGL of Dallas, TX and Turn-Key
Marketing Services, Inc. of Orlando, FL. Scion, a top-level sponsor, will
host the official Halo 2 tournaments for the first season and will determine
the official game for the second season in the near future.

Scion, from Toyota Motor Sales, U.S.A., Inc. produces the versatile x, the
urban xB and the sporty tC. Visit their website at www.scion.com.

Turn-Key Marketing Services, Inc. is the exclusive sponsorship sales and
marketing firm representing the VGL. In addition to VGL's National Video
Gaming Tournament, Turn-Key Marketing is working with numerous corporations
and venues to further develop the growth of the VGL and its tournaments.
Turn-Key Marketing represents a variety of regional and national events that
include sports, family entertainment, and faith-based initiatives. Visit
their website at www.sponsorshipsforsale.com.

Jeff Gross launched VGL in 1999. Gross previously was involved in tournaments
with both CPL and Twin Galaxies, and now focuses his full attention on the
VGL. VGL's newly designed website is www.vgleague.com.

 ------------
Category 30,  Topic 5
Message 13         Wed Dec 14, 2005
KGAGNE [Ken]                 at 13:40 PDT

Try a freeware side-scroller: Halo Zero!

http://www.halozero.new.fr/

 ------------
Category 30,  Topic 5
Message 14         Sun Dec 18, 2005
KGAGNE [Ken]                 at 11:00 PDT

According to <http://tinyurl.com/a4qf6>, the original Halo was the #9 selling
game of 2005.

Speaks pretty poorly of the games actually released in this calendar year.

 ------------
 ************
Topic 6         Fri Jul 05, 2002
KGAGNE                       at 20:45 PST
Sub: Elder Scrolls III: Morrowind

Bethesda Softworks' massive RPG comes home from the PC to the Xbox.

 3 messages
 ************
 ------------
Category 30,  Topic 6
Message 1          Thu Oct 30, 2003
KGAGNE [Ken]                 at 14:36 PDT

Bethesda Softworks Announces Morrowind
Game of the Year Edition Headed to Stores

(Rockville, MD) October 30, 2003 -- Bethesda Softworks(R) today announced
that it has begun manufacturing The Elder Scrolls III: Morrowind(R) Game of
the Year (GotY) edition for the Xbox video game system from Microsoft and
expects the title to be in stores early next week. The Morrowind GotY
includes the original Morrowind, along with content from the two Morrowind
expansions: Tribunal and Bloodmoon. This new product will allow gamers to
continue their existing games of Morrowind and experience the new quests and
areas offered by the expansions.

Also expected at retail next week is the Morrowind GotY edition for PC, which
includes the original game plus both expansions at a price of $29.99, and The
Morrowind Prophecies GotY Edition, a 400+ page hint book covers both the PC
and Xbox versions of all three games and includes maps, creature info,
walkthroughs for every quest, and more.

Morrowind was the best-selling and most highly acclaimed RPG for Xbox in
2002, earning Game of the Year and Best RPG awards from numerous publications
and sites, including Official Xbox Magazine, Gamespot, Team Xbox, and Xbox
Evolved. Over a year after its initial release, Morrowind was ranked among
the Top 10 Best Selling Xbox games in May through August of this year - a
feat only matched by Halo (Source: The NPD Group / NPD Funworld(R) /
TRSTS(R)).

An epic, open-ended single-player RPG, Morrowind allows you to create and
play any kind of character imaginable. You can choose to follow the main
storyline and find the source of the evil blight that plagues the land, or
set off on your own to explore strange locations and develop your character
based on their actions throughout the game. Featuring stunning 3D graphics,
open-ended gameplay, and an incredible level of detail and interactivity,
Morrowind offers a gameplay experience like no other.

In Tribunal, you journey to the capital city of Morrowind, called Mournhold,
to meet the other two god-kings of Morrowind, Almalexia and Sotha Sil. Your
journey will lead you to the Clockwork City of Sotha Sil and massive,
epic-sized dungeons, where strange and deadly creatures await you, including
goblins, lich lords, and the mysterious Fabricants.

Bloodmoon takes you to the frozen Island of Solstheim where you'll experience
snow, blizzards, and new creatures, including frost trolls, ice minions, and
wolvesEjust to name a few. You'll have a choice of stories to follow and have
the opportunity to defend the colony, take control over how the colony is
built up, and eliminate the werewolves. Or, you can decide to join the
werewolves and become one of them, opening up a whole new style of gameplay.

For more information on Morrowind, Tribunal, Bloodmoon, or the Morrowind GotY
edition, visit www.elderscrolls.com.

About Bethesda Softworks(R)
Headquartered in Rockville, MD, Bethesda Softworks LLC is a developer and
publisher of entertainment software and has published numerous award-winning
titles, including The Elder Scrolls(R) series and the Terminator series. Its
full product line spans the sports, racing, RPG, strategy and action genres.
For more information on Bethesda Softworks' products, visit www.bethsoft.com.

About Xbox
Xbox (<http://www.xbox.com>) is the video game system from Microsoft that
brings people together for the most exhilarating game and entertainment
experiences. Xbox delivers an expansive collection of breakthrough games,
powerful hardware and the unified Xbox Live online service. The new tagline,
"it's good to play together," captures the spirit of Xbox as the social hub
of the new digital entertainment lifestyle. Xbox is now available in North
America, Asia, Europe and Australia.

Bethesda Softworks LLC is a ZeniMax Media company. The Elder Scrolls,
Morrowind, Tribunal, Bloodmoon, Bethesda Softworks and ZeniMax and their
respective logos are registered trademarks or trademarks of ZeniMax Media
Inc. Xbox and Microsoft are registered trademarks of Microsoft Corp in the
United States and/or other countries. Other product and company names
referenced herein may be trademarks of their respective owners. All rights
reserved.

 ------------
Category 30,  Topic 6
Message 2          Tue Nov 04, 2003
KGAGNE [Ken]                 at 10:57 PDT

Bethesda Softworks Releases Morrowind Game of the Year  Edition for
Xbox(TM) with NDL's Graphics Engine

Includes the Award-Winning Morrowind and its Two Expansions Tribunal(TM) and
Bloodmoon(TM)

CHAPEL HILL, N.C.  (November 4, 2003) - NDL, a leading developer of 3D
graphics technology for the computer and video game industry, announced today
that its graphics engine is being used in Bethesda Softworks' Morrowind Game
of the Year(TM) (GotY) edition for the Xbox(TM).  The game will include the
original version of its award-winning role playing game (RPG) The Elder
Scrolls III: Morrowind(R), along with content from the two Morrowind(R)
expansions: Tribunal(TM) and Bloodmoon(TM).

"NDL's engine provides us with the latest graphic development tools which
allow us to create great content in a short period of time," said Todd
Howard, executive producer for The Elder Scrolls(R) series.  "We enjoy
working with the NDL team to create and deliver hit titles."

"NDL has done an excellent job optimizing its technology for the Xbox(TM)
platform, by providing developers with the tools they need to bring
creativity and great game play to Xbox(TM) games," said Ed Fries, vice
president of Xbox(TM) game content at Microsoft Game Studios. "Morrowind(R)
is a fantastic example of a talented development team using a very flexible
3D technology toolkit to create a blockbuster Xbox(TM) title."

Morrowind(R) was one of the best-selling and most highly acclaimed RPG for
Xbox(TM) last year, earning Game of the Year and Best RPG awards from
numerous publications and sites, including Official Xbox Magazine, GameSpot,
Team Xbox, and Xbox Evolved.  Morrowind Game of the Year(TM) has several new
features including enhanced graphics, open-ended game play and an incredible
level of detail and interactivity providing a new experience for Morrowind(R)
fans.

"We continue to be impressed with the Bethesda team's talent and ability to
utilize our technology to the fullest," said John Austin, president of NDL.
"Bethesda has experienced tremendous success with The Elder Scrolls(R) series
by generating a huge fan base and it's great to see them deliver the complete
Morrowind(R) experience on the Xbox(TM)."

About NDL

NDL, headquartered in Chapel Hill, N.C., is a developer of highly flexible 3D
graphics software used by leading game developers and publishers such as
Firaxis, Microsoft, Mythic Entertainment, Blue Fang and Irrational Games.
The company's flagship product, the Gamebryo graphics engine & toolkit, is
the culmination of two decades of 3D graphics expertise.  Titles using NDL's
engine have been or will be published by Bethesda Softworks, Codemasters,
Electronic Arts, Vivendi Universal Games and many others.  Developers using
NDL's Gamebryo can spend their time making Windows, Xbox(TM),
PlayStation(R)2, and GameCube(R) games look great and play well, saving time
and money in the process.  To learn more, please visit www.ndl.com.

About Bethesda Softworks(R)

Headquartered in Rockville, Md., Bethesda Softworks LLC is a developer and
publisher of entertainment software and has published numerous award-winning
titles, including The Elder Scrolls(R) series, the Terminator series, and Sea
Dogs(R). Its full product line spans the sports, racing, RPG, strategy and
action genres. For more information on Bethesda Softworks' products, visit
www.bethsoft.com .

Bethesda Softworks LLC is a ZeniMax Media company.  The Elder Scrolls,
Morrowind, Tribunal, Bloodmoon, Bethesda Softworks and ZeniMax and their
respective logos are registered trademarks or trademarks of ZeniMax Media
Inc. Xbox and Microsoft are registered trademarks of Microsoft Corp. Other
product and company names referenced herein may be trademarks of their
respective owners. All rights reserved.

 ------------
Category 30,  Topic 6
Message 3          Wed Nov 10, 2004
KGAGNE [Ken]                 at 13:39 PDT

The Elder Scrolls III: Morrowind(R) Achieves Xbox Platinum Hits Status, Again

Top 10 Selling Xbox game of all time accomplishes a first for any Xbox game

(Rockville, MD) November 10, 2004 -- Bethesda Softworks(R) today announced
that it will release its award-winning RPG, The Elder Scrolls III:
Morrowind(R) Game of the Year (GotY) edition later this month as part of the
Xbox Platinum Hits series. This is the second time Morrowind has been
released as a Platinum Hits title, the first game ever to accomplish this
feat. (The original version of Morrowind was released as part of the Platinum
Hits program in 2003.) The Morrowind GotY edition allows gamers to continue
their existing games of Morrowind and experience the new quests and areas
offered by the Tribunal(R) and Bloodmoon(R) expansions.

Platinum Hits games are generally available for an estimated retail price of
$19.99* (U.S.) at most retailers. Only a select few games for the Xbox(R)
video game system from Microsoft that have enjoyed the greatest popularity
and highest sales volumes are being selected for the Platinum Hits program.

Morrowind was the best-selling and most highly acclaimed RPG for Xbox in
2002, earning Game of the Year and Best RPG awards from numerous publications
and sites, including Official Xbox Magazine, Gamespot, Team Xbox, and Xbox
Evolved. It was one of the top 10 best-selling games on Xbox from May through
October 2003, a full year after its initial launch (Source: The NPD Group /
NPD Funworld(R) / TRSTS(R)). The only other game to accomplish this feat was
Halo.

In Tribunal, you journey to the capital city of Morrowind, called Mournhold,
to meet the other two god-kings of Morrowind, Almalexia and Sotha Sil. Your
journey will lead you to the Clockwork City of Sotha Sil and massive,
epic-sized dungeons, where strange and deadly creatures await you, including
goblins, lich lords, and the mysterious Fabricants.

Bloodmoon takes you to the frozen Island of Solstheim where you'll experience
snow, blizzards, and new creatures, including frost trolls, ice minions, and
wolves...just to name a few. You'll have a choice of stories to follow and
have the opportunity to defend the colony, take control over how the colony
is built up, and eliminate the werewolves. Or, you can decide to join the
werewolves and become one of them, opening up a whole new style of gameplay.

For more information on Morrowind and The Elder Scrolls(R) series, including
the recently announced The Elder Scrolls IV: Oblivion(TM), visit the official
web site at www.elderscrolls.com.

About Bethesda Softworks(R)
Headquartered in Rockville, MD, Bethesda Softworks LLC is a developer and
publisher of entertainment software and has published numerous award-winning
titles, including The Elder Scrolls(R) series, the Terminator series, and Sea
Dogs(R). Its full product line spans the sports, racing, RPG, strategy and
action genres. For more information on Bethesda Softworks' products, visit
www.bethsoft.com <http://www.bethsoft.com/>.

About Xbox(R)
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful gaming experiences ever. Xbox empowers
game artists by giving them the technology to fulfill their creative visions
as never before, creating games that blur the lines between fantasy and
reality. Xbox is now available in the continents of North America, Europe,
Asia and Australia.

Bethesda Softworks LLC is a ZeniMax Media company. The Elder Scrolls,
Morrowind, Bethesda Softworks, ZeniMax and their respective logos are
registered trademarks of ZeniMax Media Inc. Xbox and Microsoft are registered
trademarks of Microsoft Corp. Other product and company names referenced
herein may be trademarks of their respective owners. All rights reserved.

* Actual retail prices may vary depending on location, retailer and game

--

 ------------
 ************
Topic 7         Thu Jul 11, 2002
KGAGNE                       at 14:17 PST
Sub: Metal Gear Solid 2 Substance

A remix on Konami's PlayStation 2 hit, Metal Gear Solid 2.

 7 messages
 ************
 ------------
Category 30,  Topic 7
Message 1          Thu Jul 11, 2002
KGAGNE [Ken]                 at 14:19 PDT

Features of this game include the following:

- 5 "Snake's Tales" - different storylines based on the original MGS2, but
  occurring outside that continuum

- 200+ VR missions

- Boss battle mode

- Improved graphics using "bump mapping" technology

- Plenty of extras, including a skateboarding mode!

And more!  Expect this game in November 2002 for Xbox, followed next year for
PlayStation 2 & PC.

 ------------
Category 30,  Topic 7
Message 2          Thu Jul 11, 2002
KGAGNE [Ken]                 at 20:41 PDT

Oh yeaeh - the bosses in the boss mode include the foes from Metal Gear Solid
on the PSOne: Vulcan Raven, Psycho Mantis, and more!  Woo-hoo!

 ------------
Category 30,  Topic 7
Message 3          Tue Nov 05, 2002
KGAGNE [Ken]                 at 14:38 PDT

This game shipped today (Tuesday the 5th) and will be in stores tomorrow.

-Ken

 ------------
Category 30,  Topic 7
Message 5          Tue Nov 05, 2002
KGAGNE [Ken]                 at 19:04 PDT

KONAMI OF AMERICA SHIPS
METAL GEAR SOLID(R)2: SUBSTANCE TO RETAILERS

KONAMI'S BEST-SELLING, AWARD-WINNING TACTICAL ESPIONAGE FRANCHISE
HITS THE XBOX

REDWOOD CITY, CA - November 5, 2002 - Konami of America, Inc. announced today
that the highly anticipated Metal Gear Solid(R)2: Substance for the Xbox
video game system from Microsoft has shipped to retail outlets nationwide.
Backed by a substantial national marketing campaign guaranteed to capitalize
on strong holiday sales of the Xbox hardware, the release of Metal Gear
Solid(R)2: Substance marks the legendary series' debut on the platform.
Packed with countless extra features and exclusive modes, Metal Gear
Solid(R)2: Substance is the expanded edition of the critically acclaimed
Metal Gear Solid(R)2: Sons of Liberty, released for the Sony PlayStation(R)2
computer entertainment system last November.

"Since the epic release of Metal Gear Solid(R)2: Sons of Liberty, gamers
everywhere have asked for just one thing: More Metal Gear," said Jason Enos,
Product Manger for Konami of America, "Metal Gear Solid(R)2: Substance
answers that call by bringing the critically acclaimed franchise to the Xbox
packed with substance, while delivering the definitive edition of Metal Gear
Solid(R)2."

Developed by Konami Computer Entertainment Japan, Metal Gear Solid(R)2:
Substance features hundreds of never-before-seen VR and Alternative Missions.
These missions enable both seasoned veterans and Metal Gear novices to
challenge themselves in a wide array of brief missions, including stealth,
bomb disposal, and weapons and equipment training. As missions are cleared,
new characters and costumes are unlocked, revealing even more challenges.

Fans of series star Solid Snake can look forward to the inclusion of five
"Snake Tales," all-new Substance-exclusive adventures in which players assume
the role of videogaming's most famous spy. These five extended missions will
challenge gamers to make use of all the abilities they have learned from the
training missions, and feature cameo appearances from some of the series'
classic characters and locales.

Other bonus features include gameplay modes never before seen in North
America, including the challenging European Extreme Mode, the Casting Theatre
and Boss Survival Mode. Additionally, Metal Gear Solid(R)2: Substance
features the entire Metal Gear Solid(R)2: Sons of Liberty game. Stepping into
the shoes of super-spy Solid Snake, players will have to use their wits,
stealth, and an amazing array of gadgets and weapons to thwart a terrorist
group from obtaining an awesome weapon of mass destruction.

Metal Gear Solid(R)2: Substance is rated "M" for Mature Audiences with "Blood
and Gore," "Partial Nudity," and "Violence" and is available at an SRP of
$49.99.

About Metal Gear Solid(R)2: Sons of Liberty
The follow-up to 1998's critically acclaimed bestseller Metal Gear Solid(R),
Metal Gear Solid(R)2: Sons of Liberty took action gaming to an unprecedented
level of interactive entertainment. Having won numerous editorial "Best of"
awards and having sold close to 2 million units in the US and over 5 million
units worldwide, Metal Gear Solid(R)2 is widely considered a benchmark for
action videogames. In a deep plot of espionage and intrigue, gamers use an
arsenal of high tech weapons, gadgets and supplies to stealthily maneuver
through the game. On a mission to defeat an army of terrorists bent on
capturing a high-tech weapon of massive destructive power, Metal Gear Ray,
the game combines unique gameplay with a stylish cinematic presentation.

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com/usa. KONAMI CORPORATION is a publicly traded company
based in Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the
US and Konami of Europe in Frankfurt, Germany.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY and SUBSTANCE are either
registered trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN,
INC. (C) 1987 2002 KONAMI COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. ALL RIGHTS RESERVED.

 ------------
Category 30,  Topic 7
Message 6          Tue Nov 05, 2002
KGAGNE [Ken]                 at 19:04 PDT

KONAMI ANNOUNCES MASSIVE MARKETING CAMPAIGN
FOR XBOX VERSION OF METAL GEAR SOLID(R)2: SUBSTANCE
CAMPAIGN TO INCLUDE TV, PRINT ADVERTISING AND ONLINE PROMOTIONS

REDWOOD CITY, CA - November 5, 2002 - Konami of America Inc., today
announced that the latest entry in the hit Metal Gear franchise, Metal Gear
Solid(R) 2: Substance for the Xbox video game system from Microsoft, will be
backed by an enormous national marketing campaign guaranteed to hit all
major markets and capitalize on strong holiday sales of Xbox. The
multi-million dollar effort is scheduled to include television, print
advertising, retail and online promotions.

"We take great pride in bringing our flagship action franchise to Xbox,"
said Chris Garske, Vice President of Marketing for Konami of America, "We've
developed a powerful campaign to make Xbox owners aware of the countless
extra features exclusive to Metal Gear Solid(R)2: Substance."

The cornerstone of the Metal Gear Solid(R)2: Substance campaign is a
live-action television commercial running nationwide beginning in November,
available in both 60-second and 30-second versions. A sneak peek at the
60-second commercial, featuring previously unseen footage of the game in
action, is available for downloading at the following URL:
http://gigex.com/gp/gp.asp?PackageId=0051300007&source=00513

In addition to television advertising, a heavy print campaign targeting
consumer and enthusiast publications, such as Entertainment Weekly, Official
Xbox Magazine, DC Comics, FHM and Stuff is running nationwide for three
months.

With the inclusion of hundreds of VR and Alternative missions, 5 Snake Tales
starring legendary super-spy Solid Snake, and considerable consumer and
retail awareness, Metal Gear Solid(R)2: Substance is expected to be one of
the
top games for Xbox in 2002. To date, Metal Gear Solid(R)2: Sons of Liberty -
the basis for Metal Gear Solid(R)2: Substance -- has sold more than 1.8
million units in North America alone.

Scheduled for a November 5, 2002 release, Metal Gear Solid(R)2: Substance is
being developed by the world-renowned Konami Computer Entertainment Japan
development team, led by Hideo Kojima.

About Metal Gear Solid(R)2: Substance
Solid Snake comes to Xbox in Metal Gear Solid(R)2: Substance, the expanded
edition of Metal Gear Solid(R)2: Sons of Liberty with all-new game modes,
hidden characters and storylines. In the new title, players can expect to
find the same deep storyline found in Metal Gear Solid(R)2: Sons of Liberty,
hundreds of never-before-seen VR missions and 5 Snake Tales -- all-new
adventures in which players assume the role of Solid Snake. Additionally,
players will be able to unlock new characters and game modes, and go further
into the world of Metal Gear Solid(R) by exploring the Casting Theatre and
Boss Survival modes.

About Metal Gear Solid(R)2: Sons of Liberty
The follow-up to 1998's critically acclaimed bestseller Metal Gear Solid(R),
Metal Gear Solid(R)2: Sons of Liberty took action gaming to an unprecedented
level of interactive entertainment. Having won numerous editorial "Best of"
awards and having sold close to 2 million units in the US and over 5 million
units worldwide, Metal Gear Solid(R)2 is widely considered a benchmark for
action videogames. In a deep plot of espionage and intrigue, players use an
arsenal of high-tech weapons, gadgets and supplies to stealthily maneuver
through the game and defeat an army of terrorists bent on capturing a
high-tech weapon of massive destructive power. The game combines unique
gameplay with a stylish cinematic presentation.

###

About Xbox
Xbox (http://www.xbox.com/) is Microsoft's future-generation video game
system that delivers the most powerful games experiences ever. Xbox
empowers game artists by giving them the technology to fulfill their
creative visions as never before, creating games that blur the lines between
fantasy and reality. Xbox is now available in North America, Japan, Europe
and Australia.

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

METAL GEAR(R), METAL GEAR SOLID(R), SONS OF LIBERTY and SUBSTANCE are either
registered trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN,
INC. (C) 1987 2002 KONAMI COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. ALL RIGHTS RESERVED.

 ------------
Category 30,  Topic 7
Message 7          Mon Nov 18, 2002
KGAGNE [Ken]                 at 07:34 PDT

This game will not be released in Japan due to the small installed base of
Xboxes there.

 ------------
 ************
Topic 8         Wed Aug 04, 2004
KGAGNE                       at 22:42 PST
Sub: Star Wars: Knights of the Old Republic

BioWare's handling of Lucas' galaxy gives players a range of options,
characters, choices, and destinations.

 10 messages
 ************
 ------------
Category 30,  Topic 8  [MOVED]
Message 1          Thu Sep 18, 2003
KGAGNE [Ken]                 at 10:38 PDT

Title       : STAR WARS: KNIGHTS OF THE OLD REPUBLIC
Platform    : Microsoft Xbox, Windows
Publisher   : LucasArts
ESRB Rating : Teen
Game Rating : 8.9
Review by   : Ken Gagne

It is a time of civil war... but much longer ago than you'd expect.

Four thousand years before Luke Skywalker would face Darth Vader, the
Republic is under siege. Revan and Malak, heroes of the Mandalorian War, have
seized control of the fleet to lead a Sith force against the Jedi Order. In
this third-person role-playing game (RPG), players will explore the Force and
decide the fate of the galaxy.

Surprisingly, players do not immediately assume control of an all-powerful
Jedi, but instead play a lowly scout, scoundrel, or soldier. Knights features
a highly customizable character generation and progression system, rarely
seen in console or story-driven RPGs. Attributes such as strength and
dexterity, and skills that include demolitions, cybernetic implants, and
persuasion, can be increased as suits the player.

With such heavy overtures to a traditional, pencil-and-paper RPG, it
shouldn't be surprising that the game talks about rolls and saving throws as
though there were actual dice. If you're overwhelmed by such statistics,
Knights will recommend progressions for your character, taking precise
decisions out of your hands.

Though the protagonist is human, players will meet and be accompanied by a
variety of well-known alien races, including Wookiees, Twi'leks, and droids.
Switching between each character is a snap, and is necessary to exploit
each's strengths in various situations. A party member could repair a
discarded droid to provide backup, while another hacks into a computer
terminal to overload nearby power conduits.

Each character can also play a different role in battle, where they attack
with both ranged and melee weapons, including single and dual sabers,
blasters, pistols, and grenades. Different accouterments offer a variety of
bonuses and situational advantages, leading to much time spent in the
inventory menu, changing one's equipment. Combat turns are transparent so as
to appear to occur in real-time. Similar to Baldur's Gate, the action can be
paused to issue commands and patterns to each combatant. It takes some
getting used to to see a constant flurry of blaster fire, swordplay, and
martial arts, and to not think of Knights as an action game.

It is instead a role-playing game, as evidenced by the constant storytelling
and the consequences of the player's participation. Different actions and
responses can be chosen, some of which may produce the same outcome, but the
illusion of agency keeps players involved; plus, one never knows when one
will fall to the light or dark side. It is often easier and more lucrative to
play a reckless, selfish mercenary, but earning Dark Points will transform
the player into a force of evil, both physically and in capabilities. For
example, the Force imbues only Sith, not Jedi, with Choke and Lightning
powers, but such dark warriors are unlikely to illicit trust or friends, and
will lead to the game's alternate ending.

Should a fatal or unwise decision be made, it is easy enough to undo. The
game can be saved anytime, the safety of the headquarters accessed from
almost anywhere, and character "deaths" are only until the end of the battle.
Despite these safeties, the game is no cakewalk, with many puzzles, side
quests, and difficult encounters to overcome.

Adding to that list of pitfalls, unfortunately, is variety of bugs which can
freeze the game or disrupt the handling of equipment. Again, these can be
worked around by saving regularly. It's something you should do anyway, as
this game spans many worlds and many more hours, requiring a large investment
of attention and energy. As the real-world days tick by, be sure to check
Xbox Live, through which new items and accessories will be made available for
download.

Though the time is long before filmed Star Wars events, and during a war and
with characters invented for this outing, the setting is still familiar.
Technology has not changed, and players will return to the Skywalker
homeworld of Tatooine and see for the first time the Wookiee world of
Kashyyyk. Each world is bustling with activity and graphical detail, familiar
yet alien. With so many characters with which to interact, and a limited
number of models, many will begin looking identical, though small flourishes
try to create originality. The camera is a flawless mix of automatic and
manual control, ideal for an RPG. The biggest drawback is the occasional but
severe slowdown in the middle of a busy battle.

As with most Star Wars game, the aural component is important and impressive.
John Williams' theme is evident, as are several original, subtle tunes that
accompany exploration. All dialogue is spoken, regardless of the alien
language, though foreign tongues say in ten words what subtitles say in two.
Despite lacking an all-star cast of Mark Hamill and Harrison Ford, the
quality is quite good.

Knights of the Old Republic flexes the versatility of the Star Wars franchise
with an offering that is neither the usual action game nor flight sim. Gamers
who are accustomed to those genres and can't reconcile the far-off galaxy
with careful character development and investigation may be put off by the
relatively slow pace, but others will find the depth and breadth of this
galaxy comprise a forceful adventure.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Boston Beacon, September 2003

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

 ------------
Category 30,  Topic 8  [MOVED]
Message 2          Sun Sep 21, 2003
SYNDICOMM [Sheppy]           at 12:16 PDT

KOTOR was written by the same guys that did Neverwinter Nights; I presume that
implies some degree of familiarity with RPG design. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 8  [MOVED]
Message 3          Thu Dec 11, 2003
KGAGNE [Ken]                 at 12:44 PDT

Star Wars: Knights of the Old Republic was named Amazon.com's Xbox Game of the
Year as well as overall Game of the Year. Announced yesterday, Amazon called
the Star Wars RPG a "must have" and a "masterpiece".

In addition to these accolades, Star Wars: Knights of the Old Republic
received a Spike TV Video Game Award for Best Fantasy Game as well as a Golden
Joystick Award for the Xbox Game of the Year in the United Kingdom.

Star Wars: Knights of the Old Republic, available on PC and Xbox, has received
an average review score of 94%, making it the second highest rated Xbox title
of all time.

 ------------
Category 30,  Topic 8  [MOVED]
Message 4          Fri Dec 12, 2003
SYNDICOMM [Sheppy]           at 10:59 PDT

>>>Star Wars: Knights of the Old Republic, available on PC and Xbox

But not on the Mac, so it doesn't really count. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 30,  Topic 8  [MOVED]
Message 5          Mon Mar 01, 2004
KGAGNE [Ken]                 at 20:35 PDT

Star Wars: Knights of the Old Republic received a prestigious BAFTA (British
Academy of Film and Television Arts) award last night in London.  The award,
the British equivalent to the Oscars, named Star Wars: Knights of the Old
Republic as the Xbox Game of the Year for 2003.

In the U.S., Star Wars: Knights of the Old Republic was recently announced as
a finalist in 10 categories in the 7th Annual Interactive Achievement Awards,
with nominations including "Overall Game of the Year" and "Outstanding
Achievement/Innovation in Computer Gaming."

These accolades come on the heels of the unprecedented critical acclaim that
Star Wars: Knights of the Old Republic has received so far.  The Xbox version
has earned over 18 "Game of the Year" nods and is the second-highest scoring
Xbox title ever with an average review score of 94.2% (Gamerankings.com).  It
is also the second highest rated role-playing game of all time.

The PC version has also received numerous "Game of the Year" awards.
Including honors from PC Gamer, Computer Gaming World, Computer Games
Magazine, Gamespot.com and IGN.com, and has an average review score of 93.4%
(GameRanking.com).  A more complete list of the awards can be found at:
http://www.lucasarts.com/products/swkotor/awards.html

 ------------
Category 30,  Topic 8  [MOVED]
Message 6          Tue Mar 09, 2004
KGAGNE [Ken]                 at 17:53 PDT

New weapons, new armor and a new race for Star Wars: Knights of the Old
Republic Xbox! New content is now available for download through Xbox Live!
The content features a new race, the Trandoshans, and a new area, Yavin
Station, selling high level armor and additional lightsaber crystals. Players
can purchase additional weapons, such as the Baragwin heavy repeating blaster
and flame thrower, and new items, including an Advanced Bio-Stabilizer Mask
that will provide immunity to poison. LucasArts and BioWare Corp. have made
the Game of the Year even better - the journey continues for Star Wars:
Knights of the Old Republic!

- LucasArts

 ------------
Category 30,  Topic 8
Message 7          Wed Aug 04, 2004
KGAGNE [Ken]                 at 22:44 PDT

The trailer for KOTOR2 can be found here:

http://www.fileplanet.com/files/140000/143648.shtml

 ------------
Category 30,  Topic 8
Message 8          Fri Sep 10, 2004
KGAGNE [Ken]                 at 20:57 PDT

LUCASARTS CONFIRMS RELEASE DATES FOR STAR WARS(r) KNIGHTS OF THE OLD
REPUBLIC(tm) II: THE SITH LORDS(tm)

LucasArts today confirmed a December 2004 release date for the Xbox version
of Star Wars Knights of the Old Republic II: The Sith Lords. As originally
announced the PC platform and international versions will launch in February
2005.

"We were hoping we could bring the Xbox platform into December but didn't
want to make the formal announcement until we knew an earlier ship date would
not compromise the quality of The Sith Lords," says Producer Mike Gallo. "We
recently completed a very important milestone which confirmed we can
confidently do this."

Internationally both platforms will ship in February 2005 as originally
announced.

Star Wars Knights of the Old Republic II: The Sith Lords is published by
LucasArts and developed by Obsidian Entertainment Inc. For more information,
please visit the product website at: www.swkotor.com

 ------------
Category 30,  Topic 8
Message 9          Tue Nov 23, 2004
KGAGNE [Ken]                 at 19:45 PDT

LucasArts is pleased to announce that Star Wars(r) Knights of the Old
Republic(r) II: The Sith Lords(tm) for the Xbox has gone gold and will be
in-store on December 6, 2004.

The Sith Lords picks up five years after the events of the original KOTOR(tm)
and features an all-new perilous storyline, as well as new characters,
classes, locations and force powers.

The Sith Lords will also see improvements to the core game and technology
engine with environment affects such as rain and lightening plus larger, more
immersive levels.  There are over 60 new feats and force powers in The Sith
Lords, as well as newly balanced weapons and items.

This time your choices affect everyone around you.

www.kotor2.com

 ------------
Category 30,  Topic 8
Message 10         Mon Dec 06, 2004
KGAGNE [Ken]                 at 14:53 PDT

LucasArts is pleased to announce today the release of the highly anticipated
Star Wars(r) Knights of the Old Republic(r) II: The Sith Lords(tm) for the
Xbox. The PC version will release in February 2005.

The Sith Lords, the next chapter to the award winning game of 2003, picks up
five years after the events of the original KOTOR(tm) and features an all-new
perilous storyline, as well as new characters, classes, locations and force
powers. The Jedi, nearly brought to an end by the Sith, are on the brink of
extinction. The galaxy is in turmoil and the Republic no longer has the
strength to protect its worlds. Sith Assassins are hunting the one they
believe to be the last of the Jedi, the one who holds the key to the fate of
the galaxy - You.

Assigned to protect the Old Republic and the Jedi Order from the terrifying
Dark Lords of the Sith, players must explore and battle through seven diverse
worlds. Choose the light side of the Force or surrender to the lure of the
dark side - as the fate of the galaxy hangs in the balance...

This time your choices affect everyone around you.

The Sith Lords is published by LucasArts and developed by Obsidian
Entertainment Inc. For more information, please visit the official product
website at www.kotor2.com.

A special playable demo of the upcoming Star Wars Republic Commando(tm) can
also be found on The Sith Lords Xbox CD. The demo from this squad based first
person shooter features a sub-level challenging you to lead your squad of
elite commandos and penetrate an enemy Separatist core ship on a mission of
sabotage and capture.

Star Wars Republic Commando, releasing for the Xbox and PC on March 1, 2005,
is set in the time period between Episode II leading into Episode III. The
game acts as a bridge between the two Episodes and provides a sneak peek of
Episode III.

For more information on please visit our website:
www.lucasarts.com/games/swrepubliccommando

 ------------
Category 31 Microsoft Xbox 360
 ************
Topic 1         Tue Apr 12, 2005
KGAGNE                       at 03:34 PST
Sub: General Hardware Discussion

General discussion of the Xbox 360 system.

 30 messages
 ************
 ------------
Category 31,  Topic 1
Message 1          Tue Apr 12, 2005
KGAGNE [Ken]                 at 03:36 PDT

LOS ANGELES, California (Reuters) -- Microsoft Corp. Monday said it would
unveil the next generation of its Xbox video game console in a May 12 special
on cable music and entertainment channel MTV.

The unveiling will be a first, as video game companies usually take the wraps
off their new consoles at the industry trade show E3 -- which will be held the
following week in Los Angeles.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/04/11/xbox.mtv.reut/index.html

 ------------
Category 31,  Topic 1
Message 2          Fri May 13, 2005
KGAGNE [Ken]                 at 06:08 PDT

Check out Microsoft's official Xbox 360 web page:

http://www.xbox.com/en-us/xbox360/

 ------------
Category 31,  Topic 1
Message 3          Fri May 13, 2005
KGAGNE [Ken]                 at 06:10 PDT

For those who missed MTV's debut of the system, here's a blurb about it:

http://www.mtv.com/games/video_games/xbox/index.jhtml

 ------------
Category 31,  Topic 1
Message 4          Fri May 13, 2005
KGAGNE [Ken]                 at 19:57 PDT

Here is CNN.com's coverage of the new console:

http://money.cnn.com/2005/05/12/technology/personaltech/xbox360/index.htm

More details:

http://xbox360.ign.com/articles/612/612995p1.html?fromint=1

 ------------
Category 31,  Topic 1
Message 5          Thu Aug 18, 2005
KGAGNE [Ken]                 at 06:05 PDT

According to
<http://money.cnn.com/2005/08/17/commentary/game_over/column_gaming/index.htm>,
there will be two models of Xbox 360 available this holiday season:

"The less-expensive ($299.99) core system will feature only the Xbox 360
console with a controller, which has to be plugged into the system to play
games. The $400 option will come with a 20 GB hard drive, a wireless
controller, a headset (used for talking with other players online) that
stylistically matches the Xbox 360 and, for a limited time, a remote control
allowing users to more easily access the machine's multimedia functions."

What do you think - is this likely to negatively segment the market?

-Ken

 ------------
Category 31,  Topic 1
Message 6          Thu Sep 15, 2005
KGAGNE [Ken]                 at 14:44 PDT

NEW YORK (CNN/Money) - Microsoft's next generation video game machine will go
on sale before Black Friday, but just barely.

The company announced Thursday that the Xbox 360 would hit retail shelves Nov.
22 -- two days before the U.S. Thanksgiving holiday -- in North America.
European gamers will be able to buy the machine Dec. 2, while Japanese
consumers will be able to buy one Dec. 10.

Story continues at
http://money.cnn.com/2005/09/15/technology/personaltech/xbox360/index.htm

 ------------
Category 31,  Topic 1
Message 7          Sun Oct 23, 2005
A2.DAIN [Dain]               at 17:40 PDT


Having two systems isn't necessarily a bad thing.  If you look at the packaging
the more expenseive one is a much better deal..If you plan on buying all the
options.

One a side note.

I was in Wal-mart yesterday and they had an Xbox 360 hooked up to an HDTV
playing Call of Duty 2. I must say the graphics are outstanding.  NO idea about
the game play since there were 5 or 6 people gathered round and I wasn't about
to wait:)

Dain
 ------------
Category 31,  Topic 1
Message 8          Tue Oct 25, 2005
KGAGNE [Ken]                 at 16:21 PDT

Investors are banking on the Xbox 360 doing well for Microsoft:

http://money.cnn.com/2005/10/25/technology/microsoft_preview/index.htm

 ------------
Category 31,  Topic 1
Message 9          Sat Nov 12, 2005
KGAGNE [Ken]                 at 08:55 PDT

Allotments of 360 units for opening day will be only half what they were
predicted.  Many preorder customers are being told they will not get their
hardware on launch day.

-Ken

 ------------
Category 31,  Topic 1
Message 10         Sat Nov 12, 2005
KGAGNE [Ken]                 at 08:57 PDT

Here's a Q&A about the backward compatibility of the Xbox 360:

http://www.xbox.com/en-US/games/backwardcompatibilityqa.htm

This compatibility (which requires an Xbox 360 with a hard drive) currently
works with just over 200 titles, excluding many first-party titles.  Get the
full list here:

http://www.xbox.com/en-US/games/backwardcompatibilitygameslist.htm

 ------------
Category 31,  Topic 1
Message 11         Sun Nov 13, 2005
KGAGNE [Ken]                 at 06:17 PDT

IGN.com isi reporting that unreserved Xbox 360 units will not be available to
walk-in customers until April:

http://xbox360.ign.com/articles/666/666229p1.html

Way to screw up a launch, Microsoft.

 ------------
Category 31,  Topic 1
Message 12         Thu Nov 17, 2005
KGAGNE [Ken]                 at 15:47 PDT

NEW YORK (CNN/Money) - For gaming's most enthusiastic fans, the question of
whether to get an Xbox 360 was answered long ago. It would be the first entry
in the next generation and a status symbol amongst their friends. But is
there a reason for the rest of the world - gaming or otherwise - to rush
stores?

The short answer: Not on Day One.

Story continues at
http://money.cnn.com/2005/11/17/commentary/game_over/column_gaming/index.htm

 ------------
Category 31,  Topic 1
Message 13         Wed Nov 23, 2005
KGAGNE [Ken]                 at 09:49 PDT

Microsoft is estimated as losing $126 on each hardware unit sold:

http://games.slashdot.org/article.pl?sid=05/11/23/1549209&from=rss

 ------------
Category 31,  Topic 1
Message 14         Thu Nov 24, 2005
KGAGNE [Ken]                 at 05:43 PDT

ELKTON, Maryland (AP) -- A melee erupted among a crowd of shoppers in the
rush for the new Xbox 360 video game console at a Wal-Mart Supercenter in
northeast Maryland.

It took 10 police officers to restore order.

Story continues at
http://www.cnn.com/2005/US/11/23/xbox.scuffle.ap/index.html

Reading the rest of the story, it sounds like Wal-Mart's fault to me.

Also sounds like those who did get their 360s are experiencing crashes:

http://money.cnn.com/2005/11/23/technology/personaltech/xbox.reut/index.htm

 ------------
Category 31,  Topic 1
Message 15         Tue Dec 06, 2005
SYNDICOMM [Sheppy]           at 20:16 PDT

My employer, Reflexive Entertainment, has an Xbox 360 title that's due to
launch soon (Wik and the Fable of Souls), and to celebrate, they gave all the
employees a $450 gift card to GameStop so we can all order an Xbox 360.

Of course, it'll involve a long waiting list, and I can't order it online
because their online store will only sell it in absurdly expensive bundles.
That sort of thing really makes me bad.  I don't need extra controllers or a
bunch of games I don't want.

I want just the machine and one or two games of my choosing.

Putzes.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 1
Message 16         Fri Dec 09, 2005
KGAGNE [Ken]                 at 06:39 PDT

Steve Ballmer attempts to explain the 360 shortage:

http://games.slashdot.org/article.pl?sid=05/12/08/2042201&from=rss

 ------------
Category 31,  Topic 1
Message 17         Fri Dec 09, 2005
KGAGNE [Ken]                 at 08:12 PDT

Microsoft is ready to send the Xbox 360 to Japan; but is Japan ready to
receive it?

http://www.cnn.com/2005/TECH/fun.games/12/09/xbox.360.japan.ap/index.html

 ------------
Category 31,  Topic 1
Message 18         Fri Dec 09, 2005
SYNDICOMM [Sheppy]           at 15:09 PDT

Imagine that.  Low chip yields being a problem with PowerPC-based hardware. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 1
Message 19         Wed Dec 14, 2005
KGAGNE [Ken]                 at 14:21 PDT

According to
<http://money.cnn.com/2005/12/14/technology/personaltech/gamesales/index.htm>
,

"Some major retailers, including Best Buy, have confirmed they will begin
selling additional units Dec. 18."

 ------------
Category 31,  Topic 1
Message 20         Thu Dec 15, 2005
SYNDICOMM [Sheppy]           at 11:46 PDT

I decided to wait until after Christmas to put my name on the waiting list to
get one.  I'm not desperate to have one, and why risk preventing some kid from
getting one for Christmas?

I'll head out in a few weeks and put my name on the list.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 1
Message 21         Thu Jan 05, 2006
KGAGNE [Ken]                 at 10:26 PDT

From <http://www.microsoft.com/presspass/press/2006/jan06/01-04CES06PR.mspx>:

Building on Xbox 360 leadership in high-definition experiences, the company
announced plans to deliver a new Xbox 360 external HD DVD drive in 2006. The
new drive will offer millions of Xbox 360 owners the ability to easily enjoy HD
DVD movies and will provide consumers with even more choices for experiencing
high-definition content, in either physical or digital form.

 ------------
Category 31,  Topic 1
Message 22         Fri Jan 06, 2006
KGAGNE [Ken]                 at 11:24 PDT

From
<http://www.4colorrebellion.com/archives/2006/01/03/the-xbox-360-and-japanese-n
ationalism/>,
here's a theory on why the Xbox 360 isn't doing well in Japan:

"McDonalds knew that some of its tastes would not appeal to the Japanese so
they changed their menus. Along with the standard Big Macs and fries they
also have Teriyaki burgers, fried shrimp burgers, and other things for the
Japanese pallet. They didn't force the American tastes on the Japanese and
thus, they thrived. Now look at the Japanese Xbox 360 launch lineup. First
person Shooters, sports and car games. Games that sell really well in America
but other than the car games are not to the Japanese taste. Had they launched
with RPGs, simulation games, party games, gambling games and fighters, they
might have done a whole lot better. McDonalds changed their company for the
Japanese taste. Microsoft tried to change the Japanese taste for their
company."

 ------------
Category 31,  Topic 1
Message 23         Thu Jan 19, 2006
KGAGNE [Ken]                 at 03:46 PDT

Video games *do* cause violence!

http://www.filecabi.net/video/banned-xbox-360-commercial.html

 ------------
Category 31,  Topic 1
Message 24         Mon Feb 13, 2006
KGAGNE [Ken]                 at 13:47 PDT

Several Best Buy stores required customers to purchase their Xbox 360s in
bundles when the system launched.

It seems the managers responsible for such a "promotion" have been let go:

http://www.theinquirer.net/?article=29638

 ------------
Category 31,  Topic 1
Message 25         Wed Feb 15, 2006
SYNDICOMM [Sheppy]           at 12:10 PDT

I'm still waiting for my local GameStop to have the 360 in stock so I can use
this gift card from work to get one.  At one point they said "we'll have it
sometime this week" but now they're back to "we have no idea."

I just want to get the darned thing before I lose the stupid gift card. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 1
Message 26         Sun Feb 19, 2006
SYNDICOMM [Sheppy]           at 17:49 PDT

Now I've been laid off by Reflexive, so I don't need the Xbox 360 anymore.  But
since I have the gift card, I'll probably use it to buy one anyway, then turn
around and unload it on eBay because I really don't want it. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 1
Message 27         Tue Jun 06, 2006
KGAGNE [Ken]                 at 13:22 PDT

Over 125 new features are implemented by the spring update to the Xbox 360
firmware and Xbox Live connectivity software:

http://www.xbox.com/en-US/community/news/2006/0605-springrelease-features.htm

Wow... never thought I'd see bug fixes like this with a video game console.
My, how we've progressed. :\

-Ken

 ------------
Category 31,  Topic 1
Message 28         Mon Jul 24, 2006
KGAGNE [Ken]                 at 16:57 PDT

Could Microsoft release an Xbox 360 bundle this holiday season, to make the
system more attractive in the face of competition from the PS3 and Wii?

http://www.kotaku.com/gaming/top/pgr-3-xbox-360-bundle-confirmed-189214.php

 ------------
Category 31,  Topic 1
Message 29         Wed Aug 09, 2006
KGAGNE [Ken]                 at 13:05 PDT

Microsoft demonstrates the HD-DVD add-on for the Xbox 360:

http://news.com.com/Microsoft+shows+off+HD+DVD+drive+for+Xbox/2100-1041_3-610
3069.html

 ------------
Category 31,  Topic 1
Message 30         Mon Aug 21, 2006
KGAGNE [Ken]                 at 06:44 PDT

is the Xbox 360 HD-DVD add-on just for movies and not games?

http://gamerscoreblog.com/team/archive/2006/08/16/536859.aspx

 ------------
 ************
Topic 2         Tue Apr 12, 2005
KGAGNE                       at 03:35 PST
Sub: General Software Discussion

General discussion of Microsoft Xbox 360 games.

 11 messages
 ************
 ------------
Category 31,  Topic 2
Message 1          Wed Oct 05, 2005
KGAGNE [Ken]                 at 14:08 PDT

Take a look at the lineup of launch titles - including Perfect Dark Zero - for
the 360:

http://money.cnn.com/2005/10/04/technology/personaltech/microsoft_xbox.reut/ind
ex.htm

 ------------
Category 31,  Topic 2
Message 2          Tue Nov 22, 2005
KGAGNE [Ken]                 at 10:03 PDT

Take a look at the lineup of launch titles for the Xbox 360:

http://money.cnn.com/2005/11/21/commentary/game_over/column_gaming/index.htm

 ------------
Category 31,  Topic 2
Message 3          Sat Jan 14, 2006
KGAGNE [Ken]                 at 13:35 PDT

Xbox Live 360 arcade games can be downloaded for as little as $5.  From
original titles to old classics, one of these titles may be the system's
"killer app":

http://www.mtv.com/news/articles/1520696/20060112/index.jhtml?headlines=true

 ------------
Category 31,  Topic 2
Message 4          Sun Jan 15, 2006
SYNDICOMM [Sheppy]           at 10:46 PDT

One of the Xbox 360 Live games is Wik and the Fable of Souls, which was
developed by the company I work for, Reflexive Entertainment. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.



 ------------
Category 31,  Topic 2
Message 5          Mon Jan 16, 2006
KGAGNE [Ken]                 at 07:16 PDT

Sheppy,

"Wik" (though not its publisher) is mentioned in the article I referenced:

"Earlier this month the service saw the addition of 'Wik: Fable of Souls,'
which received top honors at last year's Independent Games Festival."

WTG, Reflexive! :-)

-Ken

 ------------
Category 31,  Topic 2
Message 6          Fri Jan 20, 2006
KGAGNE [Ken]                 at 15:46 PDT

Compare screenshots of Xbox and Xbox 360 versions of the same game
side-by-side and see if there's a significant improvement in graphics with
this "next generation" of video game console:

http://hdera.1up.com

Also read a tough interview with Peter Moore, marketing VP of Microsoft and
formerly of Sega during the launch of the Dreamcast:

http://www.1up.com/do/feature?pager.offset=0&cId=3147131

 ------------
Category 31,  Topic 2
Message 7          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:06 PDT

It seems that Street Fighter II for Xbox Live has not quite fulfilled
expectations:

http://jbooth.blogspot.com/2006/08/xbla-sf2.html

 ------------
Category 31,  Topic 2
Message 8          Tue Aug 15, 2006
KGAGNE [Ken]                 at 20:49 PDT

Is the 360 mom-friendly?

http://primotechnology.com/issues/004/04/warrior-woman.html

 ------------
Category 31,  Topic 2  [MOVED]
Message 9          Wed Sep 27, 2006
KGAGNE [Ken]                 at 14:31 PDT

Peter Jackson, the producer of this film, is now also working on a new "Halo"
video game for the Xbox 360:

http://money.cnn.com/2006/09/27/commentary/column_gaming/index.htm

 ------------
Category 31,  Topic 2
Message 10         Wed Nov 01, 2006
KGAGNE [Ken]                 at 14:40 PDT

Look for three versions of Halo 3, retailing for $60, $70, and $100:

http://www.gamasutra.com/php-bin/news_index.php?story=11512

 ------------
Category 31,  Topic 2
Message 11         Fri Nov 17, 2006
KGAGNE [Ken]                 at 19:46 PDT

Get Xbox 360(TM) and fill it up with three Xbox Live Arcade games--FREE.
Just do the following:

1. Buy an Xbox 360 system
2. Register online with promo code XBXNG103
3. Sign up for Xbox Live

 ------------
 ************
Topic 3         Tue Apr 12, 2005
KGAGNE                       at 03:35 PST
Sub: News Posts

News items on the Microsoft Xbox 360.  Staff posts only.

 19 messages
 ************
 ------------
Category 31,  Topic 3
Message 1          Fri May 13, 2005
KGAGNE [Ken]                 at 10:24 PDT

ACTIVISION ANNOUNCES XBOX 360(TM) GAME LINEUP

Company Set to Unveil Call of Duty 2
At 2005 Electronics Entertainment Expo

Santa Monica, CA - May 13, 2005 - Activision, Inc. (Nasdaq: ATVI) announced
today that the company is currently in development on three titles and
working closely with id Software on a fourth game for the Xbox 360 video game
and entertainment system from Microsoft.

Activision's lineup includes Call of Duty 2, the sequel to Infinity Ward's
2003 blockbuster hit that won more than 80 Game of the Year awards; Neversoft
Entertainment's Tony Hawk's American Wasteland(TM), an all-new title in the
best-selling series; and the as-yet-unannounced new Neversoft Entertainment
title. Activision will unveil Call of Duty 2 for Xbox 360 at this year's
Electronic Entertainment Expo (E3) being held Wednesday, May 18 - May 20 in
Los Angeles, CA. For more information on Activision's Xbox 360 titles, visit
the company's E3 booth #1224 in the South Hall.

"We are very excited about Xbox 360 which marks a revolutionary advancement
over previous console systems," said Kathy Vrabeck, president, Activision
Publishing. "The new platform will enable us to deliver the most powerful,
realistic and innovative gaming experiences ever. All of the titles are being
developed by our internal studios. One of the titles is based on a proven
well-established property and two on our own original IP."

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Xbox, Xbox 360 and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.

(C)Activision Publishing, Inc. Activision and Call of Duty are registered
trademarks of Activision Publishing, Inc. All other trademarks and tradenames
are the properties of their respective owners.

# # #
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ID SOFTWARE ANNOUNCES QUAKE 4 FOR XBOX 360

Top-Selling Franchise in development for Microsoft's
Highly Anticipated Next-Gen Console

Mesquite, TX - May 16, 2005 - id Software(TM) announced today that it is
bringing QUAKE 4(TM) to the Xbox 360 video game and entertainment system from
Microsoft. Currently in development by Raven Software in cooperation with id
Software, the game will be debuted at the E3 Expo in Activision's booth #1224
in the South Hall on May 18 at the Los Angeles Convention Center.

"QUAKE 4 utilizes the power of our groundbreaking DOOM 3(R) engine to
transport players into a war-torn science-fiction universe graphically
realized like never before," said Todd Hollenshead, CEO, id Software. "We're
excited to bring the next generation experience to a new breed of console
game fans."

QUAKE 4 is the first game to utilize id Software's revolutionary DOOM 3
technology. In the game, you are Matthew Kane, an elite member of Rhino Squad
and Earth's valiant invasion force. Fight alone, with your squad, and in
hover tanks and mechanized walkers as you engage in a heroic mission into the
heart of the Strogg war machine. But, in this epic war between worlds, the
only way to defeat the Strogg is to become one of them. Battle through early
missions as a deadly marine, then after your capture as a
marine-turned-Strogg with enhanced abilities and the power to turn the tide
of the war.

QUAKE 4 has not yet been rated by the ESRB. For more information on Raven
Software, please visit www.ravensoft.com.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), and Return to Castle Wolfenstein(R). With intense graphics and
mind-blowing action, id's games have helped redefine the modern video game,
continually setting industry standards for technology and gameplay. And, in
keeping with tradition, id Software has amplified the world of adrenaline
pumping 3-D gaming with the release of their latest action title, DOOM 3(R).
id Software's advanced DOOM 3 engine is leading the next revolution in 3-D
interactive games. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Xbox and Xbox 360 are either registered trademarks or trademarks of Microsoft
Corporation in the United States and/or other countries and are used under
license from owner.

QUAKE and ID are registered trademarks of Id Software, Inc. in the U.S.
Patent and Trademark Office and/or some other countries

# # #
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   KONAMI BRINGS RUMBLE ROSES XX TO NORTH AMERICA
- THE FIRST ALL-FEMALE WRESTLING GAME FOR XBOX 360 -

Rumble Roses XX Will Feature New Moves, Tag Team Action And Online Play

REDWOOD CITY, Calif. - August 17, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced it
will release Rumble Roses XX in North America for the Xbox 360 video game and
entertainment system from Microsoft. The follow-up to last year's smash hit
female wrestling video game, Rumble Roses XX will feature a full lineup of
incredible looking wrestlers along with all-new moves, gameplay modes, tag
team action and online play.

"We're delivering the features that fans expect from a quality wrestling
game," said Matt Knoles, Product Manager at Konami Digital Entertainment -
America. "With even better looking models, more gameplay modes, tag team
action, and online play, Rumble Roses XX will be the only game on the market
to deliver both beauty and brawn."

Set to be the "best-looking" game for the new console, Rumble Roses XX
features more than 20 playable characters, including all the popular ladies
from the original Rumble Roses such as Reiko and Dixie. Additionally, just
like in the original, each character's "alternate" persona will be included,
allowing for players to play the hero, or the heel. Modeled in revealing
outfits, the look of the wrestlers in Rumble Roses XX will defy the
imagination as the polygon count for each of these models has increased
substantially from the original. Each wrestler will also have a variety of
costume changes, new moves, different crowd reactions and attitudes depending
on their persona.

New gameplay modes - bolstering a number of solo modes where players can
pummel their way through the game's many characters and unlock additional
foes - turn up the heat on the action. Foremost is the new Tag Team option,
which allows two women to team up to fight two other women. The Tag Team mode
allows for special team combo moves, mistaken attacks and the drama of team
breakups. A Battle Royal mode and an Elimination Match mode also increase the
game's depth and replay value. Additionally, Rumble Roses XX will include
online play so competition from around the country can team up with one
another or go toe-to-toe. No matter which mode, the number of moves at the
players' disposal has been expanded greatly, providing a more realistic
wrestling experience.

The game will also feature many of the same tactics that made the original
version a hit, including a wide variety of moves such as traditional
suplexes, kicks and elbows. Additionally, each wrestler has specific attacks
linked to their overt personalities and can also string together a number of
moves to create formidable combinations. In keeping with the glitzy showcase
nature of the game, the girls also have taunt moves to rile their opponents
and to get the crowd excited. The individual fighting style chosen for the
characters will influence each wrestler's "good" or "bad" persona when
players choose to fight dirty or fair. With the game's Superstar system, the
more popular a character becomes with the virtual audience, the greater the
benefits the player will receive, giving her an advantage in the match.

Rumble Roses XX has not yet been rated by the ESRB. For more information,
please visit: http://www.konami.com/gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs <http://www.konami.com/gs> .

###

Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
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THE BRITISH ARE COMING... BETHESDA GAME STUDIOS TAPS TOP
INTERNATIONAL HOLLYWOOD TALENT TO VOICE THE UPCOMING
THE ELDER SCROLLS(R) IV: OBLIVION(TM) VIDEO GAME

The Elder Scrolls IV: Oblivion to Feature Voice Performances by
Patrick Stewart, Sean Bean, and Terence Stamp

September 30, 2005 (Rockville, MD) - To create the perfect tone and timbre
for its upcoming epic role playing game, The Elder Scrolls(R) IV:
Oblivion(TM), Bethesda Game Studios announced today an all-star voice cast of
British stage and screen legends. Developed for both the Xbox 360(TM)
videogame and entertainment system from Microsoft and PC platforms, Oblivion
is one of the year's most highly-anticipated games and sequel to the
best-selling role playing game of 2002, Morrowind(R).

Leading the lineup is Patrick Stewart, playing the role of the Emperor.
Stewart is best known among genre fans as Captain Jean-Luc Picard on Star
Trek: The Next Generation and as Professor Charles Xavier from the X-Men
feature films.

Providing the voice for the Emperor's lost son and heir to the throne is Sean
Bean. Bean skyrocketed to the public's attention as Lord Boromir in the
Academy Award-winning Lord of the Rings trilogy. While Oblivion will be his
first video game role, Bean is well known for starring in a variety of films,
including memorable roles in National Treasure, Goldeneye, and Patriot Games.
"Oblivion is something unique, an epic entertainment experience unlike
anything I had seen before," said Bean. "I decided this was a project I
really wanted to work on creatively and I hope fans of the game enjoy the
results."

Terence Stamp will lend his talents to the game's heavy plot, a sinister
force bent on the destruction of Tamriel, the game's geographical setting.
Stamp starred in Star Wars: Phantom Menace as Supreme Chancellor Valorum and
as General Zod in the legendary Superman films. Oblivion is Stamp's first
foray into voice work for a video game.

"Having never done voice work for a video game before, I really had no notion
of what to expect," said Stamp. "Bethesda did a great job in providing the
tone and theme for the character and it was fun to give life to the villain
in the story, who is a very thoughtful man from a different line of kings who
seeks to realize his own vision for the empire."

Bethesda had previously announced that Lynda Carter would also be lending her
voice talents to the game. Best known for her starring role as the
crime-fighting superhero, "Wonder Woman," in the hit television series,
Carter has appeared in more than 50 television shows and films, including
this summer's hits, Sky High and Dukes of Hazzard.

"We wanted to work with voice talent that really captured the emotion and
drama of the game's story," said Todd Howard, executive producer for The
Elder Scrolls IV: Oblivion. "Quite honestly, we wrote the parts with these
individual actors in mind. It's an honor to have them lend their talents to
the project."
As the next chapter in the highly acclaimed and best-selling Elder Scrolls
series, Oblivion is a single-player game that takes place in Tamriel's
capital province, Cyrodiil. Gamers are given the task of finding the hidden
heir to a throne that sits empty, the previous emperor having been killed by
an unknown assassin. With no true Emperor, the gates to Oblivion (the
equivalent of hell in the world of Tamriel) open, and demons begin to invade
Cyrodiil and attack its people and towns. It's up to the player to find the
lost heir and unravel the sinister plot that threatens to destroy all of
Tamriel.

The Elder Scrolls IV: Oblivion has not yet been rated by the ESRB. For more
information on the title visit the official web site at www.elderscrolls.com.
About Bethesda Softworks(R)

Headquartered in Rockville, MD, Bethesda Softworks LLC is a premier developer
and publisher of entertainment software and has produced numerous
award-winning titles. Among Bethesda's more popular franchises are The Elder
Scrolls(R) series, Fallout(R), and the IHRA Drag Racing series, as well as
its licensed property, Pirates of the Caribbean(TM). Its product line spans
the sports, racing, RPG, strategy, and action genres. Bethesda Softworks is a
subsidiary of ZeniMax Media Inc. For more information on Bethesda Softworks'
products, visit www.bethsoft.com.

The Elder Scrolls IV: Oblivion (C) 2005 Bethesda Softworks LLC, a ZeniMax
Media company. The Elder Scrolls, Oblivion, Morrowind, Bethesda Softworks,
Bethesda Games Studios, ZeniMax and their logos are registered trademarks or
trademarks of ZeniMax Media Inc. in the U.S. and/or other countries. Xbox 360
is a registered trademark of Microsoft Corporation in the United States
and/or other countries. Other product and company names referenced herein may
be trademarks of their respective owners. All Rights Reserved.

 ------------
Category 31,  Topic 3
Message 5          Wed Oct 05, 2005
KGAGNE [Ken]                 at 18:53 PDT

ID SOFTWARE AND ACTIVISION, INC.
CONFIRM WOLFENSTEIN(R) FOR THE XBOX 360
VIDEO GAME AND ENTERTAINTMENT SYSTEM

Activision Set to Distribute Highly Anticipated Game Worldwide

Santa Monica, CA - Oct. 5, 2005 - id Software(TM) and Activision, Inc.
(Nasdaq: ATVI) confirmed at Microsoft's X05 event in Amsterdam that the
newest installment in the legendary Wolfenstein(R) series is being developed
for the Xbox 360(TM) video game and entertainment system from Microsoft and
PC. The companies also confirmed that Activision, Inc. will be the worldwide
licensed distributor of Wolfenstein, currently in development by Raven
Software and executive produced by id Software.

id Software's newest chapter in the legendary Wolfenstein series delivers
players deep behind the enemy lines of a war-torn Germany, where Nazi
experiments with technology and the supernatural threaten to turn the tide of
World War II. Utilizing a revolutionary new graphics technology targeted
specifically at next generation hardware, the new Wolfenstein experience will
draw players into a world of unmatched exploration, action, and espionage.

About id Software
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With intense
graphics and mind-blowing action, id's games have helped redefine the modern
video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory and the id
Software name are either registered trademarks or trademarks of id Software,
Inc. in the United States or some other countries. All other trademarks and
trade names are properties of their respective owners.

# # #

Xbox 360 is either a registered trademark or trademark of Microsoft
Corporation in the United States and/or other countries.
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UBISOFT TO RELEASE TOM CLANCY'S GHOST RECON ADVANCED WARFIGHTER IN FEBRUARY
2006

SAN FRANCISCO - OCTOBER 7, 2005 - Today Ubisoft, one of the world's largest
video game publishers, is pleased to announce that it has decided to devote
additional time to perfect the next installment in its award-winning
squad-based military shooter, Tom Clancy's Ghost Recon Advanced
Warfighter(TM). The game will launch worldwide for the Xbox 360(TM) video
game and entertainment system from Microsoft in February 2006. The additional
time devoted to the development of this title will allow Ubisoft to offer
gamers the best episode ever of the award-winning Tom Clancy's Ghost Recon
franchise and will enable the game's development teams to optimize the
application of Xbox 360(TM) technology. The delay of the release date will
not impact Ubisoft's revenue forecasts for the fiscal year.

At the X05 event in Amsterdam earlier this week, Ubisoft astounded attendees
with playable single- and multi-player demonstrations of the thrilling new
title. Tom Clancy's Ghost Recon Advanced Warfighter was extremely well
received by event participants and Ubisoft expects the game to quickly become
a blockbuster title.

"In Tom Clancy's Ghost Recon Advanced Warfighter, players will be able to
truly immerse themselves as soldiers of the future," said Tony Kee, vice
president of marketing at Ubisoft North America. "This game will continue the
tradition of setting the bar for intense multiplayer action and cutting-edge
technology. X05 attendees experienced the stunning results of the work
Ubisoft's award-winning studios have done in perfecting innovative
multiplayer content and taking advantage of next-generation capabilities."

About Tom Clancy's Ghost Recon Advanced Warfighter:
The face of war has changed. Enemy lines blur and there is no longer a clear
opponent. New enemies and new threats require a new type of warfare - a new
type of soldier. Enter the Ghosts. In 2013, the U.S. Army will implement the
Integrated Warfighter System (IWS) evolving what we know as the modern
soldier. IWS combines advanced weapon systems, satellite communication
devices and enhanced survivability into one fully integrated combat system.
The IWS program has been developed to meet these new threats head on. Now, it
can be tested on the battlefield. Following an insurgence in the heart of
Mexico City, the U.S. Army's most elite Special Forces team is deployed to
the center of the conflict to regain control of the city. Greatly outnumbered
but fully equipped with the IWS, this elite team is the first and last line
of defense on the battlefield. They are the "quiet" professionals. They are
the Ghosts.

(C) 2005 Ubisoft Entertainment. All Rights Reserved. Ghost Recon, the Soldier
Icon, Ubisoft and the Ubisoft logo are trademarks of Ubisoft Entertainment in
the US and/or other countries. Xbox, Xbox 360, and Xbox Live are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries.

About Tom Clancy:
With more than 80 million books sold, Tom Clancy is arguably the world's most
recognized author. His works include fiction such as The Hunt for Red
October, Clear and Present Danger, The Sum of All Fears, Rainbow Six, Without
Remorse and The Teeth of the Tiger. Clancy also writes nonfiction works about
weapons and various military units. Four of his books have already been
adapted into highly successful feature films.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million for the 2004-2005 fiscal
year, an increase of 8 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.

 ------------
Category 31,  Topic 3
Message 7          Sat Oct 22, 2005
KGAGNE [Ken]                 at 14:33 PDT

The Elder Scrolls(R) IV: Oblivion(TM) to Feature Original Soundtrack by
Award-Winning Composer Jeremy Soule

"Gaming's Greatest Musician" to Create Music for Epic RPG

October 21, 2005 (Rockville, MD) -- Bethesda Game Studios announced today
that Jeremy Soule, the award-winning composer who has been called "gaming's
greatest musician," will create the soundtrack for the highly anticipated
role-playing game (RPG), The Elder Scrolls(R) IV: Oblivion(TM). The score for
The Elder Scrolls III: Morrowind(R) (2002 Game of the Year, 2002 RPG of the
Year), also created by Soule, received numerous accolades from industry
professionals including "Game Soundtrack of the Year," "Best Music and Sound
Effects," and "Outstanding Achievement in Original Composition." A sample
piece of music from Oblivion is available for download at
www.elderscrolls.com.

"I've been working with Jeremy for a long time," said Todd Howard, executive
producer for Oblivion, "and this is by far his best work. The game is an
epic-fantasy-drama, and the score adds greatly to its dramatic appeal.. What
he has brought to Oblivion is extraordinary. I can't wait for everyone to
hear it."

Oblivion is an epic, open-ended single-player RPG for the next generation.
Providing gamers with the most life-like gaming experience to date, Oblivion
promises to be an immersive experience unlike any other. The powerful
combination of unprecedented graphics and freeform gameplay allows gamers to
unravel the main quest or explore the vast world at their own pace. Oblivion
is the fourth chapter in the award-winning Elder Scrolls series that includes
Morrowind, Daggerfall(TM) (1996 RPG of the year), and Arena (1994 RPG of the
year).

"It has been a thrill to score the music for the next installment in The
Elder Scrolls series," said Soule. "The stunning, epic quality of The Elder
Scrolls series is particularly compatible with the grand, orchestral style of
music I enjoy composing the most. It has been a pleasure to be involved with
such a revolutionary series that is poised to redefine the RPG genre once
again."

Jeremy Soule has been the recipient of numerous industry awards and
professional accolades. Among his credits include Harry Potter and the
Chamber of Secrets, which earned Soule the British Academy of Film and
Television Arts Award (BAFTA) for Best Score, Game Music Category. Soule has
also been twice nominated for Outstanding Achievement in Original Music
Composition by the Academy of Interactive Arts & Sciences for his work with
The Elder Scrolls III: Morrowind and Harry Potter and the Sorcerer's Stone,
and also received a BAFTA nomination for Harry Potter and the Prisoner of
Azkaban. Soule is also involved with Direct Song, a game music expansion
service allowing gamers to add more official music to their games.

The Elder Scrolls IV: Oblivion will be published by Bethesda Softworks and 2K
Games for the PC and the Xbox 360(TM) video game and entertainment system
from Microsoft this holiday season. For more information, visit the official
web site at www.elderscrolls.com.

About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks LLC is a premier developer
and publisher of entertainment software and has produced numerous
award-winning titles, most recently the 2002 PC and Xbox(R) Game of the Year
and RPG of the Year, The Elder Scrolls III: Morrowind(R). Among Bethesda's
more popular franchises are The Elder Scrolls(R) series, Fallout(R), and the
IHRA Drag Racing series, as well as its licensed property, Pirates of the
Caribbean(TM). Its product line spans the sports, racing, RPG, strategy, and
action genres. Bethesda Softworks is a subsidiary of ZeniMax Media Inc. For
more information on Bethesda Softworks' products, visit www.bethsoft.com.

The Elder Scrolls IV: Oblivion (C) 2005 Bethesda Softworks LLC, a ZeniMax
Media company. The Elder Scrolls, Oblivion, Morrowind, Bethesda Softworks,
Bethesda Games Studios, ZeniMax and their logos are registered trademarks or
trademarks of ZeniMax Media Inc. in the U.S. and/or other countries. Xbox 360
is a registered trademark of Microsoft Corporation in the United States
and/or other countries. Other product and company names referenced herein may
be trademarks of their respective owners. All Rights Reserved.
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SEATTLE (Reuters) - Microsoft Corp. expects to sell as many as 3 million Xbox
360 consoles in the first three months after launching the newest version of
its video game machine, the financial chief of the giant software company's
Xbox business said Tuesday.

Story continues at
http://money.cnn.com/2005/11/08/technology/personaltech/microsoft_xbox.reut/ind
ex.htm
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ID SOFTWARE'S QUAKE 4
SET TO SHAKE XBOX 360 ON NOVEMBER 18

Mesquite, TX - Nov. 11, 2005 - The Strogg are storming onto next-generation
console hardware with id Software's(TM) eagerly anticipated QUAKE 4(TM) for
Xbox 360(TM) video game and entertainment system from Microsoft. The new
addition to the renowned QUAKE(R) franchise is set to ship out for Xbox 360
on Nov. 18 in the U.S, and additionally will be available at retail outlets
day-and-date with Xbox 360 system launch in Europe. QUAKE 4 is rated "M"
(Mature) by the ESRB.

QUAKE 4 enlists gamers in the role of Matthew Kane, a member of the Earth
Defense Force's legendary Rhino Squad, to penetrate deep into the heart of
the Strogg war machine. Fight alone, with your squad, and in hover tanks and
mechanized walkers as you engage in a heroic mission to defeat this barbaric
alien race before they annihilate all of human-kind.

Developed by Raven Software and executive produced by id Software, QUAKE 4 is
built on the revolutionary DOOM 3(R) technology, and also features fast-paced
multiplayer competition modeled after the speed, style and feel of id's
landmark multiplayer game, QUAKE III Arena(R).

Players are also treated to hours of bonus content including behind the
scenes videos as well as a complete version of id Software's blockbuster hit,
QUAKE II(R). This full game has been re-engineered exclusively for Xbox 360
and includes the entire single player campaign in addition to 2-4 player
co-op and 2-8 player multiplayer via System Link or split-screen.

For more information, fans can visit www.quake4game.com.

About id Software:
id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R), QUAKE
III Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With intense
graphics and mind-blowing action, id's games have helped redefine the modern
video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.:
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.
# # #

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory and the id
Software name are either registered trademarks or trademarks of id Software,
Inc. in the United States and/or some other countries. All other trademarks
and trade names are properties of their respective owners.

Xbox 360 is a registered trademark of Microsoft Corporation in the United
States and/or other countries.
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ACTIVISION SHIPS POWERHOUSE XBOX 360 LINEUP TO RETAIL

Call of Duty 2, Tony Hawk's American Wasteland, GUN
Now Available for Next-Generation System

Santa Monica, CA -November 14, 2005- In conjunction with the November 22
launch of the Xbox 360(TM) video game and entertainment system from
Microsoft, Activision, Inc. (Nasdaq: ATVI), announced today that it will ship
the Xbox 360 versions of Infinity Ward's Call of Duty(R) 2 and Neversoft
Entertainment's Tony Hawk's American Wasteland and GUN(TM) to retail outlets
nationwide on November 15. The titles have already received critical acclaim
with Call of Duty 2 earning an "Editors' Choice" award from Official Xbox
Magazine and "Game of the Month" distinction from Game Informer and Tony
Hawk's American Wasteland and GUN both receiving the "Editors' Choice" award
from Gamepro magazine.

"We are excited to have some of our biggest internally developed brands debut
on the Xbox 360," said Robin Kaminsky, head of global brand management,
Activision, Inc. "From the stormed beaches of France, to the lawless west and
the streets of L.A., Activision's launch titles harness the power of the new
hardware to deliver the most realistic and immersive console gaming
experiences ever."

Call of Duty 2
The sequel to the 2003 Game of the Year debuts on Xbox 360 in high-definition
and full 5.1 surround sound with bigger battles, more weapons, more troops
and unprecedented special effects that literally envelop next generation
gamers into the cinematic intensity and chaos of war like never before.
Powered by a proprietary new engine designed to utilize the power of the Xbox
360's multi-core technology, players enlist in the most authentic and
realistic squad combat ever. The game's context-sensitive battle chatter
system features more than 20,000 lines of dialogue, bringing the harsh sound
of warfare to life. Visual effects, ranging from heat shimmers and sandy dust
swaying across the scorching desert, to amazing smoke effects that fog the
battlefield and characters blowing on their hands to stay warm in the
winter-blizzard conditions of Russia, provide a level of realism that makes
you feel as though you're in the thick of battle. Call of Duty 2 also
features multiplayer game modes on Xbox Live(R) online gaming system and
System Link, and even delivers intense 2 - 4 player split screen action. Call
of Duty 2 is rated "T" (Teen - blood, mild language and violence) by the
ESRB.

GUN
Using enhanced graphics, a blazing fast frame rate, and 720p high definition
visuals, GUN for Xbox 360 puts players in the role of Colton White, a
vengeful gunslinger who straddles the line between good and evil as he makes
his way through the untamed West of the late-1800s where greed, lust and
brutality is a way of life. Players will showdown against corrupt lawmen, a
murderous preacher, renegade army psychopaths and others while waging war on
horseback, collecting bounties, and commandeering trains. As they travel
through an action-packed landscape of high mountain wilderness, deserts and
bustling territorial towns, players uncover an epic story of betrayal and
revenge. GUN is rated "M" (Mature - Blood and Gore, Intense Violence, Sexual
Themes, Strong Language, Use of Alcohol) by the ESRB. For more information on
GUN visit www.gunthegame.com.

Tony Hawk's American Wasteland
Running in high-definition at 60 frames per second Tony Hawk's American
Wasteland harnesses the power of the Xbox 360 and lets gamers make an
expansive streaming L.A. skate world their personal playground. In a
plot-twisting story that pays homage to the roots of skateboarding, players
can skate or bike from the Santa Monica boardwalk to the star-studded
sidewalks of Hollywood as they customize and upgrade their characters, unlock
new tricks and choose missions without load screens or levels. Tony Hawk's
American Wasteland also takes the action to new heights with expanded
controls that allow players to pull off more sick tricks than ever before and
new multiplayer modes including exclusive Xbox Live support for Xbox 360,
including Achievements and Leaderboards, and a two-player co-op classic mode.
Tony Hawk's American Wasteland is rated "T" (Teen - Blood, Crude Humor,
Language, Suggestive Themes, Violence) by the ESRB.

Call of Duty 2, GUN and Tony Hawk's American Wasteland are available now for
a suggested retail price of $59.99.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
(c) 2005 Activision Publishing, Inc. Activision and Call of Duty, Tony Hawk
and GUN are registered trademarks of Activision Publishing, Inc. All rights
reserved.
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QUAKE 4 FOR XBOX 360 MARCHES ON STORES NATIONWIDE

Santa Monica, CA - November 18, 2005 - It's "Lock and Load" for the Global
Defense Force as id Software(TM) and Activision, Inc. (Nasdaq: ATVI)
announced today that QUAKE 4(TM) for the Xbox 360(TM) video game and
entertainment system from Microsoft has shipped to retailers nationwide. This
next chapter in the futuristic war between the Earth and the Strogg
transports players into the boots of Matthew Kane, an elite member of the
legendary Rhino squad as they, along with an armada of Earth's finest
soldiers, invade the home planet of the barbaric aliens threatening to
annihilate Earth. QUAKE 4 for Xbox 360 is available at retail outlets for a
suggested retail price of $59.99 and carries an "M" (Mature - Blood and Gore,
Intense Violence, Strong Language) rating by the ESRB.

"With QUAKE 4 for Xbox 360, gamers can now take the battle for Stroggos to
the home theater as this epic war for survival comes to life with true
high-definition sights and 5.1 surround sound," said Todd Hollenshead, CEO,
id Software. "This is the next generation of gaming and QUAKE 4 fans should
prepare to experience a non-stop ride of action and adrenaline as they battle
along side Rhino Squad, through this heroic mission to defeat the unstoppable
Strogg army and preserve the human race."

Developed by Raven Software and executive produced by id Software, QUAKE 4
picks up only moments after the events of the epic QUAKE II(R), with the
Earth's fleet launching a massive offensive to the planet Stroggos. As
Matthew Kane, gamers invade the alien stronghold fighting alone, along side
other Marines, and in mechanized walkers and hover tanks in incredible combat
missions against the Strogg and their disturbing amalgamations of man and
machine. Built on id Software's revolutionary DOOM 3(R) technology, QUAKE 4
also features the world renowned fast-paced multiplayer competition-style
gameplay of the historic QUAKE III Arena(R). Incorporating Capture the Flag,
Arena Capture the Flag, Deathmatch, Team Deathmatch, and an all new
Tournament mode for up to 8 players on Xbox Live(R) online gaming system or
System Link, QUAKE 4 is poised to set the standard for online multiplayer
bragging rights.

QUAKE 4 also contains hours of bonus content, including behind-the-scenes
videos and interviews plus a complete version of QUAKE II(R), re-engineered
exclusively for Xbox 360 featuring up to 4-player support for co-operative
play and multiplayer support over System Link.

For more information on QUAKE 4, please visit www.quake4game.com.

About id Software:

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
franchises as Wolfenstein 3D, DOOM(R), DOOM II(R), QUAKE(R) QUAKE II(R),
QUAKE III Arena(R), Return to Castle Wolfenstein(R) and DOOM 3(R). With
intense graphics and mind-blowing action, id's games have helped redefine the
modern video game, continually setting industry standards for technology and
gameplay. Check out more about id Software at www.idsoftware.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements". These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

(C) 2005 id Software, Inc. All rights reserved. QuakeCon, Wolfenstein 3D,
DOOM, DOOM II, DOOM 3, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team
Arena, Quake 4, Return to Castle Wolfenstein, Wolfenstein: Enemy Territory
and the id Software name are either registered trademarks or trademarks of id
Software, Inc. in the United States or some other countries. All other
trademarks and trade names are properties of their respective owners.

Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
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Digital Leisure announces 15 Classic Arcade Games for the All New Xbox 360*

GORMLEY, Ontario, Canada - November 22, 2005 - Digital Leisure today has
released fifteen classic games that redefined a generation for the all new
Xbox 360*. Hold on to your consoles, included in the release is the award
winning Dragon's Lair series of games and American Laser Games classics, like
Mad Dog McCree. Also, for the first time on a home console comes the Digital
Leisure release of the classic Thayer's Quest! All of these great titles are
compatible with the all new Xbox 360*.

"It's so exciting to see the classics continuing to make a comeback. Playing
your old favorites on the latest and most powerful entertainment platform
will be a great thrill for all." said Elizabeth Foster, President of Digital
Leisure, "and we are delighted to be able to continue to deliver more classic
games to console gamers!"

Dragon's Lair, Space Ace and Dragon's Lair 2: Time Warp, featuring the
classic animation of Don Bluth, are available individually or together as the
20th Anniversary Edition Box Set. Thayer's Quest, an animated adventure
originally released in the arcades in 1984, gives players more choice and
allows each player to have a unique gaming experience which made it an
instant hit. The American Laser Games shooting titles Mad Dog McCree, Mad Dog
2: The Lost Gold, The Last Bounty Hunter, Crime Patrol, Drug Wars, Who Shot
Johnny Rock and Space Pirates feature live action video with authentic sound
and scenery to put you in the midst of the action.

All of these games are available now from www.digitalleisure.com for about
half the retail price of most Xbox 360* releases.

About Digital Leisure
Digital Leisure is a leading publisher of interactive DVD and CD games
including the classic Dragon's Lair line and the American Laser Games series
of shooting games. Based outside Toronto, Canada, Digital Leisure acquires
licenses to classic video-based titles and provides distribution services for
both its own products and third party publishers. For more information,
please visit www.digitalleisure.com

*Digital Leisure Inc. is not associated with Microsoft Corporation Inc.
Microsoft Corporation Inc. has not endorsed these products. Microsoft
Corporation and Xbox 360 are trademarks or registered trademarks of Microsoft
Corporation Inc. subsidiaries.
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Bethesda Softworks and 2K Games Announce
The Elder Scrolls IV: Oblivion to Ship March 20
Quintessential RPG for the Next Generation Coming to Xbox 360 and PC

Rockville, MD - March 2, 2006 - Bethesda Softworks(R) and 2K Games, a
publishing label of Take-Two Interactive Software, Inc. (NASDAQ: TTWO), today
announced that the highly-anticipated role-playing game, The Elder Scrolls(R)
IV: Oblivion(TM) has gone to gold master and will be available in stores in
North America and Europe during the week of March 20. Oblivion will be
available for Xbox 360(TM) video game and entertainment system from Microsoft
and PC in both regular and collector's editions.

"Our most ambitious project ever is finally done," said Todd Howard,
executive producer of Oblivion. "We're excited to get the game into
everyone's hands and let them experience it for themselves. We hope they
enjoy it. I think it's our best game yet."

Oblivion is an epic, open-ended single-player RPG for the next generation
providing gamers with one of the most life-like gaming experiences to date.
The powerful combination of unprecedented graphics and freeform gameplay
allows gamers to unravel the main quest or explore the vast world at their
own pace. Oblivion is the fourth chapter in the award-winning Elder Scrolls
series that includes Morrowind(R) (2002 RPG of the year - Computer Gaming
World), Daggerfall(TM) (1996 RPG of the year -- PC Gamer), and Arena (1994
RPG of the year - Computer Player).

"Oblivion will set the new standard for next generation gaming and change the
way role-playing games are viewed forever," said Vlatko Andonov, president of
Bethesda Softworks. "We set very high goals and ensure they are reached
because that is what our fans deserve and have come to expect from Bethesda
Softworks. We are very proud of our team's accomplishments with respect to
Oblivion."

Oblivion has already garnered numerous awards and an impressive collection of
accolades, including being voted "RPG of Show" in 2005 by the Best of E3 Game
Critics Awards. Oblivion ranks as one of the "Most Anticipated Games of 2006"
according to PC Gamer, GameSpy, IGN, and Yahoo Games among many others, and
has been featured on nearly thirty magazine covers worldwide.

"Oblivion is one of the most anticipated video games of 2006 and its release
will be a milestone for the Xbox 360 and PC," said Christoph Hartmann,
Managing Director, 2K Games. "A shining example of next-generation
role-playing, Oblivion breaks new ground in the genre with unparalleled
graphics, revolutionary gameplay and an expansive RPG world."

Oblivion for Xbox 360 and PC, co-published by 2K Games and Bethesda
Softworks, has been rated "T" for Teen by the ESRB. For more information on
the title visit the official web site at www.elderscrolls.com.


About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks LLC, a subsidiary of
ZeniMax Media Inc., is a premier developer and publisher of interactive
entertainment software and has produced numerous award-winning titles, most
recently with the 2002 PC and Xbox(R) Game of the Year and RPG of the Year,
The Elder Scrolls III: Morrrowind(R). Among Bethesda's more popular
franchises are The Elder Scrolls(R) series and Fallout(R), as well as its
licensed properties, Pirates of the Caribbean(TM) and Star Trek(R). Its
product line spans the sports, racing, RPG, strategy, and action genres. For
more information on Bethesda Softworks' products, visit www.bethsoft.com.

About Take-Two Interactive Software, Inc.
Headquartered in New York City, Take-Two Interactive Software, Inc. is an
integrated global developer, marketer, distributor and publisher of
interactive entertainment software games and accessories for the PC,
PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
PSP(TM) (PlayStation(R)Portable) system, the Xbox(R) video game and
entertainment system from Microsoft, the Xbox 360(TM) video game and
entertainment system from Microsoft, Nintendo GameCube(TM), Nintendo DS(TM)
and Game Boy(R) Advance. The Company publishes and develops products through
its wholly owned labels Rockstar Games, 2K Games, 2K Sports and Global Star
Software; and distributes products in North America through its Jack of All
Games subsidiary. Take-Two also manufactures and markets video game
accessories in Europe, North America and the Asia Pacific region through its
Joytech subsidiary. The Company maintains sales and marketing offices in
Cincinnati, New York, Toronto, London, Paris, Munich, Madrid, Vienna, Milan,
Sydney, Breda (Netherlands) and Auckland. Take-Two's common stock is publicly
traded on NASDAQ under the symbol TTWO. For more corporate and product
information please visit our website at www.take2games.com.

(C) 2006 Bethesda Softworks LLC, a ZeniMax Media company. The Elder Scrolls,
Oblivion, Morrowind, Daggerfall, Arena, Bethesda Softworks, ZeniMax and their
related logos are registered trademarks or trademarks of ZeniMax Media Inc.
in the United States and/or in other countries. Microsoft, Xbox, the Xbox
logo, Xbox 360, the Xbox 360 logo, Xbox Live, and the Xbox Live logos are
either registered trademarks or trademarks of Microsoft Corporation in the
U.S. and/or in other countries and are used under license from owner. Other
product and company names referenced herein may be trademarks of their
respective owners. All Rights Reserved.
Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
All trademarks and copyrights contained herein are the property of their
respective holders.
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The First Wrestling Game for the 360 Delivers Incredible Graphics, Tag Team
Action and Online Play
FOR IMMEDIATE RELEASE

REDWOOD CITY, Calif. - March 28, 2006- Konami Digital Entertainment, Inc.
today announced that Rumble Roses XX(TM) has shipped to retail stores in
North America for the Xbox 360(TM) video game and entertainment system from
Microsoft. Konami's Xbox 360 debut, the follow-up to 2004's smash hit
all-female wrestling video game features an eye-catching lineup of beautiful
wrestlers with killer moves, as well as immersive new gameplay modes and
online play.

As the "best looking" Xbox 360 game, Rumble Roses XX features more than 20
playable characters including all the popular ladies from the original Rumble
Roses - such as Reiko and Dixie. Dressed in flashy outfits and equipped with
several costume changes, these wrestlers defy the imagination with all-new
new jaw-dropping character models, designed to take advantage of the
graphical power of the Xbox 360.

Rumble Roses XX features a number of modes where players pummel their way
through the game's many characters to unlock additional opponents and items.
The new Tag Team mode allows for unprecedented group mayhem in the ring,
complete with special combo moves and character relationships that change
with the results of each match. Dangerous curves lie ahead in Battle Royal
and Handicap Match modes, while the all-new Queen's Match lets two wrestlers
battle it out with the loser performing embarrassing acts such as the limbo.
The new Street Fight mode lets the girls take out their aggression outside of
the ring, unleashing no-holds barred moves as they attempt to knock out their
opponent. Players can now also create their own wrestlers with the game's new
Character Customization mode, choosing from a large collection of body types,
outfits, accessories and fighting styles to build the ultimate female
grappler. Rumble Roses XX also includes online play for up to four players,
so competitors from around the country can team up with one another or go
toe-to-toe.

In addition to traditional wrestling moves such as suplexes, submission holds
and elbow drops, each wrestler has specific attacks linked to her personality
that allow her to string together a number of moves to create unique
combinations. As each character gains experience in the ring, they will
become stronger, developing muscle tone and becoming more proficient in their
favorite moves. With the game's Superstar system, characters will receive
bursts of energy as the crowd cheers them on to victory. Depending on how
they wrestle, players will develop their character into a "face" or "heel,"
each with unique moves that reflect their personality in the ring.

Rumble Roses XX is rated "M" for Mature by the ESRB and carries a SRP of
$59.99. For more information, please visit: http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs <http://www.konami.com/gs> .
###

(C)2004 2006 KONAMI
"KONAMI" is a registered trademark of KONAMI CORPORATION. "Rumble Roses
Double X" is a trademark of KONAMI CORPORATION. Published by Konami Digital
Entertainment, Inc. Developed by Konami Corporation.
Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
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Record Breaking Sales of Bethesda Softworks'
The Elder Scrolls IV: Oblivion
Huge Demand for Highly Acclaimed Next-Generation Game

April 10, 2006 (Rockville, MD) - Bethesda Softworks(R) announced that its hit
title, The Elder Scrolls(R) IV: Oblivion(TM) has achieved record sales,
reflecting huge market demand for the title. Over 1.7 million units of
Oblivion for the PC and Xbox 360 have been shipped since the launch of the
game.

In North America, Oblivion has become the fastest selling game released on
the Xbox 360. The NPD Group Inc reports Oblivion PC as the best selling PC
game, while the Oblivion Collectors Edition is ranked number 2. NPD reports
that Oblivion represented approximately 13% of all PC game sales in the first
week of its release, more than four times the sales volume of the next best
selling title. (The Elder Scrolls III: Morrowind(R), the highly-regarded
predecessor to Oblivion, remains one of the top 25 best selling PC games
nearly four years after its release, according to NPD). European results have
been similarly strong with Oblivion quickly becoming ranked the number one
selling title in the UK, Germany and France.

Oblivion has earned high praise and awards from publications around the
world. Official Xbox Magazine (US) gave Oblivion a 9.5 out of 10 and an
Editor's Choice award, calling Oblivion "An Absolute Masterpiece." PC Gamer
(US) awarded it an Editor's Choice Award and a score of 95%, calling it "a
classic" and "one of the best RPGs ever made." And the largest circulation
gaming magazine in the world, Game Informer, gave Oblivion 9.5 out of 10 and
said, "The bar for the next generation of RPGs has just been set."

Reaction around the world has been equally laudatory. Oblivion has been
featured on more than 30 magazine covers in the US, UK, France, Italy, Spain,
Australia, Benelux, and other countries. The leading PC game magazine in
Great Britain rated it a "Must Buy" and said Oblivion "is one of those rare
and wonderful treats of gaming that's so recklessly ambitious and
staggeringly accomplished that it makes even great games...seem small-minded
and clumsy by comparison."

Oblivion is currently the #1 ranked Xbox 360 game and the #1 ranked PC game
on both MetaCritic.com and GameRankings.com. MetaCritic and GameRankings are
sites that calculate a ranking of games based on review scores published by
recognized print, broadcast, and online media outlets around the world.

Oblivion was released in five different languages--English, French, German,
Spanish and Italian--and packaged as a regular edition and a collector's
edition in North America, Europe, Australia, and parts of Asia. Bethesda
Softworks' 368-page Official Game Guide offers hints and strategies to those
playing the game, and has experienced unusually favorable attach ratios to
game sales. The book was ranked #10 on the Amazon list of bestselling books
in the first week after release.

The long-awaited Oblivion represents the quintessential role-playing
experience for the next-generation of gaming, inviting gamers into the
sprawling environments of Tamriel, the most vibrant game-world ever created.
With a powerful combination of free-form gameplay, unprecedented graphics,
cutting edge AI, character voices by well known actors, and a masterful
musical score, gamers can choose to unravel Oblivion's epic narrative or
simply explore the vast landscape in search of their own unique challenges.

The Elder Scrolls IV: Oblivion is rated "T" for Teen by the ESRB and is
available for both the PC and the Xbox 360 in regular and collector's
editions. For more information on The Elder Scrolls IV: Oblivion, visit
www.elderscrolls.com.

About Bethesda Softworks
Headquartered in Rockville, MD, Bethesda Softworks LLC, a subsidiary of
ZeniMax Media Inc., is a premier developer and publisher of interactive
entertainment software and has produced numerous award-winning titles. Among
Bethesda's more popular franchises are The Elder Scrolls(R) series and
Fallout(R), as well as its licensed properties, Pirates of the Caribbean(TM)
and Star Trek(R). Its product line spans the sports, racing, RPG, strategy,
and action genres. For more information on Bethesda Softworks' products,
visit www.bethsoft.com.

(C) 2006 Bethesda Softworks LLC, a ZeniMax Media company. The Elder Scrolls,
Oblivion, Morrowind, Daggerfall, Arena, Bethesda Softworks, ZeniMax and their
related logos are registered trademarks or trademarks of ZeniMax Media Inc.
in the United States and/or in other countries. Microsoft, Xbox, the Xbox
logo, Xbox 360, the Xbox 360 logo, Xbox Live, and the Xbox Live logos are
either registered trademarks or trademarks of Microsoft Corporation in the
U.S. and/or in other countries and are used under license from owner. Other
product and company names referenced herein may be trademarks of their
respective owners. All Rights Reserved.

--
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NAMCO BANDAI ANNOUNCES "MOBILE OPS(TM): THE ONE YEAR WAR" EXCLUSIVELY FOR
XBOX 360

Metal-to-Metal Giant Mecha Combat Comes to Life in 2006

SANTA CLARA, Calif., (April 24, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today "Mobile Ops(TM):
The One Year War," a next-generation mechanized shooter exclusively for the
Xbox 360(TM) video game and entertainment system from Microsoft. Scheduled to
launch holiday 2006, this title features beautifully detailed graphics, a
wide array of giant mobile suits, and intense multi-player combat to deliver
an exhilarating experience in mechanized warfare.

The story of "Mobile Ops: The One Year War" opens with the space colonists'
brutal battle for independence from The Earth Federation. Advanced ECM
(Electronic Countermeasures) has rendered range sensors and communications
useless, resulting in the rise of new war machines called mobile suits. These
ultimate instruments of destruction, capable of metal-clashing hand-to-hand
combat, completely redefine modern warfare.

"With dramatic cockpit views and exquisitely detailed mobile suits, we fully
expect 'Mobile Ops' to immerse gamers into a futuristic world where giant
mechas loom against a war-torn horizon," said Yoshi Niki, business director
at NAMCO BANDAI Games America Inc. "As desperate battles ensue in both open
battlefields and urban environments, players can choose to engage enemies on
foot, in vehicles or in mobile suits."

Utilizing the Xbox Live(R) online game service, "Mobile Ops: The One Year
War" will put players right in the cockpit of their very own mobile fighter
for thrilling battles online as they fight in teams through multiple
scenarios and battlefields. Gamers can also modify mobile suits with a robust
customization options, including beam sabers, heat hawks, and other melee
weapons. Vividly presented in HDTV resolution, "Mobile Ops" offers
beautifully detailed graphics, right down to the brown rust on metal and
stress damage from combat.

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA.

On September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content.

As previous separate entities (Namco Hometek Inc. and Bandai Games Inc.) the
companies were each known for creating some of the industry's top video game
franchises including: Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to
Rights(R),

Pac-Man(R) World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R). For more information about NAMCO BANDAI Games America Inc.
and its products log onto www.namcobandaigames.com.

Press Release (C) 2006 NAMCO BANDAI Games America Inc.

###

(C) 1979-2006 SOTSU AGENCY,SUNRISE. TM SOTSU.

Xbox, Xbox 360, Xbox Live and the Xbox logos are either registered trademarks
or trademarks of Microsoft Corporation in the United States and/or other
countries and are used under license from owner.
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UBISOFT ANNOUNCES ENCHANTED ARMS(TM) EXCLUSIVELY FOR XBOX 360(TM)

FromSoftware's Best-Selling Role-Playing Game to Arrive in North America and
Europe this Summer

SAN FRANCISCO - MAY 1, 2006 - Today Ubisoft, one of the world's largest video
game publishers, announced that it will publish Enchanted Arms(TM)
exclusively for the Xbox 360(TM) video game and entertainment system from
Microsoft. Enchanted Arms was created by development studio FromSoftware in
Japan and is the first true next-generation Japanese RPG adventure game. The
Enchanted Arms adventure takes place in a fantasy world filled with beautiful
cinematic graphics and vibrant characters. It includes over 50 hours of
gameplay and is the only Xbox 360 RPG with a fast-action, turn-based battle
system that enables the player to move characters while in battle. Enchanted
Arms is scheduled to ship in North America and Europe in summer 2006.

In Enchanted Arms, players will embark on an epic adventure filled with
unique characters and more than 75 special controllable creatures that
players can unlock as they progress. Players will take on the role of Atsuma,
an Enchanter-in-training who will transform from a naive student to the most
powerful savior in a war 1,000 years in the making. As the story develops,
players face increasingly difficult challenges and learn to master Atsuma's
special fighting and magical abilities.


"Enchanted Arms is the first classic Japanese RPG game created specifically
for Xbox 360," said Jay Cohen, vice president of publishing at Ubisoft. "With
its fast-action gameplay, stunning high-definition graphics, rich and
colorful environments, and over an hour of anime-style cinematics, it's a
must-have for every Xbox 360 owner."

For more information about Enchanted Arms, please visit www.ubi.com.

About FromSoftware
FromSoftware, a Japanese development studio, was established in November 1986
as a business application software developer. Seven years later, FromSoftware
turned toward the video game industry and started to develop games to provide
their consumers with the best quality of products and services.
FromSoftware's strategy is to understand the personal preferences of
consumers by providing valuable experiences and growing with them rather than
chasing trends. Today, FromSoftware continues to provide their consumers with
the best gaming experiences in their video game.

About Ubisoft
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 547 million Euros for the 2005-2006
fiscal year. To learn more, please visit www.ubisoftgroup.com.

(C) 2006 FromSoftware, Inc. All rights reserved. Published and distributed by
Ubisoft Entertainment under license from FromSoftware, Inc. Enchanted Arms is
a trademark of FromSoftware, Inc. and is used under license. Ubisoft, Ubi.com
and the Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S.
and/or other countries. Microsoft, Xbox, Xbox 360, and Xbox Live are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries.
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ACTIVISION TO RELEASE NEW CALL OF DUTY(R) 2
XBOX 360(TM) MULTIPLAYER MAPS

New Content to Debut at E3 2006

Santa Monica, CA - May 2, 2006 - Further expanding the experience of the #1
title for the Xbox 360(TM) video game and entertainment system from
Microsoft, Activision, Inc. (Nasdaq: ATVI), and Infinity Ward announced plans
today to wage a campaign of new content for the next-gen leading Call of
Dutya2 with the release of nine multiplayer maps on Xbox Livea online gaming
service. The first four maps will be available for download this spring, with
playable versions debuting at E3 2006 in Activision's Call of Duty 2 Lounge
(South Hall, Booth #1200). The remaining five maps will be released in a
second barrage in July.

"Fans have made Call of Duty 2 the best-selling next-gen title and these maps
are a great way to expand upon the hallmark epic scope and cinematic
intensity that they've come to expect from the franchise," said Grant
Collier, president of Infinity Ward. "What better way to get the action to
gamers than to release the first of the maps directly to them at E3!"

The four maps slated for release this spring will unleash a blistering
barrage of battle for gamers on Xbox Live; Bonus Map Pack (Vossenack and
Wallendar, Germany) will be released for free, and Skirmish Map Pack (Kalach,
Russia and Beaumont-Hague, France) will be sold for 400 Microsoft(TM) Points
through Xbox Live(R) Marketplace.

In July, the second wave of the attack will begin when Activision and
Infinity Ward release the Invasion Pack for 900 Microsoft Points, a
multiplayer map pack featuring five new maps that include:
        o       Antoville, France (Crossroads)
        o       St. Louet, France (Newvillers)
        o       Amaye sur Seulles, France (Normandy)
        o       Alam Halfa, Egypt (Decoytown)
        o       Rostov, Russia (Harbor)

Call of Duty 2 is rated "T" (TEEN - blood, mild language and violence) by the
ESRB and is available nationwide.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
Xbox, Xbox Live and Microsoft Points are registered trademarks of Microsoft
Corporation in the United States and/or other countries.
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KONAMI TO BRING CLASSIC FRANCHISES TO XBOX LIVE ARCADE FOR XBOX 360

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 9, 2006 -
Konami Digital Entertainment, Inc., today announced that it will be bringing
several major franchises to Xbox Live(R) Arcade for the Xbox 360? video game
and entertainment system from Microsoft. Starting this summer, gamers will be
able to download classic games such as Frogger, Contra, Time Pilot, Scramble
and others, enhanced with updated graphics and online multiplayer support.

Leveraging its library of classic games, Konami will be releasing games on
Xbox Live Arcade for Xbox 360 starting early this summer with the release of
Frogger. Additional releases such as Contra, Time Pilot and Scramble will be
released later in the year, with additional major franchises launching in
2006 and 2007. All games will feature updated graphics and support for
multiplayer play over Xbox Live. Players will also be able to download free
demos of each game and earn achievement points as they meet certain
conditions of play.

Below is additional information on Konami's upcoming Xbox Live Arcade for
Xbox 360 titles:

Frogger
Take control of a small frog, dodging traffic and crossing a perilous river
in order to reach the safety of home. Dodge cars and trucks, navigate logs
and turtles, avoid snakes and crocodiles and pick up a female frog or a fly
snack to rack up points. Originally released in arcades in 1981, the Frogger
franchise is celebrating its 25th anniversary this year.

Contra
The Red Falcon organization is plotting to conquer the Earth and two
commandos, Lance and Bill, must infiltrate their base. Travel through eight
stages in the jungle armed with a machine gun and the ability to capture
upgraded weapons including a Fireball, Laser, Rapid Fire gun and a Spread
Gun. Lance and Bill are all that stand in the way of Red Falcon and their
plans for global domination.

Time Pilot
Pilot a jet fighter with the capability to travel through time to destroy
wave after wave of enemies. Start in 1910 and gun down biplanes and work your
way through to the 21st century piloting your craft against UFOs. Collect
parachuting pilots to gain point bonuses and destroy enemy ships to call
forth the boss in order to advance through time.

Scramble
Control a spaceship that must infiltrate the enemy Scramble system in a
classic side-scrolling shooter. Armed with guns and bombs, players must
navigate swarms of enemies, meteors, missiles through six fiendish levels.
Shoot fuel canisters to replenish your reserves in order to make it to the
enemy base at the end of the system.

Developed by Digital Eclipse, Frogger, Contra, Time Pilot and Scramble will
be playable at Microsoft's booth at the Electronic Entertainment Expo May 10
- 12, 2006. For more information on these games, please visit:
www.konami.com/gs.


About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs
<http://www.konami.com/gs> .

About Digital Eclipse

Part of Foundation 9 Entertainment (www.F9E.com
<../../Documents%20and%20Settings/nicolet/Local%20Settings/Temp/www.F9E.com>
), the largest independent game developer in North America, Digital Eclipse
has grown to be the most dominant brand in bringing classic games to new
generations of gamers. Digital Eclipse is based in Emeryville, CA, and
Vancouver, BC and can be found on the web at: www.digitaleclipse.com
<../../Documents%20and%20Settings/nicolet/Local%20Settings/Temp/www.digitalec
lipse.com> . Digital Eclipse, along with Backbone, The Collective, Pipeworks,
and ImaginEngine make up Foundation 9 Entertainment. The company's studios
have developed more than 300 titles, including more than 40 in 2005 alone.
Foundation 9 Entertainment employs more than 350 employees, and has offices
in Los Angeles, Newport Beach, Emeryville, Vancouver, Boston, Eugene,
Charlottetown and Honolulu. For more information on Foundation 9
Entertainment, please visit: www.F9E.com <http://www.f9e.com/> .

###

"Konami" is a registered trademark of KONAMI CORPORATION.

Frogger (C) 1981 2006 Konami Digital Entertainment Co., Ltd. "Frogger" is a
registered trademark of Konami Digital Entertainment Co., Ltd. Published by
Konami Digital Entertainment, Inc.

Scramble (C) 1981 2006 Konami Digital Entertainment Co., Ltd. "Scramble" is a
trademark of Konami Digital Entertainment Co., Ltd. Published by Konami
Digital Entertainment, Inc.

Time Pilot (C) 1982 2006 Konami Digital Entertainment Co., Ltd. "Time Pilot"
is a registered trademark of Konami Digital Entertainment Co., Ltd. Published
by Konami Digital Entertainment, Inc.

Contra (C) 1987 2006 Konami Digital Entertainment Co., Ltd. "Contra" is a
registered trademark of Konami Digital Entertainment Co., Ltd. Published by
Konami Digital Entertainment, Inc.

Xbox, Xbox 360, and Xbox Live are either registered trademarks or trademarks
of Microsoft Corporation in the United States and/or other countries.
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General discussion of other consoles.
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If you wish to start a topic for a specific game on a specific console listed
in this category, please post a message here, and I will rename and open one
of the closed topics.

-Ken
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Jaguar Corner at the Ohio Atari Swap Meet

September 1, 2001

Columbus, Ohio - Come join us for fun and games at the Atari Computer
Enthusiasts of Columbus annual Atari Swap Meet to be held on September 8,
2001. This annual event boasts a wide selection of Atari games and systems
for sale. Last year the event had many items available for the Atari ST, 8
Bit computers, 5200, 7800, and 2600.

This year, the Jaguar Corner will be at the Swap Meet. The Jaguar Corner is
your chance to play the most popular and rare games available for the Atari
Jaguar video game console.

Featured games available for view and play are:

- New games from Songbird Productions (http://songbird.atari.net/) including
Skyhammer, Protector, Hyper Force, and Soccer Kid for the Jaguar; and Lexis,
Championship Rally, PONX, Remnant, and more for the Lynx.

- Doom and Air Cars in 2 Player, 2 Console Network Play

- BattleSphere from Scatologic (www.scatologic.com) available for play and
demo

- Jaguar CD with games such as Primal Rage, Vid Grid, Blue Lightning,
Battlemorph, and World Tour Racing

- Popular Jaguar games such as Towers II, Worms, Zero 5, Defender 2000, Atari
Karts, and Breakout 2000

- JUGS (www.buyjugs.com - The Jaguar Underground Game Server) which allows
the downloading of underground, homebrew games into the Jaguar. Underground
games available for play include Asteroids, Gorf demo, Jagmania, Jag Tetris,
and Native.

The Jaguar corner is being promoted by Fred Horvat (fmh@netzero.net) and
Brian Gentile (mail@addie.cjb.net) of Addie's Atari Page (www.addie.cjb.net).

The Atari Swap Meet is being run and promoted by the Atari Computer
Enthusiasts of Columbus (http://www.angelfire.com/oh4/acec/acec.html).

The Atari Swap Meet and the Jaguar Corner will be held from 9:00 am to 3:00
pm on September 8, 2001 at:

Oakland Park Community Building
980 Lenore St.
Columbus, Ohio 43224-3351

Directions: From I-71, take the E. North Broadway Street exit east, turn left
onto Maize Road, and a quick right on Lenore Avenue. Admission: The price of
admission to the Atari Swap Meet is $4 per person and $6 per vendor table
(includes one admission). The Jaguar Corner costs nothing!

For the latest details on the Jaguar Corner, see Addie's Atari Page
(www.addie.cjb.net).
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I found a neat web site that covers primarily classic game consoles, but
modern ones as well:

http://www.digitpress.com/

They even published a beckett or sorts for classic video games, and also have
a directory of classic (8-bit) gamers:

http://www.digitpress.com/dpconnec.txt

-Ken
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The Classic Computer And Gaming(CCAG) Show 2002 is on!


"We, the CCAG organizers, regret that it took so long to officially announce
the CCAG 2002 Show. However, we are also very glad that the CCAG 2001 Show
did NOT take place after September 11th, 2001. Had CCAG 2001 taken place
after 9-11, we would have had to cancel. Because we had used a National Guard
Armory for the previous two CCAG's, we were not able to rent the Armory again
after the events of 9-11. We have been able to locate and secure a facility
for CCAG 2002! We again apologize for the delay, as we were only able to know
with certainty, in the past several days. See you all at the CCAG 2002!!!"

CCAG 2002 Staff


The Classic Computer And Gaming Show 2002 will be held on May 25th, 2002 from
8AM till 2 PM. Vendor setup is on the 24th from 5:30PM till 9PM, and from
6:30AM till 8AM on the 25th. Show location is at the St. John Lutheran
Church, 11333 Granger Road, Garfield Hts. Ohio, 44125.

Here is our own site for more information and current status of vendors and
attendees.

www.ccagshow.com

Table rental is $5 this year, and admission is only $2. The admission fee
will also allow you to be eligeble for a drawing at 1PM, the 25th, for an
Arcade machine! (You will need a way to take the machine home with you!)

The web site, www.ccagshow.com, has site info, table layouts, map info, etc.

We hope to see you there at the CCAG 2002!

CCAG will have a limited number of a CCAG-exclusive release for collectors!!!

www.geocities.com/gameagain_2000/ccag.html
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A $20,000 Video Game?

Tsunami Announces the TsuMo(TM) Motion-Based Game System for the Gamer "Who
Has Everything"

Fremont, CA (November 13, 2002) Tsunami Visual Technologies announced today
that they would be selling the ultimate gift for gamers this holiday season -
consumer versions of their popular arcade system, TsuMo(TM). TsuMo(TM) is
approximately $20,000 depending on model and customization.

TsuMo is a motion-based multi-game system combining the excitement of an
amusement park ride with an incredible interactive video game. It has an
upgradeable software system that supports both interactive and passive motion
rides, with new games available to be purchased and uploaded via CD upgrades.
Current versions of TsuMo come packed with Mechwarrior4 Vengeance, the
ultimate battlemech adventure. Other TsuMo software options include: Crimson
Skies, which puts you in the role of a dashing ace pilot in 1937 You'll go up
against gigantic zeppelins, fighters, bombers, and a myriad of other enemies
all out to get you, Beachhead 2000 Special Edition, where you take the role
of a lone gunner, and are the last line of defense against an overwhelming
onslaught of enemy fire, and the soon-to-be-released Air Raid, a stunning 3D
shoot'em up which puts you on the deck of a World War II battleship under
enemy fire, stationed behind the awesome firepower of a 40mm Anti-Aircraft
fixed deck gun.

"We wanted gamers to have the chance to own one of these incredible machines
that are very popular at venues such as Dave & Busters and other fine
entertainment centers and arcades," said Brian Duke, vice-president of sales
and marketing for Tsunami. "TsuMo provides an unmatched gaming experience
that players can not get from a standard gaming console."

Consumers interested in putting TsuMo in their homes this holiday season can
get more information at Tsunami's website, www.tsunamivisual.com , or by
contacting them at (510) 661-9588.

About Tsunami Visual Technologies, Inc.
Tsunami Visual Technologies, Inc. is a leading motion simulation manufacturer
in the coin-op amusement industry. Tsunami Visual Technologies, Inc. was
founded in 1997 with corporate headquarters in Fremont, California. Tsunami's
products include TsuMo (Tsunami Motion), a fully interactive motion-based
multi-game system.

# # #
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There's a neat newsletter available from this web site:

http://www.classicgamer.com/

Each issue includes histories and reviews of old games.  What I liked is that
the advertisements in each issue are genuine - from 20 years ago. (such as for
Agent USA, an Apple II game I grew up with, or the original Metal Gear)

-Ken
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Mattel apparently is launching a console that combines collectible card games
with video games:

http://hyperscangamer.com/
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ACTIVISION'S WRECKLESS: THE YAKUZA MISSIONS(tm) TOPS
XBOX* CHARTS TITLE FOR WEEK OF
FEBRUARY 3 - 9, ACCORDING TO NPD'S TRSTS DATA

Santa Monica, CA - February 21, 2002 -Activision, Inc. (Nasdaq: ATVI) today
announced that its mission-based driving game WRECKLESS: The Yakuza Missions*
was the #1 best-selling title nationwide in dollars and units for the Xbox*
videogame system from Microsoft during the week of February 3 - 9, 2002.
According to NPD's TRSTS Data, this outstanding mark was made with only four
days in distribution.

"With innovative gameplay and stunning graphics, WRECKLESS: The Yakuza
Missions truly showcases the power of Xbox and delivers a solid mission-based
driving game," said Ron Doornink, President and COO, Activision, Inc. "We
anticipate that the game will remain a strong seller for months to come as
Xbox begins its European rollout."

WRECKLESS: The Yakuza Missions for Xbox was awarded Editor's Choice by
Official Xbox Magazine. In describing the game the magazine said, "There's
simply never been anything like this" and hailed the variety of play as
"staggering." Additionally, IGNXbox.com, said "WRECKLESS is one of those
games that will make you glad you have the system."

WRECKLESS: The Yakuza Missions immerses players in the unpredictable
underworld of Hong Kong by allowing players to choose from two distinct
storylines - either as part of an elite task force assigned to take down the
Hong Kong mafia or as a high-level government agent trying to uncover links
between the mafia and the police. The title is rated "T" ("Teen" - Violence -
content suitable for persons ages 13 and older) and carries a $49.99
suggested retail price.

About Xbox
Xbox (www.xbox.com) is Microsoft's future-generation video game system that
delivers the most powerful games experiences ever. Xbox empowers game artists
by giving them the technology to fulfill their creative visions as never
before, creating games that blur the lines between fantasy and reality. Xbox
is now available in North America at the suggested retail price of $299.99.
*Reseller prices may vary Xbox is a trademark of Microsoft Corporation in the
United States and/or other countries.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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I'm a bit flabbergasted at the moment.  A friend of mine just gave me 50 Atari
2600 games... plus three games, including Joust, still in their original
shrinkwrap.

-Ken
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SYNDICOMM [Sheppy]           at 08:21 PDT

>>>I'm a bit flabbergasted at the moment.  A friend of mine just gave me 50
Atari 2600 games... plus three games, including Joust, still in their original
shrinkwrap.

That sound you just heard was my jaw hitting the floor.

I'll take those off your hands if you don't have room for them. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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A2.RYAN                      at 21:54 PDT

> I'm a bit flabbergasted at the moment.  A friend of mine just gave me 50
> Atari 2600 games... plus three games, including Joust, still in their
> original shrinkwrap.

I understand there's some collector value to 2600's.  How much, I have no
idea.  Maybe check eBay?

Ryan M. Suenaga, M.S.W., L.S.W. - rsuenaga@apple2.org - A2's Head Geek
Alpha Testing CoPilot v2.55 and ProTERM 3.1
Offline Syndicomm.com Message Manager


 ------------
Category 33,  Topic 5
Message 4          Sun Aug 12, 2001
KGAGNE [Ken]                 at 07:39 PDT

Sheppy,

> I'll take those off your hands if you don't have room for them. :)

You might as well take my brain too, since I obviously wouldn't be using that
either. :)

Ryan,

I'm sure these games could get some $ on eBay.  I wouldn't feel right selling
what a friend of mine gave me as a gift though.

-Ken

 ------------
Category 33,  Topic 5
Message 5          Sun Aug 12, 2001
SYNDICOMM [Sheppy]           at 13:51 PDT

>>>I'm sure these games could get some $ on eBay.  I wouldn't feel right
selling what a friend of mine gave me as a gift though.

That's why I'm keeping the two copies of the first edition of Akalabeth that
Lord British sent me a few months ago, even though they'd fetch a bundle on
eBay. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 5
Message 6          Mon Aug 27, 2001
SYNDICOMM [Sheppy]           at 06:58 PDT

Anyone know a place to get replacement components for the Atari 2600?  Mine
has a power adapter that's loose in its socket, so it tends to fall out while
you're playing.  Not good. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 5
Message 7          Mon Aug 27, 2001
KGAGNE [Ken]                 at 07:25 PDT

I dunno about AC adaptors, Sheppy, but I'll look around.

I do know that if your joysticks ever go bad, you can use Sega Genesis
controllers.

-Ken

 ------------
Category 33,  Topic 5
Message 8          Mon Aug 27, 2001
SYNDICOMM [Sheppy]           at 20:50 PDT

Really?  That's interesting to know.  I'll file that one away. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 5
Message 9          Tue Sep 11, 2001
KGAGNE [Ken]                 at 19:16 PDT

Larry Tipton had this to say about your ailment, Sheppy:

"Hmmmm.. the Atari 2600.  Replacing the AC cord will probably not help. It is
probably the connector in the Atari 2600 itself that is on the weak side.
Sometimes you can bend the AC connector in the unit inward to give it more
grip.  Me, if it slides out that easily I'd probably just use a small piece of
black duck tape to keep it in. :-)"

Hope that helps.

-Ken

 ------------
Category 33,  Topic 5
Message 10         Tue Sep 11, 2001
SYNDICOMM [Sheppy]           at 21:51 PDT

>>>Hope that helps.

Yes, that helps. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 5
Message 12         Thu Feb 14, 2002
KGAGNE [Ken]                 at 20:04 PDT

                       ----- Forwarded Message -----

                    2600 Connection #69 Is Now Available

The long-awaited, astoundingly-overdue issue #69 (Nov/Dec 2001) of the 2600
Connection is now available.

#69 (Nov/Dec 2001) Activision TV Games From Toymax review by Lee Krueger,
Miscellaneous Hardware Hacks by Chris Pepin, Marco Antonio Checa Funcke, Lee
Krueger, Chris Wilkson, Kevin Horton and Robert Mitchell, 2600 Arcade Cabinet
photo, News & Notes, Letters, Classifieds.

Ordering information

Subscription prices for one year (six bi-monthly issues): United States:
$9; Canada/Mexico: $10.50; International (outside North America): $12
(payment in U.S. funds please). I can also accept subscriptions for any
number of issues at the rate of $1.50 (US), $1.75 (CN/MX) or $2.00 (world)
per issue.

I will accept cash, but prefer check or money order, payable to: Russ Perry
Jr. Payments via PayPal are accepted if you ask ahead of time, and I will
also accept 5 $0.34 stamps per issue (for US subs), but like cash, these
methods are not preferred.

The 2600 Connection
c/o Russ Perry Jr
2175 S Tonne Dr #114
Arlington Hts IL 60005

Back issues are also available.

 ------------
Category 33,  Topic 5
Message 13         Sun Apr 07, 2002
KGAGNE [Ken]                 at 18:18 PDT

I've almost caught up! The great catch-up issue #70 is finally ready, and in
addition #71 -- a picture gallery issue of 2600 fakes etc -- is going out
free to subscribers (don't you wish you'd signed up! :-).

#70 (Jan/Feb 2002) Cuttle Cart Underground review by Al Backiel, Games Games
Games by Russ Perry Jr, A Survey Of CX-2601 Label Variations by Joe Cody,
News & Notes, Letters, Classifieds.

#71 (Mar/Apr 2002) April Fools Spectacular! by Russ Perry Jr, featuring
pictures by Lee Krueger, Ken Scott, Keir Howell, Christopher Drum, Philip R
Frey, Christian Bogey, "Thrawn", Dale Crum, Kyle Pittman, Wade Summerlin, Ben
Combee and Manu Parssinen.

--------------------------------------------------
Ordering information
--------------------------------------------------

Subscription prices for one year (six bi-monthly issues): United States: $9;
Canada/Mexico: $10.50; International (oustide North America): $12 (payment in
U.S. funds please). I can also accept subscriptions for any number of issues
at the rate of $1.50 (US), $1.75 (CN/MX) or $2.00 (world) per issue.

I will accept cash, but prefer check or money order, payable to: Russ Perry
Jr. Payments via PayPal are accepted if you ask ahead of time, and I will
also accept 5 $0.34 stamps per issue (for US subs), but like cash, these
methods are not preferred.

The 2600 Connection
c/o Russ Perry Jr
2175 S Tonne Dr #114
Arlington Hts IL 60005
--
//*================================================================++
||  Russ Perry Jr   2175 S Tonne Dr #114   Arlington Hts IL 60005  ||
||  847-952-9729    slapdash@enteract.com    VIDEOGAME COLLECTOR!  ||
++================================================================*//

 ------------
Category 33,  Topic 5
Message 14         Tue Aug 26, 2003
KGAGNE [Ken]                 at 19:00 PDT

Atari Computer Enthusiasts of Columbus, Ohio, will be having their annual
swap and sale next month.  More details at their web site:

http://www.angelfire.com/oh4/acec/acec.html

 ------------
Category 33,  Topic 5
Message 15         Tue Jan 27, 2004
KGAGNE [Ken]                 at 14:27 PDT

A great Atari web site is http://www.atariage.com - check it out!

 ------------
Category 33,  Topic 5
Message 16         Tue Jan 27, 2004
KGAGNE [Ken]                 at 14:32 PDT

Some enthusiasts are working on an unofficial Atari 5200 sequel to the classic
game Adventure:

http://cafeman.www9.50megs.com/atari/5200dev/Adventure2.html

 ------------
Category 33,  Topic 5
Message 17         Tue Jan 27, 2004
KGAGNE [Ken]                 at 14:38 PDT

Speaking of Adventure, here's a mod that turns Quake into the settings from
Adventure:

http://www.ataritimes.com/classics/features/fea_q3_adventure.html

Progress has been halted, but it's still neat to look at the screen shots. :)
The story made slashdot in Sep '02:

http://slashdot.org/articles/02/09/11/0628220.shtml?tid=112

MS-DOS has a game called Indenture which fairly accurately replicates the
Adventure experience.  I wonder if there is anything similar for Macintosh?
Certainly even the Apple II could handle such a beast...

-Ken

 ------------
Category 33,  Topic 5
Message 18         Tue Jan 27, 2004
SYNDICOMM [Sheppy]           at 15:32 PDT

>>>Speaking of Adventure, here's a mod that turns Quake into the settings from
Adventure:

That's pretty funny :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 5
Message 19         Fri May 28, 2004
CPERRAULT                    at 10:45 PDT

Has anyone tried the Atari and Intellivision joystick consoles that are being
sold with the games on board? I think there are about 10 or 15 that come with
the joystick, which you just plug into the TV to play.

I figured others here probably have taken notice of this. It's a neat little
gimmick for those of us still stuck in the 80's<grin>.

 ------------
Category 33,  Topic 5
Message 20         Mon May 31, 2004
KGAGNE [Ken]                 at 18:12 PDT

Chris,

I gave such a device to my brother for Christmas a few years ago.  Most
reviews of these games are not favorable, and not just for the absence of
two-player and paddle support, stating that the games are not perfect
renditions of their originals.  In "Adventure", for example, the invisible dot
is no longer invisible, and the text of the Easter Egg room has changed.

Here's a decent review, though:

http://gear.ign.com/articles/493/493493p1.html?fromint=1

-Ken

 ------------
Category 33,  Topic 5
Message 21         Fri Jun 04, 2004
CPERRAULT                    at 12:19 PDT

Hmm, that's two bad. Still it's probably a nice little toy to have if you
don't require absolute emulation.

Still it's not like we DON'T have the technology to accomplish what we were
doing 20 years ago LOL.
Chris

 ------------
Category 33,  Topic 5
Message 22         Sat Jun 05, 2004
A2.DAIN [Dain]               at 17:35 PDT


I almost picked up the Atari 2600 Stick a while back, but stopped when I saw
that it required batteries.  I would prefer some other method of powering up.

Still kind of neat that it is available.  I think there is also a Namco stick
and possibly an Activision one.

Dain
 ------------
Category 33,  Topic 5
Message 23         Fri Jul 09, 2004
KGAGNE [Ken]                 at 12:24 PDT

The Quake 3 page mentioned in Message 17 has moved to this URL:

http://www.ataritimes.com/features/q3_adventure.html

 ------------
Category 33,  Topic 5
Message 24         Wed Aug 04, 2004
KGAGNE [Ken]                 at 21:07 PDT

Here's an unusual method for playing Atari 2600 games: by converting the ROMs
to audio format:

http://www.schells.com/cuttlecart.shtml

 ------------
Category 33,  Topic 5
Message 25         Tue Dec 07, 2004
KGAGNE [Ken]                 at 16:50 PDT

Atari is selling a console that comes with 20 games from the Atari 2600 and
7800 (not the 5200?) inbuilt:

http://www.atari.com/us/games/atari_flashback/7800
http://www.gamestop.com/product.asp?product%5Fid=322121

 ------------
Category 33,  Topic 5
Message 26         Thu Jun 30, 2005
KGAGNE [Ken]                 at 19:26 PDT

The Atari Flashback 2.0 includes as many games as the original model (see
previous message in this topic) as well as 20 additional games, including
some licensed from Activision; actual Atari 2600 hardware, not emulation; and
full-size reproduction Atari joysticks. (You can also plug-and-play with your
original Atari joysticks and paddles!)

http://www.atari.com/us/news/2669
http://www.classicgaming.com/features/articles/flashback2/

Look for it later this summer with a price tag of $30.

 ------------
Category 33,  Topic 5
Message 27         Fri Jul 01, 2005
KGAGNE [Ken]                 at 12:32 PDT

I called one GameStop and two EBs today asking for a release date of the Atari
Flashback 2.0.  Nobody had a clue what I was talking about.

I hope it's out in time to get as a birthday gift for my oldest brother in
mid-August.

-Ken

 ------------
Category 33,  Topic 5
Message 28         Sat Jul 02, 2005
KGAGNE [Ken]                 at 06:44 PDT

Look for this console in late July/early August.

 ------------
Category 33,  Topic 5
Message 29         Fri Oct 28, 2005
KGAGNE [Ken]                 at 08:50 PDT

They can't seem to stop pushing back the Atari Flashback!  First late August,
then early October, then late October, now early November... sigh.

http://www.gamestop.com/product.asp?product%5Fid=322166

 ------------
Category 33,  Topic 5
Message 30         Fri Oct 28, 2005
KGAGNE [Ken]                 at 09:01 PDT

Here is the official page for this product, including the user manual in HTML
and PDF formats:

http://www.atari.com/us/games/atari_flashback2/7800

Flipping through the manual, it looks like there are a lot of "new"
(previously unreleased) games, including sequels to favorites like "Adventure"
and "Haunted House"!

-Ken

 ------------
Category 33,  Topic 5
Message 31         Fri Jun 09, 2006
KGAGNE [Ken]                 at 05:30 PDT

A game is never too old to set a record on:

http://www.twingalaxies.com/index.aspx?c=19&id=1355

 ------------
 ************
Topic 16        Sat May 12, 2001
KGAGNE                       at 15:11 PST
Sub: Intellivision

Mattel's Intellivision.

 4 messages
 ************
 ------------
Category 33,  Topic 16
Message 1          Sun Aug 19, 2001
KGAGNE [Ken]                 at 07:15 PDT

I missed out on the Intellivision.  Never seen or played one.  Has anyone else
had the opportunity to try one of these machines?

-Ken

 ------------
Category 33,  Topic 16
Message 2          Sun Aug 19, 2001
SYNDICOMM [Sheppy]           at 22:19 PDT

I played with an Intellivision at a relative's house back when it was new. :)

It was very Atari 2600ish.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 16
Message 3          Mon Aug 20, 2001
A2.DAIN [Dain]               at 10:04 PDT

Replying to 'Ken' in Category 33 Topic 16:

> I missed out on the Intellivision.  Never seen or played one.  Has
> anyone else
> had the opportunity to try one of these machines?

I had a friend, whose dad was big into the intellivision scene.  It was
a fun system, but the control "paddles" were a bit wacky.  The allowed
for much deeper games than the Atari 2600.  I remember playing my first
sim type game on the Intellivision called UTOPIA.  The also had a great
two player combat style game called SeaBattle.

I do recall also that the Intellivision had an add on that allowed
speech synthesis.  We used to play a game called B-17 bomber.  That had
all kinds of speech. "Bombs Away"  "Flak".... Nothing that really added
to the experience.

My favorite game by far was "Dungeons and Dragons".  It used well done
subtle sound and limited views to have creatures sneak up on you.  It
was fun time and it was one of the few games back then that would get
you on edge.  Halloween on the 2600 being another one.  I wasn't that
old at the time, so I am not sure how much it would scare an adult
though.


I wish I would have had more experience with the system.


Dain

 Forget patience! I'm gonna kill something...


 ------------
Category 33,  Topic 16
Message 4          Wed Aug 04, 2004
KGAGNE [Ken]                 at 21:01 PDT

The Blue Sky Rangers, the team originally responsible for the Intellivision,
keeps it alive at this web site, which also promotes their modern products
that embody the Intellivision heritage:

http://www.intellivisionlives.com/

 ------------
 ************
Topic 22        Sat May 12, 2001
KGAGNE                       at 15:12 PST
Sub: Colecovision

The Connecticut Leather Company's Colecovision.

 1 message
 ************
 ------------
Category 33,  Topic 22
Message 1          Sun Aug 19, 2001
KGAGNE [Ken]                 at 07:16 PDT

The Colecovision was produced by Coleco, which is short for the Connecticut
Leather Company.

Another product of Coleco was the Cabbage Patch Kids.

-Ken

 ------------
 ************
Topic 28        Sat May 12, 2001
KGAGNE                       at 15:13 PST
Sub: CD-i

Philips CD-i.

 2 messages
 ************
 ------------
Category 33,  Topic 28
Message 1          Fri May 28, 2004
CPERRAULT                    at 10:50 PDT

I still have one of these boxed up and stored away. Actually, it's about 20
feet away from me with all my other antiques I can't bear to part ways with.
Does anyone own(or used to own) one of these.

It was a great system. I believe they were trying to create a market that was
broader than gaming, that had more entertainment and education value, but it
never quite worked out that way. I got it because it uses OS-9 as it's
operating system and the big commotion in the OS-9 community at the time was
that you could hack a CD-i to work as a 68000 OS-9 computer since most of the
software and hardware was already onboard. Some people pulled it off, but I
never tried it.

It was a nice little system that I don't think got very far after the initial
buzz unfortunately.

 ------------
Category 33,  Topic 28
Message 2          Sat Jun 05, 2004
A2.DAIN [Dain]               at 17:36 PDT


The CD-i if I remeber was a Phillips thing.  I think it was also the company
that Nintendo was planning on building a machine with after their plans with
Sony for the SNES CD-ROM fell apart.  I never got to play with a CD-I.

What games were all available for it?

Dain
 ------------
 ************
Topic 33  CLOSED Sat May 12, 2001
KGAGNE                       at 15:13 PST
Sub: ...reserved...

Reserved for future expansion.

 1 message
 ************
 ************
Topic 34        Sat May 12, 2001
KGAGNE                       at 15:14 PST
Sub: 3DO

The 3DO, manufactured by such companies as Goldstar and Panasonic.

 2 messages
 ************
 ------------
Category 33,  Topic 34
Message 1          Sat Aug 04, 2001
DNEATER                      at 20:05 PDT


Just wondering if anyone on here had ever played the game "Return Fire" on the
3DO?  It's one of my favorite 2 player games ever.  It was a capture the flag
game with Helicopters, Tanks, mobile rocket launcher and an army jeep.  It
needed some work still, but it had a great premise and an incredible
soundtrack including some great classical tunes.


Dain Neater

 ------------
Category 33,  Topic 34
Message 2          Sun Aug 05, 2001
KGAGNE [Ken]                 at 06:44 PDT

Pauly Shore can be seen playing Return Fire in the opening of the movie "In
The Army Now". :)

-Ken

 ------------
 ************
Topic 40        Sat May 12, 2001
KGAGNE                       at 15:15 PST
Sub: Jaguar

Atari's 64-bit cart-based console.

 12 messages
 ************
 ------------
Category 33,  Topic 40
Message 1          Sun Jun 24, 2001
KGAGNE [Ken]                 at 21:02 PDT

A year after the Jaguar came out (1992 or so), its entire software library
consisted of seven titles.

That's pathetic. :)

-Ken

 ------------
Category 33,  Topic 40
Message 2          Sun Jun 24, 2001
SYNDICOMM [Sheppy]           at 21:18 PDT

>>>A year after the Jaguar came out (1992 or so), its entire software library
consisted of seven titles.

It's a sign of the final decline and fall of Atari.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 40
Message 3          Sun Jun 24, 2001
A2.RYAN                      at 23:34 PDT

> A year after the Jaguar came out (1992 or so), its entire software
> library consisted of seven titles.

15 years after the Apple IIgs came out, we have more titles than that in a
week.  Granted, it's a really good week in late July, but still. . .

Ryan M. Suenaga, M.S.W., L.S.W.
Delivered by: CoPilot v2.55 alpha, Bernie 3.0P, and a PowerBook
Offline Syndicomm.com Message Manager


 ------------
Category 33,  Topic 40
Message 4          Mon Jun 25, 2001
A2.DAIN [Dain]               at 21:07 PDT

Replying to 'Ken' in Category 33 Topic 40:

> A year after the Jaguar came out (1992 or so), its entire software
> library
> consisted of seven titles.

Trevor McFur....worst shooter ever.  Possibly worst game ever.  I mean
really, this game would have been better off had it not
compiled(assembled) linked or whatever:)

That being said.  I did like the Jaguar Version of Raiden (another
shooter) however it was nothing that couldn't be done on the SNES.
Wolfenstein 3D was one of the best versions of it to grace a screen.
Tempest 2000 was okay.  There was a lot of Hype for Aliens Vs. Predator,
I never did get to play that.  The was a skiing game that was okay, but
it has some strange name that I can't spell:)


Dain


 ------------
Category 33,  Topic 40
Message 5          Mon Jun 25, 2001
SYNDICOMM [Sheppy]           at 21:21 PDT

>>>Wolfenstein 3D was one of the best versions of it to grace a screen.

I've heard that said before.  It certainly looked nice.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 40
Message 6          Tue Jun 26, 2001
KGAGNE [Ken]                 at 07:17 PDT

I'm told Alien vs. Predator is a wonderful game to play with the lights turned
out. :)

The Jaguar CD also had a Visual Light Machine (VLM) that made a visual display
of audio CD's.  My friend Larry considers it worth the purchase of a Jag CD for
this feature alone.

Tempest 2000 is supposedly a fantastic game with a great soundtrack.  Many
people consider it one of the best video games ever.  I was impressed by
neither the gameplay nor the tunes. <shrug>

Jeff Minter, the programmer behind Tempest 2000, also wrote some games for
NUON, a technology being incorporated into DVD players that allows them to play
some video games.  I think the VLM might be built in there, too.

-Ken

 ------------
Category 33,  Topic 40
Message 7          Wed Sep 26, 2001
KGAGNE [Ken]                 at 20:13 PDT

B+C just released Space War 2000 for the Jaguar in August. When finished this
would have been the followup to Atari's smash hit on the 8-bit computer "Star
Raiders". The Prototype is unfinished and my guess is around 60-70% finished
as some options just plain don't work.

To get your own copy or for more info please go to http://www.myatari.com/

 ------------
Category 33,  Topic 40
Message 8          Fri May 16, 2003
KGAGNE [Ken]                 at 21:42 PDT

A new Jaguar CD, Black Ice/White Noise, has just recently been released.  For
more info check out http://www.angelfire.com/freak/ambient/projects.html

 ------------
Category 33,  Topic 40
Message 9          Sat May 17, 2003
A2.DAIN [Dain]               at 23:25 PDT


My old Atari doesn't work anymore:)  Plus I don't have a CD attachment anyway.
Still kind of interesting that there is some interest left.

Dain

 ------------
Category 33,  Topic 40
Message 10         Sun May 18, 2003
KGAGNE [Ken]                 at 08:00 PDT

> Still kind of interesting that there is some interest left.

... Wrote the Apple II user. :)

 ------------
Category 33,  Topic 40
Message 11         Sun May 25, 2003
A2.DAIN [Dain]               at 19:16 PDT


Heh.  I actually wish I could get a replacement for Atari since it has a killer
version of Wolf 3D, Tempest 2000 and Raiden.  Man that seems like so long
ago...:)

Dain
 ------------
Category 33,  Topic 40
Message 12         Thu Aug 03, 2006
KGAGNE [Ken]                 at 15:15 PDT

Supposedly, this product is made from the mold of an Atari Jaguar:

http://www.atariage.com/forums/index.php?showtopic=42384

 ------------
 ************
Topic 46        Sat May 12, 2001
KGAGNE                       at 15:15 PST
Sub: Neo*Geo

SNK's 24-bit Neo*Geo.

 3 messages
 ************
 ------------
Category 33,  Topic 46
Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 22:42 PDT

Neo*Geo existed simultaneously as an arcade and home system.  This system's
home games cost hundreds of dollars new, and still are probably some of the
most expensive used items you can find on eBay or elsewhere.  One of the
reasons for the cost is that the home game is identical to the Neo*Geo arcade
game of the same name.  Not a port, either; you were playing a perfect copy.

I have a Neo*Geo memory card, which works on both the arcade and home systems,
though I've used it only on the arcade version.  It's nice to be able to
continue a coin-operated game where you last left it. :)

-Ken

 ------------
Category 33,  Topic 46
Message 2          Fri Jun 01, 2001
SYNDICOMM                    at 00:14 PDT

>>>I have a Neo*Geo memory card, which works on both the arcade and home
systems, though I've used it only on the arcade version.

I can think of a few times I wished I had something like that.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 33,  Topic 46
Message 3          Sun Dec 28, 2003
KGAGNE [Ken]                 at 18:05 PDT

Larry Tipton has posted a holiday-themed musical commentary on the Neo*Geo:

http://www.tiptonium.com/neogeo/bits_neogeochristmas2003.htm

 ------------
 ************
Topic 58        Sat Nov 15, 2003
KGAGNE                       at 13:41 PST
Sub: Phantom

Infinium Labs' Phantom, a next-generation, always-on broadband game system
that supports games on demand, game rentals, game demos, seamless upgrades and
patch management.

 6 messages
 ************
 ------------
Category 33,  Topic 58  [MOVED]
Message 1          Wed Jan 22, 2003
KGAGNE [Ken]                 at 05:45 PDT

Another new console due this year?

http://gamespot.com/gamespot/stories/news/0,10870,2909314,00.html

 ------------
Category 33,  Topic 58  [MOVED]
Message 2          Wed Aug 20, 2003
KGAGNE [Ken]                 at 18:55 PDT

Infinium Labs has made available a new promotional video of their game
console, called the Phantom:

http://www.phantom.net

Many of the systems specs are hyped, without showing an ounce of actual
gameplay footage.  Most people suspect the Phantom is some sort of PC box that
plays existing Windows games.

You can register to preorder a console, which should begin in October.

See the previous message in this topic for more details on this console, which
was to debut this month at the rescheduled Ultimate Gamers Expo (UGE) in Los
Angeles.

 ------------
Category 33,  Topic 58  [MOVED]
Message 3          Sun Oct 26, 2003
KGAGNE [Ken]                 at 16:02 PDT

More details on the mysterious Phantom console, by Infinium Labs:

http://www.penny-arcade.com/phantom.php3

 ------------
Category 33,  Topic 58
Message 4          Sat Nov 15, 2003
KGAGNE [Ken]                 at 13:42 PDT

Infinium Labs and Venturcom* To Implement
Windows XP Embedded Operating System for Phantom Game SystemT

Waltham, MA, and Sarasota, FL (November 13, 2003) - Infinium Labs and
Venturcom, Inc., a leading provider of embedded solutions, and a Microsoft
Windows Embedded Partner Gold-Level Member, announced today that Microsoft
Licensing, GP has approved an agreement with Infinium Labs Corporation to use
Windows XP Embedded for operating system components of the Phantom Game
SystemT. Venturcom will provide its expert Windows Embedded developer support
along with the Windows XP Embedded licenses to Infinium Labs for its Phantom
Game System.

"Venturcom will provide an extensive and deep level of support to Infinium
Labs during the development and testing phases of the PhantomOS project,"
said Will Hornkohl, director of Microsoft business development at Venturcom.
"Our flexible support for Microsoft Windows Embedded operating systems will
allow Infinium Labs to leverage our team of Windows Embedded Most Valuable
Professionals (MVPs) expert support personnel and our direct technical ties
with Microsoft for expeditious resolution of critical problems."

"We are very pleased that Infinium Labs is taking advantage of Venturcom's
support programs as a means to ensure timely delivery of products to market,"
said Scott Horn, director of marketing, Embedded Devices Group at Microsoft
Corp. "The Venturcom support program enables OEMs to rapidly create the next
generation of Windows XP Embedded devices."

"We are extremely excited to work with Venturcom to achieve one of our major
goals of becoming a Microsoft licensed OEM," noted Timothy M. Roberts,
president and CEO of Infinium Labs Corporation. "This step forward allows us
to continue to develop the PhantomOS using Windows XP Embedded to build our
own unique operating system and graphic user interface that will set us apart
from other game platforms."

Windows XP Embedded, based on the same binaries as Windows XP Professional
delivers the power of the Windows operating system in componentized form. The
licensing agreement will allow Infinium Labs to embed the Windows XP features
it needs for a customized, reduced-footprint PhantomOST for the Phantom Game
System and PhantomNet - VPGNT (Virtual Private Game Network).

Windows XP Embedded provides a comprehensive set of individual operating
system features, services, multimedia support, and device drivers, enabling
Infinium Labs to pick and choose which components are essential for creating
a compelling, entertaining PhantomOS Game System while maintaining the
smallest possible footprint.

Venturcom, an authorized distributor of the Microsoft operating systems for
use in embedded systems, also provides software products and services that
complement and extend Microsoft operating system capabilities to meet the
most demanding hardware and system requirements. Venturcom has extensive
experience with embedded operating systems and development tools.

Infinium Labs' Phantom next-generation game system supports games on demand,
game rentals, game demos, seamless upgrades and patch management. At launch,
the Phantom will be the fastest, most powerful console on the market and will
include a broad selection of pre-loaded games, on-demand games and game
rentals.

The Phantom is an always-on broadband device, which will allow gamers a
wealth of options, from wireless connectivity to massive multiplayer
capabilities, allowing gamers to demo games before purchasing or subscribing.
For more information on the Phantom Game SystemT, please visit
www.phantom.net <http://www.phantom.net/> .

About Infinium Labs
Infinium Labs is an industry-leading global entertainment and interactive
game company. Infinium Labs has developed and is marketing its flagship
product the Phantom Game System, a leading edge and intuitive game and
delivery system that is the performance leader in the interactive
entertainment industry. Founded and managed by senior interactive media,
entertainment and technology leaders with proven industry experience and
success, Infinium Labs markets a robust game system that appeals to a wide
audience of interactive gamers with its ease of use, quality assurance and
robust delivery system. For more information, please visit
www.infiniumlabs.com <http://www.infiniumlabs.com/> or www.phantom.net
<http://www.phantom.net/> .

About Venturcom, Inc.
Venturcom is a leading provider of software products and services to
companies that design embedded systems and enterprise solutions. Venturcom's
embedded solutions include RTXT, the real-time extension for Windows, Phar
Lap ETSR, a small footprint real-time operating system and development
environment package, and ReadyOnT, a solution that provides secure,
instant-on capabilities for Windows XP Embedded-based devices. Venturcom's
BXPR family of solutions allow organizations to secure desktops and reduce IT
costs through remote boot and centralized management, configuration, and
control of diskless client systems

More information on Venturcom's products and services is available at
http://www.vci.com.

Venturcom, Phar Lap ETS and BXP are registered trademarks of Venturcom, Inc.
and RTX and ReadyOn are unregistered trademarks of Venturcom, Inc.

###

Other product or service names mentioned herein are the trademarks of their
respective owners. [l1] <>

_____

[l1] <> Infinium should insert whatever footnote disclaimer of this type it
uses to reference third-party trademarks.

 ------------
Category 33,  Topic 58
Message 5          Sat Nov 15, 2003
KGAGNE [Ken]                 at 13:43 PDT

Here's an investigative report on the head of Infinium:

http://www.hardocp.com/article.html?art=NTEy

and here are some pictures of one of the demo machines running (supposedly):

http://www.nwsgaming.com/index.php?newsid=73

 ------------
Category 33,  Topic 58
Message 6          Tue Nov 25, 2003
A2.DAIN [Dain]               at 21:06 PDT


Phantom ....phantom console maybe:)

Vaporware it sounds like.

Dain
 ------------
Category 35 Arcade Games
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 21:13 PST
Sub: General Discussion

General discussion of coin-operated arcade games.

 49 messages
 ************
 ------------
Category 35,  Topic 1
Message 1          Sun Jul 15, 2001
KGAGNE [Ken]                 at 15:31 PDT

Arcade technology does not seem to have progressed at the same startling rate
of home consoles.  Whereas arcade-to-home ports a decade ago often lacked
substance and style, today's consoles are often as capable as delivering an
arcade experience as the original coin-op machine.

I never cared too much for arcades.  The environment is noisy and games are
too expensive.  I was really turned off the first time I went to an arcade
where nothing cost as little as one quarter. :(

When was the last time you went to an arcade?  Why did you go, what did you
play, with what feelings did you walk away?

-Ken

 ------------
Category 35,  Topic 1
Message 2          Sun Jul 15, 2001
A2.DAIN [Dain]               at 18:25 PDT

Replying to 'Ken' in Category 35 Topic 1:

>
> I never cared too much for arcades.  The environment is noisy and
> games are
> too expensive.  I was really turned off the first time I went to an
> arcade
> where nothing cost as little as one quarter. :(
>
> When was the last time you went to an arcade?  Why did you go, what
> did you
> play, with what feelings did you walk away?

Ken,
  I seem to recall that arcades were dying out in the late eighties and
early 90s.   Then along came Street Fighter II from Capcom and suddenly
they were back in business for a while.  I really haven't been to an
arcade since college, and then only to kill some time at the Student
Union between classes.  I take that back, I did go to the arcade on the
Boardwalk in Santa Cruz.  They had lots of old games, Pac Man era and it
was nice to see them still in operation...and they only cost a quarter.
I too was turned off by the Put in 4 quarters to play  that arcades
became, although getting four friends together to play a four player
version of Daytona USA was fun in its day.

Dain


 ------------
Category 35,  Topic 1
Message 3          Mon Jul 16, 2001
SYNDICOMM [Sheppy]           at 09:01 PDT

I never did much at arcades.  I never saw the point, since I could play games
in the comfort and quiet of my own home. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 4          Thu Aug 02, 2001
KGAGNE [Ken]                 at 09:58 PDT

Midway, the company responsible for Pac-Man, has left the coin-op market, to
focus on home game consoles.

-Ken

 ------------
Category 35,  Topic 1
Message 5          Thu Aug 02, 2001
A2.RYAN                      at 16:27 PDT

 > Midway, the company responsible for Pac-Man, has left the coin-op market,
 > to focus on home game consoles.

What's the coin operated market like nowadays?  I rarely see any machines.
-
Ryan

 ------------
Category 35,  Topic 1
Message 6          Thu Aug 02, 2001
KGAGNE [Ken]                 at 20:06 PDT

Arcade technology has not progressed as rapidly as home consoles.  The market
for games is better at home than in the arcades these days.

-Ken

 ------------
Category 35,  Topic 1
Message 7          Sun Aug 19, 2001
KGAGNE [Ken]                 at 07:14 PDT

I was at the beach a few weeks ago and I think I discovered one of the
reasons for stagnation in the coin-op industry: total lack of variety.  There
were three different arcades along the pier, and each one had the same games:
Cruis'n Exotica, House of the Dead, 18 Wheeler, etc.  There was no point in
going to more than one arcade.

Maybe there just aren't that many games for arcades to be choosing from to
carry.

-Ken

 ------------
Category 35,  Topic 1
Message 8          Sun Aug 19, 2001
SYNDICOMM [Sheppy]           at 22:24 PDT

I think the main problem is that coin-op machines no longer have an advantage
over home gaming.  Back 20 years ago, home game machines pretty much were
Pong-level machines, while coin-op machines had more advanced graphics and
sound circuits.  This tended to be the case on into the late '80s or early
'90s.  By then, though, the home machines caught up.  Now there's no point in
going to an arcade -- you can get the action at home and not have to save
quarters to do it.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 9          Mon Aug 20, 2001
A2.DAIN [Dain]               at 10:04 PDT

The coin op industry has taken a dive in the last few years(again).  It
seems that very few companies are still producing arcade games.  Sega
Namco....uh can't think of anymore.  I know Midway has exited the
business.  It is just getting to the point that home consoles and
computers have all the power that they need.  The only arcade game I see
around here is either Golden Tee Golf or Galaga:)

Dain


Replying to 'Ken' in Category 35 Topic 1:

> I was at the beach a few weeks ago and I think I discovered one of the
> reasons for stagnation in the coin-op industry: total lack of variety.
>  There
> were three different arcades along the pier, and each one had the same
> games:
> Cruis'n Exotica, House of the Dead, 18 Wheeler, etc.  There was no
> point in
> going to more than one arcade.
>
> Maybe there just aren't that many games for arcades to be choosing
> from to
> carry.



 ------------
Category 35,  Topic 1
Message 13         Wed Mar 05, 2003
KGAGNE [Ken]                 at 19:51 PDT

Microsoft has been reported to be interested in adapting the Xbox for arcade:

http://www.bayarea.com/mld/mercurynews/business/5319668.htm

 ------------
Category 35,  Topic 1
Message 14         Wed Jul 09, 2003
KGAGNE [Ken]                 at 13:31 PDT

A new high score on Donkey Kong has been achieved:

http://www.twingalaxies.com/cgi-perl/breaking_news.pl

 ------------
Category 35,  Topic 1
Message 15         Thu Jul 10, 2003
SYNDICOMM [Sheppy]           at 11:14 PDT

>>>A new high score on Donkey Kong has been achieved:

Sheesh. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 16         Thu Jul 10, 2003
A2.DAIN [Dain]               at 20:55 PDT


947,000 points.....
Heh...I think I got like 90,000 once:)

Dain
 ------------
Category 35,  Topic 1
Message 17         Thu Jul 17, 2003
KGAGNE [Ken]                 at 17:28 PDT

More than a week later, this story has hit CNN.com:

http://www.cnn.com/2003/TECH/fun.games/07/17/donkey.kong.record.ap/index.html

 ------------
Category 35,  Topic 1
Message 18         Sat Jul 19, 2003
A2.DAIN [Dain]               at 06:53 PDT

That score still freaks me out.  I guess if you dedicated your life to one game
and only one game...you could come close:)

No Thanks!

So many games...so little time....


Dain

 ------------
Category 35,  Topic 1
Message 19         Tue Sep 09, 2003
KGAGNE [Ken]                 at 06:01 PDT

Sweet!  There's a pool hall near here that has several classic games, like
Frogger, Galaga, and Donkey Kong.  I don't know if they just got it, or if I'd
never noticed it before, but I was there yesterday and found a cocktail
version of Tapper.  And none of that Root Beer Tapper crap, either - I mean
"This Bud's For You" Tapper.

Good times. :)

-Ken

 ------------
Category 35,  Topic 1
Message 20         Tue Sep 09, 2003
A2.DAIN [Dain]               at 18:13 PDT

Replying to 'Ken' in Category 35 Topic 1:

> Sweet!  There's a pool hall near here that has several classic games,
> like Frogger, Galaga, and Donkey Kong.  I don't know if they just got
it,
> or if I'd never noticed it before, but I was there yesterday and found
a
> cocktail version of Tapper.  And none of that Root Beer Tapper crap,
> either - I mean
> "This Bud's For You" Tapper.

I love classic arcade games.:)   They seem to lose a bit in their
console translations.  Must be the lack of that Arcade Stick feel.  I
really like Donkey Kong and Galaga.  I was pretty bad at Tapper:)

Dain


 ------------
Category 35,  Topic 1
Message 21         Tue Sep 09, 2003
SYNDICOMM [Sheppy]           at 22:34 PDT

>>>I love classic arcade games.:)  They seem to lose a bit in their console
translations.  Must be the lack of that Arcade Stick feel.  I really like
Donkey Kong and Galaga.  I was pretty bad at Tapper:)

I do too, although often I'm not very good at them. :)

I love having my Space Invaders machine. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 22         Mon Sep 15, 2003
KGAGNE [Ken]                 at 12:42 PDT

Wow, now that was fun!  I went back to play s'more Tapper, and got farther
than I ever have before.  The pub setting keeps changing, and the fourth
setting - which I've never seen before - is in outer space, serving drinks to
aliens.  I didn't last long at that level. :)

I then booted up my N64 copy of Midway's Arcade Classics, which includes
Tapper (and Joust, Spy Hunter, Sinistar, and a few others).  Ugh!  I don't
know if they're using coin-op emulation, but it doesn't seem like it; this
console version's sounds and graphics are vastly inferior to the coin-op I
was playing just earlier that day.  The N64 controller is also not as well
suited to the gameplay as the arcade's tap is.

-Ken

 ------------
Category 35,  Topic 1
Message 23         Mon Sep 15, 2003
A2.DAIN [Dain]               at 18:01 PDT

Replying to 'Ken' in Category 35 Topic 1:

> I then booted up my N64 copy of Midway's Arcade Classics, which
includes
> Tapper (and Joust, Spy Hunter, Sinistar, and a few others).  Ugh!  I
> don't know if they're using coin-op emulation, but it doesn't seem
like
> it; this console version's sounds and graphics are vastly inferior to
the
> coin-op I was playing just earlier that day.  The N64 controller is
also
> not as well suited to the gameplay as the arcade's tap is.

Yeah.  Emulation of games is fairly neat, but I've yet to see the
experience of an arcade game classic duplicated.  In fact I picked up my
copy of Star Wars Arcade for the Gamecube from Best Buy the other day
(not sure I'll get the Rogue Squadron game or not).  The arcade game is
fun, but vector graphics look terrible on a standard TV.  That and the
lack of cabinet to sit down in doesn't work well.


Dain


 ------------
Category 35,  Topic 1
Message 24         Tue Sep 23, 2003
KGAGNE [Ken]                 at 18:15 PDT

Enter to win your own Soul Calibur II coin-op!

https://www.zdmcirc.com/zdmcirc/sweeps/sc2/index.html

 ------------
Category 35,  Topic 1
Message 25         Tue Oct 21, 2003
KGAGNE [Ken]                 at 14:51 PDT

Earlier this month, I had the opportunity to visit an arcade at St. Pete's
Beach in Florida.  While most arcades that now dot the landscape tout the
usual fare of fighters, racers, and beatmania games released in the past
decade, every now and then a classic arcade can be found.  This one was not
the biggest I'd come across - that would be FunSpot (where the world Donkey
Kong record was set in July, and home to many other records), which is
smaller since its mid-Nineties renovations to include an virtual, indoor
driving range, sigh - but it was the first classic arcade I'd been to in
awhile.  I enjoyed playing Play Choice 10, Joust, Contra, Donkey Kong Junior,
Arkanoid (doh!), Spy Hunter II (I didn't even know there was such a beast),
and was chagrined at my apparent loss of accomplishment at TRON.  Sigh.

One surprising and welcome aspect of this arcade was that all games were set
to free play, and admission was $3/hr.  This makes sense.  It's the
equivalent of averaging 12 games an hour for five minutes each.  If you're an
old-school Q*bert or Pac-Man master (as my brothers were in their youth), you
could play one of these games for an hour; this way, the arcade doesn't lose
money.  Even if you don't play that many games, it's nice to not have to
worry about not having enough tokens or quarters to play or continue.

I took a non-digital picture of me playing TRON (after I booted a kid who was
born a decade or two after the movie came out).  I'll see about getting it
scanned and uploaded once I've finished that role of film.

-Ken

 ------------
Category 35,  Topic 1
Message 26         Tue Nov 04, 2003
KGAGNE [Ken]                 at 19:49 PDT

Sega's classic racing title, Outrun - which is an unlockable minigame in
Shenmue 2 for Xbox - will be receiving a coin-op sequel, footage of which is
available at this URL:

http://www.sega-am2.co.jp/img/download/mv/outrun2/or2adv.mpg

 ------------
Category 35,  Topic 1
Message 27         Sun Dec 07, 2003
KGAGNE [Ken]                 at 21:25 PDT

Taito is planning on re-releasing "Space Invaders", to commemorate its 25th
aniversary:

http://www.cnn.com/2003/TECH/fun.games/12/05/space.invaders.reut/index.html

 ------------
Category 35,  Topic 1
Message 28         Wed Dec 10, 2003
SYNDICOMM [Sheppy]           at 16:16 PDT

>>>Taito is planning on re-releasing "Space Invaders", to commemorate its 25th
aniversary:

Yeah -- I think that's really cool; it's still a great game. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 29         Wed Dec 10, 2003
A2.DAIN [Dain]               at 21:12 PDT


Don't you own Space Invaders or something?

Dain
 ------------
Category 35,  Topic 1
Message 30         Fri Dec 12, 2003
SYNDICOMM [Sheppy]           at 11:07 PDT

Yeah, I own an original stand-up arcade machine of Space Invaders.  I have a
photo on the web (it's large):

http://homepage.mac.com/sheppy/spaceinvaders.jpg

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 1
Message 31         Fri Dec 26, 2003
KGAGNE [Ken]                 at 16:50 PDT

I found some other pics of Sheppy's machine :)

http://www.syndicomm.com/~syndicomm/spaceinvaders/

 ------------
Category 35,  Topic 1
Message 32         Mon Apr 12, 2004
KGAGNE [Ken]                 at 14:40 PDT

CNN.com takes a look at arcade emulators:

http://www.cnn.com/2004/TECH/04/07/emulators/index.html

 ------------
Category 35,  Topic 1
Message 33         Thu Jun 03, 2004
KGAGNE [Ken]                 at 21:02 PDT

Dain pointed me to this web site for complete pinball discussion:

http://www.vpforums.com/

 ------------
Category 35,  Topic 1
Message 34         Thu Jun 03, 2004
KGAGNE [Ken]                 at 21:03 PDT

Here's another one:

http://www.ipdb.org

"The Internet Pinball Machine Database -- also known as the IPD or IPDB -- is
a comprehensive, searchable listing of virtually every pinball machine ever
made."

 ------------
Category 35,  Topic 1
Message 35         Sat Jun 05, 2004
A2.DAIN [Dain]               at 17:32 PDT


I'd love to have a real pinball machine in my house.  I'm not sure Melissa
would get on board with me on that though.  Especially since one would cost me
from $500 to $4000:)

It would be kind of neat though:)
I really enjoyed Indiana Jones Pinball and Star Trek : The Next Generation
Pinball.

Dain
 ------------
Category 35,  Topic 1
Message 36         Sat Jun 05, 2004
KGAGNE [Ken]                 at 19:35 PDT

Dain continues to find obscure, awesome web sites.  Here's one with MP3s that
recreate the ambiance of a coin-op arcade, circa 1981 - 1983:

http://arcade.hofle.com/

 ------------
Category 35,  Topic 1
Message 37         Mon Jun 07, 2004
KGAGNE [Ken]                 at 07:32 PDT

Are all robots evil?

Well - ever play Robotron?

http://archive.gamespy.com/legacy/fargo/robots_a.shtm

 ------------
Category 35,  Topic 1
Message 38         Sat Jul 03, 2004
KGAGNE [Ken]                 at 07:10 PDT

Five years ago today, Billy Mitchell achieved a perfect score in Pac-Man.  He
accomplished this nearly-impossible task at my old stomping grounds of Funspot
in Weirs Beach, New Hampshire.

As if the Fourth of July alone wasn't enough to celebrate!

http://www.twingalaxies.com/PR-Pac-Man_World_Record.html

 ------------
Category 35,  Topic 1
Message 39         Sat Jul 03, 2004
KGAGNE [Ken]                 at 09:31 PDT

Awhile back, an 8-minute video of someone completing Super Mario Bros. 3 was
revealed to be fake.

Can anyone spot any similar falsities in this amazing video?

http://users.bergen.org/johsca/ddr/videos/yasu_max300_aaa.zip

 ------------
Category 35,  Topic 1
Message 40         Sun Aug 22, 2004
KGAGNE [Ken]                 at 17:18 PDT

Anyone who likes Space Invaders may want to consider decorating their room
with these harmless decals:

http://www.whatisblik.com/invader.html

 ------------
Category 35,  Topic 1
Message 41         Fri Oct 01, 2004
KGAGNE [Ken]                 at 16:47 PDT

Win an 'SNK VS CAPCOM SVC CHAOS ARCADE MACHINE':
SNK NEOGEO USA CONSUMER CORPORATION Partners with DC Comics
to Give Fans the Prize of Their Dreams

Prizes to Be Awarded at www.SNKSWEEPS.com

WALL, NJ. - October 1, 2004 - SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK NEOGEO CORPORATION, announced today that the
company will partner with DC Comics to give away one of its most popular
arcade machines, SNK VS. CAPCOM: SVC CHAOS. Valued at $5,000, one lucky fan
who registers at www.snksweeps.com between October 12th and December 1, 2004
will be the grand prize winner. A total of over $8000 in prizes will be
awarded, including copies of "SNK VS CAPCOM: SVC CHAOS," for the Xbox
videogame system from Microsoft, one-year Xbox(TM) Live subscriptions, and
30-day trial subscriptions to Gamefly.com.

The sweepstakes is being launched in support of the October 2004 release of
SNK VS CAPCOM: SVC CHAOS, SNK's upcoming Xbox(TM) Live title for the Xbox. In
addition to the SNKSWEEPS website, the contest will be promoted in DC Comics,
at comic book retailers nationwide, and on www.dccomics.com and
www.madmag.com, as well as on SNK's official web site,
www.snkneogeousaconsumer.com.

SNK VS CAPCOM: SVC CHAOS fully supports Xbox(TM) Live, so consumers can take
on opponents across the country in the ultimate online battle for survival
with any of 36 famous fighters including 17 SNK playable characters, 17
Capcom playable characters, and 2 Secret Bosses. SVC CHAOS has also added
bonus characters from some of the very best 2D fighting games ever made,
including THE KING OF FIGHTERS, FATAL FURY, and SAMURAI SHODOWN and Street
Fighter. Exclusive to this game are special characters such as Capcom's Mega
Man and Red Arremer, and SNK's Shiki and Athena.

About DC Comics
DC Comics, a Warner Bros. Entertainment Company, is the largest
English-language publisher of comics in the world and home to such iconic
characters as Superman, Batman, Wonder Woman and the Sandman. These DC super
heroes and others have starred in comic books, movies, television series
(both animated and live-action) and cyberspace, thrilling audiences of all
ages for generations. DC Comics' Web site is located at www.dccomics.com

About Xbox
Xbox (www.xbox.com) is the video game system from Microsoft that brings
people together for the most exhilarating game and entertainment experiences.
Xbox delivers an expansive collection of breakthrough games, powerful
hardware and the unified Xbox Live online service. The new tagline, "it's
good to play together," captures the spirit of Xbox as the social hub of the
new digital entertainment lifestyle. Xbox is now available in North America,
Asia, Europe and Australia.

About Xbox Live
Xbox Live, which launched in the United States Nov. 15, 2002, allows gamers
to play multiplayer Xbox games with other gamers everywhere via a broadband
connection. With a built-in hard drive and Ethernet port, the Xbox console is
the only video game system built from the ground up for online gaming,
negating the need to buy additional, costly peripherals or upgrades. Xbox
Live enables gamers to easily find their friends; talk to other players
during game play through the Xbox Communicator headset; download current
statistics, new levels and characters to their Xbox hard drive; and play
online-all exclusive features to Xbox Live.

About SNK NEOGEO USA CONSUMER CORPORATION
Over the past 15 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems. You
can find more information about SNK NEOGEO USA CONSUMER CORPORATION games at
http://www.snkneogeousaconsumer.com

# # #

"SNK VS. CAPCOM SVC CHAOS" is manufactured and distributed by SNK PLAYMORE
CORPORATION under license from Capcom Co. Ltd.

CAPCOM is a registered trademark of Capcom Co. Ltd.

(C)SNK PLAYMORE 2003 (C)CAPCOM CO.,LTD. 2003 ALL RIGHTS RESERVED.
SNK is a registered trademark of SNK PLAYMORE Corporation.

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.

Except as noted, all books, titles, characters, character names, slogans,
logos, and related indicia are trademarks of and copyright DC Comics and/or
WildStorm Productions, an imprint of DC Comics.

 ------------
Category 35,  Topic 1
Message 43         Thu Jan 13, 2005
KGAGNE [Ken]                 at 08:57 PDT

Space Invaders appears in today's "FoxTrot" comic strip:

http://www.ucomics.com/foxtrot/2005/01/13/

 ------------
Category 35,  Topic 1
Message 44         Wed May 04, 2005
KGAGNE [Ken]                 at 19:01 PDT

I spent my first quarter today.

 ------------
Category 35,  Topic 1
Message 45         Thu Oct 13, 2005
KGAGNE [Ken]                 at 07:38 PDT

Wikipedia defines and outlines the "Golden Age of Arcade Games":

http://en.wikipedia.org/wiki/Golden_Age_of_Arcade_Games

 ------------
Category 35,  Topic 1
Message 46         Sun Jan 08, 2006
KGAGNE [Ken]                 at 18:33 PDT

Pac-Man runs for his life throughout the local library:

http://www.break.com/college/pacman.html

 ------------
Category 35,  Topic 1
Message 47         Mon Jun 19, 2006
KGAGNE [Ken]                 at 09:20 PDT

Here is one of my favorite arcades:

http://www.funspotnh.com/gms-classic.htm

 ------------
Category 35,  Topic 1
Message 48         Tue Jul 04, 2006
KGAGNE [Ken]                 at 06:31 PDT

Sega, having purchased the GameWorks chain from Universal Studios, is
attempting to revive the arcade market:

http://www.gamasutra.com/features/20060627/andersen_01.shtml

 ------------
Category 35,  Topic 1
Message 49         Tue Aug 15, 2006
KGAGNE [Ken]                 at 06:38 PDT

Play a real-life Pac-Man!

http://www.pacmanhattan.com/

 ------------
 ************
Topic 3   CLOSED Thu May 10, 2001
KGAGNE                       at 21:18 PST
Sub: News Posts

News items on arcade games.  Staff posts only.

 2 messages
 ************
 ------------
Category 35,  Topic 3
Message 1          Fri Mar 29, 2002
KGAGNE [Ken]                 at 18:21 PDT

SEGA AND NINTENDO TEAM UP TO DEVELOP F-ZERO GAMES FOR THE ARCADE AND
NINTENDO GAMECUBE

New Game System to Integrate F-ZERO Arcade and Console Entertainment

March 28, 2002 - Tokyo, Japan - SEGA(R) Corporation and Nintendo Co., Ltd.
today announced that the two companies have teamed up to develop "F-Zero
(working title)" video game titles for the next-generation 3D-CG Triforce
arcade board and the Nintendo GameCube(tm).  As part of the agreement, SEGA
and Nintendo will collaborate on the projects using a new game system that
will enable the arcade and console games to interact via "Memory Card 59."
The announcement builds off the previously announced alliance between SEGA
and Nintendo on February 18, 2002 to develop the Triforce arcade board and
reinforces the companies' strategies to integrate arcade and home console
entertainment.

Under the agreement, SEGA and Nintendo will co-develop two new video game
titles - "F-ZERO AC (working title)" for the arcade and "F-ZERO GC (working
title)" for Nintendo GameCube.   AMUSEMENT VISION, LTD, a SEGA Studio, will
develop the "F-ZERO" games under the supervision of Nintendo.  "F-ZERO AC
(working title)" will be published by SEGA and "F-ZERO GC (working title)"
will be published by Nintendo.  "F-ZERO" titles will be unveiled at the
Electronic Entertainment Expo (E3) and released in late 2002.  The Triforce
board and Nintendo GameCube are based on the same architecture, and they will
be interfaced through the special peripheral, "Memory Card 59."

This joint project originated from AMUSEMENT VISION, which had a vision to
create an arcade game that could interact with the Nintendo GameCube.  SEGA
and Nintendo have now come together to make this joint project a reality.

About SEGA
SEGA(R) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home.  The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc.  SEGA of America's Web site is located at
www.sega.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems.  The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(tm).  Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(R) and launching
such franchises as Zelda(tm) and Pokemon(R).  As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

###

SEGA/Nintendo "F-ZERO" Q&A

The following information was taken from the Nintendo press conference, held
at Nintendo's Tokyo office on Thursday, March 28, 2002.  Questions were
asked by the MC and members of the press.  Speakers and participants include
the following:

Miyamoto, Shigeru (Nintendo)
Nagoshi, Toshihiro (Amusement Vision)
Imamura, Takaya (Nintendo), and
Sugino, Yukio (SEGA)

Q. How do you feel facing your new challenge?

(Nagoshi) I've never imagined I would do a project like this.  I loved
'F-Zero' and it was a really impressive title for me.  I was influenced by it
in a sense as I created DAYTONA USA, and other racing games.  I am happy to
take part in this project.

Q. What do you think is the meaning of this project?

(Sugino) I am responsible for organizing the arcade games.  I also liked
'F-Zero'.  This is our first try to collaborate such a big title with such a
huge fan base into an arcade game.  We respect the power of Nintendo in the
console market but we know we are the best at arcade games.   I am excited to
produce 'F-Zero AC', and it will surely be a smash hit.

Q. What do you think about collaborating with Nintendo?

(Nagoshi) Amusement Vision has already created two GameCube titles so we are
familiar with how Nintendo works.  SEGA and Nintendo have a different way of
thinking even though we are both established game makers.  We will surely be
able to release a great game together with Miyamoto-san at Nintendo.

Q. What do you think about collaborating on 'F-Zero' with Nagoshi-san?

(Miyamoto) He used to be our rival but once he started creating GameCube
titles, we have had some opportunities to talk to each other.  His passion
reminds me of when I worked on arcade games.  His teams' work style is far
different from ours, and that is kind of exciting for us.  Amusement Vision
is truly trustworthy.

Q. What did you do when original 'F-Zero' was released?

(Miyamoto) I was working on Zelda.  Super Family Computer enabled 'F-Zero' to
have lots of new features which Family Computer did not.  Now GameCube can do
something which Nintendo64 could not.

(Nagoshi) I bought all the launch titles together with the hardware and I
loved 'F-Zero' the best.  It actually taught me what a game should be.  It is
a fun game not only for gamers but also for creators like me.

(Sugino) I was a student at that time and I never knew I would work for a
game company.  I read articles in game magazines and competed against those
records.  Actually I broke my controller as I played it too hard.

(Imamura) It was my first title.  When I joined Miyamoto-san's team I was
surprised to be allowed to design characters and courses as freely as I
wanted.  It is really impressive title for me.

Q. What is 'F-Zero' for you?

(Imamura) It is a weird game in which creators can push their preference to
the users.  And the users are still happy to accept its silly world.  I guess
that's the charm of this game.

(Nagoshi) It is not a driving game but a racing game.  I assume that this
title should evolve by increasing speed and how to control the cars without
wheels.

(Miyamoto) Yes, it is more of a racing game than a driving game as
Nagoshi-san pointed out.  The cars can get faster and faster since they don't
have friction with the course, and you feel pleasant when you can handle it
as you like.

Q. How are Arcade and GameCube linked?

(Nagoshi) Data communication will be available.  We now call this style
'HOME&AWAY'; GameCube as Home and Arcade as Away.  Both the arcade and
console games are important and we believe we can enhance each version by
emphasizing the other.

Q. What do you expect to be new in 'F-Zero'?

(Miyamoto) I think 'F-Zero' is suited for arcade.  These days there are some
problems with arcade games in Japan but I expect this 'F-Zero' to be the
solution.

(Imamura) I just can't wait to play it.

Q. Please let us know your ambition.

(Nagoshi) I feel I have been waiting for this opportunity since I created
DAYTONA USA.  I have been away from racing games for a few years and the
genre looks new to me now.  I am confident that Nintendo will be pleased to
have chosen me as a partner.  The actual machine will be available in E3.

Q. Will this title be produced as 'Tri Force' or 'a racing game'?

(Sugino) We have been discussing how we can maximize the content of the game.
Hardware, software and management, each department has various opinion and we
are trying to get them into shape.

Q. When did you decide 'F-Zero' would be your next project?

(Nagoshi) As we have been working on the 'Tri-Force' project we have been
looking for content that is not exactly the same as the GameCube
architecture.  After several discussions, we reached a decision to create
'F-Zero'.

Q. How is the arcade machine going to look?

(Nagoshi) Its cabinet will be attractive and as cool as possible.  Game
control should be similar to GameCube version.

Q. How much do both the GameCube and Arcade versions cost to develop?

(Sugino) The budget has not been decided yet.

###

 ------------
Category 35,  Topic 3
Message 2          Thu Sep 23, 2004
KGAGNE [Ken]                 at 12:32 PDT

TLC Industries Announces AMOA Show Lineup

Launches New Arcade Titles by Indie Game Developers:
Orbz, RC Cars, Hamster Ball, Bandits: Phoenix Rising

SCHAUMBURG, IL - Sept. 23, 2004 - TLC Industries, Inc.
(http://www.tlcind.com) will bring its launch lineup of four games to the
AMOA International Expo, Sept. 30-Oct. 2 at the Las Vegas Convention Center,
Booth 5131. The full lineup on display includes: Orbz, RC Cars, Hamster Ball,
and Bandits: Phoenix Rising. Four different FlexArcade cabinet styles will
also be displayed: 19" and 27" stand ups, 27" sit down and a 19" Junior sit
down.

"FlexArcade was created to solve many of the issues that currently plague the
industry," says Ed Bender, President of TLC Industries. "By designing
FlexArcade to work with any FlexGame Pack, operators no longer have to
purchase expensive dedicated hardware each and every time they want a new
game. As a result, we believe operators will be able to lower the per-play
price of their games while earning a higher return on investment, allowing
them to buy more content from our rapidly expanding library of games and
attract more people to play games."

For additional information about TLC Industries, FlexArcade and their AMOA
show plans, please contact James Hills, jamesh@tlcind.com or call
847-534-5120. At the show, please call: 703-585-1592.

Full descriptions of the games are available at:
http://www.flexarcade.com/games/game_packs.html

About FlexArcade
FlexArcade was designed to fill a void in today's video game marketplace by
providing operators with a constant stream of new game content at affordable
prices. Operators purchasing new FlexGame Packs can change one cabinet to
another by simply inserting a new CD, attaching a hardware security key and
changing the marquee. Operators win by receiving inexpensive new games,
developers win by having access to an expanded marketplace and gamers win by
having tons of great new games to play.

About TLC Industries, Inc.
Founded in 1985, TLC Industries, Inc. is a recognized industry leader for is
consistent commitment to premium quality construction, dependable delivery
and meticulous attention to detail. The company's nearly twenty years of
business also includes experience working with other leaders including Sega,
Konami, Namco, Capcom and fellow Chicago-area companies Midway and Incredible
Technologies.

###

 ------------
 ************
Topic 5         Fri Aug 02, 2002
SYNDICOMM                    at 06:39 PST
Sub: Owning Coin-Ops

What stand-up arcade machines do you have, or would you like to have?

 10 messages
 ************
 ------------
Category 35,  Topic 5
Message 1          Fri Aug 02, 2002
SYNDICOMM [Sheppy]           at 06:39 PDT

I'd love to have a Gauntlet machine.  It's fun alone, but makes a good party
game. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 5  [MOVED]
Message 2          Wed Jul 24, 2002
SYNDICOMM [Sheppy]           at 23:02 PDT

I own a Space Invaders stand-up machine that's in excellent shape.  It's a fun
one to play. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 5  [MOVED]
Message 3          Sat Jul 27, 2002
KGAGNE [Ken]                 at 22:22 PDT

Cool, Sheppy.  Where do you find room for it?  Does it require any maintenance?

-Ken

 ------------
Category 35,  Topic 5  [MOVED]
Message 4          Sat Jul 27, 2002
SYNDICOMM [Sheppy]           at 23:21 PDT

>>>Cool, Sheppy.  Where do you find room for it?  Does it require any
maintenance?

We're temporarily keeping it in my parents' house -- they have a game room
downstairs.  As for maintenance, it's pretty easy to tend to.  Just dust it
once in a while. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 5  [MOVED]
Message 5          Fri Aug 02, 2002
SYNDICOMM [Sheppy]           at 06:39 PDT

I'd love to have a Gauntlet machine.  It's fun alone, but makes a good party
game. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 5
Message 6          Fri Aug 02, 2002
KGAGNE [Ken]                 at 07:00 PDT

The 8-bit Nintendo has some good conversions of the first two Gauntlet arcade
games.  Besides, playing a long and involved game like that, I'd prefer to be
sitting on my couch than standing at a coin-op. :)

Mortal Kombat II might be a fun one to have.  But if you want to stay in the
Eighties, then off the top of my head, I'd go with Tapper. :)

-Ken

 ------------
Category 35,  Topic 5
Message 7          Sat Aug 03, 2002
SYNDICOMM [Sheppy]           at 20:11 PDT

>>>I'd go with Tapper. :)

Are you kidding? :)

I didn't care for that one.

I wouldn't mind having a Rampage machine.  That was fun.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 35,  Topic 5
Message 8          Sun Nov 28, 2004
KGAGNE [Ken]                 at 09:21 PDT

"Build your own arcade" kit for only $60:

http://www.x-arcade.com/byoarcade.shtml

 ------------
Category 35,  Topic 5
Message 9          Fri Jan 13, 2006
KGAGNE [Ken]                 at 18:40 PDT

One of my brothers recently had himself built a new home.  Unfortunately, the
room he wanted to house a pool table was a bit too small for such a piece of
furniture... so he bought a coin-op instead.

It's something like what's shown at
<http://www.arcadevideogames.com/multicade.htm> except it has these nine
games in it:

Centipede
Donkey Kong
Donkey Kong Jr.
Space Invaders
Frogger
Galaga
Dig-Dug
Mr. Do
Ms. Pac Man

My luck is, of course, that this is the one brother who doesn't live in
Massachusetts, where I am; no, he had to go and be in Atlanta.... jerk. ;-)

-Ken

 ------------
Category 35,  Topic 5
Message 10         Mon May 01, 2006
KGAGNE [Ken]                 at 08:31 PDT

Pick up an arcade cabinet with 65 classic games from Midway, Namco, Capcom,
Atari, and Digital Leisure, for under $2K:

http://www.dreamarcades.com/cabiocade.shtml

 ------------
Category 37 Game Boy
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:10 PST
Sub: General Hardware Discussion

General discussion of the Game Boy hardware.

 3 messages
 ************
 ------------
Category 37,  Topic 1
Message 1          Sat Jun 16, 2001
KGAGNE [Ken]                 at 14:10 PDT

If your Game Boy screen is scratched, you can buy a do-it-yourself replacement
kit for onnly $3.95 + shipping.

http://store.nintendo.com

 ------------
Category 37,  Topic 1
Message 2          Fri Apr 12, 2002
KGAGNE [Ken]                 at 22:27 PDT

I did some spring cleaning recently and unearthed all four generations of
Game Boy hardware that I've bought from Nintendo over the years.

My original Game Boy, the large, black-and-white model now commonly and
affectionately referred to as the "Fatboy", was a Christmas gift in 1989.

I bought the streamlined Game Boy Pocket in May 1998, when I was going to be
travelling for 36 days straight.  One day of travel brought me to Nintendo HQ
in Redmond, WA, where I bought the carrying pouch I used.

Less than a year later, in March 1999, I bought the Game Boy Color to occupy
my spare time in a trip to Prague.  Unfortunately, I left it on the plane.
It was still waiting for me at the airport when I left to come home a week
later.  I hadn't had any free time in Prague anyway. :)

Most recently, I bought a Game Boy Advance in June 2001.

Since each model is compatible with its predecessor's software, I am left
with a superfluous quantity of hardware.  I've since packaged my GBC
w/carrying case and some extra games for a friend of mine who's still
enduring a hand-me-down Fatboy, as depicted in this comic strip:

http://www.kevinandkell.com/2001/strips/kk20010703.gif

-Ken

 ------------
Category 37,  Topic 1
Message 3          Mon Apr 15, 2002
A2.DAIN [Dain]               at 18:21 PDT

I originally had a "Fatboy" gameboy that came with Tetris.  It was stolen from
a car.  I later purchased a Gameboy Color, and now I own a gameboy Advance that
I plan on doing some interesting work on in the next month.  It should be
interesting when I get done.  Right now I have been playing Castlevania on and
off.  The "fatboy" gameboy was okay for Tetris, but playing an action game was
a blurry situation.


Dain
 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:10 PST
Sub: General Software Discussion

General discussion of Game Boy games.

 18 messages
 ************
 ------------
Category 37,  Topic 2
Message 1          Mon Jul 02, 2001
KGAGNE [Ken]                 at 20:03 PDT

Title       : X-MEN: WOLVERINE'S RAGE
Platform    : Game Boy Color
Publisher   : Activision
ESRB Rating : Everyone
Game Rating : 7.8
Review by   : Dain Neater

The X-Men are always ready to go the distance to bring the criminals down and
save the world. This time out, things get personal when Wolverine, alone on
the streets of New York, stumbles across a plot against his life. Thus
begins, X-Men: Wolverine's Rage, a journey that will take our hero across the
globe to battle his way through everything from gun-wielding mercenaries to
killer-grenade launching robots in order to confront and destroy the
mastermind behind the plan, Lady Deathstrike.

Wolverine's Rage for the Nintendo Game Boy Color is an old school action
platform game from Activision. It isn't going to win any awards for gameplay
design and innovation, but it does offer a fun, portable gaming experience.

The boys and girls at Digital Eclipse have put together a game that consists
of four main areas split into five levels, including a final boss area. To
help proceed through the game, every two levels a password is given that you
can use to start at the last level you cleared. While this is a handy
feature, it will shorten the lifetime of the game if used.

It must be said that Digital Eclipse did get the most important element of
the game correct. Wolverine's controls are right on, and this alone saves the
game from becoming just another poorly done action title with a great
license. The standard controls are the 'A' button to jump and the 'B' button
to punch and claw. Repeatedly tapping the B button while pushing either left
or right on the control pad will unleash Wolverine's deadly Bestial Rage. Few
enemies can stand up to this fury, and even Wolverine himself will take
damage from its use.

This game has a large amount of jumping in it; it is imperative, in this type
of game that the controls are precise and fortunately they are. Anything less
and the game would have quickly become tedious and overly difficult. Even
grabbing ledges and swinging Wolverine up to a platform is done intuitively
and with ease.

There are plenty of enemies to dispose of, but unfortunately, each area has
only two different ones. A little more variety in enemies would have been
appreciated. Scattered throughout each level there are hidden various items
such as extra lives, bonus points, and healing items. While there are also
some items strung about the levels that you can destroy, doing so rewards
only points. It would have been better if the things Wolverine got to smash
with his claws revealed something of value.

One interesting twist in this game is that, as in the comics, Wolverine has
the mutant ability to heal. Provided that he does nothing else, our heros
health will regenerate. This ability can change the tide of the battle in
each level if used properly. Fortunately, the time limit set on each level
keeps this ability from completely unbalancing the game and making it far too
easy.

Rage is a bit schizophrenic in the graphics department. The levels look quite
boring, almost as though the designers tried to do too much on the Game Boy
Color hardware. The results look muddy and confusing to the gamer. Contrary
to the world around him, our hero Wolverine looks great. In fact, this is the
part of the game that really shines. The animation of Wolverine is as good as
I have ever seen on any 8-bit system. He fluidly stalks across the screen,
looking quite menacing.

As good as Wolverine looks, he also sounds great. Digitized samples used for
his claw attacks are impressive, as are the grunting sounds he makes as he
jump attacks an enemy. It would have been nice if his enemies were given the
same treatment. The background music in this game isn't exactly bad, but it
is repetitive and quickly wears a bit thin. Luckily, you can turn off the
background music in the options menu.

Overall, Wolverine's Rage is a decent addition to the Game Boy Color library.
The game's great controls and impressive animation are enough to keep the
game fun despite unimaginative level design and boring enemies.
_________________________________________________________________

This article is copyright (c) 2001 by Dain Neater. All rights reserved. Not
to be distributed without permission.

Original Publication: Gamebits, 2-Jul-01

Other reviews, FAQs, etc. by Dain Neater can be found at
http://www.gamebits.net

Email: dneater@gamebits.net

 ------------
Category 37,  Topic 2
Message 5          Wed Jul 18, 2001
KGAGNE [Ken]                 at 19:39 PDT

Title       : COMMANDER KEEN
Platform    : Game Boy Color
Publisher   : Activision
ESRB Rating : Everyone
Game Rating : 4.5
Review by   : Richard Rae

In 1990, Apogee Software released a series of shareware games for the PC
detailing the adventures of the young 8-year old genius Billy Blaze, who
builds a spaceship, his Megarocket, out of various pieces of junk to defend
the Earth against the threat of the alien Vorticons. When danger looms, Billy
dons his brother's football helmet and becomes his alter ego, Commander Keen,
rocketing off to save the Earth!

Commander Keen's various adventures against the Vorticons, Shikadi, Bloogs,
and his rival Mortimer McMire were extremely popular, to the tune of 6
episodes and a couple of follow-ups (it became commercial software around
1991). Ultimately, Commander Keen became a property of id software.

Now, after a long absence of many years, Commander Keen flies again in a new
adventure for the Game Boy Color (Game Boy Advance compatible), published by
Activision and developed by id software and David A. Palmer Productions.

In this game, Billy must again become Commander Keen to retrieve three Plasma
Crystals from the clutches of all the space aliens he's encountered in his
previous games, and on three different worlds: the robot planet Droidiccus
Prime, the world of Fribbulus Xax, and Shikadi. Aside from running, jumping,
and climbing various objects and platforms and working through some puzzling
situations, Keen must also fight many alien enemies (many of which all derive
from earlier incarnations of the series) and the alien bosses using his wits
and his Neural Ray Blaster. He also must deal with Mortimer, who is up to his
old anti-Universe tricks and looking to thwart Billy's every move.

Commander Keen for the Game Boy Color takes the form of a multi-direction
scrolling 2D platform game similar in style to the Super Mario Bros. series.
After the introductory screens in which Billy boards his Megarocket and heads
into space, the player chooses which world he wishes to visit first by moving
to the appropriate teleporter in the Hub area. Once there, the player must
clear three stages, being allowed to move to the next only after the current
one has been cleared.

Each stage consists of multi-level complexes of platforms and islands
(some off-screen or hinted at). The player is frequently faced with
determining the best solution to gain access to key items required to move on
or unlock the remaining paths. Switches in various locations must be
activated, sometimes requiring Keen to teleport to different areas to
complete a level successfully. The player also must decide how best to obtain
extra lives or various point-producing items, such as candy and pizza, that
can be found throughout the stages. Avoiding or eliminating various alien
creatures that obstruct Billy's progress also falls within his job
description.

The player can move, jump, and climb easily, but frequently the player must
reach considerable heights and distances. Fortunately, Commander Keen is
equipped with his famous pogo stick for that purpose, activated by pressing
'Down' when jumping. Pressing the jump button when he lands while on the
stick results in a higher jump.

Keen also has a Neural Ray Blaster that, when fired at an enemy, temporarily
paralyzes it. To eliminate an enemy completely, Keen must jump on the
immobilized enemy with the pogo stick to knock it out. However, enemies are
only disabled if he's on the same screen as the player is. If a player zaps
an enemy that he sees near the screen's edge, and Keen's movements then cause
the enemy to scroll off the screen, when he sees that enemy again it will not
still be paralyzed.

Once Keen gets through three stages in the world he's chosen, he'll then
fight the boss of the level for the required Plasma Crystal. When successful,
Keen returns it to his spaceship and then moves to one of the remaining two
levels to encounter a new set of enemies and a new challenge.

This all sounds fairly straightforward, and potentially lots of fun, yet
Commander Keen quickly becomes an exercise in frustration as opposed to one
of fun and enjoyment.

The graphics are whimsical and cartoonish, and much improved over those in
the original PC games (except Billy isn't as good-looking), but the
complexity of the graphics can make discerning the enemies or the "safe"
collectible objects difficult from the background elements. It's also not
easy to determine sometimes if a vertical object is a barrier, or just an
element that the player sprite can pass behind or in front of, until you bump
into it. Some objects and platforms lie either above or below the player's
main screen, and though you can look up or down (by pressing the 'Up' or
'Down' direction and not moving), it becomes very frustrating when Billy gets
dumped into an abyss or on top of a set of spikes that you couldn't readily
anticipate being there.

The game does offer a choice of three difficulty settings, but regardless of
the setting, the game tends to become difficult quickly. The player may find
himself quitting in frustration rather than feeling challenged enough to
persevere. A situation that comes to mind is one where the player must hop
over an abyss by precisely landing on bricks that move in and out of a castle
wall according to a rhythmic pattern - and there's no safe place to land if
you miss. This stage alone tests your patience, and control of the character
in mid-jump becomes so frustrating that you may go through all your lives and
continues before you finally get to a stable platform. Even then, one false
move may drop you right back into the same mess all over again, and you may
find yourself (as I did) with the powerful urge to hurl your Game Boy into a
wall.

When a player loses a life, Keen will start at the last point before the
mishap that caused his demise, even if an enemy is "right on top of him." The
player has a few seconds to orient himself after he reappears, but may have
to act quickly lest he get knocked out again.

One of the most unforgivable aspects of this incarnation of Commander Keen is
its outdated and terribly annoying game save/restore system, which resorts to
16-character password entry every time you want to pick up where you left
off. The game does not have a battery backup and does not have save/restore
files, and issues a password only when you've completed a stage. The game
does give the player a generous supply of lives and continues depending on
difficulty level, but once they're exhausted, you must either choose "New
Game" and start over, or tediously enter the password of your choice to begin
the stage you left off at all over again.

Commander Keen does offer some good challenges and teases your brain, but
it's also a very frustrating game requiring pin-point jumping dexterity when
you least expect it and the character is frequently difficult to control in a
fashion for which the Game Boy Color's control scheme isn't really suited.
Overall, there wasn't the satisfaction I expected to get for overcoming
certain obstacles, and I never felt the hook that makes me keep wanting to
play and meet the next challenge - or lose sleep trying to figure out
solutions. Most importantly, I didn't find this game particularly fun, nor as
nostalgic as I'd have hoped.

Overall, the Game Boy Color incarnation of Commander Keen left me more
frustrated than satisfied. For my part, I didn't find anything special about
this new game to warrant interest by either newcomers or old fans of Billy
Blaze's adventures.

Fans of Commander Keen who are nostalgic for the young hero might find this
game worth a peek just to see him in action again; however, I think the
average Game Boy player won't find anything in Commander Keen for GBC worth
raising a fuss over.
_________________________________________________________________

This article is copyright (c) 2001 by Richard Rae. All rights reserved. Not
to be distributed without permission.

Original Publication: Gamebits, 16-Jul-01

Other reviews, FAQs, etc. by Richard Rae can be found at
http://www.gamebits.net

Email: rickrae@gamebits.net

 ------------
Category 37,  Topic 2
Message 6          Wed Jul 18, 2001
SYNDICOMM [Sheppy]           at 23:31 PDT

Commander Keen was id Software's first game. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 2
Message 7          Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:25 PDT

                     Game Boy Color
                    Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Hands of Time                            09/25/01
   Dragon Warrior Monster2cTarasAdv         09/25/01
   Dragon Warrior Monster2:CobisJou         09/25/01
   Trouballs                                09/26/01
   Dracula                                  10/08/01
   Jumpstart Dinosaur Adventure             10/15/01
   Sesame Street Sports                     10/15/01
   3D Pool All Stars                        10/16/01
   Rabocop                                  10/16/01
   Monsters, INC                            10/16/01
   Sabrina: AnimatedSeries                  10/19/01
   Top Sun: Firestorm                       10/22/01
   Kelly Club: Clubhouse Fun                10/24/01
   Harry Potter & the Sorcerers Stone       11/06/01
   Harvest Moon 3                           11/06/01
   Mega Man Xtreme 2                        11/07/01
   Shaun Palmer's Pro Snowboarder           11/13/01
   Tony Hawk's Pro Skater 3                 11/13/01
   Mary Kate & Ashley CrushCourse           11/13/01
   Diva Stars                               11/15/01
   Cubix Robots For Everyone                11/21/01
   Yu-gi-oh! Dark Duel Stories              January
   Mask, The                                January
   NSYNC                                    01/15/02

 ------------
Category 37,  Topic 2
Message 8          Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 06:53 PDT

What are the best games ever made for the classic Game Boy?  We have one that
we only own like two games for. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 2
Message 9          Wed Oct 10, 2001
KGAGNE [Ken]                 at 08:44 PDT

Sheppy,

Hmm, B&W Game Boy games?  I really have to drudge my memory for that one... :)

There are plenty of good puzzle games, like Tetris, Pipe Dream, and Boxxle.

Platformers include Super Mario Land, Super Mario Land 2: 6 Golden Coinds, and
Wario Land.

Faceball was a neat Doom-like game.

Final Fantasy Adventure is a wonderful adventure-RPG.  Stay away from the
three Final Fantasy Legend RPGs though.

-Ken

 ------------
Category 37,  Topic 2
Message 10         Wed Oct 10, 2001
A2.DAIN [Dain]               at 20:51 PDT


Metroid 2  is quite good as is Dr. Mario(a puzzle game).

With the original Gameboy I find it hard to play anything besides puzzlers:)
Action is just too blurry.


dain


 ------------
Category 37,  Topic 2
Message 11         Wed Oct 10, 2001
SYNDICOMM [Sheppy]           at 23:01 PDT

>>>With the original Gameboy I find it hard to play anything besides
puzzlers:)

Good thing that's what Sarah prefers. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 2
Message 12         Wed Oct 10, 2001
KGAGNE [Ken]                 at 23:19 PDT

I forgot about Metroid II, that is a good game (and one of only three Metroid
games ever so far).

Dain's comment of blurry action is especially true on the original model Game
Boy (dubbed the "Fat Boy").  The Game Boy Pocket, released in 1996, has a much
clearer display, as do all models released thereafter (Game Boy Color and Game
Boy Advance).

I just realized I've owned all four models.  Whatever did I do with them all??
:)

Sarah might like Harvest Moon, which is a farming simulation-RPG.

Many Game Boy Color games work on the B&W Game Boy models.  If you see the
word "ONLY" next to "For Game Boy Color", put it back on the shelf. :)

-Ken

 ------------
Category 37,  Topic 2
Message 13         Sun Dec 16, 2001
KGAGNE [Ken]                 at 07:54 PDT

                     Game Boy Color
                    Release Schedule
                [Current as of 12/13/01]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   3D Pool All Stars                        February
   Robocop                                  February
   Yu-gi-oh! Dark Due! Stories              02/05/02
   ET: Cosmic Garden                        03/15/02
   ET: Digital Planner                      03/15/02

 ------------
Category 37,  Topic 2
Message 14         Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:22 PDT

                     Game Boy Color
                    Release Schedule
                [Current as of 12/13/01]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   3D Pool All Stars                        February
   Robocop                                  February
   Yu-gi-oh! Dark Due! Stories              02/05/02
   ET: Cosmic Garden                        03/15/02
   ET: Digital Planner                      03/15/02

 ------------
Category 37,  Topic 2
Message 15         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:14 PDT

                     Game Boy Color
                    Release Schedule
                [Current as of 01/28/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Shantae                                  02/25/02
   ET: Cosmic Garden                        03/04/02
   3D Pool All Stars                        03/15/02
   Robocop                                  03/15/02
   Rhino Rumble                             03/15/02
   Yu-gi-oh! Dark Duel Stories              03/19/02

 ------------
Category 37,  Topic 2
Message 16         Sat Mar 16, 2002
KGAGNE [Ken]                 at 01:19 PDT

                     Game Boy Color
                    Release Schedule
                [Current as of 03/13/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Yu-gi-oh! Dark Duel Stories              03/19/02
   Rhino Rumble                             03/22/02
   Shantae                                  04/09/02
   Resident Evil Gaiden                     04/16/02

 ------------
Category 37,  Topic 2
Message 17         Wed Jul 10, 2002
KGAGNE [Ken]                 at 13:33 PDT

                     Game Boy Color
                    Release Schedule
                [Current as of 07/05/02]
                  Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Hamtaro                                  10/28/02

 ------------
Category 37,  Topic 2
Message 18         Sun Jan 30, 2005
KGAGNE [Ken]                 at 05:21 PDT

Pokemon causes cancer??

http://www.mskcc.org/mskcc/html/54387.cfm

 ------------
 ************
Topic 3   CLOSED Thu May 10, 2001
KGAGNE                       at 20:59 PST
Sub: News Posts

News items on the Game Boy.  Staff posts only.

 12 messages
 ************
 ------------
Category 37,  Topic 3
Message 2          Fri May 25, 2001
KGAGNE [Ken]                 at 20:59 PDT

ACTIVISION BRINGS ALL-NEW WEB-SWINGING AND MUTANT MUSCLE TO NINTENDO'S GAME
BOY(R) COLOR

Santa Monica, CA - May 23, 2001 -- Marvel's legendary super heroes* continue
their unstoppable quest for justice with the release of two new
action-adventure titles from Activision, Inc. (Nasdaq: ATVI) for the Game
Boy(R) Color - Spider-Man* 2: The Sinister Six* and X-Men*: Wolverine's Rage*.
The games, which have shipped to North American retail stores, carry a
suggested retail price of $29.99 and have been rated "E" ("Everyone" - content
suitable for persons six years or older) by the ESRB.

"Spider-Man 2: The Sinister Six and X-Men: Wolverine's Rage feature the same
super hero action that turned these Marvel characters into legends," said Larry
Goldberg, executive vice president, Activision Worldwide Studios. "Together
with the accessibility of the Game Boy Color platform, fans now have the
freedom to fight villains anywhere."

Spider-Man 2: The Sinister Six is the sequel to the action-adventure game,
Spider-Man. Players are the Web-swinging hero, using unique powers and attacks
to thwart Doc Ock and his evil gang's plan to defeat Spider-Man. Other old
favorites like Scorpion, Sandman, Mysterio and Vulture join forces with the
evil Doc to test Spider-Man's strength, speed and smarts.

X-Men: Wolverine's Rage is an all-new action-adventure game that lets players
fight as Marvel's legendary X-Man, Wolverine, in 20 levels of gut-wrenching
excitement. Features include amazing attacks like "Bestial Rage" and mutant
healing which enable Wolverine to survive the onslaught of enemies. Players
battle it out with such foes as Cyber, Sabretooth and Lady Deathstrike in order
to prevent an evil plan to liquefy Wolverine's adamantium skeleton - claws and
all.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based entertainment
companies. Marvel's operations are focused in five divisions: entertainment
(Marvel Studios), licensing, toys (Toy Biz), comic book publishing and
Internet/New Media. Marvel facilitates the creation of entertainment projects,
including feature films, television, home video and the Internet, based on its
characters and also licenses its characters for use in a wide range of consumer
products and services including video and computer games, apparel,
collectibles, snack foods and promotions. Marvel's characters and plot lines
are created by its comic book division which continues to maintain a leadership
position in the U.S. and worldwide while also serving as an invaluable source
of intellectual property. For additional information visit the Marvel Web site
at http://www.marvel.com <http://www.marvel.com>.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment and
leisure products. Founded in 1979, Activision posted revenues of $620 million
for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 37,  Topic 3
Message 3          Tue Jun 05, 2001
KGAGNE [Ken]                 at 12:49 PDT

ID SOFTWARE AND ACTIVISION SAVE THE COSMOS WITH
THE RELEASE OF COMMANDER KEEN(tm) FOR
NINTENDO'S GAME BOY(R) COLOR

id's Original Hero Hits Retail Shelves

Santa Monica, CA - June 4, 2001 - America's spunkiest alien basher is powering
up his ray gun and blasting onto retail shelves with the release of Commander
Keen(tm) for the Game Boy(R) Color from id Software(tm) and Activision, Inc.
(Nasdaq: ATVI). An action-packed, comedic quest to save the cosmos, Commander
Keen is rated "E," for "Everyone," by the ESRB and is considered suitable for
ages six and older. Commander Keen is also compatible with the Game Boy(R)
Advance system available early this summer for a suggested retail price of
$29.99.

"Our philosophy at id is simple - we make games that we want to play," said
Todd Hollenshead, CEO, id Software. "Commander Keen is a perfect universe for
the Game Boy Color and delivers straight-up fun for people of all ages."

Based on id's original Commander Keen series on the PC, Commander Keen finds
precocious 8-year-old superhero Billy Blaze on an all-new quest to save the
cosmos. With his trusty Neural Ray Gun in hand, Billy must battle his old
alien adversaries, the Droidiccus, Shikadi and Bloogs of Fribbulus Xax, in a
race to uncover the super-powerful plasma crystals hidden on three separate
alien worlds.

A scrolling platform game, each of the three unique alien worlds in Commander
Keen contains several multi-level maps rife with progressively precarious
puzzles. Throughout the adventure, Keen will encounter more than 35 different
aliens, as well as mega-bosses, puzzles, slime pits, magical platforms, secret
rooms and teleporters.

"Commander Keen on the Game Boy Color features the same irreverent wit and
memorable characters that made the original such an unforgettable experience,"
said Larry Goldberg, executive vice president, Activision Worldwide Studios.
"With classic gameplay and scores of colorful characters, Commander Keen
promises an addictive experience to a whole new generation of hand-held
gamers."

Commander Keen for the Game Boy Color has been developed by David A. Palmer
Productions for Activision and id Software.

id -- Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped redefine
the modern video game, continually setting industry standards for technology
and gameplay. And, in keeping with tradition, id Software has amplified the
world of adrenaline pumping 3-D gaming with the release of their latest action
titles, QUAKE III Arena(tm) and QUAKE III: Team Arena(tm). id's advanced QUAKE
III Arena engine is leading the next revolution in 3-D interactive games with
both single and multiplayer technology. Check out more about id Software at
www.idsoftware.com <http://www.idsoftware.com> .

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###

(C) 1993-2001 Id Software, Inc. All rights reserved. Published and distributed
by Activision, Inc. and its affiliates under license. Developed by David A.
Palmer Productions. Commander Keen, the Id Software name and the Id logo are
either registered trademarks or trademarks of Id Software, Inc. in the United
States and/or other countries. Activision is a registered trademark of
Activision, Inc. and its affiliates. All other trademarks and trade names are
the property of their respective owners.

 ------------
Category 37,  Topic 3
Message 4          Fri Jun 08, 2001
KGAGNE [Ken]                 at 22:07 PDT

ACTIVISION SHIPS TONY HAWK'S PRO SKATER 2 AND
PINOBEE: WINGS OF ADVENTURE TO COINCIDE WITH THE LAUNCH OF NINTENDO'S GAME
BOY(R) ADVANCE

Santa Monica, CA - June 8, 2001 - Hand-held gaming rises to new heights with
the release of Activision, Inc.'s (Nasdaq: ATVI) Tony Hawk's Pro Skater(tm) 2
and Pinobee(tm): Wings of Adventure for the Game Boy(R) Advance. Currently
available at retail in time for the system's June 11 launch, both titles carry
a suggested retail price of $39.99.

"As a leading third-party publisher of Game Boy Color games, we wanted to
extend our commitment to hand-held gamers by delivering two top-rate Game Boy
Advance launch titles," said Larry Goldberg, executive vice president,
Activision Worldwide Studios. "Tony Hawk's Pro Skater 2 and Pinobee: Wings of
Adventure take pocket gaming to a new level by utilizing the technological
capabilities of the system to deliver more engaging, graphically advanced
gameplay to consumers."

Tony Hawk's Pro Skater 2 is the first action-sports title available for the
Game Boy Advance. The game pushes the hardware to the limit by offering 3D
free-roaming skating action in a portable system. Ollie, manual, grind or
trick off some of the same levels from the PlayStation version while you skate
as one of 13 pro skaters. Based on the all-new Game Boy Advance technology,
Tony Hawk's Pro Skater 2 is poised to take handheld gaming to new exciting
heights. The title is rated "E" (Everyone -- Animated Blood-content suitable
for persons ages 6 and older) by the ESRB.

An original title for the Game Boy Advance, Pinobee: Wings of Adventure is an
immersive side-scrolling adventure set in nine vibrant 3D worlds complete with
characters to interact with and obstacles and enemies to overcome. Each world
has been hand painted and takes full advantage of Game Boy Advance's ability
to render multi-layered backgrounds for a real 3D effect. Gamers must guide
Pinobee, a robotic bee who is missing a heart, on a quest to find and rescue
his kidnapped creator, Grandpa Bee. The game gives players the opportunity to
work their way through multiple storylines that result in eight unique and
different endings. Throughout their adventures, gamers can collect over 50
items and magical power ups that can be exchanged with other players over Game
Boy Advance's Game Link(R) Cable. Pinobee: Wings of Adventure is rated "E"
(Everyone - content suitable for persons ages six and older) by the ESRB.

Vicarious Visions, Inc. developed Tony Hawk's Pro Skater 2 and Pinobee: Wings
of Adventure was created by Artoon Co., Ltd. and Hudson Soft Co., Ltd.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at http://www.activision.com. The statements contained in
this release that are not historical facts are "forward-looking statements."
The Company cautions readers of this press release that a number of important
factors could cause Activision's actual future results to differ materially
from those expressed in any such forward-looking statements. These important
factors, and other factors that could affect Activision, are described in
Activision's Annual Report on Form 10-K for the fiscal year ended March 31,
2000, which was filed with the United States Securities and Exchange
Commission. Readers of this press release are referred to such filings.

###

 ------------
Category 37,  Topic 3
Message 6          Wed Jun 20, 2001
KGAGNE [Ken]                 at 19:57 PDT

ACTIVISION SIGNS TOMB RAIDER: CURSE OF THE SWORD FOR WORLDWIDE DISTRIBUTION

Latest Lara Croft Adventure For Nintendo's Game Boy(R) Color Timed To
Ship The Week Of June 25

Santa Monica, CA - June 20, 2001 - Coinciding with Lara Croft's feature film
debut, Activision, Inc. (Nasdaq: ATVI) will launch Tomb Raider(R): Curse of
The Sword(tm) for Game Boy(R) Color the week of June 25. The game challenges
players to take control of the first lady of adventure in a globe-hopping
quest to recover a cursed artifact.

"Tomb Raider is undeniably one of the hottest properties in interactive
entertainment today," states Kathy Vrabeck, executive vice president,
Activision Global Publishing and Brand Management. "As the leading third-party
publisher of Game Boy Color titles we're thrilled to bring Lara's latest
adventure to the hand held video game system."

Tomb Raider: Curse of the Sword takes players from New York rooftops to New
Orleans swamplands as they run, jump, climb and fight to uncover the mystery
behind a sacred sword. Throughout the game, players will explore a variety of
action-packed locations including abandoned subways, swampy jungles and even
an underwater submarine. Additionally, Tomb Raider: Curse of the Sword comes
to life with amazing animation effects and a variety of puzzles such as
reactivating generators to access elevators and firing a cannon to clear a
room.

"Eidos is thrilled to have a Tomb Raider product on shelves during the run of
the 'Tomb Raider' feature film," said Paul Baldwin vice president of
marketing, Eidos Interactive, Inc. "In addition, the Game Boy Color game taps
into a new market for the franchise."

About Eidos Interactive Inc.
Eidos Interactive, Inc. is a leading developer and publisher of interactive
entertainment products for the PC, PlayStation(R) game console, PlayStation(R)2
computer entertainment system, Sega Dreamcast(tm), Game Boy(R) Color handheld
video game system and the Xbox(tm) video game system from Microsoft. Eidos
Interactive is part of London-based Eidos plc with additional offices in San
Francisco, Paris, Hamburg, Tokyo and Singapore. For more information on Eidos
Interactive's product line visit http://www.eidos.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment and
leisure products. Founded in 1979, Activision posted revenues of $620 million
for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information about
Activision and its products can be found on the company's World Wide Web site,
which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the United
States Securities and Exchange Commission. Readers of this press release are
referred to such filings.

###

 ------------
Category 37,  Topic 3
Message 7          Fri Jun 29, 2001
KGAGNE [Ken]                 at 19:36 PDT

INFOGRAMES, INC. DOMINATES STORE SHELVES THIS WEEK WITH ALONE IN THE DARK:
THE NEW NIGHTMARE

The Survival Horror Franchise That Started It All Is Back To Terrorize You
Once Again

LOS ANGELES, CA - June 29, 2001 - It's what you fear Infogrames, Inc.
(Nasdaq: IFGM) a leading global publisher of interactive entertainment
software, announced today that Alone in the Dark: The New Nightmare began
shipping to stores this week for PlayStation, Personal Computer and Game Boy
Color. Edward Carnby, the famed supernatural detective, is back in his fourth
installment of the franchise, and this time it will take more than his trusty
pistol to keep him alive!

"Alone in the Dark (AITD) is the ultimate survival-horror game that for years
the industry has tried to mimic," said Tom Richardson, director of marketing
for Infogrames, Inc.'s Los Angeles label. "With the newest incarnation of the
series already reaching the #1 spot in Europe and the tremendous sell-in
we've had in the US, it proves that Alone in the Dark still has the formula
necessary to entice the fans. Consumers have been clambering to get their
hands on Alone in the Dark: The New Nightmare ever since the title was
announced."

In AITD: The New Nightmare, two diverse adventures await players as they
assume the role of either Edward Carnby or Aline Cedrac, a determined young
archaeologist, and its up to them to reclaim three ancient tablets before the
ultimate evil is unleashed on Shadow Island. Throughout the game, Carnby and
Aline are faced with mysterious puzzles, demonic monsters, and disturbing
events taking place. To provide clues for difficult situations, or comic
relief to break the suspense, players can summon the other character via
walkie-talkie any time throughout the game.

As in the first three Alone in the Dark titles, AITD: The New Nightmare stays
true to its successful formula of innovative camera angles, suspenseful
in-depth storylines inspired by the works of H.P. Lovecraft, and 3D
characters set in graphically amazing backgrounds. AITD: The New Nightmare
features over 1200 pre-rendered backgrounds, each recreated with varying
levels of light, and utilizes sophisticated lighting technology, with the
flashlight being the most prominent example. The flashlight serves as a key
gameplay element which players can use as a weapon to deter light-sensitive
foes, to illuminate rooms void of light switches, or to shine into corners
that often hide secret items in their shadows.

Insiduous creatures inhabit the island, lurking in dark corners, drop from
the ceiling, or wait in the open anxiously anticipating your next move. To
combat them, Carnby and Aline gain access to highly innovative light-based
weapons, including Carnby's Photopulsar, emitting a blast rendering
everything in its path dead and the user temporarily blinded, and Aline's
Disc-Launcher, a rapid fire gun emitting magnesium-coated discs great for
damaging enemies at close or long range.

Making the game even more immersive for players, AITD: The New Nightmare uses
an extensive music score, including the original theme song of the game
composed by Stewart Copeland, appropriately titled, "Alone in the Dark". A
five-time Grammy Award winner for his work with the renowned rock band The
Police, Stewart Copeland has brought his distinctive sound to the movies in a
series of inventive film scores and now offers his talents to the interactive
entertainment industry. Mr. Copeland combined hard-edged rhythmic riffs from
electric guitar and acoustic bass with rich sultry effects from electronics
along with lyrics that captured the essence of the game's spine-tingling
plot.

Alone in the Dark: The New Nightmare for PlayStation and PC were developed by
DarkWorks and by Pocket Studios for Game Boy Color. The game began shipping
to most major retail stores this week with an estimated retail price of
$39.95 for PlayStation and PC, and $29.95 for Game Boy Color.

About Infogrames

Infogrames, Inc. (Nasdaq: IFGM) is a leading publisher and distributor of
video games for consoles (Sony, Sega, Nintendo, and Microsoft), personal
computers and Macintosh systems. The company's award-winning franchises
include Alone In The Dark, Driver, Deer Hunter, Test Drive, and Unreal.
Infogrames Inc.'s Humongous Entertainment division is a leader in children's
entertainment software and its Macintosh publishing label, MacSoft, is the
number one publisher of Macintosh entertainment software. Based in New York,
NY, Infogrames, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (IESA) (Euronext 5257) and serves as the
headquarters for the company's operations in North America.

Founded in 1983, IESA is a global publisher and distributor of video games
for all platforms, as well as interactive digital television, mobile smart
devices (WAP, HDML) and in-flight entertainment systems. IESA recently
acquired Infogrames Interactive, Inc. (formerly Hasbro Interactive),
including its line of software based on well-known licenses such as Monopoly,
Jeopardy, Tonka, and Atari, which are distributed in the U.S. by Infogrames,
Inc.

For more information, visit Infogrames' US Web site at www.us.infogrames.com.

# # #

PlayStation and the PlayStation logos are registered trademarks of Sony
Computer Entertainment Inc.




 ------------
Category 37,  Topic 3
Message 9          Sun Jul 22, 2001
KGAGNE [Ken]                 at 22:29 PDT

KONAMI PREPARES NORTH AMERICA FOR JAPANESE PHENOMENON "YU-GI-OH! DARK DUEL
STORIES"

Smash Hit Cartoon Series Coming To Game Boy Color This Fall

REDWOOD CITY, CA -- July 16, 2001 - Watch out, America, here comes Yu-Gi-Oh!
Dark Duel Stories for Game Boy Color. Konami of America Inc. announced today
that the Game Boy Color version of the hot comic book and cartoon series
would arrive in stores this November for a suggested retail price of $29.99.

"After selling more than 7 million games and over 3.5 billion cards since
1998, Yu-Gi-Oh! has proven to be an unstoppable force,"  said Dick Wnuk,
Executive Vice President of Konami of America Inc. "Yu-Gi-Oh! is so big in
Japan that Americans are already getting excited about the launch of
Yu-Gi-Oh! Dark Duel Stories for Game Boy Color in the US"

In Yu-Gi-Oh! Dark Duel Stories, players can either compete against the game's
artificial intelligence or battle against another Duel Monsters player via
the Game Boy Link cable. Selecting from a deck of hundreds of unique battle
cards with thousands of possible combinations, players must attack, defend,
combine monsters and set traps in order to drain their opponents' life points
and win the game. Players must carefully build up their 40-card deck,
selecting from 8 different types of cards - Earth, Wind, Water, Fire, Dark,
Light, Magic and Trap - in order to compete on the Duel Field.

Yu-Gi-Oh! Dark Duel Stories is based on the "Yu-Gi-Oh!" comic series from
artist Kazuki Takahashi that appears in Shonen Jump, Japan's largest weekly
comic book ("Manga"). Since Yu-Gi-Oh! first appeared in Jump in 1996, the
comic has spawned a hit cartoon show, a hugely popular collectible card game,
several Game Boy Color and Sony PlayStation' games and other licensed
merchandise. Yu-Gi-Oh! follows the adventures of Yuugi, a young boy who
possesses the "Millennium Puzzle" that allows him to transform into the Game
King whenever he is challenged. To date, the Yu-Gi-Oh! Dark Duel Stories Game
Boy and Playstation titles have sold over seven million units in Japan.

4Kids Entertainment has obtained the merchandising and television rights to
Yu-Gi-Oh!. The Yu-Gi-Oh! cartoon will be shown on Kids WB! starting this
Fall, followed by the release of Yu-Gi-Oh! Dark Duel Stories shortly
thereafter.

###

About 4Kids
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing and
product development, television, film, music and home video production and
distribution, media buying and planning and website development. For further
information, please visit the company's Web site at www.4kidsEnt.com

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games.  The latest information about Konami can be found on the Web at
www.konami.com.  Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Konami is a registered trademark of Konami Corporation. (C)2001 Konami of
America, Inc. Kids WB! is a registered trademark of Warner Bros. Game Boy is
a registered trademark of Nintendo of America. PlayStation is a registered
trademark of Sony Computer Entertainment America. All other trademarks
copyright of their respective owners.

 ------------
Category 37,  Topic 3
Message 10         Tue Aug 28, 2001
KGAGNE [Ken]                 at 10:43 PDT

ACTIVISION AND STUART LITTLE TAKE ON A BIG ADVENTURE WITH THE RELEASE OF
STUART LITTLE: THE JOURNEY HOME
FOR THE GAME BOY(R) COLOR

Santa Monica, CA - August 28, 2001 - The lovable "can do" star of Columbia
Pictures' blockbuster feature film and upcoming movie sequel is headed for a
new adventure in Activision, Inc.'s (Nasdaq: ATVI) Stuart Little: The Journey
Home for the Game Boy Color. Under license from Sony Pictures Consumer
Products, the lovable hero Stuart takes on foes, competes in racing levels
and faces a variety of obstacles in an action-packed side-scrolling challenge
for the entire family. Stuart Little: The Journey Home is rated "E"
("Everyone" - content suitable for persons six years or older) by the ESRB.
The game is available for a suggested retail price of $29.99 and is also
compatible with the Game Boy Advance handheld video game system.

"Stuart Little: The Journey Home features the same fun-filled adventures and
memorable characters which made the feature film such a huge success," said
Larry Goldberg, executive vice president, Activision Worldwide Studios. "This
will be an action-packed platform game that features multiple skill levels
and the title is sure to appeal to the young and the young at heart."

In Stuart Little: The Journey Home players assume the role of Stuart, an
eternal optimist who has a resilient nature and always looks on the bright
side of any given situation. Inspired by the movie, Stuart takes on New York
with non-stop, action-packed fun as players race, dodge and jump their way
across eight colorful levels including Central Park, a miniature golf course
and a toy cowboy town. Players test their hand with three skill settings -
easy, medium and hard. Joining Stuart in his adventure are other characters
from the movie such as Snowbell, Mr. and Mrs. Stout and Mr. and Mrs. Little.

About Columbia Pictures
Columbia Pictures is a Sony Pictures Entertainment (SPE) company. SPE is a
division of Sony Corporation of America (SCA), a subsidiary of Tokyo-based
Sony Corporation. SPE's global operations encompass motion picture production
and distribution, television production and distribution, worldwide channel
investments, home video acquisition and distribution, operation of studio
facilities, development of new entertainment products, services and
technologies, and distribution of filmed entertainment in 67 countries. Sony
Pictures Entertainment can be found on the World Wide Web
http://www.spe.sony.com.

About Sony Pictures Consumer Products
Stuart Little 2 is a property of Sony Pictures Consumer Products, based in
Los Angeles, which handles the merchandising and branding efforts for some of
the most recognized properties in film and television. SPCP is a division of
Sony Pictures Entertainment (SPE), whose global operations encompass motion
picture production and distribution, television programming and syndication,
home video acquisition and distribution, operation of studio facilities,
development of new entertainment technologies and distribution of filmed
entertainment in 67 countries.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 37,  Topic 3
Message 11         Tue May 21, 2002
KGAGNE [Ken]                 at 14:41 PDT

TDK MEDIACTIVE SHIPS TONKA
CONSTRUCTION SITE FOR GAME BOY COLOR

Top Interactive Brand From Infogrames Comes to Popular Handheld System

CALABASAS, Calif. - May 21, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
the TONKA CONSTRUCTION SITE game for the Nintendo Game Boy(R) Color handheld
system has shipped to major retail outlets nationwide. This innovative title
allows players to select construction vehicles, erect buildings and fulfill
construction contracts. TDK Mediactive produces this title under a
sub-licensing agreement with Infogrames, Inc. (Nasdaq: IFGM), the master
licensor and publisher of CD-ROM games based upon Hasbro's intellectual
property.

"With over 50 missions, the excitement is nearly endless, as players create
and drive their own TONKA trucks," said Stefan Serwe, vice president, global
marketing, TDK Mediactive. "With seven different vehicles and five separate
parts of town, the TONKA CONSTRUCTION SITE game drives the player's
imagination to move mountains and build highways."

In the TONKA CONSTRUCTION SITE game, players plow roads, construct buildings
and explore the exciting world of TONKA trucks. As players progress through
the game they will receive virtual money, power-ups and rewards that can be
used to upgrade vehicles and advance through the various levels. Users will
also accumulate statistics and acquire knowledge to complete more complex
puzzles and contracts. Helpful characters will also pop up to offer
assistance along the way.

Developed by Sunset Entertainment, the TONKA CONSTRUCTION SITE game is rated
"E" for Everyone. Features include:

* Seven different TONKA vehicles to operate.
* Hidden power-ups on the job.
* Friendly characters to help players.
* Over 50 fun filled missions.

About the TONKA Brand
Founded in 1947, Hasbro Inc.'s TONKA brand is the leading preschool vehicle
brand and a name that is synonymous with toughness, durability and fun. Last
year, TONKA trucks were just one of two new inductees into the National Toy
Hall of Fame(R) in Salem, Oregon. TONKA is a trademark of Hasbro and is used
with permission. (C) 2002 Hasbro. All Rights Reserved.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization, Backyard Sports, Deer Hunter", Driver', RollerCoaster Tycoon",
and Test Drive", and key licenses including Warner Bros. Looney Tunes',
Nickelodeon's Blue's Clues, Dragon Ball Z", Unreal, Mission Impossible",
Terminator, Harley-Davidson", Major League Baseball", and the National
Football League", among many others. The Company's Humongous Entertainment
and MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy,
TONKA, and Atari, which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and the Game
Boy(R) Color systems. The Company also publishes titles for personal
computers via a co-publishing agreement with Activision Value, a subsidiary
of Activision, Inc. The company's games are based on licensed and original
content derived from major motion pictures, video franchises, popular
literature and popular culture. TDK Mediactive has exclusive technology and
content licenses with Sony Computer Entertainment America Inc., Microsoft
Corporation, Nintendo of America Inc., DreamWorks SKG, Vivendi Universal
Studios, Mattel, Inc., Classic Media, R & S Trading, BKN International, DC
Comics, Hallmark Entertainment Distribution LLC, BDSP Inc., The Jim Henson
Company, General Motors Corporation and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

 ------------
Category 37,  Topic 3
Message 12         Thu Jun 06, 2002
KGAGNE [Ken]                 at 09:53 PDT

CAPCOM(R) RUBS A LAMP, MAKES A WISH, AND POOF! A BOOTY
SHAKIN' GENIE NAMED SHANTAE APPEARS FOR GAME BOY COLOR

SUNNYVALE, Calif. - June 4, 2002-- Capcom, a leading worldwide developer and
publisher of video games, today announced the release of Shantae(TM), a
side-view adventure quest game for the Game Boy Color System. Shantae is a
belly dancing genie in search of the diabolical lady pirate named Risky Boots
who has stolen plans to a new invention. Shantae, who can obliterate enemies
with her whip-like hair and shakes her booty to transform into different
creatures, must stop Risky and save the land from destruction. This Game Boy
Color game also features special enhancement that comes to life when played
on the Game Boy Advance system. Shantae was created for Capcom by WayForward
Technologies. Shantae has been rated "E" for everyone by the Entertainment
Software Rating Board and will carry a suggested retail price of $24.99.

Shantae includes the following features:
* One of the largest amounts of character animation ever used on a handheld
system
* Over 75 fully animated enemies and 50 day and night areas
* Each transformation is associated with a song as players are challenged to
make Shantae do a transformation dance into various creatures by matching the
notes and the timing of the melody.
* Featuring dozens of magical weapons!
* Perplexing labyrinths and treacherous boss characters!
* Secret room is unlocked when Shantae is played on a Game Boy Advanced
System

WayForward Technologies, Inc. (www.wayforward.com) is a designer of high
quality interactive games for multiple platforms. WayForward specializes in
bringing critically acclaimed, commercially successful, and visually
stunning, products to market for its diverse clients.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

 ------------
 ************
Topic 5         Fri May 11, 2001
KGAGNE                       at 10:28 PST
Sub: Tetris

From Russia with love, the packed-in puzzler that made the Gameboy a success.

 13 messages
 ************
 ------------
Category 37,  Topic 5
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 08:57 PDT

I've found handheld versions of Tetris to be more fun than on any other
platform.  The Game Boy Color version alone probably saved my life on my trip
to Australia.  Between some dull after-work moments and the 14-hour flight
home, I made a total of 10,000 lines.

-Ken

 ------------
Category 37,  Topic 5
Message 2          Fri Aug 17, 2001
SYNDICOMM [Sheppy]           at 09:37 PDT

My favorite Tetris was the Apple IIgs version, followed by the Mac version.  I
don't think I ever played real Tetris on a console or handheld.  Did play a
lot of Columns on my Game Gear though.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 5
Message 3          Fri Aug 17, 2001
KGAGNE [Ken]                 at 10:54 PDT

Columns?  Why, there's a Columns game coming for the Game Boy Advance. :)

-Ken

 ------------
Category 37,  Topic 5
Message 4          Fri Aug 17, 2001
A2.DAIN [Dain]               at 21:25 PDT

The original Gameboy version of Tetris, still stands out in my mind as
the best version of Tetris ever.  I have never found a version on a
computer that played even close to as good as it.  Sure they had more
bells and whistles, but the control ALWAYS sucks on those.

I just wish I was better at it.  It's kind of embarrassing when my best
in Game A version  is like 110 lines and your wife is pushing 170 or so.


Dain


 ------------
Category 37,  Topic 5
Message 5          Fri Aug 17, 2001
SYNDICOMM [Sheppy]           at 22:15 PDT

>>>Columns?  Why, there's a Columns game coming for the Game Boy Advance. :)

That's not a good thing.  I don't like it, I just played it a lot because it
came with my Game Gear and it took a while to get around to buying more stuff
to play on it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 5
Message 6          Fri Aug 17, 2001
A2.RYAN                      at 22:45 PDT

I played more Columns on the IIgs than any other system.  I like the IIgs
version.  I also -really- like the IIgs version of DuelTris (haven't seen
it on any other system).

I've thought for awhile after seeing a couple of guys go at it during KFest
on DuelTris we ought to have a DuelTris contest at KFest.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 37,  Topic 5
Message 7          Sat Aug 18, 2001
KGAGNE [Ken]                 at 07:01 PDT

Columns and DuelTris on the GS are both great, especially their soundtracks.
I'm not sure I've played Columns on any other machine before.

Other versions of Tetris tend to foul things up with pieces made of more than
four blocks, or other "extras".  Bleh!

-Ken

 ------------
Category 37,  Topic 5
Message 8          Sat Aug 18, 2001
SYNDICOMM [Sheppy]           at 08:33 PDT

>>>Other versions of Tetris tend to foul things up with pieces made of more
than four blocks, or other "extras".  Bleh!

The IIgs version of Tetris was the original, with no more than four blocks,
etc.  Quite fun.  I used to get into the groove and have a single game last
three or four hours or more. :)

Anyway... I didn't even realize there was a basic Tetris game for the Gameboy.
:)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 5
Message 9          Sat Aug 18, 2001
KGAGNE [Ken]                 at 10:02 PDT

> Anyway... I didn't even realize there was a basic Tetris game for the
> Gameboy.

It came packed with the original Game Boy in 1989 and helped make the system
such a success.

-Ken

 ------------
Category 37,  Topic 5
Message 10         Sat Aug 18, 2001
A2.RYAN                      at 10:59 PDT

Is there DuelTris for other systems?  I've only seen it on the IIgs.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 37,  Topic 5
Message 11         Sat Aug 18, 2001
KGAGNE [Ken]                 at 13:12 PDT

I believe DuelTris was a unique creation of that programming group.  Was it
Kendrick Mock?  I forget.

-Ken

 ------------
Category 37,  Topic 5
Message 12         Sat Aug 18, 2001
A2.RYAN                      at 22:34 PDT

I believe DuelTris is a Dreamworks product.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 37,  Topic 5
Message 13         Sun Aug 19, 2001
KGAGNE [Ken]                 at 07:11 PDT

Ryan,

You're right, Dueltris is by Dreamworks.  I was thinking that, but then
figured that was a Spielberg company and not one that made IIgs software. :)

Kendrick Mock made Columns and VIAD, not Dueltris.

-Ken

 ------------
 ************
Topic 24        Fri Jul 20, 2001
KGAGNE [Ken]                 at 23:04 PST
Sub: Dragon Warrior

Enix's Game Boy Color remixes of the classic Nintendo RPGs, as well as the
Dragon Warrior Monsters games.

 20 messages
 ************
 ------------
Category 37,  Topic 24  [MOVED]
Message 1          Fri Jul 13, 2001
KGAGNE [Ken]                 at 10:22 PDT

Dragon Warrior III comes out on Tuesday!  This completes the "Loto" trilogy, a
story arc that runs through Dragon Warrior I, II, and III (all available for
both 8-bit Nintendo and Game Boy Color).

-Ken

 ------------
Category 37,  Topic 24  [MOVED]
Message 2          Fri Jul 13, 2001
A2.DAIN [Dain]               at 11:35 PDT

Replying to 'Ken' in Category 37 Topic 2:

> Dragon Warrior III comes out on Tuesday!  This completes the "Loto"
> trilogy, a
> story arc that runs through Dragon Warrior I, II, and III (all
> available for
> both 8-bit Nintendo and Game Boy Color).

I believe these were also offered for the 16 bit Nintendo, but I am not
sure if it ever made it across the Pond from the far east.

Dain




 ------------
Category 37,  Topic 24  [MOVED]
Message 3          Fri Jul 13, 2001
KGAGNE [Ken]                 at 20:54 PDT

Dain,

> I believe these were also offered for the 16 bit Nintendo, but I am not sure
> if it ever made it across the Pond from the far east.

Nope.  The 16-bit remixes were for the Super Famicom only.  The Game Boy Color
games are based on these versions, not the 8-bit originals.  That's probably
why we'll never see Dragon Warrior IV for Game Boy Color; of the first four
Dragon Warrior games to originally appear on the NES, it's the only one that
wasn't later updated to 16-bit.

Dragon Warrior V & VI were both Super Famicom only.  No translations, no
updates.

Dragon Warrior VII was released for the Sony PlayStation this year in Japan,
and will hit American shores before Christmas - guaranteed.

-Ken

 ------------
Category 37,  Topic 24  [MOVED]
Message 4          Thu May 17, 2001
KGAGNE                       at 23:49 PDT

Slib says, "Ship Dragon Warrior III."
Enix says, "But we have to make it great. That takes time."
Slib says, "Make it great and ship it. My fans are demanding it."
Enix says, "Well, okay, Slib, you're the boss. How about July 17, 2001?"

Slib The Slime here. Every once in a while I have to put my foot down (which
is interesting since I don't have any feet) and demand that things get done.
Like getting you your games!

I twisted a few arms, called in a few favors and now Dragon Warrior III for
Game Boy Color will be shipping from the Enix warehouse on July 17, 2001. You
might want to start picking up some AA batteries now because you'll need
plenty of them before you finish this humongous game - over 60 hours of
gameplay (pushing 80 hours if you complete all the sidequests and find all the
secrets).

I have the folks at Enix working hard on completing a brand-new web site for
Dragon Warrior III so keep checking back at www.enix.com for it.

Hopefully you've seen the great news that two new Dragon Warrior Monsters
games will be coming this year (Dragon Warrior Monsters 2 - Cobi's Journey and
Dragon Warrior Monsters 2: Tara's Adventure, both for Game Boy Color) as well
as the best-selling Japanese PlayStation game of all time - the mighty Dragon
Warrior VII for the PlayStation game console. If you haven't heard this news,
get yourself to www.enix.com pronto and bookmark the site! Maybe even make it
your homepage!

Your friend,

Slib

P.S.  The fame of Slib is spreading around the world - keep it up! Many thanks
to all of you have written me back! I've received hundreds of responses so
far. I've heard from Airk The Red in Reykjavik, Iceland, The_Scorp in
Australia, Igor in Brazil, H A in Kuwait, Reika in Italy, Christian in
Austria, Miguel in Caracas, Venezuela, Saul from Mexico. I've received email
from Alaska, California, Florida, Georgia, Idaho, Indiana, Michigan, Nebraska,
Nevada, New York, Ohio, Pennsylvania, South Dakota and Vermont. That means
there are still 36 states I still need to hear from. Also still need Alberta,
Canada!

Remember, Let the joyous news surprise, Slib The Slime will now arise!! Keep
the campaign going.

 ------------
Category 37,  Topic 24  [MOVED]
Message 5          Wed Jun 13, 2001
KGAGNE [Ken]                 at 09:46 PDT

Subject:     The countdown to Dragon Warrior III begins at www.enix.com
Received:    6/13/01 12:44 PM
From:        Enix, slib@enix.com

I am Slib.
Shh. You are getting very very sleepy.
Yes, that's it.  Close your eyes.  I am just taking control of your computer.
Now I'm going to just reach out with your mouse and click on this link:
www.enix.com as I want to show you the BRAND NEW DRAGON WARRIOR III WEB SITE at
Enix.com!!

Here we go....

The characters: meet them
The monsters: confront them
Your father: avenge him
The land: save it

When I count to 10, you will awaken and run to your nearest game store on July
17th, 2001 and purchase Dragon Warrior III for your Game Boy Color for the
climactic conclusion of the Legend of Loto Trilogy.  In fact, you might want to
see if you can preorder it now at your favorite store to make sure you get one
as soon as humanly possible.

If you haven't yet played Dragon Warrior I&II, pick that up while you're
waiting for III.  And if you happen to play Dragon Warrior III first, pick up
Dragon Warrior I&II next to see how the series started.  Remember - at the end
comes the beginning.

And don't forget Dragon Warrior Monsters 2 - Cobi's Journey and Dragon Warrior
Monsters 2 - Tara's Adventure are coming this fall for Game Boy Color followed
by the best-selling Japanese PlayStation game of all time - Dragon Warrior
VII.

1.  2.  3.  4.  5.  6.  7.  8.  9.  10.

Your friend,
Slib the Slime

 ------------
Category 37,  Topic 24  [MOVED]
Message 6          Tue Jul 17, 2001
KGAGNE [Ken]                 at 05:29 PDT

And so the cow says, "Whaddya mean it's curdled?"

Bwahahahaha!

What? This thing is on? Where's the blinking light? You need to tell me when
I'm live!

Hey there warrior, Slib the Slime here.

I have an exciting announcement: Dragon Warrior III is shipping out from our
warehouse in Kent, WA today! Yes, as you read this message, trucks are
rolling across the continent carrying the precious Dragon Warrior III cargo
to a store near you. You might see gas prices spike by a couple pennies in
the next week to fuel this fleet but it'll be worth it, believe you me.

Dragon Warrior III has sold nearly 6 million copies in Japan. It could be the
greatest RPG game to ever come out on the Game Boy Color system in North
America (and, of course, it's fully compatible with Game Boy Advance) - at
32Mbit, it's twice as big as Dragon Warrior I&II together!

From creating custom characters (choose from 9 different character classes
and over 2 dozen personalities!) to exploring towers, caves, towns, dungeons
and more, it's the adventure of a lifetime. Plus, we tossed in all new
minigames and a set of collectible monster medals. We even added really cool
battle and spell animations unlike anything you've ever seen on Game Boy!
Heck, just to blow your mind, we crammed in a poster with some Akira Toriyama
art that's never been published in North America...we couldn't stop giving
you the good stuff.

Dragon Warrior III is already shaping up as one of the most critically
acclaimed Game Boy games of all time. Orders are running way ahead of
forecasts so make sure you get to a store quickly to nab a copy...we'll keep
making 'em but supplies could be tight for a while. Tell your friends to
hurry and get their own copy quickly too (with a game this good, it's a sure
bet that you're not going to want them borrowing YOUR copy!)

Keep on watching for more Dragon Warrior this year - we've got Dragon Warrior
Monsters 2: Cobi's Journey, Dragon Warrior Monsters 2: Tara's Adventure and
Dragon Warrior VII (the best-selling PlayStation game ever in Japan) coming.

Visit www.enix.com for all the latest Dragon Warrior news!

Your friend,

Slib the Slime

PS: If you have any good Slime jokes, send them to me at slib@enix.com. Maybe
I'll share some good ones in my next letter!

 ------------
Category 37,  Topic 24
Message 7          Fri Jul 20, 2001
KGAGNE [Ken]                 at 23:08 PDT

Six messages have been moved here and hidden from the following areas:

Category 37: Game Boy

Topic 2: General Software Discussion (msgs 2-4)
Topic 3: News Posts (msgs 1,5,8)

They will be restored in a few days.

-Ken

 ------------
Category 37,  Topic 24
Message 8          Fri Jul 27, 2001
KGAGNE [Ken]                 at 22:53 PDT

Okay, here's one.  My hero has a weapon of attack power 60 which strikes all
enemies in all groups.  There's another weapon available which allows him to
strike only one foe with an attack power of 79.  Against a group of foes, it's
great, and the sum damage is high; but it doesn't strike down any one foe
quickly.

I'm not sure if I should invest in that new, 79-level weapon or not.

-Ken

 ------------
Category 37,  Topic 24
Message 9          Sun Jul 29, 2001
SYNDICOMM [Sheppy]           at 07:55 PDT

>>>I'm not sure if I should invest in that new, 79-level weapon or not.

Those are tough calls to make.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 37,  Topic 24
Message 10         Sun Jul 29, 2001
KGAGNE [Ken]                 at 12:24 PDT

Sheppy,

Fortunately, money's not an issue.  This level of monster is quite generous
with funds, and the Pachisi and Monster Stadium bonus areas make it easy to
earn a surplus.  I think I have 6,000 GP stored in the bank, enough for a few
good weapons.

Dain's been through this part of the game (the Pyramid); what weapons do you
recommend and why, Dain?

-Ken

 ------------
Category 37,  Topic 24
Message 11         Tue Jul 31, 2001
KGAGNE [Ken]                 at 21:24 PDT

Title       : DRAGON WARRIOR III
Platform    : Game Boy Color
Publisher   : Enix
ESRB Rating : Everyone
Game Rating : 9.0
Review by   : Ken Gagne

Mention the name "Dragon Warrior" to any gaming veteran and his eyes will
mist over with memories of exploring Alefgard, living up to the legacy of the
hero Erdrick.

This venerable series holds as much influence over role-playing gamers as
Final Fantasy. The seventh and most recent installment of the Dragon Warrior
games will arrive on the PlayStation this November. By the graces of Enix,
American gamers everywhere can prepare for this new game and relive a classic
with Dragon Warrior III, for the Game Boy Color.

Previously available for the 8-bit Nintendo system, Dragon Warrior III
completes the "Legend of Loto" trilogy on the Game Boy Color. The
predecessors to DWIII, though also excellent games, are slow and simple in
comparison. It's with this game that the series really picks up.

Dragon Warrior III's quest begins with the creation of a custom party.
Players have complete control over the names, sexes, attributes, and classes
of their characters: from a romantic mage to a stubborn fighter, or less
typical examples such as a diligent dealer or silly goof-off. Each town the
party enters holds new weapons and armor to purchase, people to meet, and
secrets to discover. Since time passes during gameplay, a town and its people
can have very different faces from day to night.

It may not sound as story-driven as today's cinematic games, but Dragon
Warrior is a perfect fit on the Game Boy system. As an RPG, Dragon Warrior is
suitable for long gameplay periods, whether you're passing time in the car or
the office. As a less complicated RPG than much of today's fare, it's also
appropriate for quick sessions of monster battles or dungeon exploration. You
needn't return to town to save your game; a special Field Log permits
progress to be temporarily saved absolutely anywhere.

Though a straight port of this quintessential RPG would have been sufficient,
Enix didn't stop there. New weapons, items, and accessories have been added
for players to incorporate into their strategies.

Extra fun is added by side quests and mini games, including a Pachisi board
game and a Monster Stadium in which to wager. Another new pastime is
collecting Monster Medals, earned from defeating each of the hundreds of foes
the hero's party will encounter. These medals are closer to stamps than
Pokemon: collecting them serves no purpose, but is fun, and friends can trade
by linking two Game Boys together. Unfortunately, it is not possible for two
players' parties to duke it out.

The presentation has also been updated slightly. Battles are set against a
blank landscape, but are enhanced by animation in the form of enemy movement,
weapon attacks, and spellcasting - another improvement over the 8-bit
original. The music, though simple, is memorable. Unique sound effects
accompany battle movements, but are minimal elsewhere.

Don't let yourself examine this game too closely, or you might find it
routine: visit a town, buy equipment, clear out a nearby dungeon, repeat. The
locations have unique designs and the weaponry inspires adventurers to
constantly adapt to new threats with new battle tactics.

Dragon Warrior III is a throwback to yesteryear, but it appears on a platform
that makes it work today. There's enough new material here to make the game
appealing to a new audience, and fresh to those familiar with the series. Be
the hero you've always wanted to be: it's never been simpler.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 31-Jul-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 37,  Topic 24
Message 12         Wed Aug 01, 2001
A2.DAIN [Dain]               at 14:41 PDT

Replying to 'Ken' in Category 37 Topic 24:

> Okay, here's one.  My hero has a weapon of attack power 60 which
> strikes all
> enemies in all groups.  There's another weapon available which allows
> him to
> strike only one foe with an attack power of 79.  Against a group of
> foes, it's
> great, and the sum damage is high; but it doesn't strike down any one
> foe
> quickly.
>
> I'm not sure if I should invest in that new, 79-level weapon or not.

Ken,
  An opponent who dies quickly is one who can't strike you and cause
damage..however a live hurt one can. Although if you are fighting larger
groups it might be quite helpful......

I don't have the boomerang:)

Dain

 Dain Neater
 Bulletin Board Manager A2 Community
 Syndicomm


 ------------
Category 37,  Topic 24
Message 13         Wed Aug 01, 2001
A2.DAIN [Dain]               at 14:41 PDT

Replying to 'Ken' in Category 37 Topic 24:

> Dain's been through this part of the game (the Pyramid); what weapons
> do you
> recommend and why, Dain?

Ken,
  For tackling the Pyramid.  I decided to go with the following.  I had
the Iron Axe(it was the most powerful that I found) for my "Hero".  For
my fighter I was using the Iron Claw.  For my Cleric I used the Holy
Sword.  My mage had the "Spiny"  equipped although I did use the Mist
Wand/Staff when needed. Like I said before.  I never had the boomerang
so I never had to make the choice to use it.  Good Luck.

Dain


 ------------
Category 37,  Topic 24
Message 14         Tue Aug 21, 2001
KGAGNE [Ken]                 at 19:51 PDT

Dragon Warrior Monsters 2 comes out soon, in two varieties: Cobi's Journey and
Tara's Adventure.  Anyone planning on getting them?

-Ken

 ------------
Category 37,  Topic 24
Message 15         Fri Sep 07, 2001
KGAGNE [Ken]                 at 05:22 PDT

Monsters, monsters, who wants monsters?
I've got 300+ monsters, who wants 'em?
Special deal on monsters.  Who wants some monsters?

Slib the Slime here in my part-time gig as monster merchant for Enix.  With
the upcoming Dragon Warrior Monsters 2 - Cobi's Journey and Dragon Warrior
Monsters 2 - Tara's Adventure, there are over 300 classic and new Dragon
Warrior monsters for collectin', breedin', tradin', 'n fightin'.

Enix has unleashed a new web site with tons of info on these two separate but
linkable Dragon Warrior Monsters 2 games....from the new Starry Shrine to
details on all the linkability features between Cobi and Tara (and even with
the original Dragon Warrior Monsters!).

Check it out at http://enix.com/dragon-warrior_monsters2/index.html.  There's
even a time-based "Monster of the Moment" that will unveil all of the
monsters (except for a few secret surprises that you'll just have to play the
game to find) between now and the launch of the game on September 25th (when
it ships from our warehouse...it may take a couple of days to reach a store
near you) so keep on coming back to see them all.

Haven't heard any more from Slimon about Dragon Warrior IV (in fact I haven't
heard from Slimon at all since he sent that report so I wonder if they got
him...I'll check and get back to you on that) but Dragon Warrior VII is on
track for an end of October release from the Enix warehouse.  That baby will
rock!

Tell your friends, tell your neighbors - September 25th is only a few short
weeks away!

Your friend,
Slib the Slime

 ------------
Category 37,  Topic 24
Message 16         Tue Sep 25, 2001
KGAGNE [Ken]                 at 12:33 PDT

Dain,

I'm playing Dragon Warrior III on Game Boy Color and have entered somewhere I
don't have a map for. (trying not to leak spoilers here)  Is there somewhere I
cna get one?

-Ken

 ------------
Category 37,  Topic 24
Message 17         Wed Sep 26, 2001
KGAGNE [Ken]                 at 06:50 PDT

This, gasp, is Slib.

I've, wheeze, just finished, pant, loading Dragon Warrior Monsters 2, huff,
boxes onto trucks. The trucks, puff, are rolling away, phew, into the rainy
evening (what do you expect here in Seattle?) and on their way to a store
near you!

Okay, I've had a drink and eaten some gold pieces for energy and am getting
back to normal now. I am not made for manual labor.

Anyhoo, about Dragon Warrior Monsters 2 - Cobi's Journey and Dragon Warrior
Monsters 2 - Tara's Adventure:

If you liked the original Dragon Warrior Monsters, you'll love these
games--each is twice as big as the first DWM...32 megabits of gaming goodness
in each. That means more monsters, more skills, more quests, more story, more
monster breeding, more medals, more bonuses, more linking, more of
everything! If you didn't play the original DWM (shame on you!) just imagine
a monster collecting/breeding RPG set in the Dragon Warrior world. Then take
whatever you're imagining and take it to the next level (we're Enix after
all). Then double it (there are two separate but linkable games). Now you'll
have an inkling of the joys that await you. I can't wait to get my mitts on a
copy and I just spent all day loading trucks with 'em (I guess I should have
had a copy 'fall into my pocket' but I'm too just too honest).

For more information about DWM2 - Cobi and DWM2 - Tara, check out
www.enix.com for the full rundown. And don't worry about not being able to
understand all the intricacies of monster breeding (it's not that hard) or
capturing all the monsters - Prima Games has published the official strategy
guide which covers everything you'll need to know about becoming the greatest
monster master.

Remember, the games are made to link together - you'll be able to uncover
secrets that you wouldn't be able to find otherwise so get a copy of each!!
Or at least make sure your friend gets Tara if you get Cobi (or gets Cobi if
you get Tara). You might even try linking to the original Dragon Warrior
Monsters if you feel adventurous....

Your friend,
Slib the Slime

ps: only forty-something days until Dragon Warrior VII....remember to
preorder to make sure you get a copy as soon as its available.

 ------------
Category 37,  Topic 24
Message 18         Wed Sep 26, 2001
A2.DAIN [Dain]               at 21:02 PDT

Ken wrote.....
I'm playing Dragon Warrior III on Game Boy Color and have entered somewhere I
don't have a map for. (trying not to leak spoilers here)  Is there somewhere I
cna get one?


Dain reponds....
I am not entirely sure, but Gamefaqs.com has walkthroughs and in some cases
Maps of various games.   You could try there.  I am not sure exactly where you
are at so I can't really give you much advice.

Dain

 ------------
Category 37,  Topic 24
Message 19         Sun Sep 30, 2001
KGAGNE [Ken]                 at 16:40 PDT

Dain,

The Pixy Map proved to be the item I needed, which I just found.  I think I am
ready to storm the final castle.  What level were you when you finished the
game?  Also, had you made any class changes?

My characters were all Level 28 when I switched my fighter to a sage.  He lost
a lot of attack power and was reset to L1, but started learning spells to
complement the physical strength he had previously acquired.  All my
characters are now L40, except for the sage, who is L34.

-Ken

 ------------
Category 37,  Topic 24
Message 20         Wed Oct 03, 2001
A2.DAIN [Dain]               at 16:33 PDT


Ken wrote something like this.....
The Pixy Map proved to be the item I needed, which I just found.  I think I am
ready to storm the final castle.  What level were you when you finished the
game?  Also, had you made any class changes?

My characters were all Level 28 when I switched my fighter to a sage.  He lost
a lot of attack power and was reset to L1, but started learning spells to
Scroll
complement the physical strength he had previously acquired.  All my
characters are now L40, except for the sage, who is L34.

Dain responds.....
If I recall correctly.  I changed my Mage to a Sage and my Cleric to a
fighter.  The Cleric soon started gaining so many hit points and still had
about 70 or so Magic points.
Hero
H 343
m 131
Lv: 43
Fighter
H 313
M 0
Lv: 41
Cleric now Warrior
H 506
M 68
LV: 40
Sage was Mage
H 209
M 275
Lv: 39.

Dain


 ------------
Category 38 Game Boy Advance
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:10 PST
Sub: General Hardware Discussion

General discussion of the Game Boy Advance hardware.

 59 messages
 ************
 ------------
Category 38,  Topic 1
Message 1          Tue May 29, 2001
A2.DAIN [Dain]               at 22:53 PDT

Other interesting Gameboy Advance news.  In development is a Gameboy
Advance camera.  No specs that I can find, other than it could be used
as a webcam, and a still cam.  I doubt there will be any high end specs,
but you would most likely see something similar to the Palm camera
devices.

I actually saw an innovative use for the original Gameboy Camera.  One
development house, had it set up so that you could take a picture of
yourself upload the picture to the N64 and it would put your face on the
Main Characters body. Nothing groundbreaking, but interesting.


 Dain Neater


 I never met a chocolate I didn't like.


 ------------
Category 38,  Topic 1
Message 2          Thu Jun 07, 2001
KGAGNE [Ken]                 at 11:32 PDT

> I actually saw an innovative use for the original Gameboy Camera. One
> development house, had it set up so that you could take a picture of yourself
> upload the picture to the N64 and it would put your face on the Main
> Characters body.

This feature was originally to be incorporated into the Nintendo 64 shooter,
Perfect Dark, but can you imagine the uproar parents and teachers would make?
Kids taking pictures of their friends/enemies and putting them on the faces of
the bad guys, which they then attack with assault rifles and rocket launchers.
Nintendo scrapped it.

Of course, the faces of various Nintendo programmers are still in Perfect
Dark. :)

-Ken

 ------------
Category 38,  Topic 1
Message 3          Sun Jun 10, 2001
A2.DAIN [Dain]               at 22:25 PDT

Just a note to people.  The Sunday Ads are out and apparantly the
Gameboy Advance is showing up as $89.99 at Circut City, Best Buy and a
few other places.  Toys R' Us lists it for 99.99 still.  One note is
that the official release date is June 11, but that all these ads list
that Wednesday, June 13 being the date.  One other note is that I have
been to several stores this weekend that already have games on the
shelves for sale.  Not sure how they can be selling many when the
hardware isn't on sale yet:)



Dain Neater


 ------------
Category 38,  Topic 1
Message 4          Mon Jun 11, 2001
KGAGNE [Ken]                 at 09:24 PDT

Software being available before the hardware is not an unusual tactic; it
happened with the Dreamcast, and probably the PlayStation 2, too.  It allows
people to beat the rush to get the software they want to go with their
hardware.  if you're going to be getting it anyway, why not get it ASAP? :-)

-Ken

 ------------
Category 38,  Topic 1
Message 5          Wed Jun 13, 2001
KGAGNE [Ken]                 at 20:13 PDT

Here are QuickTime movies of Nintendo's three Game Boy Advance ads.

http://pocketmedia.ign.com/media/news/video/commercials/sundaymorning.mov
http://pocketmedia.ign.com/media/news/video/commercials/waitingroom.mov
http://pocketmedia.ign.com/media/news/video/commercials/supermario.mov

-Ken

 ------------
Category 38,  Topic 1
Message 6          Fri Jul 27, 2001
KGAGNE [Ken]                 at 22:33 PDT

Dain and I tried connecting two Game Boy Advances tonight with a
Nintendo-brand link cable.  We couldn't play Dragon Warrior III (a Game Boy
Color game) or a one-cart game of F-Zero Maximum Velocity.  I think I may need
a different link cable for different kinds of games on this machine.

More as it develops.

-Ken

 ------------
Category 38,  Topic 1
Message 7          Sun Jul 29, 2001
KGAGNE [Ken]                 at 15:52 PDT

Dain and I got the game of F-Zero working by plugging the purple end of the
link cable into the Game Boy Advance running the game.

As for linking two GBC games on GBA hardware, a cable separate from what was
used above is needed. :\

-Ken

 ------------
Category 38,  Topic 1
Message 8          Thu Aug 02, 2001
A2.RYAN                      at 16:28 PDT

> As for linking two GBC games on GBA hardware, a cable separate from what was
> used above is needed. :\

Hmmmmm.  Sounds like profit making to me. . .
-
Ryan

 ------------
Category 38,  Topic 1
Message 9          Thu Aug 02, 2001
KGAGNE [Ken]                 at 20:05 PDT

The Nintendo link cable costs $12.  I bought an Interact link cable for $8
which includes a switch for both GBC and GBA games.

-Ken

 ------------
Category 38,  Topic 1
Message 10         Fri Aug 03, 2001
A2.DAIN [Dain]               at 16:04 PDT

Replying to 'Ken' in Category 38 Topic 1:

> The Nintendo link cable costs $12.  I bought an Interact link cable
> for $8
> which includes a switch for both GBC and GBA games.

Ken,
  Make sure you bring the Link CAble to K.C. next year;)


Dain


 ------------
Category 38,  Topic 1
Message 11         Fri Aug 03, 2001
KGAGNE [Ken]                 at 16:35 PDT

Dain,

We should have a few more Dragon Warrior medals to exchange by then. :)

-Ken

 ------------
Category 38,  Topic 1
Message 12         Wed Sep 19, 2001
SYNDICOMM [Sheppy]           at 07:07 PDT

I had a strange dream last night in which I owned a GBA and was playing a
Mario Bros game on it when something really bad happened and I woke up
screaming.  I have no idea what that means. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 13         Wed Sep 19, 2001
A2.RYAN                      at 08:34 PDT

> I had a strange dream last night in which I owned a GBA and was playing a
> Mario Bros game on it when something really bad happened and I woke up
> screaming.  I have no idea what that means. :)

You ate one of the mushrooms? :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 38,  Topic 1
Message 14         Wed Sep 19, 2001
SYNDICOMM [Sheppy]           at 11:22 PDT

>>>You ate one of the mushrooms? :)

LOL :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 15         Wed Sep 19, 2001
KGAGNE [Ken]                 at 19:49 PDT

It just means you're an impassioned gamer at heart, Sheppy.  Whenever
something goes wrong during my gaming sessions, I usually scream, too. :)

Of course, by now when something that bad happens, I also usually wake up. <g>

-Ken

 ------------
Category 38,  Topic 1
Message 16         Wed Sep 19, 2001
A2.DAIN [Dain]               at 20:46 PDT

Replying to 'Sheppy' in Category 38 Topic 1:

> I had a strange dream last night in which I owned a GBA and was
> playing a
> Mario Bros game on it when something really bad happened and I woke up
>
> screaming.  I have no idea what that means. :)

I have absolutely no comment about this...
Maybe you need to call that Cleo lady on TV.

Dain


 ------------
Category 38,  Topic 1
Message 17         Thu Sep 20, 2001
SYNDICOMM [Sheppy]           at 15:33 PDT

>>>I have absolutely no comment about this...

Well, you need to keep in mind the ultimate horror for me, in Marioland -- I
spent six months porting "Mario Teaches Typing 2.0" to the Macintosh. :)

I hear that music in my nightmares...

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 18         Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 06:53 PDT

I hadn't realized the GBA was transluscent until I saw one relatively up close
waiting in line at the Apple Store in Palo Alto the other day.

The GBA is also smaller than I expected.  The configuration (buttons on the
sides, screen in between) is so reminiscent of the Sega Game Gear that I
expected it to be roughly that size.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 19         Tue Oct 09, 2001
KGAGNE [Ken]                 at 07:44 PDT

Sheppy,

There are different colors of GBA: Arctic, Pink, Indigo, and the transluscent
one you saw.

Are you disappointed that it's not shaped similarly to a Game Gear? (I never
had a GG myself)

Now I just need to know if the person waiting in line at the Apple Store was
using his GBA to play Snood. :)

-Ken

 ------------
Category 38,  Topic 1
Message 20         Tue Oct 09, 2001
A2.RYAN                      at 09:35 PDT

I think my brother in law has an Arctic GBA.

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 38,  Topic 1
Message 21         Tue Oct 09, 2001
KGAGNE [Ken]                 at 12:54 PDT

> I think my brother in law has an Arctic GBA.

I gave an Arctic (solid white) GBA as a wedding gift this summer.  Seemed an
appropriate color. :)

-Ken

 ------------
Category 38,  Topic 1
Message 22         Tue Oct 09, 2001
SYNDICOMM [Sheppy]           at 16:05 PDT

>>>Are you disappointed that it's not shaped similarly to a Game Gear? (I
never had a GG myself)

Well... the nice thing about the Game Gear was that as a large-handed person,
the larger device was easier to play.  OTOH, large means harder to take places
with you, so it's kind of a toss-up.

>>>Now I just need to know if the person waiting in line at the Apple Store
was using his GBA to play Snood. :)

I didn't get a good look.  A $99 device doesn't have much of a viewing angle
on the screen. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 23         Wed Oct 10, 2001
KGAGNE [Ken]                 at 10:50 PDT

See Cat 14, Top 1, Msg 43 for news about how Sega's Sonic games for GameCube
and GameBoy Advance will be linkable.

 ------------
Category 38,  Topic 1
Message 24         Fri Nov 09, 2001
KGAGNE [Ken]                 at 13:02 PDT

I saw a GBA accessory today that allows the handheld to tune into FM radio
stations while games are being played.  Only $9.99.

I wouldn't find it very useful, but it's an incredibly cool idea. :)

-Ken

 ------------
Category 38,  Topic 1
Message 25         Fri Nov 09, 2001
SYNDICOMM [Sheppy]           at 18:00 PDT

That's pretty neat.  I'd want one just for the sake of having it. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 26         Mon Nov 12, 2001
A2.DAIN [Dain]               at 20:38 PDT

They had one of those for the Gameboy a few years ago.  I have also heard a
rumor of sometype of attachment with memory to hold Mp3s for the GBA.

Gadgets are good:)


Dain

 ------------
Category 38,  Topic 1
Message 27         Sat Jan 05, 2002
KGAGNE [Ken]                 at 12:34 PDT

Seems the GBA hardware has dropped in price from $100 to $90 at most stores.

 ------------
Category 38,  Topic 1
Message 28         Mon Jan 28, 2002
A2.DAIN [Dain]               at 14:51 PDT

Interesting Gameboy Advance News.  Nintendo has announced a world wide drop in
MSRP of the Nintendo Gameboy Advance from $99.95 (most places were selling it
for $89.95) to $79.95.

Good for gamers...except for me..I already bought mine;)

Dain
 ------------
Category 38,  Topic 1
Message 29         Mon Jan 28, 2002
KGAGNE [Ken]                 at 15:45 PDT

That's great news, Dain!  Thanks for the update.  There are some great games
coming out next month, so this is a good time to buy a hardware unit.

-Ken

 ------------
Category 38,  Topic 1
Message 30         Tue Jan 29, 2002
SYNDICOMM [Sheppy]           at 00:00 PDT

>>>Interesting Gameboy Advance News.  Nintendo has announced a world wide drop
in MSRP of the Nintendo Gameboy Advance from $99.95 (most places were selling
it for $89.95) to $79.95.

Hey, moving in on that $49.95 price point at which I might get one. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 31         Tue Jan 29, 2002
KGAGNE [Ken]                 at 08:31 PDT

Sheppy,

Can't you compromise?  $75 is halfway between your target price and the
original MSRP. :)

-Ken

 ------------
Category 38,  Topic 1
Message 32         Tue Jan 29, 2002
SYNDICOMM [Sheppy]           at 10:20 PDT

Compromise is for the weak. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 1
Message 33         Sun Feb 03, 2002
KGAGNE [Ken]                 at 08:17 PDT

Just as many stores sold the $100 GBA for $90, it seems the new price of $80
has prompted a number of stores to sell the handheld for $70.

-Ken

 ------------
Category 38,  Topic 1
Message 34         Sat Feb 16, 2002
A2.DAIN [Dain]               at 21:30 PDT


The Gameboy Advance is a nice game platform with one major flaw.  It uses a
reflective TFT LCD screen.  While this means that you can still play in
sunlight, it also means that you need an exterior light source when lighting is
bad.

According to this site..http://www.portablemonopoly.com, you can (with some
soldering skills) and some money to them for parts of course, add an interal
light for the screen with acceptable battery life loss.  Meaning you get
10hours from a set of rechargable batteries instead of 15hours.

Judging from the pictures...this "hack" looks quite promising.

Dain.
 ------------
Category 38,  Topic 1
Message 35         Wed Mar 06, 2002
KGAGNE [Ken]                 at 22:38 PDT

Dain,

I verified the GBA link cable I now have works.  The Nintendo-brand cable I
brought to KFest 2001 was made to link to GBA hardware units and play GBA
software only; that's why we couldn't get it to work with the Dragon Warrior
III game, which is GBC software.

This Interact-brand cable again connects only GBA hardware, but has a switch
on the hub for selecting what software is in play.  I haven't tried it with
GBC software, but I was able to successfully play Mario Kart Super Circuit and
Advance Wars, both in single-cart mode, similarly to how you and I played
F-Zero Maximum Velocity.

I'm looking forward to playing multi-cart sessions of the above games, as well
as trading some Dragon Warrior III medals.  Maybe by then I'll have finished
this RPG. :)

-Ken

 ------------
Category 38,  Topic 1
Message 36         Sun Mar 10, 2002
KGAGNE [Ken]                 at 07:41 PDT

There now exists a hardware cable to connect a Game Boy Advance to a
television using an SVHS cable.  I haven't been able to determine ordering
info, but there are some details at this URL:

http://64scener.parodius.com/gbatvadv.htm

The vendor's web site appears to be http://www.gamesark.co.jp/ but is in
Japanese.

-Ken

 ------------
Category 38,  Topic 1
Message 37         Sun Mar 10, 2002
A2.DAIN [Dain]               at 18:06 PDT

I have heard of some of these...they require soldering skills and seem to cost
more than the Gameboy advance units cost.  If that portable Monopoly site
delivers a high quality product that just be the answer to anyone's lighting
needs.  I think that there will be a Nintendo Manufactured GBA with a decent
light.

Dain
 ------------
Category 38,  Topic 1
Message 38         Mon Mar 11, 2002
KGAGNE [Ken]                 at 06:53 PDT

Dain,

According to what I've read of the TV de Advance, there is no soldering
involved - just connecting a cable to the GBA's motherboard (which still voids
the warranty).

-Ken

 ------------
Category 38,  Topic 1
Message 39         Thu May 30, 2002
KGAGNE [Ken]                 at 08:48 PDT

A limited-edition Platinum GBA comes out next week.

 ------------
Category 38,  Topic 1  [MOVED]
Message 40         Tue Nov 19, 2002
A2.DAIN [Dain]               at 18:59 PDT


It looks like there will be at least one Mario Kart playable on the Nintendo
Gamecube.  Nintendo of Japan announced an attachment that connects to the
bottom of the Gamecube that allows you to plug in any Gameboy or Gameboy color,
or Gameboy Advance game and play them on the big screen.

Always nice to have options....
Dain
 ------------
Category 38,  Topic 1
Message 41         Wed Nov 20, 2002
KGAGNE [Ken]                 at 11:05 PDT

Dain,

I copied your last message here, just to be thorough.

Is that adaptor the Game Boy Player, which Penny Arcade lampoons in today's
strip?

http://www.penny-arcade.com/view.php3?date=2002-11-20

I agree with PA; the GBA is more another console for me than it is a
handheld.  It'll be nice to play the games on the big screen, without those
unwieldy and expensive kits that are available now.

There were third-party devices that played NES games on the SNES, and
Nintendo made the Super Game Boy which played B&W Game Boy games on the SNES
as well.  I remember reading about a tool to play GB games on the PlayStation
as well, though I've never seen it or known someone who had tried it.

-Ken

 ------------
Category 38,  Topic 1
Message 42         Thu Nov 21, 2002
A2.DAIN [Dain]               at 20:35 PDT


Yeah.
A picture is here....
http://www.planetgamecube.com/news.cfm?action=item&id=3703

I think it lets you use either a Gamecube controller or a linked GBA as the
controller.  With the light on the GBA, it isn't so much of a problem, but I
could see where it would be really nice to have these on the big screen.  Let's
hope they don't look like crap.:)

Just an addendum, the Super Gameboy device you referred to earlier allowed you
to play (and add color to) the old gameboy games, and it also played a few that
were specially designed to take advantage of the Super Gameboy's color ability.
 One such title.  Donkey Kong 95'. Not sure if that was the official name, but
it was how it was referred to in magazines and such.

Dain.
 ------------
Category 38,  Topic 1
Message 45         Mon Apr 07, 2003
KGAGNE [Ken]                 at 07:24 PDT

The GBA SP is on the annual "Hot Dozen" list of most-wanted/recommended toys:

http://money.cnn.com/2003/04/07/news/toys_hotdozen.reut/index.htm

 ------------
Category 38,  Topic 1
Message 46         Sun Apr 13, 2003
A2.DAIN [Dain]               at 21:42 PDT


Ken,
  Have you actually tried a Gameboy SP yet?  I've seen them in pictures, but I
have yet to actually try one out.

Dain
 ------------
Category 38,  Topic 1
Message 47         Mon Apr 14, 2003
KGAGNE [Ken]                 at 05:42 PDT

Dain,

I tried the model that's on display in GameStop, but that's all.  I'm unsure I
like the smaller shoulder buttons, but in a setting with good lighting, the
difference between a GBA and a GBA SP is not incredibly significant, IMHO.

-Ken

 ------------
Category 38,  Topic 1
Message 48         Thu Aug 21, 2003
KGAGNE [Ken]                 at 10:42 PDT

On Oct 13th, the older Indigo and Glacier models of Game Boy Advance handhelds
will come bundled with an e-Reader (normally a $39.99 value) and two packs of
e-cards.

Such a deal!

-Ken

 ------------
Category 38,  Topic 1
Message 49         Sat Aug 23, 2003
A2.DAIN [Dain]               at 14:27 PDT

Replying to 'Ken' in Category 38 Topic 1:

> On Oct 13th, the older Indigo and Glacier models of Game Boy Advance
> handhelds will come bundled with an e-Reader (normally a $39.99 value)
> and two packs of e-cards.

I think I'd rather have a Gameboy Advance SP or a Gameboy Player.

Dain


 ------------
Category 38,  Topic 1
Message 50         Mon Sep 15, 2003
KGAGNE [Ken]                 at 07:23 PDT

CNN.com reports on the Campho Advance, a Japanese device that turns a Game Boy
Advance into a videophone:

http://www.cnn.com/2003/TECH/fun.games/09/14/japan.gameboy.ap/index.html

 ------------
Category 38,  Topic 1
Message 52         Sun Jan 25, 2004
LUMITECH [Jeff]              at 17:02 PDT

Marker post.
 ------------
Category 38,  Topic 1
Message 53         Thu May 27, 2004
KGAGNE [Ken]                 at 19:36 PDT

On June 8th, a special edition GBA SP will be released.  It is designed to
look similar to the original NES controller.

 ------------
Category 38,  Topic 1
Message 54         Sun May 30, 2004
A2.DAIN [Dain]               at 20:00 PDT


>>On June 8th, a special edition GBA SP will be released.  It is designed to
look similar to the original NES controller.

I've seen pictures of this.  I am not sure if I like the design or not.  It is
definitely retro.  I've heard in Japan they have a Orange and Red Metroid GBA
SP as well.

Dain
 ------------
Category 38,  Topic 1
Message 55         Sat Jun 26, 2004
KGAGNE [Ken]                 at 06:58 PDT

CNN looks at the NES-style GBA SP and the retro games released for it:

http://www.cnn.com/2004/TECH/fun.games/06/25/review.nintendo/index.html

I'm rather irritated at how mainstream media often reports on these events
many weeks after they're news. :\

-Ken

 ------------
Category 38,  Topic 1
Message 56         Tue May 17, 2005
KGAGNE [Ken]                 at 18:21 PDT

Look for the Game Boy Micro - another redesign of the Game Boy Advance - later
this year:

http://money.cnn.com/2005/05/17/technology/personaltech/e3_newgba/index.htm

 ------------
Category 38,  Topic 1
Message 57         Wed Aug 17, 2005
KGAGNE [Ken]                 at 06:39 PDT

Look for the Game Boy Micro in stores on September 19th:

http://money.cnn.com/2005/08/16/technology/personaltech/nintendo/index.htm

 ------------
Category 38,  Topic 1
Message 59         Tue Sep 13, 2005
KGAGNE [Ken]                 at 14:38 PDT

The Game Boy Micro launched today:

http://www.cnn.com/2005/TECH/fun.games/09/13/tech.japan.nintendo.reut/index.htm
l

"It weighs just 80 grams (2.822 ounces), although it is heavier than Apple
Computer Inc.'s new iPod Nano digital music player, which weighs 1.5 ounces."

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:11 PST
Sub: General Software Discussion

General discussion of Game Boy Advance games.

 85 messages
 ************
 ------------
Category 38,  Topic 2
Message 1          Wed Jun 06, 2001
KGAGNE [Ken]                 at 21:41 PDT

This system is released on Monday, June 11th.  What games are you picking up
with your Game Boy Advance?

I'll be picking up Castlevania and F-Zero with mine, though I realize I'm one
of the few not also getting Super Mario Advance.

-Ken

 ------------
Category 38,  Topic 2
Message 2          Thu Jun 07, 2001
SYNDICOMM                    at 10:52 PDT

I wouldn't mind seeing a GBA.  Doubt I'll buy one though; I just don't play
games enough to need a handheld game unit.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 3          Thu Jun 07, 2001
KGAGNE [Ken]                 at 11:35 PDT

Remember, Sheppy, the GBA costs only $99. :)

-Ken

 ------------
Category 38,  Topic 2
Message 4          Thu Jun 07, 2001
SYNDICOMM                    at 15:45 PDT

Your foolish logic doesn't affect me, human. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 5          Thu Jun 07, 2001
A2.DAIN [Dain]               at 16:17 PDT

Replying to 'Ken' in Category 38 Topic 2:

> This system is released on Monday, June 11th.  What games are you
> picking up
> with your Game Boy Advance?

As someone who already has too many games to play right now, I might be
passing on any gameboy games for the time being.  I still have to finish

The Legend of Zelda: The oracle of Seasons...and a few games that I will
be trying to get a review done on.  After finally finishing Enix's
Dragon Warrior 1&2.

I have to agree with your choices Ken.  F-Zero: Maximum Velocity and
Castlevania : Circle of the Moon are supposed to be great.  There is
also another racing game, GT Advance that THQ is publishing that is
supposed to be a lot of fun.  I also thought it would be fun to have the
Namco Museum cart.  Ms. PacMan and Galaga are just the kind of games
that make Handheld gaming.  Like Tetris on the original gameboy, you can
just pick them up and start playing away.  As far as Super Mario Advance
goes...I played Super Mario 2: Mario Madness a ton back on the NES.  I
may pick it up at a later date who knows.  I do like the original Mario
Bros that is included though.


 Dain Neater




 ------------
Category 38,  Topic 2
Message 6          Thu Jun 07, 2001
KGAGNE [Ken]                 at 18:35 PDT

Dain,

> As far as Super Mario Advance goes...I played Super Mario 2: Mario Madness a
> ton back on the NES. I may pick it up at a later date who knows.

Why do you call it Mario Madness?  I've never heard that name before.

-Ken

 ------------
Category 38,  Topic 2
Message 7          Fri Jun 08, 2001
A2.DAIN [Dain]               at 00:19 PDT

Replying to 'Ken' in Category 38 Topic 2:

> Why do you call it Mario Madness?  I've never heard that name before.

Well, it was on the box of the game I bought.  I just always assumed it
was a subtitle...maybe not:)


Dain Neater


 ------------
Category 38,  Topic 2
Message 8          Tue Jun 12, 2001
KGAGNE [Ken]                 at 20:25 PDT

Game Boy Advance came out yesterday.  I picked up mine today (it's clear
purple) along with Castlevania and Mario (the latter being for a friend).
They were sold out of F-Zero. :(

I didn't realize Super Dodge Ball was a launch title.  I loved the NES game!
I bet the GBA version is a great multiplayer title, but I don't have anyone to
play with just yet, so I'll stick to my one game for now.

Anyone else get one?  What games did you choose?

-Ken

 ------------
Category 38,  Topic 2
Message 9          Tue Jun 12, 2001
SYNDICOMM [Sheppy]           at 22:58 PDT

My $99 rule doesn't apply to handhelds.  Those have to be $49 before I'll buy
them.

I like to live in the past. ;)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 10         Tue Jun 12, 2001
A2.DAIN [Dain]               at 23:26 PDT

Replying to 'Ken' in Category 38 Topic 2:

> Game Boy Advance came out yesterday.  I picked up mine today (it's
> clear
> purple) along with Castlevania and Mario (the latter being for a
> friend).
> They were sold out of F-Zero. :(

Ken,
Take my advice go to Kmart.  Not the first place people go for video
games, but I did see both F-Zero and Mario Advance there for $24.99
today.  That being said...I lost the battle of temptation and picked up
an indigo colored unit and a copy of F-Zero.  I must say if you loved
the SNES version of F-Zero than you are going to really enjoy this
title.  It's visually similar, but better graphically than the original.
I know there were some gripes about the control scheme on some reviews,
but I think it controls like a dream.  The control scheme changed a bit
though as I find myself pounding the A button around tight turns.

One nice thing is that you can see marginally further in the distance
than the original, so you can take turns a bit better.  I wanted
Castlevania, but the price of F-Zero made the decision for me.  I will
most likely get it, sometime.

Ken did you pick up a light source for the unit?  I have been playing
under good lighting conditions, so I haven't had a problem, but I
definitely see where there will be one with out an external light
source.

One things for sure..going by what F-Zero has to offer Mario Kart should
rock on this:)


Dain


 ------------
Category 38,  Topic 2
Message 11         Tue Jun 12, 2001
A2.DAIN [Dain]               at 23:26 PDT

Replying to 'Sheppy' in Category 38 Topic 2:

> My $99 rule doesn't apply to handhelds.  Those have to be $49 before
> I'll buy
> them.

Heh....Like I told you before.  You can always pick up a game gear at
Toys R' US for $29.99. They also have a few games too.

Dain


 ------------
Category 38,  Topic 2
Message 12         Wed Jun 13, 2001
KGAGNE [Ken]                 at 08:22 PDT

> My $99 rule doesn't apply to handhelds. Those have to be $49 before I'll buy
> them.

Wherever did you find a $49 Palm Pilot, Sheppy? :)

-Ken

 ------------
Category 38,  Topic 2
Message 13         Wed Jun 13, 2001
KGAGNE [Ken]                 at 08:25 PDT

Dain,

Wow, $25 for F-Zero at K-Mart?  That beats my employee discount at Software
Etc.  I'll have to see about stopping by there... Thanks for the tip!

I did not pick up a lighting source.  Neither did the folk at Penny Arcade,
apparently:

http://www.penny-arcade.com/view.php3?date=2001-06-13

> going by what F-Zero has to offer Mario Kart should rock on this:)

It was pretty fun at E3 - more like the SNES Mario Kart than the N64 version.
I didn't get to try the battle mode (my favorite feature), though.

-Ken

 ------------
Category 38,  Topic 2
Message 17         Wed Jun 13, 2001
KGAGNE [Ken]                 at 11:23 PDT

>> Wherever did you find a $49 Palm Pilot, Sheppy?
>
> Well, I meant handheld game machines. :)

Ah.  And of course you don't use the Palm for games... <coughtaipancough>

-Ken :)

 ------------
Category 38,  Topic 2
Message 18         Wed Jun 13, 2001
SYNDICOMM [Sheppy]           at 13:48 PDT

>>>Ah.  And of course you don't use the Palm for games... <coughtaipancough>

Hmph.  Only occasionally.  I musely use it for my to-do list. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 24         Mon Jun 25, 2001
A2.DAIN [Dain]               at 21:21 PDT

There are two new first party titles for the Gameboy Advance.

Mario Kart: Super Circut August 27th and
This is Mario Kart enough said....
Advance Wars September 10th.
This game looks kind of interesting.  It looks to be along the lines of
the PC Engine, Turbo Graffix 16/PCE game Military Madness.


Dain Neater....dang I want Mario Kart:)


 ------------
Category 38,  Topic 2
Message 25         Tue Jun 26, 2001
SYNDICOMM [Sheppy]           at 06:56 PDT

>>>dang I want Mario Kart:)

Mario Kart remains the only reason I'd be interested in a GBA right now. :)

It looks like a spiffy unit.  But I'm sort of stuck in "I bought an N64 and
they never made any games that didn't suck for it" kind of mood.  Of course,
there were a handful of good games for it (and you have to realize I like a
pretty limited class of games), but the N64 tends to have mostly cartoonish
battle or RPG type games, and I prefer a more realistic look and feel.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 26         Tue Jun 26, 2001
KGAGNE [Ken]                 at 07:18 PDT

Sheppy,

> But I'm sort of stuck in "I bought an N64 and they never made any games that
> didn't suck for it" kind of mood.

You'd never feel that way about a Game Boy.  If people shared the same opinion
of the N64 and Nintendo's handheld, there's no way the latter could have kept
them afloat these past five years. :)

> the N64 tends to have mostly cartoonish battle or RPG type games

The N64 had a total of three RPGs, two of which came out this year. :(

-Ken

 ------------
Category 38,  Topic 2
Message 27         Tue Jun 26, 2001
SYNDICOMM [Sheppy]           at 13:48 PDT

Well... my definition of RPG is a little broader than some people's. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 39         Wed Jul 11, 2001
KGAGNE [Ken]                 at 19:17 PDT

Pac Man Collection came out for the Game Boy Advance today.  It includes
several classic and modern Pac-Man games, including the original.  Retails for
about $35.

Sounds like a great game to have when travelling. :)

-Ken

 ------------
Category 38,  Topic 2
Message 40         Sat Aug 04, 2001
KGAGNE [Ken]                 at 19:29 PDT

November 21st marks the Game Boy Advance release of Planet of the Apes. :)

-Ken

 ------------
Category 38,  Topic 2
Message 41         Sun Aug 05, 2001
SYNDICOMM [Sheppy]           at 18:52 PDT

Aaarrrrghhh, no..... no.....!!!!

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 42         Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:20 PDT

Title       : F-ZERO MAXIMUM VELOCITY
Platform    : Game Boy Advance
Publisher   : Nintendo
ESRB Rating : Everyone
Game Rating : 9.1
Review by   : Dain Neater

The original F-Zero hit the streets in 1991, and quickly became one of the
best console racers ever, featuring incredible speed coupled with great game
play. Now, almost ten years later, Nintendo has unleashed a new version,
subtitled Maximum Velocity, for their new 32-bit Game Boy Advance.

In the original F-Zero, Captain Falcon battled for racing supremacy. It is
now 25 years later; the racing greats of the past have long since retired,
and it is now up to a new crop of F-Zero pilots to create their own legends.

At first glance, Maximum Velocity looks to be nearly a carbon copy of the
original SNES title. But if you look more closely, you will notice that
F-Zero has been tweaked and improved in almost every way. It isn't a
revolutionary upgrade, but it has evolved to become an even better gaming
experience.

The gameplay element received the most changes. Now, not only are you
responsible for keeping your thumb on the gas, but you need to make use of
the blast turn technique. This cornering method consists of tapping the gas
button repeatedly while moving into and coming out of turns. Your F-Zero
racer will gain traction, although you will lose some speed in the process.
The only complaint that can be laid on the control scheme is the default
button setup, as using it for a prolonged periods of time is tough on the
hands and makes it difficult to use the shoulder buttons, which are used in
turning. Fortunately, this setup can be easily reconfigured to a more
comfortable setting.

Besides great game play, every great racer also needs challenging set of well
laid-out courses to race. F-Zero more than hits this mark. It has several
race classes - Pawn, Knight and Bishop - available at the start of the game,
with more to unlock after you have proved your worth. Each class consists of
five courses that are filled with unique obstacles, including dash and jump
plates, exploding mines that leave a mess of hot liquid metal on the course,
magnetic fields that wreak havoc with your vehicle, and spin holes that send
your F-Zero racer into a 180 degree turn. In other words, this game isn't a
walk in the park.

The graphics have been improved upon from the SNES title, though at first
they seem almost identical. The scaling modes used in the Game Boy Advance
hardware are smoother and clearer than we saw in the Super Nintendo, and
F-Zero looks better because of it. The vehicles have been replaced with
rendered models that smoothly animate in and out of the turns.

Maximum Velocity's music tracks are decent, but they really aren't great.
They have a nice racing tempo, but there aren't enough of them, and after a
while they get old. But the sound effects are perfect and have made the
translation from the SNES version perfectly.

Like many Game Boy Advance games, F-Zero supports linking for 2-4 player
games, with two different forms of linked action. You can play multiplayer if
every player has their own cart, and you can even play a limited version of
the game on only one cartridge with four players. The single cartridge
multiplayer game, while novel, gets old quickly as you are limited to only
one track and one car. The multi-cart linked game however lets you play on
all the tracks and choose any car available, and is a much deeper and less
repetitive experience.

The results are in: Nintendo has yet another winner in their F-Zero line of
racing games. They have again put together another title that is easy to pick
up and play, but difficult to master. It's a fast, furious, and, most
important, fun game that will be a welcome addition to anyone's Game Boy
Advance library.
_________________________________________________________________

This article is copyright (c) 2001 by Dain Neater. All rights reserved. Not
to be distributed without permission.

Original Publication: Gamebits, 6-Aug-01

Other reviews, FAQs, etc. by Dain Neater can be found at
http://www.gamebits.net

Email: dneater@gamebits.net

 ------------
Category 38,  Topic 2
Message 43         Sat Aug 11, 2001
KGAGNE [Ken]                 at 20:01 PDT

Snood ships for the GBA on Sep 17.

-Ken

 ------------
Category 38,  Topic 2
Message 44         Sun Aug 12, 2001
KGAGNE [Ken]                 at 07:44 PDT

Screen shots of the GBA version of Snood can be found on the official Snood
web site:

http://www.snood.com/gba.html

-Ken

 ------------
Category 38,  Topic 2
Message 45         Sun Aug 12, 2001
SYNDICOMM [Sheppy]           at 13:53 PDT

The temptation grows.  Snood and Mario Kart are the two reasons to get a GBA.
:)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 46         Mon Aug 27, 2001
A2.DAIN [Dain]               at 22:22 PDT

In the next few days we will be seeing the release of Super Mario Kart
Super Circut for Gameboy advance.  Just a bit of FYI for eveyone out
there.  The prices seem to vary wildly from store to store.
Software Etc. $34.99
Best Buy $29.99
Circut City 27.99
Target $25.88
K-mart $24.99

I plan on picking this title up at Target.   Cheaper sounds better, but
I just can't stand K-mart;)


Dain Neater


 ------------
Category 38,  Topic 2
Message 47         Tue Aug 28, 2001
A2.RYAN                      at 23:56 PDT

> I plan on picking this title up at Target.   Cheaper sounds better, but
> I just can't stand K-mart;)

When cheaper's the price of a soda, you can go elsewhere :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 38,  Topic 2
Message 48         Tue Sep 04, 2001
KGAGNE [Ken]                 at 15:01 PDT

Subject:     Snood College Reps
Received:    9/2/01 9:17 PM
From:        Larry, Larry@snood.com

We are planning to have Snood representatives at no more than 25 colleges
this year. Each college will have one primary representative (a Snood
Ambassador), with the possibility that 2 people might want to pool their
resources. The primary goal for each rep will be to successfully implement a
Snood tournament, Snoodathon (marathon) or charity fundraising event with
Snood as the centerpiece. Snood Ambassadors will also coordinate hanging up
posters and distributing Snood cards that instruct people where to download
the game, sales of Snood store stuff and registrations, and generally act as
a liaison/bridge between Snood and the student world. If selected you will
receive a free Snood game registration code and a Snood rep kit including a
baseball cap, an assortment of Snood shirts, a Snood travel cup, Snood
posters, demonstration versions of Snood on CD, a chance to win a resort
vacation, and also the opportunity to earn money as you succeed at meeting
various Snood Bounties.

The Snood Bounties are as follows:

Obtain permission to use a computer room and reception area and confirm a
date for the Snood event

Get school sponsors from your school, from a campus group, student
organization, club, fraternity, sorority etc.

Get local outside merchant sponsors(for prize giveaways)

Organize refreshments

Obtain faculty involvement/school support

Organize music/DJ or other entertainment

Gain Media coverage

1.SCHOOL          a. Radio
                  b. TV
                  c. Newspaper
                  d. Internet
2.LOCAL           a. Radio
                  b. TV
                  c. Newspaper
                  d. Internet
3. REGIONAL       a. Radio
                  b. TV
                  c. Newspaper
                  d. Internet
4. NATIONAL       a. Radio
                  b. TV
                  c. Newspaper
                  d. Internet

There will also be an opportunity to earn unlimited bonus and ongoing income
from sales of Snood registrations and Snood merchandise sales.

For example successful implementation of a Snood event will earn you $1900 .
The details of how each Snood Bounty is calculated will be described after
all the candidates have been selected. If you are motivated and inspired to
try to put on an event I have absolutely no doubt that you will succeed. I
will personally support and guide you as needed and participate in every step
along the way. Our goal is to have successful events that are fun for those
that are involved, draw positive media attention to Snood and allow you the
rep to learn about enterprise, management etc. , while also making some extra
money.

We will support your efforts to obtain self-study credit if you are
interested.

There will also be a network of communication for all reps to share ideas via
the Snood web page. Again, our goal is to insure that if you have the
ambition we will successfully see you through the process. It has been the
Snood approach from the start to always have a win-win for everybody and this
program will be the same.

This letter will be going out to the many students that expressed an interest
in the program. Please respond with a complete letter outlining your school,
interest in participating in the program, and as much about yourself as you
feel comfortable expressing(hobbies, Major,  and any other background
philosophies etc. ), as we determine which 25 reps will be selected for the
fall semester.

If all of this is more ambitious than you can comprehend but you would still
like to be Snood Contact for your college send me a letter discussing that.

Thank you all of you for your interest and most most of all for enjoying
Snood and helping to make it a success. Hope you all had a great summer and
good luck in school this year. Looking forward to hearing from you soon.

Sincerely,    Larry

 ------------
Category 38,  Topic 2
Message 49         Sun Sep 23, 2001
KGAGNE [Ken]                 at 08:28 PDT

                   Game Boy Advance
                   Release Schedule

   Title                                  Release Date
   ---------------------------------------------------
   Rugrats Castle Capers                    09/24/01
   Lady Sia                                 09/24/01
   Tetris Worlds                            09/24/01
   Power Rangers Time Force                 09/24/01
   MX 2002 Featuring Ricky Carmichael       09/25/01
   Snood                                    09/25/01
   High Heat Major League Baseball 2002     09/25/01
   X-Men: Reign of Apocalypse               09/25/01
   Dexters Lab:Deesaster Strikes            09/25/01
   Final Fight One                          09/26/01
   Wild Thornberrys Chimp Chase             09/26/01
   Sports Illustrated for Kids-Baseball     09/27/01
   Sports Illustrated For Kids-Football     09/28/01
   LEGO Island II                           09/28/01
   LEGO Bionicle                            09/28/01
   Driven                                   October
   Ecks Vs Sever                            October
   Scooby Doc and the Cyber Chase           10/03/01
   Midnight Club Street Racing              10/15/01
   Smuggler's Run                           10/15/01
   Prehistorik Man                          10/22/01
   Monsters, INC                            10/23/01
   D00M                                     10/23/01
   Mega Man Battle Network                  10/24/01
   Super Street Fighter 2 Turbo Revival     10/24/01
   ET: The Extraterrestrial                 10/29/01
   Tom & Jerry:The Magic Ring               10/29/01
   Dokoan                                   10/30/01
   Kao the Kangaroo                         11/06/01
   Planet Monster                           11/06/01
   Super Bust A Move                        11/06/01
   Spyro Seasons of Ice                     11/06/01
   Jackie Chan Adventures                   11/06/01
   Evolution                                11/06/01
   Gradius Galaxy                           11/06/01
   Sponge Bob Square Pants Super Sponge     11/07/01
   WWF Road to Wrestlemania                 11/08/0i
   Powerpuff Girls Mojo Jojo A-Go-Go        11/09/01
   Hot Wheels Burnin' Rubber                11/12/01
   Moto SP                                  11/12/01
   Golden Sun                               11/12/01
   No Rules Get Phat                        11/12/01
   Muppet Battle Pinball                    11/12/01
   Casper                                   11/13/01
   Mat Hoffman's Pro BMX                    11/13/01
   Harry Potter & the Sorcerers Stone       11/13/01
   Disney's Donald Duck Adventures          11/13/01
   Breath of Fire                           11/14/01
   Grand Theft Auto 3                       11/15/01
   Dark Arena                               11/15/01
   LEGO Racers II                           11/16/01
   Jurassic Park III: Island Attack         11/19/01
   ESPN Great OutdoorGames:BassFshn2OO2     11/19/01
   Frogger's Adventures:                    11/19/01
   Wario Land 4                             11/19/01
   Planet of the Apes                       11/20/01
   Madden NFL 2002                          11/27/01
   Monster Rancher Advanced                 12/03/01
   Star Wars Episode I: Jedi Power Battle   12/03/01
   Columns Crown                            12/04/01
   Shaun Palmer's Pro Snowboarder           12/04/01
   Sonic the Hedgehog Advance               01/21/02
   Snowboard                                February
   Robocop                                  February
   Aerial Ace                               02/15/02
   Disney's Tarzan                          March
   Rainbow Sim Rogue Spear                  March
   Bonx Racers                              March
   Tony Hawk's Pro Skater 3                 March
   Disney's Jungle Book                     03/19/02
   Monster Jam Maximum Destruction          03/26/02

 ------------
Category 38,  Topic 2
Message 50         Sun Sep 23, 2001
A2.DAIN [Dain]               at 09:03 PDT

Release Dates for Gameboy Advance games.
Advance Wars            Nintendo           9/12/2001
Snood                   Destination     9/11/2001  Is this out yet?
Klonoa:                 Namco           9/12/2001
NFL Blitz 2002          Midway          9/12/2001
Atlantis: Lost Empire   THQ             9/13/2001
ESPN Skateboarding      Konami          9/13/2001
Rocket Power Dream      THQ             9/13/2001
JurassicPark3 Park      Konami          9/15/2001
              Builder
Lego Bionicle           Lego            9/15/2001
Lego Island II          Lego            9/15/2001 two lego games/one day Why?
F14 Tomcat              Majesco         9/16/2001
Caesar's Palace Advance Majesco         9/16/2001
High Heat Baseball 2002 3DO             9/17/2001 Wasn't this a launch title?
SI For Kids: Baseball   BAM             9/18/2001
Powderpuff Girls        BAM             9/18/2001
Backtrack               Telegames       9/19/2001 A FPS (the first for GBA)
                                                  from the folks who brought
                                                  us many 2600 titles.
Spiderman: Mysterio's   Activision      9/20/2001
           Menace
Power Rangers           THQ             9/20/2001
      Time Force
Lady Sia                TDK             9/21/2001
Rugrats: Castle Capers  THQ             9/25/2001
X-Men:                  Activision      9/26/2001
  Reign of the Apocalypse
MX 2002 w/              THQ             9/26/2001
   Ricky Carmichael
Final Fight One         Capcom          9/27/2001
Tetris Worlds           THQ             9/27/2001
The Wild Thornberries   THQ             9/27/2001



 ------------
Category 38,  Topic 2
Message 51         Sun Sep 23, 2001
KGAGNE [Ken]                 at 09:59 PDT

Dain,

Are you trying to confuse people? :)  Snood comes out 9/25 as listed in the
release dates I posted.  High Heat Baseball was not a launch title, and as for
why two Lego games on one day, why not?  They're different games.

The newest GBA game to come out is Backtrack, on Friday the 21st.

-Ken

 ------------
Category 38,  Topic 2
Message 52         Sun Sep 23, 2001
A2.DAIN [Dain]               at 17:35 PDT

Replying to 'Ken' in Category 38 Topic 2:

> Are you trying to confuse people? :)  Snood comes out 9/25 as listed
> in the
> release dates I posted.  High Heat Baseball was not a launch title,
> and as for
> why two Lego games on one day, why not?  They're different games.
>
> The newest GBA game to come out is Backtrack, on Friday the 21st

You bet I am trying to confuse people.  I merely found a September
release schedule for the GBA somewhere.   High Heat Baseball was
reported many times to be a launch game.  ...as far as legos go.  I just
wonder why you would release two games that would appeal to the same
person on the same day.  Space em out and you maximize the potential to
actually sell both.

Nice timing though.  I posted that message before I saw yours:)

Does it matter?

Dain

Who is having a kind of stratego time playing Advance Wars.


 ------------
Category 38,  Topic 2
Message 53         Sun Sep 23, 2001
KGAGNE [Ken]                 at 17:56 PDT

> I just wonder why you would release two games that would appeal to the same
> person on the same day. Space em out and you maximize the potential to
> actually sell both.

The two Dragon Warrior Monsters 2 games are coming out together this week, and
I think the two Zelda: Oracle games came out together in May. :)

-Ken

 ------------
Category 38,  Topic 2
Message 54         Mon Sep 24, 2001
A2.DAIN [Dain]               at 20:27 PDT

Replying to 'Ken' in Category 38 Topic 2:

> The two Dragon Warrior Monsters 2 games are coming out together this
> week, and
> I think the two Zelda: Oracle games came out together in May. :)

Well, I am not sure about the Monster games, but the Zelda games were
built to be played in tandem (or by themselves if the gamer wanted to)
so that one at least made sense almost.  More of a Marketing ploy but
still two fun games:)

Dain


 ------------
Category 38,  Topic 2
Message 55         Wed Oct 03, 2001
KGAGNE [Ken]                 at 19:53 PDT

ACTIVISION BRINGS ALL-NEW WEB-SWINGING AND MUTANT ADVENTURES TO THE GAME
BOY ADVANCE AND PC

Santa Monica, CA - October 3, 2001 - Some of the most popular Marvel super
heroes are set to once again wield justice and protect the innocent with the
releases of Activision, Inc.'s (Nasdaq: ATVI) Spider-Man for the PC and
Spider-Man: Mysterio's Menace and X-Men: Reign of Apocalypse, both for the
Game Boy Advance. These releases mark the super heroes' debut on Nintendo's
new handheld video game system. All of the games, which have shipped to North
American retail stores, are rated "E" ("Everyone" - content suitable for
persons ages 6 and older) by the ESRB and carry suggested retail prices of
$29.99 for the PC and $39.99 for the Game Boy Advance.

"Spider-Man and the X-Men have entertained millions of people around the
world for more than 30 years, and now they are set to bring their fans
all-new interactive adventures," said Larry Goldberg, executive vice
president, Activision Worldwide Studios. "These releases capture the allure,
mystery and excitement of the famous comic brands with the same rich detail
and excellent gameplay that gamers have come to expect from our titles."

Spider-Man: Mysterio's Menace lets pocket gamers live the fantasy of Marvel's
legendary webslinger with the enhanced, side-scrolling gameplay and powerful
graphics of the Game Boy Advance. When Mysterio unleashes his illusory
schemes, Spider-Man must stop his evil plan and restore life to normal.

X-Men: Reign of Apocalypse features four of Marvel's most popular X-Men -
Wolverine, Storm, Rogue and Cyclops - in a side-scrolling brawler as they try
to escape arch-villain Apocalypse. Two different gameplay modes -
single-player story and multi-player Versus - provide non-stop adventurous
fun and fighting game action. Along the way, players will interact with over
30 other characters from the X-Men Universe.

Spider-Man for the PC is the first free-roaming, 3D action/adventure game to
feature the arachnid hero. Framed by super-villains, Spider-Man must utilize
his super strength with web-slinging, crawling up walls, agility, and
"Spider-Sense" to clear his name and capture enemies such as Rhino, Mysterio
and Scorpion. Eight main comic book locations and 30 sub-section levels set
the stage for battles and fun.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies. Marvel's operations are focused in five divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz), comic book
publishing and Internet/New Media. Marvel facilitates the creation of
entertainment projects, including feature films, television, home video and
the Internet, based on its characters and also licenses its characters for
use in a wide range of consumer products and services including video and
computer games, apparel, collectibles, snack foods and promotions. Marvel's
characters and plot lines are created by its comic book division which
continues to maintain a leadership position in the U.S. and worldwide while
also serving as an invaluable source of intellectual property. For additional
information visit the Marvel Web site at http://www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.


###

 ------------
Category 38,  Topic 2
Message 56         Thu Oct 11, 2001
KGAGNE [Ken]                 at 10:43 PDT

SEGA AND THQ ANNOUNCE MULTI-TITLE CO-PUBLISHING AGREEMENT

16 Game Boy Advance Titles Scheduled for Release through 2003 Including
Sonic Advance and The House of the Dead Pinball

CALABASAS HILLS, CA, October 10, 2001 - THQ Inc. (NASDAQ NMS: THQI) and Sega
Corporation today announced an exclusive, multi-title co-publishing
agreement.  Under the agreement, THQ will co-publish 16 Game Boy(r) Advance
titles featuring Sega brands through 2003 throughout North America.  The
first six titles, Sonic Advance(tm), an MLB-licensed game (working title),
Columns Crown, The House of the Dead(tm) Pinball (working title), Smash Pack
and Puyo Pop, are scheduled to release through March 2002.

The agreement provides Sega with greater exposure on the Game Boy Advance
platform as it transitions exclusively to software publishing and provides
THQ with highly recognizable content and further solidifies its position as a
leading independent Game Boy Advance publisher.  Sega and THQ will
collaborate on all Sega-branded Game Boy Advance games to ensure concurrent
release with Sega's major platform titles.

"Sega has a long and storied history of software innovation," stated Brian
Farrell, President and CEO, THQ.  "We look forward to expanding our
leadership position in the handheld category by bringing some of their
leading brands including Sonic and Major League Baseball to Game Boy
Advance."

"For years, we have had a huge cult following...gamers who have stayed
committed to the brand and content and are the soul of Sega," said Peter
Moore, President and COO, Sega of America. "This alliance helps us bring the
Sega experience to an expanded universe of gamers.  Using THQ's unparalleled
know-how with the GBA platform even better positions us to meet our long term
goals in the shortest amount of time."

The first six titles to be published through this deal include the following:

Columns Crown(tm) - Collect Magic Gems to score points in this classic Sega
puzzle game, either solo, or 2-player via the Game Boy Advance Game Link

Puyo Pop(tm) - Clear the screen of Puyo and make up to four opponents'
screens harder to clear by sending them Block Puyo through the Game Boy
Advance Game Link

The House of the Dead(tm) Pinball (working title) - Based on the popular The
House of the Dead franchise, manipulate a pinball to rescue citizens and take
out zombies

Sonic Advance(tm) - Marking the 2D return of Sega's mascot Sonic, solve
puzzles and avoid traps to foil Dr. Eggman's evil plot with the help of
Sonic, Tails, Knuckles, or Amy. Up to four players with the Game Boy Advance
Game Link.

Smash Pack(tm) - Play numerous memorable Sega titles from the days of Sega
Genesis.

MLB-licensed game (working title) - Enjoy America's favorite pastime on GBA,
featuring real Major League Baseball players and fields.  Follow teams
throughout the season to the pennant race, solo or multiplayer though the
Game Boy Advance Game Link.

In addition, the two companies have identified ten more titles, which they
will co-develop and release through 2003.

THQ and Sega will be hosting a joint conference call at 10 a.m. pacific,
Thursday, October 11 to discuss the details of this agreement. The call will
be webcast live over the internet at http://www.thq.com/About/Announcement.

About Sega
Sega of America is the American arm of Tokyo, Japan-based Sega Corporation,
responsible for the development, marketing and distribution of Sega video
game systems and video games in the Americas.  Sega Corporation is a nearly
$2.5 billion company recognized as the industry leader in interactive digital
entertainment media, offering interactive entertainment experiences both
inside and outside the home.  Sega of America's World Wide Web site is
located at www.sega.com.

About THQ:
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

###

 ------------
Category 38,  Topic 2
Message 58         Sat Dec 08, 2001
KGAGNE [Ken]                 at 08:39 PDT

Title       : NANCY DREW: MESSAGE IN A HAUNTED MANSION
Platform    : Game Boy Advance
Publisher   : DreamCatcher
ESRB Rating : Everyone
Game Rating : 6.9
Review by   : Ken Gagne

This Victorian Mansion could make a lovely bed and breakfast - if only it
wasn't haunted. But ghosts aren't real... are they? Or is the threat
something more mundane, but no less sinister? Players can help solve the
mansion's riddles in Nancy Drew: Message in a Haunted Mansion, a Game Boy
Advance title developed by Her Interactive and published by DreamCatcher.

This handheld mystery takes the form of a point-and-click adventure, similar
to older games such as Shadowgate or Deja Vu. Players are presented with a
still image representing a room of the mansion. Using the 'L' and 'R'
buttons, Nancy can turn around to view each room in its entirety, and
pointing the cursor at doors or stairs will move to that location. Moving the
cursor over the screen reveals parts of the room that can be investigated or
manipulated. For example, place the cursor over the bedpost in the bedroom
and you'll find it's loose; maybe something's hidden inside? The mansion is
full of such secrets for young sleuths to discover.

Nancy isn't above a bit of manual labor, though. She's there to help, after
all, and some puzzles consist of paneling walls or stripping paint - not all
which advance her investigation.

There's more than bedknobs and paint chips with which for Nancy to interact.
The house has its share of suspects, from the shifty handyman to the woman
who holds seances. Gamers choose from lists of conversation topics, which may
either reveal useful information or lead to an abrupt dismissal.

Nancy can also use her cell phone to call friends, such as Hannah Gruen or
Bess and George, familiar characters from the Nancy Drew stories. These
off-site characters rarely offer meaningful advice, though.

Once Nancy has explored enough of the mansion, a story event occurs,
signaling the end of that "chapter". A password system allows players to
resume play at the beginning of each chapter. The flaws in this system are
many: progress cannot be saved directly to the game cartridge, nor can
passwords be granted in mid-chapter. Should players do something wrong,
they'll need to restart from the beginning of the chapter. And always when
starting a new chapter, Nancy's inventory is emptied of items she's
collected.

The graphics are colorful, but small; were it not for the captions, it'd be
difficult to determine what items a room holds. Expect to revisit rooms,
looking for missed details.

The music is persistent throughout each chapter, sounding as though it was
lifted from an old computer version of the game "Clue". Sound effects are
minimal; in fact, I didn't notice any, despite setting the volume high.

Message in a Haunted Mansion doesn't quite capture the essence of either a
Nancy Drew book or a Shadowgate adventure. It's a bit too mundane for a video
game, and the bookish "chapter" and password systems just don't work. There's
some minimal appeal - the method of talking to people in person or on the
phone is innovative - but what long-term value gamers might find is a
mystery.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Gamebits, 8-Dec-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 38,  Topic 2
Message 59         Wed Dec 12, 2001
KGAGNE [Ken]                 at 08:35 PDT

Sonic the Hedgehog Advance has been shuffled: from mid-Jan to mid-Dec to
sometime in Feb.

 ------------
Category 38,  Topic 2
Message 60         Wed Dec 12, 2001
SYNDICOMM [Sheppy]           at 15:46 PDT

Is Sonic Advance a classic Sonic game reminiscent of the original, or is it
some newfangled thing?  I really liked the original Sonic. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 2
Message 61         Sun Dec 16, 2001
KGAGNE [Ken]                 at 07:54 PDT

                   Game Boy Advance
                   Release Schedule
               [Current as of 12/13/01]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Crazy Chase                              12/17/01
   X-Blade:In Line Skating                  01/02/02
   Muppet Battle Pinball                    01/15/02
   Dark Arena                               01/15/02
   Olympic Winter Games                     01/22/02
   Mike Tyson Boxing                        01/22/02
   Tekken                                   01/29/02
   Smuggler's Run                           01/31/Q2
   Snowboard                                February
   Sonic the Hedgehog Advance               February
   Columns Crown                            February
   Super Mario World                        02/11/02
   Monster jam Maximum Destruction          02/12/02
   Duke Nukem                               02/12/02
   Moto CP                                  02/12/02
   Aerial Aces                              02/15/02
   Grand Theft Auto 2                       02/15/02
   Worm's Blast                             02/19/02
   Decathlon Advance                        02/19/02
   Casper                                   02/26/02
   Disney's Tarzan Untamed                  March
   Pocky & Rocky                            March
   Tony Hawk's Pro Skater 3                 03/05/02
   Robocop                                  03/11/02
   Rainbow Six Rogue Spear                  03/12/02
   Dragon Ball Z                            03/12/02
   Street Fighter Alpha 2                   03/12/02
   Disney's Jungle Book                     03/19/02
   Bonx Racers                              03/19/02
   Space invaders                           03/26/02
   Dragon Ball Z: Collectable Card Game     04/02/02
   Sports Illustrated For Kids-Basketball   May

 ------------
Category 38,  Topic 2
Message 62         Wed Dec 19, 2001
A2.DAIN [Dain]               at 21:27 PDT

I can't remember if this was posted or not, but there is some good news about
the prices of Gameboy Advance games.  Nintendo lowered the licensing fee that
it charges the developers and it is said to result in a lowering in game price
to the consumer for third party titles.  Instead of the $30-$40 price tag, we
are supposed to be seeing $25-$35 games.  Good news, IF it gets passed on to
the consumer.
Dain

 ------------
Category 38,  Topic 2
Message 63         Thu Dec 20, 2001
KGAGNE [Ken]                 at 21:22 PDT

                   Game Boy Advance
                   Release Schedule
               [Current as of 12/13/01]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Crazy Chase                              12/17/01
   X-Blade:In Line Skating                  01/02/02
   Muppet Battle Pinball                    01/15/02
   Dark Arena                               01/15/02
   Olympic Winter Games                     01/22/02
   Mike Tyson Boxing                        01/22/02
   Tekken                                   01/29/02
   Smuggler's Run                           01/31/Q2
   Snowboard                                February
   Sonic the Hedgehog Advance               February
   Columns Crown                            February
   Super Mario World                        02/11/02
   Monster jam Maximum Destruction          02/12/02
   Duke Nukem                               02/12/02
   Moto CP                                  02/12/02
   Aerial Aces                              02/15/02
   Grand Theft Auto 2                       02/15/02
   Worm's Blast                             02/19/02
   Decathlon Advance                        02/19/02
   Casper                                   02/26/02
   Disney's Tarzan Untamed                  March
   Pocky & Rocky                            March
   Tony Hawk's Pro Skater 3                 03/05/02
   Robocop                                  03/11/02
   Rainbow Six Rogue Spear                  03/12/02
   Dragon Ball Z                            03/12/02
   Street Fighter Alpha 2                   03/12/02
   Disney's Jungle Book                     03/19/02
   Bonx Racers                              03/19/02
   Space invaders                           03/26/02
   Dragon Ball Z: Collectable Card Game     04/02/02
   Sports Illustrated For Kids-Basketball   May

 ------------
Category 38,  Topic 2
Message 64         Tue Jan 29, 2002
KGAGNE [Ken]                 at 11:14 PDT

                   Game Boy Advance
                   Release Schedule
               [Current as of 01/28/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Tekken Advance                           01/29/02
   Salt Lake 2002                           01/29/02
   ESPN International Winter Sports 2002    01/29/02
   Sonic Advance                            02/04/02
   Jonny Moseley: Mad Trix                  02/05/02
   Columns Crown                            02/06/02
   Puyo Pop                                 02/06/02
   Super Mario World                        02/11/02
   Inspector Gadget Advance Mission         02/12/02
   Broken Sword                             02/15/02
   Casper                                   02/26/02
   Zone of the Enders: The First of Mars    02/26/02
   Monster Jam Maximum Destruction          02/26/02
   Mike Tyson Boxing                        02/26/02
   Crash Bandicoot The Huge Adventure       02/26/02
   Disney's Tarzan Untamed                  March
   Pocky & Rocky                            March
   Three Stooges                            March
   Star Fight                               March
   Moto GP                                  03/04/02
   Tony Hawk's Pro Skater 3                 03/05/02
   High Heat Baseball 2003                  03/05/02
   Sheep                                    03/06/02
   Rainbow Six Rogue Spear                  03/12/02
   Street Fighter Alpha 3                   03/12/02
   Baseball Advance                         03/12/02
   Snowboard                                03/15/02
   Smuggler's Run                           03/15/Q2
   Disney's Jungle Book                     03/19/02
   Britney's dance Beat                     03/19/02
   X-Bladz: Inline Skating                  03/19/02
   Ice Age                                  03/19/02
   Decathlon Advance                        03/19/02
   Cubix Robots for Everyone: Clash'n'Bash  03/19/02
   Muppet Pinball Mayhem                    03/25/02
   Ripping Friends, The                     03/25/02
   Space invaders                           03/26/02
   Scorpion King                            03/26/02
   Motocross Maniacs Advance                03/26/02
   NHL 2002                                 03/26/02
   Atari Anniversary Advance                03/26/02
   NASCAR Heat                              03/26/02
   Urban Yeti                               April
   Robocop                                  04/02/02
   Tactics Ogre                             04/15/02
   Duke Nukem                               04/16/02
   Spiderman: The Movie                     04/16/02
   Bonx Racers                              04/19/02
   Worm's Blast                             04/19/02
   Defender of the Crown                    May
   Wings Advance                            May
   Kong                                     May
   Ultimate Brain Games                     May
   Mega Man Battle Network 2                05/07/02
   Dragon Ball Z: Legeacy of Goku           05/14/02
   Pinball of the Dead                      05/27/02
   Smash Pack                               05/27/02
   Spy Hunter                               06/03/02
   Aero the Acrobat                         06/03/02
   Dual Blades                              06/03/02
   Fire Pro Wrestling 2                     06/03/02
   Dragon Ball Z: Collectable Card Game     06/11/02
   Grand Theft Auto III                     October
   Sports Illustrated For Kids-Basketball   October

 ------------
Category 38,  Topic 2
Message 65         Tue Feb 26, 2002
KGAGNE [Ken]                 at 13:52 PDT

Title       : SONIC ADVANCE
Platform    : Game Boy Advance
Publisher   : THQ & Sega
ESRB Rating : Everyone
Game Rating : 6.7
Review by   : Ken Gagne

When I was younger, brand loyalty was strong (or at least more obvious) among
my video gaming peers. Our imaginations made constant adversaries of Mario
and Sonic, pitting Nintendo's plumber and Sega's hedgehog at each other's
virtual throats. We'd dream of the final victory where one company subjugated
another, and we'd have all their games on one system.

That was then; this is now. The first appearance of Sega's mascot on a
Nintendo system is Sonic Advance for Game Boy Advance, and we find reality
not quite living up to the dreams of our youth.

Unlike its Dreamcast predecessors, this incarnation of Sonic is a 2D platform
game, akin to its Genesis ancestors. As either Sonic, Tails, Knuckles, or
Amy, players must navigate 12 levels of dastardly devices, ultimately facing
off against the evil Dr. Robotnik. To open the final stage, all four
characters must conduct themselves through the repetitive task of defeating
the same 12 levels.

For those unfamiliar with our insect-eating protagonist, Sonic's trademark is
his speed. Unlike Mario, whose world is filled with hidden items and
opportunities to explore, Sonic never fails to blast through enemies with all
due haste. Hurrying is the goal of the Time Attack mode, but even in normal
gameplay, each level's design will prompt players to not stop and smell the
roses. Some characters are more suited to this pace than others, but any hero
can probably finish all the levels in an hour or two.

The gravity in Sonic's world is strong, greatly hampering players' upward
mobility. Any item Sonic and friends speed past is troublesome to go back and
get, yet may be necessary to unlock all the game's levels.

If you do choose to race along, you'll find that Sonic Advance makes little
distinction between the quick and the dead. The many ramps, curves, and
loop-de-loops beckon players to melt the hedgehog's sneakers in a frantic
dash. This approach often produces a steady stream of rings, but an
unexpected spike pit or errant fireball can scatter the player's golden
collection. By holding onto at least one ring, gamers can continue to survive
such assaults, but the damage to their score will have already been levied.

Despite the "Advance" in the title, Sonic's controls are simple. The shoulder
buttons are ignored, leaving the 'A' (jump) and 'B' (dash) buttons
responsible for the action. Each hero has slightly different abilities, but
are no less capable of handling the obstacles they face.

For comparison purposes, I dusted off the original Sonic the Hedgehog, a
16-bit Sega Genesis game published in 1991. Though the older title is slower
and easier by comparison, it has better control and level design than its
handheld counterpart. The graphics are roughly equal, but a large, colorful
television screen does the series more favors than the small, dark GBA
screen.

Sonic Advance is the first Game Boy Advance game to interact with the
Nintendo GameCube. Pet Chaos (the plural of Chao) can be transferred between
this game and Sonic Adventure 2 Battle, to be raised in virtual pet fashion
on either system. Multiple GBAs can also be connected for four-player races
using a single Sonic cartridge.

These connectivity features and multiple playable characters are smart extras
for Sega to have added to this venerable franchise. But the old-school
gameplay is too frustrating and uninspired to bring much enjoyment. After a
disappointing Sonic Adventure 2, and now this game, it seems our speedster
series may be going downhill.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 11-Feb-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 38,  Topic 2
Message 66         Tue Mar 05, 2002
KGAGNE [Ken]                 at 15:20 PDT

Title       : PINOBEE: WINGS OF ADVENTURE
Platform    : Game Boy Advance
Publisher   : Activision
ESRB Rating : Everyone
Game Rating : 7.5
Review by   : Will White

Pinobee: Wings of Adventure is one of the first 2D platformers to grace the
Game Boy Advance. Originally released in Japan by Hudson, it was brought to
this side of the planet by Activision. The grandfather and developer of our
robotic hero, Pinobee, has been kidnapped, and it is up to players as the
piecemeal protagonist to rescue him so that work on Pinobee can be completed.

The story unfolds after you complete each level, 22 altogether, with a diary
entry from Pinobee about what has been happening. As you progress, these
diary entries will also give you clues regarding items or other things that
you may have missed along your journey.

With an ESRB rating of Everyone, the game is suitable for all ages. You could
also take this 'E' to mean 'Easy' as the game is not difficult to play. The
hardest skill to master is jumping, and when you do jump the distances are
never that great. However, to beat the game fully and to get the best ending
possible, you must invest several hours into the title and master your
jumping and dashing skills.

Your jump and dash skills are almost one in the same. As you progress through
the title, you meet a fairy that will increment the number of dashes
possible. After jumping once, Pinobee will hover in the air for a moment
waiting for you to execute a dash. Once this dash has been executed, the
total remaining decreases by one; if there are more dashes remaining, Pinobee
will once again hover in the air. If all the dash moves have been used,
Pinobee will plummet back to the ground. This gameplay element is intriguing,
and when you have a greater number of dashes you can return to an earlier
level to reach new heights and unlock secrets that were previously
unavailable.

Graphically, Pinobee is impressive for a tiny portable system. All the
backgrounds are vibrantly colored, and have an even better look to them when
you're in a good light source. Some hand-drawn backgrounds have a certain 3D
aspect to them, but the game is solely 2D in play.

The quality of sound through the one speaker on the GBA is lacking, as well
as the musical score for the game. It's adequate, but not as impressive as
some games. Then again, how often do you find yourself listening to Game Boy
music beyond playing a Game Boy game?

Overall, Pinobee is a fun title, but not enough so to be worth $39.99 or even
$29.99. I suggest picking up the title for around $20 or less.
_________________________________________________________________

This article is copyright (c) 2002 by Will White. All rights reserved.
Not to be distributed without permission.

Original Publication: Video Gaming Central on CompuServe, July 2001

Other reviews, FAQs, etc. by Will White can be found at
http://www.gamebits.net

Email: Rudora@aol.com

 ------------
Category 38,  Topic 2
Message 67         Tue Mar 12, 2002
KGAGNE [Ken]                 at 20:08 PDT

GameSpot.com reports that Square will release three to four GBA games this
year, with a port of the PSOne game Final Fantasy Tactics a likely candidate.

For a review of this game, see http://www.gamebits.net/psx/fftactic.shtml

 ------------
Category 38,  Topic 2
Message 68         Sat Mar 16, 2002
KGAGNE [Ken]                 at 01:19 PDT

                   Game Boy Advance
                   Release Schedule
               [Current as of 03/13/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Mary Kate & Ashley: Girls' Night Out     03/14/02
   Broken Sword                             03/14/02
   Baseball Advance                         03/19/02
   Motocross Maniacs Advance                03/19/02
   Konami Collector's Series: Arcade Adv.   03/19/02
   Ice Age                                  03/19/02
   Shrek: Swamp Kart Speedway               03/20/02
   Britney's Dance Beat                     03/25/02
   Atari Anniversary Advance                03/26/02
   Scorpion King                            03/26/02
   Monster Jam Maximum Destruction          03/26/02
   X-Bladez: Inline Skating                 03/28/02
   Three Stooges                            03/28/02
   Virtual Kasparov                         03/28/02
   Urban Yeti                               April
   Decathlon Advance                        April
   Wolfenstein                              April
   Smuggler's Run                           04/09/Q2
   All Star Baseball 2003                   04/09/02
   Ripping Friends, The                     04/09/02
   Tiger Woods 2002 PGA Tour                04/09/02
   Star X                                   04/11/02
   Tactics Ogre                             04/15/02
   Spider-Man: The Movie                    04/16/02
   Medal of Honor Underground               04/23/02
   Dinotopia: The Time Stone Pirates        04/29/02
   NASCAR Heat                              04/30/02
   Defender of the Crown                    May
   Ultimate Brain Games                     May
   Cubix Robots for Everyone: Clash'n'Bash  May
   Wings Advance                            May
   Breath of Fire II                        05/07/02
   Robopon 2 Cross Version                  05/13/02
   Robopon 2 Ring Version                   05/13/02
   Sheep                                    05/14/02
   Zoo Cube                                 05/14/02
   Dragon Ball Z: Legacy of Goku            05/14/02
   Kong                                     05/17/02
   Worms World Party                        05/21/02
   Pinball of the Dead                      05/27/02
   LEGO Soccer Mania                        05/28/02
   Mega Man Battle Network 2                05/28/02
   Pocky & Rocky                            05/28/02
   Star Wars Episode II: Attack of Clones   05/28/02
   Space invaders                           06/03/02
   Spirit                                   06/03/02
   Aero the Acrobat                         06/03/02
   Dual Blades                              06/03/02
   Desert Strike                            06/04/02
   Hey Arnold! The Movie                    06/04/02
   Scooby Doo: The Motion Picture           06/10/02
   Yu-Gi-Oh!                                06/11/02
   Dragon Ball Z: Collectable Card Game     06/11/02
   Mat Hoffman's Pro BMX 2                  06/11/02
   Spy Hunter                               06/11/02
   Fire Pro Wrestling 2                     06/14/02
   Need for Speed: Porsche Unleashed        06/17/02
   Duke Nukem Advance                       06/18/02
   Bonx Racers                              July
   Stuart Little 2                          07/19/02
   Street Fighter Alpha 3                   07/23/02
   Smash Pack                               07/29/02
   Castlevania: Harmony of Dissonance       07/30/02
   Kelly Slater's Pro Surfer                August
   Yu-Gi-Oh! Dungeons, Dice, & Monsters     08/06/02
   Road Rash Jailbreak                      08/15/02
   ATV Quad                                 08/20/02
   Turok Evolution                          08/20/02
   Barbie Friends & Fun                     09/03/02
   Spyro 2                                  09/24/02
   BUM                                      09/27/02
   Grand Theft Auto III                     October
   Sports Illustrated For Kids-Basketball   October
   Baldur's Gate: Dark Alliance             10/15/02
   Sim City                                 10/15/02
   Disney's Treasure Planet                 November
   Contra                                   12/10/02

 ------------
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Title       : MOTOCROSS MANIACS ADVANCE
Platform    : Game Boy Advance
Publisher   : Konami
ESRB Rating : Everyone
Game Rating : 6.5
Review by   : Ken Gagne

I remember when the first Motocross Maniacs game was released for the Game
Boy more than a decade ago. It was a simple but fun game, somewhat similar to
Nintendo's own classic, Excitebike.

Konami hasn't released many Maniacs games, but the new one, Motocross Maniacs
Advance for Game Boy Advance, makes me wonder if it's the series or my memory
that has not matured well. Regardless, MMA is a simple and unexciting game,
with only unnecessary complications.

This side-scrolling game races dirt bikes on tracks that include ramps,
jumps, obstacles, and power-ups. The gas button moves you continuously left
to right, while the nitro button turns jumps into minor hang time, necessary
to reach new routes and platforms. Naturally, physics are flexible here.

But should you travel the loop-de-loops in search of items, or make a direct
path to the finish line? The items are primarily offensive, but your position
is likely to be so far ahead or behind of the competition that weapons are
seldom useful. The greatest threat to your wellbeing is an empty gas tank.
Since Maniacs isn't a free-range game, you can't go exploring for the item
you need. You'll just have to hope one of the items you stumble across is
more fuel. Get that, and you're golden. Items reappear with every lap, so
it's often productive to perform some impossible flips to reach them.

There are also a few land mines and other obstacles to watch for, though the
game's rapid pace makes their avoidance a nigh-impossible task.

If championship racing isn't your speed, there are additional play modes,
though they have little purpose. Each mode features one new course for
players to race across, with challenges such as smashing into zombies,
hopping obstacles, passing bombs, and collecting coins. Completion of these
tracks offers no rewards, new courses, or even high score records.

Despite these extra modes and hidden drivers, Maniacs can be played beginning
to end in a relatively brief time. The courses begin simply, to the point
that victory is possible without even using the directional pad; proper use
of gas and nitro is all that's necessary. Later courses may call for a few
retries, but the ample extra chances the game offers will have players
crossing the finish line in no time. I don't remember previous Maniacs games
passing this quickly or easily.

Of course, earlier games were in black-and-white, too. Maniacs Advance's
backgrounds are colorful, depicting idyllic settings that don't betray the
lethality of the course. More important, the foregrounds scroll smoothly,
which is important in this fast a game.

The sound effects are effective and amusing, with revving engines and
launching missiles. The music varies to fit the environment, with the aural
atmosphere of a beach and a frozen tundra being very different.

Though the titular "Advance" refers to the Game Boy, it definitely does not
do double-duty in describing the gameplay. It's a simple and fun title, best
enjoyed by a younger audience. Older gamers will find little worth getting
maniacal over.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.
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Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 38,  Topic 2
Message 70         Sun May 19, 2002
KGAGNE [Ken]                 at 12:46 PDT

Title       : BREATH OF FIRE II
Platform    : Game Boy Advance
Publisher   : Capcom
ESRB Rating : Everyone
Game Rating : 8.4
Review by   : Ken Gagne

Role-playing games are possibly the most perfect genre for a handheld system.
RPGs offer lengthy gameplay that can be enjoyed in stretches of hours, or
moments at a time.

Capcom, publisher of the classic RPG series Breath of Fire, continues to make
the Game Boy Advance an excellent RPG system with the release of Breath of
Fire II.

Ryu, a young boy with an idyllic life, awakens alone one day in a world in
which he and his family never existed, and a mysterious new deity holds a
powerful sway on the world's faith.

Though the story then fast-forwards ten years and progresses at a slower and
more normal pace, this nightmarish, Silent Hill-type opening is a startling
introduction that immediately piques the player's interest.

BoFII is a classic, turn-based RPG. Ryu lives in a 2D world filled with
caves, castles, and coliseums. He is joined by a cast of friends, each with
unique skills, who will help Ryu discover his own dragon heritage and save
the world. His party of fighters constantly changes as heroes come and go
with their own problems and quests. A unique feature is the ability to fuse
individual party members into more powerful combinations. Players can also
build their own town and populate it with the people Ryu meets, creating a
custom community (a feature also found in Dragon Warrior VII).

Both Breath of Fire games for Game Boy Advance were originally released
nearly a decade ago for the Super Nintendo. Though BoFII is an inherently
good game, Capcom seemed disinterested in making it a great one. The handheld
edition of this classic RPG uses the same text translation that was
criticized on the Super NES. The game and manual exhibit unusual wording and
punctuation that isn't exactly wrong, but is also neither natural nor clear.
Dialogue scrolls slowly, but the characters themselves zip along - a boon for
gamers anxious to get from one place to another. A quick-save option allows
temporary abandonment of a quest, whether in the midst of a dangerous dungeon
or just out in the field.

The 32-bit handheld does an impressive job of replicating the presentation of
the original 16-bit experience. The sprites are small on the GBA screen, but
exhibit more detail and special effects than on the SNES. Magical spells will
consider their environment, such as a wind-based attack that kicks up a storm
when cast in a desert. The music is occasionally dramatic, but more often
somnolent.

It's disappointing that Capcom didn't take advantage of this reissue to tweak
a good game into a great one. Regardless, Breath of Fire II remains the same
game it was seven years ago: not scalding hot, but at least worth warming up
to.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
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Title       : KONAMI COLLECTOR'S SERIES: ARCADE ADVANCED
Platform    : Game Boy Advance
Publisher   : Konami
ESRB Rating : Everyone
Game Rating : 8.0
Review by   : Ken Gagne

Though the titular adjective may be "Advance", the new Game Boy is proving
popular for reissues of older, classic titles. Konami throws their hat into
the ring with Arcade Advanced, a collection of six legacy games.

Unlike other collector editions which hide a gem or two among otherwise
unheard-of games, Arcade Advanced compiles six relatively well-known games
into one package: Frogger, Rush'n Attack, Gyruss, Time Pilot, Scramble, and
Yie Ar Kung-Fu.

Frogger answers the age-old question, "Why did the frog cross the road?" The
screen scrolls vertically as players impel an amphibian to a safe haven
across a busy freeway and danger-filled river.

Rush'n Attack, an artifact of the Cold War, pits a lone solider against
rushing armies. This game is similar to another Konami classic, Contra,
except the heroes are armed with only hand-to-hand knives. Limited-use
special weapons can be procured from enemy soldiers.

Gyruss is a space shooter that doesn't restrict the player to the bottom of
the screen, a la Space Invaders, but gives free range around all 360 degrees
of the perimeter. The controls to spin from one compass position to another
are not immediately intuitive, but players learn quickly.

Time Pilot gives similar freedom of movement, but with the player locked into
the middle of the screen. The not-very-futuristic fighter ship roams the
endless skies in search of enemy aircraft, filling its quota of downed
planes.

Scramble, also known as Super Cobra, is a side-scrolling shooter with plenty
of land-based enemies to bomb. Squeezing through tight corridors at the
game's relentless pace can be the greatest challenge.

Finally, Yie Ar Kung-Fu is a simple and forgettable 2D fighting game - a
distant ancestor to Street Fighter and its kin - in which you punch and kick
your way through a dozen opponents to claim ultimate victory.

These games are essentially identical with their original appearances two
decades ago. Konami has added a few bonus levels and additional features, but
these extras do not affect the games' cores.

One of the best new features is the ready availability of two-player modes.
Four of the six games can be played with a friend by connecting two Game Boy
Advance units. Only one game cartridge is necessary to access most of what
these modes offer. Though the competition is sometimes as simplistic as
aiming for a high score, it's still a fun way to share classic gameplay with
a friend.

Presentation has changed as little as the gameplay. Due to the dimensions of
the handheld screen, the right portion is often distinct from the gameplay
and is occupied with scores and other statistics, lending a more arcade-like
feel to the presentation.

Though the title themes may be familiar, several games have no background
music, leaving the simple sound effects to fill the void.

Games such as these six are ideal for quick gaming sessions. Though it's a
sin to not be able to save each player's high scores and initials (this being
a driving force for many gamers of the Eighties), the games themselves are
easily renewed in round after round. If Konami had tried to bundle fewer or
lesser games into this package, it may not have worked, but Arcade Advanced
proves to be a satisfying step back.
_________________________________________________________________
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                   Game Boy Advance
                   Release Schedule
               [Current as of 07/05/02]
                 Courtesy gamebits.net

   Title                                  Release Date
   ---------------------------------------------------
   Urban Yeti                               07/15/02
   Top Gun: Firestorm Advance               07/30/02
   Smuggler's Run                           07/30/02
   Medal of Honor Underground               07/30/02
   Disney's Spy Kids 2                      07/30/02
   NFL Blitz 2003                           08/12/02
   Disney's Magical Quest Mickey&Minnie     08/12/02
   Duke Nukem Advance                       08/13/02
   Dual Blades                              08/16/02
   Defender of the Crown                    08/16/02
   Power Rangers Wild Force                 08/19/02
   Worms World Party                        08/20/02
   Sabrina the Teenage Witch                08/27/02
   Boulder Dash EX                          08/27/02
   Madden NFL 2003                          08/27/02
   ATV Quad Power Racing 2                  08/27/02
   Dexters Lab:Chess Challenge              08/29/02
   Turok Evolution                          08/30/02
   Wings                                    09/02/02
   Chessmaster                              09/03/02
   Barbie Groovy Games                      09/03/02
   Ripping Friends, The                     09/03/02
   Egg Mania                                09/10/02
   Davis Cup                                09/10/02
   Castlevania: Harmony of Dissonance       09/10/02
   MatchBox: Cross Town Heroes              09/10/02
   Yu-Gi-Oh! Dungeon Dice Monsters          09/10/02
   Kelly Slater's Pro Surfer                09/17/02
   Mega Man Zero                            09/17/02
   Colin McRae                              09/17/02
   Worms Blast                              09/17/02
   Woody Woodpecker: Crazy Castle           09/17/02
   Smash Pack                               09/17/02
   Reign of Fire                            09/19/02
   Ultimate Brain Games                     09/20/02
   Sponge Bob Square Pants: R F D           09/23/02
   Robotech: The Macross Saga               09/23/02
   Super Ghosts & Goblins                   09/24/02
   Spyro Season of Flame                    09/24/02
   Butt Ugly Martians Battles               09/24/02
   Jimmy Neutron vs Jimmy Negatron          09/24/02
   FirePro Wrestling 2                      09/25/02
   Virtua Tennis                            09/25/02
   VIP                                      09/30/02
   Yoshi's Island: Super Mario Advance 3    09/30/02
   Grand Theft Auto III                     October
   Rayman 3: Hoodlum Havoc                  October
   Crazy Chase                              October
   Pocky & Rocky                            October
   Car Battler Joe                          October
   Wizardry Summoner                        October
   Mortal Kombat Deadly Alliace             October
   WWF Road to Wrestlemania                 10/08/02
   Bionicle Bugs: Matoran Adventures        10/08/02
   Baldur's Gate: Dark Alliance             10/15/02
   Sim City                                 10/15/02
   Yu-Gi-Oh! Immortal Duelist Soul          10/15/02
   Sounds of Thunder                        10/15/02
   Powerpuff Girls 2                        10/15/02
   Street Fighter Alpha 3                   10/15/02
   Ecks vs Sever 2                          10/21/02
   Barbarian                                10/22/02
   Disney's Tarzan: Return to the Jungle    10/22/02
   Rugrats: I Gotta Go Party                10/22/02
   Disney's Treasure Planet                 10/25/02
   Hot Wheels: Velocity X                   10/28/02
   Rocket Power: Beach Bandits              10/28/02
   Wild Thornberry's Movie                  10/29/02
   Star Wars Episodxe II: Adventure         10/29/02
   Galidor: Defender of the Outer Dimension 10/29/02
   SSX Tricky                               10/29/02
   Monster Rancher Advance 2                November
   Defender                                 November
   NHL Hitz 2003                            November
   MLB Slugfest 2003                        November
   Gauntlet Dark Legacy                     November
   Justice League of America                November
   Minority Report                          November
   Samurai Jack                             11/04/02
   Tony Hawk's Pro Skater 4                 11/05/02
   Harry Poter and the Chamber of Secrets   11/05/02
   Phantasy Star Collection                 11/11/02
   TOCA Touring                             11/12/02
   Tom Clancy's Sum of All Fears            11/12/02
   Metroid Fusion                           11/18/02
   Altered Beast: Guardian of the Realms    11/18/02
   Fairley Odd Parents: Enter the Cleft     11/18/02
   Lord of the Rings: The Two Towers        11/19/02
   Kirby                                    12/02/02
   Ed, Edd, & Eddy                          12/02/02
   Tom Clancy's Ghost Recon                 12/03/02
   Revenge of Shinobi                       12/04/02
   Legend of Zelda: Link to the Past        12/09/02
   Contra: Alien Wars EX                    12/10/02
   Recruit, The                             12/10/02
   Shaun Murray's Pro Wakeboarder           03/04/03

 ------------
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Message 73         Wed Jul 31, 2002
KGAGNE [Ken]                 at 11:44 PDT

Top 10 Reasons Why Konami's New Contra Advance: The Alien Wars EX
for GameBoy Advance Will Blow You Away!

10. Big guns, big explosions, little system: the perfect recipe for fun.

9. Classic, side-scrolling run 'n gun 2D gameplay as only Konami can
provide.

8. New levels = new thrills. Think you can handle it?

7. This is why you bought a Game Boy(r) Advance in the first place.

6. Save all of mankind from total annihilation - using just your thumbs.

5. Giant bosses... they just don't make 'em quite as giant as they used to.

4. Play the Simultaneous mode by linking with a friend -- if you've got any.

3. There's no faster, more intense shooter on the GameBoy(r) Advance, and we
doubt there ever will be.

2. Bill and Lance may not be the Men in Black, but they've got way cooler
guns.

And the number one reason why the 1st-ever Contra game on GameBoy Advance
will blow you away...

1. It's Contra - enough said.

Contra Advance: The Alien Wars EX is slated for release in November 2002.
Check out and download brand new, in-game screens from the game at:
http://www.konami.com/main

 ------------
Category 38,  Topic 2
Message 74         Sun Nov 17, 2002
KGAGNE [Ken]                 at 09:38 PDT

Title       : Mega Man Zero
Platform    : Gameboy Advance
Publisher   : Capcom
ESRB Rating : Everyone
Game Rating : 9.2
Review by   : Dain Neater

In the days of the Nintendo Entertainment System, one of the best and
toughest game series was Mega Man from Capcom. One might think that, after
years and years, this series might have grown stale, but nothing could be
further for the truth.

This time around, the player take on the role of a resurrected reploid named
Zero brought back to life to save the rest of his kind from a government run
amuck. While the story is standard video game fare, the game play is tight,
polished, and outshines any deficiencies in the storyline.

Mega Man veterans will immediately notice that the standard area select
screen is gone. It has been replaced by a side scrolling area where you speak
with various characters in much the same way that you would in a console RPG.
It's a great touch. It seemed at first that the non-linear nature of the Mega
Man series was gone, but after finishing the first couple of levels, you get
to choose one of several missions; depending on the success or failure of
your previous missions, your new ones may change.

To go with the new RPG elements, advancement is now an important part of the
Mega Man series. You don't, however, level up your character, but each weapon
that you wield will gain abilities the more you use them. For instance, your
initial Buster shot will progress from a weapon that fires only three shots
at a time to one that can fire four times, and even have different levels of
charging so that you can fire a more intense blast. The Z-saber and other
weapons are also found along the way and can be powered up similarly. It's a
welcome feature that adds more depth to the game. Another new RPG element
Capcom added to the mix, are Cyber Elves. The name is misleading as they are
actually programs that, when found, can be downloaded and used in battle to
aid with powers of healing, climbing, and various other skills.

You can tell that the artists at Capcom weren't slouching; they should be
quite proud of the work they have done. The character sprites are well drawn
and the animation is top notch. Some of the special effects in boss battles
reminded me of times when playing the Super Nintendo, when a clever developer
would employ some nifty scaling tricks and leave you stunned. Sonically, Mega
Man Zero holds it's own with most of the Game Boy Advance titles out there.
The tunes are catchy, and fit perfectly into the mix.

If I had to name one flaw in this title, it would have to be the difficultly
level. The levels are really well done and balanced, but the end of stage
bosses are too tough for the casual gamer, who will find it difficult to get
very far in this game. Experienced gamers will welcome the challenge, but it
would be nice to have a difficultly setting to ease the burden for others. To
be fair, the back of the box does say "The most challenging Mega Man game
yet!"

Capcom has done it again, and has created yet another Mega Man game worth
owning. While the years have worn the shine off many franchises, Mega Man,
like Mario, keeps fighting back the forces of darkness.
_________________________________________________________________
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The Legend of Zelda: A Link to the Past was released today for Game Boy
Advance.  This game is a port of the Super NES classic of the same name,
except the GBA version includes a four-player mode called "Four Swords".

-Ken

 ------------
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Title       : SNOOD
Platform    : Game Boy Advance
Publisher   : Destination Software, Inc.
ESRB Rating : Everyone
Game Rating : 6.0
Review by   : Dain Neater

When the original Game Boy was released in 1989, it was an unprecedented
success that owed much to the packed-in, fabulous version of Tetris. When
Snood came along for personal computers, it had all the great hallmarks that
Tetris had. It was both simple to play and addictive. Maybe of more
importance, it appealed to not only men, but women as well, something the
gaming industry doesn't pull off all that often. When it was announced that
this great game was going to be delivered to Nintendo's handheld, I was
excited. This game had all the right pieces, and seemed to be the perfect fit
for the portable.

Snood is a simple game, and like many simple games, the playing area consists
of only one screen. This game board is filled with Snoods, which for the
uninitiated, are faces of various shapes and colors. Your goal is to clear
the board by firing other Snoods from a launcher located at the bottom of the
board. Connecting three identical Snoods together will remove them from the
board. The goal is to clear them all away using as few Snoods as possible as
the board will gradually descend toward your post, reminiscent of the aliens
from Space Invaders. Once a Snood reaches your level, you are done for.

The move from the computer didn't sacrifice any of the four game play modes.
Classic mode is where all you must do is clear a randomly generated level.
Journey is where you gradually work your way through various boards as the
difficulty level ramps up each board you pass. Time Attack and Puzzle both
involve playing through 50 increasingly difficult levels that must be
defeated, with the only real difference being the former limits the time
allowed, and the latter limits the number of Snoods allowed. The Game Boy
Advance version does differ in that there are two new Snoods that do not
appear in other versions, "Wild Card" Snood, which becomes what you need at
the time, and "Cutter" Snood, which explodes and takes out anything around
it. Both seem unnecessary as the game is quite balanced without them. In
another departure from the computer counterpart, the GBA version gives you
three lives in which to play with until game over is declared.

The visuals in the game are disappointing. Like Castlevania: Circle of the
Moon, the screen is very dark and almost unplayable without a specialized
lighting device. The colors are muddy and are dark, and even with an
Afterburner light installed in the GBA, it still seems quite dim. The tiny
GBA screen also makes for a confusing time, since the Snood you are currently
firing and the one that is next seem to cause confusion in a way that doesn't
happen on a large computer screen. I often found myself firing a blue one
that I thought was a red one. The Snoods themselves are animated with a
subtle touch, that could have easily become annoying, but thankfully does
not.

Much like the graphics, the audio is a mixed bag. While the sound effects are
nearly perfect for this type of game, the audio track that plays by default
during each level is just hideous. Fortunately, this is a puzzle game and
music doesn't really play a big role anyway. It's amazing how much turning
off the music improves the experience.

Snood for the Game Boy Advance seemed like a great idea. Unfortunately, the
developers at Rebellion couldn't put things together, and the game manages to
achieve only mediocrity. The concept is great, but numerous flaws and cost
cutting measures like no battery to save high scores doom this title to
obscurity. The game is playable, and is still an okay puzzler; it just isn't
the gem that the computer version is.
_________________________________________________________________
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Enix has announced that the Blue Slime, the most lovable monster of their
Dragon Quest/Dragon Warrior line of games, will get its own GBA game.

Weird... but neat. :)

-Ken

 ------------
Category 38,  Topic 2
Message 78         Wed Sep 03, 2003
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Replying to 'Ken' in Category 38 Topic 2:

> Enix has announced that the Blue Slime, the most lovable monster of
their
> Dragon Quest/Dragon Warrior line of games, will get its own GBA game.
>
> Weird... but neat. :)

Is this a traditional console RPG or some Monster Rancher type game?

Dain
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Dain,

It will be some sort of adventure/RPG, I'm sure, just as the Dragon Warrior
Monster (GBA) and Taloon (PSOne) games were.  That not a very detailed
clarification, though. :)

-Ken
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I've had a very hard time trying to play video games as of late.  It
hasn't seemed to be nearly as much fun as it used to be.  I had a friend
come over the other day and loaned me his copy of Metroid Fusion for
Gameboy Advance.

So far, this game has sparked some renewed interest in video games for
me.    I guess I just needed some old school gameplay to spark some
interest.  So far it's been quite a fun game:)

Dain


 ------------
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On June 8th, several original NES titles will be re-released in GBA format,
specially priced at $19.99.  The games include Excitebike, Ice Climber,
Bomberman, Super Mario Bros., and Donkey Kong.

Remember that these are ports of the NES games, not the coin-op originals.
This means, for example, that Donkey Kong will be missing a level.

-Ken
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I really wish that Nintendo would release these at a cheaper price.  Or in a
NES cart set for $30.00.  Right now it just seems like price gouging:)  I love
the old classics.  I'm just not sure I love them that much:)

Where the heck is Kid Icarus?



Dain

 ------------
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Message 83         Sun Aug 29, 2004
A2.DAIN [Dain]               at 19:55 PDT


Nintendo makes really strange decisions.  They sell a Classic NES series of
Gameboy Advance cartridges that are just a NES emulator.  They have a game
Metroid Zero that hs in it the original NES Metroid.  Now they are coming out
with the Classic NES Metroid.   Why?  On top of that..they are not bringing out
Kid Icarus...a great game that has been snubbed a GBA Sequel.

Oh well,
Dain

 ------------
Category 38,  Topic 2
Message 84         Mon Sep 06, 2004
KGAGNE [Ken]                 at 11:59 PDT

More classic NES games are releasing for GBA.  Look for these titles on Oct
25 for $19.99:

Castlevania
Dr. Mario
The Legend of Zelda II: The Adventure of Link
Metroid

Why Metroid?  The remake, Metroid: Zero Mission, was already released for GBA.

-Ken

 ------------
Category 38,  Topic 2
Message 85         Mon Jan 30, 2006
KGAGNE [Ken]                 at 14:15 PDT

After ten years of delay, look for "Mother 3" (aka "Earthbound 2") on April
20th:

http://starmen.net/

Read my mini-review of "Earthbound" (copyright 1995) at this URL:

http://www.gamebits.net/snes/earthbnd.shtml

 ------------
 ************
Topic 3   CLOSED Thu May 10, 2001
KGAGNE                       at 20:59 PST
Sub: News Posts

News items on the Game Boy Advance.  Staff posts only.

 111 messages
 ************
 ------------
Category 38,  Topic 3
Message 1          Tue May 15, 2001
KGAGNE                       at 22:40 PDT

NEWKIDCO BRINGS THE WORLD'S FAVORITE CARTOON DUO, TOM AND JERRY, TO NEXT
GENERATION GAME PLATFORMS

Leading Kid's Video Game Publisher Adds Two More Titles To Its Successful
Line-up of Video Games Featuring The Infamous Cat and Mouse

NEW YORK, NY - 15 May 2001- NewKidCo, a leading publisher of video games for
today's young kids, announced plans to release two new games for the next
generation of hand held and set top consoles. TOM AND JERRY: THE MAGIC RING for
Game Boy Advance will be released in October of this year and TOM AND JERRY IN
WAR OF THE WHISKERS for PlayStation 2 computer entertainment system, the
release date to be set later this year. "Tom and JerryTM," one of the most
famous cartoon series ever made, was created by legendary animators William
Hanna and Joseph Barbera. Each game will capture all the classic elements of
the immensely popular "Tom and Jerry" cartoons.

"We are delighted to be bringing out two new Tom and Jerry games," said Henry
A. Kaplan, CEO of NewKidCo. "These great characters have delighted audiences
for years, and will easily make the transition to the next generation of
gaming systems."

TOM AND JERRY: THE MAGIC RING for Game Boy Advance
Coinciding with a brand new feature-length exclusive-to-video release from
Warner Home Video, Tom and Jerry: The Magic Ring, this side-scrolling
action/adventure brings the movie's fun home. Tom and Jerry's curiosity get
the best of them when a magic ring that Tom was supposed to guard with his life
winds up stuck over Jerry's head. Now, Jerry must find a way to free himself
of the ring while fleeing from Tom - who wants to take it off any way he can

Key Features
* Adjustable difficulty levels, catering to players with any level of
experience
* Play as either Tom or Jerry
* 8 environments and multiple themed arenas
* Features a multitude of weapons and clever ways to use them
* Co-stars a supporting cast of Tom and Jerry characters including Spike,
Tyke, Nibbles and Duckling and Butch the bulldog

TOM AND JERRY IN WAR OF THE WHISKERS for PlayStation 2
In the new console's first beat-em-up game designed for a family audience;
players will be able to select from the largest Tom and Jerry cast ever
assembled, and battle it out within a variety of arenas styled after timeless
cartoon scenarios. Headliners Tom and Jerry, are joined by Spike, Tyke,
Nibbles, Duckling, Butch as well as surprise appearances from some characters
not yet seen in a Tom and Jerry game. Featuring advanced character animation,
and a huge arsenal of weaponry; each arena will have its own set of props, and
take damage during the brawl as characters shatter windows, break furniture
and smash panels open to reveal special animated sequences and hidden
power-ups.


Key Features
* Largest selection of characters and arenas in a Tom and Jerry game to date
* Advanced character animation and high resolution character models
* Interactive environments with special level events that can radically alter
the course of the brawl.
* 4 modes of game play including: single player, two player "vs." mode, team
and tag-team battles

Both games, geared towards the 6-12 years age group, as well as older fans of
the series, will faithfully recreate the legendary cat vs. mouse contests that
so many generations have enjoyed.

TOM AND JERRY and all related characters and elements are trademarks of Turner
Entertainment Co. 2001.
Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. (c)
1989, 1998 Nintendo of America Inc.
This title has not yet been officially approved by Sony Computer Entertainment
America.

About NewKidCo International Inc. NewKidCo International Inc. (TSE:NKC; OTC BB:
NKCIF), head quartered in New York City, New York, publishes children's video
games based on popular licensed characters, for interactive entertainment game
systems from Sony, Nintendo and Microsoft. NewKidCo publishes and distributes
their products directly in North America and in Europe through distribution
partner, Ubi Soft Entertainment SA. For more information please visit
www.newkidco.com

Forward-looking statements in this release are made pursuant to the safe harbor
provisions of the Private Securities Litigation Reform Act of 1995. Investors
are cautioned that all forward-looking statements involve risk and
uncertainties, including without limitation risks related to the Company's
ability to raise additional financing, risks of intellectual property rights
and litigation, risks in technology development and commercialization, risks in
product development and market acceptance of and demand for the Company's
products, risks of downturns in economic conditions generally, risks associated
with competition and competitive pricing pressures, risks associated with
foreign sales, risks associated with the sell-through of products in the sales
channels, risks associated with customer concentration and other risks
detailed in the Company's filings with the Securities and Exchange Commission

 ------------
Category 38,  Topic 3
Message 2          Wed May 16, 2001
KGAGNE                       at 17:56 PDT

Images of select Nintendo Game Boy Advance, including Mario and F-Zero, are
now available in the Gamebits file library:

ftp://username@syndicomm.com/pub/members-only/gamebits/GameBoyAdvance/

Part of our "Live from E3" coverage!

-Ken

 ------------
Category 38,  Topic 3
Message 3          Sun Jun 17, 2001
KGAGNE [Ken]                 at 09:53 PDT

PELICAN PREPARES FOR NEXT GENERATION;
CHEAT DEVICE FOR GAME BOY* ADVANCE

Vernon, Calif., June 12, 2001 - Pelican Accessories, the fastest growing 3rd
party developer of video game peripherals in the country, announced the launch
of its new Code Breaker* Advance for the Game Boy* Advance hand held video
game system. Code Breaker* is a Game Boy* Advance compatible cartridge that
provides access to the cheat codes of numerous Game Boy* Advance video games.

As a cheat system, Pelican's Code Breaker* Advance provides the player with
infinite ammo, unlimited lives, limitless energy, and special characters and
weapons. Code Breaker* also comes pre-loaded with 100's of cheats for all the
latest Game Boy* Advance titles and is the only cheat device compatible with
Game Shark*.

"The market for cheat devices continues to grow at an impressive rate,"
stated Pelican's President, Chris Richards. "As we expand our product offering
to accommodate the next generation of platforms, we anticipate significant
market penetration with our line of Code Breaker cheat devices including our
latest version for Game Boy* Advance."

Code Breaker* Advance comes with a variety of special features including
thousands of pre-loaded codes and user friendly interface. Code Breaker*
Advance is set to launch July, 2001.

About Pelican Accessories

Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube, Game Boy* Color, Game Boy*
Advance and Microsoft Xbox*. Product design, testing and research take place
in the USA with the majority of manufacturing in Asia. Pelican Accessories is
headquartered in Vernon, California.

 ------------
Category 38,  Topic 3
Message 4          Fri Jun 29, 2001
KGAGNE [Ken]                 at 10:12 PDT

ACTIVISION SHIPS HIGHLY ANTICIPATED TITLES
BLOODY ROAR 3 AND BOMBERMAN TOURNAMENT

Santa Monica, CA - June 29, 2001 - Pulse-pounding arena fighting action and
explosive blast-a-thons will ambush North American retail shelves this week
with the release of Activision, Inc.'s (Nasdaq: ATVI) Bloody Roar*3 for the
PlayStation*2 computer entertainment system and Bomberman* Tournament for the
Game Boy(R) Advance handheld video game system. The latest versions of these
critically acclaimed franchises will deliver non-stop action experiences that
will appeal to fans of these popular brands and newcomers alike.

"Next generation technology is enabling us to take Bloody Roar* and
Bomberman* to all-new levels," states Larry Goldberg, executive vice
president, Activision Worldwide Studios. "Bloody Roar 3's incredible 3D
graphics and stunning special effects deliver a new twist to the popular
fighting tradition that the series is known for. While Bomberman Tournament's
highly charged four-player option offers a fast and furious gaming
adventure."

As the newest installment in the Bloody Roar series, Bloody Roar 3 immerses
players in a 3D, adrenaline pumping gameplay experience with 14 playable
characters. Each character has the ability to transform from human to an
alternate beast life form with special attack beast moves. Featuring fast and
fluid fighting action and single and two player head-to-head action, players
must use their unique fighting skills to battle their way through nine
different immersive environments that feature destructible walls and floors.
Bloody Roar 3 was developed by Hudson Soft Co., Ltd. and Eighting Co., Ltd.
and is rated "T" (Teen -- Blood, Suggestive Themes and Violence - content
suitable for persons ages 13) by the ESRB. The game carries a suggested
retail price of $49.99.

Featuring fast and furious gameplay, Bomberman Tournament delivers its
signature brand of non-stop blasting action to fans of the best-selling
franchise. In the game, players must tactically navigate through eight
different battlefield mazes while hunting down opponents and avoiding bombs.
The game is one of the first Game Boy Advance titles that allows up to four
players to battle it out from one Game Pak using the Game Boy Advance Game
Link* Cable. The game also features an in-depth adventure mode that lets
players travel on a single player quest through five expansive lands,
interact with characters, solve brain teasing puzzles and battle mega-bosses.
Bomberman Tournament was developed by Hudson Soft Co., Ltd. and is rated "E"
(Everyone - Mild Violence - content suitable for persons ages six and older)
by the ESRB. The game carries a suggested retail price of $39.99.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 38,  Topic 3
Message 5          Fri Jun 29, 2001
KGAGNE [Ken]                 at 10:14 PDT

ACTIVISION'S TONY HAWK'S PRO SKATER(tm) 2
FOR NINTENDO'S GAME BOY(R) ADVANCE RANKS AS #2 BEST-SELLING VIDEO GAME FOR
WEEK OF JUNE 10 - 16, 2001

Santa Monica, CA - June 29, 2001 - Activision, Inc. (Nasdaq: ATVI) announced
today that Tony Hawk's Pro Skater(tm) 2 for Nintendo's Game Boy(R) Advance
handheld video game system was the #2 best-selling video game overall by
units and dollars for the week of June 10-16, 2001, according to NPD's TRSTS
Data. Additionally, the title ranked as the #1 third-party game by units and
dollars for the Game Boy Advance during the same week.

Additionally, Tony Hawk's Pro Skater 2 for Game Boy Advance was the #3
best-selling video game overall and the #1 third-party title for the platform
in the United Kingdom for the week ending June 23, 2001, according to ELSPA's
Chart-Track.

"According to Nintendo, 500,000 Game Boy Advances were sold in the system's
first week in the U.S. alone, making it the fastest selling game system
ever," states Ron Doornink, President and COO, Activision, Inc. "As the #1
independent publisher for the Game Boy(R) Color platform for the last two
quarters, we are very enthusiastic about the release of Game Boy Advance.
Anticipating strong consumer demand for the new hardware, we currently have
10 titles in development, and released our premier franchise Tony Hawk's Pro
Skater to coincide with the U.S. and U.K. launch dates."

Tony Hawk's Pro Skater 2 for the Game Boy Advance recreates the thrill of the
Tony Hawk Pro Skater franchise with new level designs, gameplay and
technology. Players choose to ride with the skills of Tony Hawk, the most
recognized skateboarding pro of all time, or as one of 12 top pro skaters
from the same star-studded lineup that is in the PlayStation game console
version. Players perform hundreds of tricks with an intuitive and solid
control scheme in a variety of realistic, obstacle-filled locations. The game
is rated "E" (Everyone- Animated Blood-content suitable for persons ages 6
and older) by the ESRB.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

 ------------
Category 38,  Topic 3
Message 6          Thu Aug 09, 2001
KGAGNE [Ken]                 at 17:05 PDT

ID SOFTWARE'S LEGENDARY ACTION GAME DOOM(tm)
SET TO DEBUT ON GAME BOY(R) ADVANCE

Classic DOOM Action Now Available "To Go"

Mesquite, TX - August 8, 2001 -- id Software's legendary action shooter game,
DOOM(tm), is set for an explosive debut on the Game Boy(R) Advance. DOOM for
the Game Boy Advance is a joint development effort by id Software and David
A. Palmer Productions. id and Palmer recently teamed up to bring Commander
Keen(tm), another renowned id franchise, to the Game Boy(R) Color.

Published by Activision, Inc. (Nasdaq: ATVI), DOOM for Game Boy Advance will
allow gamers to experience the visceral thrill and frenetic action of the
groundbreaking PC game from the palm of their hand. The title recreates the
immersive 3D experience and onslaught of horrific demons that epitomizes the
franchise. DOOM for the Game Boy Advance is currently rated "T" (Teen) by the
ESRB.

"DOOM redefined gaming on the PC and now it's back to change the way we think
about mobile games," Todd Hollenshead, CEO, id Software, said. "DOOM fans
rejoice -- if you thought it was nightmarish the first time, imagine having
the Imps and 'Pinkies' in your pocket all the time."

DOOM for the Game Boy Advance pits players against cyber-organic creatures
and nightmarish demons as they blast their way through 24 action-packed 3D
levels. Armed with eight weapons, players must navigate treacherous
architecture to avoid traps and use power-ups in a timeless battle of skill
and firepower.

Continuing DOOM's legacy of immersive multiplayer gameplay, the handheld
version features multiplayer support through the Game Boy Advance Game Link
Cable. Two to four players can test their mettle in classic DOOM Deathmatch
through all of the single-player levels and an additional eight dedicated
multiplayer levels. In addition, two players can team up to blast their way
through single-player levels in Cooperative mode.

"The debut of DOOM heralds a new era of handheld gaming," states Larry
Goldberg, executive vice president of Activision Worldwide Studios. "The DOOM
phenomenon swept the world with incredible gameplay and unparalleled
multiplayer experience. DOOM for the Game Boy Advance will allow gamers to
engage in mobile mayhem anywhere, anytime."

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm) and QUAKE III: Team
Arena(tm). id's advanced QUAKE III Arena engine is leading the next
revolution in 3-D interactive games with both single and multiplayer
technology. Check out more about id Software at www.idsoftware.com.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 1993-2001 Id Software, Inc. All rights reserved. Published and
distributed by Activision Publishing, Inc. under license. DOOM for Game Boy
Advance co-developed by David A. Palmer Productions. Wolfenstein 3D, DOOM,
QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena, and the id Software
name are either registered trademarks or trademarks of Id Software, Inc. in
the United States and/or other countries. Activision is a registered
trademark of Activision, Inc. and its affiliates. All other trademarks and
trade names are the property of their respective owners.

 ------------
Category 38,  Topic 3
Message 7          Thu Oct 25, 2001
KGAGNE [Ken]                 at 13:30 PDT

PELICAN ACCESSORIES LAUNCHES NEW CODE BREAKER
CHEAT DEVICE FOR PLAYSTATION(r) 2 AND GAME BOY(r) ADVANCE

Vernon, Calif., October 25, 2001 - Pelican Accessories, the fastest growing
3rd party developer of video game peripherals, has announced the launch of
the new Code Breaker for the PlayStation 2 game console and Game Boy Advance,
the latest editions to their family of Code Breaker cheat devices. Code
Breaker provides access to more than 2,200 codes for more than one hundred
PlayStation 2 video games and almost 300 cheat codes for more than fifty GBA
titles. Unlike competing cheat devices on the market, Pelican's Code Breaker
works flawlessly on all PlayStation 2 consoles and GBA systems regardless of
security blocks caused by installed encryption protection. New codes are
posted daily at codebreakercodes.com in conjunction with the release of new
titles. Code Breaker will be available early November with a suggested retail
price of $34.95 for PlayStation 2 and $29.95 for GBA.

As a cheat device, Code Breaker provides the player with unlimited lives,
unlimited ammo, secret characters, extra weapons and extra vehicles. Code
Breaker also has the ability to accept Game Shark codes.
br
oPelican's Pre sident, Chrisn Richards, stoated: "Unliker other cheat  devices
on
nthe market, tohe Code Breakser can be use
d on all PlayStation 2 and GBA systems
without the worry of compatibility due to encryption protection and without
the assistance of a memory card, giving gamers unlimited access to all the
hidden levels and secrets of their favorite PS2 and GBA games." Continued
Richards: "Code Breaker also comes with more cheat codes for more games than
any competing cheat devices and is much easier to use."

Code Breaker for PlayStation 2 and GBA is the latest installment in a series
of critically praised cheat devices developed by Pelican Accessories,
including versions for PSone(r) and Game Boy(r) Color and Sega Dreamcast(r).
Code Breaker will soon be available Nintendo GameCube(r) and Microsoft
Xbox(r).

About Pelican Accessories
Pelican Accessories is the fastest growing video game peripherals company in
the United States, providing a full line of accessories for all current and
future video game platforms including Sega* Dreamcast, PlayStation*,
PlayStation*2, Nintendo* 64, Nintendo* GameCube*, Game Boy* Color, Game Boy*
Advance and Xbox(r) from Microsoft. Product design, testing and research take
place in the USA with the majority of manufacturing in Asia. Pelican
Accessories is headquartered in Vernon, California.

 ------------
Category 38,  Topic 3
Message 8          Wed Oct 31, 2001
KGAGNE [Ken]                 at 13:01 PDT

UNIVERSAL INTERACTIVE HEATS UP RETAIL OUTLETS WITH
SPYRO: SEASON OF ICE FOR THE GAME BOY ADVANCE

Giant Dragon's Debut Adventure on Pint-Sized Platform

UNIVERSAL CITY, Calif., October 31, 2001 - Universal Interactive confirmed
today that Spyro: Season of Ice has shipped to stores nationwide. Appearing
for the first time ever on a Nintendo handheld console and featuring an
entirely new adventure, Spyro: Season of Ice for Game Boy Advance was
developed by acclaimed studio Digital Eclipse Software, Inc.

Spyro's latest escapade begins when his vacation on Dragon Shores is abruptly
interrupted by an urgent message informing him that Grendor the Rhynoc, a
wicked wizard, has captured Zoe and frozen all the fairies throughout the
Fairy Realms. Determined to save his frozen friends, Spyro embarks on an
action-packed adventure that propels him through 25 enchanted levels
including the Lava Prairie, Hummingbird Village, Honey Marsh, Roman Holiday
and Star Park. Players control classic Spyro abilities such as gliding,
flaming and hovering in vast, isometric 3D platform-jumping levels and
fast-paced speedway rounds. Sparx the Dragonfly is playable in arcade-style
top-down levels and buzzes his way throughout the game at Spyro's side.
Filled with collectible gems, mini-games and all new bosses, Spyro: Season of
Ice offers the complete Spyro gameplay experience.

"Universal Interactive recognized the strong appeal of the Spyro the Dragon
franchise for the handheld market and made a strategic decision to publish an
all-new adventure for the Game Boy Advance," said Jim Wilson, president of
Universal Interactive. "Players will encounter lush environments, playful
characters, unbelievably vivid colors, classic Spyro gameplay and just a
touch of dragon humor!"

The Spyro the Dragon franchise has sold more than eight million units
worldwide. Rated E for Everyone, the new action/platform title, Spyro: Season
of Ice, is designed for players of all ages and is available at a SRP of
$39.99.

About Universal Interactive
Universal Interactive develops and publishes innovative interactive
entertainment for next generation game consoles and PC platforms based on
original content and Universal Studios character, movie, and television
franchises.

About Vivendi Universal Publishing
Vivendi Universal Publishing (VU Publishing), the publishing division of the
world's second largest communications group (Vivendi Universal), is an
international leader in multi-platform publishing and content distribution.
As one of the top three players in the global publishing market and the only
publisher with an international reach, the Company's key content areas
include literature, reference, education, games and consumer press. VU
Publishing publishes content in four major languages, including English,
French, Spanish and Portuguese, and has strong local publishing brands,
including Anaya, Atica, Houghton Mifflin, Knowledge Adventure, Larousse,
Nathan and Scipione. In the games category, VU Publishing is a leading
publisher of online, PC and console-based games. Its studios include Blizzard
Entertainment, Sierra On-Line and Universal Interactive.

###

 ------------
Category 38,  Topic 3
Message 9          Mon Nov 05, 2001
KGAGNE [Ken]                 at 12:12 PDT

id SOFTWARE'S DOOM FOR GAME BOY(r) ADVANCE SHIPS TO RETAIL

Santa Monica, CA - November 5, 2001 -- Do you remember your first time? The
lights were low, your adrenaline was pumping and you were scared stiff. Now
you can relive the nightmare wherever you go with the release of DOOM( for
the Game Boy(r) Advance from id Software( and Activision, Inc. (Nasdaq:
ATVI). DOOM is rated "T" for Teen by the ESRB and carries a suggested retail
price of $39.99.

Developed by id Software and David A. Palmer Productions, DOOM for the Game
Boy Advance delivers the same nonstop action and immersive 3-D thrills of the
legendary PC game in a go-anywhere form factor. Packed with labyrinthine
levels and hordes of hellish enemies, DOOM supports single and 2 - 4 person
multiplayer action in Cooperative or Deathmatch modes via the Game Boy(r)
Advance Game Link( cable.

"Who says you can't take it with you?" said Todd Hollenshead, CEO, id
Software. "DOOM for the Game Boy Advance gives gamers the legendary action
and intense multiplayer capabilities of the original, right in the palm of
their hands."

DOOM challenges gamers to assume the role of a lone Space Marine who must rid
a Martian moon of an army of gruesome, hell-spawned creatures that have
invaded it. Equipped with an explosive arsenal of weapons including
Chainguns, Plasma Rifles and Rocket Launchers, players will face off against
demons and opponents through 24 enormous single-player levels and eight
dedicated multiplayer maps. In addition, players can team up with a friend
and blast through DOOM's maze of levels with a friend in cooperative mode.

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(r), DOOM(r), DOOM II(tm), QUAKE(r) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm) and QUAKE III: Team
Arena(tm). id's advanced QUAKE III Arena engine is leading the next
revolution in 3-D interactive games with both single and multiplayer
technology. Check out more about id Software at www.idsoftware.com.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(c) 2001 Id Software, Inc. All rights reserved. Published and distributed by
Activision Publishing, Inc. under license. Wolfenstein 3D, Return to Castle
Wolfenstein, DOOM, QUAKE, QUAKE II, QUAKE III Arena, QUAKE III: Team Arena,
and the id Software name are either registered trademarks or trademarks of Id
Software, Inc. in the United States and/or other countries. Activision is a
registered trademark of Activision, Inc. and its affiliates. All other
trademarks and trade names are the property of their respective owners.
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Category 38,  Topic 3
Message 10         Wed Nov 21, 2001
KGAGNE [Ken]                 at 10:24 PDT

ACTIVISION SHIPS MAT HOFFMAN'S PRO BMX(tm) FOR THE
Game Boy(R) Advance

Santa Monica, CA  -- November 20, 2001  -- Gamers can feel the adrenaline
rush of BMX biking action in the palm of their hand with the release of
Activision, Inc.'s (Nasdaq: ATVI) Mat Hoffman's Pro BMX(tm) for the Game
Boy(R) Advance.  Currently available at retail stores nationwide, the game
expands Activision's successful action sports franchise to the next
generation handheld allowing players to perform hundreds of tricks and
signature moves in a variety of street, vert and dirt courses.  Mat Hoffman's
Pro BMX is rated "E" (Everyone - content suitable for persons ages 6 and
older) by the ESRB and carries suggested retail prices of $39.99.

"Mat Hoffman's Pro BMX delivers an exhilarating and authentic BMX gaming
experience," said Larry Goldberg, executive vice president, Activision
Worldwide Studios.  "With large interactive levels and numerous tricks
including ice pick grinds and 540 bar spins, the game pushes the power of the
Game Boy Advance and is sure to be a must-have title for both BMX enthusiasts
and casual gamers this holiday season."

Developed by HotGen Studios, Mat Hoffman's Pro BMX for the Game Boy Advance
lets players ride like the 10-time World Vert champion, Mat "Condor" Hoffman
or seven other top-ranked vert, dirt and street BMX pros.  The game's
intuitive and solid control scheme and easy-to-learn trick and combo system
allows players to perform hundreds of trick combos and signature moves unique
to the sport.  Gamers can choose from one of six realistic street, vert and
dirt courses filled with challenges, secret areas and interactive ramps,
rails and funboxes.  With both single-player and multiplayer modes, the game
offers a wealth of options, including Single Session, Free Ride and an
in-depth Career mode.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products.  Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands.  More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com
<http://www.activision.com/> .

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

###
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Message 11         Wed Nov 21, 2001
KGAGNE [Ken]                 at 10:24 PDT

ANIMATED ACTION STAR JACKIE CHAN MAKES HIS WAY TO THE NINTENDO(R) GAME BOY(R)
ADVANCE IN LEGEND OF THE DARK HAND

Sony Pictures Family Entertainments' Jackie Chan Adventures(tm) Kicks Into
Gear As Activision's New Game Boy Advance Title Hits Retail

Santa Monica, CA - November 20, 2001 - Through a licensing agreement with
Sony Pictures Consumer Products, Activision, Inc. (Nasdaq: ATVI) is ready for
prime time with the announcement of Jackie Chan Adventures: Legend of the
Dark Hand for the Nintendo Game Boy Advance hitting retail outlets nationwide
this month. Based on the #2 best rated Saturday morning animated series on
the Kids' WB!, the game chronicles the adventures of Jackie Chan as he
faces-off against the nefarious forces of the Dark Hand on a quest to uncover
ancient mystical scrolls.* Jackie Chan Adventures: Legend of the Dark Hand
will retail for $39.99 and carries a rating of "E" for everyone with a
descriptor of violence by the ESRB. * Source: NTI STD among Boys 6-11 as of
11/3/01

"Jackie Chan Adventures: Legend of the Dark Hand flawlessly translates
Jackie's unique style of humor, slapstick and action to the Game Boy
Advance," states Larry Goldberg, executive vice president of Activision
Studios. "The fun and fast paced gameplay is sure to delight Jackie's fans
and gamers alike.

Starring, Jackie Chan, Jackie Chan Adventures: Legend of the Dark Hand
combines eye-popping anime-style animation with fast-paced comedy. As Jackie,
martial arts pro and expert archaeologist, players can pull-off incredible
moves and death defying stunts including quick punches, spin kicks and
unbelievable acrobatic maneuvers. Additionally, gamers will be able to use
in-game objects such as furniture and brooms to defend themselves. On his
quest, Jackie will be joined by friends and foes alike. Jackie's feisty
niece, Jade, as well as his wisecracking uncle will coach and cajole Jackie
as he navigates the globe. The two main villains from the show also co-star
in the game, and Jackie must encounter and defeat Valmont, leader of the Dark
Hand, and Shendu, the demon overlord of Dark Hand.

JACKIE CHAN ADVENTURES returns for a second season to Kids' WB! Saturday
mornings and Monday through Friday afternoons. Each episode of this
"anime-style" action-adventure comedy follows the adventures of Jackie Chan,
an archeologist and self-studied expert in martial arts. Recruited by a
covert police organization known as Section 13, Jackie travels the globe to
help defeat the sinister Dark Hand, one of the most dangerous crime
organizations in the world.

About Sony Pictures Family Entertainment
Sony Pictures Family Entertainment Group produces traditional cell animation,
CGI and live-action properties for television around the world. The division
is currently producing JACKIE CHAN ADVENTURES, MAX STEEL, MEN IN BLACK: THE
SERIES, and is distributing PHANTOM INVESTIGATORS for Kids' WB!; DRAGON
TALES, co-produced with Sesame Workshop, on PBS's Ready To Learn block;
HAROLD AND THE PURPLE CRAYON for HBO Family, ROUGHNECKS: Starship Troopers
Chronicles, JUMANJI and EXTREME GHOSTBUSTERS airing in syndication; and the
upcoming HEAVY GEAR. SPFE is developing the animated series STUART LITTLE for
HBO Family, and LENORE, an original Internet series with Sony Pictures
Digital Entertainment (SPDE).

About Sony Pictures Consumer Products
Sony Pictures Consumer Products (SPCP), based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. This includes theatrical properties such as
Spider-Man(tm), Men in Black 2(tm) and Stuart Little 2(tm), as well as
television properties, like as "Phantom Investigators(tm)," "Harold and the
Purple Crayon(tm)," "Jackie Chan Adventures(tm)" and "Max Steel(tm)." SPCP is
a division of Sony Pictures Entertainment (SPE), whose global operations
encompass motion picture production and distribution, television production
and distribution, worldwide channel investments, home entertainment
acquisition and distribution, operation of studio facilities, development of
new entertainment products, services and technologies, and distribution of
filmed entertainment in 67 countries.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com <http://www.activision.com>
.

###

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.
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Message 12         Fri Nov 30, 2001
KGAGNE [Ken]                 at 11:29 PDT

ACTIVISION'S ALIENATORS: EVOLUTION CONTINUES(tm)
TAKES ROOT AT RETAIL

Santa Monica, CA - November 30, 2001 - Bio badguys and creepy critters
beware! Activision, Inc.'s (Nasdaq: ATVI) alien-blasting side-scrolling
action game,
Alienators: Evolution Continues(tm) for the Nintendo Game Boy(r) Advance, is
on its way to retail shelves nationwide. Based on the animated series of the
same name, which airs on Fox Kids, the game follows the adventures of four
unlikely heroes and their quest to stop a strange alien menace known as the
Genus. The game has been rated "E" for everyone with a descriptor for
violence by the ESRB and is expected to be available on retail shelves for a
suggested retail price of $39.99.

"Alienators: Evolution Continues is a natural fit for a video game with wacky
characters, strange aliens and unique environments," states Larry Goldberg,
executive vice president, Activision Worldwide Studios. "Our game combines a
unique blend of humor with fun and fast-paced gameplay for an all new
interactive adventure."

As team leader, Ira Kane, players will have the opportunity to explore 12
levels teaming with extraterrestrial trouble. Armed with the Devolver, a
multi-function weapon that fires Blue Goo, rockets, rapid fire blasts and
grenades, players will have the opportunity to zap eight different alien
types into primordial ooze.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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ACTIVISION'S SHAUN PALMER'S PRO SNOWBOARDER FOR NINTENDO'S GAME BOY(r)
ADVANCE
SOARS ON TO RETAIL SHELVES

Santa Monica, CA - December 4, 2001 - Thrill-seekers can now experience the
exhilaration of hitting the half-pipe, flying through the crisp winter air
and sticking the perfect trick anytime and anywhere with the release of
Activision, Inc.'s (Nasdaq: ATVI) Shaun Palmer's Pro Snowboarder(tm) for the
Game Boy(r) Advance. Currently available at retail, the title is rated "E"
for everyone, making it the perfect gift for kids of all ages. Shaun Palmer's
Pro Snowboarder carries a suggested retail price of $39.99.

"Shaun Palmer's Pro Snowboarder for the Game Boy Advance takes hand-held
action-sports gaming to the next level by combining fast-paced, trick-style
gameplay with the latest technological advancements," said Larry Goldberg,
executive vice president, Activision Worldwide Studios. "With more varied and
graphically advanced gameplay, consumers are sure to enjoy hours of
snowboarding fun."

Shaun Palmer's Pro Snowboarder is real life racing and freestyle snowboarding
featuring Shaun Palmer, and three of the biggest names in the sport including
Snowboarder Magazine(tm) "Rider of the Year" Tara Dakides, Shaun White, and
Ingemar Backman. Players race down the slopes of real-world locations pulling
hundreds of authentic trick combos. Players can explore hidden and secret
areas, and stick tricks off anything in sight. Shaun Palmer's Pro Snowboarder
features several modes of play including career, practice and one-on-one
superpipe competition.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2000, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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KGAGNE [Ken]                 at 19:31 PDT

FROGGER HOPS ONTO GAME BOY(R) ADVANCE
AND PC CD-ROM IN SPRING 2002

Leap Into the Shoes of Everyone's Favorite Frog and
Embark on a Fairy Tale Adventure!

FOR IMMEDIATE RELEASE

Redwood City, CA - Feb. 20, 2002 - Konami of America, Inc., announced today
that it's enormously popular character, Frogger will hop onto Nintendo Game
Boy(R) Advance and PC CD-ROM in Spring 2002. Frogger Advance: The Great Quest
for GBA and Frogger: The Great Quest for PC both feature a rich fairy-tale
adventure, innovative gameplay and next-generation graphics. These E-rated
titles will propel the franchise to new heights.

Frogger's quest begins when our hero embarks on an epic quest in search of a
Princess. In these next-generation versions of the game gameplay reaches a
new level. Now, players must guide the happy-go-lucky amphibian through a
multitude of picturesque environments and challenging levels.

"Frogger has a proven track record of delivering a fun, addictive and unique
gameplay experience," said Erica Mason, Product Manager at Konami of America.
"That success has allowed us to expand the character into new worlds. The
light-hearted fairy tale adventure, Frogger's special moves and stunning
graphics make The Great Quest fun for everyone!"

Developed by Vicarious Visions, Frogger Advance: The Great Quest for Game
Boy(R) Advance is a side-scrolling platformer in which the player's primary
objective is to dodge, avoid and side-step a barrage of dangerous obstacles.
Shifting seamlessly between underwater swimming levels and on-land
running/jumping levels, Frogger will face a horde of enemies including
gigantic beetles, dragons and a slew of fierce sea creatures.

In the PC version of Frogger: The Great Quest (developed by Konami), players
guide Frogger through 12 rich 3D environments to obtain the kiss of a
Princess that will magically transform the precocious frog into a Prince! A
port of the PlayStation(R) 2 version released last year, the adventure takes
the green hero from swampy towns to desert wastelands where he must navigate
through majestic waterfalls and raging river rapids, all while collecting
power-ups and avoiding enemies. Over 70 hilarious characters inhabit
Frogger's mystical world, each contributing to the light-hearted and
whimsical spirit of the game.

The Frogger Franchise
The original Frogger arcade game generated record-breaking success when
Konami initially released it in the U.S. in 1981. The object of the game was
to help a poor frog reach one of five lily pads in his swampy home by
navigating him through a dangerous, traffic-filled road and across a river of
floating logs and turtles. The simplistic yet addictive gameplay made Frogger
one of the most recognizable icons in videogame history.

# # #

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. The latest
information about Konami can be found on the Web at www.konami.com. Konami
Corporation is a publicly traded company based in Tokyo, Japan with
subsidiary offices, Konami of America, Inc. in the US and Konami of Europe in
Frankfurt, Germany.

Frogger(R): The Great Quest(TM) and Konami(R) are either trademarks or
registered trademarks of KONAMI CORPORATION. (C)2001 Konami Corporation.
PlayStation(R) and PlayStation(R) logos are registered trademarks of Sony
Computer Entertainment, Inc. All other trademarks are properties of their
respective owners.
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Handheld Sequel To Critically Acclaimed PlayStation(r)2
Game Hits Retail Shelves Nationwide

REDWOOD CITY, CALIF. - FEB. 26, 2002 - Leading videogame publisher Konami of
America, Inc., announced that Zone of the Enders: The Fist Of Mars for
Nintendo Game Boy(r) Advance shipped today to retail outlets nationwide. An
action/strategy game, this new title is based on the universe established in
the hit Sony PlayStation"2 game released by Konami last year. Zone of the
Enders: The Fist of Mars is available at an SRP of $29.99 and is rated E for
Everyone.

"Zone of the Enders: The Fist Of Mars gives Z.O.E. fans an exciting new
chapter in the saga," said Jason Enos, Product Marketing Manager for Konami
of America. "Fans of the original game and newcomers to the world of Z.O.E.
will experience a deep storyline and over 30 hours of gameplay."

Zone of the Enders: The Fist of Mars follows the adventures of Cage, a young
boy who accidentally finds himself piloting a powerful new LEV (anime-styled
robot) and quickly becomes a target of military forces looking to take it
back. Cage and his new friends in the Mars underground resistance must fight
back against the military while unraveling the mysteries surrounding a newer,
faster LEV that wants Cage's unit destroyed.

In Zone of the Enders: The Fist of Mars, players take control of an army of
trucks, tanks, fighters and giant, anime-styled robots, called LEVs, in a
two-dimensional, turn-based action game. As the game's hero, Cage, players
must carefully select their actions, move around large battlefields and
engage enemy units in a fight to the finish. Units react faster as pilots
earn experience from battles, and can be upgraded and customized by
strengthening parts and weapons or by changing the balance between accuracy
and damage or armor and speed.

To date, the PlayStation(r)2 version of Zone of the Enders has sold over
500,000 units worldwide. Continuing the intergalactic warfare begun in the
original game, development of this title was directed by Noriaki Okamura, the
"father" of the original Zone of the Enders.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market.
Konami's action and adventure titles include the popular franchises Metal
Gear Solid, Silent Hill and Castlevania, among other top sellers. In
addition, the company has an agreement with ESPN to develop and publish
sports games. The latest information about Konami can be found on the Web at
www.konami.com. Konami Co., Ltd. is a publicly traded company based in Tokyo,
Japan with subsidiary offices, Konami of America, Inc. in the US and Konami
of Europe in Frankfurt, Germany.

ZONE OF THE ENDERSTM and FIST OF MARSTM are trademarks of KONAMI COMPUTER
ENTERTAINMENT JAPAN/SUNRISE o VAP. KONAMI is a registered trademark of KONAMI
CORPORATION. (C) 2001 2002 KONAMI COMPUTER ENTERTAINMENT JAPAN/ SUNRISE o
VAP. ALL RIGHTS RESERVED. All other trademarks are properties of their
respective owners.

PlayStation and PlayStation logos are registered trademarks of Sony Computer
Entertainment Inc.

###
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THQ TOPS RETAIL SALES CHARTS WITH BOTH XBOX AND GAME BOY ADVANCE TITLES

WWF Raw and SONIC ADVANCE are Nation's Number One Sellers

CALABASAS HILLS, Calif. - February 27, 2002 - THQ Inc. (NASDAQ NMS: THQI)
announced today that it has topped sales charts for the Xbox(tm) video game
system from Microsoft and Game Boy Advance according to independent retail
data from NPD Funworld. WWF Raw(r), the company's latest World Wrestling
Federation(r) (NYSE: WWF) licensed video game in partnership with JAKKS
Pacific, Inc. (NASDAQ NMS: JAKK), was the number one selling Xbox game for
the for the week of February 10-16. In its first week WWF Raw sold the most
units ever for a third-party Xbox game-- second only to Microsoft Game
Studios' Halo(tm).

THQ's newest Game Boy(r) Advance release, SONIC ADVANCE(tm), was also a best
seller topping the handheld chart for the week of February 3-9. SONIC ADVANCE
was also the fourth best-selling game overall for the week of February 3-9.

"We are thrilled with the overwhelming response at retail to WWF Raw and
SONIC ADVANCE," said Alison Locke, executive vice president, North American
Publishing, THQ. "Both of these titles truly demonstrate the power of these
new systems as well as the continued strengths of the World Wrestling
Federation and Sega brands."

"The sell-through of WWF Raw validates our previous expectations for this new
Xbox title," noted Jennifer Richmond, vice president of licensing, JAKKS
Pacific. "We are proud of the level of realism this World Wrestling
Federation video game offers to the most loyal fans in the world."

About WWF Raw
Developed by Anchor, WWF Raw showcases more than 45 Superstars in multiple
match types including title matches and King of the Ring tournaments. For the
first time ever in a World Wrestling Federation game, players can interfere
with opponents on their way to the ring during Superstar entrances. Enhanced
multiplayer capabilities including four-player tag team, handicap and triple
threat match variations make WWF Raw the definitive wrestling game for Xbox.

About SONIC ADVANCE
SONIC ADVANCE marks the 2D return of Sega's mascot Sonic the Hedgehog(r).
Players must solve puzzles and avoid traps to foil Dr. Eggman's evil plot
with the help of Sonic, Tails, Knuckles, or Amy. For the first time ever,
players will be able to connect their Game Boy Advance to their Nintendo
Gamecube(tm) system thanks to the innovative link feature found in SONIC
ADVANCE and Sega's SONIC ADVENTURE(tm) 2 BATTLE for Nintendo Gamecube.

About World Wrestling Federation Entertainment, Inc.
World Wrestling Federation Entertainment, Inc. (NYSE: WWF) is an integrated
media and entertainment company headquartered in Stamford, Conn., with sales
offices in New York City and Chicago. The company also has international
offices in London and Toronto. Additional information on the company can be
found at wwf.com and wwfecorpbiz.com

About JAKKS Pacific
JAKKS Pacific, Inc. is a multi-brand toy company that designs, develops,
produces and markets toys and related products under various brand names
(including Flying Colors(r), Road Champs(r), Remco(r), Child Guidance(r), and
Pentech(r)) in multiple product categories, including: Wheels; Action
Figures; Art/Activities/Stationery; Infant/Pre-School; Writing Instruments;
Plush; and Dolls. The Company also participates in a joint venture with THQ
Inc. that has exclusive worldwide rights to publish and market World
Wrestling Federation(r) video games. Visit www.jakkspacific.com.

About Sega
SEGA(r) of America is the American arm of Tokyo, Japan-based SEGA
Corporation, a $3.5 billion corporation by market capitalization, recognized
as a worldwide leader in interactive entertainment both inside and outside
the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.

About Xbox
Xbox is Microsoft's future-generation video game system that delivers the
most powerful games experiences ever. Xbox empowers game artists by giving
them the technology to fulfill their creative visions as never before,
creating games that blur the lines between fantasy and reality. Xbox is now
available in North America at the suggested retail price of $299.99.

*Reseller prices may vary.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment, Nintendo and
Microsoft. The THQ web site is located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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THQ SHIPS MotoGP FOR GAME BOY ADVANCE

CALABASAS HILLS, Calif. - March 4, 2002 - THQ Inc. (NASDAQ NMS: THQI) today
announced the release of MotoGP for Game Boy Advance. Based on the fastest,
most thrilling machines on two wheels, MotoGP is available at major retail
outlets nationwide.

MotoGP is the world's fastest, most advanced form of motorcycle racing. With
16 Grand Prix races taking place on all five continents, MotoGP is watched in
208 countries around the world with an average audience of 329 million
television viewers per event. The world's leading motorcycle manufactures
including Honda, Suzuki and Yamaha all participate with their own
state-of-the-art, high-tech motorcycles unique to the MotoGP Championships.
MotoGP is owned and controlled by Dorna.

"As the number one third party publisher for Game Boy Advance titles, THQ is
thrilled to be bringing all the speed and excitement of MotoGP to motorcycle
racing fans everywhere," stated Michael Rubinelli, vice president, product
development, THQ. "THQ is dedicated to continuing its commitment by bringing
new and original titles to the Game Boy Advance."

About MotoGP
Developed by Visual Impact, MotoGP places players in control of some of the
most advanced racing machines on the planet. Featuring more than 20 authentic
tracks from around the world and the current racing rosters from
corresponding MotoGP motorcycle sponsors, players can race on 12 bike types
in three racing levels. Five modes of play are featured, including arcade,
time trial, championship, time attack and quick race. Various weather
elements factor into MotoGP's gameplay as well, including fog, rain and
nighttime conditions making it the most realistic motorcycle game available
for the Game Boy Advance.

About Dorna
Dorna, based in Madrid, Spain, controls the world's top motorcycle sports,
including the Motocross World Championships, the Supercross World
Championships and MotoGP. The Dorna website is located at
http://www.motograndprix.com/.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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THQ ANNOUNCES SCOOBY-DOO THE MOTION PICTURE FOR GAME BOY ADVANCE

Based on Summer 2002 Theatrical Release

CALABASAS HILLS, Calif., - March 7, 2002 -THQ Inc. (NASDAQ NMS: THQI) today
announced Scooby-Doo(tm) based on the upcoming motion picture for Game Boy(R)
Advance. The game, scheduled for release in conjunction with this summer's
highly anticipated, live-action movie, is based on the mystery-solving
adventures of Scooby, Shaggy, Fred, Daphne and Velma. Scooby-Doo for Game Boy
Advance will be available day-and-date with the movie.

"By pairing mass market franchises with quality gameplay, THQ has established
itself as the top publisher behind Nintendo for all Game Boy systems," said
Peter Dille, vice president, marketing, THQ. "We're tremendously excited
about Scooby-Doo and its potential for accelerating an already hot brand."

Scooby-Doo for Game Boy Advance brings the big screen adventures of the
mystery-solving teenagers to gamers on the go. Players will explore exotic
locations inspired by the movie, searching for clues to complete missions and
ultimately, solve Spooky Island's big mystery. Inspired by actual movie
stills and artwork, the game features beautifully rendered environments and
familiar characters in a combination of action/adventure and combat style
gameplay.

Scooby-Doo! was created by animation legends William Hanna and Joseph
Barbera, and Scooby-Doo! Where Are You? is one of the longest-running
animated series in television history. Currently airing on the Cartoon
Network, the series is one of the network's top rated shows. Scooby-Doo was
also recently voted kids favorite cartoon character on the Cartoon Network.

THQ also recently announced Scooby-Doo! Night of 100 Frights for
PlayStationa2 and GameCubea based on the classic cartoon. For more
information on THQ's Scooby-Doo videogames and the rest of THQ's 2002 product
line-up, please visit www.thq.com.

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ Web site is
located at www.thq.com.

# # #

SCOOBY-DOO and all related characters and elements are trademarks of and (c)
Hanna-Barbera.

(sO2)

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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ACTIVISION brings THE ADVENTURES OF "STUART LITTLE 2"
to the NINTENDO* game boy(R) advance

SANTA MONICA, Calif. - March 15, 2002 - The biggest name in adventure, Stuart
Little, will jump from the big screen to the Game Boy* Advance in Activision,
Inc.'s (Nasdaq: ATVI) Stuart Little 2(tm), an all-new game based on one of
this summer's most anticipated feature films. The title allows gamers to
continue the action and hilarity of the movie as they take on the persona of
the world famous little mouse with a heart as big as the outdoors. Stuart
Little 2 for the Game Boy Advance is currently rated "RP" (Rating Pending) by
the ESRB and is scheduled for release day and date with the Columbia
Pictures' film release on July 19.

"Stuart Little 2 for the Game Boy Advance will feature the same fun-filled
adventure and memorable characters from the much anticipated feature film,"
said Larry Goldberg, executive vice president, Activision Worldwide Studios.
"In addition, a brand new multiplayer component gives you the chance to have
a unique experience each time you play."

"We are extremely excited about Activision's Game Boy Advance production for
Stuart Little 2. We believe that it will resonate with consumers as it
genuinely captures the magic and mirth of the film," said Michael Peikoff,
Senior Vice President, Marketing Sony Pictures Consumer Products."

As the loveable can-do star, Stuart, players run, dodge, drive, skateboard,
jump and fly in an action packed platform adventure game. The title follows
the storyline from the film and challenges players to solve the
disappearances of Stuart's new best friend, Margalo, and Mrs. Little's
wedding ring. Activities include competing in racing levels, taking on
challenging foes, piloting a plane and riding helium balloons through 10
varied levels. The game also allows players to go head to head as either
Stuart or Margalo via the Game Boy Advance Game Link(R) Cable in challenging
racing action.

One of the top-100 feature films of all time, "Stuart Little" grossed more
than $300 million dollars in worldwide theatrical box office receipts. This
summer's sequel includes the original cast with Geena Davis, Hugh Laurie and
Jonathan Lipnicki as the Little family and Michael J. Fox as the voice of the
computer-generated character, Stuart Little. Joining the fun are James Woods
as the voice of The Falcon and Melanie Griffith as the voice of Margalo,
Stuart's new friend.

About Sony Pictures Consumer Products
Sony Pictures Consumer Products, based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. SPCP is a division of Sony Pictures Entertainment
(SPE), whose global operations encompass motion picture production and
distribution, television programming and syndication, home video acquisition
and distribution, operation of studio facilities, development of new
entertainment technologies and distribution of filmed entertainment in 67
countries.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $620
million for the fiscal year ended March 31, 2001.

Activision maintains operations in the US, Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at http://www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2001, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###
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THQ AND SEGA SHIP BASEBALL ADVANCE FOR GAME BOY ADVANCE

CALABASAS HILLS, Calif. - March 19, 2002 - THQ Inc. (NASDAQ NMS: THQI) and
SEGA(R) Corporation today announced the release of BASEBALL ADVANCE(TM) for
Game Boy(R) Advance. Fully licensed by Major League Baseball(R) and the Major
League Baseball Players Association(R), BASEBALL ADVANCE is the latest title
in THQ's exclusive Game Boy Advance co-publishing agreement with SEGA.

"THQ is committed to bringing the best interactive entertainment to all
segments of the gaming audience," said Alison Locke, executive vice
president, North American Publishing, THQ. "Working with SEGA to bring
top-quality titles like BASEBALL ADVANCE to Game Boy Advance will help
solidify our leadership position in the handheld category."

"The release of BASEBALL ADVANCE further demonstrates SEGA's commitment to
bringing quality games across all genres to all platforms," said Charles
Bellfield, vice president of strategic planning and corporate affairs, SEGA
of America. "As the first game co-published by SEGA and THQ in the sports
genre for the Game Boy Advance platform, BASEBALL ADVANCE is sure to be a hit
with both sports and casual gamers."

About BASEBALL ADVANCE
BASEBALL ADVANCE allows players to compete against all 30 Major League
Baseball teams across four gameplay modes for a chance to win the World
Series(R) or compete in the All-Star Game(TM). Each team features authentic
MLB(TM) players and statistics from the 2001 season and players are able to
update and save current season statistics during gameplay. BASEBALL ADVANCE
features four of the most famous professional ballparks in the majors,
including historic favorites Fenway Park(TM) and Wrigley Field(TM).

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based Sega Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
products for a variety of hardware platforms including PC, wireless devices,
and those manufactured by Nintendo, Microsoft, and Sony Computer
Entertainment Inc. SEGA's Web site is located at www.sega.com.

BASEBALL ADVANCE, BASEBALL ADVANCE (and Design) and other marks, such as SEGA
are trademarks or registered trademarks of SEGA Corporation.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release. RETURN TO PRESS RELEASE LIST
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TWO HOT NEW GAME BOY(r) ADVANCE
TITLES NOW AVAILABLE FROM KONAMI

Experience Off-Road Action with Motocross Maniacs Advance and
Classic Gaming Fun with Konami Collector's Series: Arcade Advanced

REDWOOD CITY, CALIF. -- March 22, 2002 -- Leading videogame publisher Konami
of America, Inc., announced today that Motocross Maniacs Advance and Konami
Collector's Series: Arcade Advanced for Nintendo Game Boy(R) Advance have
shipped to retail outlets nationwide. Available now for the first time since
their arcade debut in the 1980's, Arcade Advanced features classic Konami
titles including Frogger, Rush'n Attack, Gyruss, Time Pilot, Scramble and Yie
Ar Kung-Fu. New to the Konami catalogue is Motocross Maniacs Advance, a
side-scrolling combat racing game featuring outrageous action and non-stop
fun.
Motocross Maniacs Advance motors on to the Game Boy(R) Advance with 8
exciting riders and 10 explosive weapons as well as fast and furious
gameplay. Players unlock hidden tracks and characters as they wipe out the
competition using racing skill and nitro power-ups. With support for up to
four players simultaneously, friends can link up to race against each other
and see who will become the dirt bike champ! Motocross Maniacs Advance is
rated E for Everyone (with Mild Violence descriptor) and is available at an
SRP of $29.99.

Konami Collector's Series: Arcade Advanced is the first in a new line of
compilations that feature some of the company's most popular and beloved
arcade games. The Konami Collector's Series is a way for fans to collect
classic games and experience the fun of these titles all over again! In
Konami Collector's Series: Arcade Advanced, gamers can play six Konami arcade
games anywhere they take their Game Boy(R) Advance including Frogger, Rush'n
Attack, Gyruss, Time Pilot, Scramble and Yie Ar Kung-Fu. Each game has been
faithfully reproduced and additional features have been added, including two
player link modes, enhanced graphics and new levels. Konami Collector's
Series: Arcade Advanced is rated E for Everyone (with Violence descriptor)
and is available at an SRP pf $29.99.

About Konami
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATIONs action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

Motocross Maniacs Advance, Konami and Konami Collectors Series: Arcade
Advanced are trademarks of KONAMI CORPORATION. (C) 1989, 2002 KONAMI
CORPORATION. Game Boy and Game Boy Advance are trademarks of NINTENDO (C)
2001 NINTENDO. All Rights Reserved.

###
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SAMMY UNVEILS NEW CHARACTER IN U.S. VERSION OF
KING OF FIGHTERS FOR GAME BOY(R) ADVANCE

Century City, CA - MARCH 29, 2002 - Sammy Entertainment today announced that
King of Fighters EX: Neo Blood, the new fighting game exclusively for the
Nintendo Game Boy(R) Advance, will include a female character never before
seen in North American titles based on the series. Moe Habana will make her
U.S. debut alongside fellow members of the Hero Team in Q2 2002.

The 18-year old student, Moe, was born and raised in the United States by
parents of Japanese origin. Under the tutelage of her wise and skillful
grandfather, she has perfected the ancient martial arts techniques of Jeet
Kine Do, a practice that has been kept a family secret since its inception.

"We are thrilled to introduce such a strong female character into the King of
Fighters series", said Mitsuhiro Tanaka, EVP of Sammy Entertainment, Inc.
"The gaming audience will enjoy having the option of playing this new
character, and we are confident that her powerful skill set will add an
exciting dimension to the game."

Moe Habana joins forces with Kyo Kusanagi, heir to the coveted Kusanagi style
of martial arts, and Beninaru Mikaido, the stylish super shooter, both of
whom are members of the original team. Reinvigorated by her presence after
their fight against "Orochi", a fearsome force whose prime purpose is to
eradicate humankind from the face of the earth, the threesome stands poised
for a host of new battles!

In 1994, The King of Fighters '94 arcade game was introduced and quickly
became one of the top fighting games on the market. The arcade version was
then transferred to popular home video game platforms, including Neo Geo
Pocket Color and Dreamcast. The introduction of the game franchise to the
home video game market brought the game's popularity well beyond hard-core
game fans.

# # #

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a 3rd party publisher for
such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy(R) Advance and Game Cube(R), and the Xbox' video game
system. The company's mission is to become a driving force in the
entertainment industry, seeking new and diverse areas of growth, including
the development of wireless entertainment and information technology as well
as a close involvement with the motion picture and music industries.
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THQ AND SEGA ANNOUNCE NEXT ROUND OF GAMES IN GAME BOY ADVANCE CO-PUBLISHING
AGREEMENT

VIRTUA TENNIS (working title) to Release in Late 2002; CRAZY TAXI (working
title), SUPER MONKEY BALL (working title) and PHANTASY STAR COLLECTION
(working title) to Release in Early 2003

CALABASAS HILLS, Calif. - March 27, 2002 - THQ Inc. (NASDAQ NMS: THQI) and
SEGA(R) Corporation today announced the next round of titles in their
exclusive, 16 title Game Boy(R) Advance co-publishing agreement. VIRTUA
TENNIS(TM) (working title) is scheduled for release in late 2002, while CRAZY
TAXI(TM) (working title), SUPER MONKEY BALL(TM) (working title) and PHANTASY
STAR(TM) COLLECTION (working title) are scheduled for early 2003 release.
These titles are in addition to the previously announced six games the two
companies are releasing through the first half of 2003.

"By bringing these classic SEGA brands to Game Boy Advance, THQ continues to
execute on its strategy of releasing top brands that carry incredible
consumer demand," said Alison Locke, executive vice president, North American
Publishing, THQ. "The success of our recently released SONIC ADVANCE(TM) for
Game Boy Advance speaks to the strength of SEGA's brands among the expanding
Game Boy Advance audience."

"Working together with THQ, SEGA is bringing some of our most coveted
franchises to the Game Boy Advance platform including SUPER MONKEY BALL and
CRAZY TAXI," said Charles Bellfield, vice president of strategic planning and
corporate affairs, SEGA of America. "Combining the strength of our game
content with THQ's expertise publishing to the handheld gaming platform, we
expect to further build on the success we have had to date in this ongoing
relationship with THQ."

The next round of Game Boy Advance games scheduled to be published by THQ and
SEGA include the following:

VIRTUA TENNIS (working title) - VIRTUA TENNIS (working title) follows the
easy-to-play, addictive style of its SEGA Dreamcast(TM) counterpart. The game
puts up to four players at the net in Tournament and Exhibition matches or
lets Game Boy Advance owners train their own player in World Circuit mode.
VIRTUA TENNIS (working title) is scheduled for release in late 2002.

CRAZY TAXI (working title) - CRAZY TAXI (working title) for Game Boy Advance
combines the action and arcade style of its Dreamcast predecessors with new
locales and exciting mini-games. Players take on the role of a taxi driver
and race to make as much money as possible in single or multiplayer games.
CRAZY TAXI (working title) is scheduled for release in early 2003.

SUPER MONKEY BALL (working title) - Up to four players control monkeys
trapped in translucent spheres in a mix of surreal and silly games in SUPER
MONEKY BALL (working title) for Game Boy Advance. Players can try their hands
at navigating a series of floor-shifting puzzles or play mini-games where
they knock each other off floating platforms or race through mid-air
half-pipe courses. SUPER MONKEY BALL (working title) is scheduled to release
in early 2003.

PHANTASY STAR COLLECTION (working title) - An RPG gamer's ultimate dream,
PHANTASY STAR COLLECTION (working title) brings together the classic original
three Phantasy Star titles in one package. PHANTASY STAR COLLECTION (working
title) for Game Boy Advance is scheduled to release in early 2003.

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based SEGA Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
products for a variety of hardware platforms including PC, wireless devices,
and those manufactured by Nintendo, Microsoft, and Sony Computer
Entertainment Inc. SEGA's Web site is located at www.sega.com.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony, Nintendo and Microsoft. The THQ web site is
located at www.thq.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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CAPCOM'S BREATH OF FIRE II* ENCHANTS
GAME BOY* ADVANCE ROLE-PLAYING FANS

SUNNYVALE, Calif. - April 16, 2002 - The Legend of the Dragon awakens to a
darkened world over-run by demons and monsters in Capcom Entertainment's
Breath of Fire II for the Game Boy Advance system. Sequel to one of the most
popular role-playing games of all time, Breath of Fire II features huge
worlds, enhanced graphics, quarter view screen combat, and more than 20 hours
of game play. Players can exchange items collected throughout the game via
the link cable. Breath of Fire II is rated "E" for everyone by the ESRB
(Entertainment Software Rating Board).

Only a hero of the legendary Dragon Clan can deliver this world of darkness
into the light. In Breath of Fire II, players assume the role of Ryu, the
last generation of the powerful Dragon Clan, as he attempts to make a name
for himself as a hero. Along with his best friend, Bow, Ryu meets up with a
diverse and unusual group of compatriots, ranging from Rand, the muscular
warrior; Katt, the female gladiator; Nina, the cursed princess of Windia;
Sten, the soldier-of-fortune; Jean, prince of the Frog Kingdom, and a host of
other strange characters. As they travel together across the continents, it
becomes apparent to Ryu and the heroes that only they can put an end to the
corrupt church of Saint Eva, and dispel the darkness that has befallen their
land.

Among the many features in Breath of Fire II are a "Community system," which
lets the player develop his own town; a Monster Meter which gauges the level
of danger at any time during the quest; and an item called the Dragon's Tear,
an influential device that improves communication by opening empathic
channels to discover the truth. The game also incorporates powerful new
characters called shamen, which can be used to combine the adventurers in 160
different variations of powers and abilities. Players' magic spells now
interact with the background scenes during battle, such as a Fire spell
setting a forest ablaze, or a Wind spell whipping up dust devils in the
desert.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color Systems,
personal computers, and coin-operated games. Worldwide recognizable product
lines include the Resident Evil, Street Fighter, Mega Man, Breath of Fire,
and Onimusha series. World headquarters in Osaka, Japan, the company also has
offices in Tokyo, Hong Kong, London and Sunnyvale, California. The company is
publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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TDK MEDIACTIVE PUTS DINOSAUR-SIZED ADVENTURE
IN THE PALM OF YOUR HAND WITH
DINOTOPIA: THE TIMESTONE PIRATES

"Dinotopia" on Game Boy Advance Roars into Retail Stores

CALABASAS, Calif. - April 30, 2002 - TDK Mediactive, Inc. (OTC: TDKM.OB), a
global publisher of interactive entertainment software, announced today that
Dinotopia(R) The Timestone Pirates(TM) for the Game Boy(R) Advance has
shipped to stores. The release of the game coincides with the premiere of
Dinotopia, the eagerly anticipated miniseries from Hallmark Entertainment,
beginning May 12 on ABC. This "mega-series" is the largest production ever
brought to television.

Based on James Gurney's vision of a unique civilization where dinosaurs and
humans live peacefully together, "Dinotopia" for Game Boy Advance immerses
players in a colorful action-adventure. Thrust into the role of Clayton, the
young hero, players will journey across land, sea and air on a quest to
return stolen eggs to a fierce herd of tyrannosaurs, and ultimately claim the
legendary Timestone.

"The vibrant culture and amazingly detailed world of James Gurney's Dinotopia
set a high standard for our game," said Stefan Serwe, vice president of
marketing at TDK Mediactive. "With that in mind, we crafted an
action-adventure with vivid graphics, enthralling characters and an enticing
storyline that is true to James Gurney's remarkable imagination."

In the world of Dinotopia, players will travel through five different levels,
including the Sunken Caves, Treetown, Waterfall, Canyon City and Diamond
Caverns. Propelled forward through the story by lively cinematic sequences,
young Clayton must pilot a flying dinosaur, navigate a submarine and ride a
massive hadrosaur before his quest is complete. Throughout Dinotopia, players
will collect various "care packages" that restore health, in addition to a
myriad of other health and power-ups, including sunstones that shock, shake
the ground or shoot laser beams.

Following the innovative television mega-series, ABC and Hallmark have
announced that principal photography has begun on 13 one-hour episodes of
Dinotopia: The Series, set to air in 2003 on the ABC Television Network.

About Hallmark Entertainment
Hallmark Entertainment is one of the world's leading producers and
distributors of mini-series and television movies. It is a subsidiary of
Hallmark Cards, Inc. For more information, please visit www.hallmarkent.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PSone, Xbox' video game system from Microsoft, the
Nintendo GameCube(TM) video game system, the Game Boy(R) Advance and the Game
Boy(R) Color. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, R & S Trading, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

Dinotopia is a registered trademark of BDSP, Inc. Licensed by The Beanstalk
Group, Inc. The Timestone Pirates 2002 TDK Mediactive, Inc. All Rights
Reserved.

# # #
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SAMMY DELIVERS TWO-FISTED ANIME ACTION TO
GAME BOY ADVANCE(R) IN SUMMER 2002
Guilty Gear X, Releasing June 7th, and The King of Fighters, Slated for
Summer Release, Bring the Popular 2D Fighters to the GBA

FOR IMMEDIATE RELEASE

Century City, CA - April 30, 2002 - Sammy Entertainment today announced
release dates for two new 2D anime-style fighting games based on the
powerhouse Guilty Gear and The King of Fighter franchises for Nintendo Game
Boy Advance(R). Guilty Gear X Advance Edition, releasing June 7, and The King
of Fighters EX: Neo Blood, releasing Summer 2002, bring two 2D fighting
series that amassed a huge following in arcades and on previous consoles to
the GBA. Both games have an MSRP of $29.99 and are Rated T for Teen.

Guilty Gear X Advance Edition, an exciting anime-style fighting game unique
in its engrossing story-driven action, combines the staples that made the
series a hit with features, moves and graphics that take advantage of the
GBA's portable power. With richly drawn characters, fluid animation and
speedy gameplay, Guilty Gear X AE draws game players into the futuristic
world of the Gears. Set in the 22nd century where magic has upset the balance
of power, players take on the role of over 14 different characters practicing
a range of martial arts styles. The numerous combat and combo attacks include
an "instant kill" ability unique to each player. Guilty Gear X AE offers
multiple play modes, including Tag, Versus and even 3-on-3 player options.

King of Fighters EX: Neo Blood revives the legendary King of Fighters
tournament. Invitations have again been sent by a mysterious host, and the
greatest fighters in the world are joined by new faces to vie for the
ultimate title. Players choose from among 18 fighters, 2 bosses and 10
strikers with multiple fighting styles. Large, magnificently drawn
anime-style characters set against graphically rich backdrops continue The
King of Fighter tradition, and various play modes such as Practice, Single,
Survival and Versus make this title fit for new and old fans of the
franchise.

About Sammy Entertainment
Sammy Entertainment, Inc., a subsidiary of Sammy USA Corporation based in
Chicago, was formed in the spring of 2001 in Century City, California. Sammy
Entertainment's primary function in Los Angeles will be to break new ground
in the consumer digital video game arena, acting as a third party publisher
for such key platforms as the PlayStation(R)2 computer entertainment system,
Nintendo Game Boy Advance and Game Cube, and the Xbox' video game system. The
company's mission is to become a driving force in the entertainment industry,
seeking new and diverse areas of growth, including the development of
wireless entertainment and information technology as well as a close
involvement with the motion picture and music industries.
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HUGELY POPULAR REMAKE OF ARCADE CLASSIC
SPYHUNTER ROARS ONTO THE GAME BOY ADVANCE

SpyHunter's Relentless Mission-Based Action and Ultimate Counterintelligence
Vehicle on Target to Score with Handheld Gamers for Game Boy Advance Debut

CHICAGO - May 13, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that SpyHunter, the all-new
remake of Midway's popular 1980's action-racing game, will ship tomorrow for
the Game Boy Advance. SpyHunter is available now for the PlayStation2
computer entertainment system, the Xbox video game system from Microsoft and
Nintendo GameCube.

"Now Game Boy Advance owners can experience the only game that features the
G-6155 Interceptor and the addictive gameplay that made SpyHunter a favorite
among console gamers," said Helene Sheeler, vice president of marketing,
Midway.

With a next-generation design, incredible high-tech weaponry and a sleek new
vehicle (the G-6155 Interceptor), SpyHunter thrusts gamers through eight
high-adrenaline missions around the globe in exotic locations in a quest to
save the world. The ultimate counterintelligence prototype vehicle with
morphing abilities, the G-6155 Interceptor has offensive and defensive
weapons including 25mm cannon machine-guns and heat-seeking missiles. The
G-6155 Interceptor morphs on-the-fly into a deadly high-velocity speedboat, a
turbo jet watercraft or a supercharged motorcycle with a turbine engine
(horsepower classified), which helps players escape and evade the relentless
onslaught of enemy fire.

SpyHunter Game Boy Advance Key Features:
* The G-6155 Interceptor, a new vehicle that contains offensive and defensive
weapons and morphs on-the-fly into a deadly high-velocity speedboat, a turbo
jet watercraft or a supercharged motorcycle
* Explosive weaponry for both offensive and defensive attacks - including
25mm guns, unguided missiles and EMP weapons - and counterattack weapons such
as oil slicks and smoke screens
* Eight in-depth missions encompassing exotic worldwide locations
* Game Link(R) cable ready: allows for intense two-player combat

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the Xbox video game system from Microsoft, Nintendo
GameCube and Game Boy(R) Advance.

For more information about Midway Games and SpyHunter visit
www.spyhunter.midway.com.

###

SPY HUNTER is a trademark of Midway Amusement Games, LLC. Xbox and Microsoft
are trademarks of Microsoft Corp. in the United States and/or other
countries. Nintendo GameCube, the Nintendo GameCube logo and Game Boy Advance
are trademarks of Nintendo. " 2001 Nintendo. "PlayStation" and the "PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc. All
other trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the amusement games industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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ACTIVISION swings into another wild adventure with DISNEY'S TARZAN*: RETURN
to THE JUNGLE

Santa Monica, CA -- May 20, 2002 -- Activision, Inc. (Nasdaq: ATVI) announced
today that the jungle legend will face his greatest adventure yet in Disney's
Tarzan(tm): Return to the Jungle for the Nintendo(R) Game Boy(R) Advance. The
sequel to Disney's Tarzan(tm), the top-selling Game Boy(R) Color title,
Disney's Tarzan: Return to the Jungle lets fans take on the role of Tarzan
both as a young boy and adult, learning to adapt to the ways of the jungle
and overcome its most dangerous perils. The game is currently rated "RP"
(Rating Pending) by the ESRB and is expected to ship this fall.

"Disney's Tarzan: Return to the Jungle allows fans of the animated franchise
to visit Tarzan's legendary world for an all-new, action adventure game,"
said Larry Goldberg, executive vice president, Activision Worldwide Studios.
"The technological advances of Game Boy Advance make this sequel more fun and
exciting than its wildly successful predecessor."

Based on Edgar Rice Burroughs' classic tale, Disney's Tarzan: Return to the
Jungle finds Tarzan on quests that vary from locating the Fountain of Youth
to discovering The Lost Valley of the Dinosaurs. Besides being able to swing
from vines, swim through treacherous waters and engage in tree-surfing
action, Tarzan will now be able to wield his trusty boomerang, mighty spear
and famous animal call to protect his friends and jungle home. Along the way,
Tarzan's friends, Jane, Terk and Professor Porter will join him on his jungle
adventures. Disney's Tarzan: Return to the Jungle is being developed by
Digital Eclipse, developer of Disney's Tarzan for the Game Boy Color.

About Disney Interactive
Disney Interactive, Inc., a worldwide leader in the creation of innovative
interactive entertainment, develops, markets and globally distributes a wide
variety of interactive family-oriented entertainment, educational and sports
CD-ROMs and video games. Disney Interactive is the multimedia arm of The Walt
Disney Company's Consumer Products business unit. For more information on
Disney Interactive's products, visit www.disneyinteractive.com
<http://www.disneyinteractive.com/> .

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, and the Netherlands. More information
about Activision and its products can be found on the company's World Wide
Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Tarzan* Owned by Edgar Rice Burroughs, Inc. and Used by Permission

# # #
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SCHOLASTIC ANNOUNCES I SPY(tm) CHALLENGER; THE FIRST
I SPY(tm) TITLE FOR NINTENDO(R) GAME BOY(R) ADVANCE

Whether on a Long Car Ride, on a Family Vacation, or in a Restaurant,
Kids Can Enjoy I Spy Wherever They Go

NEW YORK (May 22, 2002) -E3 EXPO - Scholastic Inc. (NMS: SCHL), the global
children's publishing and media company, today announced the October release
of I Spy Challenger - the first Scholastic title created for the Nintendo
Game Boy Advance. By combining the unique brand attributes of the
award-winning I Spy CD-ROM series and the portable play of the Nintendo Game
Boy Advance, I Spy Challenger offers kids on-the-go all the challenging
riddles and fast-paced games they've grown to love. The release of I Spy
Challenger marks the seventh title in the best-selling I Spy software series.

"Given the popularity of the I Spy series and the strong appeal of the Game
Boy Advance, we felt that creating an I Spy game that kids could play
anytime, anywhere was a natural progression," said Donna Iucolano, President,
Scholastic Software and Internet Group. "Kids will like the fact that I Spy
Challenger is easy to play at first, but it's tough to master given the
multiple levels."

I Spy Challenger, for children ages six to 10, combines for the first time in
a handheld video game the challenging riddles of I Spy with fast-paced games
like "Hoop Drop," "Match Attack" and "Grid Grab." Quick hands and a sharp
mind will help kids advance to the bonus rounds, hit the wild cards, earn
secret codes, unlock activities, and find all the hidden objects. With 84
levels and thousands of ways to play, I Spy Challenger offers a new
experience every time.

I Spy, introduced in 1992, is a best-selling book series that boasts 22
titles and more than 20 million copies sold worldwide. The award-winning I
Spy CD-ROM series is a consistent top-seller with more than 1.2 million units
sold and more than 50 awards including three Oppenheim Toy Portfolio Platinum
Awards, the SIIA Codie Award, and the Milia D'Or Award for Best Children's
Software. The I Spy television series will be coming soon to HBO Family.

I Spy Challenger will be available nationwide in October 2002 for a SRP of
$29.95.

About Scholastic:
Scholastic (NMS: SCHL) is the world's largest publisher and distributor of
children's books. As a global children's publishing and media company serving
the needs of parents, teachers, and children, Scholastic provides proprietary
book and software distribution through school book clubs, school book fairs
and to classrooms, as well as through the retail trade. Since 1920,
Scholastic has created quality educational materials for schools and has
expanded its reach to include the distribution of books, software, toys,
online learning services and television programming directly to the home.
Scholastic's Grolier division is the leading print and online publisher of
children's reference materials and the leader in children's direct-to-home
book clubs. Internationally, Scholastic operates wholly owned companies in
Argentina, Australia, Canada, Hong Kong, India, Indonesia, Ireland, Malaysia,
Mexico, New Zealand, The Philippines, Singapore, Taiwan, Thailand and the
United Kingdom. The U.S. Scholastic web site <http://www.scholastic.com> is a
leading provider of educational services online for parents, teachers and
children.

About Nintendo of America Inc.
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy Advance and NINTENDO GAMECUBE.
Since the release of its first home video game system in 1983, Nintendo has
sold more than 1.4 billion video games worldwide, creating enduring industry
icons such as Mario(R) and Donkey Kong(R) and launching such franchises as
Zelda(R) and Pokemon(R). As a wholly owned subsidiary, Nintendo of America,
Inc., based in Redmond, Wash., serves as headquarters for Nintendo's
operation in the Western Hemisphere.

# # #
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CYBER CRIMINALS BEWARE AS MEGA MAN ARRIVES IN,
MEGA MAN BATTLE NETWORK*2 FOR THE GAME BOY(R) ADVANCE

SUNNYVALE, Calif. * June 11, 2002 * Capcom(R) today announced the release of
Mega Man Battle Network* 2, sequel to the highly acclaimed Mega Man Battle
Network, for the Game Boyar Advance video game system. Marking the second in
the Mega Man cyber role-playing game series, Mega Man Battle Network 2 has
emphasis on puzzle-solving and turn-based combat. With massive appeal to a
fan base eager for a serious challenge featuring classic Mega Man action,
Mega Man Battle Network 2 challenges players in a world where strategy and
recognizing attack patterns can take players far.

In Mega Man Battle Network 2, Mega Monee is back and in mega trouble. This
time, there's a new net crime organization in town and its computer hacking
has created a computer virus that's quickly gaining momentum. It's up to Mega
Monee, "his pal" LAN, and his friends to join the Net-battlers to win this
new cyber struggle by defeating viruses, battling bosses and solving
problems. Stop it before it spreads!

This new futuristic franchise features an advanced battle system that allows
gamers to change the look of Mega Man based on his or her playing style. Mega
Man can use battle chips not only as weapons in battle, but also assist our
hero by replenishing his health, helping him escape when in a jam, or to
perform special attacks. Sophisticated tournament-style battles and chip
trading via the link cable adds to the game's replay value by enticing
players to experiment using battle chips in different combinations to find
the ultimate 1-2 punch.

Mega Man Battle Network 2 boasts the following features:

* Mega Man changes his looks depending on the player's gaming style. A style
change will give Mega Man game play advantages, enhancing his attributes both
offensively and defensively.
* Players who attack with an advantageous attribute will inflict twice the
damage. The advantage follows the "rock, paper, scissors" concept: Fire
defeats Wood, Wood defeats Electricity, Electricity defeats Water and Water
defeats Fire.
* Fire - Mega Man's body turns red and his charge shot becomes a
"flame-thrower." In this state, Mega Man can take twice the damage if
attacked by a water-based weapon.
* Water - Mega Man's body turns light blue and his charge shot becomes a
"Bubble Shot." If attacked by an electricity-based weapon, Mega Man can take
twice the damage. (contradictory)
* Electricity - Mega Man's body turns yellow and his charge shot becomes a
"Zap Ring Shot". He can take twice the damage if attacked by a wood based
weapon.
* Wood - Mega Man's body turns green and his charge shot becomes a
"Twister Shot." Mega Man can take twice the damage if attacked by a
fire-based weapon.
* By selecting specific battle chips in a certain order, players can unlock a
hidden ability.
* Sophisticated tournament style battles and chip trading via the Link Cable.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color video game
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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THQ SHIPS GT ADVANCE 2-RALLY RACING FOR GAME BOY ADVANCE

Gamers Rev-Up with Realistic Rally Racing Action Featuring Game Boy Advance
Link Cable

CALABASAS HILLS, Calif. - June 18, 2002 - THQa Inc. (NASDAQ NMS: THQI) today
announced the release of GT Advance 2-Rally Racing for Game Boy(R) Advance.
GT Advance 2-Rally Racing is the sequel to the highly successful GBA launch
title GT Advance-Championship Racing. Players can get behind the wheel of the
world's top rally cars as they embark on their quest for the championship.
Multiple tracks spanning various weather climates and conditions are
available, as well as a variety of the world's top rally cars.

"As the number one independent third party publisher for Game Boy Advance
titles, we are excited to solidify our position by releasing GT Advance 2,"
said Michael Rubinelli, vice president, product development, THQ. "It brings
realistic rally racing to GBA, giving gamers the chance to specialize and
tweak multiple aspects of gameplay in a game that is easy to pick up and
play."

About GT Advance 2
GT Advance 2-Rally Racing for Game Boy Advance is developed by MTO, Co. Ltd.
in Japan and features 42 tracks spanning various weather climates and
conditions. Players must navigate though 14 stages on their way to the top of
the rally racing circuit. Gamers can also choose from 15 of the world's top
rally cars each with different handling, grip, acceleration and maximum
speed. Through tough portions of the race, players can listen to their
co-driver for navigation; or watch the action over again on replay mode.
Seven modes of gameplay are available, including head-to-head racing action
using the GBA Link cable. The link feature allows players to race with a
friend for awesome head-to-head competition. Racing fans are sure to have
their hands full with the variety of options featured in GT Advance 2-Rally
Racing.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com. The THQ Wireless
site is located at www.thqwireless.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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THQ AND SEGA SHIP THE PINBALL OF THE DEAD FOR GAME BOY ADVANCE

CALABASAS HILLS, Calif. - June 18, 2002 - THQ Inc. (NASDAQ NMS: THQI) and
SEGA(R) Corporation today announced the release of THE PINBALL OF THE
DEAD(TM) for Game Boy(R) Advance. Inspired by SEGA's popular House of the
Dead franchise, The Pinball of the Dead challenges players to shoot, tilt,
and flip their way across three challenging boards in order to rescue
citizens and destroy zombies. Developed by SEGA's WOW Entertainment, THE
PINBALL OF THE DEAD is the latest title in THQ's exclusive Game Boy Advance
co-publishing agreement with SEGA.

"We are very excited to continue our Game Boy Advance relationship with SEGA
with this latest release, THE PINBALL OF THE DEAD," said Alison Locke,
executive vice president, North American Publishing, THQ. "THE PINBALL OF THE
DEAD will help THQ maintain its leadership in the handheld category."

"The release of THE PINBALL OF THE DEAD further demonstrates SEGA's
commitment to bringing our amazing content to all video game platforms," said
Charles Bellfield, vice president of strategic planning and corporate
affairs, SEGA of America, Inc. "Working with THQ to deliver the SEGA
experience to an even wider audience will help us achieve our long-term goal
of becoming the leading global publisher of interactive entertainment."

About THE PINBALL OF THE DEAD
Inspired by SEGA's House of the Dead franchise, THE PINBALL OF THE DEAD
challenges players to rescue citizens and destroy zombies in a fast-action
pinball game. Each board features multiple-tiers packed with challenges,
hidden horrors, and vile bosses, requiring players to master different
techniques for destroying each type. THE PINBALL OF THE DEAD was developed by
SEGA's WOW Entertainment, the creators of the House of the Dead franchise.

About SEGA
SEGA of America is the American arm of Tokyo, Japan-based Sega Corporation, a
$3.5 billion corporation by market capitalization, recognized as a worldwide
leader in interactive entertainment both inside and outside the home. The
company develops, publishes and distributes interactive entertainment
products for a variety of hardware platforms including PC, wireless devices,
and those manufactured by Nintendo, Microsoft, and Sony Computer
Entertainment Inc. SEGA's Web site is located at www.sega.com.

About THQ
THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment America Inc., Nintendo
and Microsoft. The THQ web site is located at www.thq.com. The THQ Wireless
site is located at www.thqwireless.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses. In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions. Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002. A copy of this filing may be obtained by contacting THQ or
the SEC. The forward-looking statements contained herein speak only as of the
date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.
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THQ AND MICROSOFT ANNOUNCE
GAME BOY ADVANCE PUBLISHING AGREEMENT

Multi-Property, Multi-Year Deal Includes Oddworld: Munch's Oddysee
And Monster Truck Madness 2.0 in 2003

CALABASAS HILLS, CA, June 25, 2002 - THQ Inc. (NASDAQ NMS: THQI) and
Microsoft today announced an exclusive, worldwide Game Boy Advance publishing
agreement.  Under the agreement, THQ will publish several of Microsoft Game
Studios' top-selling Xbox and PC game properties on the popular Game Boy(R)
Advance system.  In addition to Oddworld: Munch's Oddysee(TM) and Monster
Truck Madness 2.0, THQ and Microsoft Game Studios will work together to
identify additional properties for release under the agreement.

"Microsoft Game Studios has created several innovative game franchises that
have met with tremendous success among PC and Xbox gamers," stated Germaine
Gioia, vice president, licensing, THQ.  "This unique deal augments our
longstanding leadership position in handheld gaming with an additional
pipeline of great gaming content for the Game Boy Advance system."

"Our partnership with THQ provides an exciting licensing opportunity to
introduce some of Microsoft Game Studios' best-selling franchises to new and
broader audiences worldwide," said John Jordan, Director of Xbox Business
Development at Microsoft Game Studios. "THQ has a stellar reputation for game
development, and we look forward to working with them to bring Oddworld:
Munch's Oddysee(TM), Monster Truck Madness 2.0 and other best-selling
franchises to the hand-held platform."

"We always look for expansion opportunities for our games, and hand-held
platforms provide a great opportunity to capture a new worldwide audience,"
said Ed Ventura, Director of PC Business Development at Microsoft Game
Studios. "By working with THQ, we introduce Game Boy Advance into the
platform mix for our titles giving consumers another opportunity to
experience our award-winning products and franchises."

About Microsoft Game Studios

Microsoft Game Studios is a leading worldwide publisher and developer of
games for the Xbox, PC and online platforms. Comprised of a network of top
developers, Microsoft Game Studios is committed to creating innovative and
diverse game portfolios for:  Xbox (<http://www.xbox.com>), including such
franchises as "Halo," "Project Gotham Racing" and "NFL Fever"; PC
(<http://www.microsoft.com/games/>), including such franchises as "Age of
Empires," "Flight Simulator" and "Zoo Tycoon"; and Zone.com
(<http://zone.msn.com>), the official games channel for the MSN network and
home to such hits as "Bejeweled" and "Outsmart".

About THQ

THQ Inc. develops and publishes interactive entertainment software worldwide
for a variety of hardware platforms including PC CD-ROM, wireless devices,
and those manufactured by Sony Computer Entertainment, Nintendo and
Microsoft. The THQ Web site is located at www.thq.com.  The THQ Wireless site
is located at www.thqwireless.com.

# # #

This press release contains statements that are forward-looking statements
within the meaning of the Private Securities Litigation Reform Act of 1995.
These statements are based on current expectations, estimates and projections
about THQ's business based, in part, on assumptions made by its management.
These statements are not guarantees of THQ's future performance and involve
risks, uncertainties and assumptions that are difficult to predict.
Therefore, actual outcomes and results may differ materially from what is
expressed or forecasted in such forward-looking statements due to numerous
factors, including, but not limited to, those described above and the
following: changes in demand for THQ's products, product mix, the timing of
customer orders and deliveries, the impact of competitive products and
pricing and difficulties encountered in the integration of acquired
businesses.  In addition, such statements could be affected by growth rates
and market conditions relating to the interactive software industry and
general domestic and international economic conditions.  Specific information
concerning these and other such factors is contained in THQ's Registration
Statement on Form S-3 as filed with the Securities and Exchange Commission on
January 22, 2002.  A copy of this filing may be obtained by contacting THQ or
the SEC.  The forward-looking statements contained herein speak only as of
the date on which they are made, and THQ does not undertake any obligation to
update any forward-looking statement to reflect events or circumstances after
the date of this release.

Xbox is a trademark of Microsoft Corporation in the United States and/or
other countries.
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ATARI ANNOUNCES GODZILLA(R): DOMINATION FOR GAMEBOY ADVANCE

Monster-Sized Fighting Game Brings Nuclear-Powered Combat To Handheld Gaming
This Fall

LOS ANGELES - July 12, 2002 - Atari, an Infogrames brand, is developing
Godzilla(R): Domination, a monster-on-monster fighting game for Nintendo
GameBoy Advance based on the Company's licensing agreement for the classic
movie franchise with Toho Co., Ltd. Godzilla(R): Domination is being
developed by WayForward Pocket Team and is scheduled for release in October
2002.

"Hollywood's biggest action star is bashing his way onto the smallest
next-gen platform," said Jean-Philippe Agati, senior vice president and
general manager of Infogrames' Los Angeles studio. "The Godzilla(R) franchise
is well loved with enthusiastic fans the world over. Godzilla(R): Domination
will be a mobile incarnation of a movie legend that will please the hardcore
film fanbase as well as create its own audience with GameBoy Advance owners."

Godzilla(R): Domination is a one-to-four player monster wrestling game
featuring building smashing destruction and claw-to-claw combat. Players will
stomp around isometric landscapes grabbing, tossing, and smashing their
opponents. Each monster is equipped with a basic punch and kick move as well
as special moves to perform during battle.

The game will include five unique modes of play, including Story Mode, where
the player will choose from six officially licensed Toho monsters, including
GodzillaAE, and set out to destroy the other five creatures and, eventually,
the final mystery opponent; Custom Mode, where the player can set up a single
battle against a computer-controlled opponent; Multi-Pak Mode, a two-to-four
player linked melee to see which will be the last monster standing;
Single-Pak Mode, using only one cartridge, allows players to battle it out,
but all as the same monster, in an up-to-four-player "free-for-all;" and
Survival Mode, where the player faces off against the computer to see how
many monsters can be defeated in a row.

Infogrames is also developing another game based on the Godzilla(R) license,
Godzilla(R): Destroy All Monsters Melee, for the Nintendo Gamecube. Awarded
"runner-up" for Best Fighting Game of E3 2002, GodzillaAE: Destroy All
Monsters Melee is set for release this Fall.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #
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STUART LITTLE 2(tm) FOR THE NINTENDO(R) Game Boy(R) Advance SOARS ONTO RETAIL
SHELVES

Santa Monica, CA - July 17, 2002 -The loveable "can do" star of Columbia
Pictures' upcoming feature film "Stuart Little 2(tm)" leaps from the big
screen into the palms of fans' hands with the release of Activision, Inc.'s
(Nasdaq: ATVI) Stuart Little 2(tm) for the Nintendo(R) Game Boy(R) Advance.
Under license from Sony Pictures Consumer Products, Stuart Little 2 features
voiceover talent and sound effects from the movie and lets players continue
the adventures of the world-famous mouse well beyond the movie experience.
Stuart Little 2 is rated "E" (Everyone - content suitable for persons six
years or older).

"Fans can now experience Stuart's fun-filled adventures in the only Game Boy
Advance game inspired by the story and scenes from the much anticipated
feature film," said Larry Goldberg, executive vice president, Activision
Worldwide Studios. "With appearances by the film's loveable characters, as
well as an all-new multiplayer component, Stuart Little 2 captures the action
and hilarity of the upcoming movie, making it a must have title for older and
younger children alike."

Each level in Stuart Little 2 closely follows the plot of the film
challenging players to solve the disappearances of Stuart's new best friend,
Margalo, and Mrs. Little's wedding ring. As the resilient hero Stuart,
players skateboard, dodge, jump and fly through 10 action-packed levels while
competing in races, taking on foes, piloting a "bi-plane" and scaling
skyscrapers in a hot air balloon. Stuart Little 2's multiplayer feature
allows players to go head-to-head as either Stuart or Margalo via the Game
Boy Advance Game Link(R) cable in some intense racing action as they relive
their favorite movie moments.

One of the top-100 feature films of all time, "Stuart Little" grossed more
than $300 million dollars in worldwide theatrical box office receipts. This
summer's sequel includes the original cast with Geena Davis, Hugh Laurie and
Jonathan Lipnicki as the Little family and Michael J. Fox as the voice of the
computer-generated character, Stuart Little. Joining the fun are James Woods
as the voice of The Falcon and Melanie Griffith as the voice of Margalo,
Stuart's new friend.

About Sony Pictures Consumer Products
Sony Pictures Consumer Products, based in Los Angeles, handles the
merchandising and branding efforts for some of the most recognized properties
in film and television. SPCP is a division of Sony Pictures Entertainment
(SPE), whose global operations encompass motion picture production and
distribution, television programming and syndication, home video acquisition
and distribution, operation of studio facilities, development of new
entertainment technologies and distribution of filmed entertainment in 67
countries.

About Activision
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

# # #
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ID SOFTWARE'S LEGENDARY ACTION GAME DOOM II(tm)
soon to hit GAME BOY(R) ADVANCE

Mesquite, TX - Aug. 6, 2002 - The ultimate battle is in the palm of gamers'
hands with the development of id Software's DOOM II(tm) for the Game Boy(R)
Advance. Published by Activision, Inc. (Nasdaq: ATVI), the game is a joint
development effort by id Software(tm) and Torus Games, and follows the epic
saga of one marine against the demon hordes of hell with non-stop action,
terrifying enemies, fluid graphics, and outstanding multiplayer carnage.

"DOOM II is a gaming icon and a must-play for any game fan," said Todd
Hollenshead, CEO, id Software. "Whether you prefer taking on the hell-scum
alone, cooperatively with a friend, or going head-to-head in deathmatch, DOOM
II is the perfect handheld action-fest."

DOOM II takes the terror planet side as the entire forces of the netherworld
have overrun Earth. As the lone survivor of a doomed mission, players must
make use of an awesome array of deadly weapons and descend into the stygian
depths of Hell itself to rid Earth of the invading demon horde.

Like the original PC game, players must blast their way through over 30
levels filled with 17 unique and deadly enemies. To help push back the
scourge, players will have access to nine different weapons including the
legendary chainsaw, double barrel shotgun and BFG. Additionally, DOOM II
supports co-operative play so gamers can team-up to rid the world of
hellspawn, or go head-to-head with up to four other players in classic
Deathmatch mode where it's every marine for himself.

id - Freud's primal part of the human psyche and one of the hottest game
shops on Earth - has been rocking the gaming world from Mesquite, Texas since
1991. As a renowned leader in the industry, id Software forged such frenetic
titles as Wolfenstein 3D(R), DOOM(R), DOOM II(tm), QUAKE(R) and QUAKE II(tm).
With intense graphics and mind-blowing action, id's games have helped
redefine the modern video game, continually setting industry standards for
technology and gameplay. And, in keeping with tradition, id Software has
amplified the world of adrenaline pumping 3-D gaming with the release of
their latest action titles, QUAKE III Arena(tm), QUAKE III: Team Arena(tm)
and Return to Castle Wolfenstein(tm). id's advanced QUAKE III Arena engine is
leading the next revolution in 3-D interactive games with both single and
multiplayer technology. Check out more about id Software at
www.idsoftware.com <http://www.idsoftware.com> .

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

###

(C) 2002 Id Software, Inc. All rights reserved. Distributed by Activision
Publishing, Inc. under license. DOOM II(tm), DOOM III(tm), Wolfenstein 3D(R),
Return to Castle Wolfenstein(tm), DOOM(R), QUAKE(R), QUAKE II(tm), QUAKE III
Arena(tm), QUAKE III: Team Arena(tm), and the id Software(tm) name are either
registered trademarks or trademarks of Id Software, Inc. in the United States
and/or other countries. Activision is a registered trademark of Activision,
Inc. and its affiliates. All other trademarks and trade names are the
property of their respective owners.
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Electro Source and Destination Software Press Release

Smugglers Run and Medal of Honor for the Game Boy Advance system will be
exclusively distributed by Electro Source LLC. Trent Tribe, Senior Vice
President for Electro Source, announced that the company has reached a
distribution agreement with Destination Software on both upcoming new Game Boy
Advance titles as well as various other titles soon to be announced. Electro
Source will be the sole distributor supplied direct by the factory.

Both Smugglers Run and Medal of Honor were successful hit titles on the PS
2 format. Smugglers Run, will be available for shipment on September 10. Medal
of Honor, will be available on 10/2.

Product ordering information should be directed to Electro Source VP of Sales,
Gary Shuster at garys@esigames.com or via phone at (323) 234-9911 extension
202.
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Capcom Releases Mega Man Zero* FOR The GameBoy Advance
Multi-million unit franchise sees most challenging game to date

SUNNYVALE, Calif. - September 10, 2002 * Capcom(R) has announced its most
challenging Mega Man game yet with the release of Mega Man Zero* for the Game
Boy* Advance video game system. A traditional take on the classic Mega Man X
series, players assume to role of Mega Man Zero in this fast and furious 2-D
side-scrolling action game. The game is designed for hardcore action fans,
yet accessible for casual gamers via the Cyber Elf System. Mega Man Zero is
rated "E" for everyone by the ESRB (Entertainment Software Rating Board).

In the game, Mega Man Zero awakes after 100 years of sleep to a world where
reploids are unjustly attacked by an organization called "Neo Arcadia". This
new government has turned the world into a place where it is extremely hard
for reploids to live and where they are punished for trifling suspicions.
Reploids, who have managed to escape from the punishment, flee to an old city
which now lies in ruin, but the evil Neo Arcadia's hands are advancing. A
genius scientist named Ciel, who lives with the innocent reploids in hopes of
saving them, tries to revive the legendary reploid Mega Man Zero in order to
save the cornered reploids. As Mega Man Zero, it is up to you to save the
world.

Mega Man Zero boasts the following features:

* Game for action experts! - Mega Man Zero is hands-down the most challenging
Mega Man game ever!

* Admiration System - Records incredibly detailed data in order to give game
players bragging rights. This new system will record the amount of damage
taken from enemies, the number of items used, the number of enemies defeated
and the time it takes to complete the game.

* Cyber Elf System - While the game is designed for hardcore action fans, the
Cyber Elf System makes it accessible to casual gamers. Players will be able
to obtain Cyber Elf power-ups and ease the difficulty of the game by with a
press of the button. There are more than 70 Cyber Elves throughout the game
and even players who don't need the extra help will want to find them all to
complete the collection.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color video game
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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KEMCO'S BOULDER DASH(R) EX CRASHES ONTO STORE SHELVES NATIONWIDE

Watch Out For Falling Boulders!

Seattle - September 20, 2002 - Japanese publisher and developer, Kemco,
announced Boulder Dash(R) EX for Nintendo GameBoy(R) Advance is now available
at retail outlets nationwide. Developed by Vision Works, this addictive
action-puzzle game is based on the popular coin-op arcade classic, which
delivers an exciting storyline with superb graphics and amazing new features.
Boulder Dash(R) EX is rated E for Everyone and has an SRP of $29.99.

"Boulder Dash (R) EX combines ingenuity with stunning graphics and fun
gameplay," says Glenn Halseth, vice president of sales and marketing for
Kemco. "The game's outstanding visuals, innovative features and captivating
images will drive GBA owners deeper into the world of Boulder Dash (R) EX
with each mission, immersing them in their role as an explorer searching for
buried treasure."

Set in the present, Boulder Dash (R) EX casts players into the role of an
inquisitive explorer who discovers a hidden cave leading to the remains an
ancient culture. Players must choose from two different modes of gameplay to
explore the six different worlds and 185 game levels, while searching for
hidden treasures and defending themselves against blood-sucking bats,
poisonous scorpions and a plethora of other monsters. The objective of
Boulder Dash (R) EX is to collect all of the jewels in each area in order to
advance to the next level. Boulder Dash (R) EX includes an original scaling
and rotation capability previously unattainable on any portable game system,
which allows players to play the game in a top-down perspective, which can
then be scaled and rotated at the player's leisure. With anime-style cut
scenes found between levels and a multiplayer option that allows up to four
players to link up and play together, Boulder Dash (R) EX delivers two games
for the price of one, featuring the retro classic game and an updated version
of the classic with new graphics, sound and challenges.

###

ABOUT KEMCO
Since 1984, Kemco has produced over 100 titles including the popular Top Gear
racing games and Bugs Bunny Crazy Castle series for a wide variety of video
game platforms. An original Nintendo licensee, Kemco works closely with DC
comics, Warner Bros. and Universal Studios on ongoing video game projects.
Currently Kemco's development teams are creating games for Nintendo's next
generation platforms, as well as Sony PlayStation(R)2 and Microsoft's Xbox.
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CODEFIRE CELEBRATES LAUNCH OF SEGA SMASH PACK

IRVINE, Calif. - September 24, 2002 - CodeFire, Inc., celebrates the launch
of Sega Smash Pack for the Nintendo Game Boy Advance. The title was developed
by CodeFire for Sega and is being published by THQ. Sega Smash Pack is the
second title developed by CodeFire for Sega, following Sega Swirl for Palm,
which launched in December 2001.

The three-in-one title Sega Smash Pack features direct ports of the classic
16-bit Sega Genesis games Sonic Spinball, Ecco the Dolphin and Golden Axe.
Each game includes modes found in their Sega Genesis incarnations, but now
players can take the games anywhere with the portable Game Boy Advance. John
Panettiere served as CodeFire's lead programmer on Sega Smash Pack.

"We are very happy to work with Sega on these classic titles. Sega Smash Pack
contains examples of three of the great games for which Sega is known," said
Michael Williams, Chief Executive Officer of CodeFire. "There is excitement
and buzz about the games in Sega Smash Pack. We are confident that players
will be satisfied with the results of our hard work."

Following are details on the three games contained in Sega Smash Pack:

* Sonic Spinball - This exciting and challenging pinball game, set in the
Sonic universe, actually features Sonic the Hedgehog as the ball! Players can
use their pinball skills to navigate Sonic through four huge levels in order
to defeat Dr. Robotnik yet again.
* Ecco the Dolphin - In this much-celebrated game, players take on the role
of Ecco, a playful, carefree dolphin who has to rescue his lost dolphin
friends. As players venture through a variety of different levels in an
underwater world, they encounter dozens of creatures - not all of which are
friendly.
* Golden Axe - The arcade classic Golden Axe lets players select from three
unique characters, each with his or her own character attributes and basic
attack and magic abilities. Players can battle their way through this popular
action adventure to defeat the evil Death Adder and his hordes of minions.

Sega Smash Pack has a suggested retail price of $29.99. The Entertainment
Software Rating Board (ESRB) has rated the title "E" for "Everyone."

About CodeFire

CodeFire, Inc., is an interactive entertainment developer for game platforms
including the Microsoft Xbox and Xbox Live, Nintendo Game Boy Advance, and
other console, handheld, PC and online platforms. CodeFire's experienced
management team has collectively produced more than 100 game titles. Based in
Irvine, Calif., CodeFire was founded in October 2000. For more information
about CodeFire or to download Sega Swirl for Palm, visit the company's web
site at www.codefire.com.

# # #
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MAJESCO ANNOUNCES 3D SHOOTING ACTION
FOR THE GAME BOY(r) ADVANCE WITH 'IRIDION II'

Sequel Features Intense Graphics of Predecessor and adds Innovative
Game-Play Features

EDISON, NJ, October 1, 2002 - Heading back into space to destroy an invading
armada, Majesco, one of the fastest-growing publishers of interactive
entertainment software, announces Iridion II for Game Boy(r) Advance. The
sequel to the original Iridion 3D, Iridion II maintains the intense graphic
detail of its predecessor, while adding exciting new features.

"With its vivid graphics and fast-paced action, Iridion 3D was one of our
most acclaimed titles for the Game Boy Advance," said Ken Gold, Vice
President of Marketing for Majesco. "With Iridion II, we maintained the high
level of graphic integrity and added in new game-play features and storyline,
both of which should broaden the Iridion fan base even further.".

In Iridion II the game begins 500 years after the vicious Iridion forces
first attacked Earth and were single handedly destroyed by one brave SHN
Fighter Pilot. At this time, humans began to colonize the planet systems of
the Iridion home galaxy. The Iridion menace was vanquished, until now.
Suddenly, all communication with the human space outposts was lost. The evil
Iridion Empire is back and is now trying to take over the colonized systems.
Peace and freedom are being threatened once again. Gamers are left with the
responsibility of stopping them before they destroy the outposts and
eventually attack the last remaining planet of human beings, Earth.

Exciting key features of Iridion II include:

* Advanced background animation combined with 3D simulation provides great
depth of game play and spectacular graphics;
* 16 levels featuring various new enemies throughout each level and an
arsenal of new weapons from which to choose;
* Four challenging planet systems containing a host of new enemies, obstacles
and boss characters;
* "Virtual Reality Training," a tutorial mode which explains all of the
techniques used to beat various enemies throughout the game;
* Increased firepower, speed and health by destroying enemy formations and
accumulating credits;
* Six different weapons, including satellites, smart bombs and a special
super-beam shot;
* Power-ups to gain new weapons and refill energy.

Iridion II for Game Boy Advance is being created by Shin`en and will be
available in early 2003. More information on this title, as well as Majesco's
entire line-up of exciting products can be found online at
<http://www.majescogames.com/> www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading International developer, publisher and
distributor of interactive entertainment products for the Sony Computer
Entertainment America, Nintendo and Microsoft video game platforms, as well
as the personal computer. Currently in development are 20 titles for
PlayStation*2, Xbox(tm), GameCube(tm), and PC, as well as several titles for
Game Boy* Advance, all scheduled for release in 2002. Included among these
are Majesco's multi-platform, supernatural action/thriller, BloodRayne, and
Black & Bruised, an over-the-top, cartoon-style boxing game. Majesco can be
found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.

# # #
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MAJESCO ANNOUNCES HOLIDAY 2002 GAME BOY ADVANCE LINEUP
"Turbo Turtle Adventure," "Hyperspace Delivery Boy," "David Beckham Soccer",
and "Denki Blocks" Ship to Stores Nationwide

EDISON, NJ, October 7, 2002 - In preparation for the forthcoming holiday
season, Majesco, one of the fastest-growing publishers of interactive
entertainment software, today announced its Game Boy Advance lineup.
Featuring a wide array of challenging and fun-filled games for the whole
family, Majesco's new titles include Turbo Turtle Adventure, Hyperspace
Delivery Boy, David Beckham Soccer, and Denki Blocks.

"Our holiday Game Boy Advance lineup is one of our strongest ones to date,
and features a game for every type of player," said Ken Gold, Vice President
of Marketing for Majesco. "Whether it's a sports fan playing as David
Beckham, or an adventure player assuming the role of a futuristic delivery
boy, our games offer hours of captivating fun."

Majesco's holiday Game Boy Advance line-up includes:

Turbo Turtle Adventure
Turbo Turtle Adventure features the adventures of Turbo Turtle, a loveable
creature lost in uncharted waters and trapped on the treacherous Isle of
Mazes. Viewed from a top-down perspective, Turbo Turtle Adventure allows
players to assume the role of Turbo Turtle as they attempt to roll through
carefully designed levels on the back of their replaceable turtle shell.
Stakes are high though, as players must explore the open-area worlds high
above the ground without falling over the edge. Game play is divided across a
variety of themes such as jungle, space station, water, volcano caves, forest
and more.

Hyperspace Delivery Boy
Hyperspace Delivery Boy is an engaging puzzle adventure developed by
Monkeystone, under the guise of renowned game developer John Romero.
Hyperspace Delivery Boy has gamers assume the role of Guy Carrington as he
makes his way through thirty tough assignments in his pursuit for the title
of Delivery Boy First Class. Across a treacherous galaxy filled with deadly
environments, insane robots, and the dreaded Sleeping Behemoths, Guy must
deliver the universe's most important parcels! Hyperspace Delivery Boy
features both a puzzle mode and an action mode. Puzzle mode incorporates both
adventure and puzzle elements, while action mode also adds a variety of
monsters and weapons that increases the strategic elements of the game.

David Beckham Soccer
Developed by Rage under international soccer superstar David Beckham's
watchful eye, David Beckham Soccer offers the complete soccer experience.
Featuring over 200 top international and club teams, players compete
throughout a vast array of competitions and game modes, including the
exclusive "Train with Beckham" mode. In Training Mode, players hone their
skills with a series of tests devised by David Beckham, including corner
shots, shooting, passing and free kicks.

Denki Blocks
Developed by Rage, Denki Blocks is the highly addictive puzzle game that is
one of the most popular puzzle games for Game Boy Advance in Europe. A true
test of skill, Denki Blocks is played by sliding blocks around a board and
joining colored blocks together to build shapes and solve puzzles.

Majesco's Game Boy Advance games are available now for a suggested retail
price of $14.99. More information on this title, as well as Majesco's entire
line-up of exciting products can be found online at
<http://www.majescogames.com/> www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading International developer, publisher and
distributor of interactive entertainment products for the Sony, Nintendo and
Microsoft video game platforms, as well as the personal computer. Currently
in development are 20 titles for PlayStation 2, Xbox, GameCube, and PC, as
well as several titles for Game Boy Advance, all scheduled for release in
2002. Included among these are Majesco's multi-platform, supernatural
action/thriller, BloodRayne, and Black & Bruised, an over-the-top
cartoon-style boxing game. Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.
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TDK MEDIACTIVE SHIPS SHREK(R) HASSLE AT THE CASTLE
FOR THE GAME BOY(R) ADVANCE

Fun Filled Title Follows Plot of Original Movie

WESTLAKE VILLAGE, Calif. - October 8, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Shrek(R) Hassle At The Castle has shipped for the Game Boy(R) Advance.

"We've combined all the fun and excitement of the original movie with a great
new game design for everybody's favorite Shrek characters," said Stefan
Serwe, vice president of global marketing, TDK Mediactive. "The storyline and
gameplay are enhanced by Japanese-style, caricature animation, giving the
game a very unique look and feel."

Shrek(R) Hassle at the Castle, a third person action/adventure, is based on
the plot of the Academy Award(R) winning major motion picture. As in the
film, Shrek must try to regain his "home-sweet-swamp," which has been overrun
by fairy tale characters. Shrek's adventures soon lead him to Duloc(TM), the
Lost Forrest and even to the Dragon's Castle to save Princess Fiona(TM).

Through the game's seven levels, gamers will be able to play as the ogre hero
Shrek, his loveable sidekick Donkey, or the beautiful Princess Fiona in over
twenty stages of gameplay. Shrek takes on the fairy tale characters with ogre
fighting moves, while Donkey uses his four-legged attack to help along the
way. Princess Fiona gets in on the action by showing off her karate fighting
skills.

Developed by Japanese developer Tose, the title also offers a multiplayer
mode, giving gamers the chance to compete with up to four friends via a Game
Boy(R) Advance Game Link(R) Cable. Each player can select from Shrek, Donkey,
Princess Fiona or Lord Farquaad(TM) as they go head-to-head trying to capture
the most coins in each level.

In addition to the film's popularity worldwide, sales of TDK Mediactive's
previous Shrek interactive titles have also been very successful, exceeding
one million units to date across four platforms (Xbox(TM), Game Boy(R)
Advance, Game Boy(R) Color and PC CD ROM).

About TDK Mediactive, Inc. Southern California based TDK Mediactive, Inc. is
a global publisher of high quality interactive entertainment software for the
PlayStation(R)2 computer entertainment system, PS one(TM) game console, Xbox'
video game system from Microsoft, and the Nintendo GameCube(TM), Game Boy(R)
Advance and Game Boy(R) Color systems. The company also publishes titles for
personal computers via a co-publishing agreement with Activision Value, a
subsidiary of Activision, Inc. The company's games are based on licensed and
original content derived from major motion pictures, video franchises,
popular literature and popular culture. TDK Mediactive has exclusive
technology and content licenses with Sony Computer Entertainment America
Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks SKG, Disney
Interactive, Vivendi Universal Studios, Mattel, Inc., Classic Media, BKN
International, DC Comics, Hallmark Entertainment Distribution LLC, BDSP Inc.,
The Jim Henson Company, General Motors Corporation, Infogrames Interactive,
Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.
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ACTIVISION brings the BRAINS AND BRAWN OF MARVEL'S
IRON MAN to the NINTENDO game boy(R) advance

Santa Monica, CA - October 8, 2002 - Marvel Comics' Golden Avenger will bring
his battle for justice to Activision, Inc.'s (Nasdaq: ATVI) upcoming game The
Invincible Iron Man.  The title places gamers in the role of Iron Man and
challenges them to battle archenemies Blizzard, Crimson Dynamo and an entire
team of notorious super-villains.  The Invincible Iron Man for the Game Boy
Advance is currently rated "RP" (Rating Pending) by the ESRB and is scheduled
for release this fall.

"The Invincible Iron Man is the first handheld game that allows players to
experience the amazing powers of this formidable hero," said Larry Goldberg,
executive vice president, Activision Worldwide Studios.  "Players use a
variety of weapons with diverse battle capabilities and play through many
challenging levels as they engage in a thrilling Iron Man adventure."

Developed by Torus Games, The Invincible Iron Man allows gamers to experience
the powers of Iron Man as he fights hordes of enemies while tracking down the
super-villains who have stolen his battle suit technology. Using a variety of
battle suit weaponry he navigates diverse levels that are filled with
environmental obstacles and imminent danger.  Multiple power-ups, unlockable
bonus items and special pick-ups provide fans with the ultimate Iron Man
experience.

About Iron Man
First launched in 1963, the Iron Man character has been featured in
approximately 120 million comic books in more than 26 countries around the
world.  After billionaire genius Tony Stark was gravely injured serving his
country in wartime operations overseas, he saved his own life by designing a
life-sustaining shell - the hi-tech armor that is the invincible Iron Man.
This modern-day knight fights injustice wherever it rears its ugly head.

About Marvel Enterprises, Inc.
With a library of over 4,700 proprietary characters, Marvel Enterprises, Inc.
(NYSE: MVL) is one of the world's most prominent character-based
entertainment companies.  Marvel's operations are focused in four divisions:
entertainment (Marvel Studios), licensing, toys (Toy Biz) and comic book
publishing.  Marvel facilitates the creation of entertainment projects,
including feature films, television and dvd/home video, based on its
characters and also licenses its characters for use in a wide range of
consumer products and services including video and computer games, apparel,
collectibles, snack foods and promotions.  Marvel's characters and plot lines
are created by its comic book division which continues to maintain a
leadership position in the U.S. and worldwide while also serving as an
invaluable source of intellectual property.  For additional information visit
the Marvel Web site at  <http://www.marvel.com/> http://www.marvel.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products.  Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands.  More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements."  The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements.  These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission.  Readers of this press
release are referred to such filings.

Iron Man and related characters are trademarks of Marvel Characters, Inc. and
are used under license.  &  2002 Marvel Characters, Inc.  All rights
reserved.
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ADDICTIVE CONSOLE CLASSIC SUPER PUZZLE FIGHTER II TURBO*
BREAKS ONTO THE GAME BOY(R) ADVANCE THIS WINTER

SUNNYVALE, Calif. - October 9, 2002 - The console game hailed by industry
critics and consumers alike as the best and most addictive game ever played,
will soon be available for the Game Boy Advance system. Super Puzzle Fighter
II Turbo, the award-winning puzzle game featuring "super deformed" characters
from the Street Fighter and Darkstalker series, breaks into the handheld
market this winter. In the game, miniature versions of Capcom's fighting game
icons battle it out while players attempt to devastate their opponent in a
columns-style puzzle game. This irresistible game is rated 'E' for everyone
by the ESRB (Entertainment Software Rating Board). Super Puzzle Fighter II
Turbo is a one or two-player game using the Game Boy Advance Link Cable.

"Super Puzzle Fighter II Turbo originally released in 1997 and now more than
five years later, the game continues to be popular," said Todd Thorson,
director of marketing, Capcom Entertainment. "Just this year alone, the
Official PlayStation Magazine named Super Puzzle Fighter as the second best
puzzle game for the PlayStation. We have also seen the game selling on
popular online auction sites for upwards of $100.00. With an installed base
of eight million Game Boy Advance owners, I'm sure Super Puzzle Fighter will
be the game to own."

In Super Puzzle Fighter, the player attempts to outwit either the computer or
another human opponent in a one-on-one battle of intellect and adrenaline. As
a linked pair of gems descends from the top of the screen; the player moves
and rotates these gems to form groups and piles of the same color. Groups of
gems can be destroyed by either a Crash Gem, which will break all gems of the
same color that are touching, or a Rainbow Gem, which when placed on a gem,
will destroy all on-screen gems of the same color. When the player breaks
their own gems, Counter Gems will fall onto the hapless rival. Counter gems
at first appear as blank blocks with a colored number five, which means that
the player has to drop five sets of gems before the counter will turn into a
normal gem.

To compliment the frenetic pace of Super Puzzle Fighter, the player must
choose one of eight familiar characters from the Street Fighter and
Darkstalkers series. Among the selectable characters are Ryu and Ken, the
karate masters; Sakura, the high-kicking teen; everybody's favorite Chinese
detective Chun Li; vampire hunter Donovan; Felicia the cat-woman; Scottish
succubus Morrigan, and Hsien-Ko the ghost-girl, as well as three extra hidden
characters. Each of the characters is a "super deformed" (a shrunken cartoon
parody) version of the familiar fighter, with a Japanese, highly comical look
to them. The characters all have unique Drop Patterns which effects
individual playing styles, determining how counter gems are sent onto the
opposing side. During play, the characters will attack each other with their
respective signature moves, resulting in bursts of energy, streaming
fireballs, flaming uppercuts, and a host of other on-screen actions to
entertain the players. The backgrounds and in-game music are also full of
inside jokes and parodies from a number of other Capcom titles. In addition,
there are five hidden characters that players can access and the ability to
play head-to-head, using the link cable, adding even more appeal to an
already great game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* game consoles, Game Boy(R) Advance and Game Boy(R) Color video game
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Darkstalkers, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.
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TDK MEDIACTIVE SHIPS ROBOTECH(R) GAMES
FOR NINTENDO(R) ENTERTAINMENT SYSTEMS

Robotech(R): Battlecry(TM) Comes to Nintendo(R) GameCube(TM) and
Robotech(R): The Macross Saga(TM) to Game Boy(R) Advance

WESTLAKE VILLAGE, Calif. - October 16, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced that its
highly anticipated Robotech games have shipped for the Nintendo entertainment
systems. Robotech(R): Battlecry(TM) for the Nintendo(R) GameCube(TM) video
game system and Robotech(R): The Macross Saga(TM) for the Game Boy(R) Advance
are on their way to store shelves. Robotech: Battlecry is also available for
the PlayStation(R)2 computer entertainment system and Xbox(TM) video game
system from Microsoft.

"We are very excited to bring these Robotech action-adventure titles to the
Nintendo platforms," said Stefan Serwe, vice president of marketing, TDK
Mediactive. "We are confident that the many Nintendo GameCube and Game Boy
Advance owners will have an equally enjoyable gaming experience as will the
legion of loyal Robotech fans."

The titles are based on Robotech, the animated television series from Harmony
Gold, which first aired in 1985. The popular show combined giant transforming
robots with compelling sci-fi narratives and was the first major exposure to
Japanese animation for many in the United States. After 17 years, Robotech
maintains global fan support and continues to be broadcast in numerous
countries worldwide.

While supplies last, a special Collectors Edition of Robotech: Battlecry is
available exclusively through Electronics Boutique and GameStop. The limited
edition box set is packed with extra features, including the game's
soundtrack, an exclusive t-shirt, art and more.

About Robotech: Battlecry
Robotech: Battlecry, developed by Vicious Cycle, is a fast paced,
third-person action shooter based on the extremely popular animated TV
series. Players assume the role of a new character Jack Archer, a fighter
pilot in the Robotech Defense Force. As the intense storyline unfolds, Jack
battles it out with the invading Zentraedi(TM) alien armada utilizing his
versatile Veritech(TM) Fighter, a giant transformable mechanized robot that
can convert into a high-flying jet fighter, a 40-foot tall humanoid robot, or
a hybrid unit that combines elements of both. With a plot set in parallel to
the original TV show, Jack encounters classic Robotech characters including,
Rick Hunter, Lynn Minmei, Lisa Hayes and even old foes such as Khyron. The
stylized, cel shaded animation game spans more than 45 missions set in city
ruins, canyons, the skies above Macross City, space, foreign planets and the
rings of Saturn.

About Robotech: The Macross Saga
Robotech: The Macross Saga, developed by Lucky Chicken, is a classic shooter
that artfully mixes side-scrolling and forced perspective gameplay, where
players control one of the characters from the Robotech series, as they try
to save Earth. Players battle it out against Zentraedi forces in the
transformable Veritech or armored Destroids with up to two people taking on
the alien armada in co-op play. A multiplayer option allows up to four
players to go head to head via a cable link.

About Harmony Gold
Formed in 1983, Harmony Gold is a leading production, acquisition and
distribution company of quality international television programming,
producing some of the most classic and history-making programs in the
industry. Harmony Gold is a division of The Harmony Gold Companies, whose
interests range from theater management, real estate and finance to film and
television production.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #
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TDK MEDIACTIVE SHIPS
MASTERS OF THE UNIVERSE(TM)
HE-MAN: POWER OF GRAYSKULL(TM)

With a Newly Launched Line of Action Toys and an All-New
Animated TV Series, He-Man(R) Makes His Video Game Debut in Powerful Style

WESTLAKE VILLAGE, Calif. - October 29, 2002 - TDK Mediactive Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Masters of the Universe(TM) He-Man: Power of Grayskull(TM) has shipped for
the Game Boy(R) Advance handheld system. The title was developed by Taniko
and is available at major retail outlets throughout North America.

"He-Man(TM) is one of those classic, long-standing, action heroes that has
managed to remain a part of popular-culture for the past 20 years," said
Stefan Serwe, vice president of global marketing, TDK Mediactive. "Combine
this with the new animated series on the Cartoon Network along with the
massive consumer marketing campaign for Mattel's new toy line, and we've got
a perfectly timed holiday title."

Twenty years after He-Man(R) was first introduced, Mattel, Inc: (NYSE MAT) is
bringing back the popular toy line for a new generation of fans, featuring
newly designed action figures and playsets. The new Masters of the
Universe(R) TV Series characters also appear four times a week on the Cartoon
Network, which began airing this fall. The animated series will go strip on
November 1st, appearing 12 times per week.

TDK Mediactive owns the exclusive rights to publish interactive Masters of
the Universe(TM) games for console systems manufactured by Sony, Nintendo(R)
and Microsoft, as well as for the PC . The publisher currently has additional
titles in development for release in fall 2003.

About Masters of the Universe(TM) He-Man: Power of Grayskull(TM) As
He-Man(TM), the most powerful man in the universe, gamers enter an epic world
of magic and mystery where they must defend their homeland, Eternia(TM), from
Skeletor(TM) and his minions of evil from the Dark Hemisphere. Through the
course of the adventure, He-Man(TM) takes on the dark side in exciting
sword-fighting action and vehicular battles set in fantastic realms. Other
classic Masters of the Universe(TM) characters including Orko(TM) and
Man-At-Arms(TM), help the warrior-hero through his quest to defeat the likes
of Beast Man(TM), Clawful(TM) and Mer-Man(TM). The game features 13 isometric
levels and more than 15 cinematic cut-scenes to convey the story line and
goals.

About Mattel, Inc.
Mattel, Inc. is a worldwide leader in the design, manufacture and marketing
of family products. With headquarters in El Segundo, Calif., Mattel has
offices and facilities in 36 countries and sells its products in more than
150 nations around the world.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(TM) game console, Xbox' video game system from
Microsoft, and the Nintendo GameCube(TM), Game Boy(R) Advance and Game Boy(R)
Color systems. The company also publishes titles for personal computers via a
co-publishing agreement with Activision Value, a subsidiary of Activision,
Inc. The company's games are based on licensed and original content derived
from major motion pictures, video franchises, popular literature and popular
culture. TDK Mediactive has exclusive technology and content licenses with
Sony Computer Entertainment America Inc., Microsoft Corporation, Nintendo of
America Inc., DreamWorks SKG, Disney Interactive, Vivendi Universal Studios,
Mattel, Inc., Classic Media, BKN International, DC Comics, Hallmark
Entertainment Distribution LLC, BDSP Inc., The Jim Henson Company, General
Motors Corporation, Infogrames Interactive, Inc., and others.

TDK Mediactive is 73% owned by TDK USA Corp., and is part of TDK
Corporation's (NYSE: TDK) global effort to expand its offerings to consumers
of entertainment-oriented products. More information about TDK Mediactive and
its products is available at www.tdk-mediactive.com.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

MASTERS OF THE UNIVERSE and associated trademarks are owned by and used under
license from Mattel, Inc.
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THE WHEELMAN HITS THE ROAD IN DRIVER 2 ADVANCE FOR GAME BOY ADVANCE

Portable Version of PlayStation Greatest Hit Brings Driving Excitement to
Handhelds

LOS ANGELES - Nov. 4, 2002 - Infogrames (Nasdaq: IFGM) has brought one of the
most popular video game franchises of all time, DriverO, to Game BoyAE
Advance with shipment of Driver 2 Advance to retail stores this week.

Developed by Sennari Interactive, Driver 2 Advance leverages the full power
of the Game Boy Advance to recreate the same intense attitude and feel of the
original game through realistic, action-packed single-player missions and
dedicated multiplayer modes.

"The worldwide Driver fan-base continues to grow as Driver 2 for PS one
remains at the top of the sales charts. It was only natural to bring the game
to today's top-selling portable game system," said Paul Rinde, senior vice
president and head of Infogrames, Inc.'s Minneapolis studio. "With the power
of the Game Boy Advance, we've been able to recreate the same addictive game
play and pulse-pounding missions the franchise is known for. Everyone who
enjoys the game on the home system will really love the portable version.
Those who haven't tried it out yet - now is the time!"

Driver 2 Advance faithfully re-creates the original's bumper-to-bumper action
in a portable package. As Tanner, an undercover cop posing as a driver for
hire, players take on a variety of missions and game-play modes including
such favorites as Trailblazer, Checkpoint, Quick Chase, Survival and more.
Ramping up the intensity is a variety of multiplayer modes that allow up to
four players to scream through wide open city streets in Cops N' Robbers,
Free for All and more.

As a result of Sennari's proprietary X2 engine technology for the Game Boy
Advance, Driver 2 Advance features superior driving physics including sliding
and crashing, as well as visible vehicular damage, and special effects such
as engine and tire smoke, fire and car shadows.

Underscoring the on-screen mayhem is an R&B soundtrack as well as in-game
audio that realistically recreates the tire-screeching, engine-howling roars,
with drivers pushing their machines to the limit.

Driver 2 Advance shipped to most retail stores this week with an estimated
retail price of $29.99 and an ESRB rating of "T" for TEEN.

About Senari Interactive
Sennari Interactive is a cutting edge creator of software entertainment
titles. We are a fully licensed developer for the PlayStation, PlayStation 2,
Nintendo GameCubeO, and Nintendo Game Boy/Game Boy Color/Game Boy Advance. We
are also a developer of wireless games using Qualcomm's BREW and Motorola's
J2ME SDK. Sennari Interactive is a company with highly experienced staff
members whose mission is to provide quality service to our clients at a
competitive price with superior results. The company's main focus is in two
areas: developing first-class products for our clients and creating
intriguing original concepts for development. Our company has been forged
from a melding of industry veterans and the high energy of avid gamers. This
unique blending of ideas and people gives us a wonderful environment in which
to create outstanding products.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) is one of the largest
third-party publishers of interactive entertainment software in the U.S. The
Company develops video games for all consoles (Sony Computer Entertainment of
America, Nintendo and Microsoft), PCs, and Macintosh systems. Infogrames'
catalogue of more than 1,000 titles includes award-winning franchises such as
Civilization(R), Backyard Sports(TM), Deer Hunter(R), Driver(TM),
RollerCoaster Tycoon(R), and Test Drive(R), and key licenses including Warner
Bros. The Matrix(R), Warner Bros. Looney Tunes(TM), Nickelodeon's Blue's
Clues(R), Dragon Ball Z(R), Unreal(R), Mission Impossible(R), Terminator(R),
Harley-Davidson(R), Major League Baseball(R), and the National Football
League(R), among many others. The Company's Humongous Entertainment and
MacSoft labels are leaders in children's and Macintosh entertainment
software, respectively.

Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (IESA) (Euronext 5257), a global publisher and distributor
of video games for all platforms. In 2001, IESA acquired Infogrames
Interactive, Inc. (formerly Hasbro Interactive), including rights to use its
line of software based on well-known licenses such as MONOPOLY, Jeopardy(R),
TONKA, and Atari(R), which are published and distributed in the U.S. by
Infogrames, Inc. For more information, visit the Company's Web site at
www.infogrames.com.

# # #
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KONAMI SHIPS
FROGGER'S ADVENTURES 2 THE LOST WAND

Lovable Game Icon Appears on Nintendo Game Boy(R) Advance

REDWOOD CITY, CA - November 5, 2002 - Konami of America, Inc. announced today
that Frogger's Adventures 2 The Lost Wand for the Nintendo Game Boy(R)
Advance has shipped to retail outlets nationwide. The sequel to the
award-winning Frogger's Adventures: Temple of the Frog, this game takes the
unflappable Frogger on an all-new magical adventure that is perfect for
gamers of all ages.

"The original Frogger arcade game is a true videogame classic," says Erica
Mason, Product Manager at Konami of America. "With Frogger's Adventures 2 The
Lost Wand, Konami has recreated that simplistic, yet addictive gameplay and
enhanced it to further challenge Frogger fans."

Mysterious mischief is afoot, and Frogger must help a wizard to correct the
mayhem by collecting the five pieces of the broken Eternity Wand. The
adventure takes players to five enchanted islands where they will find their
wits and their thumbs challenged by different bosses as well as an array of
various tasks.

In order to gather all the missing pieces of the wand and restore serenity to
his homeland, Frogger must contend with over 20 enemies bent on thwarting his
progress. To help him beat the odds, players must first master several new
abilities, including "a tongue grab" used to pick up items and grasp onto
titles.

For the first time Frogger Game Boy(R) fans have a multiplayer option where
they can compete head-to-head. This mode offers a range of mini games that
enables up to four friends to play together, using only one Game Pak.

Frogger's Adventures 2 The Lost Wand is rated E for Everyone and is available
nationwide at an SRP of $29.99.

About Frogger
The original Frogger arcade game generated record-breaking success when
Konami initially released it in the U.S. in 1981. The object of the game was
to help a frog reach one of five lily pads in his swampy home by navigating
him through a dangerous, traffic-filled road and across a river of floating
logs and turtles. The simplistic yet addictive gameplay made Frogger one of
the most recognizable icons in videogame history.

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

FROGGER(R) and KONAMI(R) are either registered trademarks or trademarks of
KONAMI CORPORATION(C) 2002 KONAMI CORPORATION. ALL RIGHTS RESERVED.
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KONAMI OF AMERICA SHIPS
CONTRA ADVANCE: THE ALIEN WARS EX

Classic Action Title Debuts on Nintendo
Game Boy(R) Advance With New Features

REDWOOD CITY, CA - November 5, 2002 - Leading videogame publisher Konami of
America, Inc. announced today that Contra Advance: The Alien Wars EX for
Nintendo Game Boy(R) Advance has shipped to retail outlets nationwide. Based
on the seminal Super Nintendo classic Contra III The Alien Wars, this release
marks the legendary series' debut on the handheld console. Contra Advance:
The Alien Wars EX is rated E for Everyone and is available at an SRP of
$29.99.

Packed with signature Contra characteristics, such as side-scrolling
run-and-gun gameplay, swarms of alien foes, and giant boss characters that
fill the screen, this enriched edition of a console classic will appeal to a
wide range of videogamers. Fans of the franchise will enjoy the series'
trademark fast and furious gameplay and all-new levels, while players new to
the world of Contra will appreciate the ability to jump right into the
action. Players can also link up with a friend (link cable required) in the
2-player Simultaneous Mode for twice the fun and firepower.

###

About KONAMI CORPORATION
KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com/usa. KONAMI CORPORATION is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany.

CONTRA ADVANCE THE ALIEN WARS EXTM is a trademark of KONAMI CORPORATION. (C)
1987 2002 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. ALL RIGHTS RESERVED.
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MIDWAY DELIVERS THE GREATEST SUPER HEROES OF ALL TIME TO GAME BOY(R) ADVANCE
WITH JUSTICE LEAGUE: INJUSTICE FOR ALL

When Global Catastrophe Strikes, the Justice League Bands
Together to Fight for Truth, Justice and Freedom

CHICAGO - Nov. 15, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Justice League:
Injustice for All, based on the DC comic book franchise and hit animated
Cartoon Network television series, will ship for the Game Boy Advance on
Monday, Nov. 18, 2002. The popular super hero characters will also be
featured in videogames currently in development for the PlayStation2 computer
entertainment system, the Xbox(TM) video game system from Microsoft and
Nintendo GameCube(TM).

In Justice League: Injustice for All, the greatest super heroes of all time
must band together to fight the Injustice League. Gamers can choose from the
seven core members of the Justice League team including Batman, Superman, The
Flash, Wonder Woman, Green Lantern, Hawkgirl and Martian Manhunter. Fighting
for truth, justice and freedom, the Justice League's mission is to protect
the world from infamous evildoers The Joker, Lex Luthor, Mongul, Cheetah,
Solomon Grundy, The Shade, Star Sapphire and Felix Faust.

"Gamers and comic book fans alike will now be able to unleash the powers of
these hugely popular super heroes on the Game Boy Advance," said Helene
Sheeler, vice president of marketing, Midway.

Justice League: Injustice for All allows players to battle the Injustice
League through 12 levels, where they can switch between super heroes to
continue the action and stay out of danger. Each member of the Justice League
can utilize their own special powers such as The Flash's Super Speed,
Superman's Heat Vision or Green Lantern's Power Ring.

Justice League: Injustice for All Game Boy Advance Key Features:
* Classic Super Heroes - Play as one of the seven members of the Justice
League: Superman, Batman, Wonder Woman, The Flash, Hawkgirl, Green Lantern or
Martian Manhunter
* Non-stop Action - If one hero is in danger, gamers can immediately switch
to another member of the Justice League to continue the action
* Unique Powers - Utilize special powers including The Flash's Super Speed,
Superman's Heat Vision and Green Lantern's Power Ring as the battle between
good and evil takes place on the ground or in the air - with certain
characters having the power to fly
* Extended Life Span - Accumulate power-ups throughout the game that restore
health and provide extra lives to extend gameplay
* Multiple Game Levels - Fight through 12 levels in a face-off with the
powerful Injustice League

The Justice League's adventures began in 1940 when DC Comics' All-Star Comics
introduced the first-ever group of super heroes in a comic book series,
entitled Justice Society of America, which ran until 1951. DC Comics revived
the concept in March 1960, renaming it Justice League of America. The League
became the longest-running television cartoon based on a comic book when
Hanna-Barbera Studios produced it as Super Friends (1973), The All-New Super
Friends (1977), Challenge of the Super Friends (1978), The World's Greatest
Super Friends (1979) and The Super Friends Hour (1980) for Saturday mornings,
each with new characters added and each produced for ABC
Television.

Justice League of America, a monthly comic book, continues to be one of DC
Comics' best-selling titles, consistently ranking among the top ten in
industry sales. The Warner Bros. Animation- produced series, Justice League,
premiered on Cartoon Network on Nov. 17, 2001, and quickly
became an audience favorite with children and adults alike, ranking
consistently in the network's top ten performers. Issue #1 of the animated
series tie-in comic book, entitled Justice League Adventures, debuted in Nov.
2001 and is one of the industry's top sellers.
The console version of Justice League of America has not been officially
proposed to Sony Computer Entertainment America.

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, Xbox' video game system from Microsoft, Nintendo
GameCube' and Game Boy(R) Advance.
For more information about Midway Games visit www.midway.com.

About Warner Bros.
Warner Bros. Consumer Products is a division of Warner Bros., an AOL Time
Warner Company, and is one of the leading licensing and retail merchandising
organizations in the world.

About DC Comics
DC Comics, a division of Warner Bros., an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman and the Sandman. These DC
Super Heroes and others have starred in comic books, movies, television
series (both animated and live-action) and cyberspace, thrilling audiences of
all ages for generations. DC Comics' Web site is located at
http://www.dccomics.com.

# # #

MIDWAY is a trademark of Midway Amusement Games, LLC. "PlayStation" and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Xbox and Microsoft are trademarks of Microsoft Corp. in the United
States and/or other countries. Nintendo GameCube, the Nintendo GameCube logo
and Game Boy Advance are trademarks of Nintendo. " 2001 Nintendo. All other
trademarks are the property of their respective companies.

JUSTICE LEAGUE and all related characters and elements are trademarks of and
(C) DC Comics.
(sO2)

Midway has provided the www.dccomics.com link solely as a convenience for
you. The information on this site has been prepared by a third party, and
Midway does not monitor, endorse or accept responsibility for the content on
non-Midway sites.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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MIDWAY BRINGS MAGICAL CHARACTERS AND EXTENSIVE WORLDS TO
GAME BOY(R) ADVANCE WITH GAUNTLET DARK LEGACY(TM)

Embark on a Quest through Dangerous Levels Using
Awesome Power-ups to Solve the Gauntlet Dark Legacy Mysteries

CHICAGO - Nov. 25, 2002 - Midway Games Inc. (NYSE: MWY), a leading software
industry publisher and developer, announced today that Gauntlet Dark Legacy'
has shipped for the Game Boy(R) Advance. Gauntlet Dark Legacy is also
available for the PlayStation2 computer entertainment system, the Xbox' video
game system from Microsoft and Nintendo GameCube(TM).

Recreated for Game Boy Advance, Gauntlet Dark Legacy is an action-adventure
videogame that continues the time-honored "hack-n-slash" style of gameplay
where players embark on a mythic quest to save the world. Using a force of
special weapons, exotic magical powers and deadly combination attacks,
players slay hordes of evil minions and hideous creatures - such as Golems,
Dragons and Chimera - while searching for treasure, evading traps and solving
the many mysteries of Gauntlet Dark Legacy.

"Gauntlet Dark Legacy's arrival to the Game Boy Advance delivers awesome
action and magical characters, giving handheld gamers a truly mythical
experience," said Helene Sheeler, vice president of marketing, Midway.

Gamers "hack-n-slash" through 27 dangerous levels including Warrior King's
Mountain Realm, the Desert Realm and the Dwarves Ice Caves. Throughout each
realm, players are challenged to find mythic rune stones and countless other
items and battle the evil wizard Garm. While battling dragons, gargoyles and
other creatures from the underworld, players can use nine awesome power-ups
which include Speedboost, Invulnerability and the Anti-Death Halo.

Gauntlet Dark Legacy Nintendo Game Boy Advance Key Features:

* Awesome Action - Gamers embark on a quest to collect the mythic 13 rune
stones and battle the evil wizard Garm
* Nine Power-ups - Use Speedboost, Invulnerability, the Anti-Death Halo and
much more while battling dragons, gargoyles and other creatures from the
underworld
* 27 Dangerous Levels - "Hack-n-slash" through the Warrior King's Mountain
Realm, the Desert Realm, Dwarves Ice Caves and many more

Midway Games Inc. is a leading developer, publisher and marketer of
interactive entertainment software. Midway videogames are available for play
on all major videogame platforms including the PlayStation(R)2 computer
entertainment system, the Xbox' video game system from Microsoft, Nintendo
GameCube' and Game Boy(R) Advance.

For more information about Midway Games visit www.midway.com.

# # #

MIDWAY is a trademark of Midway Amusement Games, LLC. GAUNTLET DARK LEGACY is
a trademark of Midway Games West Inc.

Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. " 2001
Nintendo. Xbox and Microsoft are trademarks of Microsoft Corp. in the United
States and/or other countries. "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. All other
trademarks are the property of their respective companies.

This press release contains forward-looking statements concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, technological changes, dependence on major platform
manufacturers and other risks more fully described under "Item 1. Business -
Risk Factors" in the Company's current Transition Report on Form 10-K and the
other filings made by the Company with the Securities and Exchange
Commission.
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ROBOTIC DESTRUCTION HITS THE NINTENDO GAME BOY(r) ADVANCE
AS MAJESCO SHIPS 'BATTLEBOTS(r): BEYOND THE BATTLEBOX(tm)'
Television Smash Hit Debuts on Popular Handheld System

EDISON, NJ, December 10, 2002 - Destructive combat wreaks havoc on Game
Boy(r) Advance, as Majesco, one of the fastest-growing publishers of
interactive entertainment, has shipped BattleBots(r): Beyond The
BattleBox(tm). Based on the popular and highly acclaimed "BattleBots(r)" TV
show, the game will be available at retail stores nationwide.

"BattleBots is an ideal interactive property as the action featured in the
television series translates beautifully to an interactive format," said Ken
Gold, Vice President of Marketing. "With BattleBots already enjoying the
support of a large installed base, we hope to maximize that awareness and
cross-over with the interactive audience."

A melee of robotic mayhem, BattleBots features 16 actual Bots from the
popular show, and allows players to create their own BattleBot with six
categories of weapons, chassis types and drive trains. Having created the
perfect BattleBot, players then increase their skill by controlling their
BattleBot in the arena.

Upon winning a match, gamers are awarded cash to purchase upgrades for their
custom BattleBot including such favorites as clamping, cutting, pounding and
drilling weapons. The BattleBots video game takes robotic combat to a whole
new level as engineering restrictions are lifted, making battle arenas even
more deadly than the real-life BattleBox.

BattleBots offers the following key features:

* 16 BattleBots as seen on the Comedy Central broadcasts - Overkill(tm),
Tazbot(tm), Disector(tm), BioHazard(tm), Minion(tm) and more recognizable
favourites;

* Brawl & Multiplayer Modes - It's rumble time as up to four BattleBots duke
it out using the Game Link Cable;

* Customizable BattleBots - Build your own powerful BattleBot from six
categories of parts and weapons;

* The BattleBox - This official, deadly arena features all the Kill Saws,
Pulverizers, RamRods and more from the real arena, gamers can use the hazards
to their advantage or be punished by failing to avoid them;

* Go Beyond the BattleBox - four awesome arenas for robotic mayhem each with
their own unique hazards;

* Simulation (Purist) & Arcade (Extreme) Game Modes - In Simulation Mode,
gamers utilize the BattleBots as specified in real life while Arcade Mode
adds power-ups to the arena along with cross weight division battles;

* Go for the Giant Golden Nut! - Enter the BattleBots Tournament Mode,
battling through the actual 2001 BattleBots' Division champs.

Majesco's BattleBots: Beyond The BattleBox is now available for a suggested
retail price of $19.99. More information on this title, as well as Majesco's
entire line-up of exciting products can be found online at
<http://www.majescogames.com/> www.majescogames.com.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer. Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, and Black & Bruised, an
over-the-top cartoon-style boxing game, scheduled to ship in early 2003.
Majesco can be found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.

# # #
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ACTIVISION SHIPS MARVEL'S THE INVINCIBLE IRON MAN(tm) FOR THE NINTENDO GAME
BOY(R) ADVANCE

Santa Monica, CA - December 20, 2002 - For the very first time, handheld
gamers can take on the role of the world's toughest human fighting machine in
Marvel's The Invincible Iron Man for the Nintendo Game Boy Advance from
Activision, Inc. (Nasdaq: ATVI). As the crime fighting Super Hero, players
experience the amazing powers of Marvel Comics' Iron Man as they track down
and recover his stolen battlesuit technology from archenemies Blizzard and
Crimson Dynamo. Marvel's The Invincible Iron Man is currently available at
retail outlets nationwide for a suggested retail price of $29.99 and is rated
"E" (Everyone - mild violence) by the ESRB.

"Marvel's The Invincible Iron Man puts gamers on a quest against evil as they
take on the role of Marvel's Golden Avenger," said Larry Goldberg, executive
vice president, Activision Worldwide Studios. "Players will learn to use
highly technological weapons and super-human strength as they battle classic
Iron Man villains through four diverse and unique environments."

Developed by Torus Games, Marvel's The Invincible Iron Man places gamers in
the life of inventor, businessman and Super Hero Anthony Stark. After being
injured by an act of industrial sabotage, Stark was driven to design a
life-sustaining shell made of high-tech armor - the suit that allows him to
become Marvel's The Invincible Iron Man. Now that the shell has fallen into
the hands of evil, players must don an alternate suit and learn to master
repulsor beams, boot jets, uni-beams and a flying shoulder charge while
pursuing the throng of villains who stole the technology. With diverse
environments, multiple power-ups and unlockable bonuses, Marvel's The
Invincible Iron Man is the ultimate experience for fans of Marvel Comics'
Golden Avenger.

About Marvel Enterprises, Inc.

Marvel's operations are focused in three areas: entertainment (Marvel
Studios) and licensing, comic book publishing and toys (Toy Biz). Marvel
facilitates the creation of entertainment projects, including feature films,
DVD/home video, video games and television based on its characters and also
licenses its characters for use in a wide range of consumer products and
services including apparel, collectibles, snack foods and promotions.
Marvel's characters are created by its comic book division, which continues
to expand its leadership position in the U.S. and worldwide while also
serving as an invaluable source of intellectual property. For additional
information visit the newly revised Marvel Web site at http://www.marvel.com.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted revenues of $786
million for the fiscal year ended March 31, 2002.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Japan, Australia, Scandinavia and the Netherlands. More
information about Activision and its products can be found on the company's
World Wide Web site, which is located at www.activision.com.

The statements contained in this release that are not historical facts are
"forward-looking statements." The Company cautions readers of this press
release that a number of important factors could cause Activision's actual
future results to differ materially from those expressed in any such
forward-looking statements. These important factors, and other factors that
could affect Activision, are described in Activision's Annual Report on Form
10-K for the fiscal year ended March 31, 2002, which was filed with the
United States Securities and Exchange Commission. Readers of this press
release are referred to such filings.

Iron Man and related characters are trademarks of Marvel Characters, Inc. and
are used under license. & (c) 2002 Marvel Characters, Inc. All rights
reserved.

###

 ------------
Category 38,  Topic 3  [MOVED]
Message 55         Tue Jan 07, 2003
A2.DAIN [Dain]               at 16:45 PDT

Wrong category, but I don't think I can post in the News section....

NEW YORK, Jan. 7, 2003 - The biggest star in the history of video games is
getting even brighter. Nintendo of America Inc. today announces the
introduction of Game Boy. Advance SP, a redesigned version of the wildly
popular Game Boy Advance. The system has a new illumination feature and sleek
flip-screen design making it the most distinctively stylish, compact and
portable Game Boy system ever.

The Game Boy Advance SP will become an instant "must-have " gadget when it
launches in North America March 23, 2003, for an estimated retail price of
$99.95. It will launch in two colors: cobalt (metallic) and platinum.

Building on the significant improvements and refinements already introduced in
the current Game Boy Advance, the new Game Boy Advance SP features a
revolutionary Front Light Screen making game play easy in any lighting
condition. The system is powered by a rechargeable Lithium-Ion battery good for
about 10 hours of game play and takes only three hours to recharge. Amazingly,
the battery life increases to approximately 18 hours of continuous play when
the Front Light Screen is turned off.

All current and future Game Boy Advance games are compatible with the new
system. And, similarly, Game Boy Advance SP is backward compatible, allowing
use with virtually all games and accessories previously released in the Game
Boy line.

"Both Game Boy Advance and Game Boy Advance SP reflect the best the video game
market has ever seen in hand-held gaming," says Peter MacDougall, executive
vice president, sales and marketing, Nintendo of America Inc. "For those who
must have the latest in technology and edgy design, Game Boy Advance SP
delivers the ultimate in portable gaming. "

Nintendo will continue to manufacture and market its current, successful Game
Boy Advance system, which has now sold-through more than 11.5 million units in
North America alone since its launch a little more than a year ago.

Since its introduction in 1989, Nintendo's portable Game Boy line has sold more
than one-half billion games worldwide, delivering a depth and quality of game
play far beyond that offered by any other portable electronics device, such as
Personal Digital Assistants (PDA's) or mobile phones.

As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy., Nintendo. 64, Game Boy Advance and Nintendo GameCube?. Since
the release of its first home video game system in 1983, Nintendo has sold more
than 1.6 billion video games worldwide, creating enduring industry icons such
as Mario? and Donkey Kong. and launching such franchises as Zelda? and
Pokimon.. As a wholly owned subsidiary, Nintendo of America Inc., based in
Redmond, Wash., serves as headquarters for Nintendo's operations in the Western
Hemisphere.
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SEGA TO RELEASE SEGA RALLY FOR GAME BOY ADVANCE

SAN FRANCISCO - (February 7, 2003) - SEGA(R) of America, Inc. today announced
plans to release "SEGA RALLY(TM)" for the Game Boy(R) Advance in March 2003.

"SEGA RALLY" features six all-new courses loaded with heart-stopping Rally
race excitement challenging gamers to race around the globe in an all-out
blitz for the Championship Cup. Whether it's negotiating snow-covered
mountains or tearing through the serpentine country backroads, "SEGA RALLY"
delivers the same authentic Rally race experience on the Game Boy Advance
that it pioneered in the arcades.

Before starting a quest for the cup, players will choose from 8
fully-licensed cars from the top manufacturers in Rally racing, including
Subaru, Ford, Toyota, Lancia, Peugeot, and Mitsubishi. As the competition
heats up, gamers score points to purchase multiple mini-games, new courses,
unlock cars, and open a SEGA Rally History and Art Gallery.

"SEGA RALLY" also features an all-new 4 Player mode, which lets gamers go
head-to-head-to-head-to-head in a cut throat race to the finish.

"Fasten your seatbelts and take your Dramamine because 'SEGA RALLY' is one
helluva ride through some thrilling rocky roads - from rain soaked jungles to
labyrinthine mountain trails," said Mike Fischer, vice president, SEGA of
America, Inc. "Now gamers can race around the world at top speeds, even while
stuck in the subway on the way to work with 'SEGA RALLY.'"
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ATARI BRINGS SUPERMAN TO NINTENDO GAMECUBE
AND GAME BOY ADVANCE

Numerous Enhancements, New Modes Available for Nintendo GameCube version of
Superman: Shadow of Apokolips; Superman: Countdown to Apokolips announced for
Game Boy Advance

LOS ANGELES - Feb. 26, 2003 - Atari announced plans to release Superman:
Shadow of Apokolips for the Nintendo GameCube and announced the upcoming
Superman: Countdown to Apokolips for the Game Boy Advance - both titles are
scheduled for release in March 2003. Developed by Infogrames' Sheffield House
and based on the Warner Bros. and DC Comics hit animated series, The New
Superman Adventures. Superman: Shadow of Apokolips for Nintendo GameCube is a
port of the successful version currently available on PlayStation 2, and also
features voice acting by the original cast, a sweeping orchestral score and
more than 30 minutes of stunning cinematics.

Superman: Countdown to Apokolips, also based on the popular animated series
from Warner Bros., is an entirely new adventure developed specifically for
the Game Boy Advance. As a prequel to the events which transpire in the
PlayStation 2 and Nintendo GameCube titles, Superman: Countdown to Apokolips
is sure to rivet handheld gamers with its fast action, isometric view, and
full use of all of Superman's amazing powers.

"Owners of the Nintendo GameCube and Game Boy Advance are in for a treat this
March when we release two titles featuring the greatest super hero of all
time -- Superman," said Jean-Philippe Agati, senior vice president and head
of Infogrames, Inc.'s Los Angeles studio. "The combination of great gameplay,
not to mention new features and modes in the Nintendo GameCube version,
familiar characters and an engaging storyline from the animated series are
sure to make both Superman titles a hit with gamers."

Superman: Shadow of Apokolips is a cel-shaded, third person action game
featuring the World's Greatest Super Hero of all time armed with all of his
super powers. In the game, players are thrust into the mighty red boots and
cape of the original super hero and the fate of the planet is in their hands.
Darkseid, the most evil being in the galaxy, has enlisted the aid of Lex
Luthor in his quest to destroy the Man of Steel. By providing Luthor with
highly advanced Apokoliptean weapons technology, Darkseid has enabled him to
create an army of nearly unstoppable Interbots. Just when Superman seems to
have everything under control, cybernetic supervillain Metallo busts out of
Strykers Island Prison, creates malevolent mayhem of his own. Superman must
accomplish what no mere mortal ever could: turn back the irrepressible forces
of evil and save the planet.

As Superman, players have access to all of his amazing powers from the moment
they start to play, including flight, frost breath, X-Ray vision, super
strength and many more. Players will make their way through epic battles with
legendary super-villains like Livewire, Parasite and Metallo in either
first-person or third-person play perspectives. Superman: Shadow of
Apokolips' mission-based gameplay combines action, stealth and mind-bending
challenges, as players fly throughout 14 enormous, fully interactive levels.

Recreating the look and feel of the animated series took an unprecedented
amount of collaboration between the developer, DC Comics and Warner Bros.
Voice acting in the game is recorded by the original cast of the animated
series, including Tim Daly as Superman and Malcolm McDowell as Metallo.
Superman: Shadow of Apokolips also includes a sweeping orchestral score
reminiscent of the TV show as well as more than 30 minutes of amazing
cinematics.

New features for the Nintendo GameCube include:

- New Playable Characters: Two new cheat codes allow the player to play
through the entire game as either Clark Kent or Parasite.
- New Item Hunting: A new secret item has been added to every level. Players
that find and collect all of these items can unlock several brand new
"goodies," including a new cheat code that allows the player to freely
explore Metropolis.
- Explore Metropolis Mode: Players can now freely explore the city of
Metropolis in an extra Nintendo GameCube-only mode.
- Improved Boss AI: Bosses have become more intelligent making boss fights
much more challenging.
- Difficulty Settings: The game now features 3 difficulty settings: easy,
medium and hard.
- Enhanced "Making of" Movie: The player can unlock an extra long "Making of"
movie which shows concept art, early prototypes of the game, animations tests
and more.
- Experience Enhancements: Superman: Shadow of Apokolips for the Nintendo
GameCube now features support for Dolby Pro-Logic 2 as well as support for
new video formats including Widescreen and Progressive Scan.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Drivero, Enter the Matrixo, Neverwinter Nightso, Stuntmano, Test
Drive , Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES,
mass-market and children's games such as Backyard Sportso, Nickelodeon's
Blue's Clueso and Dora the Explorero, Civilization , Dragon Ball Z and
RollerCoaster Tycoon . Infogrames, Inc. is a majority-owned subsidiary of
France-based Infogrames Entertainment SA (Euronext 5257), the largest
interactive games publisher in Europe. For more information, visit
www.infogrames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman, and the Sandman. These
DC super heroes and others have starred in comic books, movies, television
series (both animated and live-action), and cyberspace, thrilling audiences
of all ages for generations. DC Comics' web site is located at
www.dccomics.com.

SUPERMAN and all related characters and elements are trademarks of and (C) DC
Comics.
(s03)
# # #
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MAJESCO BRINGS 'CARTOON NETWORK SPEEDWAY'
TO NINTENDO GAME BOY(r) ADVANCE

Cartoon Network's Most Popular Characters Debut In Kart-Style Racing Game
This Summer

EDISON, NJ, March 3, 2003 - An ensemble of hilarious characters featured on
Cartoon Networks's top-rated television programs go interactive, as Majesco,
one of the fastest-growing publishers of interactive entertainment,
introduces Cartoon Network Speedway for the Nintendo Game Boy(r) Advance.
Developed by DC Studios, the game is slated for release this July and will be
the first in a series of Cartoon Network titles to be released by Majesco on
Game Boy Advance.

"Cartoon Network's popular characters translate wonderfully onto an
interactive platform and are a perfect fit for the Game Boy Advance
audience," said Ken Gold, Vice President of Marketing.  "Younger players will
enjoy Cartoon Network Speedway's unique features that set it apart from
typical kart racing games."

"Cartoon Network Speedway marks the first time our characters have appeared
in a kart racing game, and players will really enjoy the gear-grinding action
as they put the pedal to the metal with their favorite characters," said
Jamie Porges, vice president of Off Channel Commerce for Cartoon Network.
"In addition, we're pleased to present, with Majesco, the interactive debut
of a number of Cartoon Network properties, including Courage the Cowardly
Dog, Cow and Chicken, Ed, Edd n Eddy, Johnny Bravo, and Sheep in the Big
City."

Cartoon Network Speedway features 12 different courses themed to the specific
Cartoon Network properties.  "Zippers" for speed boosts, obstacles, jumps,
drop offs, and slippery surfaces make each track a challenge to navigate. In
addition, players must perform impressive stunts and maneuvers to win the
highest popularity rating from the audience.  The more popular your character
is, the more hidden surprises you can unlock.

Cartoon Network Speedway also offers the following key features:
* Play as 12 characters including Courage the Cowardly Dog, Ed, Edd n Eddy,
Johnny Bravo, Sheep in the Big City and Cow and Chicken.
* Unique Star Ratings system rewards skilled drivers with points when they
"wow" the audience with stunts, power slides and shortcuts.
* 15 power-ups add strategy to fast-paced races:  portable hole, disposable
shield, wiener missile, magnetizor, pork butts, custard pie mine,
invisibility potion, lightning wheels and more.
* Pick up a sidekick character unique to your Cartoon Network star. For
example, when Johnny Bravo finds Little Suzy, he earns a speed increase,
invulnerability and double Star Rating awards.
* Three different game play modes: Quick Race, Championship and Challenge.
* Unlockable characters, championships, power-ups and tracks extend replay
value.
* 2-player game play with Game Boy Advance Game Link Cable.

Additional information on Cartoon Network Speedway and other Majesco titles
can be obtained by visiting their official website at
<http://www.majescogames.com/> www.majescogames.com.

About Cartoon Network
Cartoon Network, currently seen in 82.5 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network also showcases unique
original ventures such as The Powerpuff Girls, Dexter's Laboratory, Samurai
Jack, Courage the Cowardly Dog, Ed, Edd n Eddy and other Cartoon Cartoons.
Since its launch in 1992, Cartoon Network has remained one of ad-supported
cable's highest-rated networks. Cartoon Network's Web site is located at
http://CartoonNetwork.com (AOL Keyword: Cartoon Network).

Turner Broadcasting System, Inc., an AOL Time Warner company, is a major
producer of news and entertainment product around the world and the leading
provider of programming for the basic cable industry.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
console from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer.  Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, and Black & Bruised, an
over-the-top cartoon-style boxing game, both available at retail now. Majesco
can be found on the World Wide Web at <http://www.majescosales.com/>
http://www.majescogames.com/.

CARTOON NETWORK and logo are trademarks of and (c) Cartoon Network. (s03)
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SAN FRANCISCO - (March 11, 2003) - SEGA(R) of America, Inc. today announced
the release of "SEGA RALLY(tm)" for the Nintendo Game Boy(R) Advance, marking
the first time SEGA's classic Rally Race franchise is available on a handheld
video game system.

"SEGA RALLY" puts gamers in the driver seat of fully-licensed cars from the
sport's top manufacturers including Subaru, Ford, Toyota, Lancia, Peugeot,
and Mitsubishi. Gamers will race around the globe on all-new courses to win
the Championship Cup, enduring grueling conditions that range from muddy
jungles to dune-filled desserts. On their quest for the title, racers will
earn points to purchase multiple mini-games, new courses, secret cars, and a
"SEGA RALLY" history and art gallery. "SEGA RALLY" also features an all-new 4
Player mode that lets gamers go head-to-head-to-head-to-head for the first
time outside of the arcade.

"It's not easy to pack all of the white-knuckled, dune-jumping,
tire-squealing action of 'SEGA RALLY' into the palm of your hand, but we
managed to do just that," said Mike Fischer, vice president of marketing,
SEGA of America, Inc. "Most people have never had an opportunity to race
across the Sahara against four of their closest friends...until now, thanks
to 'SEGA RALLY's' addictive 4-player mode for the Game Boy Advance."

"SEGA RALLY" is rated "E" for Everyone and is available at retailers
nationwide for an MSRP of $29.99. For screenshots and artwork visit the SEGA
FTP site at: <ftp://segapr.segaamerica.com>

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com <http://www.sega.com>.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(tm). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(R) and launching
such franchises as Zelda(tm) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters
for Nintendo's operation in the Western Hemisphere.

All manufacturers, cars, names, brands and associated imagery featured in
this game are trademarks and/or copyrighted materials of their respective
owners. All rights reserved.
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MEGA MAN KICKS OFF 15TH ANNIVERSARY CELEBRATION
WITH THE RELEASE OF MEGA MAN & BASS

SUNNYVALE, Calif. <= March 11, 2003 <= Capcom(R) today announced its famous
Mega Man(R), one of the most successful video game series of all time,
returns to his classic roots in Mega Man & Bass for the Game Boya Advance.
Fans of the series will delight in this timeless tale of "good versus evil"
as they play as Mega Man or his partner Bass to defend humankind against
malevolent robots. Mega Man & Bass carries an "E" rating from the
Entertainment Software Rating Board (ESRB) and is now available at retailers
across North America.

The launch of Mega Man & Bass also marks the beginning of Capcom's yearlong
plans to celebrate Mega Man's 15th anniversary. Capcom will honor Mega Man's
birthday with a massive marketing campaign and the release of six new titles
to the franchise in 2003. The six new titles include Mega Man & Bass, Mega
Man Battle Network 3: White and Blue versions and Mega Man Zero 2 for the
Game Boy Advance; Mega Man Transmission for the Nintendo GameCube and Mega
Man X7 for the PlayStationa2 computer entertainment system.

In Mega Man & Bass, Capcom invites all that love games to join the blue
bomber and his pal as they fight for humanity in their face off with the
newest menace in town, Robot King! King has captured all of the data plans
for Dr. Wily's ingenious creations. Ultra Top Secret and very dangerous when
placed in the wrong hands, these plans equip King with all the knowledge he
needs to build his own destructible army of robots. His main obsession is to
crush and dominate humankind. Mega Man & Bass set out separately on a heroic
adventure to stop him. Will either succeed? The future lies in the palm of
the hands of those who dare to take this epic challenge.

Mega Man & Bass boasts the following features:

* Dual-player mode - Player as either Mega Man or Bass

* Character specific battle moves & weapons - Double-jumps and charge-up
buster

* Special stage select layout - Defeat Robot Masters to open up more paths

* Find & Save - Find hidden bolts and CDs for extra items to assist in
battles

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox game consoles, Game Boy(R) Advance and Game Boy(R) Color video game
systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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ATARI SHIPS SUPERMAN: SHADOW OF APOKOLIPS AND SUPERMAN: COUNTDOWN TO
APOKOLIPS

Numerous Enhancements, New Modes Available for Nintendo GameCube version of
Superman: Shadow of Apokolips; Superman: Countdown to Apokolips available for
Game Boy Advance

Atari today announced the release of Superman: Shadow of Apokolips for the
Nintendo GameCube and Superman: Countdown to Apokolips for the Game Boy
Advance. Developed by Infogrames' Sheffield House and based on the Warner
Bros. and DC Comics hit animated series, The New Superman Adventures.
Superman: Shadow of Apokolips for Nintendo GameCube is a port of the
successful version currently available on PlayStation 2, and also features
voice acting by the original cast, a sweeping orchestral score and more than
30 minutes of stunning cinematics.

Superman: Countdown to Apokolips, also based on the popular animated series
from Warner Bros., is an entirely new adventure developed specifically for
the Game Boy Advance. As a prequel to the events which transpire in the
PlayStation 2 and Nintendo GameCube titles, Superman: Countdown to Apokolips
is sure to rivet handheld gamers with its fast action, isometric view, and
full use of all of Superman's amazing powers.

Superman: Shadow of Apokolips is a cel-shaded, third person action game
featuring the World's Greatest Super Hero of all time armed with all of his
super powers. In the game, players are thrust into the mighty red boots and
cape of the original super hero and the fate of the planet is in their hands.
Darkseid, the most evil being in the galaxy, has enlisted the aid of Lex
Luthor in his quest to destroy the Man of Steel. By providing Luthor with
highly advanced Apokoliptean weapons technology, Darkseid has enabled him to
create an army of nearly unstoppable Interbots. Just when Superman seems to
have everything under control, cybernetic supervillain Metallo busts out of
Strykers Island Prison, creates malevolent mayhem of his own. Superman must
accomplish what no mere mortal ever could: turn back the irrepressible forces
of evil and save the planet.

As Superman, players have access to all of his amazing powers from the moment
they start to play, including flight, frost breath, X-Ray vision, super
strength and many more. Players will make their way through epic battles with
legendary super-villains like Livewire, Parasite and Metallo in either
first-person or third-person play perspectives. Superman: Shadow of
Apokolips' mission-based gameplay combines action, stealth and mind-bending
challenges, as players fly throughout 14 enormous, fully interactive levels.

Recreating the look and feel of the animated series took an unprecedented
amount of collaboration between the developer, DC Comics and Warner Bros.
Voice acting in the game is recorded by the original cast of the animated
series, including Tim Daly as Superman and Malcolm McDowell as Metallo.
Superman: Shadow of Apokolips also includes a sweeping orchestral score
reminiscent of the TV show as well as more than 30 minutes of amazing
cinematics.

New features for the Nintendo GameCube include:

* New Playable Characters: Two new cheat codes allow the player to play
through the entire game as either Clark Kent or Parasite.
* New Item Hunting: A new secret item has been added to every level. Players
that find and collect all of these items can unlock several brand new
"goodies," including a new cheat code that allows the player to freely
explore Metropolis.
* Explore Metropolis Mode: Players can now freely explore the city of
Metropolis in an extra Nintendo GameCube-only mode.
* Improved Boss AI: Bosses have become more intelligent making boss fights
much more challenging.
* Difficulty Settings: The game now features 3 difficulty settings: easy,
medium and hard.
* Enhanced "Making of" Movie: The player can unlock an extra long "Making of"
movie which shows concept art, early prototypes of the game, animations tests
and more.
* Experience Enhancements: Superman: Shadow of Apokolips for the Nintendo
GameCube now features support for Dolby Pro-Logic 2 as well as support for
new video formats including Widescreen and Progressive Scan.

Superman: Shadow of Apokolips is now available for the Nintendo GameCube at
retail stores nationwide with an estimated retail price of $49.95 and an ESRB
rating of "E" for Everyone. Superman: Countdown to Apokolips is also now
available for the Game Boy Advance with an estimated retail price of $29.95
and an ESRB rating of "E" for Everyone.

About Infogrames
New York-based Infogrames, Inc. (Nasdaq: IFGM) develops interactive games for
all platforms and is one of the largest third-party publishers of interactive
entertainment software in the U.S. The Company's 1,000+ titles are
distributed under two brand lines: ATARI, hard-core, genre-defining games
such as Driver, Enter the Matrix, Neverwinter Nights, Stuntman, Test Drive ,
Unreal Tournament 2003, and Unreal Championship; and INFOGRAMES, mass-market
and children's games such as Backyard Sports, Nickelodeon's Blue's Clues and
Dora the Explorer, Civilization , Dragon Ball Z and RollerCoaster Tycoon .
Infogrames, Inc. is a majority-owned subsidiary of France-based Infogrames
Entertainment SA (Euronext 5257), the largest interactive games publisher in
Europe. For more information, visit www.infogrames.com.

About DC Comics
DC Comics, a division of Warner Bros. an AOL Time Warner Company, is the
largest English-language publisher of comics in the world and home to such
iconic characters as Superman, Batman, Wonder Woman, and the Sandman. These
DC super heroes and others have starred in comic books, movies, television
series (both animated and live-action), and cyberspace, thrilling audiences
of all ages for generations. DC Comics' web site is located at
www.dccomics.com.

SUPERMAN and all related characters and elements are trademarks of and (C) DC
Comics.
(s03)
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MAJESCO ANNOUNCES 'CARTOON NETWORK BLOCK PARTY'
FOR NINTENDO GAME BOY(r) ADVANCE

Dynamic Game Play and Action-Packed Boards Highlight Party-Style Game

EDISON, NJ, April 15XX, 2003 - Cartoon Network's most popular characters go
interactive as Majesco, one of the fastest-growing publishers of interactive
entertainment, introduces Cartoon Network Block Party for the Nintendo Game
Boy(r) Advance.  Developed by Monkeystone Games, Cartoon Network Block Party
is the second Cartoon Network title to be announced by Majesco on the Game
Boy Advance, and is slated for release this fall.

"Cartoon Network Block Party complements our upcoming release of Cartoon
Network Speedway and is a strong addition to Majesco's line up of quality
licensed titles for the Game Boy Advance audience," said Ken Gold, Vice
President of Marketing for Majesco.  "Cartoon Network Block Party's dynamic
game boards and wide range of mini-games create a fun and challenging
multi-player competition with plenty of depth."

"Our characters interact on Cartoon Network all the time. Now it's time to
see them interact in the video game space," said Chelsea Reeves, senior
manager of off channel commerce. "Majesco has created a fun Cartoon Network
game fans will enjoy."

Cartoon Network Block Party allows up to four players to compete "party
style" to earn money for a new game room at Cartoon Network. Players must
master each of the game's four colorful boards themed to a specific Cartoon
Network show, including Johnny Bravo, Ed, Edd n Eddy, Courage the Cowardly
Dog and Cow and Chicken. Boards feature 21 unique mini-games to challenge a
player's skills in a variety of disciplines from racing to targeting to
skateboarding. The winner with the most money at the completion of a board
wins a mini-game to add to the Cartoon Network game room.


MAJESCO/CARTOON NETWORK BLOCK PARTY/2

Cartoon Network Block Party offers the following key features:
* Four dynamic game boards: Planet Johnnywood, Katz's Creepy Castle, The
Tater Farm and Extreme Cul-De-Sac.
* Cash mini-games reward players with money so they can earn a competitive
advantage or access passes to other areas of the board.
* Players complete a board by reaching the "goal square" with all of the goal
conditions satisfied.
* Board spaces include "alarming events," tasks, money exchanges and more.
* 3D rendered cel-shaded animation.
* Hilarious cinematic cut scenes show additional character interaction beyond
game play.
* Unlockable boards, characters and mini-games extend replay value and ensure
the game is rewarding for younger players.
* Up to four players can play simultaneously with the Game Boy Advance Game
Link Cable(tm).

Additional information on Cartoon Network Block Party and other Majesco
titles can be obtained by visiting their official website at
www.majescogames.com <http://www.majescogames.com/> .

About Cartoon Network
Cartoon Network, currently seen in 82.5 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network also showcases unique
original ventures such as The Powerpuff Girls, Dexter's Laboratory, Samurai
Jack, Courage the Cowardly Dog, Ed, Edd n Eddy and other Cartoon Cartoons.
Since its launch in 1992, Cartoon Network has remained one of ad-supported
cable's highest-rated networks. Cartoon Network's Web site is located at
http://CartoonNetwork.com (AOL Keyword: Cartoon Network).

Turner Broadcasting System, Inc., an AOL Time Warner company, is a major
producer of news and entertainment product around the world and the leading
provider of programming for the basic cable industry.

About Majesco

Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(tm) video game
system from Microsoft, PlayStation(r)2 computer entertainment system,
Nintendo GameCube(tm) and Game Boy(r) Advance systems, as well as the
personal computer.  Included among these are Majesco's multi-platform,
supernatural action/thriller, BloodRayne, released in October 2002, and
Black9, an original action/RPG for Xbox, PlayStation 2 and PC, scheduled for
release in Fall 2003.  Majesco can be found on the World Wide Web at
<http://www.majescosales.com/> http://www.majescogames.com/.

CARTOON NETWORK and logo are trademarks of and (c) Cartoon Network.
(s03)
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MAJESCO STRIKES INTERNATIONAL AGREEMENT WITH
CARTOON NETWORK AND WARNER BROS. INTERACTIVE ENTERTAINMENT
TO PUBLISH CARTOON NETWORK GAMES FOR GAME BOY(r) ADVANCE

Deal Brings Popular Cartoon Network Properties To The Gaming World

EDISON, NJ, April May XX, 2002 - Majesco, one of the fastest-growing
publishers of interactive entertainment software, announced today that a
licensing agreement with Cartoon Network and Warner Bros. Interactive
Entertainment have granted it with a license to develop and publish a line-up
of Game Boy(r) Advance games based on several of Cartoon Network's top-rated
television properties.

Under the terms of the agreement, Majesco will publish three3 titles for
Nintendo's Game Boy Advance system using select characters from various
Cartoon Network originals series: Courage the Cowardly Dog; Cow and Chicken;
Ed, Edd n Eddy; I Am Weasel; Johnny Bravo; Mike, Lu & Og; and Sheep in the
Big City. The titles are currently in development by Majesco and are
scheduled for release next year.

"Cartoon Network's Cartoon Cartoons are true innovations in animation and we
are excited to bring their extremely popular properties to the Game
Boy(r)Advance platform," said Jesse Sutton, President of Majesco. "We believe
that these Cartoon Cartoons will translate wonderfully into interactive
entertainment and further diversify Majesco's burgeoning portfolio of
products."

Majesco/ Cartoon Network / 2

"Majesco has a great track record," said Jamie Porges, VPice President, Off
Channel Commerce for Cartoon Network. "The combination of Majesco's expertise
and the Cartoon Cartoon Properties will produce a great line of games."

"The quality and creativity of Cartoon Network's Cartoon Cartoons make them a
natural fit for the interactive gaming world," said Philippe Erwin, Vice
President of Interactive Entertainment for Warner Bros. Consumer Products.
"We are confident that Majesco will produce engaging games befitting Cartoon
Network's originals series ."

About Warner Bros. Interactive Entertainment
Warner Bros. Interactive Entertainment, a division of Warner Bros. Consumer
Products, partners with leading entertainment software publishers and
developers to create interactive content for multiple platforms. Warner Bros.
Consumer Products is a division of Warner Bros., an AOL Time Warner Company,
and is one of the leading licensing and retail merchandising organizations in
the world.

About Cartoon Network
Cartoon Network, currently seen in 80.2 million U.S. homes and 145 countries
around the world, is Turner Broadcasting System, Inc.'s 24-hour, ad-supported
cable service offering the best in animated entertainment. Drawing from the
world's largest cartoon library, Cartoon Network also showcases unique
original ventures such as The Powerpuff Girls, Dexter's Laboratory, Samurai
Jack, Courage the Cowardly Dog, Ed, Edd n Eddy and other Cartoon Cartoons.
Since its launch in 1992, Cartoon Network has remained one of ad-supported
cable's highest-rated networks. Cartoon Network's Web site is located at
http://CartoonNetwork.com (AOL Keyword: Cartoon Network).

Turner Broadcasting System, Inc., an AOL Time Warner company, is a major
producer of news and entertainment product around the world and the leading
provider of programming for the basic cable industry.

Majesco/ Cartoon Network / 3

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading International developer, publisher and
distributor of interactive entertainment products for the Sony, Nintendo and
Microsoft video game platforms, as well as the personal computer. Currently
in development are 20 titles for PlayStation*2, Xbox(tm), GameCube(tm), and
PC, as well as several titles for Game Boy*Advance, all scheduled for release
in 2002. Included among these are Majesco's multi-platform, supernatural
action/thriller, BloodRayne, and Black & Bruised, an over-the-top
cartoon-style boxing game. Majesco can be found on the World Wide Web at
http://www.majescogames.com/ <http://www.majescosales.com/> .


CARTOON NETWORK and logo are trademarks of and (c) Cartoon Network.
(s02)
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Tom Clancy's Splinter Cell(tm) Ships for the Nintendo Game Boy(R) Advance

After infiltrating the Microsoft Xbox(tm), Sony PlayStation(R)2 and Nintendo
GameCube(tm), Console Game of the Year Tom Clancy's Splinter Cell(tm) is now
available on the Nintendo Game Boy(R) Advance

SAN FRANCISCO, CA - April 25, 2003 - The anticipation is over! Ubi Soft
Entertainment, one of the world's top videogame publishers, today announced
that Tom Clancy's Splinter Cell has shipped for the Nintendo Game Boy
Advance. Game Boy Advance owners can now experience the thrill of the
award-winning espionage thriller. Game Boy Advance fans can enjoy the
original tension-filled storyline - complete with characters and locations
endorsed by famous author Tom Clancy - plus something special just for
Nintendo fans. By connecting the Nintendo GameCube to the Game Boy Advance
and completing the Nintendo GameCube version, players will be treated to five
exclusive levels on the Game Boy Advance.

First Stealth Action Game on the Game Boy Advance
Tom Clancy's Splinter Cell is the first stealth action game to release on the
Game Boy Advance. Following in suit with the original Xbox game, the Game Boy
Advance version continues to thrill players with extreme action-intensive
gameplay. Using three-layer management, the game creates a 3-layer background
that allows for an interactive environment and the use of safe zones,
simulating the gameplay of the original platforms. The combination of the
tension-filled gameplay and graphical environment captures the spy thriller
essence of Tom Clancy's Splinter Cell.

"Tom Clancy's Splinter Cell delivers something unique to each platform," said
Tony Kee, vice president of marketing for Ubi Soft Entertainment. "Exclusive
gadgets and levels-even the linked play opportunities available only to
players connecting their Nintendo GameCubes and Game Boy Advances-are our way
of satisfying our fans on various platforms. So far gamers have been really
enthusiastic, especially the hardcore Tom Clancy's Splinter Cell fans who
play it on all platforms just to get a taste of the features exclusive to
each version."

Storyline:
You are Sam Fisher. A lone shadow-operative in a world where lost seconds can
allow terrorist plans to become deadly reality. You operate in the heart of
hostile territory. Spy. Steal. Destroy. Assassinate. Just don't ever be seen.
Because when the stakes are this high, the choice between leaving a witness
or a corpse is no choice at all. When two CIA agents mysteriously vanish in
the former Soviet republic of Georgia, the NSA's secret sub agency, Third
Echelon, deploys Sam Fisher-its most capable splinter cell operative-to
recover them. Fisher soon uncovers a deeper conspiracy: a plot that threatens
to destabilize the world order and spark nuclear conflict.

Standout Game Features
* Comprehensive stealth techniques and action moves including split jumps,
zip-lining, rappelling and using human shields make gameplay creative and
fun.

* Experimental intelligence gadgets based on real-life technologies such as
night vision/thermal goggles, prototype weapons, non-lethal weapons, and
surveillance gear give Fisher the edge against his enemies.

* Eleven missions-featuring one training mission and one special
mission-through eight realistic environments based on those from the Xbox
version

* Hide in the shadows thanks to an original depth management system that
simulates 3D environments. * Three "boss fight" gameplay moments available
only on the Game Boy Advance that allows players to go head to head against
enemies.

* Five new levels players can unlock after beating the game on the Game Boy
Advance.

* Five new levels players can unlock by completing the Nintendo GameCube
version and linking the Nintendo GameCube and Game Boy Advance connectivity.

About Ubi Soft(R) Entertainment
Ubi Soft Entertainment is a global producer, publisher and international
distributor of interactive entertainment products. A leading company in the
industry, Ubi Soft's strong and diversified line-up has grown considerably.
As well as developing original properties, Ubi Soft has also steadfastly
partnered with several high-profile companies and is dedicated to delivering
consumers with quality videogame titles while offering blockbuster
franchises. Founded in 1986, the company has offices in 22 countries
including the United States, Canada, France, Germany, Finland and China and
sells its products in over 50 countries. For more information about Ubi Soft,
visit http://www.ubi.com <http://www.ubi.com> .

All rights reserved. TM, (R), Game Boy Advance, and Nintendo GameCube are
trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos are either
registered trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from Microsoft. Tom
Clancy's Splinter Cell(tm) (C) 2003 Ubi Soft Entertainment. All Rights
Reserved. Splinter Cell, Ubi Soft, and the Ubi Soft logo are trademarks of
Ubi Soft Entertainment in the U.S. and/or other countries.
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KONAMI REVEALS BOKTAI: THE SUN IS IN YOUR HAND
- THE FIRST-EVER SUNLIGHT SENSITIVE VIDEOGAME

Visionary Game Designer Hideo Kojima Debuts Groundbreaking Action/RPG for
Nintendo's Game Boy(R) Advance at E3 2003

Electronic Entertainment Expo Booth #900- May 14, 2003 - Los Angeles, CA -
Konami of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM),
today unveiled a revolutionary new action title for Nintendo Game Boy(R)
Advance. Launching in September 2003, Boktai: The Sun Is In Your Hand is the
first videogame ever that incorporates natural sunlight into gameplay.
Developed by Hideo Kojima, the creator of the internationally acclaimed Metal
Gear Solid(R) game series, Boktai features a uniquely designed built-in solar
sensor on the Game Boy(R) Advance cartridge that absorbs sunlight to
influence the outcome of the game.

"Boktai represents a watershed moment in game design and marks the next step
in the evolution of interactive entertainment. It also shows Konami's
commitment to innovation and moving beyond the status quo in gaming," said
Geoff Mulligan, COO at Konami of America, Inc.

The most original game ever to see the light of day, Boktai was inspired by a
desire of Hideo Kojima to combine the natural world and the videogame world.
Boktai features newly-developed technology that encourages players to make
use of the environment by having them play the game outside, in the sunlight,
an innovation made possible by the Game Boy(R) Advance's portability.

The story of the game follows Django, a vampire hunter who must venture
through deep, dark dungeons to rid the world of evil demons. His ability to
hunt down vampires during the day is far superior to his ability to hunt them
down at night. Conversely, vampires are weaker during the day and much
stronger by night. Boktai is the first game to integrate light and real world
conditions into the adventure's storyline. In Boktai, the amount of time that
the player spends with the game in the sun will have a direct impact on the
hero's powers, the strength/weakness of the enemies and consequently, the
overall outcome of the game.

The mysterious world of Boktai is strewn with numerous castles and dungeons
that are riddled with enemies, including spiders, zombies, vampires and more.
While some enemies can be destroyed using a "solar gun" that streams an
ultra-powerful light beam, other enemies can only be destroyed by exposing
them to natural sunlight.

To learn more about Boktai: The Sun is in Your Hand, please visit:
http://www.konami.com/boktai

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.

Boktai is a trademark of Konami Computer Entertainment Japan, Inc. "The Sun
Is In Your Hand" is a working title. (C) 2003 Konami Computer Entertainment
Japan. TM, (R), Game Boy Advance and the Nintendo GameCube logo are
trademarks of Nintendo. (C) 2001 Nintendo.
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MAJESCO TO SHOWCASE INNOVATIVE
GAME BOY ADVANCE VIDEO PAK AT E3 2003

Proprietary New Technology Allows Full-Screen Viewing
of Live-Action and CGI Video

LOS ANGELES, CA, May 14, 2003 - Demonstrating the strength of its long-term
development strategy, Majesco, one of the fastest-growing publishers of
interactive entertainment software, today announced they will unveil their
new Game Boy Advance Video Pak at the Electronic Entertainment Expo (E3),
being held this week in Los Angeles, CA. Developed in conjunction with DC
Studios, the proprietary technology enables gamers to view streaming video
and audio on a standard Nintendo Game Boy(r) Advance system, without the use
of additional external hardware.

"The power, flexibility, and installed base of Nintendo's Game Boy Advance
has opened up a brand new stream of revenue for publishers and our new video
cart is a perfect example of such an opportunity," said Jesse Sutton,
President of Majesco, Inc. "This new video technology not only offers gamers
an entirely new way to utilize their Game Boy Advance, but further
underscores Majesco's commitment to developing leading-edge technology and
exciting new entertainment experiences."

Officially licensed by Nintendo and expected to retail for $19.99, Majesco's
Game Boy Advance Video Pak allows viewing of approximately 40 minutes of
quality video, including live-action footage, CGI, anime and traditional
cartoons. Video runs at a minimum of 20 frames per second in 15-bit color
resolution and utilizes streaming 8-bit, 32khz stereo audio.

Unlike similar competitor products which require the use of additional
external hardware, Majesco's Game Boy Advance Video Pak utilizes a standard
Nintendo-manufactured cartridge, which is inserted directly into the system.
Majesco's Game Boy Advance Video Pak incorporates standard "DVD-style" player
controls and features full-screen viewing across 100 percent of the screen, a
significant advantage over most competitors whose technology limits them to
80 percent. Furthermore, Majesco's technology is robust enough to handle
live-action, movie-quality video and CGI, allowing them to partner with film
and television studios.

Majesco is currently negotiating with major studios and licensees to secure
content and expects to release a full line-up of top-quality, licensed video
product for the 2003 holiday season. Additional information about other
products included in Majesco's exciting E3 line-up can be found at
http://www.majescogames.com/.

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(r),
PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm) and Game
Boy(r) Advance systems, as well as the personal computer. Included among
these are Majesco's multi-platform, supernatural action/thriller, BloodRayne,
released in October 2002, and Black9, an original action/RPG for console and
PC, scheduled for release this fall. Also announced for Xbox(r) and PC is
Advent Rising, the first in a trilogy of intergalactic action/adventure games
and novels, scheduled for 2004. Majesco can be found on the World Wide Web at
http://www.majescogames.com/.

Game Boy and Game Boy Advance are trademarks of Nintendo. (r) 2001.
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SEGA THROWS A PARTY ON GAME BOY ADVANCE WITH 'SONIC PINBALL PARTY'

New Pinball Game for GBA Offers Linked Multiplayer Action, Classic SEGA
Characters, Multiple Modes and More!

SAN FRANCISCO (May 27, 2003) - It's time to get the party started right!
SEGA(R) today announced Sonic(R)'s return to the Game Boy(R) Advance with the
launch of "Sonic Pinball Party(TM)." In the ultimate handheld pinball
experience, "Sonic Pinball Party" delivers fresh pinball boards filled with
SONICTEAM characters and a huge assortment of multiplayer party games
playable via the Game Boy(R) Advance Game Link(R) cable.

"'Sonic Pinball Party' is the definitive party on-the-go, taking classic
pinball action to a whole new level," said Mike Fischer, vice president of
marketing, SEGA of America. "Gamers can challenge friends to heated pinball
play anytime or anywhere via the Game Link cable, or try to beat their own
best scores. It's pure pick-up-and-play portable Sonic fun."

With SONICTEAM characters from "Sonic The Hedgehog(R)," "Samba de Amigo(TM)"
and "Nights(TM)," "Sonic Pinball Party" challenges players to shoot, tilt,
and flip their way through a slew of pinball boards, lightning fast
mini-games and party games that promise to give gamers the pinball fix
they've been craving.

The game features five modes of play including Arcade Mode, Vs. Mode, Story
Mode, Casinopolis and the Chao Garden, as well as hidden zones and mini-games
including Roulette, Slots and Bingo. As if that wasn't enough, "Sonic Pinball
Party" includes three party games to extend the fun: Hot Potato, Air Hockey
and Ladders. Finally, via the Nintendo GameCube(TM) Game Boy(R) Advance
cable, players can once again experience Chao-raising fun by connecting to
SEGA's "Sonic Adventure DX Director's Cut(TM)," launching in June on Nintendo
GameCube(TM).

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.sega.com.
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MAJESCO'S 'IRIDION II' BLASTS
ITS WAY TO STORES EVERYWHERE

The Popular Sequel Features Rich 3D Graphics and Sharp Game Play on the Game
Boy(r) Advance

EDISON, NJ, May 28, 2003 - The Iridion saga continues as Majesco, one of the
fastest-growing publishers of interactive entertainment software, announces
the shipping of Iridion II for Game Boy(r) Advance to retail stores
everywhere. The sequel to the original Game Boy Advance launch title, Iridion
3D, Iridion II is armed with astounding graphics, a deep storyline and loads
of new game play features.

"Iridion 3D was one of our most acclaimed Game Boy Advance titles and set the
bar for graphic excellence on the system," said Ken Gold, Vice President of
Marketing for Majesco. "With the sequel, Iridion II, we added a more in-depth
story, improved the game play and made the graphics even better."

In Iridion II, a century has passed since the Iridion Empire was defeated.
Humans have populated the old Iridion galaxy giving mankind freedom and
peace. Suddenly, all communications with the human outposts are lost. The
Iridions are back! Planet Earth is too far away to offer help. The only
chance...A lone powerful spaceship...Yours!

Exciting key features of Iridion II include:

* Advanced background animation combined with 3D simulation provides great
depth of game play and spectacular graphics;
* Sixteen levels feature a host of new enemies, obstacles and 2 enormous boss
encounters per level;
* "Virtual Reality Training," a tutorial mode which explains all of the
techniques used to beat various enemies throughout the game;
* Collect power-ups to gain new weapons, increase firepower, and refill
energy;
* Six different cannon weapons, and two additional special weapons including
smart bombs and a super-beam shot;
* Choose between Starter, Advanced or Ace Pilot difficulty settings.

More information on Iridion II, as well as Majesco's entire line-up of
exciting products can be found online at www.majescogames.com
<http://www.majescogames.com/> .

About Majesco
Headquartered in Edison, NJ, with offices in the United Kingdom, Majesco was
founded in 1986 and is a leading international developer, publisher and
distributor of interactive entertainment products for the Xbox(r),
PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm) and Game
Boy(r) Advance systems, as well as the personal computer. Included among
these are Majesco's multi-platform, supernatural action/thriller, BloodRayne,
released in October 2002, and Black9, an original action/RPG for console and
PC, scheduled for release this fall. Also announced for Xbox(r) and PC is
Advent Rising, the first in a trilogy of intergalactic action/adventure games
and novels, scheduled for 2004. Majesco can be found on the World Wide Web at
http://www.majescogames.com/.

Game Boy and Game Boy Advance are trademarks of Nintendo. (r) 2001.
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ATARI BRINGS DRAGON BALL Z(R) FIGHTING ACTION
TO GAME BOY(R) ADVANCE

'Dragon Ball Z: Taiketsu' Coming This November

BEVERLY, MA - June 10, 2003 - Building on the success of its Dragon Ball Z(R)
portfolio, Atari, Inc. (Nasdaq: ATAR) today announced the first DBZ fighting
game for the Nintendo Game Boy(R) Advance, Dragon Ball Z(R): Taiketsu(tm).
Developed by WebFoot Technologies, the group that made the smash hit Dragon
Ball Z(R): The Legacy of Goku(tm) game, Dragon Ball Z(R): Taiketsu(tm) is
currently slated for release this November.

"We are excited to add Dragon Ball Z(R): Taiketsu(tm) to the library of
authentic DBZ games and provide fans with an explosive fighting-action game
for the Game Boy(R) Advance," said Nancy MacIntyre, vice president of
marketing for Atari's Beverly studio. "The enormous success of the Dragon
Ball Z(R) portfolio is a tribute to the power and recognition of the DBZ(R)
franchise."

"After our outstanding success with Dragon Ball Z(R) Budokai, we are very
excited to be working with Atari to bring the first DBZ fighting game to the
Game Boy(R) Advance," said Gen Fukunaga, president of FUNimation Productions,
Ltd. "Atari knows how to bring the DBZ atmosphere and action to our fans, and
we expect Dragon Ball Z(R) Taiketsu(tm) to be another great DBZ
fighting-action game."

Dragon Ball Z(R): Taiketsu(tm) challenges players to fight in one of several
animated environments such as Master Roshi's Island or Orange Star City, and
choose from a long list of their favorite characters featured in all sagas of
the DBZ(R) story, including Goku(R), Buu(R), Gohan(R), Cell(tm), Piccolo(tm),
Frieza(R), Trunks(R) and Vegeta(R). Use single-player mode to compete in
world tournaments or test your strength in an endurance challenge. Up to four
DBZ(R) fighters (up to two human players and two AI opponents) can battle on
screen at once using the multiplayer mode.

With a sell-through of more than two million units in North America* alone
during the 2002 calendar year, the Dragon Ball Z(R) video game franchise has
quickly mirrored the success the Dragon Ball Z(R) animated series. Dragon
Ball Z(R): The Legacy of Goku, released in May 2002, sold more than one
million units*, becoming the year's top-selling role playing game for the
Game Boy(R) Advance. Additionally, Dragon Ball Z(R): Budokai for the
PlayStation(R)2 computer entertainment system became the best-selling
fighting game of 2002*. A version of Dragon Ball Z(R): Budokai for the
Nintendo GameCube is slated for release in October 2003. (*All data is
according to The NPD Group, Inc.).

For more information on Dragon Ball Z(R) and Dragon Ball Z(R) titles, visit
<http://www.dbzgamer.com/> www.dbzgamer.com and
<http://www.dragonballz.com/> www.dragonballz.com.

About FUNimation

Focusing on quality entertainment properties such as Dragon Ball Z(R),
FUNimation Productions, Ltd., is a full-service brand management company with
in-house production, licensing, Internet, home video distribution and toy
divisions. Dragon Ball Z(R) is a top rated series on Cartoon Network and was
the most searched for topic on the Internet for 2002 (also #1 in 2001),
becoming "the first topic to ever repeat atop the Web's Most Wanted,"
according to the Lycos 50 Daily Report. Other quality entertainment
properties produced by FUNimation include: Dragon Ball(R), now airing on
Cartoon Network; Dragon Ball GT(R), the eagerly awaited sequel to Dragon Ball
Z(R); Yu Yu Hakusho, one of the top anime of all time, airing weekdays in the
USA on Carton Network's Toonami block; Lupin the 3rd, one of the longest
running anime classics; Fruits Basket, based on the top selling manga in
Japan; and Blue Gender, a sci-fi anime series. For additional information on
FUNimation and its properties contact Jeff Dronen at FUNimation at
817-788-0627 or <mailto:jeff.dronen@funimation.com>
jeff.dronen@funimation.com, or check out www.funimation.com.

About Atari

OLE_LINK4New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games
for all platforms and is one of the largest third-party publishers of
interactive entertainment software in the U.S. The Company's 1,000+ titles
include hard-core, genre-defining games such as Driver(tm), Enter the
Matrix(tm), Neverwinter Nights(tm), Stuntman(tm), Test Drive(R), Unreal(R)
Tournament 2003, and Unreal(R) Championship; and mass-market and children's
games such as Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora
the Explorer(tm), Civilization(R), Dragon Ball Z(R) and RollerCoaster
Tycoon(R). Atari, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (Euronext 5257), the largest interactive games
publisher in Europe. For more information, visit <http://www.atari.com/>
www.atari.com.

# # #

(C) 2003 Atari Interactive, Inc. All rights reserved.

(C) 2003 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimationa
Productions, Ltd. All Rights Reserved.

Dragon Ball Z and all logos, character names and distinctive likenesses
thereof are trademarks of TOEI ANIMATION. Game Boy and Game Boy Advance are
trademarks of Nintendo. (R) 2001.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.

The NPD Group is a service mark of NPD Group, Inc.

All other trademarks are the property of their respective owners.
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Pirates of the Caribbean: The curse of the Black Pearl SETS SAIL ON THE GAME
BOY(R) ADVANCE

Swashbuckling action/adventure game based on the upcoming Disney film

WESTLAKE VILLAGE, Calif. - June 19, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
all landlubbers should beware...pirates are on the loose! Pirates of the
Caribbean: The Curse of the Black Pearl has shipped for the Game Boy* Advance
handheld system. Based on Disney's major live action film for Summer 2003,
Pirates of the Caribbean: The Curse of the Black Pearl will be available at
retail outlets throughout North America.

"We're thrilled to be part of this stellar franchise," said Vincent Bitetti,
chief executive officer for TDK Mediactive, "Pirates of the Caribbean has
been a Disney theme park favorite for years. Now, with the property's highly
anticipated big screen debut, we are proud to release a game of quality and
excitement equal to it's rich franchise history."

Developed by Pocket Studios, Pirates of the Caribbean: The Curse of the Black
Pearl received high praise from the press at the recent Electronic
Entertainment Expo in Los Angeles. "This [game] might very well have been the
best Game Boy Advance title at this year's E3," said GameSpy, and IGN.com
wrote, "...the map for this adventure so far points toward treasure."

As charming rogue pirate Jack Sparrow, it's mutiny on the high seas as you
pillage your way to riches in over 20 swashbuckling missions. Search for
treasure as you sharpen your pirating skills with cannons, artillery and
swords in an all-out battle for the ultimate in pirate booty! Simple to pick
up, yet robust enough for more experienced players, the game is perfect for
all ages and is rated "E" for "Everyone."

About the Film: Pirates of the Caribbean: The Curse of the Black Pearl
>From producer Jerry Bruckheimer comes the thrilling live-action adventure
"Pirates of the Caribbean: The Curse of the Black Pearl," starring Johnny
Depp, Geoffrey Rush, Orlando Bloom, and Keira Knightley, and directed by Gore
Verbinski. For the roguish yet charming Captain Jack Sparrow (JOHNNY DEPP),
the crystalline waters of the Caribbean, like the high seas the world over,
present a vast playground where adventure and mystery abound. But Jack's
idyllic life capsizes after his nemesis, the wily Captain Barbossa (GEOFFREY
RUSH), steals his ship, the Black Pearl, and later attacks the town of Port
Royal, kidnapping the Governor's (JONATHAN PRYCE) beautiful daughter,
Elizabeth Swann (KEIRA KNIGHTLEY).

Elizabeth's childhood friend, Will Turner (ORLANDO BLOOM), joins forces with
Jack to commandeer the fastest ship in the British fleet, the HMS
Interceptor, in a gallant attempt to rescue her and recapture the Black
Pearl. The duo and their motley crew are pursued by Elizabeth's betrothed,
the debonair, ambitious Commodore Norrington (JACK DAVENPORT), aboard the HMS
Dauntless. Unbeknownst to Will, there is a curse that has doomed Barbossa and
his crew to live forever as the undead, where each moonlight, they are
transformed into living skeletons. The curse they carry can be broken only if
a once-plundered treasure is restored. Stunning visual effects bring these
formidable foes to life as our valiant heroes clash mightily with Barbossa
and his invincible pirates of the Caribbean.

For more information on the film, visit www.pirates.movies.com
<http://www.pirates.movies.com>

About Disney Interactive
Disney Interactive is the award-winning publishing label of Buena Vista
Games, Inc. The label is committed to producing quality interactive video
games and CD-ROMS based on Disney properties. Buena Vista Games, Inc. is the
interactive entertainment arm of The Walt Disney Company's Consumer Products
business unit. For more information on Disney Interactive's products, visit
www.disneyinteractive.com.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy(R) Advance and Game Boy(R) Color systems. The company
also publishes titles for personal computers via a co-publishing agreement
with Activision Value, a subsidiary of Activision, Inc. The company's games
are based on licensed and original content derived from major motion
pictures, video franchises, popular literature and popular culture. TDK
Mediactive has exclusive technology and content licenses with Sony Computer
Entertainment America Inc., Microsoft Corporation, Nintendo of America Inc.,
DreamWorks SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc.,
Classic Media, BKN International, DC Comics, Hallmark Entertainment
Distribution LLC, BDSP Inc., The Jim Henson Company, General Motors
Corporation, Infogrames Interactive, Inc., Activision, Zuffa LLC, and others.
TDK Mediactive is 73% owned by TDK USA Corp., a wholly-owned subsidiary of
TDK Corporation (NYSE: TDK). More information about TDK Mediactive and its
products is available at www.tdkm.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #

Licensed by Nintendo. Nintendo, Game Boy, Game Boy Advance and the official
seal are trademarks of Nintendo. (C) 2001 Nintendo.

(C)Disney. (C) 2003 TDK Mediactive, Inc. All Rights Reserved. PUBLISHED AND
DISTRIBUTED BY TDK MEDIACTIVE, INC.
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SHREK* ReekS Havoc ON THE
Game Boy* Advance

Play as Shrek(R) or Princess Fiona(tm) in Shrek Reekin' Havoc!

WESTLAKE VILLAGE, Calif. - July 29, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
Shrek(R): Reekin' Havoc has shipped for the Nintendo Game Boy* Advance
handheld system. The newest entry to the extremely successful family of
Shrek* videogames is now available at retail outlets throughout North
America.

Play as either Princess Fiona(tm) or Shrek* and explore six enormous,
entirely new areas in your quest to save your fairy tale friends from the
ghost of Lord Farquaad(tm). Branching levels let you enter rooms and climb
ladders, ropes and stairs as you solve puzzles and find pick-ups to progress
through the game. Princess Fiona(tm)'s powerful martial arts moves and
Shrek(R)'s ogre strength give you the power to return fairy land to normal.
Shrek(R) Reekin' Havoc is rated E for Everyone.

"Shrek* video games have sold very well across all video game platforms,
making Shrek(R) one of the most recognized and loved game brands," said
Michael Devine, executive vice president, sales & marketing, TDK Mediactive.
"Shrek(R) Reekin' Havoc offers consumers fun, action-packed gameplay and
quirky humor in brand new Shrek(R) environments, creating a fantastic
gameplay experience for Shrek(R) fans everywhere."

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation(R)2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy(R) Advance and Game Boy(R) Color systems. The company
also publishes titles for personal computers via a co-publishing agreement
with Activision Value, a subsidiary of Activision, Inc. The company's games
are based on licensed and original content derived from major motion
pictures, video franchises, popular literature and popular culture. TDK
Mediactive has exclusive technology and content licenses with Sony Computer
Entertainment America Inc., Microsoft Corporation, Nintendo of America Inc.,
Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic Media,
BKN International, DC Comics, Hallmark Entertainment Distribution LLC, BDSP
Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdkm.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. Readers should carefully review the risk
factors described in the documents the Company files from time to time with
the Securities and Exchange Commission.

# # #
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ATARI READIES LAUNCH OF FIRST-EVER YU YU HAKUSHO(R)
VIDEO GAME IN THE U.S.

Top-Rated TV Series Makes Interactive Debut on Game Boy(R) Advance

BEVERLY, MA, SEPTEMBER 2, 2003 - Atari, Inc. (NASDAQ: ATAR) announced today
that it will ship Yu Yu Hakusho(R): Spirit Detective(tm) for Nintendo's Game
Boy(R) Advance this December. Based on the popular TV series, Yu Yu
Hakusho(R) airs weekdays on the Cartoon Network's top-rated Toonami Block,
and is one of the top-rated animated series for males 9-14. Yu Yu Hakusho(R)
is licensed in the United States by FUNimation Productions, the force behind
such hits as Dragon Ball(R) and Dragon Ball Z(R).

"We believe Yu Yu Hakusho(R) - with its deep story, memorable characters, and
dedicated TV fan base - is a rich franchise with which to make great video
games," said Nancy MacIntyre, vice president of Marketing for Atari's Beverly
Studio. "We are excited to once again partner with FUNimation on Yu Yu
Hakusho(R) and hope to duplicate the success we have achieved with Dragon
Ball Z(R)."

"One of the reasons we love working with the team at Atari is the company's
pursuit of the highest standards of quality and authenticity. This effort
shines in its release of Yu Yu Hakusho(R): Spirit Detective(tm), and Atari is
well on its way to successfully establishing Yu Yu Hakusho(R) as a premier
interactive entertainment franchise on par with its work with Dragon Ball
Z(R)," said Gen Fukunaga, president of FUNimation. "This video game will give
fans and gamers in the United States their first chance to interact with this
engaging series. We're very excited to see Spirit Detective added to an
already impressive list of licensed products."

Yu Yu Hakusho(R) follows the story of 14-year-old Yusuke Urameshi, a young
rebel frustrated by a lack of direction in life. When he unexpectedly
sacrifices his own life to save a child from a deadly traffic accident, he is
given a second chance and is allowed to return to Earth - but not to the life
he left behind. Yusuke has been granted some amazing new powers, and if he
wants to live again, he must use them for the cause of good.

Developed by Sensory Sweep Studios, Yu-Yu Hakusho(R): Spirit Detective(tm)
allows players to assume the role of six major characters, including Yusuke,
Kuwabara, Kurama, Hiei, Botan and Kayko, and explore 22 challenging levels,
each recreating the major milestones from the show's Spirit Detective Saga.
Each character is armed with several different weapons and abilities from the
animated series. Featuring the well-known story lines from the animated
series, Spirit Detective(tm) also includes some surprises designed to keep
the story fresh and exciting for fans.

Yu-Yu Hakusho(R): Spirit Detective(tm) is scheduled to ship this December for
Nintendo's Game Boy(R) Advance at a suggested retail price of $29.99. This
product has not yet been rated by the ESRB.

About FUNimation

Focusing on providing the best in high-quality entertainment properties,
FUNimation Productions, Ltd, is a full-service brand management company with
in-house production, licensing, Internet, marketing, and home video sales and
distribution divisions. In addition to Yu Yu Hakusho(R), FUNimation also
produces Dragon Ball Z(R) and Dragon Ball(R), both airing on Cartoon Network;
Dragon Ball GT(R), the highly anticipated sequel to Dragon Ball Z that is
coming to Cartoon Network in October 2003; Blue Gender(tm), a true sci-fi
anime airing on Cartoon Network's Adult Swim; movies for Lupin the 3rd(tm),
one of the longest running anime classics; Fruits Basket(tm), based on the
top-selling comic book in Japan; recently announced mega-hit Detective Conan;
and fan favorites like Kiddy Grade, Tenchi Muyo! GXP and Sakura Wars. For
more information on FUNimation or any of its properties, contact Jeff Dronen
at 817-788-0627 x 251 or jeff.dronen@funimation.com
<mailto:jeff.dronen@funimation.com> .

About Atari

OLE_LINK4New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games
for all platforms and is one of the largest third-party publishers of
interactive entertainment software in the U.S. The Company's 1,000+ titles
include hard-core, genre-defining games such as Driver(tm), Enter the
Matrix(tm), Neverwinter Nights(tm), Stuntman(tm), Test Drive(R), Unreal(R)
Tournament 2003, and Unreal(R) Championship; and mass-market and children's
games such as Backyard Sports(tm), Nickelodeon's Blue's Clues(tm) and Dora
the Explorer(tm), Civilization(R), Dragon Ball Z(R) and RollerCoaster
Tycoon(R). Atari, Inc. is a majority-owned subsidiary of France-based
Infogrames Entertainment SA (Euronext 5257), the largest interactive games
publisher in Europe. For more information, visit www.atari.com.

(C) 2003 Atari Interactive, Inc. All rights reserved.

(C) 2003 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimation
Productions, Ltd. All Rights Reserved.

Game Boy and Game Boy Advance are trademarks of Nintendo. (R) 2001.

All other trademarks are the property of their respective owners.
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ATLUS U.S.A., INC. SHIPS "SHINING SOUL" FOR THE NINTENDO GAME BOYAE ADVANCE
TO RETAILERS NATIONWIDE

MULTIPLAYER ACTION RPG THAT REALLY SHINES!

Irvine, CA, September 16, 2003 - Atlus U.S.A., Inc., a leading publisher of
RPG's, shipped its much anticipated multiplayer action role-playing game
"Shining Soul" for the Game BoyAE Advance.

Story:

In ancient times, a great civilization was reduced to ashes by the Dark
Dragon, the incarnation of destruction. After hundreds of years, a new people
settled the land. But, the Dark Dragon arose to once again turn the towns
into a sea of fire.

Only a small group of individuals knew of a means to confront the Dark
Dragon. They were the descendants of those whose homes were destroyed long
ago. This group, known as the "Shining Fleet," tried to extend a helping hand
to the people, who were unfamiliar in the ways of war. These descendants of
the ancients went forth and challenged the Dark Dragon, equipped with weapons
and knowledge handed down by their ancestors. The desperate struggle between
the Dark Dragon and these warriors dragged on, until they found themselves in
the country of Runefaust, located in the southeast of the Rune Continent.
Now, the final stage of the war is about to begin. Will the Shining Fleet,
led by the strategist Noah, succeed in defeating the dragon's Five Generals
as well as the Dark Dragon itselfO?

"No RPG on the Game Boy Advance can compare with the thrilling multiplayer
action of Shining Soul," said Bill Alexander, Project Lead, Atlus U.S.A.,
Inc. "The title showcases features such as character customization which are
normally only present in more complex console RPGs. It's a truly rewarding
portable gaming experience!"

Features:

Real-time multiplayer action!! (Up to 4 players simultaneously.) Even
exchange items and equipment!

4 exciting character classes available! Choose the fighter, and wield a
legendary weapon, cast devastating spells as the Wizard, rely on your speed
and accuracy as the Archer, or display feats of impossible strength as the
Dragonute.

Customize your character by selecting from various color schemes, weapons,
and armor.

Embark on an epic journey, explore dark labyrinths, and battle gigantic
bosses!

Shining Soul has a suggested retail price of US $29.99 and has been rated by
"E" for Everyone by the ESRB. For more information, visit the Official Atlus
website at http://www.atlus.com

(C) 2003 SEGA CORPORATION Exclusively co-published by Sega and Atlus U.S.A.,
Inc. SEGA, SEGA logo and "Shining Soul" are registered trademarks of SEGA
CORPORATION.
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KONAMI SHIPS BOKTAI(tm): THE SUN IS IN YOUR HAND
FOR NINTENDO GAME BOY(r) ADVANCE

Ground-breaking Videogame Technology Uses Natural Sunlight During Gameplay

REDWOOD CITY, CALIF. - September 16, 2003 - It's time for some fun in the
sun! Leading videogame publisher Konami of America, Inc., a subsidiary of
Konami Corporation (NYSE: KNM), today announced that Boktai(tm): The Sun Is
In Your Hand has shipped to retail outlets nationwide. The highly anticipated
new action/role-playing game for Nintendo Game Boy(r) Advance is the world's
first videogame that incorporates natural sunlight into gameplay. Only in
Boktai will the player's experience be affected by where, when and how much
time they play the game in the sun.

Developed by Hideo Kojima, the creator of the internationally acclaimed Metal
Gear Solid(r) series, Boktai uses proprietary technology and a pioneering
solar sensor built into the Game Boy(r) Advance cartridge to absorb sunlight
and use it during play. The adventure follows Django, the game's
vampire-hunting hero, on his quest to destroy Dracula and his army of
darkness. Armed with a special solar gun that re-energizes using natural
sunlight, Django is stronger by day while his adversaries are stronger by
night. The amount of time a player spends with the game in the sun will have
a direct impact on the hero's powers, the strengths and weaknesses of his
enemies and, consequently, the overall outcome of the game.

"Boktai is a game like no other because it truly delivers innovative gameplay
to players of all ages," said Geoff Mulligan, Chief Operating Officer at
Konami of America, Inc. "Not only does Boktai deliver revolutionary
technology and an unprecedented gameplay experience - requiring natural
sunlight - but it also offers players hours of vampire-hunting fun."

Gamers of all ages will enjoy Boktai's engaging storyline and depth of
gameplay which is highlighted by the careful use of strategy and stealth
tactics. As Django ventures through dark dungeons, players will battle
countless ghastly ghouls and face-off against menacing monsters. Players will
note that some monsters can be destroyed using the "solar gun" but others can
only be defeated by exposing them to natural sunlight.

The game's real-time clock keeps track of day and night so that players'
in-game experience reflects real-world conditions. As such, players will
notice that real sunlight outside actually illuminates dark corners of
castles in the game and they will quickly learn to manipulate the light in
order to overcome enemies. Gamers will also have to solve puzzles, use a
variety of stealth tactics and engage in careful combat as they explore
through Boktai's mysterious world of castles and dungeons.

Boktai: The Sun Is In Your Hand is rated E for Everyone and is available at
retail outlets nationwide for an SRP of $34.99. To learn more about the game,
please visit: http://www.konami.com/boktai <http://www.konami.com/boktai>

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.

Boktai(tm): The Sun Is In Your Hand (c) 2003 Konami Computer Entertainment
Japan. TM, (r), Game Boy Advance and the Nintendo GameCube logo are
trademarks of Nintendo. (c) 2001 Nintendo.
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CODEMASTERS BRINGS AMERICAN IDOL VIDEO GAME TO
GAME BOY(R) ADVANCE THIS HOLIDAY SEASON

Play for the title of American Idol On The World's Most Popular Handheld
Gaming System

NEW YORK - October 1, 2003 - As the anticipation builds this fall for the
third season of "American Idol," fans will be able get an interactive fix of
their favorite program wherever they go, in Codemasters' American Idol video
game for GameBoy(R) Advance. The game features celebrity judges Randy
Jackson, Paula Abdul and Simon Cowell and will also be available for the
PlayStation(R)2 computer entertainment system and the PC in time for the
holiday shopping season.

"American Idol and the Game Boy(R) Advance is a perfect combination," said
Steven Lux, Senior Vice President of U.S. Marketing for Codemasters. "Over
60% of the 14.5 million Game Boy(R) Advance owners are under 18, which is the
core of our target audience."

American Idol for Game Boy(R) Advance is a music-based rhythm-action game
giving players the opportunity to experience the fun and excitement of the
popular television series at home or on the go. In the game, players will
create, control, style and train their contestant for competition. Players
must match the right combinations of buttons to the beat of the music. If
they get it right, the contestant sings a sweet harmony and dances to the
rhythm; however, if they get it wrong, they sing out of tune. With top music
tracks to master, players will get "constructive criticism" from Randy, Paula
and Simon on their performance. As contestants progress through the game they
will win new fashions and styles to help them create their own American Idol
image.

The "American Idol" reality entertainment TV show co-produced by
FremantleMedia North America and 19TV, garnered a cult-like following that
amassed a staggering 38 million viewers in the final episode of Season 2, and
averaged 21 million viewers per episode throughout the season. For season
three, which premieres in January 2004 on FOX, hundreds of thousands of
"American Idol" hopefuls are auditioning all around the country for a shot at
stardom.

For the latest updates on the American Idol game for Game Boy(R) Advance,
PlayStation(R)2 or PC, visit Codemasters online at
www.codemasters.com/americanidol.

###

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Based on the
television phenomenon, the American Idol game will feature celebrity judges
Simon Cowell, Paula Abdul and Randy Jackson, and will be available this fall
for the PlayStation(R)2 computer entertainment system, Game Boy(R) Advance
and PC. Additional information about Codemasters and its products can be
found at www.codemasters.com.

ABOUT FREMANTLEMEDIA
FremantleMedia, formerly known as Pearson Television, is one of the largest
international producers of entertainment programs in the world, producing
more than 260 programs in over 40 territories a year. The company's
international distribution division distributes over 19,000 hours of programs
to 150 countries worldwide. FremantleMedia is the content business production
arm of the RTL Group, Europe's largest television and radio broadcast
company, with interests in 23 television channels and 22 radio stations in
nine European countries. RTL Group is part of Bertelsmann AG, an integrated
media and entertainment company that commands leading positions in the
world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com.
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ATLUS U.S.A., INC. SHIPS "DemiKids: LIGHT AND DARK VERSIONS" FOR THE GAME BOY
ADVANCE

"Defeat an army of demons...? No one said 6th grade would be easy!"

Irvine, CA, October 7, 2003 - Atlus U.S.A., Inc., a leading publisher of
console RPG's, announced today that "DemiKids: Light and Dark Versions" for
the Game Boy Advance, an offshoot of the insanely popular Shin Megami Tensei
series in Japan has shipped to retailers nationwide..

Synopsis

The year is 200X. Jin (main character of Light Version), Akira (main
character of Dark Version), and Lena are 6th grade friends who have grown up
together. They are also members of the "Mystery Clubi which searches for
interesting and mysterious things.

While snooping around the school's library, they happen upon a mysterious
book containing various spells and incantations. Curiosity overwhelms the
group as they decide to carry out a summoning ritual, unprepared for the
consequences... To their surprise, an evil demon appears and their only hope
comes from a peculiar new student, Amy, who gives Jin and Akira the power to
capture and summon demons by way of the gun-like Demolyzer. They are also
joined by Rand and Gale, guardian demons sent to protect them.

Meanwhile, a time rift appears outside the school, and a strange phenomenon
occurs. The flow of time has been disrupted, and the events in their world
are locked in a recurring loop. Every time the main character tries to leave
school, time reverts back to when school was dismissed. However, Jin, Akira,
Lena, and Amy are the only ones who recognize the bizarre circumstances. The
other students go about their business as if nothing's happened.

Trapped in a time loop, the main characters begin to wonder what will become
of the future. Unexpectedly, Amy reveals that she has come from another
dimension, Valhalla, to find a savior from this world. She insists that this
mysterious phenomenon signifies a terrible turn of events in Valhalla.

Jin, Lena, and Amy go through the "Door of Timei to the world of Valhalla.

In this world, demons and angels brandish their powers under the emperor
while humans are oppressed. Jin, Lena, and Amy team up with the DemiKids of
Valhalla to fight as rebels against the emperor's army.

DemiKids: Light and Dark Versions: Facts & Features
Role-Playing/Trading/Collecting, 1-2 Players
* Collect over 350 demons by using the special fusion system! Unlock stronger
ones by trading with a different version!
* Demon fusion system allow for hundreds of possible combinations to create
new demons or make existing demons stronger!
* Avoid battles and even gain new allies by negotiating with the demonic
denizens of Valhalla.

Differences Between the Light Version and Dark Version

* Scenario

Although the story in both versions occurs during the same time frame, the
scenarios differ depending on which protagonist you are playing with. Jin,
the protagonist of the Light Version, goes from the real world to Valhalla
with Lena and Amy. They join the rebels at the request of Amy, and try to
overthrow the emperor of Valhalla and his army.

On the other hand, Akira, the protagonist of the Dark Version, makes a stop
in the Demon World before heading to Valhalla to catch up with Jin and
friends. During his adventures in the Demon World, Akira meets Mephius, the
king of all demons, and learns more about the source of the time distortion.

Like Jin, Akira eventually challenges the emperor of Valhalla and his army,
but there are significant differences in the storyline leading up to that
event.

* The Fusion System

Each version of DemiKids uses a unique fusion system. Special fusions known
as Relic Fusions and Skill Fusions can be performed in either version. While
in the Dark Version you will be able to increase the parameters of all party
members, in the Light Version you will only be able to increase those of your
Partner, the guardian demon that accompanies you.

* Demon Appearances

While some of the demons available in each title will overlap, certain ones
will be unique to either the Light or Dark Version. Furthermore, the
circumstances under which the demons are encountered may also vary.

For gamers who wish to use the demon-recruiting aspect of the game to its
fullest capacity, linking systems will be an exciting way to enhance their
assortment of demon allies.

"DemiKids raises the bar in the monster collecting genre by introducing the
sophisticated demon-recruiting system, an innovation sure to entice young and
seasoned gamers alike," said Akibo Shieh, Project Lead, Atlus U.S.A., Inc.
"This stylish RPG brings the most popular aspects of the hit Japanese Shin
Megami Tensei series to the handheld market, and is sure to be an instant
classic!"

For more information, please visit the Atlus website at http://www.atlus.com.

"DemiKids: Light and Dark Versions" are compatible only with the Game Boy
Advance and have a suggested retail price of US $29.99.

The independent Entertainment Software Rating Board (ESRB) has not yet rated
"DemiKids: Light and Dark Versions". For more information about the ESRB
visit www.esrb.org.

(C) 2000, 2002, 2003 Atlus.
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ATLUS U.S.A., INC. SET TO RELEASE "THE KING OF FIGHTERS EX2: HOWLING BLOOD"
ON THE NINTENDO GAME BOY ADVANCE IN DECEMBER

Irvine, CA, October 30, 2003 - Atlus U.S.A., Inc., a leading publisher of
console videogames, announced today its plans to publish the next game in the
best-selling "King of Fighters" franchise: "The King of the Fighters EX2:
Howling Blood" for the Game Boy Advance in December.

OVERVIEW:

Are you prepared for the fight of your life? Do you think you're ready to
enter the latest KING of FIGHTERS tournament!? If the answer is yes, then
"The King of Fighters EX2: Howling Blood" will definitely satisfy your inner
warrior! This new portable version features a refined fighting system, 6
modes of play and 3 exclusive characters not in any other King of Fighters
game.

FEATURES:

* Gain experience with each new match - refine your skills, unlock secrets
and master powerful new moves!

* 21 deadly characters across 7 tough-as-nails teams, including 3 characters
exclusive to this version!

* Exciting VS mode (single or team) using the Game Boy Advance Game Link
Cable.
* 6 modes of explosive play - Classic 3v3 Battle mode, 2-player VS mode, and
a GBA-specific Story mode.

* Revised and enhanced 'Striker' fighting system allows a comrade to jump in
and temporarily fight by your side to turn the tide of battle!

THE KING OF FIGHTERS EX2: HOWLING BLOOD has been rated "T" for Teen by the
ESRB. For more information, visit the official Atlus website at
www.atlus.com.

(C) SNK PLAYMORE (C) 2001, 2002 Marvelous Entertainment Inc. Developed by
SUN-TEC Licensed to and Published by ATLUS USA. *THE KING OF FIGHTERS is a
registered trademark of SNK PLAYMORE CORPORATION.

###
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ATLUS U.S.A., INC. SET TO RELEASE "SHINING SOUL II"
ON THE NINTENDO GAME BOY ADVANCE IN THE SPRING OF 2004

Irvine, CA, October 30, 2003 - Atlus U.S.A., Inc., a leading publisher of
console RPG's, announced today its plans to publish the sequel to the
multiplayer action role-playing game "Shining Soul" for the Game Boy Advance
in the spring of 2004.

Story:

Long ago, the warriors of Light defeated Darkness, but in time, the story
became just an old legend. For many years, the world was at peace, but
eventually, disaster slowly drew near. Thick, mysterious clouds formed
overhead, blocking out the sun, but not releasing a drop of rain. The people
were tormented by drought for years. Then, monsters began to appear, and
people's hearts filled with despair. King Marcel, the ruler of Klantol,
feared for his people's welfare. And so, he announced a grand tournament at
the colosseum to find a mighty hero that could protect the country and
vanquish the wandering monsters. "...Heroes who have inherited the power of
Light, save this world from being engulfed in Darkness!"

"If you thought the original 'Shining Soul' was a blast, you ain't seen
nothin' yet! 'Shining Soul II' uses the same formula as its predecessor, but
improves on it in every way! Better graphics, a deeper story, more
characters, more stages, and more secrets to unlock!," said Bill Alexander,
Project Lead, Atlus U.S.A., Inc. "Alone or with friends, this game is one
adventure you won't want to miss!!"

Features:

* 4 new character classes for a total of 8! Become a Priestess, Dark Wizard,
Ninja, or mighty Brawler.

* Know your role! Each character has certain strengths and weaknesses that
can mean the difference between victory and defeat in the exciting co-op
multiplayer mode.

* Enter the Royal Colosseum and challenge the computer or your friends in a
battle for special items and glory!

* Equip and combine your party's Force Links and create the Shining Force, a
powerful weapon capable of decimating the enemy forces!

* Collect and trade valuable weapons and armor with your friends!

* New side quests allow you to build your character and discover rare items.

Shining Soul II has been rated "E" for Everyone by the ESRB. For more
information, visit the official Atlus website at www.atlus.com.

(C) 2003 SEGA CORPORATION Exclusively co-published by SEGA and Atlus U.S.A.,
Inc. SEGA, SEGA logo and "Shining Soul" are registered trademarks of SEGA
Corporation.

###
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CAPCOM(R) RELEASES DISNEY'S MAGICAL QUEST 2
STARRING MICKEY AND MINNIE(tm)

SUNNYVALE, Calif. * November 11, 2003 * Joining forces once again to deliver
great video games for kids of all ages, Capcom(R) is pleased to reunite with
Disney(R) Interactive to create Disney's Magical Quest 2 Starring Mickey and
Minnie for the Game Boy Advance/Game Boy SP.   Based on Capcom's massive hit
for the Super Nintendo Entertainment System, Disney's Magical Quest 2 is a
2-D side-scrolling action adventure featuring platform-style game play.
Disney's Magical Quest 2 Starring Mickey and Minnie is now available at
retailers across North America and carries an "E" rating for everyone from
the ESRB (Entertainment Software Rating Board).

In Disney's Magical Quest 2, the long awaited circus has finally come to
town. However, thanks to local bad man Baron Pete's evil work, the circus has
been ruined! The evil Baron and his closest henchmen, the three Mice
Brothers, have also taken control of the house of Mickey's old friend the
Lonely Ghost. If Baron Pete gets his way the whole world will fall into his
greedy hands. It's down to Mickey and Minnie to put a stop to this madness
and save the planet from Baron Pete and his monstrous plans.

Disney's Magical Quest 2 Starring Mickey and Minnie features:
* Three different costumes!
 * Suck up small enemies and coins with the Sweeper costume, move all kinds
of different switches and objects with the sweeper power feature.
 * Easily climb up cliffs to reach previously unreachable locations with the
Ranger costume, use the hook feature to climb and slide down ropes.
 * Mount a wooden horse and go riding in the Cowboy/girl costume.  Make sure
you wear the right costume for each level!
* Two Playable Characters - Play as either Mickey or Minnie from the start.
* Multiplayer Option - Utilize the Game Link(R) Cable for multiplayer action!
* Meet all your favorite characters - Donald, Goofy and friends are there to
help you along on your adventure.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan.  A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers.  Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and the Xbox(tm) game consoles, Game Boy(R) Advance, Game Boy(R) SP and Game
Boy(R) Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series.  World headquarters in Osaka,
Japan, the company also has offices in Tokyo, Hong Kong, London and
Sunnyvale, California.  The company is publicly traded on the Tokyo Stock
Exchange code number 9697.

About Disney Interactive
Disney Interactive is the award-winning children's publishing label of Buena
Vista Games, Inc.  The label produces high quality children's and
family-oriented interactive video games and CD-ROMS.   Buena Vista Games,
Inc. is the interactive entertainment arm of The Walt Disney Company's
Consumer Products business unit. For more information on Disney Interactive's
products, visit www.disneyinteractive.com

###
Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd.  Onimusha, Mega Man and Breath of Fire are trademarks of Capcom
Co., Ltd.  "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc.  Nintendo, Game Cube, Game Boy and Game
Boy Advance are trademarks of Nintendo.   Xbox and Microsoft are trademarks
of Microsoft Corp.  All rights reserved.  (C) Disney Enterprises, Inc. All
other marks are the property of their respective holders
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CAPCOM(R)'S ONIMUSHA SERIES GOES HANDHELD IN
ONIMUSHA TACTICS(tm) FOR THE GAME BOY(R) ADVANCE

SUNNYVALE, Calif. * November 11, 2003 * Capcom*, publishers of the
award-winning and multi-million unit selling Onimusha series of products,
today announced the release of Onimusha Tactics* for the Game Boy* Advance.
This new introduction to the critically acclaimed Onimusha series, features a
deep evolving storyline with a strategy approach to the historical Onimusha
World. Onimusha Tactics is rated "T" for teen by the ESRB (Entertainment
Software Rating Board).

Onimusha Tactics takes place in a world in which Genma, the evil creatures of
the underworld plans to invade the country to establish the Genma Empire.
Ordered by their evil lord Nobunaga, the demon warriors begin their attacks
on humans. Meanwhile, a young man of Ogre clan named Onimaru was training to
attain higher sword skills when he received an urgent message from his master
Momochi telling him to come home immediately. Hurrying back home, he
encounters the evil legion of Genma which come to invade the land of Iga.
Thus the battle begins. Taking a role of Onimaru and his legions, the player
must conquer each map together with his units and move for absolute victory
against evil.

Onimusha Tactics features a world map in which players can enhance equipment
and each character's abilities as well as create weapons and armor by using
Genma Stones. In this world map the player also selects warriors (a maximum
of eight) from his units for the next battle map. On the battle map players
must use their unique abilities and the game's detailed topography to defeat
the encroaching evil ones. It will take keen strategy and cunning tactics in
order to survive!

"Onimusha Tactics is a strong addition to the massively popular Onimusha
series," said Todd Thorson, director of marketing, Capcom Entertainment.
"This game combines a unique strategy approach exclusively designed for the
Game Boy Advance with the richness of gameplay only Capcom can deliver."

Capcom's Onimusha line of products includes Onimusha: Warlords for the
PlayStation*2 computer entertainment system and Genma Onimusha for the Xbox*
video game system from Microsoft*. Onimusha: Warlords was recipient of
SIGGRAPH 2000 Computer Animation Festival "Best of Show" award and winner of
PlayStation 2 People's Choice Award for "PlayStation 2 Game of the Year" and
PlayStation 2 People's Choice Award for "Best Action/Adventure Game."

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Devil May Cry, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, GameCube, Game Boy
and Game Boy Advance are trademarks of Nintendo. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.
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KONAMI SHIPS TWO NEW YU-GI-OH!(tm) GAMES

Top Selling Franchise Makes Debut on Nintendo GameCube(tm) and
Launches First-Ever Yu-Gi-Oh!(tm) RPG for Nintendo GameBoy(R) Advance(tm)

REDWOOD CITY, CA - November 11, 2003 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that Yu-Gi-Oh!(tm) The Falsebound Kingdom(tm) for Nintendo GameCube(R) and
Yu-Gi-Oh!(tm) The Sacred Cards(tm) for Nintendo GameBoy(R) Advance has
shipped to retail outlets nationwide. Both titles include three limited
edition Official Trading Cards that help to further enhance the Yu-Gi-Oh!(tm)
gaming experience.

The Falsebound Kingdom is the first Yu-Gi-Oh!(tm) videogame that has been
specifically developed for the popular Nintendo GameCube(R) console. Players
will follow the adventures of Yugi and his friends from Yu-Gi-Oh!(tm) in this
real-time strategy game as they strive to escape from the sinister virtual
world in which they have been trapped. Fans of the series will now be able to
set their favorite characters against one another in exciting 3-on-3 monster
battles for heated duels that unfold on a colorful 3D battlefield. Vying for
control of the map, players will form a team of three monsters and delegate
commands to the team in real-time. As the fighting heats up, players can
unleash awesome special moves and visually stunning combo attacks. Rated E
for everyone, the game comes packaged with three exclusive trading game
cards: Goblin Fan, Zoa and Metalzoa. The Falsebound Kingdom is available at
an SRP of $39.99.

Yu-Gi-Oh!(tm) fans will be treated to an all-new Yu-Gi-Oh!(tm) experience for
GameBoy(R) Advance, this time in the form of an exciting card battling,
role-playing game. Yu-Gi-Oh!(tm) The Sacred Cards(tm) returns players to the
world of Yu-Gi-Oh!(tm) as they seek top billing in a trading card tournament
that leads to a battle for the ultra-powerful Egyptian God Cards. Players
will need to gain experience points to level up their character as they seek
out these highly coveted cards. This all-new original saga features over 100
duelists, 900 cards, incorporates story elements from the Yu-Gi-Oh!(tm)
animated TV series and comes packed with three exclusive trading game cards:
Negate Attack, Perfectly Ultimate Great Moth, and Riryoku. This game is rated
E for everyone and is available at an SRP of $29.99.

Read more about the Yu-Gi-Oh!(tm) videogames at: http://www.konami.com/usa
<http://www.konami.com/usa> .

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <www.konami.com> . Konami Corporation is a publicly traded
company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment, Inc. can be found at www.konami.com/usa <www.konami.com/usa> .

(C)1996 KAZUKI TAKAHASHI
Konami is a registered trademark of Konami Corporation. (C)2003 KONAMI
CORPORATION. All other trademarks copyright of their respective owners. All
rights reserved.
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It's Time to Get Things Started!

TDK Mediactive Ships Muppets* Party Cruise and Spy Muppets*: License to Croak

WESTLAKE VILLAGE, Calif. - November 12, 2003 - TDK Mediactive, Inc. (OTC:
TDKM.OB), a global publisher of entertainment software, announced today that
two Muppet-filled games have shipped to retail shelves. Muppets(tm) Party
Cruise is available for the PlayStation*2 computer entertainment system and
Spy Muppets*: License to Croak is available for the Game Boy* Advance
handheld system. Additionally, Muppets(tm) Party Cruise for the Nintendo
GameCube(tm) video game system will release in late November.

"The Muppet characters are pop-culture icons that appeal to fans of all
ages," said Michael Devine, executive vice president of sales and marketing,
TDK Mediactive. "Embodying the Muppets' quirky humor and style that has made
them so famous, Muppets Party Cruise includes comical bonus shorts and voice
talent direct from Henson studios while Spy Muppets: License to Croak spoofs
the spy genre and includes characters such as Piggy Galore and Dr. Nose. Both
of these games truly capture the heart of the brand while bringing fun and
challenging gameplay to the consumer."

About Muppets* Party Cruise
No one parties harder than the Muppets, and in Muppet Party Cruise players
set sail with the Muppet crew for tons of hilarious, family-friendly fun. One
to four players can play as one of six Muppet characters, including Kermit
the Frog(tm), Miss Piggy(tm), Animal(tm), Fozzie Bear(tm), Pepe the King
Prawn(tm) and The Great Gonzo(tm) in 30 action-packed mini-games! Muppet
Party Cruise also features authentic Muppet voice talent and bonus movie
shorts created by The Jim Henson Company. Come aboard the wackiest party boat
around!

About Spy Muppets*: License to Croak
In Spy Muppets: License to Croak, your favorite frog is now the planet's most
famous secret agent. On his latest mission, Agent Kermit the Frog must stop
the secret plan of a mysterious Master Villain in 15 spy-themed levels! You
will out-run your enemies in your super spy car, getaway in a speed boat,
sneak through warehouses, and fight your way out of the Swedish Chef's giant
omelet pan!?! Enjoy spy spoof fun for all ages with appearances by over 10 of
your favorite Muppet characters.

About the Jim Henson Company
For over 48 years, Jim Henson's Muppets* have continued to bring joy to all
generations. Notorious for their unique style of entertainment, the Muppets
are international superstars. Last year, Kermit the Frog received a star on
the world-famous Hollywood Walk of Fame and the Muppets celebrated the 25th
anniversary of The Muppet Show*, the Emmy Award-winning television series
that aired in over 120 countries. The Muppets are pop culture icons with over
5,000 licensed products in the marketplace and promotional deals with
MasterCard, Macy's, McDonald's, NASCAR, General Mills and Virgin Atlantic
among others. In the past year alone, the characters have appeared on Good
Morning America, Today, Hannity & Colmes, Live with Regis and Kelly, Jimmy
Kimmel Live, Access Hollywood and The Queen's Golden Jubilee. The Jim Henson
Company recently produced It's A Very Merry Muppet Christmas Movie that aired
primetime on NBC and was seen by over 11 million viewers.

About TDK Mediactive, Inc.
Southern California based TDK Mediactive, Inc. is a global publisher of high
quality interactive entertainment software for the PlayStation*2 computer
entertainment system, PS one(tm) game console, Xbox(tm) , and the Nintendo
GameCube(tm), Game Boy* Advance and Game Boy* Color systems. The company also
publishes titles for personal computers via a co-publishing agreement with
Activision Value, a subsidiary of Activision, Inc. The company's games are
based on licensed and original content derived from major motion pictures,
video franchises, popular literature and popular culture. TDK Mediactive has
exclusive technology and content licenses with Sony Computer Entertainment
America Inc., Microsoft Corporation, Nintendo of America Inc., DreamWorks
SKG, Disney Interactive, Vivendi Universal Studios, Mattel, Inc., Classic
Media, BKN International, DC Comics, Hallmark Entertainment Distribution LLC,
BDSP Inc., The Jim Henson Company, General Motors Corporation, Infogrames
Interactive, Inc., Activision, Zuffa LLC, and others. TDK Mediactive is 73%
owned by TDK USA Corp., a wholly-owned subsidiary of TDK Corporation (NYSE:
TDK). More information about TDK Mediactive and its products is available at
www.tdk-mediactive.com <http://www.tdk-mediactive.com/>.

This release contains forward-looking statements. These statements are
subject to certain risks and uncertainties that could cause actual results to
differ materially from those anticipated in the forward-looking statements.
Readers should not place undue reliance on forward-looking statements, which
reflect management's view only as of the date hereof. The Company undertakes
no obligation to publicly revise these forward-looking statements to reflect
subsequent events or circumstance. As previously announced, TDKM has engaged
Europlay Capital Advisors to identify potential strategic alternatives,
including the possible sale of the company. Readers should carefully review
the risk factors described in the documents the Company files from time to
time with the Securities and Exchange Commission.

# # #
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ATLUS U.S.A., INC. SHIPS "DOUBLE DRAGON ADVANCE"
ON THE NINTENDO GAME BOY ADVANCE

Billy and Jimmy Lee are back!

Irvine, CA, November 12, 2003 - Atlus U.S.A., Inc. announced today that is
has shipped "Double Dragon" for the Game Boy Advance to retailers nationwide.
This enhanced version of the game will feature stages, modes, techniques and
enemies not seen in the original arcade game.

Story:

A global nuclear war has left the world in ruins. There are no laws, and no
authority to enforce them. It is a world in which violence rules and only the
strong survive. Amidst the chaos, gangs emerged as the new elite. Several
gangs eventually joined together to form a larger organization known as the
Shadow Warriors, which seized control of the city and now rules it with an
iron fist.

On the outskirts of town, twin brothers Jimmy Lee and Billy Lee contemplate
their future in the aftermath of the war. Their beloved Kung Fu gym is now
nothing but rubble.

Although they managed to survive the cataclysmic event, they were left with
nothing but their martial arts abilities. And so, the two brothers practiced
their Sou-Setsu-Ken training day and night.

But one day, Billy's girlfriend Marian is kidnapped off of the streets, and
the brothers receive a letter. It reads, "We have Marian. If you want to see
her again, bring us the secret book of Sou-Setsu-Ken by 10a.m. tomorrow
morning." Billy is both angry and confused by the mysterious disappearance of
his girlfriend. Little does he know that his own brother also has feelings
for Marion.

"We are very pleased to have secured the publishing rights to this well-known
classic," said Jim Ireton, VP of Sales at Atlus U.S.A., Inc. "This Game Boy
Advance game is the first step in the return of the fabled Double Dragon
franchise. We look forward to bringing future Double Dragon titles to other
home consoles."

Features:

* All new game modes created specifically for this enhanced version,
including a two player cooperative mode, vs. mode and a one player mode where
you can control both brothers with the aid of the computer.

* Double Dragon Dojo Survival mode will let you test your skills against an
unending number of enemies. Play alone or with a friend!

* Never before seen stages containing all new enemies and boss characters!

* Use new techniques and weapons to get the girl and beat the bad guys!

Double Dragon Advance has been rated "T" by the ESRB. For more information,
visit the official Double Dragon Advance web site at www.atlus.com/dda

(C) 2003 ATLUS (C) MILLION
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NOW SIMON CAN INSULT YOU ANYWHERE, ANYTIME AS CODEMASTERS SHIPS AMERICAN IDOL
ON GAME BOY" ADVANCE

Portable Version of the Officially Licensed Video Game lets Everyone Play for
the Title of American Idol.

New York, NY - November 18, 2003 - Codemasters, a global interactive
entertainment software publisher, announced today that the officially
licensed American Idol video game, based on the hit series co-produced by
FremantleMedia North America and 19TV, has shipped for Game Boy(R) Advance.
The American Idol video game lets players create a virtual representation of
themselves to compete as "American Idol" contestants. American Idol for Game
Boy" Advance has an MSRP of $29.99, additionally; it is also available on the
PlayStation"2 computer entertainment system and PC.

"American Idol for the Game Boy" Advance is the perfect travel companion for
the millions of fans of the hit TV show." said Steven Lux, Senior Vice
President of U.S. Marketing for Codemasters.

American Idol is a music-based rhythm/action game, providing players the
chance to experience the energy and excitement felt by the contestants as
they dance and sing their way through the show.

American Idol is supported by a multimillion-dollar marketing campaign
featuring national TV, print, radio and on-line promotion. For additional
game information, visit the game's dedicated web site at:
http://www.codemasters.com/americanidol.

ABOUT CODEMASTERS
Codemasters is a global interactive entertainment company with offices in New
York City, England, France, Spain, Holland and Germany. Founded in the UK in
1986, Codemasters publishes award-winning software for the PC, next
generation video game consoles and online gaming. Codemasters develops
original titles such as Operation Flashpoint (PC Game-of-the-year) and Pro
Race Driver, as well as games based on top licensed properties including
American Idol, MTV Music Generator and IndyCar Series. Additional information
about Codemasters and its products can be found at www.codemasters.com.

ABOUT FREMANTLEMEDIA
FremantleMedia, formerly known as Pearson Television, is one of the largest
international producers of entertainment programs in the world, producing
more than 260 programs in over 40 territories a year. The company's
international distribution division distributes over 19,000 hours of programs
to 150 countries worldwide. FremantleMedia is the content business production
arm of the RTL Group, Europe's largest television and radio broadcast
company, with interests in 23 television channels and 22 radio stations in
nine European countries. RTL Group is part of Bertelsmann AG, an integrated
media and entertainment company that commands leading positions in the
world's major media markets.

American Idol(TM)19 TV Ltd and FremantleMedia Operations BV. Based on the TV
program 'American Idol - the Search for a Superstar' produced by
FremantleMedia North America Inc. Licensed by FremantleMedia Licensing
Worldwide. www.fremantlemedia.com.

# # #
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ATLUS U.S.A., INC. SHIPS "THE KING OF FIGHTERS EX2: HOWLING BLOOD"
FOR THE NINTENDO GAME BOY ADVANCE

THE KING OF ALL FIGHTERS IS BACK!

Irvine, CA, December 11, 2003 - Atlus U.S.A., Inc., a leading publisher of
console videogames, announced today that is has shipped the next game in the
best-selling "King of Fighters" franchise: "The King of the Fighters EX2:
Howling Blood" for the Game Boy Advance.

OVERVIEW:

Are you prepared for the fight of your life? Do you think youire ready to
enter the latest KING of FIGHTERS tournament!? If the answer is yes, then
"The King of Fighters EX2: Howling Blood" will definitely satisfy your inner
warrior! This new portable version features a refined fighting system, 6
modes of play and 3 exclusive characters not in any other King of Fighters
game.

FEATURES:

Gain experience with each new match - refine your skills, unlock secrets and
master powerful new moves!
21 deadly characters across 7 tough-as-nails teams, including 3 characters
exclusive to this version!
Exciting VS mode (single or team) using the Game Boy Advance Game Link Cable.
6 modes of explosive play - Classic 3v3 Battle mode, 2-player VS mode, and a
GBA-specific Story mode.
Revised and enhanced 'Striker' fighting system allows a comrade to jump in
and temporarily fight by your side to turn the tide of battle!

THE KING OF FIGHTERS EX2: HOWLING BLOOD has been rated "T" for Teen by the
ESRB. For more information, visit the official Atlus website at
www.atlus.com.

(C) SNK PLAYMORE (C) 2001, 2002 Marvelous Entertainment Inc. Developed by
SUN-TEC Licensed to and Published by ATLUS USA. *THE KING OF FIGHTERS is a
registered trademark of SNK PLAYMORE CORPORATION.
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SEGA PROPELS "ASTRO BOY" TO U.S. ON PLAYSTATION 2 & GBA; PARTNERS WITH SONY
PICTURES CONSUMER PRODUCTS AND TEZUKA PRODUCTIONS

Yuji Naka to Supervise PS2 Development at Sonic Team

SAN FRANCISCO - (January 27, 2004) - SEGA(R) of America, Inc. today announced
a partnership with Sony Pictures Consumer Products to bring Tezuka
Productions' legendary Japanese comic Astro Boy to life on the PlayStation(R)2
computer entertainment system and Game Boy(R) Advance. Astro Boy, created by
Osamu Tezuka in 1951, is one of the most recognized characters in Japanese
animation and is poised to captivate television audiences as the star of a
brand-new animated series on the Kids' WB!.

The console version of "Astro Boy(tm)," created exclusively for the
PlayStation 2, is currently in development at Sonic Team under the direction
of Yuji Naka, the creator of SEGA's world-famous Sonic The Hedgehog(R) series.
The Game Boy Advance release, entitled "Astro Boy(tm): Omega Factor," is
currently in development at SEGA's Hitmaker studios (in cooperation with
legendary Japanese developer Treasure).

"We plan to take full advantage of the powerful marketing rollout behind this
license, led by the Astro Boy animated series," said Scott A. Steinberg, vice
president of entertainment marketing, SEGA of America, Inc. "Bringing the
Astro Boy franchise to the PS2 and GBA, in partnership with Sony Pictures
Consumer Products and Tezuka Productions, underscores our ongoing commitment
to publish exciting, revenue generating licensed content for the U.S. market."

"We're very excited to be partnering with Sega for 'Astro Boy'," said Al
Ovadia, executive vice president, Sony Pictures Consumer Products. "Sega is a
leader in the interactive entertainment category. We're sure they'll develop a
video game that captures all the action packed adventure of the new anime
series."

Tezuka, known as the pioneer of Japanese animation and "father of manga,"
created the Astro Boy character more than 50 years ago. Often compared in
popularity to Mickey Mouse, Astro Boy was also the first Japanese animated
television show shown in America and, during the 1960s, the highest rated show
in syndication. Airing in more than 40 countries Sand selling more than 80
million comic books and $3 billion in merchandise and airing in over 40
countries, the beloved character has amassed a global following that borders
on cult status.

Astro Boy Animated Series: Show Description
Astro Boy - the classic icon of Japanese animation - was introduced to a new
generation on Kids' WB! with 25 exciting, all new episodes, which premiered
Saturday, January 17, 2004. Based on the original manga character from the
popular comic book series of the 1950s, Astro Boy tells the story of youthful,
atomic-powered robot, Astro, who becomes a reluctant superhero fighting for
justice and peace for humans and robots alike. Astro Boy is produced by Sony
Pictures Entertainment Japan and Tezuka Productions, and distributed in the
U.S. by Sony Pictures Television.

"Astro Boy" and "Astro Boy: Omega Factor" are slated for release in the U.S.
in Summer 2004.

About SEGA
SEGA(R) of America, Inc. is the American arm of Tokyo, Japan-based SEGA
Corporation, a worldwide leader in interactive entertainment both inside and
outside the home. The company develops, publishes and distributes interactive
entertainment software products for a variety of hardware platforms including
PC, wireless devices, and those manufactured by Nintendo, Microsoft and Sony
Computer Entertainment Inc. SEGA of America's Web site is located at
www.SEGA.com.

About Nintendo
As the worldwide leader and innovator in the creation of interactive
entertainment, Nintendo Co. Ltd., of Kyoto, Japan, manufactures and markets
hardware and software for its popular home video game systems. The systems
include Game Boy(R), Nintendo(R) 64, Game Boy(R) Advance and NINTENDO
GAMECUBE(tm). Since the release of its first home video game system in 1983,
Nintendo has sold more than 1.4 billion video games worldwide, creating
enduring industry icons such as Mario(tm) and Donkey Kong(R) and launching
such franchises as Zelda(tm) and Pokemon(R). As a wholly owned subsidiary,
Nintendo of America, Inc., based in Redmond, Wash., serves as headquarters for
Nintendo's operation in the Western Hemisphere.

About Sony Pictures Consumer Products (SPCP)
Sony Pictures Consumer Products (SPCP), a division of Sony Pictures
Entertainment (SPE), is based in Los Angeles and London. SPCP handles the
merchandising and branding efforts for some of the most recognized properties
in film and television and, through Spider-Man Merchandising, L.P., a limited
partnership with Marvel Enterprises, the upcoming motion picture Spider-Man
2(tm) and the Spider-Man(tm) animated series. Additionally, SPCP properties
include such theatrical titles as the highly anticipated "Underworld" and
"Ultraviolet", the Academy Award winning short, "The ChubbChubbs(tm)",
television properties such as "Astro Boy(tm)", "Stuart Little(tm)" animated,"
and "Jackie Chan Adventures(tm)." SPE is a division of Sony Corporation of
America (SCA), a subsidiary of Tokyo-based Sony Corporation. SPE's global
operations encompass motion picture production and distribution; television
production and distribution; digital content creation and distribution;
worldwide channel investments; home entertainment acquisition and
distribution; operation of studio facilities; development of new entertainment
products, services and technologies; and distribution of filmed entertainment
in 67 countries. Sony Pictures Entertainment can be found on the World Wide
Web at http://www.sonypictures.com.

# # #
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KONAMI SHIPS YU-GI-OH!(tm) WORLD CHAMPIONSHIP TOURNAMENT 2004 FOR NINTENDO
GAME BOY(r) ADVANCE(tm)

Highly Anticipated Videogame Prepares Fans for the Ultimate Yu-Gi-Oh!
Tournament

REDWOOD CITY, CALIF. - February 10, 2004 - Konami Digital Entertainment -
America, a subsidiary of Konami Digital Entertainment, Inc. today announced
it has shipped Yu-Gi-Oh! World Championship Tournament 2004 for the Nintendo
Game Boy(r) Advance to retail outlets nationwide. The official videogame for
the 2004 Yu-Gi-Oh! videogame tournament, and the sequel to last year's
popular Worldwide Edition Tournament game, Yu-Gi-Oh! World Championship
Tournament 2004 delivers the ultimate card battling game with more cards,
more decks and more tactical strategies.

Yu-Gi-Oh! World Championship Tournament 2004 features over 1000 cards, the
ability to create three different dueling decks, and more than 25 popular
characters from the hit animated TV series and comic book. Utilizing updated
rules from the top-selling Yu-Gi-Oh! TRADING CARD GAME, Yu-Gi-Oh! World
Championship Tournament 2004 captures the excitement of the game as players
bring their real-life card battling strategies to the world of videogames. As
a bonus for the card collecting fanatics, Yu-Gi-Oh! World Championship
Tournament 2004 comes packed with three limited edition Yu-Gi-Oh! cards:
Fairy King Truesdale, Kinetic Soldier, and Slate Warrior.

Players can begin training now for the card battling tournament taking place
this summer. The U.S. finals event will commence in late summer with the
winners moving on to battle the best in Europe and Japan. More details about
the 2004 world tournament will follow soon.

Yu-Gi-Oh! World Championship Tournament 2004 is rated E for Everyone and is
available at an SRP of $34.99.

To learn more about the Yu-Gi-Oh! games, please visit:
http://www.konami.com/usa

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/usa.

(c) 1996 KAZUKI TAKAHASHI

Konami and "World Championship Tournament 2004" are trademarks or registered
trademarks of KONAMI CORPORATION. (c)2004 KONAMI CORPORATION.  Nintendo, Game
Boy, Game Boy Advance and the official seal are trademarks of NINTENDO. (c)
2001 NINTENDO. All rights reserved.  Konami, "Power of Chaos" and "Kaiba the
Revenge" are trademarks or registered trademarks of KONAMI CORPORATION.
(c)2003 KONAMI CORPORATION.  All rights reserved.
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KONAMI ANNOUNCES YU-GI-OH!(tm) RESHEF OF DESTRUCTION(tm) FOR NINTENDO'S GAME
BOY(R) ADVANCE

New Card-Battling RPG Entry in Blockbuster Franchise - Featuring New Story
and New Cards

REDWOOD CITY, CALIF. - April 7, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that it will release the next installment of the internationally acclaimed
Yu-Gi-Oh!(tm) franchise, Yu-Gi-Oh! Reshef of Destruction for Nintendo's Game
Boy(R) Advance. Launching in June 2004, the new Yu-Gi-Oh! role playing game
(RPG) recreates the experience of the popular trading card game as it offers
fans of the franchise an all-new adventure, featuring 800 unique cards,
including all three Egyptian god cards.

Boasting a top-rated television show and one of the best-selling trading card
games in the world, Yu-Gi-Oh! is an enormous video game phenomenon with more
than six million units shipped in North America to date. The release of the
game comes at a time when Yu-Gi-Oh! fever will be at an all-time high as a
Yu-Gi-Oh! adventure is set to grace the silver screen in the United States
later this year.

Yu-Gi-Oh! Reshef of Destruction, the sequel to the overwhelming hit Yu-Gi-Oh!
The Sacred Cards, pits players against Reshef - "The Dark Being" - who if
left unchecked will shroud the world in a mire of darkness and destruction.
In battles with more than 100 duelists, players must build their decks and
gain experience, even as new twists and turns threaten to derail efforts to
stop evil. As players explore all around the world, they will have to buy and
sell, even wager, their cards to create an unbeatable deck in order to stop
Reshef and restore order.

Yu-Gi-Oh! Reshef of Destruction is rated "E" for Everyone by the ESRB.
Yu-Gi-Oh! Reshef of Destruction comes packed with three exclusive limited
edition Yu-Gi-Oh! cards: Dark Magician Knight, Knight's Title and Sage's
Stone.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa.

###

(C) 1996 KAZUKI TAKAHASHI

Konami and "Reshef of Destruction" are trademarks or registered trademarks of
KONAMI CORPORATION. (C)2004 KONAMI CORPORATION. All rights reserved.

Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. All other
trademarks are the property of their respective owners.
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ATLUS U.S.A., INC. SHIPS "SHINING SOUL II" ON THE

NINTENDO GAME BOY(R) ADVANCE TO RETAILERS NATIONWIDE

Irvine, CA, April 20, 2004 - Atlus U.S.A., Inc., a leading publisher of
console RPG's, announced today that it has shipped the sequel to the
multiplayer action role-playing game "Shining Soul" for the Game Boy(R)
Advance to retailers nationwide. The official Shining Soul 2 website has also
gone live at http://www.atlus.com/ss2 and features game information, as well
as exclusive downloads such as movies and wallpaper for your desktop.

Story:

Long ago, the warriors of Light defeated Darkness, but in time, the story
became just an old legend. For many years, the world was at peace, but
eventually, disaster slowly drew near. Thick, mysterious clouds formed
overhead, blocking out the sun, but not releasing a drop of rain. The people
were tormented by drought for years. Then, monsters began to appear, and
people's hearts filled with despair. King Marcel, the ruler of Klantol,
feared for his people's welfare. And so, he announced a grand tournament at
the colosseum to find a mighty hero that could protect the country and
vanquish the wandering monsters. "...Heroes who have inherited the power of
Light, save this world from being engulfed in Darkness!"

"If you thought the original 'Shining Soul' was a blast, you ain't seen
nothin' yet! 'Shining Soul II' uses the same formula as its predecessor, but
improves on it in every way! Better graphics, a deeper story, more
characters, more stages, and more secrets to unlock!," said Bill Alexander,
Project Lead, Atlus U.S.A., Inc. "Alone or with friends, this game is one
adventure you won't want to miss!!"

Features:

* 4 new character classes for a total of 8! Become a Priestess, Dark Wizard,
Ninja, or mighty Brawler.

* Know your role! Each character has certain strengths and weaknesses that
can mean the difference between victory and defeat in the exciting co-op
multiplayer mode.

* Enter the Royal Colosseum and challenge the computer or your friends in a
battle for special items and glory!

* Equip and combine your party's Force Links and create the Shining Force, a
powerful weapon capable of decimating the enemy forces!

* Collect and trade valuable weapons and armor with your friends!

* New side quests allow you to build your character and discover rare items.

Shining Soul II has been rated "E" for Everyone by the ESRB. For more
information, visit the official Shining Soul II website at www.atlus.com/ss2.

(C) 2003 SEGA CORPORATION Exclusively co-published by SEGA and Atlus U.S.A.,
Inc. SEGA, SEGA logo and "Shining Soul" are registered trademarks of SEGA
Corporation.
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ATLUS U.S.A., INC. HAS SHIPPED RIVER CITY RANSOM EX
ON THE NINTENDO GAME BOY ADVANCE

A cult-classic is reborn!

Irvine, CA, May 24, 2004 - Atlus U.S.A., Inc., has shipped the enhanced
version of the cult-classic NES game, River City Ransom EX for the Game
Boy(R) Advance to retailers nationwide. River City Ransom was and still is a
truly unique experience which blends a significant amount of action, fighting
and role playing elements into one game.

Story:
Panic strikes River City!

"To the citizens of River City: I hold your high school captive! With my
gangs of students and vicious bosses roaming the streets, nobody can stop me
now! Meet my demands - or else!"

Slick, the meanest, most powerful gang lord in River City, has issued this
ultimatum - and the entire town is powerless in a grip of fear!

Fortunately, Alex and Ryan weren't in school the day Slick took it over. But
now, their fellow students are prisoners - including Ryan's girlfriend! It's
up to our two young heroes to battle their way past several dangerous city
gangs, then defeat the gang lord to free the students of River City High and
restore peace to the panic-stricken populace!

"With its unique character building system and customization, River City
Ransom EX truly is the 'RPG of side-scrolling fighting games,'" said Akibo
Shieh, Project Lead, Atlus U.S.A., Inc. "We are bringing to life a videogame
classic to the Game Boy Advance and we look forward to developing other
titles based on this awesome franchise."

Features:

* Lively dialogue colors each character. Listen carefully for clues, or smack
a punk around if he talks too much.

* Be a mallrat and stock up on food and items. Discover dollars on downed
deadbeats.

* The game keeps track of exactly how you play. Load up previous data to
fight against yourself (or your friends!).

* Completely customize your game--difficulty, speed, name, look, game
balance, and strategy are all yours to control.

* Build up your reputation and form a posse. If you're bad enough, reformed
bosses may even join your crew.

* Discover new characters and techniques every time you play. The journey
will adapt to your unique style of gaming!

River City Ransom EX has been rated "T" for Teen by the ESRB. For more
information, visit the official River City Ransom Ex web site at
www.atlus.com/rcr

 ------------
Category 38,  Topic 3
Message 91         Tue Jun 08, 2004
KGAGNE [Ken]                 at 20:36 PDT

"SHINING FORCE: RESURRECTION OF THE DARK DRAGON"
FOR THE NINTENDO GAME BOY(R) ADVANCE TO RETAILERS NATIONWIDE

Irvine, CA, June 8, 2004 - Atlus U.S.A., Inc., a leading publisher of console
RPG's, announced today that it has shipped the remake of the smash hit
strategy role-playing game "Shining Force: Resurrection of the Dark Dragon"
for the Game Boy(R) Advance to retailers nationwide.

Story:

Darksol, a mysterious traveler who has worked his way into the King of
Runefaust's graces, is secretly planning to resurrect an ancient, but
terrible creature, the Dark Dragon. He has convinced the King of Runefaust to
invade the kingdom of Guardiana in an effort to realize his sinister plan.

You play the part of a promising young warrior who washed ashore in
Guardiana, but you have lost your memory and remember nothing of your past.
When Guardiana is attacked, you are thrust into the role of leader and must
unravel the mystery behind the Legacy of the Gods and put a stop to Dark
Dragon's revival at any cost, or the world shall perish.

In this classic tactical RPG, you'll control a band of up to 12 characters on
the battlefield as you fight to save Guardiana, as well as the world, from
the forces of evil. Customize your party from over 30 characters as you
explore the world of Rune. On your journey, you'll discover a vast array of
weapons, armor and powerful magic spells which will be at your disposal. Do
you have what it takes to learn the truth of your past and win the final
battle?

"Shining Force for the GameBoy Advance is a revitalization of the classic
strategy RPG," said Project Lead Akibo Shieh. "With improved graphics, new
characters, and fine-tuned game balance, it will keep even the most
experienced gamer enthralled for hours and hours!"

Features:

* Control up to 12 characters in battle from a cast of over 30! Also included
are three never-before-seen characters that can help you in your fight
against the Dark forces.

* Improved graphics feature added visual effects and character patterns.

* Rebalanced game play from the original version provides for a more
tactically challenging and engaging experience.

* Unique card system allows you to collect special abilities and bonuses that
could turn the tide of battle in your favor.

Shining Force: Resurrection of the Dark Dragon has been rated Teen by the
ESRB. For more information, visit the official Atlus website at www.atlus.com
or the official Shining Force website at www.atlus.com/sf

(C) SEGA AMUSEMENTVISION, 2004 Exclusively co-published by SEGA and Atlus

SEGA, SEGA logo and "Shining Force~Resurrection of the Dark Dragon~"" are
registered trademarks of SEGA Corporation.
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KONAMI SHIPS YU-GI-OH!(tm) RESHEF OF DESTRUCTION(tm) FOR NINTENDO'S GAME
BOY(r) ADVANCE AND YU-GI-OH!(tm) POWER OF CHAOS: JOEY THE PASSION(tm) FOR PC
CD-ROM

REDWOOD CITY, CALIF. - June 29, 2004 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that it has shipped Yu-Gi-Oh!(tm) Reshef of Destruction(tm) for Nintendo's
Game Boy(r) Advance and Yu-Gi-Oh!(tm) Power of Chaos: Joey The Passion(tm)
for PC CD-ROM. In Yu-Gi-Oh! Reshef of Destruction, players have access to 800
unique cards, including all three of the powerful Egyptian god cards, as they
embark on an all-new role playing game adventure. For PC gamers, Yu-Gi-Oh!
Power of Chaos: Joey the Passion delivers the ultimate PC trading card game
battle featuring two-player LAN play for the first time in the series.

In Yu-Gi-Oh! Reshef of Destruction, the sequel to the hit video game,
Yu-Gi-Oh!(tm) The Sacred Cards(tm), players will face Reshef the Destroyer,
who is out to blanket the world in darkness. Players must team up with Yugi
and his friends to save the world from eminent destruction. Gamers will
battle with more than 100 duelists to create the ultimate deck and go
face-to-face with the ominous, Reshef. Buy, sell, and even wager cards with
other characters throughout the game to build an undefeatable deck. Gamers
can also battle head-to-head with their friends via the Game Boy(r) Advance
Game Link(r) Cable to increase their skill level, determine the top duelist
or trade cards to create stronger decks.

In Yu-Gi-Oh! Power of Chaos: Joey the Passion, the exciting gameplay and
rules of the Yu-Gi-Oh! TRADING CARD GAME are implemented as well as an
all-new interface, enhanced strategies and two-player LAN play to redefine PC
dueling. Gamers can access hundreds of new cards as well as import acquired
cards from Yu-Gi-Oh! Power Chaos: Yugi the Destiny and Yu-Gi-Oh! Power of
Chaos: Kaiba the Revenge to create the ultimate deck to duel against friends.

As an added bonus for fans of the popular franchise, the games come packed
with three exclusive limited edition Yu-Gi-Oh! game cards. Yu-Gi-Oh! Reshef
of Destruction includes Dark Magician Knight, Knight's Title and Sage's
Stone. Yu-Gi-Oh! Power of Chaos: Joey the Passion includes Red-Eyes B.
Dragon, Sebek's Blessing and Sword of Dragon's Soul.

Driving the popularity of the Yu-Gi-Oh! franchise to new heights, the
Yu-Gi-Oh! games launch amidst numerous other Yu-Gi-Oh! events occurring this
summer. The Yu-Gi-Oh! US Finals Video Game Tournament occurs July 22nd-23rd
at the Comic-Con consumer expo in San Diego, California and the

Yu-Gi-Oh! World Championship Video Game Tournament takes place on July 25th
in Southern California at the Anaheim Convention Center. In addition, the
first feature-length Yu-Gi-Oh! film debuts in theaters nationwide in August.
As a top-rated television show, popular card game and a hit video game
series, the recognition of Yu-Gi-Oh! continues to soar as the Yu-Gi-Oh! craze
sweeps the nation.

Yu-Gi-Oh! Reshef of Destruction and Yu-Gi-Oh! Power of Chaos: Joey the
Passion are rated "E" for Everyone by the ESRB and are available at retail
outlets nationwide for an SRP of $29.99. To learn more about the games,
please visit: http://www.konami.com/usa.

For additional information on the Yu-Gi-Oh! US Finals and World Championship
Video Game Tournament, please visit:
http://www.konami.com/yugiohtournament2004/ or http://www.yugiohwwct2004.com.

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(r), Silent Hill(r) and Castlevania(r), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/usa
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SNK's Most Popular Action Franchise Miniaturized, Features New E-cards

WALL, NJ (November 30, 2004) SNK NEOGEO USA CONSUMER CORPORATION, the US
publishing arm of the SNK PLAYMORE CORP., announced today that the company
has shipped its first title for the Nintendo Game Boy(R) Advance, METAL SLUG
ADVANCE.

METAL SLUG ADVANCE will feature five, all-new, action-packed missions plus
diverse areas and rugged terrain including subterranean dungeons such as
mysterious ruins, limestone caverns, and lava zones. As an added bonus, METAL
SLUG ADVANCE will feature 100 different METAL SLUG E-cards to enhance
player's abilities and assist them in the completion of their missions

"METAL SLUG fans are going to be very happy with this all-new Game Boy(R)
Advance version," commented Ben Herman, SNK NEOGEO USA CONSUMER CORPORATION
president. "METAL SLUG ADVANCE has all the frenetic action and intense
strategy of its arcade big brother, with exciting innovations like the new
E-card system."

Introducing METAL SLUG E-Cards
METAL SLUG ADVANCE features 100 types of "METAL SLUG E-cards" that can be
found on missions and in dungeons during the game. The E-cards change the
status of your character and the game, increasing the strength of your
weapons, or opening hidden doors. Some of the cards can be switched on or
off, further adding to the game's strategy. Collect 99 cards during the game
and you'll be awarded the "All Complete" card.

METAL SLUG ADVANCE FEATURES:

* Five action packed missions.
* Explore diverse areas and rugged terrain including subterranean dungeons
such as mysterious ruins, limestone caverns and lava zones to extend replay
value.
* Complete additional assignments to move on to other stages.
* Keep track of rescued hostages in the Hostage File.

About SNK NEOGEO USA CONSUMER CORPORATION

Over the past 18 years, SNK has published classic arcade titles such as THE
KING OF FIGHTERS, BASEBALL STARS, METAL SLUG, SAMURAI SHODOWN, and FATAL FURY
on a wide variety of home gaming and handhelds systems. In June 2003, SNK
opened SNK NEOGEO USA CONSUMER CORPORATION in Wall, New Jersey to again
publish arcade classics on the current home and portable gaming systems.
Other games published by SNK NEOGEO USA CONSUMER CORPORATION include KOF:
MAXIMUM IMPACT for the Sony PlayStation(R)2 Computer Entertainment System,
and METAL SLUG 3 for the Xbox(R) video game system from Microsoft.
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KONAMI SHIPS YU-GI-OH! 7 TRIALS TO GLORY: WORLD CHAMPIONSHIP TOURNAMENT 2005
FOR THE NINTENDO GAME BOY(R) ADVANCE

REDWOOD CITY, Calif. - February 15, 2005 - Konami Digital Entertainment -
America, a subsidiary of Konami Digital Entertainment, Inc. today announced
it has shipped Yu-Gi-Oh! 7 Trials to Glory: World Championship Tournament
2005 for the Nintendo Game Boy(R) Advance to retail stores nationwide.

The most extensive Yu-Gi-Oh! game ever created for the GBA, Yu-Gi-Oh! 7
Trials to Glory: World Championship Tournament 2005 features a total of 1000
cards (including 200 all-new cards), the ability to create and edit up to 20
different decks for multiple dueling strategies, and dozens of unique
characters from the hit animated TV series and comic book. Yu-Gi-Oh! 7 Trials
to Glory: World Championship Tournament 2005 lets gamers travel to different
areas in Battle City to challenge a variety of characters to duels and
participate in tournaments, unlocking and collecting new cards with every
victory. As an added bonus for avid card collectors, Yu-Gi-Oh! 7 Trials to
Glory: World Championship Tournament 2005 comes packaged with three limited
edition Yu-Gi-Oh! cards: Silent Swordsman LV7, Kaibaman and Mind Control
(spell card).

Yu-Gi-Oh! 7 Trials to Glory: World Championship Tournament 2005 grants
experienced Yu-Gi-Oh! warriors numerous ways to customize their gameplay.
Players can adjust the animation speed and the activation timing of trap and
spell cards, choose from single duels or match duels and set their own time
limits for duels.

Yu-Gi-Oh! 7 Trials to Glory: World Championship Tournament 2005 is rated "E"
for Everyone by the ESRB and is available for the suggested retail price of
$29.99.

To learn more about the Yu-Gi-Oh! games, please visit:
http://www.konami.com/gs

About Konami Corporation

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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START YOUR ENGINES! DISNEY'S HERBIE: FULLY LOADED
NOW AVAILABLE ON STORE SHELVES

Racing Game Inspired By Upcoming Feature Film Arrives At Retail
For Game Boy(R) Advance

BURBANK, Calif. -- (June 21, 2005) -- Buena Vista Games, Inc. (BVG), the
interactive entertainment arm of The Walt Disney Company, announced today its
action-packed racing game, Disney's Herbie: Fully Loaded, is now available at
retail for Game Boy(R) Advance. Inspired by the upcoming feature film
"Herbie: Fully Loaded" starring Lindsay Lohan, Disney's Herbie: Fully Loaded
gives players the ride of a lifetime in Herbie, one of the world's most
beloved cars.

"Disney's Herbie: Fully Loaded puts all the racing fun of the movie into the
palm of your hand," said Dana Long, director of marketing for Buena Vista
Games. "We are excited to bring an interactive and entertaining racing
experience to new and long-standing Herbie fans of all ages."

With fun power-ups, an engaging story mode and movie-based assets, Disney's
Herbie: Fully Loaded enters the racing world with a personality of its own.
The circuit-based 3D racing game offers a single-player adventure in the
high-octane world of stock car racing as players control Herbie in a series
of races against AI-controlled opponents. Featuring fun racing moves to match
Herbie's personality and a real-time mood meter reflective of player results,
Disney's Herbie: Fully Loaded will bring delight to longtime fans and
newcomers alike as the first video game based on the popular Disney
franchise.

Developed by Climax Group, Inc. and published by Buena Vista Games' Disney
Interactive game label, Disney's Herbie: Fully Loaded for Game Boy Advance is
rated "E" for Everyone by the Entertainment Software Rating Board (ESRB) and
carries a suggested retail price of $29.99.

About The Film

Start your engines! Walt Disney Pictures presents Herbie, the most beloved
car star of them all, and Lindsay Lohan's got him in Disney's all new
revved-up comedy adventure, HERBIE: FULLY LOADED. Lohan stars as Maggie
Peyton, the new owner of Number 53 - the freewheelin' Volkswagen bug with a
mind of its own - who puts the car through its paces on the road to becoming
a NASCAR competitor. Herbie's got some new tricks under his hood as he takes
audiences for an action-packed spin in this high-speed comedy. With an
all-star cast along for a wild ride, this comedy puts Herbie to the test -
on-road, off-road, on the track and into the record books. Herbie: Fully
Loaded races into theatres on June 22, 2005. The film has been rated "G."

HERBIE: FULLY LOADED, directed by Angela Robinson, story by Thomas Lennon &
Robert Ben Garant and Mark Perez, screenplay by Thomas Lennon & Robert Ben
Garant and Alfred Gough & Miles Millar, and starring Lindsay Lohan, Justin
Long, Breckin Meyer with Matt Dillon and Michael Keaton.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. The division publishes, markets and distributes a broad
portfolio of multi-platform video games and interactive entertainment
worldwide. The company also licenses properties and works directly with
third-party interactive game publishers to bring products for all ages to
market. For more information, please log on to www.buenavistagames.com.

# # #
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KONAMI SHIPS SHAMAN KING(tm): MASTER OF SPIRITS 2
TO RETAIL STORES NATIONWIDE

The Next Action Packed Shaman King Game Ships for the Nintendo Game Boy(R)
Advance System

REDWOOD CITY, Calif. - August 2, 2005 Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., today shipped Shaman
King(tm): Master of Spirits 2 for the Nintendo Game Boy(R) Advance system.
The game is based on the popular anime franchise, delivering an all-new
exciting, action-packed RPG, where players continue their quest to become the
next Shaman King.

"Shaman King: Master of Spirits 2 will be a great addition to any anime fan's
game collection," said Erica Mason, Group Manager at Konami Digital
Entertainment - America. "This game delivers a compelling storyline and an
action packed RPG experience in a portable package for gamers on the go."

Shaman King follows the story of Yoh Asakura, a junior high school student
hiding an amazing secret. Yoh is a shaman, one of the few who can communicate
with ghosts and spirits. Through his powers, Yoh can join forces with another
spirit, uniting ghost and human together as one. Yoh teams up with Amidamaru,
the spirit of the 600-year old samurai warrior, and with this powerful union,
Yoh begins his quest to be crowned Shaman King in the grand tournament, held
once every 500 years.

The sequel to Shaman King(tm): Master of Spirits, players return in the role
of Yoh Asakura as they traverse multiple stages filled with perils, enemies
and traps in order to stop a diabolical shaman from resurrecting the evil
"Guardian of Demons." To assist Yoh in his quest, players can collect the
spirits of vanquished opponents and use these spirits to help him in battle.
Players will also be able to summon old and new Guardian Ghosts in battles to
defeat enemies. As players progress, they will build their skills and unlock
special moves, combo systems and abilities. Adding to the excitement, gamers
can upgrade their spirits and use the enhanced spirit system to negotiate
treacherous levels filled with traps!

To learn more about this title, please visit: http://www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR SOLID(R), SILENT HILL(R) and CASTLEVANIA (R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
television, film, music and home video production and distribution; media
planning and buying; product development; and Web site development. For
further information, visit the Company's Web site at
www.4KidsEntertainment.com.
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DISNEY'S CINDERELLA: MAGICAL DREAMS FOR GAME BOY(R) ADVANCE AND
DISNEY'S CINDERELLA DOLLHOUSE 2 FOR PC NOW AVAILABLE

Fairy Godmother and Friends Help Make Cinderella's Dreams Come True in Two
New Interactive Games

BURBANK, Calif. -- (September 20, 2005) -- Buena Vista Games, Inc. (BVG), the
interactive entertainment arm of The Walt Disney Company, announced today
that Disney's Cinderella: Magical Dreams for the Nintendo Game Boy(R) Advance
and Disney's Cinderella Dollhouse 2 for PC/CD-ROM are now available at retail
outlets nationwide.

"Cinderella has been a long-time favorite character of the Disney family,
popular with kids and parents alike," said Dana Long, director of kids'
marketing for Buena Vista Games. "Buena Vista Games is proud to be a part of
the celebration surrounding the release of the Cinderella 55th Anniversary
Special Edition DVD with two great titles that are sure to enchant and
delight Cinderella fans of all ages and generations."

As a special offer through December 31, 2006, players will receive a free
Disney Enchanted Call from their favorite Disney Princess, when they register
their game online in the United States.

About Disney's Cinderella: Magical Dreams
Disney's Cinderella: Magical Dreams for the Game Boy(R) Advance is an
action-platform, side-scrolling game, which invites players to experience the
magical moments from the animated film, "Disney's Cinderella." Clips from the
film introduce new levels of game play with favorite characters, like
Cinderella, the Fairy Godmother, Lucifer, and Gus & Jaq. Players will help
Cinderella finish her chores, grant wishes with the Fairy Godmother, and
direct Gus & Jaq out of harm's way from Lucifer. Once the players progress to
the Royal Ball, they will guide Cinderella and the Prince, as they dance in
the spotlight, maneuver around other couples and perform a variety of moves
like a dip or a lift. When the clock strikes midnight, it will be a race
against time to help Cinderella outsmart the king's search party and live
happily ever after with the Prince. Developed by DC Studios and published by
Disney Interactive, a publishing label of Buena Vista Games, Cinderella:
Magical Dreams is rated "E" for Everyone by the Entertainment Software Rating
Board (ESRB) and has a suggested retail price of $29.99.

About Disney's Cinderella Dollhouse 2
Disney's Cinderella Dollhouse 2 is a sequel to the popular PC title. In this
new game, children ages 4-6 will help the Fairy Godmother make Cinderella's
upcoming parties at the castle special. By using the Fairy Godmother's magic
wand, players can decorate the castle foyer, balcony and kitchen tea party,
as well as the royal ballroom, royal carriage and wedding celebration in the
palace gazebo. Different types of flowers, cakes, and banners are just a few
of the items players can select, and colorful invitations can be created and
printed out for Cinderella's events. In addition, clickable Royal Etiquette
Bubbles will give advice from Cinderella and the Fairy Godmother on how to be
a perfect princess. Once players have finished decorating, Cinderella and the
Prince will interact in a variety of animated scenes, including several
dances at the royal ball. Developed by Human Soft and published by Disney
Interactive, a publishing label of Buena Vista Games, Disney's Cinderella
Dollhouse 2 is rated "E" for Everyone by the Entertainment Software Rating
Board (ESRB) and carries a suggested retail price of $19.99.

About The Cinderella 55th Anniversary Special Edition DVD
The most celebrated of all the Disney classics, "Cinderella" is also known as
one of Walt Disney's all-time favorite films. In the magnificent tradition of
"Snow White And The Seven Dwarfs," "Cinderella" has enchanted generations
with its spellbinding story, charming music, and endearing characters that
live in hearts forever. The beloved fairy tale becomes pure Disney magic as
beautiful Cinderella shares her dreams of romance and a better life with the
lovable mice Gus and Jaq. When Cinderella's cruel stepmother prevents her
from attending the Royal Ball, the delightful Fairy Godmother appears and
with a wave of her wondrous wand and a bouncy "Bibbidi-Bobbidi-Boo,"
transforms a simple pumpkin into a magical coach -- and Cinderella's rags
into a gorgeous gown. At the ball, Cinderella falls in love with Prince
Charming, but must flee before the stroke of midnight breaks the spell. Fully
restored and sparkling with heartfelt emotion, captivating comedy, and
delightful adventure, Cinderella's timeless tale of how dreams can come true
is now even better than ever before. The Cinderella 55th Anniversary Special
Edition DVD will be available in stores October 4, 2005.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to www.buenavistagames.com.

# # #
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O~3 Entertainment Announces Pocket Dogs for Game Boy(R) Advance

Interact with the original adorable Hana Deka Club dogs!

SANTA CLARA, CA--October 4, 2005--O~3 Entertainment, an interactive
entertainment publishing and distribution company, today announced that they
will publish Pocket Dogs for the Game Boy(R) Advance handheld video game
system in North America. Pocket Dogs was developed in conjunction with Hana
Deka Club, the phenomenally popular brand of toys and gifts featuring the
signature cute dogs photographed with fisheye lenses. The game is expected to
be available at retail for Holiday 2005.

"I defy anyone to play with these dogs for one minute and not be totally
charmed. They're just too darn cute," said Chris Jelinek, president of O~3
Entertainment. "Furthermore, the Game Boy Advance is the bestselling handheld
system by far, with 29 million players of all ages, and Pocket Dogs is the
only virtual pet product on this system."

Featuring actual photos of playful dogs, Pocket Dogs lets players interact
with one of eight lovable pets on their Game Boy Advance. Conversations and
interactions vary depending upon the pet selected and player input, so
interaction in truly individualized.

Available breeds include Pug, Chihuahua, and Shih Tzu, and by playing mini
games players can win jewels which may be used to purchase items for their
canine companion and decorate its living space.

About AGATSUMA ENTERTAINMENT Co. Ltd.
AGATSUMA ENTERTAINMENT is an interactive TV/ hand-held game and peripherals'
publishing and distribution company, and also creating TV game character'
figure dolls. AGATSUMA ENTERTAINMENT has been founded by a group of highly
experienced game/toy industry veterans. AGATSUMA ENTERTAINMENT is based in
Tokyo, Japan. For more information visit www. agatsuma-toys.com

About O~3
O~3 Entertainment is an interactive publishing and distribution company,
established to bring to the retail marketplace dynamic videogames from
independent studios located all over the world. The company has been founded
by a group of highly experienced game industry veterans. O~3 Entertainment is
based in Santa Clara, California. For more information visit
www.o3entertainment.com.

# # #
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Mastiff Announces Sudoku for Game Boy(R) Advance

International phenomenon puzzle game comes to most popular handheld system

SAN FRANCISCO, CA--October 18, 2005--Video game publisher Mastiff announced
today that they will publish Sudoku for the Game Boy(R) Advance handhheld
video game system, the first of a series of Sudoku products that Mastiff will
be bringing to game systems. Sudoku is the puzzle phenomenon that is sweeping
the nation. The Sudoku video game features hundreds of puzzle problems, a
tutorial mode, help for those moments when you really are stuck, the ability
to 'pencil in' possible solutions, and a puzzle problem creation mode. The
game is expected to be available February 10, 2006.

"Parents will be fighting their kids to get the Game Boy," says Bill Swartz,
Head Woof at Mastiff. "Sudoku fever is sweeping the country and the
fiendishly addictive puzzle game play is perfect for Game Boy Advance. On
Game Boy Advance we offer everything there is in the paper version, more
volume than in any book, and a help system. The best of two worlds."

Sudoku is the international puzzle craze that shows no signs of slowing down.
The New York Times remarks, "no puzzle has had such a fast introduction in
newspapers since the crossword craze of 1924-25," and USA Today says Sudoku
has "become the morning brain breakfast for millions of commuters." The
Economist magazine calls it a "puzzling global phenomenon."

Sudoku looks like a math problem, but it's not. The rules are simple: start
with a grid consisting of nine three-by-three squares in which some of the
numbers are already supplied. Fill in the blank squares so that each column,
row, and three-by-three grid contains a number from 1 to 9 with none
repeated.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include Pump It Up:
Exceed, which received a "Buy or Die" award from the top PlayStation 2
publication, PSM, and La Pucelle: Tactics, which was awarded an Editor's
Choice Award from leading gaming website, IGN.com. Other recent releases
include Gungrave: Overdose, Technic Beat and Top Gun: Combat Zones. Please
visit www.mastiff-games.com for more information.

About The Developer
Sudoku for Game Boy Advance is being developed by Success Corp. of Tokyo, one
of Japan's leading developers of interactive entertainment.
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Disney Channel Favorite The Proud Family Premieres on Game Boy(R) Advance

Penny Proud's Hilarious New Adventures Now at Retail

BURBANK, Calif. -- (November 11, 2005) -- Join Penny Proud in an
action-packed, hilarious adventure, as she works to purchase the ultimate
present for her parents' wedding anniversary in The Proud Family, a game
exclusively available for the Game Boy (R)Advance system from Nintendo. The
Proud Family is now available at retail outlets across North America, Buena
Vista Games, Inc. (BVG) announced today.

"'The Proud Family' is one of the most popular series on Disney Channel
today," said Dana Long, director of kids marketing, Buena Vista Games.
"Filled with all the fun and humor from the show, The Proud Family delivers
an all new, interactive adventure for fans, 'tweens' and children."

In The Proud Family, Penny Proud finds herself determined to get her parents
a T.H.A.N.G. -- the Total Home Automated Necessity Gizmo -- for their
upcoming anniversary. Players must help Penny as she takes on a wide array of
jobs, from being a waitress at Chez Wizard to creating new snack mixes at the
Factory and mastering the art of making pizza. As Penny makes her way through
the neighborhood, players encounter favorite characters like Suga Mama and
Penny's friends, who give her advice and direction, as she earns the money to
buy the T.H.A.N.G. through a series of replayable mini-games and fun
missions.

Developed by Gorilla Systems Corporation and published by Buena Vista Games,
The Proud Family for Game Boy Advance is rated E for Everyone by the
Entertainment Software Rating Board (ESRB) and carries a suggested retail
price of $29.99.

About Buena Vista Games
Buena Vista Games, Inc. (BVG) is the interactive entertainment arm of The
Walt Disney Company. BVG publishes, markets and distributes a broad portfolio
of multi-platform video games and interactive entertainment worldwide. The
company also licenses properties and works directly with third-party
interactive game publishers to bring products for all ages to market. For
more information, please log on to www.buenavistagames.com.

About The Proud Family Television Series
The NAACP Image Award-nominated "The Proud Family" is an animated sitcom that
follows the adventures and misadventures of Penny Proud, a 14-year-old
African American girl who's doing her best to navigate through the mysteries,
mishaps and merriment that come with those difficult "tween" years. Every
situation is fueled with equal parts drama, hijinks and hilarity, as Penny
struggles to show her parents that she's no longer the child they think she
is. Her daddy won't let her date, her momma won't let her dress up, and her
baby siblings pay her no respect. At least her grandma, Suga Mama,
understands her...when Suga Mama is awake!

# # #

?, (R) and Game Boy Advance are trademarks of Nintendo. (C) 2001 Nintendo.

 ------------
Category 38,  Topic 3
Message 101        Tue Nov 15, 2005
KGAGNE [Ken]                 at 14:46 PDT

KONAMI SHIPS WINX CLUB(tm) FOR THE GAME BOY(R) ADVANCE NATIONWIDE

Interactive Adventure Of Fantasy, Fashion And Magic
Based On Hit Animated Television Series

REDWOOD CITY, Calif. - November 15, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today announced
that Winx Club(tm) for the Game Boy(R) Advance has shipped to retail stores
nationwide. This interactive adventure of fantasy, fashion, and magic
features a strong storyline based on the first season of the hit animated
television series which airs on 4Kids entertainment's 4Kids TV(tm) Saturday
mornings on Fox. Set in a wondrous place called Magix, the game features a
wide range of magical moves, spectacular spells, mini games and collectibles
that bring the world of the Winx Club to life in the imaginations of young
gamers.

"Winx Club has captured the imaginations of young children who are attracted
to the enchanted world of fashionable fairies and evil witches, combined with
friendship and the everyday life of a teenager," said Erica Mason, group
manager, Konami Digital Entertainment - America. "This game has created a
wonderful, interactive adventure that brings that world to life and really
helps deliver the same elements of teenage empowerment that make the
television show so popular."

Winx Club begins when Bloom, a 16 year old Earth girl, discovers she is a
magical fairy and is whisked away to an enchanted world. In Magix she joins
the Winx Club along with four other fairies and the adventures begin.
Possessed with a passion for fashion and a flair for magic, the fairies
embody the values of teenage life which sets the tone for exciting
adventures.

Winx Club delivers to young gamers everywhere a wide range of magical moves
and spectacular spells that are executed with easily accessible controls. For
those players who encounter difficulties, the game boasts a comprehensive
help system where other members of the Winx Club will appear and help Bloom
in her adventure. Additionally, gamers can enjoy an assortment of mini games,
which promote exploration and puzzle solving, as well as numerous
collectibles that reward players as they progress.

Winx Club is rated "E" for Everyone by the ESRB and is available on the Game
Boy Advance for an SRP of $29.99. For more information on the Winx Club video
game, go to: www.konami.com/gs.

For information, screen shots and more from Winx Club, go to:
www.konami-winxclub.com and www.winxclub.tv.

Winx Club is produced by Rainbow S.r.l., the leading Italian animation
company, and adapted for the U.S. by 4Kids Entertainment.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About 4Kids Entertainment
Headquartered in New York City with international offices in London, 4Kids
Entertainment, Inc. (NYSE: KDE) is a global provider of children's
entertainment and merchandise licensing. 4Kids, through its wholly owned
subsidiaries, provides domestic and international merchandise licensing;
television, film, music and home video production and distribution; media
planning and buying; product development; and Web site development. For
further information, please visit the Company's Web sites at
www.4KidsEntertainment.com and www.4Kids.TV.

About Rainbow S.r.l.
Rainbow is the pioneer in Italian animation and also one of the largest
animation studios in Europe. An award-winning talented crew of creator,
directors, scriptwriters, artists, special effects and 3D designers, plus a
fully dedicated sales and licensing force, have resulted in Rainbow's quick
growth. Today Rainbow S.r.l. is a leader in Europe for the creation of
quality and top-rating animation shows with hugely successful licensing
results.
Other animation series in Rainbow's portfolio include: Monster Allergy, Tommy
& Oscar & Prezzy.

For further information: www.rbw.it & www.winxclub.com & www.winxpower.com
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Nov. 25th, 2005

GBADEV.ORG is proud to annouce the release of its first manufactured
GameBoy(R) Advance game.

The 2004Mbit GBADEV.ORG Compo Game is the result of months of hard work by
several individual amateur development teams competing in the GBADEV.ORG 2004
Game Development Competition. The 10 best and most enjoyable games entered in
the competition were selected to be made into a multi-game compilation
cartridge. The goal of the competition was to manufacture 500 copies of this
multi-game, complete with cartridge, manual, full color box and everything
else included with an official GameBoy(R) Advance game. On Nov. 24th, 2005
the goal was reached.

The game sold out in 5 days on pre-order (April 2005), leaving many
interested customers unable to get hold of a copy. The price: USD9.99 /pc in
orders of 5. USD11.99 for single game orders. Worldwide shipping included.

No profit has been made in the sale/manufacture of these cartridges.

Neither the game nor the GBADEV.ORG website is licenced, approved or endorsed
by Nintendo(R) of America, Nintendo Co., Ltd. or any of their subsidiaries.

The 10 games selected to be on the cartridge:

1. Bengt - Swinger of Longarm [Platformer]
2. GunKid [Platformer]
3. Space Gems [Puzzle]
4. Swish-It [Sports - Timing]
5. Naval Battle [Strategy]
6. SnackMan [Arcade]
7. Simonchu 2 [Platformer]
8. YuckFu [Arcade]
9. GASP [Puzzle]
10. PanzerPanik [3D Shooter]

More information available on http://2004Mbit.gbadev.org or by contacting
press@gbadev.org

Images/screenshots: http://2004Mbit.gbadev.org/press_images.zip [12.22MB]

About GBADEV.ORG

GBADEV.ORG is a website devoted to promote and aid amateur/homebrew game
development on the GameBoy(R) Advance platform. Since its opening in the
summer of 2000, millions of visitors have downloaded games, demos, tools and
documents all made by amateur/homebrew developers. Although focused on the
unlicenced crowd, everyone is welcome to visit, of course even licenced GBA
developers. And they do. With a forum consisting of ~5500 registered members
the website is the place for developers to meet and share their ideas. The
goal is for people to have fun developing games on a great platform and
hopefully by releasing home-developed games on GBADEV.ORG, publishers and
development companies will take notice.

Game Boy(R) and Nintendo(R) are Trademarks of Nintendo Co., Ltd.
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KONAMI SHIPS YU-GI-OH! GX DUEL ACADEMY FOR THE
NINTENDO GAME BOY(R) ADVANCE

REDWOOD CITY, Calif. - January 10, 2006 - Konami Digital Entertainment, Inc.,
today announced that Yu-Gi-Oh! GX Duel Academy for the Nintendo Game Boy(R)
Advance has shipped to retail stores nationwide. Based on the popular
animated show which launched last fall on the Cartoon Network, Yu-Gi-Oh! GX
Duel Academy takes the beloved Yu-Gi-Oh! video game series to a new level of
dueling action, challenging players to climb through the ranks and become the
King of Games!

Taking place in a futuristic Yu-Gi-Oh! world, Konami's newest video game in
the series introduces players to a whole new cast of characters and monsters,
new cards and incredible dueling action.  The game starts with players
entering the Duel Academy school where they can personalize their character
and learn how to perfect their dueling skills with in-game tutorials and
periodic quizzes. The better the player performs in class and the more duels
they win, the higher their ranking will be in the game. Players try to ascend
the Duel Academy ranks to become the ultimate duel master.

Further adding to the excitement of Yu-Gi-Oh! GX Duel Academy is the
inclusion of a unique personal digital assistant (PDA) inside the gameplay.
Players use the PDA to keep track of quiz and test scores, note important
events and communicate with other characters in the game. Additionally,
Yu-Gi-Oh! GX Duel Academy also comes packed with three limited edition
Yu-Gi-Oh! cards: Elemental Hero Necroshade, Hero Wing, and Winged Kuriboh.

Yu-Gi-Oh! GX Duel Academy is rated "E" by the ESRB and available exclusively
for the Nintendo Game Boy Advance for an SRP of $29.99.  For more information
on the game, please go to www.konami.com/gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(TM) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

(C)1996 Kazuki Takahashi
(C)2004 NASAETV TOKYO
Developed by Konami Corporation. "KONAMI" is a registered trademark of KONAMI
CORPORATION.  "Yu-Gi-Oh! GX Duel Academy" is a trademark of KONAMI
CORPORATION.
Game Boy Advance is a trademark of Nintendo.
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Dr. Sudoku Could Save Game Boy(R) Advance Owners' Lives

According to a University of Edinburgh Study, Games Like Sudoku Can Reawaken
'Survival Genes' in Brains

SAN FRANCISCO, CA January 18, 2006 Video game publisher Mastiff hopes to
increase the longevity of Game Boy Advance owners' lives with their upcoming
release of "Dr. Sudoku." According to a recent study conducted at the
University of Edinburgh, games such as Sudoku can awaken 'survival genes'
that lay dormant in the human brain. These survival genes make the brain
cells live longer and resist disease, strokes and the effects of drugs.
Mastiff will be releasing "Dr. Sudoku" for the Game Boy(R) Advance in March
2006.

"When brain cells are highly stimulated, many unused genes are suddenly
reactivated. We have found that a group of these genes can make the active
brain cells far healthier than lazy, inactive cells, and more likely to live
a long life," said Giles Hardingham of the University of Edinburgh at the
annual meeting for the Society of Neuroscience in Washington.

Dr. Sudoku for the Game Boy(R) Advance handheld video game system will be the
first of a series of Sudoku products that Mastiff will be bringing to game
systems. Sudoku is the puzzle phenomenon that is sweeping the nation. The
Sudoku video game features 1,000 hand created puzzles, Original Mode, which
lets you create you own Sudoku puzzles, a tutorial mode, help for those
moments when you really are stuck, the ability to "pencil in" possible
solutions, and a puzzle problem creation mode. BusinessWeek.com recently said
that Dr. Sudoku "could be the next Tetris."

Sudoku is the international puzzle craze that shows no signs of slowing down.
The New York Times remarks, "no puzzle has had such a fast introduction in
newspapers since the crossword craze of 1924-25," and USA Today says Sudoku
has "become the morning brain breakfast for millions of commuters." The
Economist magazine calls it a "puzzling global phenomenon."

Sudoku looks like a math problem, but it's not. The rules are simple: start
with a grid consisting of nine three-by-three squares in which some of the
numbers are already supplied. Fill in the blank squares so that each column,
row, and three-by-three grid contains a number from 1 to 9 with none
repeated.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include Pump It Up:
Exceed, which received a "Buy or Die" award from the top PlayStation 2
publication, PSM, and La Pucelle: Tactics, which was awarded an Editor's
Choice Award from leading gaming website, IGN.com. Other recent releases
include Pump It Up: Exceed, Gungrave: Overdose, Technic Beat and Top Gun:
Combat Zones. Please visit www.mastiff-games.com for more information.

About The Developer
Dr. Sudoku's one thousand original puzzles are hand crafted by Skynet
Corporation, a leading creator of Sudoku puzzles. Success Corporation, a
major Japanese developer of interactive entertainment, is responsible for
sound, graphics, interface and the underlying computer code.

###
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KONAMI ANNOUNCES YU-GI-OH! ULTIMATE MASTERS - WORLD CHAMPIONSHIP TOURNAMENT
2006

Official Game of the 2006 Yu-Gi-Oh! World Tournament to Feature
New Modes And Enhanced Gameplay Mechanics

REDWOOD CITY, Calif. - February 14, 2006 - Konami Digital Entertainment,
Inc., announced today Yu-Gi-Oh!(TM) Ultimate Masters - World Championship
Tournament 2006. The official video game of the 2006 Yu-Gi-Oh! World
Tournament, the game introduces all-new modes of play and marks the first
appearance of cards from the Yu-Gi-Oh! GX universe based on the new
television series. Yu-Gi-Oh! Ultimate Masters - World Championship Tournament
2006 will be available for the Game Boy(R) Advance this March.

The biggest Yu-Gi-Oh! video game ever, Yu-Gi-Oh! Ultimate Masters - World
Championship Tournament 2006 contains more than 2000 cards, including many of
the latest Structure decks from the TRADING CARD GAME as well as cards from
the new Yu-Gi-Oh! GX universe. Preserving the game's classic strategic
elements of traps, monsters and spells, the new cards allow for more
offensive and defensive tactics than ever before, providing the most accurate
and in-depth simulation of the best-selling TRADING CARD GAME. Each copy of
Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006 will also
come with three limited edition official trading cards from the new GX
universe.

Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006 includes
several all-new gameplay modes, giving players even more ways to enjoy the
game's fast-paced tactical card action. Duel Puzzle mode challenges the
player to complete a series of objectives that must be finished in just one
turn, while Limited Duel mode sets specific restrictions on the structure of
each deck and the moves available to each player. The new Theme Duel mode
gives the player a series of conditions to satisfy in order to achieve
victory, such as activating ten traps in a duel or causing 10,000 or more
points of battle damage during a duel. Players can test their card skills and
endurance in the Survival Duel mode, in which players take on a series of
opponents, seeing how far they can advance against their enemies with a
limited number of life points. Players can also choose to play Yu-Gi-Oh!
Ultimate Masters - World Championship Tournament 2006 alone or with a friend,
using the Game Boy Advance Game Link(R) cable.

For more information on Yu-Gi-Oh! Ultimate Masters - World Championship
Tournament 2006 and the Yu-Gi-Oh! franchise, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR, SILENT HILL and CASTLEVANIA among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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KONAMI SHIPS YU-GI-OH!(TM) ULTIMATE MASTERS - WORLD CHAMPIONSHIP TOURNAMENT
2006

New Ways to Play and Expanded Card Library Highlight Official Game of the
2006 Yu-Gi-Oh! World Tournament

REDWOOD CITY, Calif. - March 14, 2006 - Konami Digital Entertainment, Inc.,
announced today that Yu-Gi-Oh!(TM) Ultimate Masters - World Championship
Tournament 2006 for the Game Boy(R) Advance has shipped to retail stores
nationwide. The official video game of the 2006 Yu-Gi-Oh! World Tournament,
Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006 features a
host of new cards as well as all new game modes in which to enjoy the game's
fast-paced tactical card action.

Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006 expands the
Yu-Gi-Oh! universe with more than 2000 cards for players to collect and use,
including many of the latest Structure decks from the TRADING CARD GAME as
well as cards from the new Yu-Gi-Oh! GX television series. The new cards
allow for increased variety and strategy in offensive and defensive tactics
while maintaining the series' core elements of traps, monsters and spells.
Each copy of Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006
will also come with three limited edition official trading cards from the new
GX universe, Golden Homunculus, Helios - The Primordial Sun and Helios Duo
Megistus.

Players will now have more ways to play and test their Yu-Gi-Oh! skills with
the addition of several original gameplay modes in Yu-Gi-Oh! Ultimate Masters
- World Championship Tournament 2006. The new Theme Duel mode challenges
players to achieve victory while meeting a series of conditions, such as
inflicting a certain amount of damage on their enemies or using a certain
number of traps. Players looking for instant action can turn to Duel Puzzle
mode, in which they must complete a series of objectives in one turn. Limited
Duel mode establishes restrictions on the deck and actions available to the
player, while Survival Duel mode challenges the player to advance as far as
possible against a horde of enemies while managing a limited number of life
points. Head to head competition is supported in Yu-Gi-Oh! Ultimate Masters -
World Championship Tournament 2006, as players can compete against their
friends using the Game Boy Advance Link(R) Cable.

Yu-Gi-Oh! Ultimate Masters - World Championship Tournament 2006 is available
exclusively for the Game Boy Advance for a suggested retail price of $29.99
and is rated "E" for Everyone by the ESRB. For more information on Yu-Gi-Oh!
Ultimate Masters - World Championship Tournament 2006 and the Yu-Gi-Oh!
franchise, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR, SILENT HILL and CASTLEVANIA among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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Game Boy Advance is a trademark of Nintendo.

 ------------
Category 38,  Topic 3
Message 108        Wed Apr 12, 2006
KGAGNE [Ken]                 at 05:01 PDT

Crave Entertainment Ships Tringo(tm) for Game Boy(r) Advance

Online puzzle phenomenon debuts for handheld play

Newport Beach, Calif.--April 11, 2006--Crave Entertainment, a leading
publisher of console videogames, today announced that Tringo(tm) has shipped
to retailers throughout North America. Tringo combines elements of puzzle
games and bingo for an amazingly addictive game that's quick to play and
challenging to master. Developed first by Nathan Keir within Second Life(r),
a virtual world that encourages players to create their own content, the game
became a huge hit within weeks of its introduction. The handheld version is
optimized for portable play while retaining all the fun and addictiveness of
the original.

In Tringo, players start with a blank board on which they must place 35 game
pieces that appear one by one during the timed turns. Points are scored by
fitting the pieces to form solid blocks and clearing the blocks from the
board. You've got to move quickly but carefully because missed pieces lose
points.

Tringo is available for the Nintendo Game Boy(r) Advance handheld system with
a MSRP of $14.99.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a subsidiary of
Handleman Company. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(r)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system, the Xbox(R) video game system from Microsoft
and the Xbox 360(tm) video game and entertainment system from Microsoft. For
more information about Crave Entertainment, please visit www.cravegames.com.

# # #

Second Life is a registered trademarks of Linden Research, Inc.

TRINGO and related logo are either trademarks or registered trademarks of
Donnerwood Media in the U.S. and other countries.
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"Dr. Sudoku" Ships for Game Boy(R) Advance

A Game That Could "Increase Your Lifespan" Comes to the Most Popular Handheld
Game System

SAN FRANCISCO, CA April 26, 2006 Video game publisher Mastiff announced today
that it has shipped Dr.Sudoku for the Game Boy(R) Advance handheld video game
system to major retailers across North America. Dr. Sudoku is the definitive
handheld version of the puzzle phenomenon that is sweeping the nation.

In addition to the hundreds of hours of brain challenging entertainment that
Dr. Sudoku offers gamers, recent studies suggest that games like Dr. Sudoku
can actually increase people's lifespan. According to a recent study
conducted at the University of Edinburgh, games such as Sudoku can awaken
'survival genes' that lay dormant in the human brain. These survival genes
make the brain cells live longer and resist disease, strokes and the effects
of drugs.

The Dr. Sudoku video game features 1,000 hand created puzzles, Original Mode,
which lets you create you own Sudoku puzzles, a tutorial mode, help for those
moments when you really are stuck, the ability to "pencil in" possible
solutions, and a puzzle problem creation mode. BusinessWeek.com recently said
that Dr. Sudoku "could be the next Tetris."

Sudoku looks like a math problem, but it's not. The rules are simple: start
with a grid consisting of nine three-by-three squares in which some of the
numbers are already supplied. Fill in the blank squares so that each column,
row, and three-by-three grid contains a number from 1 to 9 with none
repeated.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include Pump It Up:
Exceed, which received a "Buy or Die" award from the top PlayStation 2
publication, PSM, and La Pucelle: Tactics, which was awarded an Editor's
Choice Award from leading gaming website, IGN.com. Other recent releases
include Gungrave: Overdose, Technic Beat and Top Gun: Combat Zones. Please
visit www.mastiff-games.com for more information.

###
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KONAMI SHIPS TEENAGE MUTANT NINJA TURTLES DOUBLE PACK TO RETAIL STORES
NATIONWIDE

It's Double Trouble for the Fearsome Foursome - Combining Two Classic TMNT
Games onto One Game Pak

REDWOOD CITY, Calif. - June 6, 2006 - Konami Digital Entertainment, Inc.,
announced today that Teenage Mutant Ninja Turtles Double Pack for the Game
Boy(R) Advance has shipped to retail stores nationwide. The title will
feature Teenage Mutant Ninja Turtles and Teenage Mutant Ninja Turtles(R) 2:
BattleNexus games, both of which effortlessly mix fighting and platforming
action with a full roster of characters from the popular television series.

Teenage Mutant Ninja Turtles lets players select their favorite Turtle and
lead them on a battle against immortal enemy Shredder. Taking on wave after
wave of Foot Soldiers, the player is rewarded with unlockable new moves and
weapons, while the ever-reliable Master Splinter and Casey Jones are on hand
with words of encouragement and tips. Each Turtle enjoys unique attack moves
geared towards their chosen weapon, and replay value is enhanced via the many
hidden bonuses that line the game's New York setting.

Teenage Mutant Ninja Turtles 2: Battle Nexus sees the world under attack once
again, with only the Turtles capable of repelling the invasion. More than 30
moves are available to the player as they punch, kick and use flying attacks
on the game's huge cast of enemies. Battle Nexus also makes use of Nintendo's
Game Boy Advance Game Link cable, allowing up to four players to
simultaneously test their ninja skills in massive street battles.

Teenage Mutant Ninja Turtles Double Pack is rated "E" for Everybody by the
ESRB and has an SRP of $29.99. For more information on the game, please visit
www.konami.com/gs <http://www.konami.com/gs> .

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs
<http://www.konami.com/gs> .

###

(C) 2006 Mirage Studios, Inc.  Teenage Mutant Ninja Turtles (R), TMNT, Battle
Nexus, Donatello, Leonardo, Michelangelo, Raphael, Shredder, Splinter, April
O'Neil and related logos, names, characters and distinctive likenesses
thereof are trademarks of Mirage Studios, Inc. unless otherwise noted.  All
Rights Reserved.

Game Boy Advance and Game Boy Advance Game Link are trademarks of Nintendo.
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KONAMI SHIPS YU-GI-OH! GX ULTIMATE BEGINNER'S PACK FOR NINTENDO GAME BOY
ADVANCE

Become a World-Class Duelist with this Comprehensive Gaming Set Featuring
Video Game, Instructional DVD and Exclusive Trading Cards

REDWOOD CITY, Calif. - July 19, 2006 - Konami Digital Entertainment, Inc.
today announced that Yu-Gi-Oh! GX Ultimate Beginner's Pack for the Game
Boy(R) Advance handheld video game system is now available exclusively at the
Konami online store, www.konamistyle.com. A comprehensive package including
everything players need to become master duelists, the game comes with the
Yu-Gi-Oh! GX Duel Academy video game, an in-depth tutorial DVD, and a starter
deck of trading cards.

Players can first view the instructional DVD included in Yu-Gi-Oh! GX
Ultimate Beginner's Pack for a step by step tutorial about the world,
characters and rules of Yu-Gi-Oh! gameplay. The included trading cards lets
players enjoy the game in its original form, before progressing to the
ubiquitous video game adaptation. Players will also receive several limited
edition trading cards from the coveted Exodia series to build their new
collection of cards.

The perfect video game to introduce players to the Yu-Gi-Oh! universe,
Yu-Gi-Oh! GX Duel Academy contains more than 2,000 cards to collect and new
modes of play that let duelists hone their skills to perfection. New modes
such as Theme Duel, Duel Puzzle and Limited Duel builds the player's dueling
abilities, expanding their skills and preparing them for more advanced play.
One-on-one duels are also supported through the Game Boy Advance Link Cable.

Yu-Gi-Oh! GX Ultimate Beginner's Pack is rated "E" for Everyone by the ESRB
and has an SRP of $49.99.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.
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Member responses to Topic 3: News Posts.
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Category 38,  Topic 4
Message 1          Wed Oct 31, 2001
KGAGNE [Ken]                 at 13:01 PDT

Spyro: Seasons of Ice marks the first appearance of Spyro the Dragon on a
system other than the PSOne.

-Ken

 ------------
Category 38,  Topic 4
Message 2          Wed Oct 09, 2002
KGAGNE [Ken]                 at 14:13 PDT

I have the PlayStation version of this game, and though I find it
underwhelming, many people have sworn by it.  Guess it's something of a
cult/sleeper hit, and one that's very hard to find.  Treasure hunters should
be happy to hear of its re-release.

-Ken

 ------------
Category 38,  Topic 4
Message 3          Fri Oct 11, 2002
SYNDICOMM [Sheppy]           at 10:59 PDT

>>>I have the PlayStation version of this game

Which one?  Super Puzzle Fighter II, I take it?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Message 4          Fri Oct 11, 2002
KGAGNE [Ken]                 at 16:46 PDT

Sheppy queried:

>> I have the PlayStation version of this game
>
> Which one?  Super Puzzle Fighter II, I take it?

Yeah, sorry.  I was responding to the recent post (Msg 45) in Topic 3 of this
cat.

-Ken

 ------------
Category 38,  Topic 4
Message 5          Tue Nov 05, 2002
KGAGNE [Ken]                 at 19:05 PDT

The overhead levels from the original SNES game "Contra: The Alien Wars" have
been replaced with levels from the Genesis game "Contra: Hard Corps".

-Ken

 ------------
Category 38,  Topic 4
Message 6          Fri Nov 15, 2002
A2.DAIN [Dain]               at 22:42 PDT


Hmm...I kind of liked those old, yet strange levels.  It was kind of like
inserting an Ikari Warriors level in the middle of a side scroller:)

Dain
 ------------
Category 38,  Topic 4
Message 7          Wed May 21, 2003
KGAGNE [Ken]                 at 18:19 PDT

Responding to Topc 3, Message 66:

What company will want to release 40-minute movies exclusively for the Game
Boy Advance?  What content would work in that format?  Cartoon episodes and
other shorts, perhaps...

-Ken

 ------------
Category 38,  Topic 4
Message 8          Sat May 24, 2003
A2.DAIN [Dain]               at 14:00 PDT


This seems like one of those interesting devices that would be interesting as a
tech demo, but not as anything for sale.

Dain
 ------------
Category 38,  Topic 4
Message 9          Sun May 25, 2003
SYNDICOMM [Sheppy]           at 07:38 PDT

I could see game demo cartridges with like samples of several games on them,
or game guide cartridges, or something like that, but I expect it will mostly
be used by Nintendo. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.
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Sub: Super Mario Advance

Based on the NES games Mario Bros. and Super Mario Bros. 2.
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Message 1          Tue Feb 12, 2002
KGAGNE [Ken]                 at 19:39 PDT

The original Super Mario Advance was a launch game for the GBA, and was a port
of the original 8-bit Nintendo game Super Mario Bros 2.

Trivia fact: the American game SMB2 was a "Mario-ized" version of a completely
unrelated Japanese game called Doki Doki Panic.

Super Mario Advance 2 has now shipped for the GBA, and is a port of Super
Mario World, the original pack-in game for the 16-bit Super Nintendo.

-Ken

 ------------
 ************
Topic 6   CLOSED Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:11 PST
Sub: Castlevania

See Category 44: Castlevania for discussion of Konami's whip-wielding,
vampire-hunting action games.

 2 messages
 ************
 ------------
Category 38,  Topic 6
Message 1          Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:12 PDT

Please post messages related to Castlevania: Circle of the Moon in Topic 20 of
Category 44: Castlevania.

Doing so consolidates discussion of this cross-platform series into one place.

Thanks!

-Ken

 ------------
 ************
Topic 7         Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:13 PST
Sub: Mario Kart Super Circuit

The Mario Kart racing series comes to Game Boy Advance.

 29 messages
 ************
 ------------
Category 38,  Topic 7  [MOVED]
Message 1          Wed Jun 13, 2001
SYNDICOMM [Sheppy]           at 09:33 PDT

>>>Wherever did you find a $49 Palm Pilot, Sheppy? :)

Well, I meant handheld game machines. :)

What is Mario Kart like?  Is it a similar view to the one on N64, or is it a
top-down kind of thing?  And is there a way to have multiple players?

I'm a huge Mario Kart 64 lover. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7  [MOVED]
Message 2          Wed Jun 13, 2001
KGAGNE [Ken]                 at 09:50 PDT

Sheppy,

Mario Kart Advance, like its two predecessors, is a third-person
over-the-shoulder driving game.  It can support up to four players
simultaneously, using four Game Boy Advance units and one Mario Kart
cartridge.

-Ken

 ------------
Category 38,  Topic 7  [MOVED]
Message 3          Wed Jun 13, 2001
SYNDICOMM [Sheppy]           at 10:55 PDT

Hm.  That's tempting. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7  [MOVED]
Message 4          Wed Jun 13, 2001
A2.DAIN [Dain]               at 14:35 PDT

Replying to 'Ken' in Category 38 Topic 2:

> Mario Kart Advance, like its two predecessors, is a third-person
> over-the-shoulder driving game.  It can support up to four players
> simultaneously, using four Game Boy Advance units and one Mario Kart
> cartridge.

One thing about the multiplayer aspects of Gameboy Advance games is that
usually there are two multiplayer modes.  Single Cart Multiplayer, which
is usually more limiting, like only being able to compete on one track,
and Multiplayer with Multiple carts which usually allows the full game
to be played multiplayer.  At least that is how I was led to understand
it.

Sheppy,  I played Mario Kart on the Nintendo 64, but I much preferred
the SNES version.  It seemed to offer a greater sense of speed, plus I
have always been better with a digital control than with those darn
analog sticks:)

That being said, I did't play the 64 version that much, so maybe I just
didn't give it that much of a chance. It might be because I wasted so
much time playing Wave Race 64.:)  I just saw a used copy of it at the
store for like 13.00 and I thought jeeze what a waste:)

That being said, Mario Kart should be fun on the GBA.  Unfortunately, it
is an August release I believe, so it will not there for Kfest.

Dain Neater


 ------------
Category 38,  Topic 7  [MOVED]
Message 5          Wed Jun 13, 2001
SYNDICOMM [Sheppy]           at 17:01 PDT

Well, I like MK64 -- it's easy to play, and the analog stick beats using those
little direction pads I hate so much. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7  [MOVED]
Message 6          Thu Jun 14, 2001
A2.DAIN [Dain]               at 08:21 PDT

Replying to 'Sheppy' in Category 38 Topic 2:

> Well, I like MK64 -- it's easy to play, and the analog stick beats
> using those
> little direction pads I hate so much. :)

I am much better with the little analog stick now, and at some point I
want to revisit that title, as I don't think I gave it a fair shake.

Dain


 ------------
Category 38,  Topic 7  [MOVED]
Message 7          Mon Jul 09, 2001
A2.DAIN [Dain]               at 10:22 PDT

Interesting note....
Today, someone revealed the Mario Kart Advance Box.  Apparently the
box indicates that it can be played via Cell Phone.    This might be a
rumor, as I don't read Japanese.  I am not sure about Americans, but the
Japanese will eat this up.

I for one don't have a cell phone;)


Dain


 ------------
Category 38,  Topic 7  [MOVED]
Message 8          Mon Jul 09, 2001
KGAGNE [Ken]                 at 19:19 PDT

I believe this game has been renamed "Mario Kart Super Circuit" or something
similar.

 ------------
Category 38,  Topic 7  [MOVED]
Message 9          Mon Jul 09, 2001
A2.RYAN                      at 22:18 PDT

> Today, someone revealed the Mario Kart Advance Box.  Apparently the
> box indicates that it can be played via Cell Phone.

"Hello, Ken?  Wassup!"

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 38,  Topic 7  [MOVED]
Message 10         Tue Jul 10, 2001
SYNDICOMM [Sheppy]           at 07:18 PDT

How do you play Mario Kart by cell phone?

"Welcome to Mario Kart by Phone!  To begin a new game, press 1.  *beep*

"Press 4 to steer left.  Press 6 to steer right.  Press 5 to accelerate.
Press 8 to brake.  Press 1 to activate powerup.  Ready... set... go...!

"Peach is to your left and pulling ahead... here comes Luigi up behind you
fast... Oh the humanity!  He's collided with Wario!  What a mess!

"The powerups are ahead... veer left!  Veer left!  Good, you got one...
it's... it's... it's a red shell!

"*beep* Firing red shell... bang!  You took out Peach!  Nice shot!..."

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7  [MOVED]
Message 11         Tue Jul 10, 2001
KGAGNE [Ken]                 at 08:05 PDT

I assume Dain means that the Game Boy Advance can use a cell phone as a modem
to connect two distant GBA units for a game of Mario Kart. :)

-Ken

 ------------
Category 38,  Topic 7  [MOVED]
Message 12         Tue Jul 10, 2001
A2.DAIN [Dain]               at 08:58 PDT

Replying to 'Ken' in Category 38 Topic 2:

> I believe this game has been renamed "Mario Kart Super Circuit" or
> something
> similar.

Not sure if that is just the name in the states or not.  The Box that
was shown had no super circut on it.  Although, I must reiterate that I
do not read Japanese:)

Dain


 ------------
Category 38,  Topic 7  [MOVED]
Message 13         Tue Jul 10, 2001
A2.DAIN [Dain]               at 08:58 PDT

Replying to 'Ken' in Category 38 Topic 2:

> I assume Dain means that the Game Boy Advance can use a cell phone as
> a modem
> to connect two distant GBA units for a game of Mario Kart. :)

Not sure if this is 100% confirmed or not.  The Gameboy Advance (at
least in Japan ) has what is called the Mobile Gameboy Adapter, which is
some Cellular phone hook up.

Although, interesting sounding.  I am just trying to figure out how they
could possibly pass enough information fast enough to have an online
game.
Aren't cell phone modems, painfully slow?

Dain
the man with out a cell phone


 ------------
Category 38,  Topic 7  [MOVED]
Message 14         Tue Jul 10, 2001
KGAGNE [Ken]                 at 10:11 PDT

Dain,

> I am just trying to figure out how they could possibly pass enough
> information fast enough to have an online game. Aren't cell phone modems,
> painfully slow?

I've never understood the need for high-speed connections to play games.  The
only information you're transmitting is button presses: A, B, Up, Down, etc.

Super Mario Kart played over the Super Nintendo XBAND modem at 2400 bps just
fine.

Of course, with XBAND and also presumably the Game Boy Advance, you're using
direct, not Internet, connections.

-Ken

 ------------
Category 38,  Topic 7  [MOVED]
Message 15         Tue Jul 10, 2001
A2.DAIN [Dain]               at 20:37 PDT

Replying to 'Ken' in Category 38 Topic 2:

> I've never understood the need for high-speed connections to play
> games.  The
> only information you're transmitting is button presses: A, B, Up,
> Down, etc.
>
> Super Mario Kart played over the Super Nintendo XBAND modem at 2400
> bps just
> fine.
>
> Of course, with XBAND and also presumably the Game Boy Advance, you're
> using
> direct, not Internet, connections.

I suppose you are right...more of a latency thing versus sheer volume of
data.

I never did use an XBAND thing.  Was that the modem in the cart thing
that was out a few years ago?

Dain


 ------------
Category 38,  Topic 7  [MOVED]
Message 16         Wed Jul 11, 2001
KGAGNE [Ken]                 at 08:03 PDT

Dain,

> I never did use an XBAND thing. Was that the modem in the cart thing that was
> out a few years ago?

Yup.  I wrote a FAQ about it... but can't find it right now, on either my web
site or CompuServe's.  Weird.

I'll try to put it up sometime.

-Ken

 ------------
Category 38,  Topic 7
Message 17         Mon Aug 06, 2001
KGAGNE [Ken]                 at 21:16 PDT

16 messages have been moved here from Topic 2: General Software Discussion.
They will be restored in a few days.

-Ken

 ------------
Category 38,  Topic 7
Message 18         Tue Aug 28, 2001
KGAGNE [Ken]                 at 19:57 PDT

This game came out today.

I have mine :)

-Ken

 ------------
Category 38,  Topic 7
Message 19         Tue Aug 28, 2001
SYNDICOMM [Sheppy]           at 20:31 PDT

>>>This game came out today.

Keep us posted. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7
Message 20         Wed Aug 29, 2001
A2.RYAN                      at 00:16 PDT

> I have mine :)

Having fun yet?

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 38,  Topic 7
Message 21         Wed Aug 29, 2001
KGAGNE [Ken]                 at 05:29 PDT

I've played three of the five cups (four tracks each) at the medium difficulty
setting (100cc) so far.  The control takes some getting used to, as I'm sure I
would find if I went back to playing Super Mario Kart on the SNES again as
well.  Using the items is a bit tough, as it requires reaching up to the 'L'
button with the same hand that's steering.

This game is definitely based on the SNES, not N64, Mario Kart, though it
features some enhancements from that 64-bit title.

I'll have a full review within the week.

-Ken

 ------------
Category 38,  Topic 7
Message 22         Wed Aug 29, 2001
A2.DAIN [Dain]               at 18:58 PDT

Replying to 'Sheppy' in Category 38 Topic 7:

>|>>This game came out today.
>
> Keep us posted. :)

I picked up Mario Kart: Super Circut today at Target for $25.88.  I have
only raced a few times, and as I have been playing another racer lately
(namely F-Zero X) this game is hard to control.  I am taking turns way
to hard and am not used to the slower speed.

For the uninitiated F-Zero X is about as fast as racers get.

My initial impressions are...it's a lot like the Super NES version of
Mario Kart with tracks similar to the SNES counter part, but with 3D
modeled racers instead of the old SNES sprites.  The graphics seem a bit
better IMHO, but like I said...I only played a little bit so far.

I know Ken is planning on a review soon so we'll know at least one mans
verdict soon.

Dain Neater
.


 ------------
Category 38,  Topic 7
Message 23         Wed Aug 29, 2001
A2.DAIN [Dain]               at 18:58 PDT

Replying to 'Ken' in Category 38 Topic 7:

> The control takes some getting used to, as I'm sure I
> would find if I went back to playing Super Mario Kart on the SNES
> again as
> well.  Using the items is a bit tough, as it requires reaching up to
> the 'L'
> button with the same hand that's steering.

Ken,
  One thing that I have noticed is that I can't figure out how to remap
the buttons so that the GAS button is the "B" button(inside) instead of
the "A" Button.  I have found, that with larger hands using the "B"
button as a main button instead of "A" really changes how comfortable
experience you have especially when you have to use the shoulder
buttons.  In F-Zero: Maximum Velocity I just remapped the keys and it
was a night and day difference.


Dain Neater



 ------------
Category 38,  Topic 7
Message 24         Wed Aug 29, 2001
A2.DAIN [Dain]               at 20:37 PDT


After playing a bit more.  The control is getting much easier to handle and
this game is starting to really grow on me.  I really like the time trial
modes.  I always groove on trying to get the best possilble times ever.

I played through the 50cc circut with no problem.  Now I just need to figure
out how to unlock the SNES courses and I will be in heaven:)

Btw.  I have been using Yoshi, but I am finding that Luigi is really easy to
control.  I haven't tried anyone else yet.

Dain

 ------------
Category 38,  Topic 7
Message 25         Wed Aug 29, 2001
KGAGNE [Ken]                 at 21:01 PDT

> Btw. I have been using Yoshi, but I am finding that Luigi is really easy to
> control. I haven't tried anyone else yet.

Luigi's great.  I forget if I use him or Wario in Mario Kart 64, I tend to
default to Luigi in almost any Mario Kart.

-Ken

 ------------
Category 38,  Topic 7
Message 26         Wed Aug 29, 2001
SYNDICOMM [Sheppy]           at 23:28 PDT

I usually play Mario or Wario on Mario Kart 64.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 7
Message 27         Thu Aug 30, 2001
KGAGNE [Ken]                 at 11:52 PDT

> I just need to figure out how to unlock the SNES courses and I will be in
> heaven:)

You shouldn't go spreading rumors like that, Dain. :)

 ------------
Category 38,  Topic 7
Message 28         Thu Aug 30, 2001
A2.DAIN [Dain]               at 19:34 PDT

Replying to 'Ken' in Category 38 Topic 7:

> You shouldn't go spreading rumors like that, Dain. :)

Heh.    I wouldn't want to do that.....


Dain
Rumor Monger


 ------------
Category 38,  Topic 7
Message 29         Tue Sep 04, 2001
KGAGNE [Ken]                 at 20:41 PDT

Title       : MARIO KART SUPER CIRCUIT
Platform    : Game Boy Advance
Publisher   : Nintendo
ESRB Rating : Everyone
Game Rating : 8.3
Review by   : Ken Gagne

On your mark - get set - vroooom!

Almost a decade ago, the racing genre was expanded and redefined by
Nintendo's innocuous title, Super Mario Kart. The myriad racing courses,
fanciful items, well-known characters, and an engrossing multiplayer mode
combined into a sleeper hit that enjoyed a repeat performance on the Nintendo
64.

Now you can go-kart on the go with the Game Boy Advance sequel, Mario Kart
Super Circuit.

This racer sends players on a light-hearted circuit of various racing
kingdoms. Mario, Wario, Donkey Kong, and other Nintendo icons are behind the
wheel in five racing cups of four courses each. These all-new tracks cover a
lot of territory: beaches, deserts, clouds, and cheese. Items such as shells
and mushrooms provide players with the capability for offensive strikes,
turbo boosts, and more.

This handheld kart game is akin to its Super Nintendo counterpart, with flat
courses that lack hills or slopes. Coins decorate the landscape; picking them
up increases a driver's speed and his tolerance for being sideswiped.

Some Nintendo 64 features keeps things from getting too old-school. Triple
shell and spiny shell items are present, and are acquired by driving over 3D
rotating blocks.

As good as Mario Kart 64 was, many people - myself included - preferred the
original. With the Game Boy Advance version, Nintendo has done a perfect job
of balancing the strengths and features of both previous games.

But if you've grown accustomed to the analog steering of Mario Kart
64, or the high speed of F-Zero Maximum Velocity, you best take a few
practice laps on this game. The steering is touchy and takes some learning,
especially the jump-and-slide move necessary to take corners. The buttons
cannot be remapped from their default setting, which some players will
consider a crime; regular use of the shoulder buttons can be awkward on the
Game Boy Advance, making effective item use difficult.

Control isn't the game's only tough spot. With such a small, dark screen, it
can sometimes be hard to spot the details of the courses; for example, coins
can blend in with courses composed of cheese and desert sand. The game does
forewarn racers of the course layout by flashing arrows indicating upcoming
turns and curves. A player familiar with the track cannot disable these
signs.

The courses abound with sound effects. Each character crows or cries
according to his progress, from Mario's "Let's-a-go!" to Wario's wicked
laughter. Turtle shells, banana peels, and other gear are each also deployed
with their own effects. It's more than just ear candy; these effects
accompany the graphics to provide a better picture of what's happening, or
about to (as with the tell-tale sound of the spiny shell).

Mario Kart supports linking with up to four other Game Boy Advances. If only
one person has a copy of the game, then only race mode is accessible with
limited driver and course selection. If each person has their own Mario Kart,
these restrictions are removed, and the Battle Mode becomes available. Up to
four players can duke it out on four different courses.

Link mode sports all the fun and challenge Mario Kart is known for, but
occurs more rarely due to the hardware necessary for such a linkup.
Multiplayer mode has often been the most popular aspect of the Mario Kart
series, has has attributed greatly to its longevity. It's a shame that this
entry in the series does not easily beckon players to gather in the name of
kart battle.

Any problems with Mario Kart Super Circuit are more the fault of the hardware
than the software. These minor flaws do not diminish two overwhelming facts:
we have a new Mario Kart game, and it's on a handheld system. Whether by
yourself or by a friend, it's two great reasons to have your Game Boy a la
kart.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 3-Sep-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 8         Tue Dec 25, 2001
KGAGNE                       at 19:20 PST
Sub: Advance Wars

Tactical combat on the Game Boy Advance.  By Nintendo.

 12 messages
 ************
 ------------
Category 38,  Topic 8
Message 1          Tue Dec 25, 2001
KGAGNE [Ken]                 at 19:33 PDT

I got this game for Christmas! :)

Dain, what kind of game can I expect to play?  You had called your time with
it a "stratego time"?

-Ken

 ------------
Category 38,  Topic 8
Message 2          Thu Dec 27, 2001
A2.DAIN [Dain]               at 20:36 PDT

I really like Advance Wars.   It's kind of an "advanced" no pun intended
version of Stratego.  It's actually quite a bit like "Military Madness" a game
that graced the TurboGrafix-16.  It was fun then and it is fun now.  I still
haven't made it thorough the campaign, but it seems that I am on the last or
near the last mission of it.  It takes quite a bit of time to play out, I
figure that I will get it done by the end of next year;)

Basically the game is a turn based strategy game that sets you up with a number
of units to command.  Each unit has a unique movement range, defense rating,
attach power against certain units.  To top it off, each commander has special
abilities that in some cases can turn the tide of a battle.

It's fun.  It might not be for everyone, but it would certainly make a long
plane flight much more enjoyable.:)

Dain


 ------------
Category 38,  Topic 8
Message 3          Sat Dec 29, 2001
KGAGNE [Ken]                 at 13:42 PDT

Dain,

I'm familiar with othello and backgammon, but not stratego.  Guess I'll have
to learn. :)

I'm a bit dismayed to hear that it takes so long to finish a campaign.  A
single game of Desert Commander would take an hour, two at the most.  Can
Advance Wars not be played in similarly complete, short sessions?

-Ken

 ------------
Category 38,  Topic 8
Message 4          Mon Dec 31, 2001
A2.DAIN [Dain]               at 23:32 PDT


I wouldn't be dismayed, as you can save anytime.   Each battle can take a while
to play out.

Stratego is a board game where you have pieces that are different units that
have different strengths and weaknesses.

Dain
 ------------
Category 38,  Topic 8
Message 5          Sat Jan 19, 2002
KGAGNE [Ken]                 at 20:20 PDT

I finally started playing this game.  It's almost exactly like Desert
Commander on NES, except for these changes:

- There are towns which can be of allied, enemy, or neutral persuasion, and
can be captured by troops.

- Towns can restore damaged units.

- Most of the maps are very small - only one screen.  Desert Commander's maps
were HUGE.

- Many, many modes of play.

This game takes forever to play; getting through the 13 Field Mission
training levels took a few hours, and it took me 34 game days just to get
through the first War Room scenario ("Spann Island").  I haven't started
Campaign mode yet.

-Ken

 ------------
Category 38,  Topic 8
Message 6          Sun Jan 20, 2002
A2.DAIN [Dain]               at 21:15 PDT


Ken,
Advance wars is definitely not a sit down for a few minutes and play game.
More like sit down play and realize that you didn't get anything done in the
last hour kind of game.

:)


dain

 ------------
Category 38,  Topic 8
Message 7          Mon Jan 21, 2002
SYNDICOMM [Sheppy]           at 09:18 PDT

>>>More like sit down play and realize that you didn't get anything done in
the last hour kind of game.

Only an hour? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 38,  Topic 8
Message 8          Mon Jan 21, 2002
A2.DAIN [Dain]               at 21:31 PDT

>>Only an hour? :)

Well, it depends on the player.


Dain

 ------------
Category 38,  Topic 8
Message 9          Tue Jan 22, 2002
KGAGNE [Ken]                 at 20:03 PDT

I'm starting to get into some tough missions.  Mission 7 gave the opposing
forces lots of aerial units that could demolish my units in one strike, and
the Fog of War didn't help matters.  After losing the first time, I tried
letting him come to me.  I'd have to sacrifice a unit to lure one of his, but
then I'd surround and destroy it.  A costly battle, but I had more units in
the end.

I don't like the War Room scenarios, where both I and the enemy have bases
which can produce more units.  These battles go on forever.

-Ken

 ------------
Category 38,  Topic 8
Message 10         Sat Jan 18, 2003
KGAGNE [Ken]                 at 13:56 PDT

Nintendo has announced Advance Wars 2.  No further details at this time...

 ------------
Category 38,  Topic 8
Message 11         Sun Jan 19, 2003
A2.DAIN [Dain]               at 09:27 PDT


Neat.  I find the Hand Held original Advance Wars to be lots of fun.  I always
love strategy games where you don't end up Micro Managing so many things that
it sucks the fun out of it.

Dain
 ------------
Category 38,  Topic 8
Message 12         Sat Feb 04, 2006
KGAGNE [Ken]                 at 16:46 PDT

Here's the precursor to "Advance Wars":

http://schwillz.com/descreview.html

 ------------
 ************
Topic 9         Tue Feb 19, 2002
A2.DAIN                      at 21:26 PST
Sub: Golden Sun

Discussion of Golden Sun, a Game Boy Advance role-playing game (RPG) developed
by Camelot Software and published by Nintendo.

 4 messages
 ************
 ------------
Category 38,  Topic 9
Message 1          Tue Feb 19, 2002
A2.DAIN [Dain]               at 21:31 PDT


I recently picked up Golden Sun and have been pleasantly surprised. It's a
console Role Playing Game much like Final Fantasy II and III for the Super
Nintendo.

So far it has been fun, but the first half hour of the game was really
difficult to follow(could be Sleep Deprivation though:).  Once I got past that
part the game has been kind of fun.

The Magic System is a lot like Final Fantasy III where you find Djinn that can
be 'equipped' by anyone and they employ certain powers to the wielder.  If fact
they seem to actually change your class altogether.

It's kept my interest so far.  Let's hope it stays that way.

Dain
 ------------
Category 38,  Topic 9
Message 2          Sun Aug 25, 2002
KGAGNE [Ken]                 at 21:48 PDT

I've yet to find a release date for the Golden Sun sequel.  I think it came
out in June in Japan, but there's nothing definite for the North American
market just yet.

-Ken

 ------------
Category 38,  Topic 9
Message 3          Mon Aug 26, 2002
A2.DAIN [Dain]               at 19:54 PDT


I've heard that this game won't be released til early next year.  Nintendo
doesn't like to position these relatively unknown titles for high sales though.
 Last year it went head to head with the Gamecube launch.

Dain
 ------------
Category 38,  Topic 9
Message 4          Sun Jan 19, 2003
A2.DAIN [Dain]               at 09:39 PDT


I finally finished Goldden Sun for the GBA.  I bought this title a year ago or
so.  It was far from a perfect game, but it really had some great visuals for a
handheld game.  Visually it would have stood out with the best of the 16 bit
line of RPGs, but it lacked a bit in the storytelling department.  You never
knew what the bad guys were up to.  The Final Fantasy games always seem to give
you a good glimpse of the evil minds plotting and planning.   Also, the Final
Fantasy games were always so good at pushing the mood of the story through
music, but this game seemed to try to do that, but failed to evoke much
emotion.  The battle system was a bit unbalanced towards the characters always
using Magic.  While the battles can be incredibly cool, sometimes less is more.
 Every battle has you using these over the top full out attacks, when there
should be some kind of limits on them so that you feel inclined to use them
less often, or when in dire need.  You find weapons along the way, but I
started to wonder at times why they even bothered..you rarely have to use them.

It was still a fun game and a very good first rpg effort from Camelot Software
Planning.  There is a sequel coming out soon, I hope they address some of these
issues.

Dain
 ------------
 ************
Topic 10        Sat Jan 31, 2004
A2.DAIN                      at 14:06 PST
Sub: Metroid Fusion & Zero Mission

Discuss the GBA Metroid offerings here.

 5 messages
 ************
 ------------
Category 38,  Topic 10
Message 1          Sat Jan 31, 2004
A2.DAIN [Dain]               at 14:10 PDT


Monday or Tuesday a re-mix of the original Metroid is coming out on the Gameboy
Advance.  The game will basically be a graphically souped up version of the
original with added cut scenes (little text and no voice though).  Also as
added it bonus is seems there is about 1/3 more game that continues after where
the end of the original left off.  I think I've also read that the little cart
contains also the "original NES" game version on it.

I've not been gaming hardly at all lately, but I might look into picking this
up.:)  Looks like 2004 is going to have two Metroid games.  I really have
enjoyed both Metroid Fusion and Metroid Prime.

Dain





 ------------
Category 38,  Topic 10
Message 2          Sat Jan 31, 2004
KGAGNE [Ken]                 at 15:12 PDT

I would love to give the original Metroid Prime another spin, but I've not
even played Metroid Fusion yet.  I want to beat that game (or get my hands on
a completed copy) and connect it to my GameCube to unlock the original Metroid
on the big screen.

Of course, I could just get Zero Mission and play it in my Game Boy Player. :)

-Ken

 ------------
Category 38,  Topic 10
Message 3          Sun Feb 01, 2004
A2.DAIN [Dain]               at 18:23 PDT


I kind of wish I had a gameboy player, but I was thinking that playing Metroid
Fusion with that out of the way D-pad would be annoying at best.  The picture
would definitely be better on the TV:)

Dain

 ------------
Category 38,  Topic 10
Message 4          Tue Feb 03, 2004
KGAGNE [Ken]                 at 19:30 PDT

This game is getting really good reviews.  Apparently, not only has the
gameplay been updated, but there's a whole new area that's dropping the jaws
of Metroid veterans everywhere, and which also offers new backstory to the
series.

Mmm... I want!

-Ken

 ------------
Category 38,  Topic 10
Message 5          Wed Feb 04, 2004
A2.DAIN [Dain]               at 22:04 PDT


I'm still trying to get through Metroid Fusion:)  I plan on tackling the next
in the series...or is it the first:)  I'm hoping there will be
some good sales on it:)

Dain

 ------------
 ************
Topic 11        Thu May 27, 2004
KGAGNE                       at 12:07 PST
Sub: The Legend of Zelda

The Legend of Zelda: Four Swords, as well as the original Legend of Zelda.

 1 message
 ************
 ------------
Category 38,  Topic 11
Message 1          Thu May 27, 2004
KGAGNE [Ken]                 at 19:36 PDT

On June 8th, the original Legend of Zelda will be one of several original NES
titles released for the Game Boy Advance, at the affordable price of $20.

I never got my hands on the Zelda bonus disc for GameCube last year, which
included this title.  So I'm going to buy the GBA cart and pop it into my Game
Boy Player.  Same thing. :)

-Ken

 ------------
 ************
Topic 12        Sun Aug 29, 2004
A2.DAIN                      at 19:45 PST
Sub: Mario vs. Donkey Kong

Discussion on Nintendo's follow up to Donkey Kong '95.

 1 message
 ************
 ------------
Category 38,  Topic 12
Message 1          Sun Aug 29, 2004
A2.DAIN [Dain]               at 19:51 PDT


I went looking for a game that I could play and not have to invest a hours at a
time to get anywhere.  I found Mario Vs. Donkey Kong.  So far it's been a fun
challenge.  The game consists of fairly small two part levels.  The first part
involves somehow getting to the key and then getting the key back to open the
door. Once inside you have to find the "mini-toy Marios" that Donkey Kong has
stolen.  when you rescue them you then have to lead them through a level to the
toy box, without any harm coming to them.  Once inside..the number of
Mini-Marios you've saved determines how many hits you can take on your final
battle for that world, with Donkey Kong.

It's a great game especially for someone who just wants a quick gaming fix.

Dain

 ------------
Category 39 Other Handhelds & Portables
 ************
Topic 1         Sat May 12, 2001
KGAGNE                       at 13:10 PST
Sub: General Discussion

General discussion of non-Game Boy portables.

 22 messages
 ************
 ------------
Category 39,  Topic 1
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:14 PDT

Anyone here have a Wonderswan? :)

 ------------
Category 39,  Topic 1
Message 2          Sat Oct 13, 2001
SYNDICOMM [Sheppy]           at 22:27 PDT

>>>Anyone here have a Wonderswan? :)

A what? :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 1
Message 3          Sun Oct 14, 2001
A2.RYAN                      at 00:30 PDT

What's a Wonderswan?

I hope it's not like a Wonderbra :)

Ryan M. Suenaga, M.S.W., L.S.W.
Chief Sysop Pro Tem
Delivered by alpha CoPilot v2.55
Offline Syndicomm.com Message Manager


 ------------
Category 39,  Topic 1
Message 4          Sun Oct 14, 2001
KGAGNE [Ken]                 at 08:20 PDT

> What's a Wonderswan?
>
> I hope it's not like a Wonderbra :)

I'll leave it to the Singles Forum to debate which is more fun. ;)

The WonderSwan is a Japanese handheld video game system, developed by Bandai.
The original B&W model was released in 1999, followed by the WonderSwan Color
in 2000.  It's more powerful than a Game Boy Color, but not the Game Boy
Advance.  Regardless, the WonderSwan has only 8-10% of the handheld market
share in Japan, with Nintendo's handhelds holding the rest.

Oddly, the WonderSwan enjoyed great support from Squaresoft, who has remade
several of their Final Fantasy games for the system.

-Ken

 ------------
Category 39,  Topic 1
Message 5          Mon Oct 15, 2001
A2.DAIN [Dain]               at 16:02 PDT



A little know fact is that the wonderswan was developed by Gumpei Yokoi(I
think I just butchered the spelling).  Anyway, he is the creator of the
original Gameboy for Nintendo and he was also the co-designer of Donkey Kong.
He invented the cross directional pad (seen on anything Nintendo and lots of
other systems).   He was in charge of creating the Super Nintendo.  Other
creations of hi include "Metroid", "Metroid II" and of course "Super Metroid".

Not sure if he had much input on the Wonderswan Color since he was tragically
killed in a car accident in 1997.  He was one of the great ones.

His lone failure came in the form of the Virtual Boy, but it must be said that
he was given a technology and told to make something out of it.  It was the
best anyone could have done, believe me.


Dain.

 ------------
Category 39,  Topic 1
Message 6          Wed Jan 30, 2002
KGAGNE [Ken]                 at 19:15 PDT

Wow.  I never intended to have one, but I'm thrilled to have been given a
WonderSwan as a gift.  Rob Boyd, who's written several gaming columns for
Gamebits, is currently finishing a two-year mission preaching Christianity in
Taiwan, where he picked up one of these handhelds for me.  He included in the
package the Gunpey, a puzzle game supposedly named after Gumpei Yokoi,
creator of the Metroid series of games. (see Dain's previous message in this
topic)

Another system for my collection! :)

-Ken

 ------------
Category 39,  Topic 1
Message 8          Sat Nov 16, 2002
A2.DAIN [Dain]               at 08:29 PDT


No one has, but then no one been smart about it.  Most hand helds that have
tried to compete have been with no software, and/or way too expensive.  I don't
think that Nintendo is indestructable in this market.  I just think it would be
very tough.  I aways welcome new machines.

Dain
 ------------
Category 39,  Topic 1
Message 9          Sun Nov 17, 2002
KGAGNE [Ken]                 at 08:57 PDT

> Most hand helds that have tried to compete have been with no software

It's a Catch-22, I think: so many software publishers (even Microsoft) are
enjoying Nintendo's hold on the market, that they would be hard-pressed to
find reasons to publish for any other handheld system.  Sega supported Tiger's
game.com, and will support Nokia's phone as well, but even though they're a
big-name game publisher, I don't think it's enough.

This Christmas, the best Game Boy games are from Nintendo (Zelda, Mario,
Metroid) and Konami (Contra, Castlevania, Yu-Gi-Oh).  I don't see anything
like that on any other handheld.

-Ken

 ------------
Category 39,  Topic 1
Message 11         Wed Nov 20, 2002
KGAGNE [Ken]                 at 11:23 PDT

CNN examines two rival gaming cell phones from Sprint and Verizon:

http://www.cnn.com/2002/TECH/fun.games/11/19/cell.games.ap/index.html

 ------------
Category 39,  Topic 1
Message 20         Mon Dec 13, 2004
KGAGNE [Ken]                 at 03:26 PDT

CNN.com reports that playing handheld toys before surgery works better for
kids than a sedative:

http://www.cnn.com/2004/HEALTH/12/09/hospitals.gaming.ap/index.html

 ------------
Category 39,  Topic 1
Message 21         Mon Jan 30, 2006
KGAGNE [Ken]                 at 14:19 PDT

Coming soon, the Microsoft xPod

And sometimes the new enemies are old enemies: Microsoft reportedly is
considering a portable version of its popular Xbox videogame console. In
addition to playing games, the device -- call it the "xPod" -- would play
music and video, too, putting Microsoft in direct competition with Apple's
iPod business, as well as Sony's PlayStation Portable. Microsoft would also
be competing with current partners like Creative Technology and iRiver, which
currently use Microsoft technology in their players.

Source: <http://money.cnn.com/2006/01/27/technology/browser0127/index.htm>

 ------------
Category 39,  Topic 1
Message 22         Thu Oct 05, 2006
KGAGNE [Ken]                 at 08:58 PDT

Read about the life and death of the Gizmondo:

http://wired.com/wired/archive/14.10/gizmondo.html

 ------------
 ************
Topic 3   CLOSED Sat May 12, 2001
KGAGNE                       at 14:10 PST
Sub: News Posts

News items on other handhelds.  Staff posts only.

 3 messages
 ************
 ------------
Category 39,  Topic 3
Message 2          Wed Oct 19, 2005
KGAGNE [Ken]                 at 19:41 PDT

NEW YORK (CNN/Money) - Two years ago, Nokia introduced the N-Gage, which
quickly became viewed (by the community, if not the industry) as one of the
worst hardware launches in gaming history. Hold on to your hats, folks: Here
we go again.

Tiger Telematics is attempting to get a piece of the lucrative handheld
market, with the U.S. launch of the Gizmondo. It's planned to take place
Saturday, roughly one year after the Gizmondo launched in the U.K. The
company's definition of 'launch' is a bit nebulous, however (more on that in
a moment).

Story continues at
http://money.cnn.com/2005/10/19/commentary/game_over/column_gaming/index.htm

 ------------
Category 39,  Topic 3
Message 3          Wed Aug 30, 2006
KGAGNE [Ken]                 at 11:24 PDT

PERFORMANCE DESIGNED PRODUCTS HELPS KONAMI CELEBRATE 25 YEARS OF CLASSIC
FROGGER FUN WITH NEW VG POCKET "TABLET" PORTABLE GAMING SYSTEM

LOS ANGELES -- Aug 29th, 2006 - As Frogger begins the countdown to his silver
anniversary, Performance Designed Products (PDP) is planning to participate
in the celebration. The company has partnered with Konami Digital
Entertainment, Inc. to create a new VG Pocket portable handheld gaming
device, "Tablet" a portable game system featuring a brilliant color screen,
packed with 25 classic 8-bit games, including Konami's timeless classic
Frogger. The "Tablet" will be available in September at retailers across
North America.

The "Tablet" will feature a 2.0" backlit TFT LCD display screen housed in a
colorful round shell available in an off white, lime green, magenta and
orange. The system will allow gamers to enjoy their favorite 8-bit games from
the past, including the fan-favorite Frogger. Gamers will enjoy endless hours
of portable gameplay on the "Tablet" for the suggested retail price of only
$29.99.

The gaming system will have optional plug 'n play capabilities so that
players can experience their favorite arcade games on a television screen. An
A/V cable that provides TV connectivity will be sold separately in a kit at
$9.99. Each kit will also include a stylish case to store and keep the
console protected when not in use.

"PDP is honored to participate in the celebration of the 25th anniversary of
Frogger with the launch of the 'Tablet' from our line of VG Pocket portable
game systems," said Paul Chen, VP of Licensing and Content at Performance
Designed Products. "Additional 8-bit games on the 'Tablet' offer even more
retro fun for older gamers who played these games decades ago, along with new
gamers who will be introduced to them for the first time."

"Konami chose to license content to PDP for their VG Pocket systems because
we feel the systems will showcase our classic titles in a positive and fun
way, while also introducing them to new audiences who may not have seen them
before," said Daniel Kletzky, vice president, merchandise licensing, Konami.
"Kids and new casual gamers probably have not been exposed to Frogger, and
the Tablet is a great way to introduce these demographics to the brand, and
help in celebrating its 25th anniversary."

To get the full experience and first taste of the gameplay-please visit the
new interactive website www.vgpocket.com <http://www.vgpocket.com/>

About Performance Designed Products

Performance Designed Products (PDP) headquartered in Los Angeles, CA, is a
creative think tank that designs, develops and manufactures innovative
portable video game systems, console game accessories and audio peripherals
for the consumer electronics channel. PDP is the parent company to four
exciting brands: Pelican, the premier 3rd party video game accessory company
in North America; Score, an innovative offering of video game cases and bags;
Headbanger Audio, a high-end line of performance cables and audio products;
and VG Pocket, showcasing a line of entry and mid level Portable Gaming
Systems. Performance Designed Products is committed to providing consumers
with quality inventive products to enhance their entertainment experience and
lifestyle.

About Konami

Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

 ------------
 ************
Topic 17        Sat May 12, 2001
KGAGNE                       at 15:21 PST
Sub: Neo*Geo Pocket Color

SNK's Neo*Geo Pocket Color handheld.

 1 message
 ************
 ------------
Category 39,  Topic 17
Message 1          Sun Jul 15, 2001
KGAGNE [Ken]                 at 22:43 PDT

In 1999, SNK released in America the Neo*Geo Pocket Color, a handheld system
with real potential.  I think it had a 16-bit processor and was in color -
much better than the Game Boy.

But with Nintendo's stranglehold on the portable market, SNK never stood a
chance.  In June 2000, SNK abandoned the American market and recalled all
their products still on store shelves.

A few weeks later, Nintendo released a Game Boy Color version of Crystalis, an
adventure game originally released for the Nintendo a decade earlier... by
SNK.

-Ken

 ------------
 ************
Topic 24        Sat May 12, 2001
KGAGNE                       at 15:22 PST
Sub: Virtual Boy

Nintendo's 32-bit, black-and-red portable.

 3 messages
 ************
 ------------
Category 39,  Topic 24
Message 1          Sat Jun 16, 2001
KGAGNE [Ken]                 at 13:57 PDT

This system was released in 1995, followed by a grand total of 14 games.

Galactic Pinball (Nintendo) - August 1995
Golf (Nintendo) - November, 1995
Jack Bros. (Nintendo) - October, 1995
Mario Clash (Nintendo) - October, 1995
Mario's Tennis (Nintendo) - August, 1995
Nester's Funky Bowling (Nintendo) - February, 1995
Panic Bomber (Nintendo) - December 1995
Red Alarm (Nintendo) - August 1995
Teleroboxer (Nintendo) - August 1995
Tetris 3-D (Nintendo) - March 1996
Vertical Force (Nintendo) - December, 1995
Virtual League Baseball (Kemco) - September 1995
Wario Land (Nintendo) - November 1995
Waterworld (Ocean) - December 1995

Source: http://www.nintendo.com/systems/vb/vb_overview.jsp

 ------------
Category 39,  Topic 24
Message 2          Mon Oct 15, 2001
KGAGNE [Ken]                 at 16:15 PDT

Continued from Cat 39, Top 1, Msg 5:

Gumpei Yokoi left Nintendo due to the Virtual Boy being a failure.  He founded
his own technology company, and was driving home one evening when his car was
involved in a minor accident.  He pulled to the side of the road and was
inspecting the damage when he was hit by another car and died.

Basically, if the Virtual Boy had been a success, Mr. Yokoi would still be
alive.

The world hasn't had a new Metroid game since he died, either.

-Ken

 ------------
Category 39,  Topic 24
Message 3          Thu Aug 03, 2006
KGAGNE [Ken]                 at 16:00 PDT

Here is a list of the best games for the Virtual Boy - not that there were
many to choose from...

http://www.racketboy.com/retro/2006/08/games-that-defined-nintendo-virtual.html

 ------------
 ************
Topic 29        Sun May 27, 2001
SYNDICOMM                    at 00:01 PST
Sub: Sega Game Gear

Sega's 8-bit, color handheld.

 10 messages
 ************
 ------------
Category 39,  Topic 29
Message 1          Sun May 27, 2001
SYNDICOMM                    at 00:01 PDT

I have one of these, which I love, except the pad controller is getting a
little flaky.  Anyone know if there are any treatments for that?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 29
Message 2          Sat Jun 02, 2001
KGAGNE [Ken]                 at 15:40 PDT

Sheppy,

In what way is the pad flaky?  If it sticks or is unresponsive, cleaning the
gunk out of the sides may help.  Try using a cotton swab.

-Ken

 ------------
Category 39,  Topic 29
Message 3          Sat Jun 02, 2001
SYNDICOMM                    at 16:50 PDT

It's unresponsive at times, but I can't see any gunk.  Anyone know if it's
reasonably safe to open this thing up (in terms of ability to reassemble it)?

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 29
Message 4          Sat Jun 02, 2001
KGAGNE [Ken]                 at 17:50 PDT

Sheppy,

I've opened my NES and PSX a few times each (have the leftover screws to prove
it), and both still work.  I've never had the pleasure of even holding a Game
Gear, however, so I can't give any advice on this piece of hardware.  Sorry.

-Ken

 ------------
Category 39,  Topic 29
Message 5          Sat Jun 16, 2001
KGAGNE [Ken]                 at 13:59 PDT

Dain mentioned in another topic that you can still buy new Game Gears.
Originally released in 1991, the Sega Game Gear has been rereleased as an
alternative to the Game Boy by Majesco Sales, the company also responsible for
the Genesis model III.  The Game Gear can be found at stores such as Toys R Us
for an MSRP of $29.99.

-Ken

 ------------
Category 39,  Topic 29
Message 6          Thu Apr 17, 2003
SYNDICOMM [Sheppy]           at 13:23 PDT

SEGA has begun porting Game Gear games to the Palm Tungsten T.  They just
released the first five, with more to come.  They're available in demo form as
downloads, and can be purchased for $19.95 apiece.

Among them are Sonic the Hedgehog, Super Columns, and a couple of other games
that sound like fun.

I already downloaded Sonic, and it plays great.  The only fault I have with it
isn't really their fault -- the sound is very reminiscent of a 1995 handheld
game machine. :)

Check 'em out at http://www.palm.com/sega

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 29
Message 7          Thu Apr 17, 2003
KGAGNE [Ken]                 at 19:23 PDT

Sheppy,

> I already downloaded Sonic, and it plays great. The only fault I have with it
> isn't really their fault -- the sound is very reminiscent of a 1995 handheld
> game machine. :)

Shouldn't it, though?

 ------------
Category 39,  Topic 29
Message 8          Thu Apr 17, 2003
A2.DAIN [Dain]               at 20:51 PDT


You should see the handheld GT car racing game that is out there.  Talk about
bad sound for the Tungsten T.;)


Dain

 ------------
Category 39,  Topic 29
Message 9          Fri Apr 18, 2003
SYNDICOMM [Sheppy]           at 19:33 PDT

>>>Shouldn't it, though?

Possibly, but I'd rather they redo the sound for the higher capabilities the T
has.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 29
Message 10         Thu Apr 24, 2003
KGAGNE [Ken]                 at 11:57 PDT

Sheppy,

The original Sonic Adventure game, a launch title for the Sega Dreamcast on
9/9/99, will be released in a director's cut edition for the Nintendo GameCube
this June.

Unlockable bonuses include 12 Game Gear titles.

-Ken

 ------------
 ************
Topic 34        Wed Jul 30, 2003
KGAGNE                       at 20:00 PST
Sub: Sony PSP

Sony's PlayStation Portable.

 72 messages
 ************
 ------------
Category 39,  Topic 34
Message 2          Thu Jul 31, 2003
KGAGNE [Ken]                 at 13:57 PDT

PSP stats:

Core:

- MIPS R4000 32-Bit core
- 128 bits bus
- 1.333 MHz @ 1.2V
- 8 MT main storage (OD RAM)
- bus Bandwidth: 2.6 GB/sec
- i-Cache/D-Cache
- FPU, VFPU (Vector unit): @ 2.6 GFlops
- 3D-CG Extended Instructions

Graphics:

- MIPS R4000 32-Bit core
- 128 bits bus
- 1~333 MHz @ 1.2V
- Sub MEMORY: 2MB (OD RAM) @ 2.5 GB/sec
- i-Cache/D-Cache
- 90nm CMOS

Audio:

- Reconfigurable DSPs
- 128 bits bus
- 166 MHz @ 1.2V
- 5 Giga operation/sec
- CODECS
- 3D sound, Multi Channel
- Synthesizer, Effecter

 ------------
Category 39,  Topic 34  [MOVED]
Message 3          Wed Jul 30, 2003
KGAGNE [Ken]                 at 20:00 PDT

CNN.com talks about the wireless technology to be employed in the PSP:

http://www.cnn.com/2003/TECH/fun.games/07/30/sony.playstation.reut/index.html

 ------------
Category 39,  Topic 34
Message 4          Fri Aug 08, 2003
KGAGNE [Ken]                 at 15:59 PDT

Here's a PSP "chip block diagram":

http://www.polygonmag.com/ftp/media/pspin.jpg

 ------------
Category 39,  Topic 34
Message 5          Fri Aug 08, 2003
A2.DAIN [Dain]               at 22:33 PDT

The PSP has some pretty impressive specs for a handheld.  I'm not sure
if the price tag is something that will be viable as a mass market item
though.

Dain


 ------------
Category 39,  Topic 34
Message 6          Mon Mar 01, 2004
KGAGNE [Ken]                 at 10:05 PDT

The American launch of the PSP has been delayed until 2005.

In a separate report, many developers are stating it is not the easiest
handheld with which to work.

-Ken

 ------------
Category 39,  Topic 34
Message 7          Mon Mar 01, 2004
A2.DAIN [Dain]               at 20:50 PDT


Handheld developers and console developers are a different breed.  The
limitations are things that not a lot of people can adjust to.  Still sounds
interesting.  We'll have to wait and see.

Dain
 ------------
Category 39,  Topic 34
Message 8          Wed Mar 24, 2004
SYNDICOMM [Sheppy]           at 16:38 PDT

A lot of game systems that are rushed to market are a little hacky under the
covers, making them hard to develop for.  Sega rushed far too many units to
market, resulting in impossible-to-develop-for boxes that flopped.  The Sega
Saturn was one of these.

I wonder if PSP is suffering from the same effect.

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 39,  Topic 34
Message 9          Thu Mar 25, 2004
A2.DAIN [Dain]               at 19:59 PDT


The Sega Saturn was a bear to develop for, from what I have read it was the
Dual Hitachi CPU nature of the beast that developers were having a hard time
with .  I think most developers at the time were still more familiar with the
Motorola 68000 series CPU.

The PSP hasn't even been released yet, so if the amount of software isn't there
yet, then they are doing a good thing by waiting until more is ready.

It should be interesting to see it develop though.

Dain

 ------------
Category 39,  Topic 34
Message 10         Wed May 12, 2004
KGAGNE [Ken]                 at 13:35 PDT

Sega Confirms Content for PlayStation(R)Portable (PSPTM)
"Puyo Pop Fever" and "Project S (temporary title)"

ELECTRONIC ENTERTAINMENT EXPO (E3), LOS ANGELES (May 11, 2004) -- SEGA
Corporation (Head office: Ota-ku, Tokyo, Japan; CEO and President: Hisao
Oguchi, hereinafter referred to as SEGA) has confirmed plans to develop
content for PlayStation(R)Portable (PSPTM), a handheld video game system,
which Sony Computer Entertainment Inc. plans to release at the end of 2004 in
Japan.

SEGA's commitment to the platform starts with the definitive version of one
of electronic gaming's most popular puzzle titles, Puyo Pop Fever. SEGA is
also developing new titles that take advantage of the PSP's technology, such
as a completely new game Project S (temporary title), and it will continue to
develop and publish titles in the future.

PSP is a handheld video game system featuring cutting-edge technology. The
unit offers superior graphics display performance and high-end sound
reproduction (7.1 channel surround). Also built into the PSP are cutting edge
network features; the system is equipped with wireless LAN as a standard.
SEGA is devoted to the development of titles that will make the most of PSP
hardware.

Yuji Naka, SEGA's executive managing director and general manager of
Development Head Office comments, "I am excited to announce SEGA's initial
software plans for the new PSP platform which offers truly high performance
and efficient graphics display and incredible sound quality. Given its
technical strengths, SEGA regards PSP as a handheld video game system with
great potential. We are presently developing Puyo Pop Fever and Project S
(temporary title), and we will propose a new style of gaming and
entertainment that maximizes the features unique to PSP, such as network
communication battle via wireless LAN and the "face-to-face" system that
utilizes the 16:9 widescreen TFT LCD. Please look forward to future SEGA's
titles."

< Titles to be released:>
* "Puyo Pop Fever Release date: (TBD)/ Price (TBD)

* "Project S (temporary title) Release date: (TBD)/ Price (TBD)

CONTACT:
PR Team, Marketing Controlling Department
Sega Corporation
Phone: +81-(3)-5736-7186
Fax: +81-(3)-5736-7195
PlayStation is a registered trademark of Sony Computer Entertainment Inc. PSP
is a trademark of Sony Computer Entertainment Inc.

Company names and product titles mentioned in this document are each
company's registered trademarks or brands.

 ------------
Category 39,  Topic 34
Message 11         Sat Sep 25, 2004
KGAGNE [Ken]                 at 05:21 PDT

EA SET TO SHIP TWO BLOCKBUSTER TITLES
FOR SONY PLAYSTATION PORTABLE IN JAPAN

Additional Titles Slated To Support North American Hardware Launch

Tokyo, Japan, September 24, 2004 - At the annual Tokyo Game Show today,
Electronic Arts (Nasdaq: ERTS) announced that it will ship Need for Speed(TM)
Underground Rivals and Tiger Woods PGA TOUR(R) Golf for the PlayStation(R)
Portable (PSPTM) handheld videogame system when the new console launches in
Japan. Inspired by hit franchises, both games will be customized and
optimized for the new system. The games are being developed in EA Canada by
Team Fusion, an elite group of approximately 150 game designers specializing
in development for the PSP. These two titles will ship in North America
alongside NBA STREET and NFL STREET as well as two other unannounced games
when the system reaches that market in spring 2005.

"The launch of the PlayStation(R)2 taught us that it is essential to deliver
first-rate games from day one. We've assembled Team Fusion to do just that,"
said Warren Wall, Executive Producer and Director of Team Fusion. "Our PSP
games will be tailored for the new system in every way - graphics, gameplay
and sound. We plan to kick off the PSP launch with a bang!"

Need for Speed Underground Rivals and Tiger Woods PGA TOUR Golf for the PSP
will benefit from a multitude of customizations that have been specifically
designed for the console's unique 16:9 screen and the portable gameplay style
afforded by the system. True to its tuner culture roots, NFSUR will feature
all new tracks and environments, Japanese custom cars and American muscle
cars, Head-to-Head rivalry using Wi-Fi multiplayer as well as brand new
PSP-specific modes.

Like Need for Speed Underground Rivals,, the PSP edition of Tiger Woods PGA
TOUR Golf uses Wi-Fi multiplayer to pit golfers against one another in
Head-to-Head play as well as introduces players to all new ways of playing
golf using new modes that capitalize on the PSP hardware features. Players
can compete against the pros from past and present on the Legend TOUR or they
can opt to stick with classic Tiger Woods courses. Either way - this game
asks, are you up for the challenge?

EA has dedicated resources worldwide to the creation of the first generation
of the PSP titles. Over 150 people from within EA development studios are
hard at work on creating the games, which will be drawn from the extensive
stable of hit franchises including top-sellers from all three brands; EA
GAMES(TM), EA SPORTS(TM) and EA SPORTS BIG(TM).

###

About Electronic Arts Electronic Arts, headquartered in Redwood City,
California, is the world's leading interactive entertainment software
company. Founded in 1982, EA posted revenues of $2.96 billion for fiscal
2004. The company develops, publishes, and distributes interactive software
worldwide for video game systems, personal computers and the Internet. In
2003, EA had 27 titles that sold more than one million copies. Electronic
Arts markets its products under three brand names: EA SPORTS(TM), EA
GAMES(TM) and EA SPORTS BIG(TM). EA's homepage and online game site is
www.ea.com. More information about EA's products and full text of press
releases can be found on the Internet at http://info.ea.com.

Electronic Arts, EA, EA SPORTS, EA SPORTS BIG, EA GAMES and Need for Speed
are trademarks or registered trademarks of Electronic Arts Inc. in the U.S.
and/or other countries. NFL, NBA, Tiger Woods and PGA TOUR are trademarks of
their respective owners and used with permission. PlayStation is a registered
trademark and PSP is a trademark of Sony Computer Entertainment Inc. All
other trademarks are the property of their respective owners.
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The PSP will launch in Japan on December 12th:

http://www.digitmag.co.uk/news/index.cfm?NewsID=4535
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Ignition Unveils Awesome
PSP(tm) Handheld Entertainment System Launch Title
Mercury To Debut On PSP System

Glenview, IL - November 18, 2004 - Ignition Entertainment unveiled today the
first official details of PSP(tm) Handheld Entertainment System launch title
Mercury - an innovative new concept in videogame entertainment from industry
icon Archer Maclean and his team at Awesome Studios.

Mercury is a refreshingly unique game with roots in many genres. Mercury
provides an addictive challenge through its simple gaming mechanic. Players
"tilt" each level to maneuver the blobs of mercury, with various switches,
platforms, obstacles, and hazards standing between level goals.

Powering Mercury is a sophisticated engine that calculates every gloopy part
of the liquid metal as it bends and melds around everything in its path. As
the digitized mercury smoothly ebbs and flows under such simple controls,
players experience the purest form of gaming.

While the controls are simple, the game itself is extremely addictive. Puzzle
elements include splitting the mercury into several colored component parts,
each affected by the degree of tilt, in order to open gates and activate
switches. The maze-like environments require lateral thinking in order to
navigate the mercury from start to finish. The sprawling 3D levels require
clever, yet hit-yourself-when-you-work-it-out solutions.

"Without exception, everyone who has seen the early versions of Mercury
behind the scenes has immediately loved it," reveals Archer Maclean of
Awesome Studios. "It's an incredible game that will define a new genre.
Coding it to run this fast has been very complicated, but the results are
impressive. We're delighted to be able to work with Sony Computer
Entertainment in making this a PSP launch title. It's just perfect for the
format."

"We look for Mercury to catch on with game players like wildfire," adds Ellen
Fuog, president of Ignition USA. "It's one of the most innovative and
creative ideas for a game we've seen in a long while."

Mercury will be published by Ignition Entertainment as a PSP launch title.
Further versions will follow.

About PSP Handheld Entertainment System
PSP is a new handheld video game system that allows users to enjoy 3D games,
with high-quality full-motion video and high-fidelity stereo audio. With
graphics rendering capability comparable to that of PlayStation 2, PSP
features a 4.3 inch widescreen, high-resolution TFT display. PSP also adopts
a newly developed compact, but high-capacity (1.8GB) optical disc, with
Universal Media Disc (UMDTM) as its storage medium. With a wide range of
accessories and connectivity options, including Memory Stick, USB 2.0, IR
port and WiFi wireless LAN, PSP is the new entertainment platform from
PlayStation.

About IGNITION ENTERTAINMENT LIMITED
Ignition Entertainment Limited is a privately owned software developer and
publisher. Ignition was created by a core team of gaming industry veterans
with the purpose of building upon their successful track record within the
international games industry, and to bring a fresh new approach to both the
development and distribution of original gaming product. You can find more
information about IGNITION ENTERTAINMENT LIMITED at
http://www.ignitionent.com

###
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CNN.com reports that the sony PSP is doing well in Japan:

http://www.cnn.com/2004/BUSINESS/12/13/japan.sonypsp.reut/index.html
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CAPCOM(R) ANNOUNCES DARKSTALKERS CHRONICLE(TM): THE CHAOS TOWER FOR
PSP(TM) handheld Entertainment system

- Legendary Night Warriors to Support North American Hardware Launch-

SUNNYVALE, Calif. -- January 5, 2005-- Capcom(R), a leading worldwide
developer and publisher of video games, today announced plans to release
Darkstalkers Chronicle(TM): The Chaos Tower for the PSP(TM) handheld
entertainment system. This hard hitting fighting game summons the return of
Capcom's greatest monster warriors to once again battle for control of the
night. This fierce brawler not only encompasses all 18 menacing characters
from the five critically acclaimed installments of the franchise, it is also
remastered to include additional content with Wi-Fi functionality.
Darkstalkers Chronicle: The Chaos Tower will redefine hand held 2D fighting
by delivering the quintessential arcade game to PSP handheld system owners.
Darkstalkers Chronicle: The Chaos Tower is set for release throughout North
America with the launch of the PSP handheld.

"Darkstalkers Chronicle: The Chaos Tower is the first handheld fighting game
to actually exceed its arcade and home console predecessors," said Todd
Thorson, director of marketing Capcom Entertainment.  "With all new game
modes to the franchise and wireless battles, Darkstalkers Chronicles on the
PSP is a must have."

Darkstalkers Chronicle: The Chaos Tower possesses a compelling cast of
monster warriors, each possessing their own unique fighting skills and
abilities including Demitri Maximoff, the Vampire; Jonathan Talbain, the
English Werewolf; Victor von Gerdenheim, the Frankenstein Monster; Lord
Raptor, an Australian undead hard rocker; Anakaris, the Mummy; Rikuo, a
Brazilian Merman; Sasquatch, the Canadian Snowman; and Felicia, the Cat
Woman.

Featuring cutting-edge technology and superior graphics display performance,
the PSP handheld system completely captures the series' trademark visuals and
control.  With its unparalleled high resolution, 16:9 widescreen display,
gamers will have the option of selecting between two different screen
settings, wide or normal resolutions.  Using normal resolution, it's possible
to set the remaining screen space to specific Darkstalkers wallpaper that can
be switched according to the player's mood.  Widescreens zooms-in on the
action so that every corner is filled with the very essence of the legacy.
Furthermore, two distinct control configurations will be available to best
suite anyone's gaming style.

Darkstalkers Chronicle: The Chaos Tower features five different modes of
play.  Arcade Mode is a seamless conversion where players must defeat
numerous CPU-controlled characters.  Training Mode gives gamers the option to
choose their favorite character and hone their skills.  Network Mode allows
friends to engage in two different wireless head-to-head networked battles:
verses or limit battle.  Verses offers true two-player competitive matches.
Limit Battle randomly assigns a handicap to both challengers, forcing them to
strategize their moves in order to claim victory.  In the new Tower Mode,
select three characters from the extensive roster and ascend to the pinnacle
of a mysterious tower where many opponents await upon each floor. The course
taken and fighting conditions will change dynamically based on performance
during the multitude of one-on-one battles. Pitting the right competitor
against an opponent will be the key to success.  Progression through Tower
Mode directly affects the new Chronicle Mode which contains a collection of
unlockable bonus materials including original artwork, sound and movie
galleries.

Darkstalkers Chronicle: The Chaos Tower includes the following features:

* Full roster of Darkstalkers characters - Reunite with all 18 infamous night
warriors including: Demitri Maximoff the Vampire whose sharp skills include
the dreaded Chaos Flare; Bishamon, the Samurai ghost warrior from Japan who
must defend his honor with such moves as the Storm Wind and the Succubus
Morrigan Aenslaed, a Scottish renegade who's known to have an array of
magical powers, including the Shadow Blade.
* Two selectable screen settings - Change the size ratio of the screen at
anytime by choosing either normal or wide resolutions.

* Two distinct control configurations to best suite anyone's gaming style.

* Five modes of gameplay:

 o Arcade - Defeat numerous CPU-controlled characters to reach the final boss

 o Training - Practice various moves and combos to perfect fighting skills

 o Network - Engage in network battle using a wireless LAN and select between
two different types of modes

 o Verses - Two-player competitive matches where players can adjust the
handicap and select different stages

 o Limit Battle - Both fighters will be randomly assigned a handicap, forcing
them to strategize their moves in order to claim victory

 o Tower - A survival-style mode that lets gamers pick a team of three who
will journey to the top of a mysterious tower and defeat the enemies they
encounter through a multi-path tournament. Advancement and winning conditions
will change depending on performance during each clash which in turn affects
Chronicle mode

 o Chronicle - Progressing through Tower mode will reveal a cache of items in
Chronicle Mode which house a collection of unlockable bonus features
including original artwork, sound and movie galleries

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong.  More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd.  Onimusha, Devil May Cry and Breath of Fire are
trademarks of Capcom Co., Ltd.  PSP is a trademark of Sony Computer
Entertainment Inc. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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KONAMI ANNOUNCES CODED ARMS FOR THE PSP HANDHELD ENTERTAINMENT SYSTEM

Konami's Highly Anticipated FPS Comes to North America This Summer

REDWOOD CITY, Calif. - January 6, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that Coded Arms(tm), the company's highly-anticipated first-person shooter
(FPS), will be coming to the PSP(tm) handheld entertainment system in North
America this summer. Konami's first entry into the FPS genre, Coded Arms
delivers stunning graphics, fast-paced action and an intense, unique
storyline that will make it one of the PSP handheld system's premiere titles.

"Coded Arms will set the standard for FPS games on the PSP handheld system,"
said Wilson Cheng product manager at Konami Digital Entertainment - America.
"Through its state-of-the-art visuals, multiplayer functionality and other
original features that take full advantage of the hardware, Coded Arms will
be one of the must have titles for the PSP handheld system."

Coded Arms takes place in an abandoned virtual reality system and its portal
site inside a giant computer network. The VR system was originally created as
a combat training simulator in the event of an alien invasion. However,
during the development of the simulation program, a major flaw was discovered
and development was cancelled and left abandoned. During this time when the
program was not monitored, it kept evolving within the computer network and
eventually turned into a vast and brutal VR world populated with virtual
alien invaders, dangerous computer bugs and the VR system's own security
bots.
Players take the role of a computer hacker who infiltrates the abandoned
virtual reality system. Gamers will use weapons and power-ups that they
discover while exploring the expansive single player mode. Coded Arms will
also utilize the PSP handheld system's wireless capabilities for multiplayer
action for up to four people. To enhance the multiplayer experience, gamers
can bring over their items they collect from the single player mode and use
them in the multiplayer mode to defeat other players and enemies.

To battle deep into the heart of the unchecked system, players will fight
through more than five different game worlds with multiple gameplay levels.
Players will encounter three different types of enemies, including soldiers,
bugs and bots. More than 30 different weapons will be available to battle the
horde of virtual creatures, including real world weapons such as sniper
rifles, machine guns and grenades, and more fantastic armaments such as pulse
rifles.

Coded Arms is being developed by Konami Computer Entertainment Studios. Coded
Arms is slated for release in summer 2005. For more information on the game,
please visit: www.konami.com/codedarms. About KONAMI CORPORATION Konami
Corporation is a leading developer, publisher and manufacturer of electronic
entertainment properties, specializing in the home video game market. Konami
Corporation's action and adventure titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

Coded Arms(tm) (C) 2005 Konami and Konami Computer Entertainment Studios.

"PlayStation" and the "PS" logo are registered trademarks and PSP is a
trademark of SCEI.
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PSP(TM) (PlayStation(R) Portable) Set to Release on March 24 Across North
America

Sony Computer Entertainment America to Retail Single SKU PSP Value Pack for
$249.99

FOSTER CITY, Calif., Feb. 3 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the North American launch details for its highly
anticipated PSP(TM) (PlayStation(R) Portable) handheld entertainment system.
Available through retail outlets on March 24, the company continues its
consumer-centric legacy with the release of the PSP Value Pack for a
suggested retail price of $249.99 U.S./$299.99 CND. In addition to the
revolutionary PSP hardware, the PSP Value Pack contains an unprecedented
added-value package of accessories and entertainment content, including 32 MB
Memory Stick Duo(TM), headphones with remote control, battery pack, AC
adaptor, soft case and cleaning cloth, movie/music/game video sampler UMD
disc including multiple non-interactive game demos, and for the first one
million PSP Value Packs shipped, a special UMD video release of the feature
film Spider-Man(TM) 2 from Sony Pictures Entertainment.

Sony Computer Entertainment will manufacture one million units for sale in
the North American market by the close of its fiscal year ending March 31.
This figure is part of the company's total three-million-unit worldwide PSP
system shipment estimate within the same time period. PSP released in Japan
on December 12, 2004 and is already a hit, with more than 800,000 units
shipped, including a 200,000-unit allocation that sold out on day one.

PSP sets a new standard as the first truly integrated portable entertainment
system designed to provide consumers with a comprehensive entertainment
experience including games, music, movies, communication, and wireless
networking. Featuring graphics rendering capabilities comparable to the
company's leading in-home console, PlayStation(R)2, PSP brings an
unparalleled gaming experience to a portable platform, allowing users to
enjoy 3D games, with high-quality, full-motion video, and high-fidelity
stereo audio. PSP also allows for digital photo display and supports digital
music playback in both MP3 and ATRAC formats.

"PSP will evolve and elevate portable entertainment, giving users the freedom
to play full 3D games, watch movies, listen to music and connect wirelessly
on their terms, their time and their place," said Kaz Hirai, president and
chief executive officer, Sony Computer Entertainment America Inc. "More than
ever, today's consumer demands access to entertainment outside the home
without compromising quality. With more than 100 PSP game titles currently in
development worldwide, and the ability to download and listen to digital
music and view feature films with breathtaking screen quality, PSP lets users
control their entertainment options, all in one package."

PSP features an unmatched 4.3-inch, 16:9 wide screen TFT LCD that displays
full color (16.77 million colors) on a 480 x 272 pixel high-resolution
screen. PSP also comes complete with built-in stereo speakers, exterior
headphone connector and diverse input/output connectors such as USB 2.0, and
802.11b (Wi-Fi) wireless LAN, enabling users to connect to the Internet and
play online via a wireless network.* Up to 16 PSPs in the vicinity can also
be connected to each other directly in ad-hoc mode, allowing for wireless
head-to-head competition. In addition, wireless capabilities will allow
software and data to be downloaded to a PSP and saved onto a Memory Stick
Duo.

PSP also adopts a newly developed proprietary, compact, but high-capacity
optical disc, Universal Media Disc (UMD(TM)), as its storage medium. UMD is
the next-generation compact storage media, only 60mm in diameter but can
store up to 1.8GB of digital data -- more than three times the data held on a
CD-ROM. A broad range of digital entertainment content such as high quality
3D games, music, movies, video clips and other programs can be distributed on
UMD. To protect this content, a robust copyright protection system has been
developed for UMD, which utilizes a combination of a unique disc ID, 128 bit
AES encryption keys for the media, and individual ID for each PSP hardware
unit.

PSP (PlayStationPortable) Basic Specifications and Features

Product Name PSP(TM) (PlayStation(R)Portable)
Color Black
Product Code PSP-1001K
Dimensions Approximately 6.7 in (W) x .9 in (H) x 2.9 in (D)
Weight Approximately 280g / .62 lbs (including battery)
CPU PSP CPU (System clock frequency 1 - 333MHz)
Main Memory 32MB
Embedded DRAM 4MB
Display 4.3 inch, 16:9 Wide screen TFT LCD
480 x 272 pixel, 16.77 million colors
Maximum luminance 180 / 130 / 80cd/m2 (when using
battery pack)
Maximum luminance 200 / 180 / 130 / 80cd/m2 (when
using AC adaptor)
Sound Built-in stereo speakers
Main Input/Output IEEE 802.11b (Wi-Fi)
USB 2.0 (mini-B)
Memory Stick Duo(TM)
IrDA
IR Remote
Main Connectors Memory Stick Duo(TM) Slot
USB connector
DC OUT connector
DC IN 5V connector
Headset connector
Keys/Switches Directional buttons (Up/Down/Right/Left)
Analog Stick
Enter keys (Triangle, Circle, Cross, Square)
Left, Right shoulder buttons x 1
START button, SELECT button, HOME button x 1
POWER/HOLD switch x 1
Display button, Sound button, Volume +/- buttons x 1
Wireless LAN switch (ON/OFF) x 1
OPEN latch (UMD) x 1
Power Lithium-ion Battery
AC Adaptor
Disc Drive UMD Drive (Read only)
Profile PSP Game
UMD Audio (profile name TBD)
UMD Video (profile name TBD)
Codec [Video]: "UMD": H.264/MPEG-4 AVC Main Profile Level3
[Video}: "Memory Stick": MPEG-4 SP,AAC
[Music]: "UMD": linear PCM,ATRAC3plus(TM)
[Music}: "Memory Stick": ATRAC3plus(TM),MP3(MPEG1/2
Layer3)
[Photo]: JPEG (DCF2.0/Exif2.21)
Security (Encryption) 128bit AES (Copyright protection
technology) MagicGate(TM)
Access control Region, Parental Control
Wireless
communications
IEEE802.11b Infrastructure mode
Ad hoc mode (connection up to 16 consoles)
PSP Value Pack
supplied
accessories AC adaptor
Battery pack
Memory Stick Duo (32 MB)
Headphone with remote control
Soft case and cloth
UMD In-pack Sampler

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new portable entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation(R)2, PSP features a 4.3 inch widescreen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and WiFi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.

*Certain game restrictions may apply. Access may be subject to Wi-Fi fees.

NOTE: PlayStation and the PlayStation logo and UMD are registered trademarks
of Sony Computer Entertainment Inc. PSP is a trademark of Sony Computer
Entertainment Inc.

All other trademarks are property of their respective owners.

Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation.

Spider-Man 2, the movie(C) 2004 Columbia Pictures Industries, Inc. All rights
reserved.

Spider-Man Character (R) & (C) 2004 Marvel Characters, Inc. All rights
reserved

Source: Sony Computer Entertainment America Inc.
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PSP(TM) (PlayStation(R) Portable) Amasses Largest Launch Line-Up for March
24th Release

More Than 24 Titles From The World's Leading Software Development Firms
Expected During Launch Window From All Major Publishers

FOSTER CITY, Calif., Feb. 3 /PRNewswire/ -- With unsurpassed support from the
world's premier software developers, Sony Computer Entertainment America Inc.
announced today the groundbreaking line-up of 24 titles for its revolutionary
PSP(TM) (PlayStation(R) Portable) handheld entertainment system, available
during the North American launch timeframe. With a launch library more than
triple that of our closest competitor, Sony Computer Entertainment America
further displays the ongoing support for the new platform with an additional
23 titles currently in development. Consumers can expect Sony Computer
Entertainment America's software titles to range from as low as $39.99 SRP.

Representing a broad cross section of entertainment genres, the diverse PSP
system launch library includes titles from publishing leaders Activision,
Capcom, Eidos Interactive, Electronic Arts, Koei, Konami, Namco and Sony
Online Entertainment. Additionally, Sony Computer Entertainment America
enjoys unprecedented support for the PSP with over 100 content developers and
publishers on board worldwide to create titles for PSP, accounting for most
of the software development community.

In addition to the massive gaming software line-up assembled to support the
new system, PSP is the first truly integrated portable entertainment system
designed to provide consumers with a comprehensive entertainment experience
including music, movies, communication, and wireless networking. PSP features
graphics rendering capability comparable to that of PlayStation(R)2, allowing
users to enjoy 3D games, with high-quality, full-motion video, and
high-fidelity stereo audio. PSP also adopts a newly developed proprietary,
compact, but high-capacity optical disc, Universal Media Disc (UMD(TM)), as
its storage medium. UMD is the next generation compact storage media, only
60mm in diameter but can store up to 1.8GB of digital data -- more than three
times the data held on a CD-ROM.

"The high profile lineup includes a wide range of products that will appeal
to every type of gamer -- from the sports fan to the action enthusiast --
providing consumers with the ultimate entertainment experience in the palm of
their hands," said Andrew House, executive vice president, Sony Computer
Entertainment America. "Combined with a strong first party lineup, the
portable entertainment space will be catapulted to new heights as we engage
in the single biggest consumer launch of the year."

"We are pleased to be building franchises for the PSP that will change
consumers' expectations of portable entertainment content," said Jack
Tretton, executive vice president, Sony Computer Entertainment America. "PSP
has allowed the development teams to create engaging content that is not only
fun to play, but shows off the amazing technology of the unit, brining
unparalleled visual quality to the portable entertainment arena."

Consumers can find the following titles available during the launch window at
more than 18,000 retail locations (listed in alphabetical order):

  -- Ape Escape(R):  On the Loose, Sony Computer Entertainment America
  -- ATV Offroad Fury(R):  Blazin' Trails, Sony Computer Entertainment
     America
  -- Darkstalkers Chronicle(TM):  The Chaos Tower, Capcom
  -- Dynasty Warriors(R), KOEI
  -- FIFA 2005, Electronic Arts
  -- Gretzky(TM) NHL(R), Sony Computer Entertainment America
  -- Lumines(TM), Ubisoft
  -- Metal Gear Acid(TM), Konami
  -- MLB(TM), Sony Computer Entertainment America
  -- MVP Baseball, Electronic Arts
  -- NBA, Sony Computer Entertainment America
  -- NBA Street Showdown, Electronic Arts
  -- Need for Speed(TM) Rivals, Electronic Arts
  -- NFL Street 2 Unleashed, Electronic Arts
  -- Rengoku(TM):  Tower of Purgatory, Konami
  -- Ridge Racer(TM), Namco
  -- Smartbomb, Eidos Interactive
  -- Spider-Man 2(TM), Activision
  -- Tiger Woods PGA TOUR(R), Electronic Arts
  -- Tony Hawk's Underground 2 Remix, Activision
  -- Twisted Metal:  Head On(TM), Sony Computer Entertainment America
  -- Untold Legends:  Brotherhood of the Blade, Sony Online Entertainment
  -- Wipeout(R) Pure, Sony Computer Entertainment America
  -- World Tour Soccer, Sony Computer Entertainment America

  About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new portable entertainment system that
allows users to enjoy 3D games, with high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation 2, PSP features a 4.3 inch widescreen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD.), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick, USB 2.0, IR port and WiFi wireless LAN, PSP is the new entertainment
platform from PlayStation.

About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

NOTE:  PlayStation and the PlayStation logo and UMD are registered trademarks
of Sony Computer Entertainment Inc. PSP is a trademark of Sony Computer
Entertainment Inc. All other trademarks are property of their respective
owners. Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation


Source: Sony Computer Entertainment America Inc.
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NAMCO'S RIDGE RACER COMING TO
PSP HANDHELD SYSTEM

Namco to Bring Fan Favorite to Sony's Hot New Handheld Platform

SANTA CLARA, Calif., (February 7, 2005) - Leading video games publisher and
developer Namco Hometek Inc. announced today that Ridge Racer will be
available at launch for the PSP handheld entertainment system. Taking full
advantage of the PSP handheld system's wireless connectivity, Ridge Racer
will feature an extensive multiplayer mode.

"Sony is once again pushing the envelope in interactive entertainment, and
Namco is thrilled to be a part of the next evolution in handheld gaming,"
said Nobuhiro Kasahara, president and chief executive officer of Namco
Hometek Inc. "Ridge Racer will allow gamers to experience the capabilities of
this new platform to the fullest."

In the latest installment of the ten-year drift racing dynasty, Ridge Racer
features an all-new nitrous boosting system that allows players to race
faster than ever and smoke their competition. Through new modes such as
Wireless Battle, players can battle it out head-to-head in eight-player
races. Ridge Racer also delivers advanced 3D graphics, smooth analog steering
and robust vehicle and course selections - comprised of classic courses from
previous Ridge Racer titles.

Ridge Racer will be available at the launch of the PSP handheld system. For
more information, please visit: www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
Santa Clara, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACECOMBAT. For more
information about Namco and its products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

RIDGE RACER&(C)2004 NAMCO LTD., ALL RIGHTS RESERVED.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. PSP is a trademark of Sony Computer Entertainment
Inc.
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UBISOFT SIGNS AGREEMENT TO PUBLISH LUMINES FOR PSP(TM) HANDHELD SYSTEM

San Francisco - February 9, 2005 -- Today, Ubisoft, one of the world's
leading videogame publishers, announced that it has signed an exclusive
agreement with Bandai Company, Ltd. to publish Lumines for the PSP(TM)
handheld entertainment system. The critically acclaimed music and luminary
action puzzle Lumines is slated for release in the United States in March
2005 and was jointly developed by Bandai Company Ltd. and Q ENTERTAINMENT,
under the creative direction of renowned developer Tetsuya Mizuguchi.

"Ubisoft is extremely excited to partner with Bandai and Q ENTERTAINMENT to
bring Lumines for the PSP handheld system to consumers," said James Regan,
director of new business development at Ubisoft. "Ubisoft delivers superior
products that are immersive, exciting and unique, and Lumines is a natural
fit for us."

Lumines brings a unique puzzle experience to PSP handheld system owners,
offering gameplay reminiscent of Tetris while including new innovations and
enhancements in technology that fuse music, puzzles and luminescence. Users
are challenged to delete blocks from the game screen while grooving to
evolving musical scores of rock, techno and pop grooves. Lumines offers
numerous levels of graphics and music with single-player, wireless multi-
player and bonus modes. Earn changeable skins and increase amount of
collectible characters.

Since its December 2004 launch in Japan, Lumines has sold 40,000 units,
becoming one of the most popular launch titles available for the PSP handheld
system. The U.S. release of Lumines includes new enhancements including a
quicker loading time and skin changes.

(C) 2005 Q ENTERTAINMENT and Bandai. Program (C) 2005 Q ENTERTAINMENT and
Bandai. Published and distributed by Ubisoft Entertainment under license from
Bandai Games Inc. Ubisoft and the Ubisoft logo are trademarks of Ubisoft
Entertainment in the U.S. and/or other countries. LUMINES is a trademark of
Bandai. All Rights Reserved.
Lumines is a trademark of Bandai Games in the U.S. and/or other countries.
PSP is a trademark of Sony Computer Entertainment Inc. Memory Stick Duo(TM)
may be required (sold separately). "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment America Inc.

About Bandai Company, LTD
Bandai Co. Ltd. is the third largest toy company in the world, with 30
subsidiaries in 10 countries worldwide. Global interests include toys and
children's entertainment, video game software, mobile phone contents ,life
style goods, plastic model, full-length feature films, vending machines,
trading cards, candies and apparel. Bandai America Incorporated is a
subsidiary of Bandai Co. Ltd. and the master toy licensee of some of the most
popular properties and brands in children's toys and entertainment, including
the Power Rangers, Gundam, Teen Titans, Strawberry Shortcake and Tamagotchi
product lines. Bandai America is headquartered in Cypress, California and
company information is available at www.Bandai.com. Bandai Games Inc. is a
subsidiary of Bandai America Incorporated and the licensor for Luminies in
the U.S, company information is available at www.BandaiGames.com.

About Q ENTERTAINMENT
Q ENTERTAINMENT, Inc. specializes in multi platform development and global
marketing. Q ENTERTAINMENT creates, produces, and consults in digital
entertainment softwares such as game console, PC broadband and mobile units.

Principal game creator & CCO, Tetsuya Mizuguchi came from SEGA as the
president of United Game Artists, where he designed critically acclaimed
titles such as the Sega Rally franchise, Space Channel 5, and Rez.
Q ENTERTAINMENT CEO, Shuji Utsumi had experience of executive position from
Disney, SEGA & SCEA. He produced several famous titles such as Crash
Bandicoot (SCEA), Sakura Wars (SEGA), and Kingdom Hearts (Buena Vista Games).

Q ENTERTAINMENT is comprised of veteran designers, programmers, and
producers. Q ENTERTAINMENT collaborates with other creators, artists and
development studios in Japan and overseas. With a large network and
enthusiasm, Q ENTERTAINMENT always anticipates the trends and changes in
times to come and develop new value in the videogame industry's business.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide. It is the fastest growing company in the
videogame industry and has grown considerably through its strong and
diversified line-up of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 508 million for the 2003-2004 fiscal
year, an increase of 22.5 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.
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Sony Computer Entertainment America Answers Consumer Demand for PSP(TM)
(PlayStation(R) Portable) With One Million Unit Launch Shipment

Retail Gears Up for Biggest Consumer Product Launch of 2005

FOSTER CITY, Calif., March 1 /PRNewswire/ -- Sony Computer Entertainment
America Inc. today confirmed its plan to increase the initial launch shipment
of the highly anticipated PSP(TM) (PlayStation(R) Portable) handheld
entertainment system to one million units. Extraordinary consumer response to
PSP on a global scale has led to the company making an upward revision in
preparation for its North American launch on March 24. This figure is part of
the company's overall three million-unit worldwide shipment estimate by the
close of its fiscal year ending March 31.

The company will release a single-SKU configuration called the PSP Value Pack
for a suggested retail price of $249.99. In addition to the revolutionary PSP
hardware, the PSP Value Pack contains an unprecedented added-value package of
accessories and entertainment content, including 32 MB Memory Stick Duo(TM),
headphones with remote control, battery pack, AC adaptor, soft case, wrist
strap and cleaning cloth, game/movie/music video sampler UMD disc including
multiple non-interactive game demos, and for the first one million PSP Value
Packs shipped, a special UMD video release of the feature film Spider-Man(TM)
2 from Sony Pictures Entertainment.

PSP is also host to an unsurpassed line-up of 24 titles available in North
America during the launch timeframe. With a library more than triple that of
its closest competitor, and an additional 23 titles currently in development
in North America, PSP will launch with a broad cross section of entertainment
genres and support from publishing leaders Activision, Capcom, Eidos
Interactive, Electronic Arts, Koei, Konami, Namco, and Sony Online
Entertainment.

"Moving into this new year we knew that PSP has the potential to become the
consumer 'must-have' product of 2005 and beyond," said Jack Tretton,
executive vice president, Sony Computer Entertainment America. "Having one
million units available on day one demonstrates our commitment to getting a
PSP in the hands of as many consumers as possible right out of the gate."

PSP released in Japan on December 12, 2004 and is already a runaway hit, with
more than 1.18 million units shipped to date. As a key device for the
company, PSP sets a new standard as the first truly integrated portable
entertainment system designed to provide consumers with a comprehensive
entertainment experience, including games, music, movies, communication, and
wireless networking. Featuring graphics rendering capabilities comparable to
its sister product, the PlayStation(R)2 computer entertainment system, PSP
brings an unparalleled gaming experience to a portable platform, allowing
users to enjoy 3D games, with high-quality, full-motion video, and
high-fidelity stereo audio. PSP also allows for digital photo display and
supports digital music playback in both MP3 and ATRAC formats.

PSP features an unmatched 4.3-inch, 16:9 wide screen TFT LCD that displays
full color (16.77 million colors) on a 480 x 272 pixel high-resolution
screen. PSP also comes complete with built-in stereo speakers, exterior
headphone connector and diverse input/output connectors such as USB 2.0, and
802.11b (Wi-Fi) wireless LAN, enabling users to connect to the Internet and
play online via a wireless network. Up to 16 PSP systems in the vicinity can
also be connected to each other directly in ad-hoc mode, allowing for
wireless head-to-head competition. In addition, wireless capabilities will
allow software and data to be downloaded to a PSP and saved onto a Memory
Stick Duo.

PSP also adopts a newly developed proprietary, compact, but high-capacity
optical disc, Universal Media Disc (UMD(TM)) as its storage medium. UMD is
the next-generation compact storage media, only 60mm in diameter but can
store up to 1.8GB of digital data -- more than three times the data held on a
CD-ROM. A broad range of digital entertainment content such as high quality
3D games, music, movies, video clips and other programs can be distributed on
UMD. To protect this content, a robust copyright protection system has been
developed for UMD.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new handheld entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.
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PSP(TM) (PlayStation(R) Portable) Fuses Fashion and Technology in an
Exclusive Designer Accessories Show

Sony Computer Entertainment America to Showcase PSP Signature Accessories by
Marc Jacobs, Diane von Furstenberg, Coach and More

FOSTER CITY, Calif., March 11 /PRNewswire/ -- To celebrate the highly
anticipated North American launch of the PSP(TM) (PlayStation(R) Portable)
handheld entertainment system, an unprecedented collection of fashion
designers will come together under one roof on March 14 at a special fashion
show engagement dubbed Pret a PSP. Fashion and technology will socialize at
this exclusive accessories show where acclaimed designers including Marc
Jacobs, Diane von Furstenberg, Henry Duarte, Coach, LRG, Jennifer Lopez, Baby
Phat by Kimora Lee Simmons featuring Simmons Jewelry Company, Heatherette,
Charlotte Ronson, (wb) waraire boswell, Jenni Kayne, Autore, Kidada for
Disney and IceLink Watch will unveil their one-of-a-kind PSP accessories to
an elite invite-only crowd.

PSP will hit stores on March 24 setting a new standard as the first truly
integrated portable entertainment system designed to provide a comprehensive
entertainment experience -- games, movies, music, photos and wireless
connectivity -- in one stylish device. Each designer will debut their
custom-designed PSP accessories at the show, which will hit the runway paired
with some of the hottest supermodels, including Maggie Rizer, Kirsty Hume,
Anouck Lepere and Alek Wek.

"We are pleased to be working with these elite designers for the launch of
PSP, as today's popular portable devices embody fashion, cutting-edge design
and the mobile lifestyle," said Molly Smith, senior director, communications
and brand development, Sony Computer Entertainment America. "PSP offers
consumers the freedom to experience entertainment on their terms and this
high-profile collection of PSP accessories demonstrates how fashion and
technology go hand-in-hand."

The outdoor plaza of the beautifully landscaped Pacific Design Center in West
Hollywood, the West Coast's largest and premier resource for designers,
architects, decorators and dealers, will be transformed into the PSP Style
Park during Los Angeles' biggest week in fashion. Pret a PSP will feature
multiple showcases that give a fresh spin on the traditional fashion show,
fueling a new wave of awareness for PSP and fashion accessories, and helping
to launch emerging talents in the accessories category. Immediately following
the show, the PSP Access Boutique will be opened for a limited time where
Hollywood's elite will be able to experience PSP and interact with the
custom-made PSP accessories featured in the show.

PSP released in Japan on December 12, 2004 and is already a runaway hit, with
more than 1.18 million units shipped to date. PSP sets a new standard as the
first truly integrated portable entertainment device.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new handheld entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/
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Sony Computer Entertainment America Announces Eight Top Selling First Party
Franchises for PSP(TM) (PlayStation(R) Portable)

Ape Escape(R): On the Loose, ATV Offroad Fury(R): Blazin' Trails, Gretzky(TM)
NHL(R), MLB(TM), NBA, Twisted Metal: Head On(TM), Wipeout(R) Pure and World
Tour Soccer to Debut During Launch Window

FOSTER CITY, Calif., March 14 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the North American first party software launch
details for its highly anticipated PSP(TM) (PlayStation(R) Portable) handheld
entertainment system. Sony Computer Entertainment America's PSP launch titles
include blockbuster franchises developed specifically to provide consumers
with a completely unique and unparalleled portable gaming experience. Ape
Escape(R): On the Loose, ATV Offroad Fury(R): Blazin' Trails, Gretzky(TM)
NHL(R), MLB(TM), NBA, Twisted Metal: Head On(TM), Wipeout(R) Pure and World
Tour Soccer will be available during the launch window and will be priced at
$39.99 (SRP)

With PSP graphics rendering capabilities comparable to the PlayStation(R)2
computer entertainment system, PSP provides 3D games with high-quality,
full-motion video and high-fidelity audio. PSP features an unmatched
4.3-inch, 16:9 wide screen TFT LCD and is complete with built-in stereo
speakers, exterior headphone connector and diverse input/output connectors
such as USB 2.0, and 802.11b (Wi-Fi) wireless LAN, enabling users to connect
to the Internet and play online via a wireless network.*

*Certain game restrictions may apply. Access may be subject to Wi-Fi fees

"We are proud to present eight great PSP titles at launch from our internal
studio groups at Sony Computer Entertainment," said Jack Tretton, executive
vice president, Sony Computer Entertainment America. "By taking the best of
our franchises and making them truly new and unique on PSP, we are able to
deliver stunning visuals and excitement never before seen. With many other
innovative and original products on the horizon, consumers can expect March
24 to be the beginning of an unprecedented year for gaming and a
revolutionary leap in the portable space."

Inspired by hit franchises, all eight first party titles are being
specifically developed and optimized for the PSP by Sony Computer
Entertainment America's group of elite developers in an effort to ensure that
PSP will launch with a broad cross section of entertainment genres. Consumers
can find the following titles during the launch window (listed in
alphabetical order):

-- Ape Escape: On the Loose
Genre: Action Platform
Developer: Sony Computer Entertainment Japan
Players: Single-player, Multi-player (2) via Ad Hoc Connectivity
Rating: "E" for Everyone
Featuring multiplayer functionality and a wide variety of mini-games
for players of all ages, this imaginative game provides players the
challenge of capturing more than 200 monkeys in eight vibrant worlds
spanning across over 20 levels in order to prevent them from changing
history.

-- ATV Offroad Fury: Blazin' Trails
Genre: Racing
Developer: Climax Group Incorporated
Players: Single-player, Multi-player (4) via Ad Hoc Connectivity and
Infrastructure Mode
Rating: "E" for Everyone
Intense, free-roaming, off-road racing takes on a whole new meaning, as
gamers will be able to blaze their own trail, anytime. Riders will be
able to choose from more than 24 highly detailed ATVs as they tear it
up on more than 30 unique environments with six distinct terrain types.

-- Gretzky NHL
Genre: Sports
Developer: Page 44 Studios
Players: Single-player, Multi-player (2) via Ad Hoc Connectivity and
Infrastructure Mode
Rating: "E" for Everyone
Officially licensed by the NHL and NHLPA, Gretzky NHL offers the
Gretzky Challenge with unlockables from his past days as an Edmonton
Oiler, Los Angeles King or New York Ranger. Combining authentic
gameplay and intuitive play controls, Gretzky NHL for the PSP delivers
the look, feel and passion of hockey with a true-to-life simulation.

-- MLB
Genre: Sports
Developer: 989 Sports(R)
Players: Single-player, Multi-player (2) via Ad Hoc Connectivity and
Infrastructure Mode
Rating: "E" for Everyone
Featuring the all-new Playmaker Fielding Marker, Release Point Pitching
with Confidence Meter, and Branch Point Technology (BPT). MLB for the
PSP promises to provide gamers with a true-to-life experience from the
diamond.

-- NBA
Genre: Sports
Developer: 989 Sports(R)
Players: Single-player, Multi-player (2) via Ad Hoc Connectivity and
Infrastructure Mode
Rating: "E" for Everyone
NBA for the PSP will provide gamers with all the fast-breaks, precision
passing, and above the rim action as it test the skills of all players
with a variety of gameplay options including Full Season Mode, Paint
Mode and the PlayStation Skills Challenge Mode.

-- Twisted Metal: Head On
Genre: Car Combat
Developer: Incognito Inc. Entertainment
Players: Single-player, Multi-player (6) via Ad Hoc Connectivity and
Infrastructure Mode
Rating: "T" for Teen
Complete with all the fast-paced vehicular combat and destruction that
gamers have come to know and love, Twisted Metal: Head-On allows gamers
to strap themselves into one of 14 lethal machines, equipped with
machine guns, turbo boost and a special attack, unique to each vehicle.

-- Wipeout Pure
Genre: Action-Oriented Racing
Developer: Sony Computer Entertainment Europe (Studio Liverpool)
Players: Single-player, Multi-player (8) via Ad Hoc Connectivity
Rating: "T" for Teen
The latest edition to the popular anti-gravity racing series provides
intense, anti gravity combat racing as players choose from five
different speed classes and numerous weapons, and race relentlessly
around 16 futuristic, race environments.

-- World Tour Soccer
Genre: Sports
Developer: 989 Sports(R)
Players: Single-player, Multi-player (2) via Ad Hoc Connectivity
Rating: "E" for Everyone
Featuring 128 club teams, 86 international teams, nine international
and nine classic club teams from the past, seven league all-star teams,
six international super teams and eight different stadiums, World Tour
Soccer for the PSP provides gamers with the ultimate soccer experience.

The company will release a single-SKU configuration called the PSP Value Pack
for a suggested retail price of $249.99. In addition to the revolutionary PSP
hardware, the PSP Value Pack contains an unprecedented added-value package of
accessories and entertainment content, including 32 MB Memory Stick Duo(TM),
headphones with remote control, battery pack, AC adaptor, soft case, hand
strap and cleaning cloth, movie/music/game video sampler UMD disc including
multiple non-interactive game demos, and for the first one million PSP Value
Packs shipped, a special UMD video release of the feature film Spider-Man(TM)
2 from Sony Pictures Entertainment.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new portable entertainment system that
allows users to enjoy 3D games, with high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation 2, PSP features a 4.3 inch widescreen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new entertainment
platform from PlayStation.

About Sony Computer Entertainment America

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .

NOTE: PlayStation and the PlayStation logo are registered trademarks of Sony
Computer Entertainment Inc. PSP is a trademark of Sony Computer Entertainment
Inc. All other trademarks are property of their respective owners.

Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation


Source: Sony Computer Entertainment America Inc.
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Sony Computer Entertainment America Launches Innovative Marketing Campaign to
Support the Year's Most Anticipated Product PSP(TM) (PlayStation(R) Portable)

Multi-Million-Dollar Campaign Entices Consumers to Engage in the PSP
Experience
FOSTER CITY, Calif., March 17 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today an innovative marketing campaign to launch the
PSP(TM) (PlayStation(R) Portable) handheld entertainment system, which makes
its highly anticipated North American debut on March 24. The groundbreaking
campaign demonstrates PSP as the first truly integrated portable
entertainment product designed to provide a comprehensive entertainment
experience -- games, movies, music, photos and wireless connectivity -- in
one stylish device. The multi-million dollar integrated marketing effort
includes television, print, outdoor and online elements, and non-traditional,
original programs including PSP Radio and the first-ever PSP Accessories
Show.

The various executions of the campaign are designed to engage consumers by
showcasing the incredible entertainment innovation that PSP represents, while
also focusing on the human aspect of personal entertainment. The overall tone
of the campaign is hip and urban, inviting consumers to break free from the
constraints of the "handheld gaming ghetto."

"PSP is the first product to deliver on the portable entertainment promise
that today's consumers seek, a true blending of technology, fashion and fun,"
said Andrew House, executive vice president, Sony Computer Entertainment
America. "Through the PSP marketing campaign, we are taking portable
entertainment to the mainstream, expanding audiences with sophisticated games
and a wealth of other options for the mobile lifestyle."

To demonstrate the new entertainment freedoms that consumers will experience
with PSP, the company partnered with agency of record TBWA\Chiat\Day Los
Angeles to create two television spots, "POV" and "Blender," scheduled to air
on network, syndication and cable TV starting on March 21. "POV" opens in the
factory with the "birth" of a PSP. In an explosion into light, the
commercial's protagonist is PSP and the spot opens with a shot from the
unit's vantage point, as it is unwrapped for the first time and looks into
the faces of excited consumers who have waited for this moment. The focus
then shifts to the consumer and the portability is seen through the eyes of
the player as they engage in their daily activities such as grocery shopping,
getting a hair-cut, all while experiencing portable entertainment on PSP.
"POV" was directed by Dave Meyers, who has overseen music videos for such
artists as Britney Spears, No Doubt, Janet Jackson, Jay- Z and many more.

The second commercial spot, "Blender," blends live action with characters
with movies, music and games to merge all entertainment mediums -- a visual
metaphor for the broad potential of PSP. The ad opens with a hip young
consumer walking down the street with a PSP in-hand, when suddenly he begins
to morph into characters from his favorite games, movies and music. He
becomes "Needles Kane" from the popular Twisted Metal(TM) franchise, a movie
cowboy, a hockey player, an NBA star, a musician, all representative of the
new ways consumers will be able to experience the immersive portable
entertainment with PSP.

The television campaign spots are tied together by music, a key tenet of PSP,
as both spots feature "Take Me Out" by Franz Ferdinand, the award-winning
band, courtesy of SONY BMG MUSIC ENTERTAINMENT, creating a unifying theme and
PSP launch anthem. These ads will run on a mixture of primetime, late night,
syndication and cable television from March 21 through April 17.

The print, online and outdoor components of the campaign are designed to
feature game titles from the PSP launch line-up, while demonstrating stunning
visuals unique to the PSP experience. The print ads will appear in the
April/May issues of publications like Electronic Gaming Monthly, Game
Informer, GamePro, Official U.S. PlayStation Magazine, PLAY, PlayStation
Magazine, and Sync. The online execution is designed to showcase game
content, as well as the XMB(TM) (XrossMediaBar), the unique user interface
that allows consumers to easily navigate media content on PSP as represented
by symbols -- a music note for music, game controller for games, film icon
for movies, and camera for photos.

Consumers will have to look no further than buses, subway terminals,
sidewalks and billboards to find PSP in larger than life form in the outdoor
portion of the campaign. Outdoor ads will run in major markets including New
York, Los Angeles, Chicago, Philadelphia, Boston and San Francisco. A custom
designed billboard-sized PSP with giant LCD screen will be located on one of
the busiest corners in New York City, on Lafayette and Houston, where people
will only have to look up to be mesmerized with images from the innovative ad
spots -- the perfect accompaniment to the New York skyline.

Known for breaking traditional marketing paradigms, Sony Computer
Entertainment America is bringing to life two innovative programs that have
never been done before -- PSP Radio, and the first-ever PSP accessories show.
With Carson Daly as host, the unprecedented PSP Radio program will bring
dedicated PSP-themed radio shows to listeners in key urban markets during
evening drive times including New York, Los Angeles, Seattle, Philadelphia
and San Francisco. Listeners in these markets will experience five days of
original PSP programming starting on March 28.

Demonstrating PSP as lifestyle accessory, the PSP Accessories Show, dubbed
Pret a PSP, took place on March 14. The event was a huge success drawing
fashion elite and showcasing an unprecedented collection of PSP accessories
by acclaimed designers Marc Jacobs, Diane von Furstenberg, Henry Duarte,
Coach, LRG, Jennifer Lopez, Baby Phat by Kimora Lee Simmons featuring Simmons
Jewelry Company, Heatherette, C. Ronson, (wb) waraire boswell, Jenni Kayne,
Autore Pearls, Kidada for Disney, and IceLink Watch.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new handheld entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and high-
fidelity stereo audio. With graphics rendering capability comparable to that
of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution TFT
display. PSP also adopts a newly developed compact but high-capacity (1.8GB)
optical disc, Universal Media Disc (UMD(TM)), as its storage medium. With a
wide range of accessories and connectivity options, including Memory Stick
Duo, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new entertainment
platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system revolutionized the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era. PSP is a new portable
entertainment system that allows users to enjoy 3D games, with high-quality
full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/

PlayStation and the PlayStation logo and UMD are registered trademarks of
Sony Computer Entertainment Inc. "PSP" is a trademark of Sony Computer
Entertainment Inc. All other trademarks are property of their respective
owners. Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation.

Source: Sony Computer Entertainment America Inc.
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A PSP manager for the Macintosh is now available:

http://www.versiontracker.com/dyn/moreinfo/macosx/26162
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I think the Sony PSP could be outstanding.  It really does make the Nintendo DS
look like a Toy.  Of course it's $100 more and has tiny battery life...but
we'll see.

Not sure after paying for gasoline if there is any money left for games.

Dain
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NEW YORK (CNN) -- It's the biggest thing to happen to electronic gadgets since
the AA battery.

 After an extremely successful product launch in Japan, Sony is about to hit
the United States with a miniature marvel of engineering that promises to
revolutionize the way people amuse themselves while on airplanes, in waiting
rooms, or simply walking down the street. Gadget geeks are giddy with
anticipation; they know that this $200 tiny trinket from Japan is, without a
doubt, the must-have item of -- 1979.

Wait, that should be "2005." Sorry for the temporal typo.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/03/21/sony.psp.review/index.html
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KONAMI SHIPS METAL GEAR ACID
TO RETAIL STORES NATIONWIDE

Konami's Best-Selling Tactical Espionage Series Comes to the New PSP(TM)
Handheld Entertainment System

REDWOOD CITY, Calif. - March 21, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped
Metal Gear Acid (MGA) to retail stores nationwide, in preparation for the
upcoming launch of the PSP(TM) handheld entertainment system on March 24,
2005. The newest addition to the heavily-lauded Metal Gear franchise combines
the renowned stealth action with new emphasis on tactical turn-based
strategy. MGA takes gamers on an exciting new espionage adventure in which
they assume the role of Snake, a top secret U.S. agent, who must infiltrate a
remote base and uncover the secrets of a mysterious research project in order
to save the lives of hundreds of people held hostage. Created especially for
the PSP handheld system, MGA includes all the Metal Gear essentials and more,
featuring a dramatic storyline driven by new game mechanics, stylish cut
scenes, a second playable character and a wireless mode for multiplayer
action.

"Creating a Metal Gear game for the PSP handheld system has allowed us to
expand the franchise into a new direction," said Jason Enos, product manager,
Konami Digital Entertainment - America. "By making MGA a turn-based game, we
were able to concentrate on the series' crucial elements - stealth and
strategy - and make an entirely original experience that is accessible to
gamers on the move."

Metal Gear Acid will test players' abilities to use cards strategically to
advance throughout the game. The game is packed with over 200 cards which are
accumulated through gameplay or that can also be purchased at the "Card Shop"
in the game. The cards are based on the actions, support moves, items and
characters found throughout the entire Metal Gear franchise. Players will
have to consider each card's special features and how to combine them to
carry out and complete elaborate missions. As in all Metal Gear games, the
objective is to incorporate stealth moves and evade enemy encounters. Players
can employ a number of techniques, such as crawling or using the "HANG" card
to remain hidden and out of enemy sight. However, if combat is necessary,
players can draw from a number of cards to battle their opponents. By combing
weapons and action cards - such as the "SOCOM" and "ADD FALL" cards - players
will find that their attack is much more powerful and effective, with the
opponent taking direct damage and then being knocked to the ground.

Taking full advantage of the PSP handheld system capabilities, Metal Gear
Acid includes two exciting features rarely seen throughout the franchise.
Players will now have the ability to control a second playable character,
Teliko Friedman. A member of a special forces unit, Teliko's presence will
give players an added advantage over their opponents. Reaching this point in
the game will also unlock the wireless mode where players can go head-to head
with their friends. With each player controlling two characters, the
competition heats up as they both strive to be the first team to reach the
same goal!

Metal Gear Acid comes complete with a majestic soundtrack, rich graphics and
an epic storyline that will keep gamers captivated for hours on end. The game
is available exclusively for the PSP handheld system for an SRP of $39.99 and
rated "M" for Mature by the ESRB. For more information on the game, please
visit: http://www.konami.com/gs/metalgearacid/.

About METAL GEAR
The Metal Gear(R) franchise is in its 17th year, with the first Metal Gear(R)
release debuting in Japan in 1987. The series centered on the adventures of
secret agent Solid Snake and was consistently recognized for its new and
original game design combined with a story full of plot twists and intricate
human drama. In 1998, Konami introduced Metal Gear Solid(R) for the Sony
PlayStation(R) game console, which was instantly noted for its stunning
graphics, original narrative style and superlative gameplay. Metal Gear
Solid(R) earned widespread critical acclaim and defined a benchmark of
quality in the action genre. Building on the precedent set by the top-selling
original title, Metal Gear Solid(R)2: Sons of Liberty(TM) was released in
2001 for the Sony PlayStation(R)2 with overwhelming praise from gamers and
industry pundits worldwide, selling over 2 million units in the U.S. and over
5 million units worldwide. In 2002, Konami released, Metal Gear Solid(R)2:
Substance(TM), the expanded edition of Metal Gear Solid(R)2: Sons of
Liberty(TM), for the Xbox(TM) video game system from Microsoft,
PlayStation(R)2 and PC DVD-ROM with much fan fare. In 2003, the amazing
storyline and world of Metal Gear Solid(R) combined with the graphics and
gameplay of Metal Gear Solid(R)2 to create Metal Gear Solid(R) The Twin
Snakes(TM) for Nintendo GameCube(TM). In 2004, Hideo Kojima took the tactical
espionage action genre that the Metal Gear(R) series defined to a completely
new direction in Metal Gear Solid(R)3: Snake Eater(TM) for the Sony
PlayStation(R)2. Now in 2005, the legendary Metal Gear(R) series comes to the
PSP(TM) handheld entertainment system in Metal Gear Acid(TM).

###

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

METAL GEAR(R), METAL GEAR SOLID(R), METAL GEAR ACID(TM), SONS OF LIBERTY(TM),
SUBSTANCE(TM), THE TWIN SNAKES(TM) and SNAKE EATER(TM) are either registered
trademarks or trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C)1987
2005 KONAMI COMPUTER ENTERTAINMENT JAPAN. KONAMI(R) is a registered trademark
of KONAMI CORPORATION. ALL RIGHTS RESERVED. "PlayStation" and the "PS" logo
are registered trademarks and PSP is a trademark of SCEI. Nintendo GameCube
is a trademark of Nintendo. (C) 2001 Nintendo. Microsoft and Xbox are either
registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries and are used under license from Microsoft. The
ratings icon is a registered trademark of the Entertainment Software
Association.
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Midnight Sales on the East and West Coast Celebrate the Launch of PSP(TM)
(PlayStation(R) Portable)

Sony Style Retail in New York and PlayStation Store in San Francisco Host
Special Midnight Events to Mark the Launch of the Year's Must-Have Product

FOSTER CITY, Calif., March 22 /PRNewswire/ -- In response to tremendous
consumer anticipation for the North American launch of the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system, select retailers
across the country will open their doors to eager consumers at the stroke of
midnight on March 24th. The most anticipated product of the year will be
available at participating retail locations nationwide including special Sony
Computer Entertainment America hosted events at Sony Style Retail in
Manhattan, New York and the PlayStation Store at the Metreon in San
Francisco.

With a record number of consumers expected to line up to be among the first
to purchase the PSP system, fans in New York and San Francisco will be
treated to the ultimate entertainment experience with sneak peeks at new
games, giveaways, surprise appearances and more leading up to the moment of
truth at midnight. At Sony Style Retail in New York, host Carson Daly will
kick off the biggest consumer product launch of 2005 where one lucky consumer
will purchase the first PSP in North America. Additionally, there will be an
exclusive consumer launch event for PSP at the PlayStation Store in San
Francisco.

"Consumer demand for PSP is higher than any product in recent history," said
Kaz Hirai, president and chief executive officer, Sony Computer Entertainment
America. "The fact that select retailers are responding to this launch by
opening their doors early to allow enthusiasts to get one as soon as they hit
shelves, reinforces the true appeal of PSP as an object of desire."

"Like most consumers, we can't wait for the launch of PSP," said Dennis
Syracuse, senior vice president, Sony Style Retail. "The PSP reflects all
that Sony Style Retail has to offer with games, movies, music and photos at
your fingertips. PSP represents true entertainment convergence in one
device."

Already a phenomenon in Japan, PSP is poised for a category-shifting launch
when the single-SKU PSP Value Pack is made available on March 24 for a
suggested retail price of $249.99. In addition to the revolutionary hardware
that allows for a comprehensive entertainment experience including games,
movies, music and photos all in a single portable product, the PSP Value Pack
contains an extraordinary package of accessories and entertainment content
including a special UMD video release of the feature film Spider-Man(TM) 2
from Sony Pictures Entertainment for the first one million PSP Value Packs
shipped. PSP is also host to an unsurpassed line-up of 24 titles available in
North America during the launch timeframe, with an additional 100 titles
currently in development worldwide.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new handheld entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP handheld
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly-owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.

NOTE: "PlayStation" and the "PS" Family logo are registered trademarks and
"PSP" and "UMD" are trademarks of Sony Computer Entertainment Inc. All other
trademarks are property of their respective owners.

Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation

Spider-Man 2, the movie(C) 2004 Columbia Pictures Industries, Inc. All rights
reserved.

Spider-Man Character(R) & (C) 2004 Marvel Characters, Inc. All rights
reserved.

Source: Sony Computer Entertainment America Inc.

 ------------
Category 39,  Topic 34
Message 30         Wed Mar 23, 2005
KGAGNE [Ken]                 at 14:02 PDT

ACTIVISION SHIPS TONY HAWK'S UNDERGROUND 2 REMIX
AND SPIDER-MAN 2(TM) THE GAME FOR THE PLAYSTATION(R) PORTABLE ENTERTAINMENT
PLATFORM

Santa Monica, CA - March 23, 2005 - Handheld gamers are getting a double dose
of action with the release of Activision, Inc.'s (Nasdaq: ATVI) Spider-Man 2
the game and Tony Hawk's Underground 2 Remix for the PlayStation Portable
Entertainment Platform (PSP). Developed internally by Activision's Vicarious
Visions and Shaba Games respectively, both games are among the first PSP
titles to hit North American retail shelves and are currently available
nationwide. The PSP will be released on March 24.

"We are excited to have two of our biggest brands available as launch titles
for the PSP," said Kathy Vrabeck, president of Activision Publishing.
"Designed to leverage the processing power of the new platform, Spider-Man 2
and Tony Hawk's Underground 2 Remix deliver deeper gameplay experiences and
graphical advancements that take handheld gaming to the next level."

In Spider-Man 2 the game players must master new combo moves as they protect
the city of Manhattan from the nefarious Doc Ock and other classic Marvel
villains by swinging, jumping and wall-crawling through 19 new levels that
extend beyond the film. Featuring an unprecedented depth of gameplay, players
experience original storylines and battle through graphically rich 3D
environments. The game, which is based on the blockbuster feature film from
Columbia Pictures and Marvel Studios, leverages the PSP's processing power to
deliver the most realistic Spider-Man experience on a handheld platform.

Tony Hawk's Underground 2 Remix takes players on an all new skating
blitzkrieg where they embark on the ultimate road trip from Tony Hawk's
Underground 2 in addition to wreaking havoc in four never-before-seen
city-levels - Las Vegas, Atlanta, Kyoto and Santa Cruz -- that feature
original goals, level changing events and unlockable characters. For the
first time, players can live the Tony Hawk console gaming experience on a
handheld device as they join either Tony Hawk or Bam Margera on a World
Destruction Tour where they nail insane tricks with lightning speed or slow
motion focus control, pull off mischievous pranks, and conquer sick terrain
through 13 single-player levels, or face off against up to three friends in
10 wireless multiplayer games.

Tony Hawk's Underground 2 Remix, was developed by Shaba Games and is rated
"T" (Teen - with blood, crude humor, language, suggestive themes, use of
alcohol and violence). Spider-Man 2 the game was developed by Vicarious
Visions and is rated "T" (Teen - with violence). The suggested retail price
of both titles is $49.99.

About Spider-Man Merchandising, LP

Spider-Man Merchandising L.P. is a limited partnership between Sony Pictures
Consumer Products Inc. and Marvel Enterprises Inc. The partnership oversees
the expansive licensing and merchandising campaign surrounding Columbia
Picture's and Marvel's "Spider-Man" feature film franchise. Spider-Man
Merchandising L.P. explores a full range of merchandising categories for one
of the world's most recognized feature film properties.

About Activision, Inc.

Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

Spider-Man and all related characters: TM & (C) 2005 Marvel Characters, Inc.
Spider-Man 2, the movie: (C) 2005 Columbia Pictures Industries, Inc. All
Rights Reserved.

# # #
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LUMINES(TM): UBISOFT DROPS IT LIKE IT'S HOT

Critically Acclaimed PSP(TM) Handheld Entertainment System Launch Title Earns
Rave Reviews from Top-Tier Press

SAN FRANCISCO - March 23, 2005 -- Today Ubisoft, one of the world's leading
video game publishers, announced that Lumines for the PSP(TM) handheld
entertainment system is now available at all major video game retailers.
Lumines was created by renowned developer Tetsuya Mizuguchi and jointly
developed by Bandai Company Ltd. and Q ENTERTAINMENT. Lumines has an ESRB
rating of "E10+" for Suggestive Themes with a manufacturer's suggested retail
price of $39.99.

Since the U.S. announcement of Lumines, it has currently been the most
popular PSP system title on all three leading video game websites: GameSpot,
IGN and GameSpy*. It has also received spectacular review scores from USA
Today, and GameSpot. USA Today named Lumines "the best game for the PSP"
handheld system and gave it four out of four stars - the only PSP system
launch title to receive a perfect score. According to GameSpot, "Lumines may
very well be the greatest Tetris-style puzzle game since Tetris itself," with
a superb 9 out of 10 review score. Lumines also received IGN's Editor's
Choice Award.

"Ubisoft is thrilled to have Lumines as its premier launch title for the PSP
handheld system," said James Regan, director of new business development at
Ubisoft. "Lumines offers the player many ways to use the PSP handheld
system's innovative features; it's incredibly fun combination of puzzles and
music makes this game a 'must-have' for every PSP owner."

Lumines takes full advantage of the PSP system's vivid colors, sound and
wide-screen features. Players delete sequences of 2x2, or larger, square
blocks of the same color, and simultaneously groove to evolving musical
scores of rock, techno and pop through the built-in stereo speakers. Numerous
levels of graphics and music are available with single-player, wireless
multiplayer and bonus modes. Players will earn changeable skins and can
increase their number of collectible characters as they progress in the game.
Lumines will bring a musical puzzle-fusion experience to all PSP handheld
system owners.

*Ranking based on the aggregated unique visitors on GameSpot, IGN and GameSpy
since March 1st - Source Gametrax and Gamermetrics.

(C) 2005 Q ENTERTAINMENT and Bandai. Program (C) 2005 Q ENTERTAINMENT and
Bandai. Published and distributed by Ubisoft Entertainment under license from
Bandai Games Inc. Ubisoft and the Ubisoft logo are trademarks of Ubisoft
Entertainment in the U.S. and/or other countries. LUMINES is a trademark of
Bandai. All Rights Reserved. PSP is a trademark of Sony Computer
Entertainment Inc. Memory Stick Duo(TM) may be required (sold separately).
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment America Inc.

About Bandai Company, LTD
Bandai Co. Ltd. is the third largest toy company in the world, with 30
subsidiaries in 10 countries worldwide. Global interests include toys and
children's entertainment, video game software, mobile phone contents, life
style goods, plastic model, full-length feature films, vending machines,
trading cards, candies and apparel. Bandai America Incorporated is a
subsidiary of Bandai Co. Ltd. and the master toy licensee of some of the most
popular properties and brands in children's toys and entertainment, including
the Power Rangers, Gundam, Teen Titans, Strawberry Shortcake and Tamagotchi
product lines. Bandai America is headquartered in Cypress, California and
company information is available at www.Bandai.com. Bandai Games Inc. is a
subsidiary of Bandai America Incorporated and the licensor for Luminies in
the U.S, company information is available at www.BandaiGames.com.

About Q ENTERTAINMENT
Q ENTERTAINMENT, Inc. specializes in multi platform development and global
marketing. Q ENTERTAINMENT creates, produces, and consults in digital
entertainment softwares such as game console, PC broadband and mobile units.

Principal game creator & CCO Tetsuya Mizuguchi came from SEGA as the
president of United Game Artists, where he designed critically acclaimed
titles such as the Sega Rally franchise, Space Channel 5, and Rez. Q
ENTERTAINMENT CEO, Shuji Utsumi had experience of executive position from
Disney, SEGA & SCEA. He produced several famous titles such as Crash
Bandicoot (SCEA), Sakura Wars (SEGA), and Kingdom Hearts (Buena Vista Games).

Q ENTERTAINMENT is comprised of veteran designers, programmers, and
producers. Q ENTERTAINMENT collaborates with other creators, artists and
development studios in Japan and overseas. With a large network and
enthusiasm, Q ENTERTAINMENT always anticipates the trends and changes in
times to come and develop new value in the videogame industry's business.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide. It is the fastest growing company in the
videogame industry and has grown considerably through its strong and
diversified line-up of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 508 million for the 2003-2004 fiscal
year, an increase of 22.5 percent over the previous fiscal year at constant
exchange rates. To learn more, please visit www.ubisoftgroup.com.
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Most Anticipated Consumer Product Launch of 2005, PSP(TM) (PlayStation(R)
Portable), Ushers in a New Era in Portable Entertainment

One Million PSP Value Packs Available for Purchase on March 24th, 2005

FOSTER CITY, Calif., March 24 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today the highly anticipated PSP(TM) (PlayStation(R)
Portable) portable entertainment system is now available in North America.
Setting a precedent as the first-ever integrated portable entertainment
system designed to provide consumers with a comprehensive entertainment
experience including games, music, movies, communication, and wireless
networking, the PSP system builds upon the company's heritage of innovative
products that define a new entertainment landscape to meet consumers'
lifestyles.  In anticipation of the overwhelming consumer demand for PSP,
there will be one million PSP Value Pack units available in retail outlets
across the country for today's launch.  Extending its consumer-centric
approach to the business, the PSP Value Pack is available for a suggested
retail price of $249.99 US/$299.99 CND, and contains the following:

  -- PSP(TM) (PlayStation(R) Portable)
  -- AC Adaptor
  -- Battery Pack
  -- Memory Stick Duo(TM) (32 MB)
  -- Headphone with remote control
  -- Soft Case
  -- Wrist Strap
  -- Cleaning Cloth
  -- UMD in-pack game/movie/music sampler
  -- Spider-Man(TM) 2 from Sony Pictures Home Entertainment (for the first 1
     Million PSP Value Packs shipped)

"The launch of PSP in North America marks a new chapter in portable
entertainment, giving consumers the freedom to access the entirety of their
entertainment options without sacrificing quality all through one
extraordinary product," said Kaz Hirai, president and chief executive
officer, Sony Computer Entertainment America.  "As the tremendous response to
PSP continues to grow, we are redefining the marketplace with a comprehensive
portable entertainment system."

Market leading Sony Computer Entertainment America's first foray into the
portable market, PSP allows for the viewing of movies, digital photo display
and supports digital music playback in both MP3 and ATRAC formats.  With
gaming at the product's core, PSP features graphics rendering capabilities
comparable to the leading in-home console, PlayStation 2, bringing an
unmatched gaming experience to a portable platform, allowing users to play 3D
games, with full-motion video, and high-fidelity stereo audio.  PSP also
comes complete with built-in stereo speakers, exterior headphone connector
and input/output connectors such as USB 2.0, and 802.11b (Wi-Fi) wireless
LAN, enabling users to connect to the Internet and play online via a wireless
network.  Up to 16 PSP systems in the vicinity can also be connected to each
other directly, allowing for wireless head-to-head competition.  In addition,
wireless capabilities allow software and data to be downloaded to a PSP and
saved onto a Memory Stick Duo.

PSP has amassed an unsurpassed line-up of 24 titles from the world's leading
software development firms available in North America during the launch
window.  With an additional 23 titles currently in development in North
America and 100 titles currently in development world wide, PSP will launch
with a broad cross section of entertainment genres and support from
publishing leaders Activision, Capcom, Eidos Interactive, Electronic Arts,
Koei, Konami, Namco, and Sony Online Entertainment.

Consumers can find the following titles available during the launch window at
more than 18,000 retail locations: (listed in alphabetical order)

  -- Ape Escape(R): On the Loose, Sony Computer Entertainment America
  -- ATV Offroad Fury(R): Blazin' Trails, Sony Computer Entertainment
     America
  -- Darkstalkers Chronicle(TM): The Chaos Tower, Capcom
  -- Dynasty Warriors(R), KOEI
  -- FIFA 2005, Electronic Arts
  -- Gretzky(TM) NHL(R), Sony Computer Entertainment America
  -- Lumines(TM), Ubisoft
  -- Metal Gear Acid(TM), Konami
  -- MLB(TM), Sony Computer Entertainment America
  -- MVP Baseball, Electronic Arts
  -- NBA, Sony Computer Entertainment America
  -- NBA Street Showdown, Electronic Arts
  -- Need for Speed(TM) Rivals, Electronic Arts
  -- NFL Street 2 Unleashed, Electronic Arts
  -- Rengoku(TM): Tower of Purgatory, Konami
  -- Ridge Racer(TM), Namco
  -- Smartbomb, Eidos Interactive
  -- Spider-Man 2(TM), Activision
  -- Tiger Woods PGA TOUR(R), Electronic Arts
  -- Tony Hawk's Underground 2 Remix, Activision
  -- Twisted Metal: Head On(TM), Sony Computer Entertainment America
  -- Untold Legends: Brotherhood of the Blade, Sony Online Entertainment
  -- Wipeout(R) Pure, Sony Computer Entertainment America
  -- World Tour Soccer, Sony Computer Entertainment America

Further validating the multi-media entertainment value proposition of PSP,
several motion picture studios announced feature film support for the
platform with movies being made available on the newly developed proprietary,
compact (60 mm), but high-capacity (1.8 GB) optical disc, Universal Media
Disc (UMD(TM)), which PSP utilizes as its main storage medium.  In addition
to other studio announcements, Sony Pictures Home Entertainment announced
House of Flying Daggers, XXX, Hellboy, RESIDENT EVIL: Apocalypse and Once
Upon A Time In Mexico, for release on April 19 with plans to make additional
titles available monthly thereafter.  To protect this content, a robust
copyright protection system has been developed for UMD, which utilizes a
combination of a unique disc ID, 128 bit AES encryption keys for the media,
and individual ID for each PSP hardware unit.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new portable entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and high-
fidelity stereo audio.  With graphics rendering capability comparable to that
of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution TFT
display.   PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and   Wi-Fi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) portable entertainment system.  The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.  PSP is a new
portable entertainment system that allows users to enjoy 3D games, with high-
quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP portable
entertainment system for the North American market. Based in Foster City,
Calif.  Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

About Sony Pictures Home Entertainment

Sony Pictures Home Entertainment (SPHE) is a Sony Pictures Entertainment
(SPE) company. SPE is a subsidiary of Sony Corporation of America, (SCA), a
subsidiary of Tokyo-based Sony Corporation.  SPE's global operations
encompass motion picture production and distribution; television production
and distribution; digital content creation and distribution; worldwide
channel investments; home entertainment acquisition and distribution;
operation of studio facilities; development of new entertainment products,
services and technologies; and distribution of filmed entertainment in 67
countries.  Sony Pictures Entertainment can be found on the World Wide Web at
http://www.sonypictures.com/.

(Attachment -- List of PSP(TM) (PlayStation(R) Portable) Basic Specifications
and Features)

Visit us on the Web at www.us.playstation.com.

"PlayStation" and the "PS" Family logo are registered trademarks and "PSP"
and "UMD" are trademarks of Sony Computer Entertainment Inc.  All other
trademarks are property of their respective owners.

Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation.

Spider-Man 2, the movie(C) 2004 Columbia Pictures Industries, Inc.  All
rights reserved.

Spider-Man Character (R) & (C) 2004 Marvel Characters, Inc.  All rights
reserved.

   PSP (PlayStation Portable) Basic Specifications and Features

   Product Name         PSP(TM) (PlayStation(R) Portable)

   Color                Black

   Product Code         PSP-1001K

   Dimensions           Approximately 6.7 in (W) x .9 in (H) x 2.9 in (D)

   Weight               Approximately 280g / .62 lbs (including battery)

   CPU                  PSP CPU (System clock frequency 1 - 333MHz)

   Main Memory          32MB

   Embedded DRAM        4MB

   Display              4.3 inch, 16:9 Wide screen TFT LCD
                        480 x 272 pixel, 16.77 million colors
                        Maximum luminance 180 / 130 / 80cd/m2 (when using
                         battery pack)
                        Maximum luminance 200 / 180 / 130 / 80cd/m2 (when
                         using AC adaptor)

   Sound                Built-in stereo speakers

   Main Input/Output    IEEE 802.11b (Wi-Fi)
                        USB 2.0 (mini-B)
                        Memory Stick Duo(TM)
                        IrDA
                        IR Remote

   Main Connectors      Memory Stick Duo(TM) Slot
                        USB connector
                        DC OUT connector
                        DC IN 5V connector
                        Headset connector

   Keys/Switches        Directional buttons (Up/Down/Right/Left)
                        Analog Stick
                        Enter keys (Triangle, Circle, Cross, Square)
                        Left, Right shoulder buttons x 1
                        START button, SELECT button, HOME button x 1
                        POWER/HOLD switch x 1
                        Display button, Sound button, Volume +/- buttons x 1
                        Wireless LAN switch (ON/OFF) x 1
                        OPEN latch (UMD) x 1

   Power                Lithium-ion Battery
                        AC Adaptor

   Disc Drive           UMD Drive (Read only)

   Profile              PSP Game
                        UMD Audio (profile name TBD)
                        UMD Video (profile name TBD)

   Codec                [Video]: "UMD": H.264/MPEG-4 AVC Main Profile Level3
                        [Video}:"Memory Stick": MPEG-4 SP,AAC
                        [Music]: "UMD": linear PCM,ATRAC3plus(TM)
                        [Music}:"Memory Stick": ATRAC3plus(TM), MP3(MPEG1/2
                         Layer3)
                        [Photo]: JPEG (DCF2.0/Exif2.21)

   Security             (Encryption) 128bit AES (Copyright protection
                         technology) MagicGate(TM)

   Access control       Region, Parental Control

   Wireless             Infrastructure mode
    communications      Ad hoc mode (connection up to 16 consoles)
    IEEE802.11b

   PSP Value Pack       AC adaptor
    supplied            Battery pack
    accessories         Memory Stick Duo (32 MB)
                        Headphone with remote control
                        Soft case, wrist strap and cleaning cloth
                        UMD in-pack sampler

Source: Sony Computer Entertainment America Inc.

 ------------
Category 39,  Topic 34
Message 33         Sat Mar 26, 2005
KGAGNE [Ken]                 at 07:46 PDT

Here's another PSP manager for Mac:

http://www.versiontracker.com/dyn/moreinfo/macosx/26153
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I was sorely tempted to buy one of these gadgets the other day.....
I held off and still have $250 in my wallet:)

I'm going to keep my eye on it.  It's strange that you can buy the PS2 for $100
cheaper though:)

Dain
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Hackers add Web, chat to PSP

LOS ANGELES, California (Reuters) -- ... One man needed only 24 hours to get a
working client for Internet Relay Chat, or IRC, an older messaging platform
[to the PSP].

... Other "hacks" include a way to transfer TV shows recorded by the TiVo
digital video recorder to the PSP, a program for reading ebooks and a viewer
for comics downloaded from the Internet.

Story continues at
http://www.cnn.com/2005/TECH/fun.games/04/05/psp.hackers.reut/index.html

See also
http://www.pspirc.com/
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PSP(TM) (PlayStation(R) Portable) Sells More Than a Half Million Units in Its
First Two Days and Generates Over $150 Million In First Week Sales Setting
New Industry Benchmark

Initial Sales Data Demonstrates PSP Is the Must Have Product of 2005

FOSTER CITY, Calif., April 7 /PRNewswire/ -- Sony Computer Entertainment
America Inc. announced today that the first week sales of the PSP(TM)
(PlayStation(R) Portable) handheld entertainment system generated more than
$150 million at North American retailers, outpacing the launch week sales for
any other product in the space. Additionally, demand drove the sell through
of over 500,000 PSP Value Packs in the first two days alone -- an
unprecedented number further validating PSP as the most anticipated product
of 2005 and an industry altering force -- and remained strong throughout the
first week. Making the $150 million mark all the more spectacular, PSP sales
were achieved during a traditionally slower non-holiday season launch, and
during a period when many retailers were closed for Easter.

"The launch of PSP was everything we hoped for, with extraordinary consumer
demand driving sales of hardware units alone upwards of $150 million in first
week sales, far and away above those generated by any other product in the
space," said Kaz Hirai, president and chief executive officer, Sony Computer
Entertainment America. "In only two weeks, PSP is having an immediate impact
across the entire industry as consumers are clearly voting it the product of
the year in 2005."

"GameStop, Inc. has seen an extraordinary cross section of consumers come
through our doors including hard core gamers, business men and women of all
ages looking to get a PSP," said Dan DeMatteo, vice-chairman and chief
operational officer, GameStop Inc. "The overall entertainment value of PSP is
giving it a mass appeal beyond any other product we have ever carried."

Setting a new standard as the first-ever integrated portable entertainment
system designed to provide consumers with a comprehensive entertainment
experience including games, music, movies, communication, and wireless
networking, PSP launched in North America on March 24 to extraordinary
consumer demand. Already a sensation in Japan with upwards of 1 million units
sold to date, the North American launch of PSP saw lines snaking for blocks
at retailers across the nation with many locations extending business hours
for midnight sales or early openings to accommodate anxious consumers.
Thousands of PSP fans at special Sony Computer Entertainment America hosted
events in San Francisco and New York even braved rain and sleet to be among
the first to experience PSP.

About PSP(TM) (PlayStation(R) Portable)

PSP(TM) (PlayStation(R) Portable) is a new portable entertainment system that
allows users to enjoy 3D games, high-quality full-motion video, and
high-fidelity stereo audio. With graphics rendering capability comparable to
that of PlayStation(R)2, PSP features a 4.3 inch wide screen, high-resolution
TFT display. PSP also adopts a newly developed compact but high-capacity
(1.8GB) optical disc, Universal Media Disc (UMD(TM)), as its storage medium.
With a wide range of accessories and connectivity options, including Memory
Stick Duo, USB 2.0, IR port and Wi-Fi wireless LAN, PSP is the new
entertainment platform from PlayStation.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
the PlayStation(R)2 computer entertainment system and the PSP(TM)
(PlayStation(R) Portable) portable entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era. PSP is a new
portable entertainment system that allows users to enjoy 3D games, with
high-quality full-motion video, and high-fidelity stereo audio.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console, the
PlayStation 2 computer entertainment system and the PSP portable
entertainment system for the North American market. Based in Foster City,
Calif. Sony Computer Entertainment America Inc. serves as headquarters for
all North American operations and is a wholly owned subsidiary of Sony
Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com/psp

NOTE: "PlayStation" and the "PS" Family logo are registered trademarks and
"PSP" and "UMD" are trademarks of Sony Computer Entertainment Inc. All other
trademarks are property of their respective owners.

Memory Stick Duo, Memory Stick PRO Duo, ATRAC3plus and MagicGate are
trademarks of Sony Corporation.
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The first TV series to be released in the PSP's UMD format will hit shelves on
June 14th:

http://www.tvshowsondvd.com/newsitem.cfm?NewsID=3235
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KONAMI SHIPS RENGOKU(tm): THE TOWER OF PURGATORY
TO RETAIL STORES NATIONWIDE

All-New Sci-Fi Action Comes To PSP(tm) Portable Entertainment System with
Four-Person Multiplayer Gameplay

FOR IMMEDIATE RELEASE

REDWOOD CITY, Calif. - April 26, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped
Rengoku(tm): The Tower of Purgatory for the PSP(tm) portable entertainment
system. The second original PSP game by Konami, Rengoku features an
imaginative science-fiction setting with breathtaking graphics and dark,
gritty foreboding art created by famed Japanese illustrator Jun Suemi.
Modeled in a compelling blend of Eastern and Western sci-fi fantasy
environments, Rengoku places players in a dark and distant future in the role
of a well-armed battle android that must fight its way to the pinnacle of a
great tower to confront a mysterious foe. Created especially for the PSP
portable, Rengoku features immense replay value thanks to the system's
wireless technology and the game's four-person multiplayer gameplay.

"By utilizing the system's innovative wireless technology and amazing
graphics, Rengoku provides non-stop action with brilliant visuals and
delivers an incredible portable gaming experience to consumers," said Wilson
Cheng, product manager, Konami Digital Entertainment - America.

Battling through eight massive and distinctly-themed levels, gamers continue
to move upward, improving their android's skills, as well as acquiring new
weapons and technologies. The dungeon-crawling action with randomized levels
and missions also offers tremendous replay value. Players must strategically
manage their resources to tackle the missions at hand and achieve long-term
goals. Taking full advantage of the PSP portable's capabilities, gamers can
trade equipment and items or battle with up to three other players in the
action-packed deathmatch mode via the wireless multiplayer connection. In the
end, there can be only one master atop the Tower of Purgatory!

Rengoku(tm): The Tower of Purgatory is available exclusively for the PSP
portable entertainment system for an SRP of $39.99 and rated "M" for Mature
by the ESRB. For more information on the game, please visit:
http://www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###
(C) 2005 HUDSON SOFT. All rights reserved. Rengoku is a trademark of (C) 2005
HUDSON SOFT. "PlayStation" and the "PS" logo are registered trademarks and
PSP is a trademark of SCEI.
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Logic3 ANNOUNCES ITS NEW LINE OF
peripherals for THE sony psp

Wembley, UK - May 17, 2005 - Logic3 today announced the first comprehensive
line of accessories specifically designed for the Sony PlayStation Portable
(PSP).

The PSP allows users to play the latest games, listen to music, view digital
pictures and even watch blockbuster movies, all via one portable device. It
is multimedia entertainment anywhere, anytime and Logic3's products further
maximize the entertainment experience. Logic3's PSP products range from
powerful portable speakers for enhanced sound quality, to carry cases,
compact travel kits, cables and connectors.

Sound effects
The PSP Sound System is a portable speaker system designed exclusively for
the Sony PSP to create a 'mini theatre'. Echoing the same curves and style as
the PSP, the system provides an amplifier, bass and 3D surround sound more
powerful than its compact design would suggest. It is also a battery-charged
docking system which recharges the console while it plays movies or music;
yet it's portability still allows the serious gamer to carry on freely via a
detachable cable. The cost for the PSP Sound System is $79.99, including
carry case.

Logic3's PSP Sound Grip is a compact high quality speaker ideally suited for
gaming on the move. It is powered separately and incorporates handgrips to
ensure the console won't slip out of a player's hands mid-battle. Sitting
flush to the PSP and following its design, the casing adds virtually no extra
weight and maintains easy access to buttons as well as pass through ports for
audio and power connections. The cost for the PSP Sound Grip is $29.99,
including carry case.

Getting started
The PSP Starter Pack gets the first-time PSP owner up and running in a flash.
The start pack includes a carry case, USB data cable, screen protector &
cleaning pad, earphones, car charger and wrist strap. Logic3 also provides a
selection of carry cases, disk protectors for treasured movies, as well as
travel packs that include retractable cables. The cost for the PSP Start Pack
is $29.99.

Power up
Logic3 also offers the PSP Car Charger, portable Solar Charger and
Rechargeable Battery Pack. These products are convenient power sources that
extend the PSP's battery-life while on the go.

Logic3's range of PSP accessories will be available, July 2005, at major
retailers nationwide or online at www.logic3.com.

###
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Twentieth Century Fox Home Entertainment Releases Five Of Their Biggest
Blockbusters On UMD For The Sony PlayStation Portable

On July 5, 2005, Fox Home Entertainment will release its first film titles on
the Universal Media Disc (UMD) format for Sony's new PlayStation Portable
(PSP). Available for the suggested retail price of $26.98 each, the titles
will be available everywhere UMDs are sold. The first five titles slated for
release on UMD include the sci-fi smash I, Robot, indie favorite Napoleon
Dynamite, the balls-out funny Dodgeball: A True Underdog Story, cult comedy
Super Troopers and the action classic Predator. Fox has chosen to support the
new format because it provides consumers with a new portable entertainment
option that also maintains durable copyright protection. Subsequent waves of
titles will be released from Fox's impressive catalog in the coming months.
For more information on any of these titles, please contact Conor Sellers
(conor_sellers@bhimpact.com).

Note: If you would like to be taken off of this email distribution list,
please reply to this email and we will make sure you are removed.

***********************
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BANDAI GAMES ANNOUNCES "GHOST IN THE SHELL(R): STAND ALONE COMPLEX(TM)" FOR
PLAYSTATION(R)PORTABLE

Play Up to Four Players Wirelessly with the Latest Installation from the
"Ghost in the Shell(R)" Universe

CYPRESS, CA - June 1, 2005 - Bandai Games Inc. today announced "Ghost in the
Shell(R): Stand Alone Complex(TM)" for PlayStation(R)Portable (PSP(TM))
handheld entertainment system from Sony Computer Entertainment Inc. Based on
the critically-acclaimed anime series by the renowned manga artist and writer
Masamune Shirow, this sci-fi first-person shooter offers wireless multiplayer
action for up to four-players, including heated cooperative and competitive
modes.

"Cutting edge technology is one of the main themes in the 'Ghost in the
Shell(R)' series," said Rika Maruya, Co-Producer of Bandai Games Inc. "We
naturally wanted to take advantage of the wireless capabilities of the PSP to
truly immerse gamers into an edgy, futuristic world of hackers and cybernetic
entities.'"

About "Ghost in the Shell: Stand Alone Complex" for the PSP
In the futuristic world of "Ghost in the Shell: Stand Alone Complex," crime
knows no limits. Gamers can face off against cyber-criminals as members of
Section 9, an elite group of secret intelligence operatives tasked to keep
technological terrorists at bay. Players must use "Major" Motoko Kusanagi's
agility, her partner Batou's strength, the rookie Togusa's stealth, or
Saito's sniper skills to unravel the mysteries of Berutarube.

"Ghost in the Shell: Stand Alone Complex" offers gamers the chance to:

* Issue precise commands and orders to the sentient Think Tank, Tachikoma, to
gain an advantage during heated battles
* Customize Tachikoma with unique accessories and change the personality of
the tanks with different commands
* Choose from 51 different weapons; from hand guns to rocket launchers and
sub-machine guns
* Play wirelessly in head-to-head battles
* Hack into enemies or surveillance systems to break down the terrorist cells

"Ghost in the Shell: Stand Alone Complex" is scheduled to ship this summer.

About Bandai Games Inc.
Bandai Games Inc. is a wholly-owned subsidiary of Bandai America Incorporated
and a leading publisher of interactive entertainment software for popular
videogame systems such as the PlayStation(R)Portable (PSP(TM)) handheld
entertainment system, PlayStation(R)2 computer entertainment system, the
Xbox(R) video game system from Microsoft, the Nintendo DS(TM), Nintendo
GameCube(TM), and the Game Boy(R) Advance. Unique characters and stimulating
game experiences highlight Bandai Games Inc.'s distinctive product lineup
which include hit titles such as Inuyasha and Digimon. Bandai Games Inc. is
headquartered in Cypress, California. For more information and press
downloads please visit: www.BandaiGames.com.

# # #

(C) 2002-2005 Shirow Masamune-Production I.G/KODANSHA
(C) 2005 Sony Computer Entertainment Inc./BANDAI/Production I.G
GHOST IN THE SHELL is a registered trademark of Kodansha Ltd. STAND ALONE
COMPLEX is a trademark of Kodansha Ltd.
BANDAI logo is a registered trademark of Bandai. All Rights Reserved.

PSP is a trademark of Sony Computer Entertainment Inc. "PlayStation" is a
registered trademark and "PSP" is a trademark of Sony Computer Entertainment
Inc.
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GENERATION OF CHAOS Announced for the PSP(TM)

NIS America Unveils its first Strategy Role-Playing Game for the Popular
Handheld Entertainment System

Anaheim, Calif. (June 08, 2005) - Strategy role playing game publisher NIS
America Inc. announced today its plans to release Generation of Chaos for the
PSP(TM) portable entertainment system. Generation of Chaos is scheduled to
ship in North America in spring 2006.

Generation of Chaos, developed by Idea Factory, is one of the more popular
RPG series in Japan, and the 2006 release for the PSP(TM) marks the first
time the series has appeared in North America. Featuring all the essentials
that made its predecessor one of the most addictive strategy RPG titles for
the PlayStation(R)2 computer entertainment system, GOC jumps onto the PSP(TM)
with evolutionary game play.

About Generation of Chaos
Battles for world domination have been dragging on for generations. Now Allen
of Zodia rises to end all wars and bring peace to the world. After the
opening story, the player uses the strategy mode to build and strengthen the
kingdom. In the beginning, the kingdom is small and weak. However, as you
progress through the game, the player can conquer neighboring kingdoms and
stretch its ruling powers throughout the land of Duke.

Unlike other RPGs for the PSP(TM), Generation of Chaos features massive,
sixty-character battles as well as sneaky espionage tactics.

Other features include:
-Massive 30 vs. 30 real time army battles.
-Customizable troops and commanders.
-Freedom to fight with or against neighboring kingdoms.
-Your decisions during the game will change the outcome of the war.

About Idea Factory
Based in Shibuya-ku, Tokyo, Japan, Idea Factory is a multimedia/game software
developer and publisher. Since the launch of its very first PlaySation(R)
title in 1996, Idea Factory has been developing revolutionary Strategy RPGs
like the Generation of Chaos series and Spectral Souls series. Both series
are highly praised in Japan for its unique and engaging play style. Today
Idea Factory continues to offer entertainment that crosses both nations and
generations.

About NIS America, Inc.
NIS America, Inc. (NIS America) subsidiary of Nippon Ichi Software, Inc. of
Japan (Nippon Ichi Software), established its North American operations on
December 24, 2003. Based in Anaheim, California, NIS America, Inc. is a game
software publisher that localizes, markets, and publishes Nippon Ichi
Software titles among others. Some of NIS' most popular titles include
LaPucelle: Tactics, Disgaea: Hour of Darkness, and Phantom Brave for the
PlayStation(R)2 computer entertainment system.

Nippon Ichi Software was founded in 1994 in Gifu, Japan, as an entertainment
software company. Since then Nippon Ichi Software has grown into an
international company focused on creating innovative video game products.
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KONAMI SHIPS CODED ARMS
TO RETAIL STORES NATIONWIDE

Konami's Highly Anticipated FPS Comes to the PSP(tm) (PlayStation(R)Portable)
System With Wireless Multiplayer Gameplay

REDWOOD CITY, Calif. - July 6, 2005 Konami Digital Entertainment - America, a
division of Konami Digital Entertainment, Inc., today shipped Coded Arms(tm)
for the PSP(tm) (PlayStation(R)Portable) system. The third original PSP game
from Konami, Coded Arms is also Konami's first entry into the first-person
shooter (FPS) genre. The highly-anticipated game features wireless
multiplayer game modes and endless replay value thanks to its innovative
regenerating mapping system. With stunning graphics, fast-paced action and an
intense, distinctive storyline, Coded Arms is one of the PSP system's most
unique titles.

"Coded Arms is the first FPS from Konami and the first FPS for the PSP," said
Wilson Cheng, product manager at Konami Digital Entertainment - America.
"Through its state-of-the-art visuals, wireless multiplayer gameplay,
customizable controls and other original features, Coded Arms will be a
stand-out game for the PSP."

Coded Arms takes place in an abandoned virtual reality system inside a giant
computer network. The VR system was originally created as a combat training
simulator in the event of an alien invasion. However, during this program's
development, a major flaw was discovered and the project was scrapped. Though
abandoned, the program kept evolving within the computer network and
eventually turned into a vast and brutal VR world populated with virtual
alien invaders, dangerous computer bugs, the VR system's own security bots
and huge boss enemies.

Players take the role of a computer hacker who infiltrates the abandoned
virtual reality system. Gamers will use weapons and power-ups that they
discover while exploring the expansive single player mode and fight through
five different game worlds with multiple gameplay levels. More than 30
different weapons will be available to battle the horde of virtual creatures,
including real world weapons such as sniper rifles, machine guns, grenades,
and more fantastic armaments such as pulse rifles.

Coded Arms will also utilize the PSP system's wireless capabilities for
multiplayer action for up to four players. Multiplayer modes include
Deathmatch, Keep the Mark, and Last Man Standing. To enhance the multiplayer
experience, gamers can bring over their items they collect from the single
player mode and use them in the multiplayer mode to defeat other players.

Coded Arms is available exclusively for the PSP system for an SRP of $39.99
and rated "T" for Teen by the ESRB. For more information on the game, please
visit: http:// www.konami.com/codedarms.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR SOLID(R), SILENT HILL(R) and CASTLEVANIA (R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

(C) 2005 KONAMI
"KONAMI" is a registered trademark of KONAMI CORPORATION.
"CODED ARMS(tm)" is a trademark of KONAMI CORPORATION.

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(tm) may be required (sold separately).
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Konami To Offer Death Jr. Limited Edition Version Exclusively At EBX And
GameStop Stores

Death Jr. fans rush to your local GameStop or EBX today and put in your
preorder for Death Jr! That's the only way you'll get your hands on the
Limited Edition version of Death Jr. What do you get in this limited edition
you ask? Well it's a cornucopia of deathly goodness that includes: An
exclusive foil package that features different artwork than the regular
version of the game, two Death Jr branded UMD cases, a bonus CD that contains
the Death Jr soundtrack (in MP3 format) and a limited edition Death Jr. comic
produced by Backbone Entertainment - both easily transferable to your PSP via
your computer with a link cable. Death Jr. will be hitting store shelves in
August. Supplies are limited so reserve your copy today!

The Limited Edition will be available at EBX and GameStop exclusively. They
are currently available for pre-order at retail locations and on their
websites:

GameStop - http://www.gamestop.com/product.asp?product%5Fid=190123

EBWorld - http://www.ebgames.com/ebx/product/255632.asp
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KONAMI SHIPS DEATH JR. TO RETAIL STORES NATIONWIDE

Death Jr. "Reaps" Its Way Onto The PSP System With Great Action And
"Cutting"-Edge Graphics

REDWOOD CITY, Calif. - August 16, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped
Death Jr.(tm) for the PSP(tm) (PlayStation(R)Portable) system. The newest PSP
(PlayStation Portable) title from Konami, Death Jr. is an action platforming
game that seamlessly blends elements from a first-person shooter with the
exploration of a third-person platformer and serves up a large dose of
intense gameplay and weapon heavy combat. The game employs a unique
particle-effect system and a sophisticated 3D engine. All these features
combine to provide beautifully rendered characters and environments that have
never been experienced on a handheld gaming system and establish Death Jr. as
a must-have title for the PSP system.

"Death Jr. offers an exciting original experience with fresh new characters
that will appeal to a wide range of gamers," said Dennis Lee, Group Manager
at Konami Digital Entertainment - America. "With some of the highest quality
graphics for a handheld device, this title should be an immediate favorite."

Developed by Backbone Entertainment, the game stars Death Jr. (DJ), the
teenage son of the Grim Reaper. DJ is armed with a mighty scythe - a family
heirloom that serves as both a weapon and a unique platforming tool - along
with an arsenal of guns and explosives. He is joined by a "charming" group of
friends who play a key role in the storyline. His entourage includes Pandora,
an obsessive compulsive goth girl who can't put her hands on anything without
trying to open it; Smith and Weston, a pair of brainiac twins conjoined at
the head; Stigmartha, a girl who bleeds from her hands whenever she gets
nervous; and the Seep, an armless, legless, foul-mouthed foreign exchange
student in a vat.

All is well on the group's field trip to the Museum of Supernatural History
until Pandora insists on opening a box the group discovers. The ancient demon
Moloch, along with his truly terrifying group of minions, emerges from the
box to reap havoc. DJ must overcome near insurmountable odds to save his
friends and the world. Plus, if anyone finds out DJ had anything to do with
getting into this mess, he's going to be in serious trouble with his dad.

DJ is aided by a wide variety of weapons to help vanquish the demons. When
DJ's scythe melee weapon won't do the trick, he can make use of an arsenal of
other items including dual pistols, a lightning gun, a flamethrower and
exploding C4 hamsters. Additionally, players can employ DJ's extensive move
set, including multiple scythe combos, special gun attacks and aerial moves.
With help from his friends - especially Pandora - DJ can unleash special
combos to lay waste to large groups of foes.

Death Jr. is also on its way to becoming a cross-media phenomenon. In
addition to being one of the most highly-anticipated titles for the PSP
system, Death Jr. has a comic book published by Image Comics(tm), a toy and
collectibles line by Gentle Giant(tm) and a movie currently in production.

Death Jr. is available exclusively for the PSP system for an SRP of $39.99
and is rated "T" for Teen by the ESRB. For more information on the game,
please visit: http://www.konami.com/deathjr.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

Death, Jr., the Death, Jr. character, and the Pandora characters are
trademarks of Backbone Entertainment. All rights reserved (C) 2005, Backbone
Entertainment. KONAMI is a registered trademark of KONAMI CORPORATION. KONAMI
is a registered trademark of KONAMI CORPORATION. "PSP" is a trademark and
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Memory Stick Duo(tm) may be required (sold
separately).
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Looks like Sony is adding a web browser to the PSP:

http://www.cnn.com/2005/TECH/ptech/08/24/sony.psp.reut/index.html
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The PSP has finally launched in Europe:

http://www.cnn.com/2005/TECH/09/01/playstation.launch.reut/index.html
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Konami Launches 3D Viewing Peripheral Developed with SMC.
"METAL GEAR AC!D2" with new peripheral hits Japan on December 8th

September 16, 2005

Konami Corporation (Konami) announced that it has developed a 3D viewing
peripheral in conjunction with Sony Music Communications Inc. (SMC) for
PlayStation(R) Portable (PSPTM).

This attachment makes games and movies (designed specifically for this
system) much more realistic by producing full-color, 3D visuals. Simply place
the viewer lens on the PSP system.

This system, entitled "SOL!D EYE TOBIDAC!D (tentative product name)" will
make its debut on December 8th in Japan. It will be packaged along with
"METAL GEAR AC!D2." Players can also change between 3D and normal view
anytime, even while playing.

"METAL GEAR AC!D2" with "SOL!D EYE TOBIDAC!D (tentative product name)" will
be sold for 5,229 yen (including tax/ manufacturer's suggested retail
price_MSRP_).

"METAL GEAR AC!D2" will be on display at Tokyo Game Show 2005 which will be
held at Makuhari

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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Crave Entertainment Shoots Again With Pinball Hall of Fame for PSP(TM) System

Take pinball's golden age on the road

Los Angeles, Calif.-September 29, 2005-Crave Entertainment, a leading
publisher of console videogames, today announced the bestselling Pinball Hall
of Fame for the PSP(tm) (PlayStation(R)Portable) system. Featuring a
compilation of 11 of Gottlieb's greatest tables recreated in a 3D
environment, the Pinball Hall of Fame authentic visuals and sound effects
takes players back in time to when pinball machines ruled the arcades.

"Pinball is such an integral part of American pop culture," says Mark Burke,
senior vice president of product planning and business development for Crave
Entertainment. "There are so many fans of the classic Gottlieb tables and
this compilation offers the convenience of playing them anytime, anywhere."

The game's collection of 11 of Gottlieb's greatest tables includes Aces High,
Central Park, Big Shot, Genie, Black Hole, and Victory, plus three tables
never before seen in a Pinball Hall of Fame game. In addition to the
authentic visuals and sound effects, pinball aficionados will also enjoy the
historical art and fun facts from the golden age of the game, and two player
"game sharing" via wireless connection with one disc

Scheduled for release in November 22, 2005, Pinball Hall of Fame will be
available for the PSP system with a MSRP of $29.99.

About Crave Entertainment
Based in Los Angeles, California, Crave Entertainment is a privately held
publisher of videogame entertainment products. Crave produces games for the
major console platforms including PSP(tm) (PlayStation(R)Portable) system,
Nintendo DS(tm), Game Boy(R) Advance, Nintendo GameCube(tm), the
PlayStation(R) game console, PlayStation(R)2 computer entertainment system,
and the Xbox(R) video game system from Microsoft. For more information about
Crave Entertainment, please visit http://www.cravegames.com.

# # #
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MARVEL AND ACTIVISION'S X-MEN LEGENDS II: RISE OF APOCALYPSE
SHIPS FOR THE PSP(TM) (PLAYSTATION(R) PORTABLE) SYSTEM

Santa Monica, CA - October 19, 2005 - The epic battle to save humankind rages
on the PSP(TM) (PlayStation(R) Portable) system with the release of X-Men(TM)
Legends II: Rise of Apocalypse, inspired by Marvel's legendary Super Heroes.
Building on the deep customization and rich storyline of the console games,
X-Men Legend II: Rise of Apocalypse for the PSP features four additional
playable characters, new environments, 9 exclusive missions and
groundbreaking multiplayer modes that allow up to four players to compete
both online and offline utilizing the system's wireless technology. The game
is currently available at retail stores nationwide for a suggested retail
price of $49.99 and has been rated "T" (Teen with mild language and violence)
by the ESRB.

In X-Men Legends II: Rise of Apocalypse, players create, customize and
control teams of four mutants from 20 all-time favorite X-Men and classic
Brotherhood villains from the Marvel Universe. With the X-Men and Brotherhood
fighting side-by-side for the first time, players switch instantly between
teammates wielding amazing super powers and skills as they overcome
obstacles, solve puzzles and defeat more than 100 types of enemies including
Lady Deathstrike and the notorious Four Horsemen of Apocalypse. In addition
to a deep single player experience, the game also features six multiplayer
skirmish modes that offer head-to-head action as well as online and offline
wireless cooperative modes that offer fierce battles against enemies.

X-Men Legends II: Rise of Apocalypse is also available for the
PlayStation(R)2 computer entertainment system, Xbox(R) video game system from
Microsoft and Nintendo GameCube(TM) for a suggested retail price of $49.99
and for Windows(R) PC for a suggested retail price of $39.99. All versions
carry a "T" (Teen with mild language and violence) rating from the ESRB. The
game was developed by Raven Software for the console versions, Vicarious
Visions for the PSP system and Beenox Studios for the PC.

About Marvel Entertainment, Inc.
With a library of over 5,000 characters, Marvel Entertainment, Inc. -
formerly known as Marvel Enterprises, Inc. - is one of the world's most
prominent character-based entertainment companies. Marvel's operations are
focused on utilizing its character franchises in licensing, entertainment,
publishing and toys. Areas of emphasis include feature films, DVD/home video,
consumer products, video games, action figures and role-playing toys,
television and promotions. Rooted in the creative success of over sixty years
of comic book publishing, Marvel's strategy is to leverage its character
franchises in a growing array of opportunities around the world.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at
www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #

Marvel, X-Men and all related character names and the distinctive likenesses
thereof are trademarks of Marvel Characters, Inc. and are used with
permission. Copyright 2005 Marvel Characters, Inc. All rights reserved.
www.marvel.com

Super Hero(es) is a co-owned registered trademark.

Windows and Xbox are registered trademarks of Microsoft Corporation in the
United States and/or other countries. All other trademarks and trade names
are the properties of their respective owners.
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SONY MEDIA SOFTWARE RELEASES NEW PSP(TM) (PlayStation(R) Portable) MEDIA
MANAGER
APPLICATION, FURTHER EXPANDING THE MULTIMEDIA CAPABILITIES OF THE PSP SYSTEM

Announcement Further Validates the Growing Trend of Consumers Using the PSP
System as a Portable Media Device

MADISON, Wis. - November 1, 2005 - Sony Media Software, a leading provider
of award-winning professional video and audio editing applications,
announced today the availability of the PSP Media Manager, software for the
PC that lets PSP owners easily move content from their personal computer to
their PSP(TM) (PlayStation(R) Portable) system. The PSP Media Manager allows
users to take full advantage of the PSP's ability to display various types
of multimedia content by leveraging its capabilities as a portable music
device, digital photo album, and movie viewer. With PSP Media Manager
software, users can transfer videos, music, and still images, all via a
USB-cable connecting their PSP system to a personal computer.  A
download-only version is immediately available for US $19.95 at
www.sony.com/mediasoftware. The boxed version, which will include a 6-foot
USB 2.0 cable, sample media, and five free song downloads from the CONNECT
music store (www.connect.com), will be available online at
www.sony.com/mediasoftware or www.sonystyle.com on December 1st with an MSRP
of US $29.95.

The PSP Media Manager software provides quick navigation and thumbnail
previews to easily identify photos and videos to move from the PC to PSP
system, and even lets users select among different quality settings (bit
rates) for the transferred media. The PSP Media Manager application supports
most popular video and audio formats, and also makes it simple to locate and
subscribe to a variety of RSS feeds including podcasts, video blogs, and
PSP-formatted magazines for automatic downloading to the PSP system. The
software also provides a one-click option that lets users back up game
saves, images, videos, and music files from the PSP system to their PC.

"With more then two million PSP systems sold in North America as of
September 2005, the PSP system has established itself as the preeminent
device for mobile entertainment and gaming. Now, with the release of the new
PSP Media Manager software, we're providing Sony technology that lets users
easily optimize and transfer their content from the PC to their PSP system
using a familiar drag-and-drop interface," said Dave Chaimson, vice
president of marketing, Sony Media Software. "Whether your source is 16:9
high definition video footage, a collection of photos from your latest
vacation, or a PSP formatted publication, this new technology lets you view
and share it anywhere you and your PSP system go."

"Since its inception, the PSP system has quickly become the device of choice
for portable entertainment. Whether it's games, music, movies photos or
Internet access, no other portable media device provides as much
functionality and entertainment as the PSP system," said John Koller, senior
product manager, Sony Computer Entertainment America. "PSP Media Manager
software enables consumers to easily manage and move their favorite media
from their PC to their PSP. The PSP system, coupled with the new PSP Media
Manager software, provides a complete solution for truly enjoying the PSP
system's portable entertainment capabilities."

PSP Media Manager Features Include:

General
Extensive video, audio, and image support
Easy drag-and-drop transfer to PSP
Photo and video thumbnail preview
Background processing

Video
Video support for .mp4, .avi, .mpg, .mov, .wmv, and more
High quality, Sony AVC (H.264) video encoding
Customizable target encoding settings

Music
Automatic album name folder creation
Audio support for .mp3, .wav, .wma, and other formats
Gracenote(R) CD album identification
Customizable bitrate options for encoding and playback

Images
Automatic photo album name folder creation
One-click transfer of entire PSP-formatted magazines
Image support for .bmp, .jpg, .gif, .png, .tif, and others

Feeds
Built-in directory of popular RSS feeds including ACIDplanet.com podcasts
One-click refresh to get the latest podcast episodes on the PSP
Feed subscription, import, and export

Game Saves
Back up game saves on your computer or PSP
Move game saves between Memory Stick(TM) Duo media

Additional information on the PSP Media Manager and other Sony software
products can be found at www.sony.com/mediasoftware.

About Sony Media Software
Sony Media Software manages the following media creation software titles:
Sound Forge(R) software, Vegas(R) software, CD Architect(TM) software, DVD
Architect(TM) software, ACID(R) Pro software, Sony Sound Series(TM) music and
sound
effects libraries, Sony Vision Series(TM) graphics, animations and stock
footage libraries, Noise Reduction(TM) plug-in, Vegas Movie Studio(TM)
software,
ACID Music Studio(TM) software and Sound Forge Audio Studio(TM) software.,
ACID
XMC software, Jam Trax software, and Super Duper Music Looper(TM) software.
The
team also runs the ACIDplanet online service (www.ACIDplanet.com), a
worldwide community for progressive musicians. For additional product
information, please visit www.sony.com/mediasoftware.

ACID, Sound Forge, Vegas, CD Architect, DVD Architect, Noise Reduction,
Sound Series, Vision Series, Music Studio, Audio Studio, Movie Studio, Jam
Trax, Super Duper Music Looper, and LooperVision are trademarks or
registered trademarks of Madison Media Software, Inc., a Sony Corporation of
America subsidiary, or its affiliates in the United States and other
countries. All other trademarks are the trademarks or registered trademarks
of their respective owners in the United States and other countries.

###
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Agetec Releases PoPoLoCrois(TM) for the PSP(TM) (PlayStation(R)Portable)
System

SUNNYVALE, Calif., November 14, 2005 -Agetec, Inc., a leading publisher of
entertainment software, announced that PoPoLoCrois(TM) has been approved for
gold status and will ship to stores on December 6, 2005. Hugely popular in
Japan, PoPoLoCrois for the PSP(TM) (PlayStation(R)Portable) system is the
first game of the long running series released for the U.S. market.

"Hardcore RPG enthusiasts have been nostalgic for a unique PSP(TM) system
role-playing game for quite some time now," said Mark Johnson, vice president
of marketing for Agetec, Inc. "The appeal of PoPoLoCrois for U.S. gamers is
that they can play a traditional RPG game on their PSP system while enjoying
many cool features, including a ton of playable characters, exciting cut
scenes that further the story, a quick-save option for playing on the go, and
a zoom feature so that every little detail can be savored."

Developed by G-Artists and Sony Computer Entertainment Inc., PoPoLoCrois is
an endearing story of hope and perseverance for 10-year-old Prince Pietro and
his forest witch friend Narcia as they embark upon adventures spanning a
period of five years. Traversing through the magical kingdoms of the world
and lands beyond, the intrepid twosome encounter fairies, dragons and Gods as
they team up with unique characters and battle dangerous creatures in an
attempt to save the kingdom and rescue the soul of Prince Pietro's mother
from eternal sleep, free his father from the grips of darkness and stop a
Goddess who has gone mad with her own selfish desires.

PoPoLoCrois is rated "E" for Everyone and has a price point of $39.99 at
Electronics Boutique, GameStop, and online at http://www.target.com and
http://www.walmart.com. For more information on other exciting titles from
Agetec, please visit http://www.agetec.com.

About Agetec, Inc.
Agetec, Inc. is a world-class publisher of award-winning software and
hardware accessories for the North American video game market. Agetec
publishes many well-known brand titles, including: "King's Field," "The
Adventures of Cookie & Cream," "Bass Landing," "RPG Maker," and the "Armored
Core" game series as well as a growing list of over 65 game titles. Based in
Sunnyvale, California, Agetec games support all console and handheld gaming
systems.

###

(C)2005 Sony Computer Entertainment Inc. (C)Yohsuke Tamori All Rights
Reserved. "PoPoLoCrois" is a trademark of Sony Computer Entertainment Inc.
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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EPIC QUESTS ARE AT HAND AS CAPCOM(R) ANNOUNCES MONSTER HUNTER FREEDOM FOR THE
PSP(TM) (PLAYSTATION(R)PORTABLE) SYSTEM

SUNNYVALE, Calif. - November 21, 2005 - Capcom(R), a leading worldwide
developer and publisher of video games, today announced Monster Hunter
Freedom for the PSP(TM) (PlayStation(R)Portable) system. Building upon
Monster Hunter and Monster Hunter G (Japanese release only), which were
originally released on the PlayStation(R)2 computer entertainment system,
Monster Hunter Freedom is the ultimate package, including new missions,
additional features and content adapted for the PSP system. Adventurers are
now free to take their epic battles with them wherever they go, as they
explore a unique world inhabited by ferocious monsters and become mighty
hunters in this exciting action game. With a multitude of missions, quests,
characters, weapons and more, the variety is virtually limitless. The game
features both enhanced single player campaigns as well as multiplayer
missions via the PSP system's ad hoc mode which allows up to four friends to
band together for intense battles. Capcom plans to release Monster Hunter
Freedom for the PSP system across North America in Q1 2006.

In Monster Hunter Freedom, challengers take on a variety of quests and
conquer larger than life beasts either alone or with the aid of others.
Players start by customizing their own character, choosing the type of hair,
face, voice and other various attributes their personalized monster hunter
will possess. They can explore a hub village where they can sign up for
various challenges ranging from retrieving a valuable egg from the nest of a
menacing dragon to hunting down powerful creatures and much more. Hunters can
scavenge defeated monsters for food, collect bones for weapons and armor, and
even use pieces for decorative accessories. In addition, by completing
objectives, players receive an array of rewards that allows them to upgrade
their arsenal and equipment, readying them for even tougher battles.

Monster Hunter Freedom boasts an array of exciting new features for the PSP
system:
Breathtaking graphics - lush environments and detailed monsters are
beautifully represented on the PSP system
Modified quests enhance offline gameplay - whereas the previous titles
emphasized online gameplay, missions have been adjusted to offer more
accessible single player experiences
Ad hoc multiplayer
o Up to four can team up in cooperative multiplayer missions via the PSP
system's ad hoc mode
o Players can also exchange certain items as well as guild cards which track
points that are awarded when friends play together
Enhanced village hub features a new look and includes various upgraded areas
        o       Expanded item shop - players can use quest rewards or
pillaged items to upgrade more weapons and armor than before, as well as
purchase items, ammo and food
        o       House area - hunters now have an improved home where they can
store and manage items in a chest, save their progress by resting in bed,
read magazines that provide useful game tips and access the new Felyne
Kitchen area
        o       Farm - a brand new location where players can fish, garden,
scavenge for items and more
        o       By investing with the town's representatives and dealing with
the businesses, players contribute to the growth and development of the area
which creates additional options
New Felyne Kitchen - hire these feisty creatures to create various culinary
delights in their extraordinary kitchen
        o       Experience different effects from eating the specially
prepared food such as increased attack power, defense and more
        o       Benefits from the food continue until a quest is cleared once
        o       The more these chefs are used, the higher their levels
become, improving their cooking skills to produce even more helpful entrees
        o       Each cat has their own unique "special" ingredient which can
produce different results that aid players in combat
New "treasure hunters" two player co-op game
o Collect and deliver treasures in a specific time to achieve high scores and
earn various items
o High value prizes are added to a collection list on a guild card which can
be traded with friends
Exciting mini games - collect items, harvest plants and complete other small
tasks to obtain all kinds of useful items
Brand new weapons and equipment provide even more options

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PSP" is a trademark and "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Internet
connection and Memory Stick Duo(TM) may be required (sold separately). All
rights reserved. All other marks are the property of their respective
holders.
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Crave Entertainment Raises the Stakes with World Championship Poker 2:
Featuring Howard Lederer for PSP(tm) System

The best selling poker franchise comes to handheld

Newport Beach, CA. - December 6, 2005 - Crave Entertainment, a leading
publisher of console videogames, today announced the release of World
Championship Poker 2: Featuring Howard Lederer for the PSP(tm)
(PlayStation(R)Portable) system. World Championship Poker 2, the follow up to
one of the best selling titles for the first half of 2005, is also available
for the PlayStation(R)2 computer entertainment system and Xbox(R) video game
and entertainment system from Microsoft.

World Championship Poker 2 is the first online game that allows players with
the PSP(tm) system to go head to head with players on the PlayStation(R)2
computer entertainment system. Developed by Point of View, WCP2 also features
a detailed one player game, where you now have to work your way up the poker
ranks, starting in your mom's basement. Once you start winning and
accumulating money, you can spend your winnings on increasingly better pads,
and furnishings. Hit a losing streak, and you may have to hock your stuff to
stay in the game. Other features include:

*       14 types of poker, including Texas Hold'em, Five Card Draw, Seven
Card Stud and Pineapple
*       Different levels of simulation - "Real Deal" for the more experienced
card shark and "Power Play" for the casual players
*       Active tell and bluff systems.
*       Third-person "TV" mode (including the popular in-bumper "card cam")
or first-person mode to watch human and computer opponents more closely for
signs of tells and bluffs
*       RPG-like upgradeable skill system
*       Play with the pros - in game character likenesses, as well as play
styles and iconic signature personality traits of some of the world's top
poker players including: Howard Ledrerer, Annie Duke, Greg Raymer, Robert
Williamson, Amir Vahedi, Clonie Gowen, and Paul Darden.
*       Detailed character customization feature - really put yourself in the
game
*       More attitude - truly colorful color commentary including player
controlled taunts, bluffs and tells
*       Poker tutorials, as well as hints and tips on strategy
*       Dynamic one player game - upgrade your pad and host online
tournaments. Hock your stuff if you're desperate for funds for the next
tournament.
*       Exclusive to the PSP(tm) system: 6 multiplayer-only variant games and
6 mini-games to test even the best Poker player's knowledge and skills.


World Championship Poker 2 for the PSP(tm) system is available now for a MSRP
of $29.99.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a division of
Handleman Corp. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(R)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
www.cravegames.com.

# # #

Xbox is a registered trademark of Microsoft Corporation in the United States
and/or other countries.
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Crave Entertainment Brings Back the Golden Age with Pinball Hall of Fame for
PSP(tm) System

Compete head to head with one disc via wireless connection

Newport Beach, Calif.-December 6, 2005-Crave Entertainment, a leading
publisher of console videogames, today announced that Pinball Hall of Fame
for the PSP(tm) (PlayStation(R)Portable) system has shipped to retailers
throughout North America. Featuring a compilation of 11 of Gottlieb's
greatest tables recreated in a 3D environment, the Pinball Hall of Fame
authentic visuals and sound effects take players back in time to when pinball
machines ruled the arcades. The game also allows two players to compete via a
wireless connection using a single game disc.

The game's collection of 11 of Gottlieb's greatest tables includes Aces High,
Central Park, Big Shot, Genie, Black Hole, and Victory, plus three tables
never before seen in a Pinball Hall of Fame game. In addition to the
authentic visuals and sound effects, pinball aficionados will also enjoy the
historical art and fun facts from the golden age of the game, as well as a
photo tour of the Gottlieb factory.

Pinball Hall of Fame is available for the PSP(tm) system with a MSRP of
$29.99.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a division of
Handleman Corp. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(R)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game and entertainment
system from Microsoft. For more information about Crave Entertainment, please
visit www.cravegames.com.

# # #
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Crave Entertainment Signs Puzzle Challenge: Crosswords and More!

Console Game to Contain Over 1,000 Unique Interactive Puzzles

Newport Beach, CA. -- December 08, 2005 -- Crave Entertainment, a leading
publisher of console videogames, today announced plans to publish Puzzlle
Challenge: Crosswords and More!, a collection of more than 1,000 crossword
puzzles, word searches and other brainteasers for the PlayStation(R)2
computer entertainment system and for the PSP(tm) (PlayStation(R)Portable)
system. The title marks the first U.S. word puzzle game for either system.

"Crosswords have such wide appeal," said Sheri Snow, Director of Marketing of
Crave Entertainment. "We expect to see family members that might not
ordinarily play with PlayStation 2 console or the PSP system start vying for
their own gaming time."

Puzzle Challenge: Crosswords and More! offers more than 200 hours of
gameplay, ranging from easy to difficult standard crosswords, codebreakers
that require the player to determine number matches assigned to each letter
of the alphabet, puzzles with cryptic clues, diamond shaped puzzles and
backwards puzzles where the player fills in their own black squares. Word
searches come in standard or themed versions. Profiles can be set for
multiple players so that the entire household can use the software. Exclusive
to the PSP(tm) system version is a two-player game sharing mode that enables
two people on separate handheld consoles to play the game via wireless
connection using one disc.

Puzzle Challenge: Crosswords and More! is expected to be released in the
first quarter of next year with an MSRP of $19.99 for the PlayStation(R)2
computer entertainment system and $29.99 for the PSP(tm)
(PlayStation(R)Portable) system.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a division of
Handleman Corp. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(R)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system from
Microsoft. For more information about Crave Entertainment, please visit
www.cravegames.com.

###
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MIDWAY SHIPS MIDWAY ARCADE TREASURES(TM): EXTENDED PLAY FOR THE
PLAYSTATION(R) PORTABLE ENTERTAINMENT PLATFORM (PSP)

Enjoy the Coin-Op Masterpieces of the Past for the First Time Ever on Sony
Handheld

Chicago - December 12, 2005 - Midway Games Inc. (NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
the release of Midway Arcade Treasures: Extended Play, a massive compilation
featuring 21 retro Midway arcade titles, for the PlayStation Portable
Entertainment Platform (PSP) from Sony.

"Midway Arcade Treasures: Extended Play is the perfect portable title, with
21 classic arcade games guaranteed to provide a quick diversion or an
extended gameplay experience," said Steve Allison, chief marketing officer,
Midway. "With the holiday season upon us Midway Arcade Treasures: Extended
Play is a must-have stocking stuffer this year."

About Midway Arcade Treasures: Extended Play

Midway's first PSP title, Midway Arcade Treasures: Extended Play will feature
select games from both Midway Arcade Treasures and Midway Arcade Treasures 2.
In addition to the single player experience found in Spy Hunter, Sinistar,
Defender, Paperboy and 720o, Midway Arcade Treasures: Extended Play features
white-knuckle multi-player via Wi-Fi available for 16 of the 21 games
offering head-to-head action. Players can now go on the move with the
original games that jump-started several franchises with Mortal Kombat,
Rampage, Gauntlet, and Spy Hunter.

21 Classic Arcade Games Including:

Mutiplayer Wireless:

        o       Klax(R)

        o       Joust(R)

        o       Marble Madness(R)

        o       Toobin'(TM)

        o       Wizard of Wor(TM)

        o       Xybots(TM)

        o       Arch Rivals(TM)

        o       Championship Sprint(TM)

        o       Cyberball 2072(TM)

        o       Mortal Kombat(R)

        o       Mortal Kombat(R) II

        o       Mortal Kombat(R) 3

        o       Rampage(R) (3-player)

        o       Rampart(R) (3-player)

        o       Xenophobe(R) (3-player)

        o       Gauntlet(R) (4-player)

Single Player

        o       Spy Hunter(R)

        o       Sinistar(R)

        o       Defender(R)

        o       Paperboy(R)

        o       720o(R)

For more information about Midway Arcade Treasures: Extended Play, please
visit http://www.midwayarcade.com or our press site at http://www.midway.com.

About Midway Games

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

Midway, Midway Arcade Treasures, Joust, Mortal Kombat, Spy Hunter, Rampage,
Sinistar, Defender, Arch Rivals, Wizard of Wor, and Xenophobe are trademarks
of Midway Amusement Games, LLC. Gauntlet, Xybots, Championship Sprint,
Cyberball 2072, Paperboy, Klax, Marble Madness, 720o, Rampart and Toobin' are
trademarks of Midway Games West Inc. "PSP" is a trademark and "PlayStation"
and the "PS" Family logo are registered trademarks of Sony Computer
Entertainment Inc. Memory Stick Duo(TM) may be required (sold separately).
All other trademarks are the property of their respective companies.

This press release contains "forward-looking statements" within the meaning
of the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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EXIT(TM) FOR PSP(TM) DEBUTS IN FEBRUARY UNDER UBISOFT LICENSING AGREEMENT
WITH TAITO CORPORATION

Addictive, Frenzied Puzzle Game First of Three Titles to Hit in 2006

SAN FRANCISCO - DECEMBER 21, 2005 - Today Ubisoft, one of the world's leading
video game publishers, announced that it has signed an exclusive licensing
agreement with Taito Corporation of Japan to publish and distribute three
video game titles in 2006. Under the terms of the agreement, Ubisoft will
distribute the Taito-developed games in North American and European
territories. The first title to be released by Ubisoft will be Exit(TM), a
puzzle action game for people of all ages, exclusively for the PSP(TM)
(PlayStation(R)Portable) system in February.

"Exit's unique graphics and fluid style make this yet another innovative
puzzle game in Ubisoft's arsenal," said Jay Cohen, vice president of
publishing at Ubisoft. "Ubisoft is excited to be bringing three of the
industry's most innovative titles to gamers this year."

As "Mr. ESC", a professional escapologist who can rescue people from just
about any situation Exit players must guide themselves through numerous
obstacles while rescuing victims from life-threatening situations. Situations
include braving fires, earthquakes and other disasters in various
environments such as buildings, hospitals and subways. Players will undertake
myriad actions, including running, jumping, climbing onto ledges and climbing
down ropes on their way to becoming the ultimate escape artist.

Key Features:
o       Intense action puzzler: Players use decision-making skills and wits
to escape various obstacles while rescuing people from more than 100
different emergencies. Additional levels are also available for download.
o       Do whatever it takes to get everyone out in time: Rescue people and
find the fastest way out while braving exploding factories, burning buildings
and flooding subways. Players will climb ladders, move objects, slide down
ropes and collect numerous rescue devices to assist them in their missions.
o       Turn victims into allies: Saved characters can be enlisted to help
move heavy objects, master tricky obstacles and help each other.
o       Smooth, stylish character design and movement: Accompanying the
intense action are some of the most stylish graphics to be seen on the PSP
system, allowing for a viscerally and aesthetically satisfying experience.

For more information about Exit for the PSP system, please visit
www.ubisoft.com.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
It is committed to delivering high-quality, cutting-edge video game titles to
consumers. Ubisoft generated revenue of 538 million Euros for the 2004-2005
fiscal year, an increase of 8 percent over the previous fiscal year at
constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) TAITO CORP. 2005, 2006. All rights reserved. Published and distributed by
Ubisoft Entertainment under license from TAITO CORP. EXIT is a trademark of
TAITO CORP. used under license by TAITO CORP. Ubisoft and the Ubisoft logo
are trademarks of Ubisoft Entertainment in the U.S. and/or other countries.
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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MIDWAY UNVEILS 2006 LINEUP FOR PLAYSTATION PORTABLE (PSP)

PSP Versions for Top Midway Brands Include Mortal Kombat(R), NBA Ballers(R)
and RUSH(R)

Chicago - February 27, 2006 - Midway Games Inc.(NYSE: MWY), a leading
interactive entertainment industry publisher and developer, today announced
the company's 2006 lineup of products for Sony's PlayStation Portable (PSP)
game system. The 2006 PSP lineup will include titles based on top Midway
franchises such as NBA Ballers: Rebound(TM), expected to ship in spring;
Mortal Kombat(R): Unchained(TM), scheduled for fall; and a new RUSH(R) racing
title, scheduled to ship for the holidays.

"In 2006, Midway will begin our strong support of the PSP handheld market by
bringing some of our top franchises to the system," said Steve Allison, chief
marketing officer, Midway. "All of these titles are perfect for gaming on the
go, whether it's a pick-up game of NBA Ballers: Rebound, a quick race in RUSH
or a fight to the death in Mortal Kombat: Unchained."

About NBA Ballers: Rebound

For the first on PSP(TM) (PlayStation(R)Portable), experience the path from
Wanna-Be-Baller to becoming one of the NBA's elite with NBA Ballers: Rebound.
To achieve celebrity status on the courts, with the sweetest rides, the
hottest fashions and the biggest mansions, you have to showcase and prove
your superstar skills. Create your player from hundreds of custom clothing
and jewelry combinations, take on the best Ballers in the world in hot, Wi-Fi
enabled 1-on-1 or 1-on-1-on-1 action and make the journey from no name to an
all-time great!

About RUSH

For the first time ever on PSP, attempt mad jumps, high-flying stunts and
arcade-style racing from the original RUSH franchise. Go head to head with a
friend in a street race or cruise mission using Wi-Fi functionality, or
experience Story Mode which allows you to race through 5 Los Angeles city
re-creations while finding treacherous shortcuts and surviving death-defying
jumps! Exclusive to the PSP is an all-new Stunt Arena, where players can fly
over ramps and perform stunts in the air and drive the loop-de-loop to gain
massive bursts of speed, all the while collecting golden tokens to unlock
extra content. Feel the RUSH as you race more than 36 licensend rides
including muscle, tuner and exotic vehicles!

About Mortal Kombat: Unchained

Mortal Kombat: Unchained takes the Mortal Kombat franchise to new heights
with an innovative fighting system tailored for Wi-Fi functionality,
unparalleled depth and brutally intense action that will appeal to long-time
Mortal Kombat fans, as well as PSP gamers. The game features lightning-fast
combat, new moves and combinations and PSP exclusive characters and
environments.

For more information about NBA Ballers: Rebound, RUSH or Mortal Kombat:
Unchained, please visit http://www.midway.com.

About Midway

Midway Games Inc. (NYSE:MWY), headquartered in Chicago, Illinois, with
offices throughout the world, is a leading developer and publisher of
interactive entertainment software for major videogame systems and personal
computers. More information about Midway and its products can be found at
www.midway.com.

Midway, Mortal Kombat: Unchained and Ballers: Rebound are trademarks of
Midway Amusement Games, LLC. Rush is a trademark of Midway Home
Entertainment, Inc. RIDES is a trademark of Harris Publishing, Inc. WEST
COAST CUSTOMS(TM) is a trademark of West Coast Customs, Inc. The NBA and
individual NBA member team identifications used on or in this product are
trademarks, copyrighted designs and other forms of intellectual property of
NBA Properties, Inc. and the respective NBA member teams and may not be used
in whole or in part, without the prior written consent of NBA Properties,
Inc. (C) 2006 NBA Properties, Inc. All rights reserved. Distributed under
license by Midway Home Entertainment Inc. "PSP" is a trademark and
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective companies.

This press release contains "forward-looking statements"within the meaning of
the Private Securities Litigation Reform Act of 1995 concerning future
business conditions and the outlook for Midway Games Inc. (the "Company")
based on currently available information that involve risks and
uncertainties. The Company's actual results could differ materially from
those anticipated in the forward-looking statements as a result of these
risks and uncertainties, including, without limitation, the financial
strength of the interactive entertainment industry, dependence on new product
introductions and the ability to maintain the scheduling of such
introductions, the console platform transition and other technological
changes, dependence on major platform manufacturers and other risks more
fully described under "Item 1. Business - Risk Factors" in the Company's
Annual Report on Form 10-K for the year ended December 31, 2004, and in the
more recent filings made by the Company with the Securities and Exchange
Commission. Each forward-looking statement, including, without limitation,
financial guidance, speaks only as of the date on which it is made, and
Midway undertakes no obligation to update any forward-looking statement to
reflect events or circumstances after the date on which it is made or to
reflect the occurrence of anticipated or unanticipated events or
circumstances.
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YS: THE ARK OF NAPISHTIM NOW AVAILABLE FOR THE
PSP(TM) SYSTEM

Acclaimed Role Playing Franchise Makes Handheld System Debut with New
Features and Gameplay Elements

REDWOOD CITY, Calif. - February 28, 2006 - Konami Digital Entertainment, Inc.
today announced that Ys: The Ark of Napishtim for the PSP(TM)
(PlayStation(R)Portable) system has shipped to retail stores nationwide. The
latest installment in one of the longest running RPG franchises of all time,
Ys: The Ark of Napishtim delivers a magical adventure to gamers on the go as
the series makes its handheld debut with exclusive new features including
mini-games, a character profile database, a media player and enhanced
graphics.

The game follows the latest adventure of longtime Ys hero, Adol Christin, as
he explores a group of islands to collect three magical swords imbued with
elemental powers and discovers the truth about the Ark of Napishtim. As
players make their way across each of the lush islands, they will be able to
explore their surroundings to find new items and equipment. They will also
take part in thrilling real-time battles with a variety of fearsome
opponents, using an incredible arsenal of weaponry and magical abilities to
overcome their foes.

Exclusive to the PSP system version of the game, Ys: The Ark of Napishtim
features a selection of bonus content that takes this already spellbinding
adventure to magical new heights. Players will be able to enjoy new animated
cut scenes and unlock videos and music tracks to play with the Ys Media
Player. A new character database will also let players learn more about their
favorite heroes and villains as well as how they fit into the fabric of the
greater Ys storyline.

Ys: The Ark of Napishtim is rated "E10+" by the ESRB and carries an SRP of
$29.99. To learn more about Ys: The Ark of Napishtim, please visit:
www.konami.com/gs/officialsites/ys.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment can be found at
www.konami.com/gs

###

KONAMI is a registered trademark of KONAMI CORPORATION. (C)2006 Konami
Digital Entertainment, Inc. (C)2003 Nihon Falcom Corporation. All rights
reserved.

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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KONAMI'S STREET SUPREMACY FOR THE PSP(TM) SYSTEM SPEEDS TO RETAIL STORES
NATIONWIDE

Team Based Street Racing Game Features Authentic Licensed Vehicles, Unique
Battle System and Intense Wireless
Multiplayer Action

REDWOOD CITY, Calif. - February 28, 2006 - Konami Digital Entertainment,
Inc., today announced that Street Supremacy for the PSP(TM)
(PlayStation(R)Portable) system has shipped to retail stores nationwide.
Redefining the traditional street racing game, Street Supremacy features a
unique wireless multi-player battle, customizable licensed vehicles and the
use of Spirit Points, making this RPG-style team-based title a must-have for
PSP system and racing fans alike.

Developed by Genki, Street Supremacy steps away from conventional racing by
utilizing Spirit Points to determine the winner instead of traditional first,
second and third place categories. To be victorious and increase team
loyalty, recruit other drivers and dominate the streets, players compete to
deplete their rivals' Sprint Points. Points are depleted as drivers force
their competition to run into walls, other cars or fall behind other racers
-- doing whatever it takes to win. There are no points for second place in
this street racing game!

Divided into 15 areas, two teams speed through Tokyo's traffic-filled streets
to dominate the game map with individual races between the different players.
By earning points for each victory, players can judge how they stack up
against their rivals and pick their competition from the player roster as
they look to seize territories.

Street Supremacy's intense racing action takes full advantage of the PSP
system's wireless functionality by letting gamers compete against a second
player in the Vs. mode for a gripping head-to-head racing experience. Further
adding to the game, players can modify cars, such as Nissans, Mitsubishis and
Subarus, with new exhausts, paint jobs and spoilers to intensify the overall
street racing experience and shave seconds off that final lap!

Street Supremacy is rated "E" for Everybody by the ESRB and has an SRP of
$29.99. To learn more about Street Supremacy, please visit:
www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment can be found at
www.konami.com/gs

###

KONAMI is a registered trademark of KONAMI CORPORATION. All manufacturers,
cars, names, brands and associated imagery featured in this game are
trademarks and/or copyrighted materials of their respective owners.

(C)2005 Genki "Street Supremacy" is a trademark of Genki Co., Ltd. Published
and distributed by Konami Digital Entertainment, Inc. under license from
Genki Co., Ltd. "KONAMI" is a registered trademark of Konami Corporation.
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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KONAMI SHIPS METAL GEAR ACID(TM) 2 TO RETAIL STORES NATIONWIDE

Snake's Handheld Card-Based Mission Continues with
More Cards, New Modes and 3D Gameplay

REDWOOD CITY, Calif. - March 21, 2006 - Konami Digital Entertainment, Inc.,
announced today that Metal Gear Acid(TM) 2 for the PSP(TM)
(PlayStation(R)Portable) system has shipped to retail stores nationwide. The
game continues the best-selling strategic card-based series with an all-new
visual style, more unique cards for players to use and original play modes
that let players engage in a variety of classic Metal Gear gameplay
scenarios. Metal Gear Acid 2 also includes an innovative "Solid Eye"
peripheral that allows users to experience the entire game and special bonus
content in full 3D for the most immersive gameplay experience ever offered on
the PSP system.

Metal Gear Acid 2 lets players experience an all new storyline featuring
Snake and an assortment of new and returning allies and enemies, all depicted
in a new cell-shaded visual style. Players will choose from more than 500
unique cards to create a deck that lays the foundation for the types of
movements, attacks and special moves they can perform. The game incorporates
both turn-based and real-time gameplay, as players can move freely and
interact with the environment, while choosing more advanced actions from
their deck. Metal Gear Acid 2 expands upon the battle system of its
predecessor, letting players upgrade individual weapons and utilize a new
card linkage system to unleash incredibly powerful attacks on their enemies.
Players with save data from the original Metal Gear Acid will be able to
import a card into their new Metal Gear Acid 2 game, as well as use special
exclusive cards inspired by Metal Gear Solid 4.

Further expanding the boundaries of the tactical card-based action genre,
Metal Gear Acid 2 includes a number of original play modes that let players
experience Snake's high-stakes adventure in different and innovative ways.
Players new to the gameplay of the Metal Gear Acid series can learn the
basics in Tutorial Mode, developing the skills they need to succeed later in
the game. The new Arena Mode lets Snake engage in one-on-one battles with a
series of classic enemies from the Metal Gear series, including The Boss,
Revolver Ocelot and The End. Players looking to enjoy the strategic gameplay
of Metal Gear Acid 2 with a friend can go head-to-head in the new Versus
Mode, matching wits and decks to determine who is the top super-spy.

The "Solid Eye" peripheral included in every copy of Metal Gear Acid 2 lets
players experience the Metal Gear series like never before - in full 3D. The
entire game can be viewed in 3D, offering a fresh perspective on the action.
Additional bonus content can also be viewed with the Solid Eye, including the
award-winning Metal Gear Solid 4 trailer. Players who also own Metal Gear
Solid 3: Subsistence can take pictures inside that game and transfer them to
Metal Gear Acid 2 using a USB cable for viewing in full 3D using the Solid
Eye peripheral.

"Kojima Productions has once again redefined the Metal Gear series, taking
Snake's sneaking mission into the third dimension with the included Solid Eye
3D peripheral," said Wilson Cheng, Product Manager at Konami Digital
Entertainment, Inc. "Metal Gear Acid 2 expands the Metal Gear universe with
an original storyline and new characters, as well as all-new cards and
tactics that bring additional strategy to the game's already deep card-based
action."

Metal Gear Acid 2 is available exclusively for the PSP system for a SRP of
$39.99 and is rated "M" for Mature by the ESRB. For more information on Metal
Gear Acid 2, please visit www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs

###

METAL GEAR(R) and Metal Gear Acid(TM) are either registered trademarks or
trademarks of KONAMI COMPUTER ENTERTAINMENT JAPAN, INC. (C) 1987 2005 KONAMI
COMPUTER ENTERTAINMENT JAPAN.

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).
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SNK PLAYMORE USA SLUGS PSP(tm) System Owners

THE METAL SLUG COLLECTION Coming in Fall for the PSP(tm) System

WALL, NJ. - March 29, 2006 - SNK PLAYMORE USA CORPORATION, the US publishing
arm of the SNK PLAYMORE CORPORATION, announced today that in celebration of
the 10th Anniversary of their classic arcade franchise, METAL SLUG, they will
be releasing the greatest array of METAL SLUG titles ever assembled for the
PSP(tm) (PlayStation(R)Portable) system in fall 2006. The METAL SLUG
COLLECTION will feature six great METAL SLUG titles from the past on one UMD.
Included in the collection will be METAL SLUG, METAL SLUG 2, METAL SLUG X,
METAL SLUG 3, METAL SLUG 4, and METAL SLUG 5.

The METAL SLUG COLLECTION will be perfect translations of the arcade classics
and feature Wireless support for intense two-player action.

About METAL SLUG
The METAL SLUG franchise first appeared in arcades in April 1996 on the
Neo-Geo MVS arcade platform and later on AES home entertainment system. The
first title, METAL SLUG quickly gained a reputation as a spectacularly hand
animated one or two-player run and shoot game with a sly sense of humor. The
METAL SLUG series follows the story of two military factions, the Rebellion
and the Regular Army, and their constant struggle for power.

About SNK PLAYMORE USA CORPORATION
Headquartered in Osaka, Japan, SNK PLAYMORE CORPORATION (SNK) develops,
publishes and distributes interactive entertainment software in Japan, North
America, Europe and Asia. Founded in 1978, SNK is one of the largest
privately held interactive entertainment content providers in the world.
Known for such franchises as THE KING OF FIGHTERS, METAL SLUG, and SAMURAI
SHODOWN, SNK continues to be an industry leader by focusing on their rich
arcade history. More information on SNK PLAYMORE CORPORATION can be found at
www.snkplaymore.co.jp

SNK PLAYMORE USA is a wholly owned subsidiary of SNK PLAYMORE CORPORATION
with offices in Wall, NJ. It handles operations in North America, including
publishing, marketing, development and localization. More information on
SNK PLAYMORE USA can be found at www.snkplaymoreusa
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THE SILENT HILL EXPERIENCE NOW AVAILABLE

Innovative New Multimedia Product for the PSP(TM) System Features Digital
Comics, Music and Exclusive Content from the Upcoming Silent Hill Motion
Picture

REDWOOD CITY, Calif. - April 4, 2006 - Konami Digital Entertainment, Inc.,
today announced that The Silent Hill Experience for the PSP(TM)
(PlayStation(R)Portable) system has shipped to retail and is available on
www.konamistyle.com. Unique among products for the PSP system, The Silent
Hill Experience incorporates a variety of compelling media from the Silent
Hill video game series such as comics, music and videos as well as exclusive
interviews and content from the upcoming Silent Hill motion picture.

Using an intuitive 3D interface, The Silent Hill Experience combines a
selection of media that give users additional insight into the storyline and
characters from the acclaimed Silent Hill video games as well as the upcoming
motion picture. Featuring both the acclaimed "Dying Inside" and all-new "The
Hunger" comic book series, users can experience several hours of comics that
are designed specifically for viewing on the PSP system with animation and
music. The Silent Hill Experience also features a music player with twenty
tracks from acclaimed series composer Akira Yamaoka, as well as cinematics
from previous Silent Hill video games.

Providing viewers with a glimpse into the upcoming Silent Hill motion
picture, The Silent Hill Experience features exclusive interviews with
director Christophe Gans and Akira Yamaoka about the making of the film. The
product also includes the theatrical trailer for the film.

"A first-of-its-kind product for the PSP system, The Silent Hill Experience
combines several forms of media into one enticing package and gives fans
insight into the acclaimed video game series with comics, music and behind
the scenes content," said Wilson Cheng, Product Manager at Konami Digital
Entertainment, Inc. "Viewers can also get a sneak peek at the franchise's
debut on the silver screen with exclusive interviews that set the stage for
the upcoming feature film."

The Silent Hill Experience is available exclusively for the PSP system and
carries a SRP of $19.99. For more information on The Silent Hill Experience
please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear(R), Silent Hill (R)and Castlevania(R) among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs.

###

"Silent Hill(R)" and "Silent Hill Experience(TM)" are either registered
trademarks of trademarks of Konami Corporation. (C)2006 KONAMI CORPORATION.
"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick
Duo(TM) may be required (sold separately).

 ------------
Category 39,  Topic 34
Message 65         Thu Apr 13, 2006
KGAGNE [Ken]                 at 05:38 PDT

The PSP dropped in price last month from $249 to $199.

Anyone have one?

 ------------
Category 39,  Topic 34
Message 66         Fri Apr 14, 2006
KGAGNE [Ken]                 at 06:23 PDT

Crave Entertainment Gives PSP(tm) System Owners Reason to Flip with Dave
Mirra

Best-selling franchise geared-up and ready to ride

Newport Beach, Calif.--April 13, 2006--Crave Entertainment, a leading
publisher of console videogames, today announced a brand new installment in
the popular BMX Franchise, Dave Mirra BMX Challenge for the PSP(tm)
(PlayStation(r)Portable) system.

"Dave Mirra is the king of BMX, widely recognized and admired in the action
sports lifestyle community," says Jim Flaharty, senior vice president of
Crave Studios. "His enthusiasm for his sport and videogames make him a great
partner and an invaluable contributor to the development process."

Dave Mirra for PSP system features 17 levels with 9 different environments
and 9 bikes from which to choose. Up to 4 players can compete via ad hoc
wireless play. Player characters are customizable, and Dave is the featured
rider.

The game is expected to be available in October 2006 for an MSRP of $29.99.

Dave Mirra is listed as one of the most recognizable names in sports today,
an honor he shares with the likes of Michael Jordan and Tiger Woods. He
currently holds more Gold Medals than any other competitor in the history of
the X Games. Dave has "placed" in more than 50 action/extreme sports
competition, such as "Action Sports Athlete of the Year" at the 2005 ESPYs,
and a Gold Medal in Bike Park at the 2005 X Games.

About Crave Entertainment
Based in Newport Beach, California, Crave Entertainment is a subsidiary of
Handleman Corp. Crave, a publisher of videogame entertainment products
creates games for the major console platforms including PSP(tm)
(PlayStation(r)Portable) system, Nintendo DS(tm), Game Boy(R) Advance,
Nintendo GameCube(tm), the PlayStation(R) game console, PlayStation(R)2
computer entertainment system and the Xbox(R) video game system and the Xbox
360(tm) video game and entertainment system from Microsoft.. For more
information about Crave Entertainment, please visit www.cravegames.com.

# # #

 ------------
Category 39,  Topic 34
Message 67         Thu Apr 20, 2006
KGAGNE [Ken]                 at 09:23 PDT

NAMCO BANDAI ANNOUNCES "THE LEGEND OF HEROES(TM) II" FOR PSP(TM) SYSTEM New
Role-Playing Game Legend Foretold for Summer 2006

SANTA CLARA, Calif., (April 20, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that "The Legend of
Heroes(TM) II: Prophecy of the Moonlight Witch(TM)" for the PSP(TM)
(PlayStation(R)Portable) system is slated for release in summer 2006. This
role-playing title featuring meticulously detailed characters and an epic
coming-of-age story introduces two courageous young heroes who must save a
magical world in peril. With the return of the "pet system" and stunning
environments in the original The Legend of Heroes: A Tear of Vermillion, "The
Legend of Heroes II: Prophecy of the Moonlight Witch" offers
easy-pick-up-and-play game mechanics and improved enemies that gauge the
player's strength before attacking.

"The Legend of Heroes II: Prophecy of the Moonlight Witch" opens with
childhood friends Jurio and Chris as they embark on a pilgrimage to five
shrines surrounding their village. During their journey, they learn of the
dangers of the Raual Wave that threatens to destroy everything in its path.
Can Jurio and Chris, with the help of their friends, stop the Raual Wave
emanating from Queen Isabella's castle? Will they discover the identity of
the mysterious "Moonlight Witch" who predicted it all? Players can join in
the adventure with this elegant turn-based role-playing title developed by
the legendary Nihon Falcom.

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA.

On September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth.

The resulting BANDAI NAMCO Group is a global entertainment group involved in
business fields ranging from toys, amusement facilities, video game software
and visual software, to apparel, sundries and network content.

As previous separate entities (Namco Hometek Inc. and Bandai Games Inc.) the
companies were each known for creating some of the industry's top video game
franchises including: Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to
Rights(R), Pac-Man(R) World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R)
and ACECOMBAT(R). For more information about NAMCO BANDAI Games America Inc.
and its products log onto www.namcobandaigames.com.

Press Release (C) 2006 NAMCO BANDAI Games America Inc.

###

The Legend of Heroes (C) Nihon Falcom Corporation Game code (C) 2006 NAMCO
BANDAI Games America Inc.

 ------------
Category 39,  Topic 34
Message 68         Wed Jun 07, 2006
KGAGNE [Ken]                 at 06:52 PDT

KONAMI SHIPS GRADIUS COLLECTION TO RETAIL STORES WORLDWIDE

Twenty Years of Classic Space Shooter Action Across Five Legendary Titles
Arrive on the PSP System

FOR IMMEDIATE RELEASE

REDWOOD CITY, Calif. - June 6, 2006 - Konami Digital Entertainment, Inc.,
today announced that Gradius Collection for the PSP (PlayStation(R)Portable)
system has shipped to retail stores throughout North America. Delivering more
than two decades of top-notch shooting action, the game includes five
different Gradius titles, complete with updated gameplay options and a media
viewer that lets players relive the history of the legendary Vic Viper.

One of the longest-running and most critically acclaimed franchises in video
game history, the Gradius series is known for its adrenaline-soaked side
scrolling space shooter action. As players defeat more enemies, they will
acquire power-ups that allow them to customize different aspects of their
ship and take on increasingly aggressive waves of enemies and colossal
bosses.

Gradius Collection includes five classic games for players to enjoy,
including Gradius, Gradius II, Gradius III, Gradius IV and the long awaited
first North American release of Gradius Gaiden. Gamers can play each game as
they were originally presented or can choose to alter different aspects of
each title's gameplay for an updated yet timeless gaming experience. Each
game can also be played in its original screen ratio or in new widescreen and
zoom modes to increase the view of the action.

Taking advantage of the audiovisual capabilities of the PSP system, Gradius
Collection features a Gallery Mode packed with content from the series.
Players will be able to enjoy videos, trailers and music tracks before
returning to the Vic Viper for another dose of pure shooting action.

Gradius Collection is rated "E" for Everyone by the ESRB and carries a
suggested retail price of $29.99. For more information on the game, please
visit www.konami.com/gs <http://www.konami.com/gs> .

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.
###

"KONAMI" is a registered trademark of KONAMI CORPORATION.

"Gradius" is a registered trademark of Konami Digital Entertainment Co., Ltd.
(C) 1985 2006 Konami Digital Entertainment Co., Ltd.

"PSP" is a trademark and "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo
may be required (sold separately).

 ------------
Category 39,  Topic 34
Message 69         Thu Jun 22, 2006
KGAGNE [Ken]                 at 11:51 PDT

NAMCO BANDAI'S THE LEGEND OF HEROES(TM) II FOR PSP(R) SYSTEM NOW AT RETAIL
STORES

Magic and Fantasy Comes True with Release of Role-Playing Game

SANTA CLARA, Calif., (June 22, 2006) - Leading video games publisher and
developer NAMCO BANDAI Games America Inc. announced today that The Legend of
Heroes(TM) II: Prophecy of the Moonlight Witch(TM) for the PSP(R)
(PlayStation(R)Portable) system is available in retail stores. Part of the
renowned Gagharv Trilogy in Japan, this bittersweet coming-of-age tale
features accessible gameplay, enhanced enemy A.I., and dazzling visuals. With
the unique "pet system" and a charming cast of characters, The Legend of
Heroes II: Prophecy of the Moonlight Witch is an exquisite role-playing game
that offers hours of enchantment and fantasy.

The Legend of Heroes II: Prophecy of the Moonlight Witch opens with childhood
friends Jurio and Chris as they embark on a pilgrimage to five shrines
surrounding their village. During their journey, they learn of a mysterious
force that threatens to destroy everything in its path. Can Jurio and Chris,
with the help of their friends, unveil the secrecy shrouding Queen Isabella's
castle? Will they discover the identity of the mysterious "Moonlight Witch"
who predicted it all? Players can join in the adventure with this elegant
turn-based role-playing title developed by the legendary Nihon Falcom.

####

About NAMCO BANDAI Games America Inc.
NAMCO BANDAI Games America Inc. is an interactive entertainment software
publisher and developer based in Santa Clara, CA. The company is a subsidiary
of the newly formed NAMCO BANDAI Holdings (USA) Inc. based in Cypress, CA. On
September 29, 2005, Bandai Co., Ltd. and NAMCO LIMITED implemented a
management integration to form NAMCO BANDAI Holdings Inc. This step was taken
to compete more effectively on the global stage in the fast-changing
entertainment industry and to deliver further growth. The resulting BANDAI
NAMCO Group is a global entertainment group involved in business fields
ranging from toys, amusement facilities, video game software and visual
software, to apparel, sundries and network content. As previous separate
entities (Namco Hometek Inc. and Bandai Games Inc.) the companies were each
known for creating some of the industry's top video game franchises including:
Tamagotchi(R), Tekken(R), SOULCALIBUR(R), Dead to Rights(R),

Pac-Man(R) World(TM), Digimon(R), Ridge Racer(R), Time Crisis(R) and
ACECOMBAT(R). For more information about NAMCO BANDAI Games America Inc. and
its products log onto www.namcobandaigames.com. Press Release (C) 2006 NAMCO
BANDAI Games America Inc.

The Legend of Heroes (C) 2006 Nihon Falcom Corporation. Game code (C) 2006
NAMCO BANDAI Games Inc.
Prophecy of the Moonlight Witch is a trademark of NAMCO BANDAI Games America
Inc.

 ------------
Category 39,  Topic 34
Message 70         Wed Aug 09, 2006
KGAGNE [Ken]                 at 13:07 PDT

Why (or how) is Sony struggling to define the PSP?

http://blogs.rockymountainnews.com/denver/freePlay/2006/08/sony_fights_to_defin
e_the_psp.html#more

 ------------
Category 39,  Topic 34
Message 71         Fri Aug 11, 2006
KGAGNE [Ken]                 at 14:26 PDT

Will the launch of the PlayStation 3 coincide with a price drop in the PSP?

http://money.cnn.com/2006/08/11/commentary/column_gaming/index.htm

 ------------
Category 39,  Topic 34
Message 72         Sun Aug 27, 2006
KGAGNE [Ken]                 at 11:57 PDT

Please See Two Announcements Pasted Below From Konami

KONAMI ANNOUNCES NEW GAMEPLAY DETAILS FOR METAL GEAR SOLID(R): PORTABLE OPS

REDWOOD CITY, Calif. - August 23, 2006 - Konami Digital Entertainment, Inc.
today announced new details for Metal Gear Solid(R): Portable Ops, the newest
installment in the Metal Gear saga for the PSP(R) (PlayStation(R)Portable)
system. Redefining tactical espionage action on handheld gaming systems,
Metal Gear Solid: Portable Ops will feature groundbreaking online play that
will let gamers recruit their own comrades to create a unique fighting force
as well as a full-fledged single player experience tied to the ongoing Metal
Gear Solid storyline.

Metal Gear Solid: Portable Ops delivers the series' trademark stealth action
to the PSP system while introducing several new elements that add even more
depth and variety to Big Boss' latest mission. As players progress through
the single-player campaign of Metal Gear Solid: Portable Ops, they will be
able to recruit comrades to create an original fighting force. In addition to
enemy soldiers, players can also recruit unique and rare non-player
characters (NPCs) depending on their action in certain situations, building
an armed force suited to their personal style of play. Each character will
have a unique rating based on a sequence of personal attributes. Depending on
the rating of the character, they will either excel or be deficient in a
variety of combat skills, giving the player the ability to outfit their
squadron with characters that fit the need of each particular situation.

Highlighting the wireless capabilities of the PSP system, the game will offer
a number of familiar characters from the previous Metal Gear Solid 3: Snake
Eater game for the player to recruit, depending on their location. Based on
the unique IP address contained in all wireless hot spots, players can locate
and download characters unique to that spot. No logging on to the hot spot is
required - players need only to locate a wireless access point in order to
generate the data to recruit that character. These characters can then be
formed into a four character team and taken online for multiplayer battles
against opposing users.

Metal Gear Solid: Portable Ops also introduces a new "White Flag" system to
the game's multiplayer modes, letting players choose to surrender and live to
fight again or battle to the death and risk permanently losing some of their
most valuable comrades. Placing emphasis on stealth gameplay, the White Flag
system further evolves online play for the Metal Gear series and creates a
bond between the player and their team as they work together to achieve their
objectives.

The single player campaign of Metal Gear Solid: Portable Ops follows the
events of Metal Gear Solid 3: Snake Eater, with Big Boss awakening in prison
to find his former unit, FOX, has started a bloody revolt in South America.
Set in 1970, the game acts as a missing link in the ongoing Metal Gear Solid
narrative, as players learn more about returning characters such as
Para-Medic, Major Zero and Sigint and also witness Big Boss' greatest tragedy
- one that sets into motion the events of later games in the series'
timeline.

The story of Metal Gear Solid: Portable Ops will be brought to life through
powerful and fully-voiced cut scenes featuring original artwork by acclaimed
visualist Ashley Wood. The game will feature an impressive voice cast, with
actors from previous Metal Gear Solid titles returning for Big Boss' PSP
system adventure. David Hayter will again voice Big Boss, while James Mathis
and Jim Piddock return as Sigint and Major Zero, respectively.

Metal Gear Solid: Portable Ops will launch for the PSP system this winter.
For more information on the game, please visit www.konami.com/gs
<http://www.konami.com/gs> .

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

# # #

(C) 1987 2006 Konami Digital Entertainment Co., Ltd.

"METAL GEAR SOLID PORTABLE OPS" is a trademark of Konami Digital
Entertainment Co., Ltd.

"KONAMI" is a registered trademark of KONAMI CORPORATION.

"PlayStation", "PS" Family logo and "PSP" are registered trademarks of Sony
Computer Entertainment Inc. Internet connection and Memory Stick Duo(TM) may
be required (sold separately).

 ------------
 ************
Topic 39        Wed Sep 17, 2003
KGAGNE                       at 13:00 PST
Sub: Tapwave Zodiac

The Zodiac, a Palm OS-based handheld gaming machine, from the company Tapwave.

 16 messages
 ************
 ------------
Category 39,  Topic 39  [MOVED]
Message 1          Wed May 07, 2003
SYNDICOMM [Sheppy]           at 21:44 PDT

TapWave, a new Palm OS licensee, has announced that it will launch a Palm
Powered handheld game device later this year.  With a 480x320 half-VGA color
screen, two Secure Digital slots, analog stick, D-control, triggers, rumble
support, and graphics powered by ATI and a built-in software 3D kit based on
OpenGL, it looks to be a great device.

It will apparently also include the same personal information management
features most Palm OS devices have, and will have a cradle for synchronizing.
Plus it will have built-in Bluetooth for wireless multiplayer gaming.

Activision, Midway, and several other companies have already signed on to
publish software for the new device.

I'm very excited to see this thing!

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
Category 39,  Topic 39  [MOVED]
Message 2          Sat Aug 09, 2003
SYNDICOMM [Sheppy]           at 10:41 PDT

How about a topic for the TapWave Zodiac?

This is TapWave's new game handheld that runs Palm OS 5 on an ARM chip.  Some
specs:

32 MB of RAM or 128 MB of RAM ($299 or $399)
Palm OS 5.2
3.8" diagonal 480x320 screen, 16-bit color
Analog joystick
Triggers on the top edge, plus buttons
3D graphics acceleration
Stereo sound
2 SD slots for memory, IO cards, movies, games
LMX1 Motorola ARM9 processor
ATI Imageon graphics accelerator
Yamaha sound chip
Two lithium batteries built-in

The unit will run standard Palm OS software as well as games designed for the
Zodiac.  Major players have signed on, and there will be 15-20 games at
launch, including Neverwinter Nights, Doom II, Tony Hawk, and Spy Hunter 3D.
Games will be sold on SD cards for $29.95, but you'll be able to sync it using
a cradle or cable (it's unclear which).

TapWave is run by former Palm and Electronic Arts people.

The Zodiac is slated for release on September 17.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 39  [MOVED]
Message 3          Sat Aug 09, 2003
A2.DAIN [Dain]               at 21:14 PDT

Replying to 'Sheppy' in Category 39 Topic 1:

> Major players have signed on, and there will be 15-20 games at launch,
> including Neverwinter Nights, Doom II, Tony Hawk, and Spy Hunter 3D.
> Games will be sold on SD cards for $29.95, but you'll be able to sync
it
> using a cradle or cable (it's unclear which).

Sounds neat.  When is launch???

Dain


 ------------
Category 39,  Topic 39  [MOVED]
Message 4          Mon Aug 11, 2003
SYNDICOMM [Sheppy]           at 14:57 PDT

>>>The Zodiac is slated for release on September 17.

:)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 39  [MOVED]
Message 5          Mon Aug 11, 2003
A2.DAIN [Dain]               at 15:38 PDT

Replying to 'Sheppy' in Category 39 Topic 1:

>|>>The Zodiac is slated for release on September 17.
>
> :)

What is the Zodiac?

Dain


 ------------
Category 39,  Topic 39  [MOVED]
Message 6          Tue Aug 12, 2003
KGAGNE [Ken]                 at 04:39 PDT

What we have here... is a failure to communicate. :)

 ------------
Category 39,  Topic 39  [MOVED]
Message 7          Tue Aug 12, 2003
SYNDICOMM [Sheppy]           at 21:09 PDT

Dain, read the previous few messages. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 39  [MOVED]
Message 8          Wed Sep 17, 2003
SYNDICOMM [Sheppy]           at 11:13 PDT

Tapwave is now accepting pre-orders for the Zodiac 1 and Zodiac 2 handheld
game units at their web site: http://www.tapwave.com.  This thing looks
awesome!

-- Eric "Sheppy" Shepherd sheppy@syndicomm.com Owner, Syndicomm
http://www.syndicomm.com The units include 32 MB (Zodiac 1) or 128 MB (Zodiac
2) of memory, two SD slots, joystick, D-control, top buttons, dual lithium-ion
batteries, rumble feedback, and integrated Bluetooth for multiplayer gaming
and internet connectivity via cell phone.  There's a sync/charging cable as
well as a set of earbuds included.  A cradle is available separately.
Building communities, bit by bit.

The screen is 16-bit color, 3.8" diagonal, and it has built-in stereo speakers
with a Yamaha sound chip.  You can use the device in either landscape or
portrait orientation. The machine has a 200 MHz ARM.9 processor with 2D
graphics acceleration through an ATI Imageon graphics chip.  In a Palm OS
first, it has 8 MB of dedicated video SDRAM.  There's a 3D graphics toolkit as
well. The software bundle incldues AcidSolitaire, Stunt Car Driver, an MP3
player, video player, photo viewer and organizer, word processor, graphing
calculator, web browser, email program, and the standard PIM apps.  You can
install most standard Palm OS software on the unit.  Games will be available
for download or as SD cards you can plug and play. Games initially available
at release, or shortly thereafter: Tony Hawk's Pro Skater 4 SpyHunter 3D Doom
II Warfare Incorporated Galactic Realms Phantom Strike The Green Myste
Billiards
MegaBowling
Interstellar Flames
One For All Solitaires
RifleSLUGs-W: Wild Web Wars
AnotherBall

Coming in early 2004:

Duke Nukem Mobile
Neverwinter Nights (!)


 ------------
Category 39,  Topic 39
Message 9          Tue Oct 21, 2003
A2.DAIN [Dain]               at 16:28 PDT

I stumbled across a review today of the Tapwave Zodiac.  Enjoy.

http://www.gameinformer.com/News/Story/200310/N03.1021.1647.07188.htm

Dain
 ------------
Category 39,  Topic 39
Message 10         Wed Oct 22, 2003
SYNDICOMM [Sheppy]           at 16:43 PDT

>>>I stumbled across a review today of the Tapwave Zodiac.  Enjoy.

That's a really great review.  I sure hope I can see a Zodiac while I'm at the
office next week.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 39
Message 11         Sun Oct 26, 2003
KGAGNE [Ken]                 at 08:53 PDT

Popular Science briefly compares the N-Gage and Zodiac:

http://www.popsci.com/popsci/computers/article/0,12543,525677,00.html

 ------------
Category 39,  Topic 39
Message 12         Mon Dec 22, 2003
KGAGNE [Ken]                 at 10:57 PDT

The Zodiac has been out for a little while now.  I was disappointed that its
price was not more competitive.  The $300 tag is one of the factors that is
leading (led?) to the N-Gage's failure, though its apparently permanent
"limited time sale" of $200 makes it a better deal than the Zodiac.

-Ken

 ------------
Category 39,  Topic 39
Message 13         Mon Dec 22, 2003
SYNDICOMM [Sheppy]           at 19:21 PDT

The thing is, though, that the Zodiac in particular isn't just a game machine
-- it's a personal organizer that you can also do word processing, email, and
so forth on.  Which is why it costs more.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 39,  Topic 39
Message 14         Tue Dec 23, 2003
KGAGNE [Ken]                 at 05:16 PDT

Just like the N-Gage isn't just a game deck - it's a cell phone, too.  But
it's the gaming enthusiasts that both machines are being marketed to.  I don't
know if either is succeeding in that capacity.

-Ken

 ------------
Category 39,  Topic 39
Message 15         Thu Mar 25, 2004
A2.DAIN [Dain]               at 20:01 PDT


Anyword on if the Zodiac is doing very well saleswise?

Just curious,
Dain
 ------------
Category 39,  Topic 39
Message 16         Wed Apr 21, 2004
SYNDICOMM [Sheppy]           at 15:45 PDT

I have no idea.  I hope it's doing well. :)

 --
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.


 ------------
 ************
Topic 44        Tue Sep 30, 2003
KGAGNE                       at 15:14 PST
Sub: Nokia N-Gage

Nokia's combination cell phone and portable gaming deck.

 12 messages
 ************
 ------------
Category 39,  Topic 44  [MOVED]
Message 1          Mon Nov 04, 2002
KGAGNE [Ken]                 at 08:24 PDT

CNN.com reports that Nokia's new cell phone doubles as a game console:

http://www.cnn.com/2002/TECH/ptech/11/04/nokia.phones.reut/index.html

Granted, it's a cell phone, which the Game Boy Advance isn't... but has anyone
successfully contended with Nintend for the handheld market?

-Ken

 ------------
Category 39,  Topic 44
Message 2          Wed Oct 01, 2003
A2.DAIN [Dain]               at 21:29 PDT

Replying to 'Ken' in Category 39 Topic 44:

> Granted, it's a cell phone, which the Game Boy Advance isn't... but
has
> anyone successfully contended with Nintend for the handheld market?

I've read nothing but pretty bad things about the Nokia.  It seems when
you use it as a cell phone you have to turn it side ways because that is
where the ear and mouth piece are.  Also the first batch of games that
people have seen have been pretty bad.

We'll have to see.  Of course $300 for a handheld gaming machine is a
bit much.

Dain


 ------------
Category 39,  Topic 44
Message 3          Mon Oct 13, 2003
KGAGNE [Ken]                 at 07:12 PDT

Apparently, this device and assorted software and peripherals were all
released last week on October 7th.

Does anyone care?

http://www.penny-arcade.com/view.php3?date=2003-10-08

I've barely played the N-Gage, but everything I've read suggests I don't want
to.  It's amazing how the press can kill something before it's even come out.

 ------------
Category 39,  Topic 44
Message 4          Mon Oct 13, 2003
A2.DAIN [Dain]               at 18:32 PDT

Replying to 'Ken' in Category 39 Topic 44:

> I've barely played the N-Gage, but everything I've read suggests I
don't
> want to.  It's amazing how the press can kill something before it's
even
> come out.

I think it has to do with the really bad button layout for a game
machine, and the fact that as a cell phone you have to hold it
sideways...and it makes you look goofy:)

Dain


 ------------
Category 39,  Topic 44
Message 5          Sun Oct 26, 2003
KGAGNE [Ken]                 at 06:14 PDT

The N-Gage's price has dropped by $100, but supposedly only until November:

http://www.gamespot.com/ngage/news/news_6077311.html

 ------------
Category 39,  Topic 44  [MOVED]
Message 6          Sun Oct 26, 2003
KGAGNE [Ken]                 at 08:53 PDT

Popular Science briefly compares the N-Gage and Zodiac:

http://www.popsci.com/popsci/computers/article/0,12543,525677,00.html

 ------------
Category 39,  Topic 44
Message 7          Wed Apr 14, 2004
KGAGNE [Ken]                 at 13:55 PDT

NOKIA WELCOMES THE N-GAGE QD GAME DECK TO THE MOBILE GAMING FAMILY!

Great mobile gaming in a compact package
with new design and enhanced gaming features

Helsinki, Finland - Nokia today announced the N-Gage QD mobile game deck, the
latest addition to the N-Gage platform. The N-Gage QD is a compact device
with a hot-swappable multimedia (MMC) slot for instant gaming, longer battery
life, improved gaming controls, brighter screen, powerful smartphone features
and the new N-Gage Arena launcher application. Gamers will be able to play
all of their favorite N-Gage titles, connect to the worldwide mobile gaming
community over mobile networks via the N-Gage Arena as well as take part in
close-range mobile multiplayer gaming via Bluetooth wireless technology.

Ranging in price from EUR99/$99 with a contract to EUR199/$199 as an
unsubsidized retail price, the N-Gage QD game deck is expected to be
available in May 2004 for Europe, Africa and Asia Pacific and in June 2004
for the Americas. The N-Gage QD will be available in two versions: a GSM
900/1800 variant (Europe, Africa and Asia Pacific) and a GSM 850/1900 variant
(Americas).

"After six months on the market with the N-Gage platform, we wanted to expand
our device portfolio based on the feedback we've received," said Nokia's
Senior Vice President of Games, Ilkka Raiskinen. "With improved gaming
ergonomics, gamers can now start to play games at the push of a button and
enjoy the increased responsiveness of the game keys. We also added support
for hot-swap MMC and extended the battery life. For phone calls, we
reoriented the speaker and microphone to support 'classic talking'."

The N-Gage QD game deck supports existing N-Gage game titles as well
forthcoming N-Gage exclusive titles like Ashen, Pathway to Glory and Pocket
Kingdom: Own The World, and blockbuster hits like The Sims: Bustin' Out,
Crash Nitro Kart and Tiger Woods PGA TOUR 2004.

The new N-Gage Arena launcher makes accessing the N-Gage Arena even easier
than before. The launcher is a software application preinstalled on the
N-Gage QD device that allows gamers full access to the N-Gage Arena community
directly from their game deck. Once installed, the launcher is accessed from
an icon in the game deck's main applications menu, similar to other N-Gage
software. Using the launcher via a GPRS connection, N-Gage Arena members can
communicate with one another, download exclusive content, access rankings
statistics, participate in events and activities, and more. Existing N-Gage
users will be able download the N-Gage Arena launcher from www.n-gage.com in
May 2004.

The N-Gage QD game deck also supports advanced smartphone features such as
personal information management, XHTML browser, email and the possibility to
download and install additional Series 60 applications.

The N-Gage QD game deck will be showcased at this year's Electronic
Entertainment Expo (E3) in Los Angeles, California from May 12 to 14, 2004.
The N-Gage booth (South Hall, 1524) will also have the latest in high-profile
exclusive N-Gage titles and blockbuster hits. For more information on the
N-Gage QD game deck, log on to www.n-gage.com/qd.

About N-Gage
The N-Gage game deck is an innovative mobile device that is creating an
entirely new market for the games industry. Built for active gamers, the
N-Gage platform is the first mobile and connected game deck to feature online
high-quality 3D multiplayer gameplay over Bluetooth wireless technology and
GPRS. The N-Gage device also offers unique online games services as well as a
comprehensive and growing games catalogue from the leading game publishers.
Nokia is the world leader in mobile communications. Nokia and N-Gage are
trademarks or registered trademarks of Nokia Corporation.

Copyright (C) 2004 Nokia. All rights reserved. Nokia and N-Gage are
trademarks or registered trademarks of Nokia Corporation. Bluetooth is a
registered trademark of Bluetooth SIG, Inc. Some features and services are
dependent on the network, supported digital content formats, the
compatibility of other devices and applications, and other factors. Please
refer to the user guide for complete information.

 ------------
Category 39,  Topic 44
Message 8          Tue Jun 08, 2004
KGAGNE [Ken]                 at 20:35 PDT

BACK TO THEIR ROOTS AS NOKIA N-GAGE MEETS CENEGA PUBLISHING

June 8, 2004 -- Nokia today announced that Prague-based CENEGA PUBLISHING is
planning to deliver selected titles for the N-Gage platform. In the latter
half of 2004 and early 2005, CENEGA and Nokia expect to release two titles:
Roots: Gates of Chaos, an RPG that features a storyline exclusive to the
N-Gage platform, and Shade: Wrath of Angels, a 3D horror game with exclusive
multiplayer features.

"This is a fantastic chance for CENEGA games to take advantage of the unique
mobile connected features that the N-Gage platform provides. The Roots: Gate
of Chaos and Shade: Wrath of Angels on the N-Gage platform will allow the
players to join their allies and experience the real meaning of brotherhood
in arms via multiplayer gaming over Bluetooth wireless technology. CENEGA
fans will be able to enjoy some of their favorite games anytime, anywhere
they wish," said Slavomir Pavlicek, General Manager, Cenega Publishing.

"Working with CENEGA means that N-Gage gamers can play fantastic titles like
Roots: Gates of Chaos and Shade: Wrath of Angels, which should have gamers on
tenterhooks across the globe. With Roots, and its support for up to 4-player
multiplayer gaming and Shade's 2-player deathmatch mode, we expect to have a
long and happy relationship with CENEGA and keep gamers thumbs occupied
worldwide," said Pasi POlOnen, Director of Game Publishing, Games Business
Unit, Nokia.

The prequel to the other versions of The Roots, Roots: Gates of Chaos on
N-Gage takes place 1000 years before, a time where the gods' struggle for
world domination has turned into an open war. Wild hordes of monsters are
allowed to ravage the world as the gods fail to take care of the balance of
the universe but instead concentrate on mobilizing their armies in
preparation for the final battle. A player's mission, should they choose to
accept it, is to become one of the gallant heroes fighting to help the Lady
of Life defeat her nemesis the Demon Lord. Roots is playable in cooperation
or competition modes up to 4 players via Bluetooth wireless technology.

Shade: Wrath of Angels is a 3D horror action-adventure game where intrigue
grips the player from the outset, as they find themselves having to wrack
their brains to solve puzzles and problems of logic that would even stump
Einstein. Throughout its four chapters, gamers must be ever alert as
unexpected predators follow them through different times and dimensions.
Gamers can use a range of attacking styles from close combat, spell casting
and gunfire to create a bizarre and unique game play experience that will
leave them wanting more. Shade: Wrath of Angels is expected to have a
2-player deathmatch mode via Bluetooth wireless technology.

About CENEGA PUBLISHING
CENEGA PUBLISHING, s.r.o., based in Prague, Czech Republic, was founded in
April 2002 to search and support new projects within Central and Eastern
Europe to bring them to the worldwide market. CENEGA PUBLISHING, s.r.o. is a
subsidiary of CENEGA N.V., a holding company to the largest computer software
distributor in the Czech Republic, Slovakia, Poland and Hungary . For further
information, please visit our website at: http://www.cenega.com.

About N-Gage
The N-Gage game deck is an innovative mobile device that is creating an
entirely new market for the games industry. Built for active and hardcore
gamers, the N-Gage platform is the first mobile and connected game deck to
feature online high-quality 3D multiplayer game play over Bluetooth wireless
technology and GPRS. The N-Gage device also offers unique online games
services as well as a comprehensive and growing games catalogue from the
leading game publishers. Nokia is the world leader in mobile communications.
Nokia and N-Gage are trademarks or registered trademarks of Nokia
Corporation.

Copyright (C) 2004 Nokia. All rights reserved. Nokia and N-Gage are
trademarks or registered trademarks of Nokia Corporation. Bluetooth is a
registered trademark of Bluetooth SIG, Inc. Some features and services are
dependent on the network, supported digital content formats, the
compatibility of other devices and applications, and other factors. Please
refer to the user guide for complete information. (C) 2004 CENEGA PUBLISHING
s.r.o. All rights reserved. Other products and company names mentioned herein
maybe trademarks of their respective owners.

 ------------
Category 39,  Topic 44
Message 9          Tue Jul 06, 2004
KGAGNE [Ken]                 at 20:31 PDT

I feel some sense of personal shame that this handheld's name is an anagram
for my last name.

-Ken

 ------------
Category 39,  Topic 44
Message 10         Tue Jul 27, 2004
KGAGNE [Ken]                 at 13:18 PDT

N-Gage(TM) QD Game Deck is Unleashed in the U.S.

US Gamers can now vie for global supremacy with compact mobile game deck

July 27, 2004 - Nokia announced the latest addition to the N-Gage platform,
the N-Gage QD game deck, is now available for the US market. Bundled with
Tony Hawk's Pro Skater, and with a street price as low as $99.99*, the N-Gage
QD game deck offers consumers unparalleled mobile gaming featuring a compact
package, new ergonomic design and enhanced gaming features.

The N-Gage QD game deck is a pocketable device with a hot-swappable
multimedia (MMC) slot for instant gaming, longer battery life, improved
gaming controls, brighter screen, powerful smartphone features and the new
N-Gage Arena launcher application. Gamers can play all of their favorite
N-Gage titles, connect to the worldwide mobile gaming community over mobile
networks via the N-Gage Arena, and take part in close-range mobile
multiplayer gaming via Bluetooth wireless technology.

Gamers can now purchase the new N-Gage QD game deck nationwide at dedicated
game shops like EB Games and GameStop, or online at EBgames.com,
Gamestop.com, Walmart.com and Buy.com. More retail outlets are expected to
follow. The N-Gage QD game deck can be activated on T-Mobile USA's GSM
network and soon on AT&T Wireless' GSM networks.

"The N-Gage QD game deck shows that Nokia is fully committed to the N-Gage
platform," said Nada Usina, general manager, Games Business, North & South
America for Nokia, "With our AAA Titles and the N-Gage Arena, the N-Gage QD
offers gamers a true mobile gaming experience. Coupled with the level of
support that the N-Gage QD is receiving from both the traditional games
outlets and mobile phone outlets, we believe that we are creating something
totally new. "

The N-Gage QD game deck supports existing N-Gage hits like Spider-Man 2(TM),
The Sims(TM) Bustin' Out, and Tiger Woods PGA Tour(R) 2004 as well as
upcoming exclusive N-Gage titles like Pathway to Glory and Pocket Kingdom:
Own the World.

The new N-Gage Arena launcher makes accessing the N-Gage Arena even easier
than before, with access to the N-Gage Arena community directly from the game
deck.

N-Gage Arena allows gamers to communicate with one another, challenge each
other in head-to-head multiplayer games, download exclusive content, access
rankings statistics, participate in events and activities, and more.

The Adventure doesn't stop at retail!

N-Gage QD game deck owners also will have the opportunity to enter the
"N-Gage QD Unleashed Adventure Sweepstakes" where the grand prize is a choice
of one of four ultimate adventures: mastering Oahu's North Shore; off-road
racing through Baja; braving the Costa Rican jungle; or sea kayaking in the
San Juan Islands. In addition to the grand prize, there are thousands of
other instant-win prizes, ranging from mountain bikes and surfboards, to game
coupons and free games. More details on the Unleashed Adventure Sweepstakes
are available at www.n-gage.com

A GSM phone with hands-free loudspeaker, the N-Gage QD game deck also
supports advanced smart phone features such as personal information
management (contacts, calendar, and notes), XHTML browser, email and the
ability to download and install additional Series 60 applications.

*with contract or activation rebate

About N-Gage

The N-Gage game deck is an innovative mobile device that is creating an
entirely new market for the games industry. Built for active gamers, the
N-Gage platform is the first mobile and connected game deck to feature online
high-quality 3D multiplayer gameplay over Bluetooth wireless technology and
GPRS. The N-Gage device also offers unique online games services as well as a
comprehensive and growing games catalogue from the leading game publishers.
Nokia is the world leader in mobile communications. Nokia and N-Gage are
trademarks or registered trademarks of Nokia Corporation.

Copyright (C) 2004 Nokia. All rights reserved. Nokia, N-Gage and N-Gage QD
are trademarks or registered trademarks of Nokia Corporation. EA SPORTS, EA
GAMES, EA SPORTS BIG and The Sims are trademarks or registered trademarks of
Electronic Arts Inc. in the U.S. and/or other countries. All other trademarks
are the property of their respective owners. Tiger Woods and PGA TOUR are
trademarks of their respective owners. Used with permission. Bluetooth is a
registered trademark of Bluetooth SIG, Inc. Some features and services are
dependent on the network, supported digital content formats, the
compatibility of other devices and applications, and other factors. Please
refer to the user guide for complete information.

 ------------
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Message 11         Thu Mar 10, 2005
KGAGNE [Ken]                 at 14:47 PDT

Payload Offers The Ride Of A Lifetime On The N-Gage Platform
Futuristic racing game is on its way

San Francisco, CA, March 8, 2005 -- Nokia and Tantalus Interactive today
announced Payload, a futuristic action game that blends white-knuckle racing
with a heavy dose of hard-hitting destruction. With its amazing 3D graphics
it offers a unique mix of strategy, combat and traditional racing. This
N-Gage exclusive game is sure to get pulses racing whether it's played alone
or against up to 4 friends via Bluetooth wireless technology.

Set in the distant future, players are members of courier teams hired to
transport the precious crystalline mineral fuel source. As the players make
their way to their goal, they will encounter gangs of marauders, and rival
teams, attempting to steal their payload. Only successful runs will earn the
cash and kudos required to progress through to the more challenging levels.

"Payload mixes the best of combat racing games with a strong storyline and
plenty of white knuckle action," said Pasi POlOnen, Director, Games
Publishing, Nokia. "The unlockable content through the N-Gage Arena also
gives players the chance to extend their gameplay even longer than average."

Working on their first N-Gage title, Tantalus Interactive is similarly
enthusiastic about the release. "We were hoping to push some boundaries with
this game," said Tantalus CEO Tom Crago. "I'm confident we've produced one of
the deepest, most frenetic, and technically impressive titles ever to grace
the N-Gage platform."

Players must progress through this story driven plot that takes place across
10 different worlds. Pilot one of the many armed hover vehicles known as
'Skims' and battle your way through each of these hostile environments.
Massive jumps and unforgiving terrains will be the least of your worries as
players use up to 15 different weapons to progress through one of the most
challenging racing games to smash its way onto the N-Gage game decks

Gamers will have full access to a massive amount of gaming options. Players
can pick different race types and scenarios, which makes the game as
challenging as ever for hours on end. Progress through the game and via the
N-Gage Arena function, players will be rewarded with unlockable content for
extended game play. Arena features will include extra Skims, an extra single
player story mode, additional downloads and an Arena challenge ranking system
on which to post top scores. The mechanics of the game ensure that it is an
easy pick up and play game which is sure to thrill everyone from the hardened
racing expert to the less experienced first timer.

About N-Gage
The N-Gage game deck is an innovative mobile device that is creating an
entirely new market for the games industry. Built for active gamers, the
N-Gage platform is the first mobile and connected game deck to feature online
high-quality 3D multiplayer game play over Bluetooth wireless technology and
GPRS. The N-Gage device also offers unique online games services as well as a
comprehensive and growing games catalogue from the leading game publishers.

About Tantalus Interactive
Tantalus Interactive was founded in 1994 and is one of Australia's leading
game developers having worked on over 25 titles. Tantalus has worked on
16bit, 32bit and all current generation consoles as well as all available
handhelds (GBA, N-Gage) and soon to be launched handheld devices (DS and
PSP). The release of Top Gear Rally on Game Boy Advance saw the company
establish itself among the best in the world on this platform. The game was
published by Nintendo and is one of the biggest selling Australian developed
titles of all time. It also received the IGN Award for 'Racing Game of the
Year' in 2003, and won the award for best Australian developed title on any
platform. Tantalus has a subsidiary company named Tantalus Asia, which is
based in Malaysia and focuses on developing and distributing games for mobile
phones.

Copyright (C) 2005 Nokia. All rights reserved. Nokia and N-Gage are
trademarks or registered trademarks of Nokia Corporation. Bluetooth is a
registered trademark of Bluetooth SIG, Inc. Some features and services are
dependent on the network, supported digital content formats, the
compatibility of other devices and applications, and other factors. Please
refer to the user guide for more detailed information.

 ------------
Category 39,  Topic 44
Message 12         Fri Nov 25, 2005
KGAGNE [Ken]                 at 20:16 PDT

Looks like Nokia has given up on the N-Gage:

http://www.vnunet.com/vnunet/news/2146487/nokia-holds-fire-mobile-gaming

Good riddance, I say.

 ------------
 ************
Topic 49        Mon Mar 01, 2004
KGAGNE                       at 17:00 PST
Sub: Nintendo DS

Nintendo's Dual Screen system.

 42 messages
 ************
 ------------
Category 39,  Topic 49  [MOVED]
Message 1          Thu Jan 22, 2004
A2.DAIN [Dain]               at 18:50 PDT


It what constitutes one of the stranger announcements of the week, Nintendo has
announced the development of a two screened-two processor portable device that
they claim will not replace the Gameboy Advance, but be an additional product.
They also claim they are at work on a replacement for the Gameboy Advance.

There are rumors flying that the unit will have one ARM7 processor (same as in
GBA) and one ARM9 (same as in the Tapwave Zodiac) and two 3" screens (slightly
larger than the GBA screen).  They have also said they'll be using TFT screens
and not reflective screens with front lighting like the current GBA.

Not sure what they'll do with this, but I'm always open to new ideas:)

Dain
 ------------
Category 39,  Topic 49  [MOVED]
Message 2          Sun Feb 01, 2004
KGAGNE [Ken]                 at 06:55 PDT

CNN.com reports on the DSS, or Dual Screen System, device:

http://money.cnn.com/2004/01/21/news/international/nintendo.reut/index.htm?cnn=
yes

 ------------
Category 39,  Topic 49
Message 3          Sun Mar 07, 2004
A2.DAIN [Dain]               at 18:40 PDT


Ken,
  I am pretty sure the device is just called "DS".  At least that's how I've
seen it referred to everywhere else.

Thanks,
Dain

 ------------
Category 39,  Topic 49
Message 4          Sat Mar 13, 2004
KGAGNE [Ken]                 at 13:56 PDT

At http://mvdm.nl/#000115 is a screenshot taken from warioworld.com that lists
Nintendo's DS as being called "Nitro".  Nintendo reports it as being the
development codename for the system, which has since been renamed DS. (Thanks,
Dain)

-Ken

 ------------
Category 39,  Topic 49
Message 5          Wed May 12, 2004
KGAGNE [Ken]                 at 13:35 PDT

SEGA Confirms Content for "Nintendo DS (tentative name)"
"Sonic DS (temporary title)" and "Project Rub (temporary title)"

ELECTRONIC ENTERTAINMENT EXPO (E3), LOS ANGELES (May 10, 2004) -- SEGA
Corporation (Head office: Ota-ku, Tokyo, Japan; CEO and President: Hisao
Oguchi, hereinafter referred to as SEGA) has confirmed plans to create
content for "Nintendo DS (temporary name -- hereinafter referred to as DS)",
a handheld game platform Nintendo Co., Ltd. plans to release at the end of
2004.

SEGA will publish software titles that make substantial use of the hardware
characteristics. Sonic DS (temporary title), the latest title in SEGA's
popular "Sonic" game franchise - which has sold over 33 million units
(cumulative total) worldwide to date - is being internally developed, as
Project Rub (temporary title), a title to be played by a new method of
innovative control -- "rubbing" -- that has not been used in the games before
now.

SEGA will devise gaming experiences that maximize the innovative functions of
"Nintendo DS" -- the Dual Screens, Touch Screen, Wireless, Microphone, Dual
Slots - offering gameplay experiences made possible by utilizing unique input
peripherals that do not exist with existing game consoles.

Yuji Naka, SEGA's executive managing director and general manager of
Development Head Office comments, "I am very happy to announce titles for the
'Nintendo DS (temporary name)' handheld game console, which will play a major
role in the future game industry. DS has various innovative features like
Dual Screens, Touch Screen and Microphone. Its great variety of input
mechanisms has allowed us to create new forms of gaming that could not be
experienced with previous games for the home market. For our first titles -
Sonic DS (temporary title) and Project Rub (temporary title) -- we have
placed an emphasis on controls using a Touch Screen, which will allow us to
achieved the concept of "rubbing," a unique and fun gameplay mechanic made
possible by the DS. We will investigate a wide-range of gaming elements
unique to DS, so look forward to future SEGA titles."

Additionally, SEGA will display a technical demo (special version limited to
E3) of "Sonic" at the Nintendo booth from May 12- 14, 2004.

< Titles to be released:>

* "Sonic DS (temporary title) Release date: (TBD)/ Price (TBD)

* "Project Rub (temporary title) Release date: (TBD)/ Price (TBD)

Company names and product titles mentioned in this document are each
company's registered trademarks or brands.

 ------------
Category 39,  Topic 49
Message 6          Wed May 12, 2004
KGAGNE [Ken]                 at 14:15 PDT

The DS is looked at and shown here:

http://www.nintendo.com/e3_2004/ds/index.jsp
http://money.cnn.com/2004/05/11/technology/e3_nintendo/index.htm

The device will feature a touch-screen, accessed with a stylus.  Sounds like
the Tiger game.com, a flop handheld, to me.  And backward compatibility with
the GBA - yet this system is intended to be sold alongside the GBA, not
replace it?  How's that work?


 ------------
Category 39,  Topic 49
Message 7          Mon May 17, 2004
KGAGNE [Ken]                 at 13:49 PDT

GameStop and EB's web sites are accepting preorders for the Nintendo DS.  The
cost is $199, with free shipping on Nov 29, 2004.

 ------------
Category 39,  Topic 49
Message 8          Thu Oct 07, 2004
KGAGNE [Ken]                 at 18:10 PDT

NAMCO ANNOUNCES TWO EXCLUSIVE LAUNCH TITLES FOR NINTENDO DS

The Ultimate Action Puzzle-Solver Mr. DRILLER(R) And The Beloved Arcade
Racing Favorite Ridge Racer(R)
To Launch On Nintendo DS This Holiday Season

San Jose, Ca., (October 7, 2004) - Leading video games publisher and
developer Namco Hometek Inc. announced today that it is supporting the launch
of the Nintendo DS with two of its cherished franchises, Mr. DRILLER(R) Drill
Spirits and Ridge Racer(R) DS. Taking advantage of the technology the new
platform has to offer, both titles will utilize dual screen support and
wireless connectivity to the fullest -- providing players with the ultimate
Nintendo DS gaming experience.

"The launch of the Nintendo DS marks an exciting time for the video game
industry," said Nobuhiro Kasahara, chief executive officer of Namco Hometek
Inc. "The Nintendo DS offers a whole new approach to handheld gaming, and
Namco is proud to bring two of its popular franchises to a system that will
allow gamers to play these games in a truly unique way."

Mr. DRILLER Drill Spirits offers the ultimate in drilling action, where
players utilize the stylus and innovative dual-screen interface to avoid
falling blocks and scramble for air capsules, in order to rescue their fellow
Drillers, or collect power capsules to destroy the menacing Destroyer Drill!
Players can play anytime, anywhere with various quick play modes or battle
head-to-head with up to four other players through the Nintendo DS wireless
capabilities.

>From the arcade racing series gamers know and love, Ridge Racer DS delivers
a whole new experience to racing fans by offering true analog steering
through the Nintendo DS touch screen, up to six-player multiplayer races, a
variety of exciting single-player racing modes and much more. Ridge Racer DS
offers all the fast-paced action gamers have come to expect from the Ridge
Racer name --- now in the palm of their hands on the Nintendo DS.

Mr. DRILLER Drill Spirits and Ridge Racer DS will be available this winter
exclusively on the Nintendo DS. For more information, please visit:
www.namco.com <http://www.namco.com/>

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc.

is an award-winning video games publisher for next generation game consoles.
Namco has created some of the industry's greatest video game franchises:
Tekken(R), SOULCALIBUR(R), Dead to Rights(R), Pac-Man World, Ridge Racer(R),
Time Crisis(R) and ACECOMBAT. For more information about Namco and its
products log onto www.namco.com <http://www.namco.com/> .

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.
Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

Mr.DRILLER(R) Drill Spirits&(C)1999 2004 NAMCO LTD., ALL RIGHTS RESERVED.

TM, (R) and Nintendo DS are trademarks of Nintendo. (C) 2004 Nintendo

 ------------
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Message 9          Mon Oct 25, 2004
KGAGNE [Ken]                 at 12:13 PDT

Business.com looks at the plausibility of the Nintendo DS doing well:

http://www.business2.com/b2/web/articles/0,17863,714619,00.html?cnn=yes

 ------------
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Message 10         Tue Nov 16, 2004
KGAGNE [Ken]                 at 17:38 PDT

IGNITION SIGNS NINTENDO DS(tm) TITLE
IT'S ALL HAPPENING AT THE ZOO!

GLENVIEW, IL-November 16, 2004-Ignition has secured North American and
European rights to publish Zoo Keeper, a puzzler from developer SUCCESS
Corporation that will be one of the first Japanese launch titles for
Nintendo's highly-anticipated new handheld video game system - the Nintendo
DS(tm).

Using the Touch Screen, players tap the Nintendo DS stylus to swap the
positions of animals on the screen to create lines of three or more of the
same type. These animals are then "captured," allowing other animals to fall
into their place. This easy-to-pick-up and intuitive system is complimented
by a unique look designed by the popular the Japanese developer.

Zoo Keeper includes a variety of play modes to ensure that gamers have depth
of gameplay. Players also can take advantage of the DS Wireless Communication
to play simultaneous two-player modes that only requires one Nintendo DS Zoo
Keeper Game Card.

"Zoo Keeper is perfectly suited for the Nintendo DS with its use of both the
Touch Screen and wireless communication capability," says Ken Gratz, Product
Manager, Director of Product Development at Ignition USA. "Its
simple-yet-addictive gameplay will appeal to young and old alike, much like
the Nintendo DS itself."

"Ignition is a small, but focused team of passionate gamers who have shown
the ability to cherry pick quality games," adds Mr. Yoshinari, President of
SUCCESS. "And we are delighted to be given the chance to work with such a
team."

Features:
* Wireless Communication capability for two-player (Single-Card Play)
* Five different game modes
* An input system ideally suited to the Touch Screen
* An instantly understandable and intuitive game system
* Incredible visuals
* Highly relevant plot involving an actual zookeeper

Zookeeper will be available late in December for the Nintendo DS system, with
a suggested retail price of $39.99.

About IGNITION ENTERTAINMENT LIMITED
Ignition Entertainment Limited is a privately owned software developer and
publisher of entertainment titles for the Sony PlayStation 2 and PSP,
Nintendo GameCube, Game Boy Advance, and DS, and the Microsoft Xbox. Ignition
was created by a core team of gaming industry veterans with the purpose of
building upon their successful track record within the international games
industry, and to bring a fresh new approach to both the development and
distribution of original gaming product. You can find more information about
IGNITION ENTERTAINMENT LIMITED at http://www.ignitionent.com.
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Message 11         Wed Nov 17, 2004
KGAGNE [Ken]                 at 14:28 PDT

ACTIVISION'S SPIDER-MAN 2 FOR THE NINTENDO DS
WEBS RETAIL OUTLETS NATIONWIDE

Santa Monica, CA - November 17, 2004 - The world's most celebrated Super
Hero, Spider-Man, is swinging into retail stores nationwide in Activision,
Inc.'s (Nasdaq: ATVI) Spider-Man 2 for the Nintendo DS(TM) video game
platform. The game, which is based on this summer's blockbuster feature film
from Columbia Pictures and Marvel, is among the first titles to hit retail
stores alongside the Nintendo DS hardware.

"There is a tremendous amount of enthusiasm for the Nintendo DS and we are
excited to be among the launch titles for this innovative new platform," said
Kathy Vrabeck, president of Activision Publishing. "Spider-Man 2 takes
advantage of the Nintendo DS's processing power by delivering amazing
graphics and sound, and gameplay that fully realizes the potential of the
dual screen."

Players assume the role of Spider-Man and re-live the movie experience
through all new missions featuring unique enemies, objectives and combat
maneuvers.

Utilizing the touch screen and new controller layout, players can quickly
swing, run, jump, solve puzzles, engage in combat and switch to an arsenal of
moves on the fly, while patrolling and protecting the city of Manhattan from
the nefarious Doc Ock.

Spider-Man 2 for the Nintendo DS is being developed by Vicarious Visions and
is currently rated "E" (Everyone) by the ESRB.

About Spider-Man Merchandising, LP
Spider-Man Merchandising L.P. is a 50/50 limited partnership comprised of
Marvel Enterprises, Inc. and Sony Pictures Consumer Products Inc. The
partnership oversees all of the licensing and merchandising for the Columbia
Pictures feature film "Spider-Man 2," based on Marvel characters.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $948
million for the fiscal year ended March 31, 2004.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia and the Netherlands.
More information about Activision and its products can be found on the
company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

###

Spider-Man and related characters: TM & Marvel Characters, Inc.

Spider-Man 2, the movie: 2004 Columbia Pictures Industries, Inc. All rights
reserved.

Super Hero(es) is a co-owned registered trademark.
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MR. DRILLER(R) DRILL SPIRITS AND RIDGE RACER(R) DS
LAUNCH ON NINTENDO DS

Namco Franchise Favorites Ship to Stores Nationwide For Nintendo DS

SAN JOSE, Ca., (November 30, 2004) - Leading video games publisher and
developer Namco Hometek Inc. announced today that Mr. DRILLER(R) Drill
Spirits has begun shipping to retail outlets nationwide exclusively for the
Nintendo DS. Namco has also announced that another favorite franchise title,
Ridge Racer(R) DS, will begin shipping the first week of December 2004.
Taking advantage of the technology the new platform has to offer, both titles
utilize dual-screen support and wireless connectivity to the fullest -
providing players with the ultimate Nintendo DS gaming experience.

"The unique attributes of the Nintendo DS platform have allowed our designers
to be truly innovative in developing these two launch titles," said Nobuhiro
Kasahara, president and chief executive officer of Namco Hometek Inc. "We're
thrilled to be able to offer Mr. DRILLER and Ridge Racer fans a completely
new and exciting way to experience their favorite games."

Mr. DRILLER Drill Spirits allows players to utilize the innovative
dual-screen interface and the new stylus for the ultimate in drilling action.
Players are challenged to either rescue their fellow Drillers or collect
power capsules to destroy the menacing Destroyer Drill. Supporting up to five
players via Nintendo DS wireless capabilities, Mr. DRILLER Drill Spirits
offers players various quick play modes and head-to-head races anytime and
anywhere.

Ridge Racer DS, the popular arcade racing series, provides racing fans with
all the tire-screechin' fast-paced action they can handle -- all in the palm
of their hands on the Nintendo DS. By offering true analog steering through
the Nintendo DS touch screen, players can experience a variety of
single-player racing modes, multiplayer races supporting up to six players
and much more.

Mr. DRILLER Drill Spirits is available now in North American retail outlets
and Ridge Racer DS will be available in December 2004 exclusively on the
Nintendo DS. For more information, please visit: www.namco.com.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc.

is an award-winning video games publisher for next generation game consoles.
Namco has created some of the industry's greatest video game franchises:
Tekken(R), SOULCALIBUR(R), Dead to Rights(R), Pac-Man World, Ridge Racer(R),
Time Crisis(R) and ACECOMBAT. For more information about Namco and its
products log onto www.namco.com.

###

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACECOMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.

Mr.DRILLER(R) Drill Spirits&(C)1999 2004 NAMCO LTD., ALL RIGHTS RESERVED.

RIDGE RACER (C) 1996 2002 NAMCO LTD., ALL RIGHTS RESERVED.

TM, (R) and Nintendo DS are trademarks of Nintendo. (C) 2004 Nintendo.
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NAMCO HOMETEK INC. ANNOUNCES ITS
HANDHELD LINEUP

Ace Combat Advance, Pac-Man Pinball, Klonoa(R) 2, Mr. DRILLER(R) 2, Ridge
Racer(R) DS and Mr. DRILLER(R) Drill Spirits Among Upcoming Releases

San Jose, Ca., (Dec. 1, 2004) - Leading video games publisher and developer
Namco Hometek Inc. announced today the current lineup to be released from its
newly created internal handheld games division. The first releases from the
division will hit the market beginning this Fall and continue through early
2005 and will include Ace Combat Advance, Pac-Man Pinball, Klonoa(R) 2: Dream
Champ Tournament, Mr. DRILLER(R) 2 for Game Boy Advance and Mr. DRILLER(R)
Drill Spirits and Ridge Racer(R) DS for the Nintendo DS.

"With the rise in popularity in handheld gaming systems, gamers are no longer
forced to the confines of their living rooms," said Jeff Lujan, Business Unit
Director, Namco Hometek Inc. "We wanted to offer our fans the opportunity to
play games from their favorite Namco franchises anywhere they go and our
current lineup is just the beginning of the great products we'll have to
offer."

With some of the best graphics available on Game Boy Advance, Ace Combat
Advance casts the player as a pilot in the United Air Defense. As the newest
recruit, you must help the UAD to destroy the Air Strike Force and bring
General Resources Ltd., an evil worldwide economic superpower, to its knees.
Ace Combat Advance features an overhead perspective with intense action over
a variety of air-to-air and air-to-ground environments. Players can choose
from 10 planes and 12 missions, and can unlock new planes and weapons based
on their skill as a pilot. Ace Combat Advance will be available on Game Boy
Advance in February 2005.

Pac-Man Pinball features the beloved Pac-Man in his first video pinball game,
exclusively for Game Boy Advance. Pac-Man takes on the role of the pinball,
and his foes Blinky, Inky, Pinky and Clyde are going to do their best to stop
him from rescuing the kidnapped residents of Pac-World. Pac-Man Pinball
offers multi-ball play with the aid of Ms. Pac-Man, and challenges players to
mini-games to keep the action fresh. True to Pac-Man tradition, players can
also collect dots and power pellets for points and upgrades. Pac-Man Pinball
will be available on Game Boy Advance in 2005.

Floppy-eared hero Klonoa returns in another fast-paced, colorful
side-scrolling adventure in Klonoa 2: Dream Champ Tournament. Combining
platform, puzzle and adventure elements, players must race against time and
other dream travelers in the Dream Champ Tournament to collect stars, sun and
moon fragments and become the ultimate Dream Champion. Klonoa 2: Dream Champ
Tournament offers five new puzzle-packed worlds where players must use boxes,
bomb boxes, switches, goomies, springs and scales in their quest for glory.
Klonoa 2: Dream Champ Tournament will be available for Game Boy Advance in
February 2005.

The world is being overrun by colored blocks, which are coming from deep
underground in the colorful, fast-paced puzzle game Mr. DRILLER 2. In the
game, MR. DRILLER meets his competition, Anna Hottenmayer, in the sequel to
the critically acclaimed Mr. DRILLER. She's bursting with attitude and
determined to show MR. DRILLER just who the real hero is. Players can test
their drill skills in three modes of play - Mission Driller, Endless Driller
and Time Attack Driller scenarios, and can even take on their friends by
connecting two Game Boy Advance consoles using a Game Boy Advance Game Link
cable. Mr. DRILLER 2 will be available on Game Boy Advance in 2005.

Mr. DRILLER Drill Spirits offers the ultimate in drilling action, where
players utilize the stylus and innovative dual-screen interface to avoid
falling blocks and scramble for air capsules, in order to rescue their fellow
Drillers, or collect power capsules to destroy the menacing Destroyer Drill!
Players can play anytime, anywhere with various quick play modes or battle
head-to-head with up to four other players through the Nintendo DS wireless
capabilities. Mr. DRILLER Drill Spirits is now available for the Nintendo DS.

>From the arcade racing series gamers know and love, Ridge Racer DS delivers
a whole new experience to racing fans by offering true analog steering
through the Nintendo DS touch screen, up to six-player multiplayer races, a
variety of exciting single-player racing modes and much more. Ridge Racer DS
offers all the fast-paced action gamers have come to expect from the Ridge
Racer name - now in the palm of their hands on the Nintendo DS. Ridge Racer
DS will be available for the Nintendo DS in early December 2004.

About Namco Hometek Inc.
Namco Hometek Inc. is the U.S. consumer division of Namco Limited, a
Tokyo-based world leader in the high-tech entertainment industry. Based in
San Jose, CA, Namco Hometek Inc. is an award-winning video games publisher
for next generation game consoles. Namco has created some of the industry's
greatest video game franchises: Tekken(R), SOULCALIBUR(R), Dead to Rights(R),
Pac-Man World, Ridge Racer(R), Time Crisis(R) and ACE COMBAT. For more
information about Namco and its products log on to www.namco.com
<http://www.namco.com/> .

###

ACE COMBAT ADVANCE&(C)2005 NAMCO LTD., ALL RIGHTS RESERVED.

Mr.DRILLER(R) Drill Spirits&(C)1999 2004 NAMCO LTD., ALL RIGHTS RESERVED.

TM&(C) 1999 2000 2001 NAMCO LTD., ALL RIGHTS RESERVED.

KLONOA(R)2 DREAM CHAMP TOURNAMENT &(C)1997 2001 2002 2005 NAMCO LTD., ALL
RIGHTS RESERVED.

Mr. DRILLER(R) 2 (R)&(C)1999 2000 2001 NAMCO LTD., ALL RIGHTS RESERVED.

TM, (R) and Nintendo DS are trademarks of Nintendo. (C) 2004 Nintendo.

TEKKEN(R), SOULCALIBUR(R), PAC-MAN WORLD, Ridge Racer(R), Time Crisis(R) and
ACE COMBAT are trademarks or registered trademarks of Namco Limited in the
United States and/or other countries.

Dead to Rights is a trademark or registered trademark of Namco Hometek Inc.
in the United States and/or other countries.
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Well, they finally got me - I opened a piece of spam:

From: Nintendo DS Giveaway
Subject: Nintendo DS is pending shipping authorization: confirmation needed

Can you blame me? :)

-Ken

 ------------
Category 39,  Topic 49
Message 15         Sat Dec 04, 2004
A2.DAIN [Dain]               at 18:43 PDT

Replying to 'Ken' in Category 39 Topic 49:

> Well, they finally got me - I opened a piece of spam:
>
> From: Nintendo DS Giveaway Subject: Nintendo DS is pending shipping
> authorization: confirmation needed
>
> Can you blame me? :)

I've seen tons of these things.  Mostly for iPods, but now I too have
seen some Nintendo DS ones.  Not that I don't want a DS, it just seems
that these are hoaxes.

Dain

Currently playing.
GBA : Final Fantasy I
Gamecube: Metroid Prime 2: Echos
Apple IIgs: GShisen
PC: Visual Pinball : Star Trek: TNG
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UBISOFT REVEALS ADDITIONAL NINTENDO DS(TM) TITLES

Star Wars: Revenge of the Sith(TM), Peter Jackson's King Kong and Tom
Clancy's Splinter Cell(R) to be released worldwide in 2005

SAN FRANCISCO-- February 9, 2005 -- Ubisoft, one of the world's largest video
game publishers, today reveals additional titles currently in development for
the new Nintendo DS(TM) handheld console.

At the Nintendo DS European press conference, Yves Guillemot confirmed the
release of Star Wars: Revenge of the Sith(TM) this spring, and announced that
a Nintendo DS version of King Kong, based on Universal Pictures' December 14,
2005 release, King Kong, from three-time Academy Award(R) winner Peter
Jackson (The Lord of the Rings trilogy), is currently in development for
release during the 2005 holiday season. Furthermore, this Summer Ubisoft will
publish Bomberman(TM) DS, from Japanese developer Hudson Soft Co., Ltd.

In addition, Ubisoft reveals today that its highly-anticipated stealth sequel
Tom Clancy's Splinter Cell Chaos Theory(TM) will also come out on the
handheld platform later this year. Other games based on internal franchises
will enrich the company's line-up in the future.

These titles join those announced earlier as official Nintendo DS launch
titles: Rayman(R) DS, Sprung(TM) and Asphalt: Urban GT(TM). Sprung(TM) and
Asphalt: Urban GT(TM), which has already sold well over 180 000 units, are
currently available in the US and Canada, and Rayman(R) DS will hit North
American shelves in March. All three will be in stores for the machine's
European launch.

"Our full support of the Nintendo DS is clearly visible by the number of
titles coming out with the launch," said Yves Guillemot, Chairman and CEO of
Ubisoft. "We are proud to offer one of the most diverse line-ups of any major
editor. Racing, platform, stealth, or action- there is truly something for
all tastes."

Sprung (C) 2004 Guillemot Inc. All Rights Reserved. Published by Ubisoft
Entertainment. Rayman DS (C) 2004 Ubisoft Entertainment. All Rights Reserved.
Developed by DC Studios. Asphalt: Urban GT(TM) (C) 2004 Gameloft. All Rights
Reserved. Distributed by Ubisoft Entertainment. Gameloft, Gameloft logo and
Asphalt: Urban GT are trademarks of Gameloft in the U.S. and/or other
countries. Sprung is a trademark of Guillemot Inc. in the U.S. and/or other
countries. Rayman, Ubisoft and the Ubisoft logo are trademarks of Ubisoft
Entertainment in the U.S. and/or other countries. Aston Martin, Vanquish and
DB9, and the Aston Martin logo are trademarks owned and licensed by Aston
Martin Lagonda (C) 2004 Aston Martin Lagonda. Trademarks, design patents and
copyrights are used with the approval of the owner AUDI AG. Ford Oval and
nameplates are registered trademarks owned and licensed by Ford Motor
Company. General Motors Trademarks used under license to Gameloft. Jaguar,
XKR and the Leaper Device are trademarks owned and licensed by Jaguar Cars
Limited (C) 2004 Jaguar Cars Limited. The trademarks, copyrights and design
rights in and associated with Lamborghini and Murcielago, Murcielago R-GT,
Gallardo, and Gallardo Police car are used under licence from Lamborghini
ArtiMarca S.P.A., Italy. Lotus Exige and associated logos, emblems and body
designs are trade marks and/or other intellectual property of "Group Lotus
plc" and are used under license by Gameloft. Morgan Aero and body designs are
trademarks and/or intellectual property of Morgan Motors and are used under
license to Gameloft. Official Nissan Product. Nissan, 350Z, Skyline, and
associated symbols, emblems and designs are trademarks of Nissan Motor Co.,
Ltd. and used under license to Gameloft. Saleen(R) and Saleen(R) S7TM, its
vehicle model names and their proprietary designs are registered trademarks
of Saleen, Inc. used under license to Gameloft. Shelby(R) and Shelby GT-500TM
are registered trademarks and/or intellectual property of Carroll Shelby
Licensing Inc. and are used
by Gameloft under license. TVR, Sagaris and body designs are registered
trademarks and/or intellectual property of TVR Engineering Limited and are
used under license to Gameloft. Volkswagen trademarks, design patents and
copyrights are the intellectual property of Volkswagen AG and are used under
license to Gameloft. All other trademarks and registered trademarks are
property of their respective owners. Game Boy Advance and Nintendo DS are
trademarks of Nintendo. (C) 2004 Nintendo.
(C) 2005 HUDSON SOFT. All rights reserved. Published and distributed by
UBISOFT Entertainment. Ubisoft and the Ubisoft logo are trademarks of Ubisoft
Entertainment in the U.S. and/or other countries. Bomberman/Bomberman
Hardball are trademarks of and (C) 2005 HUDSON SOFT
LucasArts and the LucasArts logo are registered trademarks of Lucasfilm Ltd.
(C) xxxx Lucasfilm Entertainment Company Ltd. or Lucasfilm Ltd. & (R) or TM
as indicated. All rights reserved.
Universal Studios's King Kong movie (C) Universal Studios. Licensed by
Universal Studios Licensing LLLP. All Rights Reserved.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide. It is the fastest growing company in the
videogame industry and has grown considerably through its strong and
diversified line-up of products and partnerships. Ubisoft has offices in 21
countries and sales in more than 50 countries around the globe. It is
committed to delivering high-quality, cutting-edge videogame titles to
consumers. Ubisoft generated revenue of 508 million for the 2003-2004 fiscal
year, an increase of 22.5% over the previous fiscal year at constant exchange
rates. To learn more, please visit www.ubisoftgroup.com.
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Mastiff Announces Paramount Pictures Top Gun
For Nintendo DS(TM)

2-4 Player Wireless Dogfighting in the Palm of Your Hand

SAN FRANCISCO, CA (June 30, 2005) Video Game publisher Mastiff today
announced they will publish Paramount Pictures Top Gun for Nintendo's highly
successful new handheld video game system, the Nintendo DS(TM). An
action-packed tribute to the blockbuster movie hit of 1986, Top Gun takes
advantage of the unique Nintendo DS interface for high octane mastery of the
sky.

"Top Gun's intense action translates perfectly into a videogame," said Bill
Swartz, Head Woof at Mastiff. "Top Gun exploits the capabilities of the
Nintendo DS to duplicate that experience in a handheld environment."

A hip, heart-pounding combination of action, music and incredible aerial
photography helped make Top Gun the blockbuster movie hit of 1986. Top Gun
for Nintendo DS takes a look at the danger and excitement that awaits every
pilot at the Navy's prestigious fighter weapons school. Top Gun players enter
as rookie pilots, selected along with a handful of other pilots for elite
training at the US Navy's Fighter Weapons School. To become the best fighter
pilot in the world players must to go head to head with the best of enemy
fighter pilots.

Top Gun puts the player in the cockpit of a heavily armed jetfighter plane.
The game includes 10 single player missions such as high altitude dogfights,
escort missions, and protecting airspace, over a variety of terrain with
dramatic weather and visual effects. Top Gun also features head to head play
for two, three or four players. High quality sound effects take advantage of
the Nintendo DS's ability to deliver virtual surround-sound.

Additional features of Top Gun game include:
"       Top Gun Competition Campaign includes elite training and realistic
combat
"       Choose pilots named for characters in the movie
"       Choose different fighter planes, each with different handling
characteristics
"       10 diverse missions across arctic, ocean, forest and desert zones
"       Weapons include machine gun, fire-and-forget missiles, homing
missiles
"       Multiplayer dogfight for 2-4 players
"       Stunning visual effects include explosions, water splashes, smoke,
and gun/rocket trails
"       Challenging weather effects include sun, rain, animated clouds, and
snow
"       Pulse-pounding music reminiscent of the movie soundtrack

About Viacom Consumer Products
Viacom Consumer Products is a part of Nickelodeon & Viacom Consumer Products
(NVCP). NVCP manages the merchandise licensing, home video, music, book and
interactive software businesses for Nickelodeon brands and characters as well
as the properties of Comedy Central, Spike TV and MTV Networks International,
as well as some non-Viacom properties. In addition, NVCP manages the
merchandise, interactive, book, and wireless licensing for Paramount Pictures
properties. The NVCP business represents over $4 billion in retail sales.
Nickelodeon, MTV Networks, Comedy Central and Spike TV are trademarks of
Viacom International Inc.

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include La Pucelle:
Tactics, which was recently awarded an Editor's Choice Award from leading
gaming website, IGN.com, and a "Must Buy" from the top PlayStation 2
publication, PSM. Other recent releases include Gungrave: Overdose, Technic
Beat and Top Gun: Combat Zones. Please visit www.mastiff-games.com for more
information.
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UBISOFT ANNOUNCES BATTLES OF PRINCE OF PERSIA(R) EXCLUSIVELY FOR NINTENDO
DS(TM)

The Critically-Acclaimed Prince of Persia(R) Franchise Embarks on a Brand-New
Adventure

SAN FRANCISCO, CA - July 22nd, 2005 - Today Ubisoft announced Battles of
Prince of Persia(R), a new game developed exclusively for the Nintendo
DS(TM). Battles of Prince of Persia(R) is a turn-based tactical game driven
by a collectible card system set in the Prince of Persia(R) universe.
Developed by Ubisoft's Montreal studio, the game puts players in control of
large armies from different regions that are battling for supreme power. All
the action is regulated through the use of cards that players collect when
going through the single player scenario. The game also features multiplayer
modes that allow players to battle it out with friends or trade cards to
customize their decks. Battles of Prince of Persia(R) is scheduled for
release in Holiday 2005.

About the Game
Battles of Prince of Persia(R)'s storyline takes place between Prince of
Persia The Sands of Time(TM) and Prince of Persia: Warrior Within(TM). The
game will focus on the appearance of the Dahaka and how the Prince, while
trying to rid himself of the terrible creature, ignites a conflict between
Persia and India by releasing an ancient evil that has caused much death and
devastation. Players will be able to battle it out from not only the Prince's
perspective, but also from that of several Generals who hold key roles in the
conflict between the nations. Game features include:
oNew depth in tactical gameplay: A host of original rules bring a fresh depth
to tacticals games.
oCollect and trade cards: By advancing in the single player mode, collect
money and purchase new cards to trade and make more powerful decks. Don't
like your cards? Trade them with your friends.
oIntricate storyline: Follow the story from the point of view of any of the
participants and learn what happens to the Prince and his land between the
stories of Prince of Persia Sands of Time(TM) and Prince of Persia Warrior
Within(TM).
oNine different characters: Play any of the nine Generals in single player or
in multiplayer. Create the army you want from any of the three factions and
27 units.
oMultiplayer mode: Fully customizable multiplayer mode ensures replay value.
Challenge someone who has the game or someone who doesn't in either Multiboot
mode or Hotseat.

About Ubisoft:
Ubisoft is a leading producer, publisher and distributor of interactive
entertainment products worldwide and has grown considerably through its
strong and diversified lineup of products and partnerships. Ubisoft has
offices in 21 countries and sales in more than 50 countries around the globe.
Ubisoft is committed to delivering high-quality, cutting-edge video game
titles to consumers. Ubisoft generated revenue of 538 million for the
2004-2005 fiscal year, an increase of 8 percent over the previous fiscal year
at constant exchange rates. To learn more, please visit www.ubisoftgroup.com.

(C) 2004 Ubisoft Entertainment. Based on Prince of Persia(R) created by
Jordan Mechner. All Rights Reserved. Ubisoft and the Ubisoft logo are
trademarks of Ubisoft Entertainment in the U.S. and/or other countries.
Prince of Persia, Prince of Persia The Sands of Time and Prince of Persia
Warrior Within are trademarks of Jordan Mechner used under license by Ubisoft
Entertainment.
TM, (R) and Nintendo DS are trademarks of Nintendo. (C) 2004 Nintendo.
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Nintendo has cut the price on the Nintendo DS handheld system by $20:

http://money.cnn.com/2005/08/16/technology/personaltech/nintendo/index.htm
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KONAMI SHIPS LOST IN BLUE TO RETAIL STORES NATIONWIDE

Konami Releases Innovative Survival RPG For The Nintendo DS(tm)

REDWOOD CITY, Calif. - September 27, 2005 Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., today shipped Lost
in Blue for the Nintendo DS(tm). The innovative RPG takes players on a
journey of survival, adventure and mystery as they take part in numerous
activities -- such as fishing, hunting, trapping and cooking -- that make
living on the island fun. Additionally, throughout the journey, players will
encounter innovative mini-games that utilize the technological capabilities
of Nintendo DS -- including the touch screen technology, microphone, and, for
the first time, the ability to close the lid during gameplay.

"Lost In Blue takes full advantage of the DS as it provides a gaming
experience that is filled with all different types of adventures and
surprises," said Jason Enos, Product Manager at Konami Digital Entertainment
- America. "By providing an ever-changing storyline with tremendous replay
value, the title delivers a stimulating and inventive style of gameplay that
is sure to make it one of the major surprises for the new system."

Lost in Blue follows the relationship of the hero and the heroine who are
trapped on a mysterious deserted island after a disastrous incident at sea.
The young hero of the game awakens to find himself on a seemingly uninhabited
island. After meeting another survivor, a 17-year old girl who has also
drifted ashore, the two must work together to survive. While planning their
escape, the two will learn survival skills, such as hunting, searching for
food and building tools while uncovering the island's many mysteries.

In their quest to survive, players will utilize completely original gameplay
concepts including many innovative mini-games throughout their adventures.
Highlighting these innovations is the ability to close the lid of the DS
while cooking food - resembling closing the lid to a pot - for a designated
time period in order to ensure that the food is cooked to perfection. Close
the lid too long and the food will be burned, while opening the lid too
quickly will result in an undercooked dinner.

Also in their journey to survive, players must learn to share
responsibilities between the main character and NPCs, as each character's
actions will affect the dialogue and events in the game. In addition, after
clearing the game as the hero, players can play as the heroine and gain a
completely different gameplay experience. There are multiple game endings
depending on the two players' lifestyle, relationship, dialogue and their
manner of escape, all making for hours of adventurous gameplay.

Lost in Blue is available exclusively for the Nintendo DS(tm) for an SRP of
$29.99 and rated "E10+" for Everyone 10+ by the ESRB. For more information on
the game, please visit: http://www.konami.gs

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

"LOST in BLUE" is a trademark of Konami Corporation. (C) 2005 KONAMI.
Published by Konami Digital Entertainment, Inc. Developed by Konami
Corporation. (C) 2005 NINTENDO. TM, (R) AND THE NINTENDO DS LOGO ARE
TRADEMARKS OF NINTENDO. ALL RIGHTS RESERVED.
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TRAUMA CENTER: UNDER THE KNIFE
SHIPS TO RETAILERS NATIONWIDE

Irvine, CA, October 3, 2005 - Atlus U.S.A., Inc., a leading publisher of
interactive entertainment, announced today that it has shipped Trauma Center:
Under the Knife, for the Nintendo DS, to retailers nationwide.

Take your Nintendo DS into the Operating Room!

Trauma Center: Under the Knife lets YOU play doctor, performing increasingly
complex surgeries. At first it's just another day in the O.R., but when a
mysterious outbreak sweeps the area, the patients' lives are in your
hands--no pressure.

The stylus will be your scalpel as you make incisions, anesthetize problem
areas, remove tumors, monitor vital signs, apply bandages, and more! Of
course, you'll also have to deal with human drama between appointments. Keep
a cool head, or you'll be out on the street (and all those years of medical
school for nothing).
        o       Feel the pressure of each tense, challenging operation!
        o       Operate on a wide variety of patients in story mode, then
return later and try to beat your high scores!
        o       Experience a compelling story with intriguing characters!
        o       Use your applied skills to solve the puzzle of each surgery!
        o       Detailed graphics bring the human body to life!

Trauma Center: Under the Knife has a suggested retail price of $29.99 and has
been rated "T" for Teen by the ESRB.

For additional information on the game, visit the official site at
www.atlus.com .

###

About Atlus U.S.A., Inc.
Located in Irvine , CA , Atlus U.S.A. , Inc. is a publisher of challenging
and engaging video games for a variety of platforms including Microsoft's
Xbox and Sony's PlayStation(R)2. Atlus is best known for releasing unique
RPGs and Strategy RPGs such as Ogre Battle, Tactics Ogre, Disgaea: Hour of
Darkness, Wizardry, Persona, and Shin Megami Tensei: Nocturne. For more
information visit: www.atlus.com

 ------------
Category 39,  Topic 49
Message 22         Tue Nov 15, 2005
KGAGNE [Ken]                 at 13:38 PDT

ACTIVISION'S TONY HAWK'S AMERICAN SK8LAND FOR THE
NINTENDO DS TAGS ITS TURF ON RETAIL SHELVES NATIONWIDE

Nintendo Wi-Fi Connection Allows Fans to Challenge
One Another Across the Globe

Santa Monica, Calif. -- Nov. 15, 2005 -- Kick-flipping into retail stores
nationwide, Activision, Inc.'s (Nasdaq: ATVI) Tony Hawk's American
SK8Land(TM) for the Nintendo DS(TM) introduces a brand new way to play a Tony
Hawk game on a handheld system. Designed to take full advantage of the
Nintendo DS, the game is the first third-party title to utilize the Nintendo
Wi-Fi Connection allowing fans to create a community where they can skate
head-to-head against other DS players online worldwide. Players can post and
download high scores and statistics, as well as view replays to see amazing
skate runs, combos and other tricks completed by community members. In
addition, Tony Hawk's American SK8Land includes exclusive features such as
voice in-game and touch-screen capabilities.

"Tony Hawk's American SK8Land illustrates how the brand is continuing to grow
and innovate," said Will Kassoy, vice president of global brand management,
Activision, Inc. "In addition to incredible gameplay, for the first time
ever, fans will be able to create and become part of a handheld wireless Tony
Hawk's American SK8Land community that spans the globe."

Built from the ground up, Tony Hawk's American SK8Land features a unique
cell-shaded art style and challenges players to prove themselves to Tony Hawk
and other legendary pros as they undertake hundreds of skating goals set in
seven popular areas of Los Angeles and restore the ultimate skatepark to its
former glory. Along the way, gamers can complete signature skate tricks,
including bert slides and Natas spins that have been made popular by the Tony
Hawk franchise. Fans will also experience Nintendo DS specific features, such
as drawing with the DS stylus to customize deck art and graffiti tags,
performing special moves by touching "trick slots" that appear on the bottom
screen, and recording voices that replay in the game when a player bails or
performs a special gap.

Tony Hawk's American SK8Land wireless multiplayer options allow two players
to go head-to-head via the local wireless gameplay feature as well as the
Nintendo Wi-Fi Connection and battle through several modes, including "Trick
Attack," "Score Challenge," "Combo Mambo," "The Price is Wrong" and more.

Tony Hawk's American SK8Land was developed by Vicarious Visions and is
currently available at retail stores nationwide for a suggested retail price
of $39.99 and has been rated "E" (Everyone - mild lyrics) by the ESRB.
The Game Boy Advance version of Tony Hawk's American SK8Land is now available
for a suggested retail price of $29.99 and has been rated "E" (Everyone) by
the ESRB. For more information and to become part of the Tony Hawk's American
SK8Land community, visit www.american-SK8Land.com.

About Activision, Inc.
Headquartered in Santa Monica, California, Activision, Inc. is a leading
worldwide developer, publisher and distributor of interactive entertainment
and leisure products. Founded in 1979, Activision posted net revenues of $1.4
billion for the fiscal year ended March 31, 2005.

Activision maintains operations in the U.S., Canada, the United Kingdom,
France, Germany, Italy, Japan, Australia, Scandinavia, Spain and the
Netherlands. More information about Activision and its products can be found
on the company's World Wide Web site, which is located at www.activision.com.

The statements made in this press release that are not historical facts are
"forward-looking statements." These forward-looking statements are based on
current expectations and assumptions that are subject to risks and
uncertainties. The Company cautions readers of this press release that a
number of important factors could cause Activision's actual future results to
differ materially from those expressed in any such forward-looking
statements. Such factors include, without limitation, product delays, retail
acceptance of our products, industry competition, rapid changes in technology
and industry standards, protection of proprietary rights, maintenance of
relationships with key personnel, vendors and third-party developers,
international economic and political conditions, integration of recently
acquired subsidiaries and identification of suitable future acquisition
opportunities. These important factors and other factors that potentially
could affect the Company's financial results are described in our filings
with the Securities and Exchange Commission, including the Company's most
recent Annual report on Form 10-K and Quarterly Report on Form 10-Q. Readers
of this press release are referred to such filings. The Company may change
its intention, belief or expectation, at any time and without notice, based
upon any changes in such factors, in the Company's assumptions or otherwise.
The Company undertakes no obligation to release publicly any revisions to any
forward-looking statements to reflect events or circumstances after the date
hereof or to reflect the occurrence of unanticipated events.

# # #
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KONAMI SHIPS DRAGON BOOSTER TO RETAIL STORES NATIONWIDE

Video Game Based on the Popular Animated Series Lets Gamers Release the
Dragon Within

REDWOOD CITY, Calif. - December 7, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that it shipped Dragon Booster(TM) for the Nintendo DS(TM) to retail stores
nationwide. Based on the popular animated series airing on ABC Family and
Toon Disney, Dragon Booster(TM) is a fast-paced, third person action racing
video game which also includes combat elements. The game takes place in the
fantastical world where humans and dragons co-exist, letting players
experience the story and interact with characters directly from the Dragon
Booster(TM) series. Also complementing the game will be the special release
of new codes in the DVD launch of the Dragon Booster(TM) animated series
early next year, which players can use to upgrade their dragons in the video
game.

"With audio and visual effects complimenting the flawless art style of the
animated TV series, the video game brings the Dragon Booster(TM) property to
life in a fully interactive medium," said Wyman Jung, Associate Product
Manager, Konami Digital Entertainment - America. "Fans of the series as well
as newcomers to the property will enjoy its creative storyline and unique
anime style that lends itself perfectly for a fun, entertaining video game."

The story starts as Beaucephalis, the mighty dragon of a three thousand year
old legend, returns to choose 16-year-old Artha Penn to become a mythical
hero known as the Dragon Booster. In this classic tale of good versus evil,
Artha must learn to release the dragon within and use his new-found abilities
to defeat his foes and unite humans and dragons once and for all.

The game is set in the bustling and dynamic Dragon City during the prelude to
the Dragon/Human War which evil forces are trying to start. Players choose up
to eight different dragons to train, equip and race in three different game
modes. Free Run Mode lets gamers explore Dragon City and get accustomed to
the gameplay. All City Races Mode challenges players to make the most
powerful dragons in the game by winning races, collecting money and acquiring
valuable dragon gear. Grudge Match Mode pits players head-to-head in a
competitive racing experience, utilizing the Nintendo DS wireless connection.
Dragon Booster(TM) also features two fun mini games - Skills Competition and
Dragon Human Duel - which leverage the Nintendo DS touch panel.

Enhancing the game even more will be the release of new codes players can use
to unlock special gear in the game to make their dragons more powerful. These
codes will be available on inserts in the DVD home video series of Dragon
Booster(TM), distributed by FUNimation on February 8, 2006.

Dragon Booster(TM) is rated "E" for Everyone by the ESRB and is available for
the suggested retail price of $29.99. For more information, please visit:
www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

About Alliance Atlantis Communications
Alliance Atlantis Communications Inc. is a leading specialty broadcaster. The
Company also co-produces and distributes a limited number of television
programs in Canada and internationally, including the hit CSI franchise, and
holds a 51% limited partnership interest in Motion Picture Distribution LP,
the largest distributor of motion pictures in Canada. The Company's common
shares are listed on the Toronto Stock Exchange - trading symbols AAC.A,
AAC.NV.B. The Company's Web site is www.allianceatlantis.com


(TM) The Story Hat Properties, LLC, used under license by Alliance Atlantis.
(C) 2004 ApolloScreen/ApolloProScreen. (C) 2003 The Story Hat Properties,
LLC. Alliance Atlantis and the stylized "A" design are trademarks of Alliance
Atlantis Communications Inc. All Rights Reserved. Distributed by Alliance
Atlantis.

Nintendo DS is a trademark of Nintendo.

###
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LOS ANGELES (Reuters) - Nintendo Co. Ltd (7974.OS: Quote, Profile, Research)
said on Tuesday worldwide sales of its Nintendo DS portable video game player
have hit 10 million worldwide, with about 4 million sales coming from the
United States.

The company last week said the dual-screened Nintendo DS was the
fastest-selling video game machine ever in Japan, where more than 5 million
units were snapped up by consumers since its launch there in early December
2004.

Story continues at <http://tinyurl.com/b7s8d>

 ------------
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Message 25         Fri Jan 20, 2006
KGAGNE [Ken]                 at 16:34 PDT

Here are five reasons why the DS is selling so well in Japan (though it's
doing well in the USA also):

http://next-gen.biz/index.php?option=com_content&task=view&id=2081&Itemid=2

 ------------
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Message 26         Thu Jan 26, 2006
KGAGNE [Ken]                 at 18:34 PDT

NEW YORK (CNNMoney.com) - Facing stiffer competition from its chief rival,
Nintendo unveiled a new, streamlined look for its latest handheld system
Thursday.

The Nintendo DS Lite will be 2/3 the size of the original Nintendo DS and
weigh 20 percent less, the company said. The system will also feature
brighter screens, making it easier to see gameplay.

The new system will launch in Japan in March for 16,800 yen (approximately
$145) - slightly more expensive than the current system. Nintendo did not
immediately announce release dates for the United States and other
territories. Those will likely be announced in the next few months.

Story continues at
<http://money.cnn.com/2006/01/26/commentary/game_over/column_gaming/index.htm
>
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Message 27         Fri Jan 27, 2006
KGAGNE [Ken]                 at 15:26 PDT

Here's a mini-review of three DS games:

http://www.cnn.com/2006/TECH/fun.games/01/27/nintendo.ds.titles/index.html

 ------------
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Message 28         Wed Feb 15, 2006
KGAGNE [Ken]                 at 14:31 PDT

Reports indicate that Nintendo and Opera are collaborating to make a web
browser for the DS:

http://games.slashdot.org/article.pl?sid=06/02/15/1312202

 ------------
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Message 29         Wed Feb 15, 2006
KGAGNE [Ken]                 at 14:40 PDT

Here's a decal maker for Mario Kart DS:

http://www.dsmeet.com/decalmaker/

 ------------
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Message 30         Wed Feb 15, 2006
KGAGNE [Ken]                 at 14:41 PDT

Is the DS luring our kids where we don't want them to go?

http://abclocal.go.com/wpvi/story?section=special_coverage&id=3905371

Yeah - right:

http://www.gamesetwatch.com/2006/02/nintendo_ds_hurting_children.php

 ------------
Category 39,  Topic 49
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Compare the Nintendo DS to the new Nintendo DS Lite:

http://www.lik-sang.com/news.php?artc=3808&lsaid=219793

 ------------
Category 39,  Topic 49
Message 32         Tue Mar 21, 2006
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KONAMI'S NEW ROLE-PLAYING GAME - TAO'S ADVENTURE: CURSE OF THE DEMON SEAL -
SHIPS TO RETAIL STORES NATIONWIDE

REDWOOD CITY, Calif. - March 21, 2006 - Konami Digital Entertainment, Inc.,
today announced that Tao's Adventure: Curse of the Demon Seal for the
Nintendo DS(TM) has shipped to retail stores nationwide. An original
role-playing game, Tao's Adventure is sure to enchant fans of the genre, as
it takes players on a fantastical adventure with incredible battles, colorful
graphics and spellbinding touch screen support.

Players take on the role of Tao, a young magic student living on Bente
Island, who must travel on an incredible journey to save his family and
fellow villagers from an evil monster curse that turns people into stone. In
order to break the hex, Tao must find the egg of the ancient monster that
cursed his family and return to the village before the next full moon to save
his loved ones. Along his journey, Tao must learn how to harness his magical
talents to destroy the curse and save his people.

Taking advantage of the unique capabilities of the Nintendo DS, players cast
spells by drawing different designs on the DS touch screen. As they battle
hordes of monsters in order to save their village, players can compete in
side quests to strengthen their reputation with the townspeople; and even
collect eggs to raise and train monsters to assist in battles along their
journey.

Tao's Adventure: Curse of the Demon Seal is available exclusively for the
Nintendo DS for a SRP of $29.99, and is rated "E 10+" by the ESRB. For more
information on Tao's Adventure: Curse of the Demon Seal please visit
www.konami.com/gs.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment, Inc. can be found at
www.konami.com/gs

###
Nintendo DS is a trademark of Nintendo.
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Look for a new Legend of Zelda game, subtitled "The Phantom Hourglass", for
the DS later this year:

http://www.gamespot.com/news/6146526.html

Trailer available at above link.

 ------------
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KGAGNE [Ken]                 at 14:24 PDT

Japanese DS owners will have a web browser on their handheld this June:

http://www.eurogamer.net/article.php?article_id=63719
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Mastiff Ships Paramount Pictures' Top Gun
for Nintendo DS(tm)

Portable, Wireless Dogfighting Action For Up to Four Players

SAN FRANCISCO, CA-April 28, 2006-Video Game publisher Mastiff today announced
that Paramount Pictures' Top Gun for Nintendo DS(tm), under license from
Nickelodeon & Viacom Consumer Products, has shipped to retail. An
action-packed tribute to the blockbuster movie hit of 1986, Top Gun takes
advantage of the unique Nintendo DS interface for high octane mastery of the
sky.

Top Gun for Nintendo DS takes a look at the danger and excitement that awaits
every pilot at the Navy's prestigious fighter weapons school. Top Gun players
enter as rookie pilots, selected along with a handful of other pilots for
elite training at the US Navy's Fighter Weapons School. To become the best
fighter pilot in the world players must to go head to head with the best of
enemy fighter pilots.

Top Gun puts the player in the cockpit of a heavily armed jetfighter plane.
The game includes 10 single player missions (plus 2 unlockable secret
missions) such as high altitude dogfights, escort missions, and protecting
airspace, over a variety of terrain with dramatic weather and visual effects.
Top Gun also features head to head play for two, three or four players. High
quality sound effects take advantage of the Nintendo DS's ability to deliver
virtual surround-sound.

Top Gun features include:
* Top Gun Competition Campaign includes elite training and realistic combat
* Choose different fighter planes, each with different handling
characteristics
* 10 (+2 unlockable) diverse missions across arctic, ocean, forest and desert
zones
* Weapons include machine gun, fire-and-forget missiles, homing missiles
* Multiplayer dogfight for 2-4 players
* Stunning visual effects include explosions, water splashes, smoke, and
gun/rocket trails
* Challenging weather effects include sun, rain, animated clouds, and snow
* Pulse-pounding music reminiscent of the movie soundtrack

About Mastiff
Mastiff is a publisher of interactive entertainment with offices in Tokyo,
San Francisco and Los Angeles. Recent titles from Mastiff include Dr. Sudoku
for the Game Boy(R) Advance and La Pucelle: Tactics, which was recently
awarded an Editor's Choice Award from leading gaming website, IGN.com, and a
"Must Buy" from the top PlayStation 2 publication, PSM. Please visit
www.mastiff-games.com for more information.

About Nickelodeon & Viacom Consumer Products

Nickelodeon & Viacom Consumer Products (NVCP) manages the merchandise
licensing, home video, music, book and interactive software businesses for
Nickelodeon brands and characters as well as the properties of Comedy
Central, Spike TV and MTV Networks International. In addition, NVCP manages
the merchandise, interactive, book, and wireless licensing for Paramount
Pictures properties. Nickelodeon, MTV Networks, Comedy Central and Spike TV
are trademarks of Viacom International Inc.

Top Gun (C) 2006 Paramount Pictures. All Rights Reserved.

# # #
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It seems the June 11th street date for the Nintendo DS Lite has been broken:

http://games.slashdot.org/article.pl?sid=06/05/31/1453253
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Message 37         Sat Jun 03, 2006
KGAGNE [Ken]                 at 08:41 PDT

How will the Wii benefit the DS?

http://biz.gamedaily.com/industry/feature/?id=12852

 ------------
Category 39,  Topic 49
Message 38         Tue Jun 13, 2006
KGAGNE [Ken]                 at 07:05 PDT

Observe the unlikely history of the Nintendo DS:

http://www.1up.com/do/feature?cId=3151350

 ------------
Category 39,  Topic 49
Message 39         Wed Jun 14, 2006
KGAGNE [Ken]                 at 07:22 PDT

Here's a rather extensive dissertation of what's right and wrong about the DS
and DS Lite, and how they compare with the Sony PSP:

http://www.pocketgamer.co.uk/blog/?p=108

 ------------
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Message 40         Sun Jul 16, 2006
KGAGNE [Ken]                 at 20:42 PDT

I once wrote a fictional review of "Final Fantasy Football".  Looks like
Square is actually making a FF basketball game instead:

http://www.nintendo.co.jp/ds/ab3j/character/character02.html

 ------------
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Message 41         Sun Jul 16, 2006
KGAGNE [Ken]                 at 20:48 PDT

Here's a commercial!

http://touch-ds.jp/mediagallery/st45.html

 ------------
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Message 42         Fri Aug 04, 2006
KGAGNE [Ken]                 at 20:49 PDT

Chill out this summer with these DS games:

http://www.cnn.com/2006/TECH/fun.games/08/04/nintendo.ds.games/index.html
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 ************
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KGAGNE                       at 12:13 PST
Sub: General Discussion

General discussion of the Final Fantasy series.  Game-specific talk may be
relocated to a more appropriate topic.

 9 messages
 ************
 ------------
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Message 1          Tue May 22, 2001
KGAGNE [Ken]                 at 16:58 PDT

Amazon.com is selling the following title for $5.99:

The Best Of Final Fantasy 1994-1999...
Hollywood Symphony Orchestra

http://www.amazon.com/exec/obidos/ASIN/B00004YNBC/qid=986220365/sr=1-2/ref=sc_m
_3/102-2769424-0092900

The contents of the disc are as follows:

Final Fantasy VI - 1994
  1. Opening Theme
  2. Tina
  3. New Continent

Final Fantasy VII - 1997
  4. Prelude
  5. Main Theme
  6. Cosmo Canyon
  7. Shinra Army Wages A Full-Scale Attack

Final Fantasy VIII - 1999
  8. Liberi Fatali
  9. My Mind
 10. The Spy
 11. Mods De Chocobo

So what are my thoughts on this disc?... It stinks!  Despite being performed
by the Hollywood Symphony Orchestra, most of the tracks sound exactly like
their video game counterparts.  If there is any improvement from the digital
to the orchestral, it's minimal.  A few of the tracks were really butchered,
too.  I didn't like FFVIII, but "Liberi Fatali," the opening song, is one of
my favorite FF tunes; on this disc, it's a travesty.

If you're going to invest in orchestral/remixed video game music, get
something else... perhaps the FFIV Celtic Moon collection.

-Ken

 ------------
Category 40,  Topic 1
Message 2          Sat Jun 09, 2001
KGAGNE [Ken]                 at 23:12 PDT

"Final Fantasy" was originally called such because the game's designer
intended to leave the video game industry after making the first Final Fantasy
game.

He didn't expect it to be such a hit. :)

-Ken

 ------------
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Message 3          Thu Oct 25, 2001
KGAGNE [Ken]                 at 13:25 PDT

Electro Source Sets Sights on FINAL FANTASY Soundtracks;
Two new FINAL FANTASY Soundtracks expected to be best sellers ever!

Vernon, Calif., October 17, 2001 - Electro Source, LLC, one of the leading
distributors of video game products in the nation, has announced the
exclusive video game industry distribution rights to two brand new music CD
soundtracks from TOKYOPOP(r) Soundtrax. Collecting music from the first nine
volumes of the all-time best-selling RPG series, FINAL FANTASY N Generation
Official Best Collection and FINAL FANTASY S Generation Official Best
Collection follow the evolution of SQUARESOFT(r)'s premier title from the
Nintendo games consoles to the Sony PlayStation(r) providing a look at the
series prior to its jump to the Sony PlayStation 2 with FINAL FANTASY X this
winter. Both music CD's will be available November 13th with a suggested
retail of $14.98.

Showcasing the legendary talent of the most famed RPG composer in the
industry, Nobuo Uematsu, FINAL FANTASY N Generation and FINAL FANTASY S
Generation feature his own selections of his greatest works. Encapsulating
the best from his early compositions to his most recent, these CDs show the
magic of innovation as he utilizes sound systems in ways few other game
composers can.

"The FINAL FANTASY series is the reason many gaming fans know what an RPG
is," Said TOKYOPOP(r) Brand Manager Ken Lee. "And these music collections
will help recapture the magic, new and old, of one of the most time-tested
epics there is."

FINAL FANTASY N Generation Official Best Collection
FINAL FANTASY N Generation collects music from the first six volumes of oneof
the greatest RPG series of all-time. Some of the most well known videogames
ever, their music helped engrave these epics into the minds of gamers
everywhere. FINAL FANTASY N Generation captures all of the magic with an
exclusive, never-before-released in the US selection of tracks specially
remixed, arranged and orchestrated for the collection!

FINAL FANTASY S Generation Official Best Collection
Music from the greatest RPGs of the next generation of gaming, FF VII, VIII
and IX, are collected into FINAL FANTASY S Generation. Featuring a
cutting-edge combination of beautiful computer graphics and stunning music,
they have solidified the series as the number one RPG ever. Including special
remixes, never before available in the US, these tracks were handpicked by
composer Nobuo Uematsu, the man who Time Magazine says "imbues FINAL FANTASY
games with grandeur and depth, much the way John Williams'score helped propel
Star Wars into hyperspace."

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advanced,
and Microsoft X-Box. ESL is a "one stop" stocking distributor headquartered
in Vernon, California. Electro Source, LLC is the manufacturer and exclusive
distributor of Pelican Accessories.

TOKYOPOP(r)
TOKYOPOP(r) is the leading North American distributor of character-based
entertainment from Japan and the surrounding Asian region with exclusive
rights to a range of popular properties in manga, anime, live action film and
music. TOKYOPOP(r) Soundtrax has pioneered the video game and anime
soundtrack market with official soundtracks for Trigun Spicy Stewed Donut,
Sonic Adventure 2 and several Final Fantasy video games. Find out more at
www.TOKYOPOP.com <http://www.tokyopop.com/>.

 ------------
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Message 4          Tue Sep 30, 2003
KGAGNE [Ken]                 at 15:50 PDT

Here's a quiz to determine which Final Fantasy character you'd be:

http://quizilla.com/users/Zea/quizzes/Which%20FF%20character%20are%20you%3F

I'm Wakka (from FFX): respectful to nature, and the responsible one of the
group.

 ------------
Category 40,  Topic 1
Message 5          Mon Nov 17, 2003
KGAGNE [Ken]                 at 06:33 PDT

Topics 14-24 in this category have been moved to Topics 17-27 to allow for
discussion of even more mainstream Final Fantasy sequels.

 ------------
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Message 6          Mon Nov 17, 2003
KGAGNE [Ken]                 at 13:20 PDT

FINAL FANTASY(R) RADIO LAUNCHES TODAY ON AMERICA ONLINE(R)
First Dedicated Video Game Franchise Radio Station Debuts on #1Ranked
AOL RADIO@ NETWORK

LOS ANGELES, Calif. (Nov. 17, 2003) -- Square Enix U.S.A., Inc. ("Square Enix
U.S.A."), the publisher of Square Enix products in North America, and America
Online, Inc., the world's leading interactive services company, announced
today the launch of the new FINAL FANTASY(R) station, exclusively on America
Online's Radio@ Network. The new radio station features 200 tracks from the
top-selling FINAL FANTASY video games, and will be available for listeners on
Radio@AOL, Radio@AOL for Broadband and Radio@Netscape under the Soundtracks &
More category. This is the first ever radio station on the AOL Radio@ Network
dedicated to a single video game franchise. The service is available to all
AOL members and fans on the web, and will be live through April 2004.

The FINAL FANTASY station features complete tracks from Square Enix's
recently released FINAL FANTASY XI, FINAL FANTASY XI: Rize of the ZilartT and
samplings from top-selling games including FINAL FANTASY VII, FINAL FANTASY
VIII, FINAL FANTASY IX and FINAL FANTASY X. Additional information on these
products can be found at http://www.square-enix-usa.com.

"We are extremely excited to have a dedicated radio station for music from
our FINAL FANTASY games on the AOL Radio@ Network," said Jun Iwasaki,
president and CEO, Square Enix U.S.A. "The music is not just for gamers, but
for all music lovers around the world. With their enormous reach and superior
sound quality, the AOL Radio@ Network is a great way to showcase our music
library."

"As part of our ongoing mission to provide the best games programming for the
mass market, we are excited to partner with Square Enix and provide our
members with a Radio@ Network station dedicated exclusively to the FINAL
FANTASY franchise," said Matthew Bromberg, VP and General Manager, AOL Games.
"Since FINAL FANTASY is one of the hottest series of video games available
today, music from the franchise is a perfect fit for our first video games
station on the number one online radio network."

The FINAL FANTASY station compliments additional FINAL FANTASY features that
AOL members can find on AOL Games. AOL for Broadband members can currently
visit AOL Keyword: First Tip to access an exclusive broadband video
highlighting tips from the FINAL FANTASY XI game. On November 18, members can
visit AOL Keyword: FINAL FANTASY to access the game trailer, see the new
characters, download an application to see if their PC is ready to play the
all-new FINAL FANTASY XI as well as access the radio station and First Tip.

The inclusion of music from FINAL FANTASY video games on AOL Radio@ Network
adds to the heightening of the realization of video games as an art form.
With the technology available in today's gaming consoles, video game music
has been able to move beyond the stereotypical blips and bleeps of its
predecessors and has become more sophisticated. While still a growing market,
video game soundtracks are now sold in major outlets and feature a variety of
genres including rock, hip-hop, electronica, classical compositions and songs
performed by popular artists. The FINAL FANTASY soundtracks, which are
original compositions, have grown to such popularity and the series' veteran
composer Nobuo Uematsu was named as one of the "Innovators" in Time
Magazine's "Time 100: The Next Wave - Music" feature. Square Enix hopes to
pioneer the appreciation and awareness of not only its musical creations, but
also video game music throughout the industry.

The AOL Radio@ Network, which include Radio@ AOL, Radio@ AOL for Broadband
and Radio@ Netscape, is the #1 Internet Broadcaster according to Arbitron
Internet Broadcast Ratings (powered by MeasureCast technology). The network
is designed to transform the conventional radio experience. These interactive
services offer convenient 24/7 access to a vast selection of original and
third party programming, contextual information and integrated commerce. The
AOL Radio@ Network currently offers 175 best of breed, music, news, sports,
entertainment and seasonal stations including features from today's hottest
stars and most respected names in broadcasting.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. Square Enix brings two of Japan's best-selling franchises - FINAL
FANTASY(R), which has sold over 45 million units worldwide and DRAGON QUEST
(DRAGON WARRIOR(R) in North America) which has sold over 30 million units
worldwide - under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

About America Online, Inc.
America Online, Inc. is a wholly owned subsidiary of Time Warner, Inc. (NYSE:
TWX) Based in Dulles, Virginia, America Online is the world's leader in
interactive services, Web brands, Internet technologies and e-commerce
services.

FINAL FANTASY is a registered trademark of Square Enix Co., Ltd. RIZE OF THE
ZILART and SQUARE ENIX are trademarks of Square Enix Co., Ltd. All other
trademarks are the property of their respective owners.

###

 ------------
Category 40,  Topic 1
Message 7          Thu Dec 16, 2004
KGAGNE [Ken]                 at 18:32 PDT

Music from Final Fantasy will be in concert in Chicago in February, which
should kick off a national tour:

http://biz.yahoo.com/prnews/041214/latu042_1.html

 ------------
Category 40,  Topic 1
Message 8          Wed May 11, 2005
KGAGNE [Ken]                 at 03:15 PDT

Browse the soundtracks to all eleven Final Fantasy games, including exclusive
tracks, at the iTunes Music Store:

http://tinyurl.com/d2dqz

 ------------
Category 40,  Topic 1
Message 9          Wed Dec 14, 2005
KGAGNE [Ken]                 at 14:30 PDT

Was there to be a Final Fantasy 64?  Were the images truly from a "tech demo",
or the beginnings of an unreleased game?

http://www.lostlevels.org/200510/

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:17 PST
Sub: Final Fantasy I

Final Fantasy I, released for the Famicom in 1987 and later for the NES by
Nintendo.

 4 messages
 ************
 ------------
Category 40,  Topic 2
Message 1          Fri Aug 03, 2001
KGAGNE [Ken]                 at 16:33 PDT

The characters from the original Final Fantasy take part in a hilarious
online comic strrip, three times a week.  Check out 8-bit Theater:

http://www.nuklearpower.com/comic/

It's an ongoing story, so I suggest starting with Episode 1 and reading
through to the current (Ep 67 or so).

Thanks, Dain!

-Ken

 ------------
Category 40,  Topic 2
Message 2          Fri May 16, 2003
KGAGNE [Ken]                 at 20:52 PDT

A classic "guest strip" from the afore-mentioned 8-bit Theater:

http://www.nuklearpower.com/comics/030516.jpg

 ------------
Category 40,  Topic 2
Message 3          Wed Sep 01, 2004
KGAGNE [Ken]                 at 14:11 PDT

Final Fantasy I & II will be released for the GBA in November:

http://www.nintendo.com/gamemini?gameid=39e68dfb-62b6-4799-9b73-fbffa804378b&

 ------------
Category 40,  Topic 2
Message 4          Sat Sep 04, 2004
KGAGNE [Ken]                 at 20:01 PDT

You can play the hidden minigame from the first Final Fantasy here!

http://www.square-enix.co.jp/games/gba/ff1-2/game/15puzzle.html

 ------------
 ************
Topic 5         Thu May 10, 2001
KGAGNE                       at 12:19 PST
Sub: Final Fantasy IV (II)

Final Fantasy VI for the Super Famicom, known as Final Fantasy II for the
Super Nintendo.

 8 messages
 ************
 ------------
Category 40,  Topic 5
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 09:00 PDT

When Final Fantasy IV was released in Japan, it came in two flavors: Easytype
and Hardtype.  The latter included additional sidequests, such as recovering
the Phoenix Eye which revives Palom & Porom, the magic twins, after being
turned to stone.

The version of FFIV that was translated to English and released for the Super
Nintendo was Easytype.

FFIV Hardtype has been translated and will be released for the Sony PlayStation
next month as part of "Final Fantasy Chronicles", which includes Chrono
Trigger, another Super NES RPG from Square.  New features and video sequences
will be included.

I'm excited to be seeing one of my all-time favorite RPG's being rereleased,
but the "new translation" worries me.  Though the original translation was not
perfect, it was classic.  If they "fixed" the exchange where Tellah calls
Edward a "spoony bard," many retrogamers will be heartbroken. :(

-Ken

 ------------
Category 40,  Topic 5
Message 2          Sat Jun 09, 2001
A2.DAIN [Dain]               at 17:10 PDT

Replying to 'Ken' in Category 40 Topic 5:

> I'm excited to be seeing one of my all-time favorite RPG's being
> rereleased,
> but the "new translation" worries me.  Though the original translation
> was not
> perfect, it was classic.  If they "fixed" the exchange where Tellah
> calls
> Edward a "spoony bard," many retrogamers will be heartbroken. :(

Ken,
  Final Fantasy II was great.  I enjoyed it the most out of square's
titles.  III seemed to have more glitter and polish, but the magic
system was tedious and made it so everyone could have any magic.  I
don't like it when they have too loose of a rules system.  It tends to
take some of the character out of the game for me.

I remember the spoony bard part well, I also remember when Palom and
Porom turned to stone to save the hero from the crushing walls.  I
didn't realize that you could save them in "Hardtype".  That's cool.
One other thing that was left hanging at the end of the game was Kain
sitting atop the Mountain....it almost seemed like it was to forshadow
something.  It had to be at the time the best ending to a console video
game.  Of course at the time I would say it was one of the Best games
too.


Dain Neater


 ------------
Category 40,  Topic 5
Message 3          Sat Jun 09, 2001
KGAGNE [Ken]                 at 23:11 PDT

Dain,

Being able to revive Palom and Porom seems to me to lessen their sacrifice.
Of course, they came back to life anyway, so doesn't matter much who does it,
I guess.

-Ken

 ------------
Category 40,  Topic 5
Message 4          Sun Jun 10, 2001
A2.DAIN [Dain]               at 12:44 PDT

Replying to 'Ken' in Category 40 Topic 5:

> Being able to revive Palom and Porom seems to me to lessen their
> sacrifice.

Never thought about it that way.   It was nice to see them at the end
regardless.

Dain


 ------------
Category 40,  Topic 5
Message 5          Sun Jul 15, 2001
KGAGNE [Ken]                 at 22:40 PDT

In Msg 1, I wrote:

> If they "fixed" the exchange where Tellah calls Edward a "spoony bard,"many
> retrogamers will be heartbroken. :(

The "spoony bard" line remained in the Final Fantasy Chronicles release of
FFIV. :)

One day last summer I spent out on the lake, I decided that if I ever own a
boat, it'll be christened the "Spoony Bard". :)

-Ken

 ------------
Category 40,  Topic 5
Message 6          Fri Apr 19, 2002
KGAGNE [Ken]                 at 18:59 PDT

Interesting.  I saw a short play tonight in which climaxed in a "startling
revelation".  The director chose some background music; I recognized the piece
as formerly accompanying a startling revelation in Final Fantasy II for Super
Nintendo. :)

I wonder if he expected other people would notice...

-Ken

 ------------
Category 40,  Topic 5
Message 7          Tue Oct 04, 2005
KGAGNE [Ken]                 at 13:55 PDT

Look for a Game Boy Advance port of this game on December 12th.

 ------------
Category 40,  Topic 5
Message 8          Wed Jul 19, 2006
KGAGNE [Ken]                 at 16:38 PDT

Final Fantasy II - which I waited so long to play, and which was better than
I'd ever hoped - turns 15 this year:

http://www.toastyfrog.com/toastywiki/index.php/Site/060718

 ------------
 ************
Topic 6         Thu May 10, 2001
KGAGNE                       at 12:21 PST
Sub: Final Fantasy V

Final Fantasy V for the Super Famicom.  Part of the Final Fantasy Anthologies
collection for PlayStation.

 1 message
 ************
 ------------
Category 40,  Topic 6
Message 1          Sun Jul 15, 2001
KGAGNE [Ken]                 at 22:37 PDT

This game was going to be released for the Super Nintendo sometime after Final
Fantasy III (VIj) was, under the name "Final Fantasy Extreme".  But it never
happened.  Square planned a PC release sometime later... but it never
happened.

Finally the game was translated and released for the PlayStation as part of the
Final Fantasy Anthology compilation.

FFA in America included FFV and FFVI.  In Japan, FFA included these two games
as well as FFIV - which was put into the Final Fantasy Chronicles compilation
in America.

-Ken

 ------------
 ************
Topic 7         Thu May 10, 2001
KGAGNE                       at 12:21 PST
Sub: Final Fantasy VI (III)

Final Fantasy VI for Super Famicom, known as Final Fantasy III for the Super
Nintendo.

 3 messages
 ************
 ------------
Category 40,  Topic 7
Message 1          Thu Apr 17, 2003
KGAGNE [Ken]                 at 19:27 PDT

Originally taken from <http://ucsub.colorado.edu/~nakao/fftown.html> many
years ago, before Final Fantasy III was released for the Super Nintendo:

=-=-=-=

I have played the Japanese verion of FF3(FF6 over there).  The storyline is
something like this:
It takes place in  a world where magic has been replaced by machinery.  There
is an empire that is searching for this one type of call magic.
The story centers around this girl who is brainwashed by the empire to find
this magic. She comes to her senses after finding a frozen call monster and
ends up being found by this one guy.  The game continues with her resistance
to the empire.

Anyway, the story continues and you meet up with a LOT of characters which
include:

A thief who calls himself a treasure hunter
A king and his martial artist brother
A gambler
A ninja and his dog
A samurai
A weird moogle-like creature
A guy from another dimension who can copy any characters attacks!

And a lot of others.  The graphics and sounds in this game blow away FF2's!!
In fact, after I had played FF3 for awhile and I went back to play
FF2, FF2 looked like an 8-bit Nintendo game!!! No kidding!  The animations of
all the spells are unbelievable!  The number of spells is amazing.  There are
four types of magic: black, white, grey, and call.  Grey spells are used for
defense or attack(spells that silence the enemy or increase your evade %).
I'm not to sure, but I think there are at LEAST 100 spells in all!  The music
is excellent. There are tons of monsters in FF3 and the graphics for them are
greatly detailed.

The fighting element is excellent.  There are a large amount of commands for
different characters. Some of them are:
Sneak-steal items from the enemy
A dance kind of command(for the moogle-creature)-this is like casting a spell
A special move for the samurai-you wait until a counter hits a number and
press the button, the higher the number the stronger the attack
A paint move-paints the monster in front of you and uses one of its attacks
against it
A martial arts move-you do a controller movement a la Street Fighter 2 and
the
character does a fireball, throw, etc.!

There are hundreds of items in this game.  A new type of item is an accesory
which affects your character in a variety of cool ways.  Some of these
increase magic power, enable your character to deflect magic attacts(like
WALL), and one even lets your actual charcater move faster on the screen!
There are just so many items it would be difficult to find them all!

You can ride Chocobos, fly two kinds of airships, and use robots suits with
lasers,missiles, etc. on them!!
Also, you can choose 4 party members at a time out of everyone who joins you.
At several points during the game you can control 3 different parties at
once!

Sorry I got a little carried away, but this game is AWESOME!!!  I can't wait
to pick it up when it comes out in the U.S. because I can finally play it in
english!  I hope you got all the answers you wanted.

Jason Joye

 ------------
Category 40,  Topic 7
Message 2          Sat Jul 31, 2004
KGAGNE [Ken]                 at 12:57 PDT

I remember reading about this MP3 when I downloaded it, but forgot about it
until it came up in my iTunes shuffle today.  Of the 99 video game remixes I
have, this one stuck out, so I looked it up again and was impressed with who
wrote it:

http://www.ocremix.org/detailmix.php?mixid=OCR01130

The gentleman who composed the soundtrack to Star Wars: Knights of the Old
Republic, as well as many other video games in the last ten years, submitted
this Final Fantasy medley remix.  I'm impressed that a busy musician such as
himself offered the gaming community this free piece of work.  Very nice.

-Ken

 ------------
Category 40,  Topic 7
Message 3          Sat Aug 21, 2004
A2.DAIN [Dain]               at 11:51 PDT


Jermey Soule also has done Baldur's Gate, Baldur's Gate II, Icewind Dale,
Icenwind Dale II, Baldur's Gate Dark Alliance.  He's really good at what he
does.

Great fact.  Thanks for pointing this remix out to me.

Dain
 ------------
 ************
Topic 8         Thu May 10, 2001
KGAGNE                       at 12:25 PST
Sub: Final Fantasy VII

Final Fantasy VII, released in 1997 for the Sony PlayStation.

 3 messages
 ************
 ------------
Category 40,  Topic 8
Message 1          Wed Apr 06, 2005
KGAGNE [Ken]                 at 07:14 PDT

Final Fantasy VII: Advent Children, a CG movie sequel to the original FFVII
game, will be out soon.

An English-language-edition trailer is available at this slow-loading web site:

http://na.square-enix.com/dvd/ff7ac/

 ------------
Category 40,  Topic 8
Message 2          Wed Apr 06, 2005
KGAGNE [Ken]                 at 08:40 PDT

Meanwhile, the third-person shooter "Dirge of Cerberus" follows FFVII
character Vincent:

http://www.square-enix.co.jp/games/ps2/dcff7/

 ------------
Category 40,  Topic 8
Message 3          Tue Apr 25, 2006
KGAGNE [Ken]                 at 11:12 PDT

Why do so many people love FFVII?  And why shouldn't they?

http://www.toastyfrog.com/toastywiki/index.php/Site/FinalFantasyVII

 ------------
 ************
Topic 10        Thu May 10, 2001
KGAGNE                       at 12:26 PST
Sub: Final Fantasy IX

Final Fantasy IX, released in 2000 for the Sony PlayStation.

 4 messages
 ************
 ------------
Category 40,  Topic 10
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 08:56 PDT

Final Fantasy IX (9) was advertised as "The Crystal Comes Back," and was more
in the vein of the fantasy-based FF games that appeared on the NES and SNES,
as opposed to the technological "steampunk" games (FF7 and FF8) that had
previously appeared on the Sony PlayStation.

IMHO, it's the best FF game on the PSX.

-Ken

 ------------
Category 40,  Topic 10
Message 2          Sat Jun 09, 2001
A2.DAIN [Dain]               at 17:10 PDT

Replying to 'Ken' in Category 40 Topic 10:

> IMHO, it's the best FF game on the PSX.

Ken,
  I am pretty sure I would agree with you, but I have never played any
of them other than VII.  It always struck me odd that they kept the name
Final Fantasy, when the game made such a turn toward Cyberpunk.  It
should have be re-titled to something more appropriate.


Dain Neater


 ------------
Category 40,  Topic 10
Message 4          Sat Mar 30, 2002
LUMITECH [Jeff]              at 15:04 PDT

Marker post...

I'm having trouble with Cat/Top that don't have a post associated. They always
show up as "unread." So, I'm posting this in each Cat/Top where I'm having that
problem.

Sorry for the bandwidth, but it's driving me crazy! ;-)
 ------------
 ************
Topic 11        Thu May 10, 2001
KGAGNE                       at 12:27 PST
Sub: Final Fantasy X

Final Fantasy X, released in 2001 for the Sony PlayStation 2.

 6 messages
 ************
 ------------
Category 40,  Topic 11
Message 1          Tue Nov 06, 2001
KGAGNE [Ken]                 at 13:55 PDT

Electro Source and TOKYOPOP Soundtrax Join Forces;
Launch FINAL FANTASY X Musical Soundtrack

Vernon, Calif., November 5, 2001 - Electro Source, LLC, one the nations
leading distributors of video game products, has once again teamed up with
TOKYOPOP Soundtrax to bring to market the musical compilation for FINAL
FANTASY X. The soundtrack for FINAL FANTASY X, the latest installment from
SQUARESOFT's epic RPG series, features 16 tracks handpicked by composer Nobuo
Uematsu and clocks in at approximately 63 minutes. The soundtrack will ship
to retail November 19th in time for the holiday buying season with a
suggested price of $14.98.

FINAL FANTASY X has sold 2.3 million units in Japan in less than two months,
putting it on the verge of being the greatest selling RPG video game ever.
Composers Nobuo Uematsu, Junya Nakano and Masashi Hamauzu, have broken new
ground to provide what is recognized as the most cinematic sound in gaming to
date. Hard rock, classical and Asian themes converge to give a new spin on
the classical ambience of the sword and sorcery series.

"The FINAL FANTASY series, as everyone is aware, is a phenomenally successful
RPG title," stated Electro Source's President, Bill Loebbaka. "Subsequently,
the mass appeal and name recognition of this series lends significant weight
to the FINAL FANTASY soundtracks at retail. We anticipate that FINAL FANTASY
X will be the most successful soundtrack to date."

FINAL FANTASY X is the latest in a series of soundtracks distributed
exclusively to the video game industry by Electro Source, further extending
the companies success in the gaming and home entertainment industry.

Electro Source, LLC
Electro Source, LLC is one the leading distributors of video game software,
hardware and accessories in the United States. Originally founded in 1990,
ESL's diverse distribution service remains focused on the interactive home
entertainment industry and represents all platforms including PlayStation*,
PlayStation* 2, Nintendo* 64, GameCube*, GameBoy* Color, Game Boy* Advanced,
and Microsoft X-Box. ESL is a "one stop" stocking distributor headquartered
in Vernon, California. Electro Source, LLC is the manufacturer and exclusive
distributor of Pelican Accessories.

TOKYOPOP
TOKYOPOP is the leading North American distributor of character-based
entertainment from Japan and the surrounding Asian region with exclusive
rights to a range of popular properties in manga, anime, live action film
and music. TOKYOPOP(R) Soundtrax has pioneered the video game and anime
soundtrack market with official soundtracks for Trigun Spicy Stewed Donut,
Sonic Adventure 2 and several Final Fantasy video games. Find out more at
www.TOKYOPOP.com <http://www.tokyopop.com/> .

 ------------
Category 40,  Topic 11
Message 2          Fri Nov 23, 2001
KGAGNE [Ken]                 at 11:05 PDT

The official launch date of this game is Jan 2nd, though sources are now
reporting that an unofficial launch date of Dec 26 is also being planned.

-Ken

 ------------
Category 40,  Topic 11
Message 3          Wed Dec 12, 2001
KGAGNE [Ken]                 at 08:36 PDT

This game is now coming out Dec 18.

 ------------
Category 40,  Topic 11
Message 4          Wed Dec 19, 2001
KGAGNE [Ken]                 at 09:42 PDT

This game came out today, marking another leap in the Final Fantasy series.

The first three Final Fantasy games were on the 8-bit Nintendo.

The next three were on the 16-bit Super Nintendo.

The latest three were on the 32-bit Sony PlayStation.

Now, Final Fantasy X is available for the 128-bit Sony PlayStation 2.

 ------------
Category 40,  Topic 11
Message 5          Sat Dec 29, 2001
KGAGNE [Ken]                 at 20:22 PDT

I started playing this game tonight, and have a few initial observations.
I'm an hour into the game, and have no idea what's going on; but then, it
seems the main character, Tidus (pronounced "Tee-dus"), doesn't either.  The
game so far is pretty linear, so I feel I have very little control over
what's going on.

Some strange things about Tidus: he can stay underwater for long periods
without coming up for air; and whenever he encounters a new technology he
doesn't know how to operate, he bangs on it with his fist until something
happens.

This is the first Final Fantasy to use voice actors, but the lip syncing is
off.  I suppose the graphics were designed around the Japanese dialogue.
There's an option to turn off captions, but half the cinemas ignore this
setting.

I like the battles.  It's a combination of the ATB system introduced in Final
Fantasy IV, and the more classic turn-based battles (as in the first FF).
The graphics do a nice job of displaying combat dramatically.

-Ken

 ------------
Category 40,  Topic 11
Message 6          Sat Jan 19, 2002
KGAGNE [Ken]                 at 08:43 PDT

Title       : FINAL FANTASY X
Platform    : Sony PlayStation 2
Publisher   : Square Electronic Arts L.L.C.
ESRB Rating : Teen
Game Rating : 9.0
Review by : Ken Gagne

A year can no longer pass without a new Final Fantasy game. Square's tenth
installment in this role-playing game (RPG) series is the first for the
PlayStation 2, and is a remarkable maiden voyage on this new platform.

The story is as plain as good versus evil, with only a few surprises tossed
in. The cast of heroes is comprised mostly of sexually repressed, yet
likable, teenagers with such nonsense names as Wakka and Lulu. The main
character, Tidus, is a stranger in a strange land who's kept mainly in the
dark, as is the audience. What we do know is that there's a destructive force
of nature called Sin that's just asking to be vanquished, so pick up your
sword and do your daring duty!

In many ways, FFX is unlike any of its predecessors. For one, it's the first
Final Fantasy to feature spoken dialogue. The cast has no recognizable voice
actors, but they perform admirably - a solid first effort from Square, one
that helps put FFX on a cinematic level comparable with the Final Fantasy
Movie.

Even more impressive, and what FFX will be best remembered for, is the game's
graphics. Square has seemingly mastered the 128-bit platform in their first
attempt. The game switches seamlessly between real-time animation and
pre-rendered video sequences. Both are of higher quality than anything any
previous Final Fantasy has offered, presenting more detail, more lifelike
characters, and smoother animation than ever before seen. Even the battles'
automatic camera work increases the dramatic feel of the game.

Graphical expositions are popular for advancing the game's plot, in which the
player has no control. Such storytelling results in a strictly linear
gameplay experience. There is little opportunity for exploration, and no
"world map" from which to choose a destination; such choices are not a part
of FFX. Tidus and his party are railroaded from one battlefield to the next,
with gamers going along for the ride.

Unlike Dragon Warrior, which adheres rigidly to a traditional RPG formula,
the Final Fantasy series has become a proving ground for new gameplay
elements. For example, in most RPGs, combatants earn experience points for
battles won; with enough points, they go up in level, which increases their
various statistics.

In FFX, there are no levels. Instead, characters are moved along paths on a
game board known as the Sphere Grid, with each path offering different
enhancements. It's an innovative system that gives the player some say in his
characters' development. The grid requires constant attention after almost
every battle, but attend to this chore and most conflicts will be resolved
positively. The grid is also an obtuse measurement of a character's strength;
it's more useful to answer "What level am I?" than it is "Where on the Sphere
Grid am I?"

In a further perversion of the RPG formula, FFX's weapons and armor are all
equal in their offensive and defensive stats. A character's strength remains
unchanged whether he's wearing a loincloth or chain mail, or wielding a
baseball bat or a bazooka. If that doesn't make a gamer's blood run cold, I
don't know what will. FFX's equipment instead has unique attributes which
make them effective in different scenarios or against various foes. Players
will need to mix, match, and create the proper gear for any situation.

All Final Fantasy games feature a diversionary mini-game; in FFX it's
Blitzball, a sporting event that boils down to a number comparison between
players, reminiscent of a text-based soccer simulation on an old Apple II
computer. This simplicity serves to make more apparent how frustratingly
difficult it is to win a game of Blitzball. Time spent blitzing is better
spent hunting Sin.

When the first Final Fantasy came out for PlayStation, everyone was too
impressed with the technical accomplishments to acknowledge the gameplay
flaws. The same is likely to occur here. FFX is a refreshing entry in a
familiar series, with much innovation and an amazing presentation. Whether it
stands the test of time remains to be seen, but for now, it's a game worth a
first impression.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 7-Jan-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 12        Wed Feb 05, 2003
KGAGNE                       at 15:41 PST
Sub: Final Fantasy X-2

A PlayStation 2 game, and the first true sequel to a Final Fantasy game,
starring the characters from Final Fantasy X.

 5 messages
 ************
 ------------
Category 40,  Topic 12
Message 1          Mon Jul 21, 2003
KGAGNE [Ken]                 at 07:33 PDT

MacDesktops.com offers this wallpaper of X-2's main character, Yuna:

http://www.macdesktops.com/index.phtml?Picture=3062&res=TRUE

 ------------
Category 40,  Topic 12
Message 2          Tue Sep 02, 2003
KGAGNE [Ken]                 at 11:15 PDT

SQUARE ENIX'S FINAL FANTASY X-2 TO HEAT UP THE HOLIDAY
SEASON WITH THE ADVENTURES OF ITS FIRST FEMALE LED CAST

FINAL FANTASY X, Prequel to FINAL FANTASY X-2, Achieves "Greatest Hits"
Status

LOS ANGELES, Calif. (Sept. 2, 2003) -- Square Enix U.S.A., Inc. ("Square Enix
USA"), the publisher of Square EnixT products in North America, announced
today that FINAL FANTASY(R) X-2, the direct sequel to FINAL FANTASY X, for
the PlayStation(R)2 computer entertainment system and the first
all-female-led FINAL FANTASY game, will ship to retailers early December
2003. The company also announced that FINAL FANTASY X has been added to Sony
Computer Entertainment America's "Greatest Hits" series.

"We are very pleased with success that FINAL FANTASY X has achieved, both in
sales and industry recognition, and excited to continue the journey in FINAL
FANTASY X-2," said Jun Iwasaki, chief executive officer and president of
Square Enix USA. "While FINAL FANTASY X-2 is a sequel, it is in many ways a
new game and the first in the series led by an all-female cast."

Originally released in December 2001 in North America, FINAL FANTASY X is the
first title in the award-winning, role-playing game (RPG) series for the
PlayStation 2. To date, more than 1.8 million units have shipped in North
America and 5.9 million units worldwide. The "Greatest Hits" edition of the
game is available now with a suggested retail price of $19.99 US. FINAL
FANTASY X-2 was released in Japan in March 2003 and shipped approximately 2
million units in the 1st month of its release.

About FINAL FANTASY X-2

FINAL FANTASY X-2 is the first sequel in the long respected series. While
keeping to series traditions, the sequel stays fresh with several new
elements. Among them, the reintroduction of the ATB (active time battle)
system accelerates the pace and excitement of battles. FINAL FANTASY X-2 is
also the first mission-based FINAL FANTASY, allowing for non-linear gameplay
and features new and unique job classes, which provide diverse looks for the
leading female characters and an enhanced character development system. The
first female-led FINAL FANTASY hails the return of a free-spirited Yuna, her
enthusiastic cousin Rikku and introduces Paine, their sarcastic, hardnosed
friend. The game is filled with light-hearted and melancholy moments, fueled
by a tragic story of unrequited love and ominous secrets that threaten the
peace of their world, Spira.

Taking place two years after Yuna's fateful journey to defeat Sin in FINAL
FANTASY X, the once chaotic world of Spira has gone through a massive
transformation, entering a period of "Eternal Calm." Despite the Calm, Yuna's
heart is empty and longs for her lost love. When she obtains a mystical
sphere that contains imagery of what might be the Blitzball player she
thought was gone forever, Yuna is driven to seek the truth behind what she
has seen.

Throughout the land of Spira, players will find "spheres" which contain
visual recordings of historical events. The trio of "sphere hunters" - Yuna,
Rikku and Paine - is out to search and collect the spheres. "Dress spheres"
are also collected, opening up different types of jobs ranging from Warrior,
White Mage, Alchemist to Trainer and many more, all of which can be changed
in the heat of battle. In addition, dynamic movements have been incorporated
into gameplay resulting in a deeper immersion of the game.

FINAL FANTASY X-2 will be available at a suggested retail price of $49.99 US.
This title is rated "T" (Teen).

About FINAL FANTASY X FINAL FANTASY X features a star Blitzball player named
Tidus who, after miraculously surviving the destruction of his homeland,
awakens among ruins and thereafter meets a young woman named Yuna. As a
summoner, Yuna must travel to distant temples and learn the secret art of
summoning aeons-powerful spirits of yore, in order to defeat "Sin." Tidus
learns that a thousand years in the past, mankind lived in spectacular cities
and relied on machines for everything, until Sin suddenly appeared and
destroyed all civilization. Now people shun technology, and no one knows when
"Sin" will strike again. FINAL FANTASY X features a distinct Asian influence,
bringing a fresh feel to the characters, music, settings and story. This
title is rated "T" (Teen).

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment content including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 45 million units
worldwide, and DRAGON QUEST (DRAGON WARRIOR(R) in North America), sold over
30 million units worldwide - under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Main Character Design:
Tetsuya Nomura. Alternate Costume Design: Tetsu Tsukamoto. FINAL FANTASY is a
registered trademark of Square Enix Co., Ltd. Square Enix is a trademark of
Square Enix Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc.
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The previous message calls Final Fantasy X a prequel to Final Fantasy X-2.
It was my understanding that a prequel is something created after the original
but set before its events; thus, Star Wars Episode I is a prequel to Episode
IV, but Episode IV is not a prequel to Episode V.
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BRING HOME THE ULTIMATE FANTASY ADVENTURES THIS HOLIDAY SEASON
WITH SQUARE ENIX ROLE PLAYING GAMES

HIGHLY-ANTICIPATED, FEMALE-LED FINAL FANTASY X-2 SHIPS NOVEMBER 18

LOS ANGELES, Calif. (Nov 3, 2003) -- Square Enix U.S.A., Inc. (Square Enix
U.S.A.), the publisher of Square Enix products in North America, announced
today that FINAL FANTASY X-2 for the PlayStation2 computer entertainment
system will ship to North American retailers on November 18, 2003, weeks
earlier than the originally scheduled December release date. FINAL FANTASY
X-2, the first female-led FINAL FANTASY game in the franchise's history, is
the sequel to FINAL FANTASY X, one of the best-selling PlayStation 2 titles.
Released in December 2001 in North America, FINAL FANTASY X has sold over 6.4
million units worldwide to date.

We are thrilled to release FINAL FANTASY X-2 just in time for the holidays.
FINAL FANTASY X-2 will take gamers on exciting new adventures, building upon
the intense, emotional storyline they experienced in FINAL FANTASY X, said
Jun Iwasaki, chief executive officer and president of Square Enix U.S.A. This
game is not just another sequel. Not only will the fans of the original get
to enjoy the continuation of the story, but FINAL FANTASY X-2 offers a
completely new gameplay experience that will appeal to anyone who's looking
for a fun-filled adventure.

FINAL FANTASY X-2 will be available at a suggested retail price of $49.99
(USD). The Entertainment Software Rating Board (ESRB) has rated FINAL FANTASY
X-2 T for Teen.

FINAL FANTASY X-2 has received outstanding reviews for its graphics,
presentation, story, and characters and has earned the following review
scores to date from enthusiast magazines:
5 out of 5 --- Official PlayStation Magazine, December 2003 issue
Graphics 5, Sound 4.5, Controls 4, Fun Factor 4.5, all out of 5 --- GamePro,
December 2003 issue
A --- GameNOW, December 2003 issue

About FINAL FANTASY X-2
FINAL FANTASY X-2 is the first sequel in the long respected series. While
keeping the series' traditions, the sequel stays fresh with several new
elements. Among them, the reintroduction of the ATB (active time battle)
system accelerates the pace and excitement of battles. FINAL FANTASY X-2 is
also the first mission-based FINAL FANTASY, allowing for non-linear gameplay
and features new and unique job classes, which provide diverse looks for the
leading female characters and an enhanced character development system. The
first female-led FINAL FANTASY hails the return of a free-spirited Yuna, her
enthusiastic cousin Rikku and introduces Paine, their sarcastic, hardnosed
friend. The game is filled with light-hearted and melancholy moments, fueled
by a tragic story of unrequited love and ominous secrets that threaten the
peace of their world, Spira.

Taking place two years after Yuna's fateful journey to defeat Sin in FINAL
FANTASY X, the once chaotic world of Spira has gone through a massive
transformation, entering a period of Eternal Calm. Despite the Calm, Yuna's
heart is empty and longs for her lost love. When she obtains a mystical
sphere that contains imagery of what might be the Blitzball player she
thought was gone forever, Yuna is driven to seek the truth behind what she
has seen.

Throughout the land of Spira, players will find spheres which contain visual
recordings of historical events. The trio of sphere hunters Ai Yuna, Rikku
and Paine Ai is out to search and collect the spheres. Dress spheres are also
collected, opening up different types of jobs ranging from Warrior, White
Mage, Alchemist to Trainer and many more, all of which can be changed in the
heat of battle. In addition, dynamic movements have been incorporated into
gameplay resulting in a deeper immersion of the game.

Additional information on FINAL FANTASY X-2 can be found at
http://www.square-enix-usa.com/games/FFX-2.

Marketing and Advertising Support
The launch of FINAL FANTASY X-2 is supported by one of the largest television
advertising campaigns to date for the series, which will kick-off December 1
and continue through January. The spots will run in various time slots on
target network, cable and syndicated programming such as Comedy Central, MTV,
Spike TV, WWE and UPN (Smackdown). The combined print and online advertising
campaigns will reach millions of gamers over a course of three months, from
November through January. A playable demo, a short movie titled FINAL FANTASY
X-2: Prologue, developers' interviews and an in-depth look at the game is
included in the December 2003 cover story issue of Official PlayStation
Magazine, which is available now at newsstands nationwide.

Greatest Hits Galore
In addition to FINAL FANTASY X-2, the following top-selling RPGs from Square
Enix U.S.A. will be available as Greatest Hits, this holiday season, all
under $20 (USD):
Available now as Greatest Hits
* FINAL FANTASY X (PlayStation 2)
* KINGDOM HEARTS (PlayStation 2)
Available soon (December) as Greatest Hits
* FINAL FANTASY ANTHOLOGY (PlayStation)
* FINAL FANTASY CHRONICLES (PlayStation)
* VAGRANT STORY (PlayStation)
* XENOGEARS (PlayStation)
More information on these and other Square Enix products can be found on the
Internet at http://www.square-enix-usa.com.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. Square Enix brings two of Japan's best-selling franchises - FINAL
FANTASY, which has sold over 45 million units worldwide and DRAGON QUEST
(DRAGON WARRIOR in North America) which has sold over 30 million units
worldwide - under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

FINAL FANTASY X-2: (C) 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Main
Character Design: Tetsuya Nomura. Alternate Costume Design: Tetsu Tsukamoto.
FINAL FANTASY, FINAL FANTASY ANTHOLOGY, FINAL FANTASY CHRONICLES, VAGRANT
STORY and XENOGEARS are registered trademarks of Square Enix Co., Ltd. SQUARE
ENIX is a trademark of Square Enix Co., Ltd.

KINGDOM HEARTS: (C) Disney. Tarzan Owned by Edgar Rice Burroughs, Inc. and
Used by Permission.. Copyright (C) 2002 Edgar Rice Burroughs, Inc. and Disney
Enterprises, Inc. All Rights Reserved. Developed by SQUARE ENIX. PlayStation
and the PS Family logo are registered trademarks of Sony Computer
Entertainment Inc. All other trademarks are the property of their respective
owners.
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EXCITING NEW ADVENTURES AWAIT GAMERS IN THE HIGHLY-ANTICIPATED
FINAL FANTASY X-2, SHIPPING TO NORTH AMERICAN RETAILERS TODAY

Female-Led Sequel to FINAL FANTASY X Features Three Heroines Facing
Unknown Dangers In Action-Packed, Mission-Based Gameplay

LOS ANGELES, Calif. (Nov. 18, 2003) - Square Enix U.S.A., Inc. ("Square Enix
U.S.A."), the publisher of Square EnixT products in North America, announced
that FINAL FANTASY(R) X-2 for the PlayStation(R)2 computer entertainment
system ships to North American retailers today. FINAL FANTASY X-2, the first
female-led FINAL FANTASY game in the franchise's history, is the sequel to
FINAL FANTASY X, one of the best-selling PlayStation 2 titles. Released in
December 2001 in North America, FINAL FANTASY X has sold over 6.4 million
units worldwide to date.

FINAL FANTASY X-2 will be available at a suggested retail price of $49.99
(USD). The Entertainment Software Rating Board (ESRB) has rated FINAL FANTASY
X-2 "T" for Teen.

FINAL FANTASY X-2 has received outstanding reviews for its graphics,
presentation, story, and characters and has earned the following review
scores from enthusiast outlets:
"9.5 out of 10" and "IGN.com's Editors' Choice Award" --- IGNPS2
"9 out of 10" --- GMR, December 2003 issue
"5 out of 5" --- Official PlayStation Magazine, December 2003 issue
"Graphics 5, Sound 4.5, Controls 4, Fun Factor 4.5, all out of 5" ---
GamePro, December 2003 issue
"A" --- GameNOW, December 2003 issue

About FINAL FANTASY X-2
FINAL FANTASY X-2 is the first sequel in the long respected series. While
keeping the series' traditions, the sequel stays fresh with the inclusion of
several new gameplay elements. Among them, the reintroduction of the ATB
(active time battle) system accelerates the pace and thrill of battles. FINAL
FANTASY X-2 is also the first mission-based FINAL FANTASY, allowing for
non-linear gameplay and features new and unique job classes, which provide
diverse looks for the leading female characters and an enhanced character
development system. The first female-led FINAL FANTASY hails the return of a
free-spirited Yuna, her enthusiastic cousin Rikku and introduces Paine, their
sarcastic, hardnosed friend. The game is filled with light-hearted and
melancholy moments, fueled by a tragic story of unrequited love and ominous
secrets that threaten the peace of their world, Spira.

Taking place two years after Yuna's fateful journey to defeat Sin in FINAL
FANTASY X, the once chaotic world of Spira has gone through a massive
transformation, entering a period of "Eternal Calm." Despite the Calm, Yuna's
heart is empty and longs for her lost love. When she obtains a mystical
sphere that contains imagery of what might be the Blitzball player she
thought was gone forever, Yuna is driven to seek the truth behind what she
has seen.

Throughout the land of Spira, players will find "spheres" which contain
visual recordings of historical events. The trio of "sphere hunters" - Yuna,
Rikku and Paine - is out to search and collect the spheres. "Dress spheres"
are also collected, opening up different types of jobs ranging from Warrior,
White Mage, Alchemist to Trainer and many more, all of which can be changed
in the heat of battle. In addition, dynamic movements have been incorporated
into gameplay resulting in a deeper immersion of the game. Additional
information on FINAL FANTASY X-2 can be found at
http://www.square-enix-usa.com/games/FFX-2.

Merchandise
BradyGames' FINAL FANTASY X-2 Official Strategy Guide will provide hours of
entertainment and replay value with its expansive game coverage and exclusive
extras in this massive 352-page "Signatures Series" guide. The guide includes
a comprehensive walkthrough, coverage of all garment grids and dressspheres,
an all-inclusive bestiary, boss strategy, coverage of all mini-games, special
poster and more. The Official Strategy Guide will be priced at $15.99 US /
$22.99 CAN. It also is available for purchase online at
http://www.bradygames.com.

For those die-hard fans, BradyGames is offering another collectible - a FINAL
FANTASY X-2 Limited Edition guide. This exclusive guide includes a 96-page
art book featuring intricate FINAL FANTASY X-2 and FINAL FANTASY X art by
main character designer Tetsuya Nomura, plus BradyGames' Signature Series
Guide for FINAL FANTASY X-2 with one of three collectible covers- Yuna, Paine
or Rikku-all packaged in a deluxe jacket. The Limited Edition product will be
priced at $29.99 US / $42.99 CAN.

Fans of the series can also find FINAL FANTASY X-2 related action figures
from Square Enix Co., Ltd. Square Enix has created fully articulated and
painted, six-inch FINAL FANTASY X-2 action figures of the game's three lead
characters, Yuna, Rikku and Paine. Figures are currently available at
specialty stores for a suggested retail price of $14.99 (US). A list of shops
offering the toys is available at http://csls.diamondcomics.com.

Marketing and Advertising Support
The launch of FINAL FANTASY X-2 is supported by one of the largest television
advertising campaigns to date for the series, which will kick-off December 1
and continue through January. The spots will run in various time slots on
target network, cable and syndicated programming such as Comedy Central, MTV,
Spike TV, WWE and UPN (Smackdown). Promotions in conjunction with FINAL
FANTASY X-2 include Comedy Central's "The Man Show," MTV's "Sunday Night
Stew," SpikeTV's "Stripperella," and WWE's "Armageddon". The combined print
and online advertising campaigns will reach millions of gamers over a course
of three months, from November through January. A playable demo, a short
movie titled "FINAL FANTASY X-2: Prologue," developers' interviews and an
in-depth look at the game is included in the December 2003 cover story issue
of Official PlayStation Magazine, which is available now at newsstands
nationwide.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. Square Enix brings two of Japan's best-selling franchises - FINAL
FANTASY(R), which has sold over 45 million units worldwide and DRAGON QUEST
(DRAGON WARRIOR(R) in North America) which has sold over 30 million units
worldwide - under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Main Character Design:
Tetsuya Nomura. Alternate Costume Design: Tetsu Tsukamoto. FINAL FANTASY is a
registered trademark of Square Enix Co., Ltd. SQUARE ENIX is a trademark of
Square Enix Co., Ltd. All Rights Reserved. Developed by SQUARE ENIX.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All other trademarks are the property of their
respective owners.
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Final Fantasy XI, released in 2001 for the Sony PlayStation 2.
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The official Japanese web page for this game is now up.

http://www.playonline.com/ff11/
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FINAL FANTASY GOES ONLINE!
PREPARATION UNDERWAY FOR THE
NORTH AMERICAN RELEASE OF FINAL FANTASY XI

Apply Now For the Public Beta Test Program

LOS ANGELES, Calif. (April 14, 2003) - Square Enix U.S.A., Inc. (Square Enix
U.S.A.) announced today that it is now accepting applications for the public
beta test program for FINAL FANTASY(R)XI, the latest installment in the
world-renowned series and first massively multiplayer online role-playing
game (MMORPG) for the series. Preparation is underway for the North American
release of the title, which will be available for the PlayStation(R)2
computer entertainment system and for the PC. FINAL FANTASY XI is a
cross-platform MMORPG, allowing players to connect to the same exact world
regardless of their platform and go on quests, missions and embark on
multiple adventures.

Beginning today, players who would like to be one of the first to explore the
world of FINAL FANTASY XI can apply for the public beta test program for both
platforms, located at www.square-enix-usa.com/publicbeta/FFXI/index.html. An
undisclosed number of players will be selected and notified of their
acceptance. Details regarding the beta test schedule will not be disclosed.
Requirements for the beta test program are:

For the PlayStation 2
- PlayStation 2 computer entertainment system

- Network Adaptor (for PlayStation 2)

- Internet connection (56k or greater)

For Windows(R)
- Pentium(R) III 800Mhz

- Windows(R) 98/98SE/ME/2000/XP

- DirectX(R) 8.1 (Included)

- 32MB Direct3D compatible AGP video card

- 128MB RAM

- CD-ROM Drive

- 5 GB of free hard drive space

- Internet connection (56k or greater)

During this public beta test, selected players will enjoy one of the largest,
most in depth online adventures ever created.

FINAL FANTASY XI will have new and familiar features from the FINAL FANTASY
series. Both versions of FINAL FANTASY XI will contain the same award-winning
visual style and deep, progressive storyline that has made FINAL FANTASY one
of the top-selling and most popular video game series in the world. Players
around the globe will unite in the world of "Vana'diel" where they can
personalize their characters, play at their own pace, form parties with other
players and embark on multiple adventures through vast environments.

In FINAL FANTASY XI, players will become immersed in an expansive, original
storyline that includes quests and boss battles. They can participate in
missions either alone or with other party members and acquire skills such as
alchemy, leatherworking, jewel crafting, fishing and many more. Various
communications tools have been incorporated into FINAL FANTASY XI to assist
communication between players, including easy-to-use chat and messaging
systems.

About Square Enix U.S.A., Inc. and Square Enix Co., Ltd.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 44 million units
worldwide and DRAGON QUEST(R), sold over 30 million units worldwide - under
one roof. Both known to be pioneers in the role-playing game (RPG) genre, the
unification of Square and Enix has created one of the most influential
providers of entertainment content in the world.

Square Enix U.S.A., Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C)2002, 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Title Design by
Yoshitaka Amano. FINAL FANTASY is a registered trademark of SQUARE ENIX CO.,
LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Windows and DirectX are registered trademarks of
Microsoft Corporation in the United States and/or other countries. All other
trademarks are the property of their respective owners.
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Final Fantasy(R)XI, the Newest Adventure in the World-Renowned Series, Goes
Online March 2004 Exclusively for PlayStation(R)2

Highly Anticipated Title to Be Among the Compelling Content Only Available On
The Upcoming PlayStation 2 40GB Internal Hard Disk Drive

SAN FRANCISCO, Sept. 16 /PRNewswire/ -- Sony Computer Entertainment America
Inc. announced today that FINAL FANTASY(R)XI, the latest installment of the
critically acclaimed FINAL FANTASY(R) series, will be available pre-installed
on the upcoming internal Hard Disk Drive (40GB)(for PlayStation(R)2)
exclusively for the PlayStation(R)2 computer entertainment system. FINAL
FANTASY XI, an online only title, will be among the great content only
available with the internal Hard Disk Drive release in March for a suggested
retail price of $99.

Entering the next evolutionary phase in the PlayStation 2 experience, the
internal Hard Disk Drive and FINAL FANTASY XI will utilize the Network
Adaptor (Ethernet/modem) (for PlayStation(R)2) to get online, while fostering
in a new era of console gaming by allowing gamers to connect to the same
exact world regardless of whether they are playing on a PlayStation 2 or a
personal computer (PC). FINAL FANTASY XI showcases the same award-winning
visual content, innovative gameplay and deep storyline that has made the
FINAL FANTASY series one of the most popular videogame series in the world,
with more than 45 million units sold to date.

Developed by Square Enix Co., Ltd. and published by Sony Computer
Entertainment America, FINAL FANTASY XI is a cross-platform, cross-continent
massively multiplayer online role-playing-game (MMORPG). A brand-new FINAL
FANTASY environment awaits gamers as they live in, and navigate through a
"persistent world" that continues to evolve and develop, even when they are
not playing. FINAL FANTASY XI utilizes the Network Adaptor and the internal
Hard Disk Drive to allow players to connect online, either via broadband or
dial-up connections, and join in the ever-changing world of "Vana'diel."

The introduction of the internal Hard Disk Drive by Sony Computer
Entertainment America provides players with the unique opportunity to
experience a completely new FINAL FANTASY gaming universe with large
communities, complex gameplay in intense online environments and a
constantly, refreshed gameplay experience with the ability to download
updates to the world of Vana'diel.

"We are excited to bring the FINAL FANTASY series into its next
ground-breaking phase of online play with the new Hard Disk Drive, which
further demonstrates our focus on extending the functionalities and
capabilities of the PlayStation 2 for a total living room experience," said
Ami Blaire, director, product marketing, Sony Computer Entertainment America.
"The vast living universe of FINAL FANTASY XI will draw players into a deep,
one-of-a-kind online adventure, transforming the boundaries of console gaming
with the ability for gamers to join others on quests and adventures
regardless of whether they are playing on a PlayStation 2 or a PC."

About FINAL FANTASY XI for PlayStation 2

FINAL FANTASY XI has been designed based on creating communities among
players, and gamers can create an alter ego that will exist in the world of
"Vana'diel" customizing their characters by race, sex, nation of origin, and
numerous other physical traits. In FINAL FANTASY XI, gamers will become
immersed in an expansive, original storyline as they go on missions and build
their character's skills and attributes, either alone or with other members
of the community, ultimately creating the history of Vana'diel.

The world of Vana'diel is made up of vast, never-ending environments with
more than 100 areas to explore including mountains, forests, ice plains,
deserts, oceans, rivers, castles and dungeons. Incorporating time and climate
changes, Vana'diel is a truly persistent world, composed of three unique
nations: the Republic of Bastok, known for Industry and Might; The Kingdom of
San d'Oria, called "A City Within A Fortress"; and the Federation of
Windurst, founded on "The Fruits of Knowledge." These nations enjoyed a
friendly relationship on the surface; however, the territorial expansion is a
constant desire for all of the nations leaders, and players must choose one
of these nations as their home. Once players start their adventure in a
rather civilized capital city, they may congregate, chat and do battle with
the forces of evil, creating Vana'diel's history through various
interactions.

With the ability to create unique characters, choosing from a variety of
races, facial features, size, hair-styles and attributes, users will be able
to play at their own pace and form parties with other players while embarking
on multiple adventures. They can also acquire skills in trades such as
leatherworking, fishing, jewel crafting, and many more, that help them on
their quests. Various communication tools have been incorporated into FINAL
FANTASY XI to assist in interaction between players, including easy-to-use
chat and messaging systems.

FINAL FANTASY XI for PlayStation 2 will include the expansion pack "Rise of
the Zilart(TM)."

FINAL FANTASY XI for Windows(R) will begin shipping to North American
retailers in late October 2003 and was released in Japan in May 2002
(PlayStation 2) and November 2002 (Windows).

The independent Entertainment Software Rating Board (ESRB) has rated FINAL
FANTASY XI (T) for Teen. For more information about the ESRB visit
www.esrb.org.

About PlayOnline(TM) from SquareEnix

FINAL FANTASY XI for PlayStation 2 will give gamers an innovative, online
cross-platform gameplay experience between console and personal computer, and
allows players to connect either via broadband or dial-up connections.
Players will be required to register via PlayOnline, a network service
created by Square Enix serving as the gateway to the FINAL FANTASY XI
universe. Players will be charged a monthly fee to play FINAL FANTASY XI
separate from Internet Service Provider (ISP) access charges. Subscribers
will receive their first 30 days of access without charge. After 30 days,
FINAL FANTASY XI will be available on a month-to-month subscription basis for
$12.95 a month, which includes one character for FINAL FANTASY XI. Players
can create additional characters for an additional charge of $1.00 per
character, per month. Tetra Master(R), the online version of the immensely
popular mini-game from FINAL FANTASY IX will also be included with the
package and available for $1.00 per month.

About Square Enix Co., Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises -- FINAL FANTASY(R), sold over 45 million units
worldwide and DRAGON QUEST (DRAGON WARRIOR(R) in North America) sold over 30
million units worldwide -- under one roof. Both known to be pioneers in the
role-playing game (RPG) genre, the unification of Square and Enix has created
one of the most influential providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com/ .

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif. Sony Computer Entertainment America Inc.
serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at www.us.playstation.com.

NOTE: FINAL FANTASY XI: Title Design by Yoshitaka Amano. FINAL FANTASY, TETRA
MASTER and VANA'DIEL are registered trademarks of Square Enix Co., Ltd.
SQUARE ENIX, PLAYONLINE, RISE OF ZILART, the PlayOnline and Rise of the
Zilart logos are trademarks of Square Enix Co., Ltd. PlayStation and the
PlayStation logos are registered trademarks of Sony Computer Entertainment
Inc. Windows is a registered trademark of Microsoft Corporation in the United
States and/or other countries.

Source: Sony Computer Entertainment America
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Message 4          Sun Oct 12, 2003
KGAGNE [Ken]                 at 14:08 PDT

FINAL FANTASY(R) XI FOR WINDOWS(R) BEGINS SHIPPING TO NORTH AMERICAN
RETAILERS OCTOBER 28, 2003

Marketing Blitz For First Online FINAL FANTASY Title Includes
Promotional Campaigns with Alienware(R), America Online(R) and NVIDIA(R)

LOS ANGELES, Calif. (October 6, 2003) - Square Enix U.S.A., Inc. ("Square
Enix U.S.A."), the publisher of Square EnixT products in North America,
announced today that FINAL FANTASY(R) XI for Windows(R), the first online
title in the world-renowned series, will begin shipping to North American
retailers on October 28. FINAL FANTASY XI for Windows(R) will include the
"Rise of the ZilartT" expansion pack and other applications on five CD-ROM
discs and carries a suggested retail price of $49.99 (USD).

FINAL FANTASY XI subscribers will receive their first 30 days of access
without charge. Aside from Internet service provider access charges, the free
trial period will begin on the date players create their first "Content ID"
or character. Any additional "Content IDs" purchased are also available
without charge until the end of the free trial period. After 30 days, players
can continue to play FINAL FANTASY XI by paying a monthly fee of $12.95 (USD)
for one FINAL FANTASY XI character, and can create up to 15 additional
characters for an additional charge of $1.00 (USD) per character, per month.
Tetra Master(R), the online version of the wildly popular and addictive
mini-game from FINAL FANTASY IX, will also be included in the package and
will be available for $1.00 (USD) per month. Payment for monthly access
charges must be made by credit card only (restrictions apply).

Marketing and Promotional Partners
In addition to a targeted marketing campaign that includes national print and
online media in the top gaming and computer gaming magazines and websites,
Square Enix has united with several promotional partners in its marketing
efforts for FINAL FANTASY XI. Included is a giveaway by Alienware for its
"Area 51" desktop PC that comes bundled with FINAL FANTASY XI and co-branded
print ads with NVIDIA. In addition, the premiere online games destination,
AOL Games, will debut a comprehensive programming package around the launch
of the new game beginning October 21 available at AOL Keyword: Video Games.

FINAL FANTASY XI
In FINAL FANTASY XI, players will undertake multiple adventures through vast
environments in the world of "Vana'diel," which has more than 100 areas to
explore, including mountains, forests, ice plains, deserts, oceans, rivers,
castles, and dungeons. The game allows players to create their alter ego that
will exist in the world of Vana'diel, choosing from a variety of races,
facial features, hairstyles and colors. They will be able to play at their
own pace and form parties by utilizing the various communication tools that
have been incorporated into FINAL FANTASY XI, including easy-to-use chat and
messaging systems. The inclusion of "Rise of the Zilart" will expand the
storyline and open up a variety of higher-level skills and abilities.

The first cross-platform, cross-continent massively multiplayer online
role-playing game (MMORPG), FINAL FANTASY XI allows gamers to connect to the
same exact world regardless of whether they are playing on a personal
computer (PC) or PlayStation(R)2 computer entertainment system and whether
they are playing in North America or Japan.

PlayOnlineT

FINAL FANTASY XI is a multiplayer online game in which players play via the
Internet, and is playable via broadband or dial-up connection on both the PC
and PlayStation 2. FINAL FANTASY XI is accessible only through the PlayOnline
network service, a network service created by Square Enix. The PlayOnline
service will launch on October 28, 2003. PlayOnline provides a wide range of
online services and entertainment including games, entertainment, and
communication. Thus, PlayOnline not only serves as a portal to the world of
FINAL FANTASY XI, but also a gateway to several other applications including
communication tools such as email, messaging, a "Friend List," games,
support, downloadable files, and audiovisual customization. Players will
create personalized PlayOnline identities or "handles" that allow other
players to communicate with each other, no matter where they are on the
PlayOnline network. These basic services on the PlayOnline network will be
free of charge. For more information on PlayOnline, FINAL FANTASY XI, and
Tetra Master, please visit the official Web site at
http://www.playonline.com/ff11us/index.shtml.

Square Enix U.S.A. has partnered with Sony Online Entertainment Inc. (SOE),
the online gaming division of Sony Pictures Digital, to provide in-game
support and customer service by phone for both versions of FINAL FANTASY XI
as well as PlayOnline.

FINAL FANTASY XI for Windows System Requirements

The minimum system requirements for FINAL FANTASY XI for Windows are as
follows: Windows 98/98 SE/Me/2000/XP, Intel(R) Pentium(R) III 800Mhz or
higher, 128 MB RAM, 6 GB of hard drive space, DirectX(R) 8.1 compatible sound
card, CD-ROM drive, keyboard, 56K or faster connection, and either the ATI(R)
RadeonT 9000 series or NVIDIA(R) GeForceT series video card with 32MB of RAM.

FINAL FANTASY XI for the PlayStation 2 Published by Sony Computer
Entertainment America, FINAL FANTASY XI for the PlayStation 2 computer
entertainment system will be pre-installed on the internal Hard Disk Drive
(40GB)(for PlayStation(R)2). Available in March 2004 for a suggested retail
price of $99 (USD), the internal Hard Disk Drive attaches to the Network
Adaptor (Ethernet/modem) (for PlayStation(R)2), which connects to both
broadband or dial-up networks, and rests in the expansion bay of the
PlayStation 2 console.

The Entertainment Software Rating Board (ESRB) has rated FINAL FANTASY XI "T"
for Teen. For more information about the ESRB, visit http://www.esrb.org.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. Square Enix brings two of Japan's best-selling franchises - FINAL
FANTASY(R), which has sold over 45 million units worldwide and DRAGON QUEST
(DRAGON WARRIOR(R) in North America) which has sold over 30 million units
worldwide - under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of Square
Enix titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 2003 SQUARE ENIX CO., LTD. All Rights Reserved. Title Design by Yoshitaka
Amano. FINAL FANTASY, TETRA MASTER and VANA'DIEL are registered trademarks of
Square Enix Co., Ltd. SQUARE ENIX, PLAYONLINE, RISE OF THE ZILART and the
PLAYONLINE logo are trademarks of Square Enix Co., Ltd. PlayStation and the
"PS" Family logo are registered trademarks of Sony Computer Entertainment
Inc. Windows and DirectX are registered trademarks of Microsoft Corporation
in the United States and/or other countries. All other trademarks are the
property of their respective owners.
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Message 5          Fri Oct 24, 2003
KGAGNE [Ken]                 at 10:45 PDT

Dear Square Enix fan,

The official FINAL FANTASY XI web site has been updated for the upcoming
launch on October 28! You can find it here: http://www.playonline.com/ff11us/

Explore the vast world of Vana'diel through the new "Locations" section,
learn the history about its many monsters in "Adversaries," and create your
own character in "Citizens of Vana'diel."

News, Community, and Service & Support should keep you well-informed. We're
also introducing the regularly updated features "Vana'diel Tribune" [coming
soon] and "A Little Goblin's Adventure." Budding photographers can also send
us snapshots of their adventures through the new "Screen Shots Gallery"
[coming soon].

Pricing information and subscription fees are now available on the site by
visiting the Store link. If you haven't preordered your copy of FINAL FANTASY
XI yet, a number of special offers are going on right now! Just check out the
links on this page: http://www.playonline.com/ff11us/shop/

Thanks to everyone for their support. We hope to see you all online October
28!

Square Enix U.S.A.

 ------------
Category 40,  Topic 13
Message 6          Wed Oct 29, 2003
KGAGNE [Ken]                 at 10:45 PDT

Apparently, the ability to play FFXI with your friends is hampered by various
servers and the need to purchase "World Passes":

http://www.penny-arcade.com/view.php3?date=2003-10-29&res=h

 ------------
Category 40,  Topic 13
Message 7          Thu Oct 30, 2003
KGAGNE [Ken]                 at 13:36 PDT

More comics about FFXI, beginning here:

http://www.reallifecomics.com/daily.php?strip_id=1052
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Message 8          Thu Mar 18, 2004
KGAGNE [Ken]                 at 10:43 PDT

Sony Computer Entertainment America Launches the Highly Anticipated
PlayStation(r)2 Internal Hard Disk Drive with FINAL FANTASY(R)XI at the
PlayStation Store


      Eager Fans, Dressed as Their Favorite FINAL FANTASY Characters
 to Be Among the First to Purchase the New Hard Disk Drive Pre-Installed
           with FINAL FANTASY XI at an Exclusive Midnight Sale

  WHAT:      Sony Computer Entertainment America will hold a midnight sale
             and character costume contest to launch the new PlayStation(R)2

             Hard Disk Drive pre-installed exclusively with the wildly
             popular FINAL FANTASY(R)XI, a new online-only title, at the
             PlayStation store in the Metreon, a Sony Entertainment Center.

             Consumers will have the opportunity to play FINAL FANTASY XI
             online and be one of the first to purchase the hard disk drive
             pre-installed with the game during the midnight sale.  Prizes
             will be awarded for the best two FINAL FANTASY character
             costumes.

  WHEN:      Monday, March 22, 2004

             7:00 p.m.   Consumers lining up
             8:00 p.m.   Gameplay opportunities
             12:01 a.m.  PlayStation(R)2 Hard Disk Drive pre-installed
                         with FINAL FANTASY XI goes on sale

  WHERE:     Sony PlayStation store at the Metreon.
             Located at the corner of Fourth and Mission streets.
             (101 Fourth Street) in downtown San Francisco.  The Sony
             PlayStation store is on the ground floor of the Metreon.

  ABOUT FINAL FANTASY XI:

             The latest installment to the world-renowned series developed
             by Square Enix and published by Sony Computer Entertainment
             America, FINAL FANTASY XI will come pre-installed exclusively
             on the new internal Hard Disc Drive (40GB)(for PlayStation(R)2)

             and allows consumers to participate in cross-platform,
             cross-continent gameplay between a PlayStation 2 and a PC.
             FINAL FANTASY XI offers gamers a dynamic online adventure in a
             persistent world.  The introduction of the internal Hard Disk
             Drive provides players with the unique opportunity to
             experience a completely new gaming world online with large
             communities, complex gameplay in intense online environments
             and a constantly, refreshed gameplay experience with the
             ability to download updates.

             FINAL FANTASY XI is rated "T" for Teen and is available
             March 23, 2004, exclusively for the PlayStation(R)2 computer
             entertainment system.

             Learn more about FINAL FANTASY XI and the hard disk drive at
             www.us.playstation.com.

PRNewswire -- March 18

Web site:  http://www.playstation.com/
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Message 9          Thu Mar 18, 2004
KGAGNE [Ken]                 at 11:25 PDT

Sony Computer Entertainment America Initiates Powerful Marketing Campaign for
FINAL FANTASY(R)XI and the New PlayStation(R)2 40GB Hard Disk Drive

Multi-Million Dollar Marketing Campaign Generates Massive Consumer Awareness
for One of the Most Anticipated Projects on PlayStation(R)2

FOSTER CITY, Calif., March 18 /PRNewswire/ -- Sony Computer Entertainment
America Inc., announced today the details of an extensive multi-million
dollar marketing campaign for its upcoming internal Hard Disk Drive
(40GB)(for PlayStation(R)2) and FINAL FANTASY(R)XI, the highly anticipated
new installment Square Enix's world-renowned FINAL FANTASY(R) series. FINAL
FANTASY XI will come pre-installed on the Hard Disk Drive and arrive in
stores on March 23 at a suggested retail price of $99. The campaign will
reach dedicated national print and online media, as well as span across the
primary networks, 23 cable networks and syndicated and late night television
shows.

The marketing support for the Hard Disk Drive and FINAL FANTASY XI is the
latest in Sony Computer Entertainment America's efforts to elevate the
profile of the PlayStation 2 online gaming experience for the mass market,
communicating the next step toward a new era of digital in-home
entertainment.

"The marketing support behind FINAL FANTASY XI will demonstrate the deep
gameplay and online capabilities of one of the most in-depth online
adventures ever created, along with the most storage capacity for any console
to date," said Ami Blaire, director, product marketing, Sony Computer
Entertainment America. "Through broadcast, print and online outreach, we will
generate a broader awareness and excitement for this historic franchise."

National Broadcast/Cable Advertising Campaign

The national television campaign will focus on the power and depth of the
FINAL FANTASY XI community, and run from March 8 through March 28, reaching
across 23 Cable networks. Executions will air on CBS, FOX, NBC, UPN and the
WB networks. Additionally, spots will run on BET, Comedy Central, ESPN,
ESPN2, ESPN Classic, E!, ESPNews, FX, Fox Sports, Fuel, G4, GSN, Much Music,
MTV, MTV2, Sci-Fi, TBS, Tech TV, Spike, USA, Speed, VH1, NBA, Tribune, MGM,
WWE, and African Heritage.

National Print Advertising Campaign

To support FINAL FANTASY XI and the Hard Disk Drive, the print advertising
campaign introduces a high-concept theme that plays on the fact that this is
the eleventh game in the series.

The campaign will reach millions of readers nationwide through placements in
a wide variety of national consumer, gaming, men's lifestyle,
science-fiction, music, technology, comic book, and collectibles
publications. The print campaign has already begun and will continue through
June 2004. Print ads will appear in publications such as Game Informer, Tips
& Tricks, Animerica, ToyFare, Wired, Blender, SPIN, Wizard and Dragon, and
many more.

Online Advertising National and Retail Support

Online advertising will continue through June 2004. FINAL FANTASY XI ads will
run on Web sites such as atomfilms.com, ign.com, friendster.com and
GameSpot.com.

Major national retailers will be supporting this program with a extensive
Point-of-Purchase displays and advertising.

The launch of the internal Hard Disk Drive opens a new world for gamers by
enabling the possibility of new entertainment experiences with PlayStation 2
such as downloadable content and episodic experiences. This launch is the
next phase in Sony Computer Entertainment America's vision to engage
consumers within the online community and continue to build customer loyalty.

Developed by Square Enix Co., Ltd., and published by Sony Computer
Entertainment America, FINAL FANTASY XI, the first online title in the
series, is a cross-platform, massively multiplayer online role playing game
(MMORPG) that allows gamers to connect to the same exact world regardless of
whether they are playing on a PlayStation 2 or a personal computer (PC).

About FINAL FANTASY XI

In FINAL FANTASY XI, PlayStation 2 and PC players can create communities, as
well as alter-egos that can be completely customized by race, sex, nation of
origin, trade skill specialties, and numerous other physical traits. These
communities co-exist in the world of Vana'diel. Users can immerse themselves
in an expansive, original storyline that eventually builds the world's
history. Vana'diel is made up of vast, never-ending environments with more
than 100 areas to explore. It is composed of three unique nations -- one of
which players choose to inhabit -- and once players start their adventure,
they may congregate, chat and do battle with the forces of evil, creating
Vana'diel's history through these interactions. Communication tools have been
incorporated into FINAL FANTASY XI to assist in interaction between players,
including easy-to-use chat and messaging systems.

The independent Entertainment Software Rating Board (ESRB) has FINAL FANTASY
XI (T) for Teen. For more information about the ESRB visit www.esrb.org.

About Sony Computer Entertainment America Inc.

Sony Computer Entertainment America Inc. continues to redefine the
entertainment lifestyle with its PlayStation(R) and PS one(TM) game console,
and the PlayStation(R)2 computer entertainment system. The PlayStation 2
computer entertainment system is set to revolutionize the home entertainment
market, offering the most compelling interactive content and the capability
to be used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, Calif., Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a
wholly-owned subsidiary of Sony Computer Entertainment Inc.

Visit us on the Web at http://www.us.playstation.com/ .
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Message 10         Tue Sep 21, 2004
KGAGNE [Ken]                 at 10:34 PDT

Square Enix Ships Final Fantasy(R) XI Expansion - Chains of Promathia(TM) -

Mysteries Unravel in the Epic Adventure, With New Lands and Characters to
Discover

LOS ANGELES, Sept. 21 /PRNewswire/ -- Square Enix, Inc., the publisher of
Square Enix(TM) interactive entertainment products in North America, today
announced that "Chains of Promathia," the expansion to the award-winning
massively multiplayer online role-playing game (MMORPG) FINAL FANTASY(R) XI,
ships to retailers today. With a combined community in Japan and North
America of more than 500,000 players, and the recent September 17 launch for
regions in Europe, FINAL FANTASY XI brings gamers together from around the
world in this ever-expanding adventure.

The first cross-platform, cross-continent MMORPG, FINAL FANTASY XI allows
gamers to connect to the same exact world regardless of whether they are
playing on a personal computer (PC) or PlayStation(R)2 computer entertainment
system and whether they are playing in North America, Europe, Oceania, or
Japan.

Chains of Promathia

Chains of Promathia boasts a plethora of new areas to explore, along with a
sweeping new storyline that expands the world of Vana'diel to unseen heights.
With more story content than the original release of FINAL FANTASY XI and the
"Rise of the Zilart" expansion, Chains of Promathia builds upon what the
developers at Square Enix are best known for: storytelling and pushing the
technological envelope. Enhancements have been made in every area, including
subtle nuances in music and character motion.

An inexplicable phenomenon called the "Emptiness" has begun to tear away at
the land of Vana'diel. A once distant threat is now fully upon the world,
revealing macabre lands filled with unusual and powerful creatures. Could
this "Emptiness" be a tear in the fabric of Vana'diel -- or is it the birth
of a whole new world?

FINAL FANTASY XI

A blend of sorcery and technology, the once peaceful world of Vana'diel
stands at the brink of war as a power struggle slowly emerges between three
nations.  The struggle focuses on the control of crystals, the essential
source of all creation. An unknown force rises in Vana'diel with a hunger for
the energy within the crystals...

In FINAL FANTASY XI, players undertake multiple adventures through Vana'diel,
a complex gaming world with more than 100 areas to explore. The gaming
universe contains the award-winning visual content, innovative gameplay, and
deep storyline that the FINAL FANTASY series is famous for. The inclusion of
the Rise of the Zilart expansion pack expands the storyline and opens up a
variety of higher-level skills and abilities.

Availability and Updated Pricing

The Chains of Promathia expansion pack will be available in North America for
$29.99 (USD). With the popularity of the title and the desire to expand the
PlayOnline user base even further, FINAL FANTASY XI for Windows is now
available for a suggested retail price of $29.99 (USD). The successful sales
and subscription base in Japan and North America have allowed for a lower
MSRP, which was reduced from an original MSRP of $49.99 (USD). FINAL FANTASY
XI for the PlayStation 2, published by Sony Computer Entertainment America,
is pre-installed on the internal Hard Disk Drive and available for a
suggested retail price of $99 (USD).

Subscribers will receive their first 30 days of service without charge. Aside
from Internet service provider access charges, the free trial period will
begin on the date players create their first Content ID (or character). Any
additional Content IDs purchased are also available without charge until the
end of the free trial period. After 30 days, players can continue to play
FINAL FANTASY XI by paying a monthly fee of $12.95 (USD) for one FINAL
FANTASY XI character, and can create up to 15 additional characters for an
additional charge of $1.00 (USD) per character, per month. Tetra Master, the
online version of the popular and addictive mini-game from FINAL FANTASY IX,
also included in the package, is available for $1.00 (USD) per month. Payment
for monthly access charges must be made by credit card only (restrictions
apply).

FINAL FANTASY XI for Windows System Requirements

The minimum system requirements for FINAL FANTASY XI for Windows are as
follows: Windows 98/98 SE/Me/2000/XP, Intel(R) Pentium(R) III 800Mhz or
higher, 128MB RAM, 6GB of hard drive space, DirectX(R) 8.1-compatible sound
card, CD-ROM drive, keyboard, 56K or faster Internet connection, and either
an ATI(R) Radeon(TM) 9000 series or NVIDIA(R) GeForce(TM) series video card
with 32MB of RAM. The Logitech(R) Cordless Rumblepad(TM) 2" and Logitech(R)
Rumblepad(TM) 2 Vibration Feedback Gamepad, are now compatible for play with
FINAL FANTASY XI for Windows(R).

Hard Disk Drive (40GB) (for PlayStation(R)2) Specifications

The internal Hard Disk Drive (HDD) attaches to the Network Adaptor
(Ethernet/modem) (for PlayStation 2), which connects to both broadband and
dial-up networks, and rests in the expansion bay of the PlayStation 2
console. The launch of the internal Hard Disk Drive in March 2004 opened a
new world for gamers by enabling the possibility of new entertainment
experiences with the PlayStation 2, such as downloadable content. The HDD is
the next phase of Sony Computer Entertainment's vision to use PlayStation 2
as an entertainment vehicle to distribute all forms of entertainment content.
Product features include 40GB of storage, faster caching times, and the
ability to download content for online games such as new tracks, stadiums and
characters. The Logitech(R) NetPlay(TM) Controller is now compatible with
FINAL FANTASY XI for the PlayStation 2.

The Entertainment Software Rating Board (ESRB) has rated FINAL FANTASY XI:
Chains of Promathia "T" for Teen. For more information about the ESRB, visit
http://www.esrb.org/. For more information on PlayOnline, FINAL FANTASY XI,
and Tetra Master, please visit the official Web site at
http://www.playonline.com/.

About Sony Computer Entertainment America

Sony Computer Entertainment America continues to redefine the entertainment
lifestyle with its PlayStation(R) and PS one(TM) game console, and the
PlayStation 2 computer entertainment system. The PlayStation 2 computer
entertainment system is set to revolutionize the home entertainment market,
offering the most compelling interactive content and the capability to be
used as a network terminal in the coming broadband era.

Recognized as the undisputed industry leader, Sony Computer Entertainment
America Inc. markets the PlayStation family of products and develops,
publishes, markets, and distributes software for the PS one game console and
the PlayStation 2 computer entertainment system for the North American
market. Based in Foster City, California, Sony Computer Entertainment America
Inc. serves as headquarters for all North American operations and is a wholly
owned subsidiary of Sony Computer Entertainment Inc. More information can be
found at http://www.us.playstation.com/.

About Square Enix Co. Ltd. and Square Enix, Inc.

About Square Enix Co., Ltd.

With its headquarters in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix)
develops, publishes and distributes entertainment contents including
interactive entertainment software and publications in Japan, North America,
Europe and Asia. Square Enix brings two of Japan's best-selling franchises --
FINAL FANTASY(R), which has sold over 60 million units worldwide and DRAGON
QUEST(R) (DRAGON WARRIOR(TM) in Europe) which has sold over 35 million units
worldwide -- under one roof. Square Enix is one of the most influential
providers of digital entertainment content in the world and continues to push
the boundaries of creativity and innovation. More information on Square Enix
can be found on the Internet at http://www.square-enix.co.jp/.

About Square Enix, Inc.

Square Enix, Inc. is a 100% subsidiary of Square Enix Co., Ltd. with offices
in Los Angeles, CA and Seattle, WA. It handles operations in North America,
including development, localization, marketing and publishing of Square Enix
titles. More information on Square Enix, Inc. can be found on the Internet at
http://www.square-enix.com/.

(C) 2001-2004 SQUARE ENIX CO., LTD. All Rights Reserved. Title Design by
Yoshitaka Amano. FINAL FANTASY, TETRA MASTER, and VANA'DIEL are registered
trademarks of Square Enix Co., Ltd. PLAYONLINE, RISE OF THE ZILART, THE
CHAINS OF PROMATHIA and the PLAYONLINE logo are trademarks of Square Enix
Co., Ltd.  "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Windows and DirectX are registered
trademarks of Microsoft Corporation in the United States and other countries.
All other trademarks are the property of their respective owners.

Web site: http://www.squaresoft.com/

Web site: http://www.us.playstation.com/

Web site: http://www.playonline.com/

Web site: http://www.square-enix.co.jp/

Web site: http://www.square-enix.com/
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Topic 14        Mon Nov 17, 2003
KGAGNE                       at 06:30 PST
Sub: Final Fantasy XII

Final Fantasy XII, released in 2004 for Sony PlayStation 2.

 2 messages
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Category 40,  Topic 14
Message 1          Mon Nov 17, 2003
KGAGNE [Ken]                 at 06:32 PDT

A first picture from this game is available at

http://image.com.com/gamespot/images/2003/news/11/13/ff12/ff12_screen001.jpg
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Message 2          Mon Nov 13, 2006
KGAGNE [Ken]                 at 08:46 PDT

Read about how the PS2 architecture was used to create the graphics in FFXII,
and why nothing better will ever be seen on the console:

http://games.kikizo.com/news/200611/034.asp
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Topic 17        Thu May 10, 2001
KGAGNE                       at 12:28 PST
Sub: Final Fantasy Crystal Chronicles

For Nintendo GameCube.
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Category 40,  Topic 17
Message 1          Mon Nov 17, 2003
KGAGNE [Ken]                 at 06:35 PDT

Since this game is playable (especially in multiplayer mode) only by using a
Game Boy Advance as a controller, Nintendo will be offering a link cable as a
preorder incentive through certain retailers.

-Ken
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Topic 19        Thu May 10, 2001
KGAGNE                       at 12:28 PST
Sub: Final Fantasy Chronicles

PlayStation game consisting of Final Fantasy IV (formerly Final Fantasy II for
Super NES) and Chrono Trigger (also for Super NES).
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Message 2          Thu Jul 12, 2001
KGAGNE [Ken]                 at 22:20 PDT

Title       : FINAL FANTASY CHRONICLES
Platform    : Sony PlayStation
Publisher   : Square Electronic Arts L.L.C.
ESRB Rating : Teen
Game Rating : 9.0
Review by   : Ken Gagne

The role-playing game (RPG) genre, for all its style and sales, has declined
in substance in the eyes of many role-playing veterans. Gamers new to the
pastime don't know what they're missing, but with the release of Final
Fantasy Chronicles for the PlayStation, Square uncovers the past for new and
old gamers alike to enjoy.

Chronicles consists of two classic Super Nintendo games: Final Fantasy II and
Chrono Trigger. In Final Fantasy, the dark knight Cecil rebels against his
kingdom's new-found militarism which threatens the very fabric of life.
Chrono Trigger is a time-travelling story in which players explore the world
across various millennia to prevent a future apocalypse.

Both games have undergone slight changes for this rerelease.

The Final Fantasy II that America received ten years ago was based on an easy
version of the Japanese game, Final Fantasy IV. This PlayStation adaptation
has the more difficult version of FFIV as its source. New dungeons, story
arcs, items, and character abilities are present in this edition. The game
has been retranslated from the original to provide a more faithful and mature
story. Players may now hold down a dash button to move more quickly, and
share control of the battle with a second player - both features formerly
present only in Final Fantasy III.

Chrono Trigger now includes a gallery to view art, music, and other extras
unlocked within the game.

Both games now feature beginning and ending sequences of full-motion video,
showcasing familiar characters in a way never before possible. In Final
Fantasy's case, the opening sequence is pathetically short, but still more
than the Super Nintendo could ever handle.

Also new to these versions, especially Chrono Trigger, is a trait specific to
the PlayStation hardware: loading times. The delay when entering a building
or opening a menu can seem interminable to gamers weaned on the
cartridge-based originals and their instant access. The fast disc access of
the PlayStation 2 does nothing to ameliorate this condition.

The only other disappointment is the lack of further additions. In Final
Fantasy II, Square could have improved the shopping system to make apparent
the relative strengths of weapons and armor prior to purchase. Many other
items lack description, leaving the player to explore the manual for details;
and nowhere are the effects of magic spells specified. Such minor mechanical
details could easily have been updated without detriment to the overall game.

Neither game has been fitted for use with the PlayStation analog control
sticks.

Despite the loading times and opportunities missed, Final Fantasy II and
Chrono Trigger are no less the masterpieces than they were at their release.
As progenitors of the RPG genre, these games' gameplay and plots rival
today's RPGs, reflecting the genius of developers not that long ago.

Final Fantasy II was the first RPG to feature Square's ATB (Active Time
Battle) system, in which individual character and enemy turns are constantly
occurring. When the battle's engaged, the screen changes from the standard
overhead to side view in which good and evil face off. The background music
changes to accompany standard skirmishes, decisive battles, or surprising
encounters. The graphics display the world with the Mode 7 techniques that
were new with the release of the Super Nintendo. It's not much by today's
standards, but the graphics and sounds were landmarks back then.

Chrono Trigger also has a unique battle system in which encounters occur on
the standard exploration screen. Character positions play an important role,
as most attacks are area-based: if an enemy lies beyond the realm of attack,
the player must reposition the heroes or wait for the attackers to make a
move. Each character learns unique battle techniques, or "techs," which can
be combined with other fighters' techs with more damaging (and colorful)
effects.

Experienced gamers will relish the opportunity to replay these classics
without dusting off their Super Nintendo systems. Other players accustomed to
the showiness of PlayStation games may be deterred by the antiquated graphics
and sound, but would be depriving themselves of the quintessential
role-playing experience if they let that stop them.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to
be distributed without permission.

Original Publication: Sentinel & Enterprise, 9-Jul-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 40,  Topic 19
Message 3          Tue Dec 25, 2001
KGAGNE [Ken]                 at 19:34 PDT

Santa brought me this game for Christmas, too. :)  I want to finish FFIV!

 ------------
 ************
Topic 20        Thu May 10, 2001
KGAGNE                       at 12:28 PST
Sub: Final Fantasy Origins

PlayStation game consisting of Final Fantasy I (originally for 8-bit NES) and
Final Fantasy II (first American release; originally for 8-bit Famicom).

 9 messages
 ************
 ------------
Category 40,  Topic 20
Message 1          Mon Jan 27, 2003
KGAGNE [Ken]                 at 15:46 PDT

This game ships April 8th.

 ------------
Category 40,  Topic 20
Message 2          Mon Jan 27, 2003
A2.DAIN [Dain]               at 18:28 PDT


Are these American releases or Japanese ones?  It might be interesting to play
the original we missed.   I still say this kind of thing should be on a
handheld:)

Dain
 ------------
Category 40,  Topic 20
Message 3          Tue Jan 28, 2003
KGAGNE [Ken]                 at 10:07 PDT

Dain,

Final Fantasy Origins ships in the North American market on April 8th.
It will mark the first official, English release of Final Fantasy IIj.

-Ken

 ------------
Category 40,  Topic 20
Message 4          Thu Jan 30, 2003
A2.DAIN [Dain]               at 21:12 PDT


Is it a direct port or have they done some "clean up work" on the titles?

Thanks,
Dain
 ------------
Category 40,  Topic 20
Message 5          Fri Jan 31, 2003
KGAGNE [Ken]                 at 09:52 PDT

Dain,

Well, they translated the game to English, so I guess it's not a *direct*
port... They'll prolly throw some full-motion videos (FMVs) at the beginning
and ending sequences of each game, as they did with Anthology and Chronicles,
but I expect the games to otherwise be identical with their 8-bit
counterparts.

Oops - I just checked a news report on GameSpot.  They say "audio and visual
improvements" will be evident, as well as "new gameplay modes" and various
outside-game bonuses and extras.

-Ken

 ------------
Category 40,  Topic 20
Message 6          Tue Feb 04, 2003
KGAGNE [Ken]                 at 11:06 PDT

For a preview of FFO, visit GameSpot:

http://gamespot.com/gamespot/stories/news/0,10870,2910039,00.html

 ------------
Category 40,  Topic 20
Message 7          Thu Feb 13, 2003
KGAGNE [Ken]                 at 14:36 PDT

From: SQUARESOFT, squaresoft@infoyouaskedfor.com

Ever wanted to know what started the FINAL FANTASY phenomenon? Now's your
chance to play the original FINAL FANTASY (released in North America in
1990), as well as FINAL FANTASY II (never before released in North America)
for the first time ever. The origins of the landmark FINAL FANTASY series
will now be enhanced for the PlayStation(R) game console, taking advantage of
technology not available at the time of their original release on one CD-ROM
in FINAL FANTASY ORIGINS.

This special remake of both titles contains new event scenes that add to the
emotional impact of the originals. Players who have experienced the originals
will be pleased to find enhanced graphics and sound throughout their journey.
Without a doubt, FINAL FANTASY ORIGINS will be one collector's item that
players will not want to miss.

Here is what you can look forward to in FINAL FANTASY ORIGINS:

* Enhanced graphics breathe life and detail into all game elements, from deep
dungeons and vast worlds to menacing creatures and wandering heroes.

* Brand new, high quality CG movies and stills visually enhance the
storylines in dramatic fashion.

* Original event scenes have been revamped and new event scenes added to
intensify the emotional impact of story elements.

* New opening theme songs and improved sound quality immerse the player even
further into the game experience.

* A new bestiary contains detailed descriptions of all monsters to assist
players in battle.

* Access to art galleries featuring beautiful illustrations by renowned
artist Yoshitaka Amano.

* "Memo File" function added for quick, convenient saves.

* New game play modes allow players to choose the level of difficulty within
the game. (FINAL FANTASY II - accessible after clearing the game)

FINAL FANTASY ORIGINS will be available April 8, 2003 for the PlayStation at
a suggested retail price of $30. Complete game information and screenshots
will be available on this site in just a couple weeks! Visit the official
FINAL FANTASY ORIGINS website here for more information about the game:
http://www.squaresoft.com/playonline/FFORIGINS

Four young warriors, each possessing a Crystal are summoned to bring the
world back to a harmonious balance. During their voyage, they discover a
nefarious entity creating turmoil in the structure of time in an attempt to
conquer the world. Unknowing of their destiny, the warriors begin their quest
to restore order and travel to places they never imagined possible.

A malevolent Emperor has called upon monsters from a demonic realm to take
over the world, ending what seemed to be an eternal period of peace.
Thousands of lives succumb to their attacks orphaning many children. From the
destruction rise four young survivors who will take it upon themselves to
stop the merciless ruler and avenge the death of their parents

__________________________________________________________
The Facts

Title Name: FINAL FANTASY ORIGINS
Release Date: April 8, 2003
Format: Playstation
Number of CDs: 1
Suggested Retail Price: $30
Website: http://www.squaresoft.com/playonline/FFORIGINS
__________________________________________________________


+
(C) 1987, 1988, 2000, 2001, 2003 SQUARE CO., LTD. All Rights Reserved.
ILLUSTRATION: (C) 1987, 1988 YOSHITAKA AMANO. FINAL FANTASY and the
SQUARESOFT logo are registered trademarks of Square Co., Ltd.
FINAL FANTASY ORIGINS is a trademark of Square Co., Ltd. PlayStation
and the PlayStation logos are registered trademarks of Sony Computer
Entertainment Inc. The ratings icon is a trademark of the
Interactive Digital Software Association.

 ------------
Category 40,  Topic 20
Message 8          Tue Apr 08, 2003
KGAGNE [Ken]                 at 09:44 PDT

FINAL FANTASY ORIGINS FOR THE PLAYSTATION GAME CONSOLE
SHIPS TO NORTH AMERICAN RETAILERS TODAY

Remastered Editions of Legendary Role-Playing Games FINAL FANTASY and
FINAL FANTASY II Titles Include Enhanced Features

LOS ANGELES, Calif. (April 8, 2003) - Square Enix U.S.A., Inc., the publisher
of SQUARE ENIXT products in North America announced that FINAL FANTASY
ORIGINS for the PlayStation game console ships to North American retailers
today.

FINAL FANTASY ORIGINS combines the groundbreaking FINAL FANTASY and FINAL
FANTASY II role-playing game titles into one disc. The remastered editions
feature new cinematic movies, opening theme songs, updates of the original
event sequences, enhanced graphics, improved sound quality as well as new
game play modes making the games accessible to beginners and veterans alike.
Together, these two titles laid the foundation for the series and spawned
many hit sequels that have now sold over 44 million units worldwide.

FINAL FANTASY ORIGINS also includes a new bestiary with detailed descriptions
of all monsters, access to art galleries with illustrations from renowned
artist Yoshitaka Amano, a photo gallery featuring key moments in both titles
and a "memo file" function for quick, convenient saves. FINAL FANTASY ORIGINS
for the PlayStation game console is a single player game with an ESRB rating
of "T" (Teen) and carries a suggested retail price (SRP) of $30 (USD).

FINAL FANTASY was originally released in North America in 1990 for the
Nintendo Entertainment System and is considered one of the first RPGs to
immerse players into an emotion-packed gaming adventure. Added elements such
as touching CG movies events will allow gamers to experience FINAL FANTASY in
ways not possible in its prior release. The game follows the story of four
young warriors, each possessing a special crystal, who are summoned to bring
harmony back to a world threatened by an evil entity intent on conquering it.
Following their unknown destinies, the warriors battle heinous monsters and
travel to places they never imagined possible in their quest to restore order
to their world.

FINAL FANTASY II, originally released in Japan in 1988, is being offered for
the first time in North America. The game set the benchmark for the
role-playing genre with its progressive battle system, complex story and deep
character development and can now be enjoyed in news ways with several
enhanced features. FINAL FANTASY II tells the story of a malevolent emperor
that has called upon demonic monsters to take over the world. In the chaos
that follows, thousands succumb to their evil attacks until four young,
orphaned survivors take it upon themselves to stop the merciless rule and
avenge the deaths of their parents.

In conjunction with the game's release, BradyGames has created the FINAL
FANTASY ORIGINS Official Strategy Guide, the ultimate resource for the two
classic games featured in this collection-FINAL FANTASY and FINAL FANTASY II.
The complete walkthroughs for both epic adventures will steer players in the
right direction, with detailed strategies and area maps. The unstoppable boss
tactics will give gamers the power to topple every fiend in both games. The
all-inclusive bestiary will provide players with the strengths and weaknesses
of each enemy, while the exhaustive item and equipment lists will help gamers
choose the best weapon for each situation. With all side quests, mini-games,
and secrets revealed, players will have endless gameplay options and hours of
replay value. The strategy guide is available at electronics, book and
software retailers for $14.99 US/$21.99 CAN.

About Square Enix Co. Ltd. and Square Enix U.S.A., Inc.

Headquartered in Tokyo, Japan, Square Enix Co., Ltd. (Square Enix) develops,
publishes and distributes entertainment contents including interactive
entertainment software and publications in Japan, North America, Europe and
Asia. The recent merger between Square and Enix brought two of Japan's
best-selling franchises - FINAL FANTASY(R), sold over 44 million units
worldwide and DRAGON QUEST(R), sold over 30 million units worldwide - under
one roof. Both known to be pioneers in the role-playing game (RPG) genre, the
unification of Square and Enix has created one of the most influential
providers of entertainment content in the world.

Square Enix U.S.A. Inc., located in Los Angeles, Calif., handles operations
in North America including localization, marketing and publishing of SQUARE
ENIX titles. More information on Square Enix U.S.A. can be found on the
Internet at http://www.square-enix-usa.com.

(C) 1987,1988,2000,2001,2003 SQUARE ENIX CO., LTD. All Rights Reserved.
ILLUSTRATION: (C)1987,1988 YOSHITAKA AMANO. All Rights Reserved. FINAL
FANTASY and DRAGON QUEST are registered trademarks of Square Enix Co., Ltd.
SQUARE ENIX is a trademark of Square Enix Co., Ltd. FINAL FANTASY ORIGINS is
a trademark of Square Enix Co., Ltd. PlayStation and the PlayStation logos
are registered trademarks of Sony Computer Entertainment Inc.

 ------------
Category 40,  Topic 20
Message 9          Wed Apr 23, 2003
KGAGNE [Ken]                 at 15:58 PDT

Title       : FINAL FANTASY ORIGINS
Platform    : Sony PlayStation
Publisher   : Square-Enix USA Inc.
ESRB Rating : Teen
Game Rating : 7.7
Review by   : Ken Gagne

In sequel after sequel, many companies pay homage to their origins. But
sometimes their memories don't mesh with the consumers', as evidenced with
Final Fantasy Origins, a Square-Enix game for the Sony PlayStation.

This single disc compilation contains Final Fantasy, originally published by
Nintendo for the 8-bit NES, and Final Fantasy II, which has never before been
released in the States. (The Super Nintendo game known to most Americans as
Final Fantasy II was a translation of the Japanese game Final Fantasy IV.)
FFI was one of the first role-playing games (RPGs) many Americans
experienced, and is fondly remembered for starting a franchise that exists to
this day.

The graphic and sound components of both games have undergone facelifts, but
remain firmly rooted in their 8-bit heritage and not on par with their 16-bit
descendants. New features, such as artwork, bestiaries, and other collectable
data, become unlocked as gamers progress through the adventures.

Both games invite players participate in quests to save the world. As they
explore dungeons and castles from a top-down perspective, random encounters
with monsters will occur, initiating a turn-based battle system where orders
are given to fight, cast magic, or flee, after which the consequences of each
round are presented.

Nostalgia is a strong selling point for this disc. If you give the first
Final Fantasy to someone to whom Garland is a tree trimming, he isn't going
to be impressed; those of us who spent the lazy summer of 1990 with Final
Fantasy will be the ones plunking down cash to relive our childhood.

Since Final Fantasy allowed gamers to create their own party of mute
adventurers, it's hard to reminisce about these heroes; the most
personification they've ever received is in the online comic strip 8-bit
Theater. If you identify with those characters, then you'll be stunned by the
name changes that have occurred in this restoration: Fighter is now Warrior,
Black Belt's a Monk, even the land of Coneria is now Cornelia. Though these
titles may be more precise and true to the original game, they will strike
veterans as more blasphemous than anything.

Many publishers package classic titles alongside modern remixes. Why the
Final Fantasy we all know and love could not have been preserved, I don't
know. Most of the updates are just superficial enough to be glaring instead
of appreciated, much as "Transformers Generation 2" added many unnecessary,
computer-generated sequences to an already fine cartoon.

One fine addition is FFI's "Easy Mode" which, as a hardcore gamer, I prefer
to call "Fast Mode". This option does away with hours of "levelling up", a
tactic that, in the early age of role-playing games, filled the void of story
and gameplay that then was not possible. In "Fast Mode", less experience is
necessary to progress in strength, and equipment costs less money. Though
some pacing is still required to preclude obliteration, this new mode makes
an old game more playable.

Final Fantasy II is more story-driven than its predecessor, with predefined
characters and a plot that thrusts players right into the action. Each hero
raises his or her individual attributes based on specific actions in combat.
This method is a precursor to the progression method used in Final Fantasy X,
which also isn't level-based. Although it grants players the freedom to
customize their characters' strengths, it is also difficult to reference
without a single number indicating their level.

With the opportunity to stroll down pseudo-memory lane, and to experience new
yet familiar adventure, Final Fantasy Origins is one last opportunity for
what was once old to be new again on the Sony PlayStation. Gamers with access
to the original versions of these games may find as much to like as to
dislike in these revamped editions. Sometimes it's best to go straight to the
source.
_________________________________________________________________
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 ------------
 ************
Topic 21        Thu May 10, 2001
KGAGNE                       at 12:29 PST
Sub: Final Fantasy Tactics

Final Fantasy Tactics, a strategy-RPG released in 1998 for the Sony
PlayStation.

 4 messages
 ************
 ------------
Category 40,  Topic 21
Message 1          Thu Aug 02, 2001
KGAGNE [Ken]                 at 21:33 PDT

This game was rereleased this week as a PlayStation Greatest Hits, priced at
$24.99.

My store received a large shipment of Final Fantasy Tactics today.  Every
single disc was defective.

If you buy this game, be sure to check your store's return policy, and try
your copy as soon as you can.

-Ken

 ------------
Category 40,  Topic 21
Message 2          Thu Aug 02, 2001
SYNDICOMM [Sheppy]           at 23:42 PDT

>>>My store received a large shipment of Final Fantasy Tactics today.  Every
single disc was defective.

Wow.  That's quality control for you. :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 40,  Topic 21
Message 3          Fri Aug 03, 2001
A2.DAIN [Dain]               at 16:04 PDT

Replying to 'Ken' in Category 40 Topic 18:

> My store received a large shipment of Final Fantasy Tactics today.
> Every
> single disc was defective.

Are you sure that the discs just weren't damaged when all of them were
taken home and playtested by the employees?;)

Kidding as always,
Dain


 ------------
Category 40,  Topic 21
Message 4          Fri Aug 03, 2001
KGAGNE [Ken]                 at 16:34 PDT

Dain,

We don't have that many employees. :)

Actually TheGIA.com reported that all initial pressings of FFT were defective,
and that Square is working to correct the problem.

-Ken

 ------------
 ************
Topic 24        Thu May 10, 2001
KGAGNE                       at 12:42 PST
Sub: Final Fantasy Adventure

An action-RPG in the style of Secret of Mana, for Game Boy.

 1 message
 ************
 ------------
Category 40,  Topic 24
Message 1          Sat Jan 18, 2003
KGAGNE [Ken]                 at 14:01 PDT

Seiken Densetu, originally released In America for the Game Boy as Final
Fantasy Adventure, is being remade for the Game Boy Advance.  It's unknown if
this remake will come to our shores.

Seiken Densetsu 2 was released in America as the Super NES game Secret of
Mana.

Seiken Densetsu 3 was never localized.

 ------------
 ************
Topic 25        Thu May 10, 2001
KGAGNE                       at 12:42 PST
Sub: Final Fantasy Legend

Final Fantasy Legend, aka Makai Toushi SaGa, released in 1989 for Game Boy,
and later re-released by Sunsoft.

 1 message
 ************
 ------------
Category 40,  Topic 25
Message 1          Mon Jun 18, 2001
KGAGNE [Ken]                 at 10:03 PDT

One thing I didn't like about the Final Fantasy Legend series was the limited
use weaponry.  When you purchase a sword, it comes with a number indicating
how many times you can use it to attack.  When it reaches zero, the weapon's
gone and you have to buy a new one.

I could understand that tactic when applied to bows & arrows or machine guns
(both of which were also in the games), but it was unnecessarily realistic for
a video game to suggest that standard weapons break after a pre-determined
time.

-Ken

 ------------
Category 41 Resident Evil/Dino Crisis
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 12:48 PST
Sub: General Discussion

General discussion of Capcom's Resident Evil and Dino Crisis series.
Game-specific talk may be relocated to a more appropriate topic.

 9 messages
 ************
 ------------
Category 41,  Topic 1
Message 1          Sat Jun 09, 2001
KGAGNE [Ken]                 at 11:00 PDT

Resident Evil is known for its sudden scares.  Probably the greatest one of
all time was in the first Resident Evil, which reated the survival-horror
genre.  Early on in the game, when exploring an abandoned mansion in the
middle of nowhere, undead dogs leap through the windows and start attacking
your player.

My personal favorite scary moment was in Resident Evil 2.  There's this
monster that just keeps stalking you throughout the entire game...

If you're looking for a persistant, horrific atmosphere instead of quick
thrills, though, I have to recommend Konami's Silent Hill for PlayStation, and
the upcoming Silent Hill 2 for PlayStation 2.

-Kend

 ------------
Category 41,  Topic 1
Message 2          Wed Jul 18, 2001
KGAGNE [Ken]                 at 21:59 PDT

Fans of survival horror games should check out Alone in the Dark: The New
Nightmare, currently available for PSX and PC and coming soon to Dreamcast.
This game is reviewed in Cat 26, Top 2, Msg 2 of the Gamebits community.

-Ken

 ------------
Category 41,  Topic 1
Message 3          Tue Sep 25, 2001
KGAGNE [Ken]                 at 12:34 PDT

Resident Evil, Resident Evil 2, Resident Evil 3: Nemesis, and Resident Evil:
Code Veronica will all be remade.  Sequels Resident Evil 4 and Resident Evil
Zero are in the works.

All six will be exclusively for Nintendo GameCube.

-Ken

 ------------
Category 41,  Topic 1
Message 4          Wed Sep 26, 2001
A2.DAIN [Dain]               at 20:59 PDT


Don't you find it odd now that they are remaking games and making them
exclusive titles....  Uh these all came out for the Playstation less than 5
years ago.  It doesn't sound too exclusive to me.


Dain

 ------------
Category 41,  Topic 1
Message 5          Thu Sep 27, 2001
KGAGNE [Ken]                 at 07:15 PDT

Dain,

The remakes, not the originals, are exclusives.  The genius who first created
Resident Evil has not been involved with the series since the original RE, but
he will oversee all the remakes.  The entire feel of the games is going to be
different, I promise you. :)

-Ken

 ------------
Category 41,  Topic 1
Message 6          Thu Sep 27, 2001
A2.DAIN [Dain]               at 18:38 PDT

Ken,
  From somethings that I have read online, only Resident Evil (the original)
will be a complete remake from the ground up.  The rest besides RE4 and RE0
will be just ports.

Dain

 ------------
Category 41,  Topic 1
Message 7          Wed Jul 03, 2002
KGAGNE [Ken]                 at 19:59 PDT

ComputerAndVideoGames.com reports that the GameCube revisions of Resident Evil
2 & 3 will retail for a mere $19.99.

 ------------
Category 41,  Topic 1
Message 8          Sun Jan 29, 2006
KGAGNE [Ken]                 at 07:35 PDT

Headline on a recent op-ed piece:

"Live Every Day As If You're Dying Of A Contagious Disease That Turns People
You Bite Into Zombies"

http://www.theonion.com/content/node/44690

 ------------
Category 41,  Topic 1
Message 9          Mon Nov 06, 2006
KGAGNE [Ken]                 at 16:03 PDT

Released last month exclusively for GameCube to GameStop, the Resident Evil
10th Anniversary Edition has Resident Evil, Resident Evil 0, and Resident Evil
4 - the four RE games made especially for GameCube - in one $40 package.
Such a deal!

http://www.gamestop.com/product.asp?product%5Fid=220267

 ------------
 ************
Topic 2         Thu May 10, 2001
KGAGNE                       at 12:49 PST
Sub: Resident Evil

Resident Evil, aka BioHazard, released in 1996 for Sony PlayStation.  Later
re-released for PSX and many other systems.

 4 messages
 ************
 ------------
Category 41,  Topic 2
Message 1          Fri Feb 15, 2002
KGAGNE [Ken]                 at 10:16 PDT

The original Resident Evil was a single, 600 MB PlayStation disc.

The GameCube recreation of this title will come on two, 1.5 GB discs.

I can't wait to see what warrants a five-fold increase.

-Ken

 ------------
Category 41,  Topic 2
Message 2          Fri Feb 15, 2002
A2.DAIN [Dain]               at 17:09 PDT


 ------------
Category 41,  Topic 2
Message 3          Fri Feb 15, 2002
KGAGNE [Ken]                 at 20:37 PDT

Dain,

Once again, I've left you speechless. :)

Care to try again?

-Ken

 ------------
Category 41,  Topic 2
Message 4          Sat Oct 22, 2005
KGAGNE [Ken]                 at 14:32 PDT

CAPCOM(R) ANNOUNCES RESIDENT EVIL(R): DEADLY SILENCE
FOR NINTENDO DS

Handheld Adaptation of Original Resident Evil Masterpiece
Brings Survival Horror Back to its Roots for Series' 10th Anniversary

SUNNYVALE, Calif. - October 21, 2005 -- Capcom(R) today announced Resident
Evil(R): Deadly Silence for Nintendo DS, a rendition of the original Resident
Evil game that features both new and familiar gameplay, adapted to
incorporate the handheld system's unique feature set. Resident Evil will
celebrate its 10th anniversary in 2006, marking a decade since the birth of
the series that has been credited with popularizing and defining the survival
horror genre. The Resident Evil series has sold more than 26 million units
worldwide and is Capcom's highest selling series. Resident Evil: Deadly
Silence will carry an "M" rating for mature audiences by the ESRB
(Entertainment Software Rating Board) and Capcom plans to release the game
across North America in Q1 2006.

A secluded mansion in Raccoon City has been the center of top-secret biotech
experiments - all funded by a mysterious corporation known only as Umbrella.
When contact with the scientists at the mansion is broken and reports of gory
attacks come in from areas nearby, the Special Tactics and Rescue Squads
(S.T.A.R.S.) is sent in to investigate. The team is chased into the nearby
foreboding mansion by a pack of monstrous creatures. Once inside the
adventure begins.

Players control Chris Redfield or Jill Valentine as they embark on a horrific
quest through a dark and mysterious mansion filled with unimaginable horrors.
An entire arsenal aids them on their quest including bazookas, shotguns,
pistols, health supplies and more. The heroes will need all the help they can
get to survive a house filled with flesh hungry zombies, giant spiders,
horrific amphibious creatures, mutant dogs and worse.

Players can relive the beginning of the Resident Evil saga in a newly
revamped "rebirth mode." Whereas the original game focused more on puzzle
solving, this new version will place a heavy emphasis on action with more
enemies and ammo as well as improved visuals for intense enemy
confrontations. Also, nearly half the puzzles have been freshly upgraded
providing new challenges for fans. In addition, the rebirth mode includes
enhanced controls and will incorporate the DS system's unique feature set,
utilizing the touch screen and microphone functions.

Resident Evil: Deadly Silence includes the following features:
Dual screens offer a more accessible player interface
o Top screen displays area map, ammo supply and color denoted health meter
o Bottom screen features main action view and also switches to sub screen
menus
Touch panel provides innovative gameplay variety
o New battle elements using touch screen - control the knife with the stylus
to slash enemies and even deflect jumping dogs
o Fend off enemies - an effective maneuver for escaping an enemy's deadly
clutches is to move the stylus quickly back and forth over your foe which
will shake them off
o Navigate sub screen menus by using either the touch screen or regular
buttons
New enhanced controls
o Reload function - allows players to quickly and easily refill their
equipped weapons
o Quick 180inf turn - provides much needed agility to escape dangerous
situations
o Knife button - permanently mapped knife can be used at any time, reducing
one item from the inventory
Microphone function - solve puzzles and even resuscitate your injured
teammate by blowing into the microphone
Multiplayer network gameplay in specially created mansion map
o Two to four players can play wirelessly
o Vs. mode - players compete for high scores by defeating the most enemies
and performing the quickest escapes
o Cooperative mode - work together with others to solve puzzles, collect
items and get out of the mansion

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###
Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. Nintendo, GameCube, Game Boy, Game Boy Advance and Nintendo DS
are trademarks of Nintendo. All rights reserved. All other marks are the
property of their respective holders.

 ------------
 ************
Topic 3         Tue Apr 30, 2002
KGAGNE                       at 09:10 PST
Sub: Resident Evil (GCN)

Resident Evil for the Nintendo GameCube.

 7 messages
 ************
 ------------
Category 41,  Topic 3
Message 1          Tue Apr 30, 2002
KGAGNE [Ken]                 at 09:12 PDT

CAPCOM'S RESIDENT EVIL(R), AN ALL NEW SURVIVAL HORROR MASTERPIECE
COMES TO NINTENDO(R) GAMECUBE IN TWO DISKS OF RAW FEAR

-BOASTS THE MOST REALISTIC VISUALS IN A VIDEO GAME EVER-

SUNNYVALE, Calif. * April 30, 2002 * Capcom*, a leading worldwide developer
and publisher of console video games, today announced the release of the
newly created Resident Evil for Nintendo GameCube. Capcom executive producer,
Shinji Mikami, mastermind of the blockbuster Resident Evil franchise and
creator of the survival horror genre, takes reign again re-inventing his
original masterpiece. The Nintendo GameCube state-of-the-art technology
delivers a whole new gaming experience with the most stunning graphics of any
game ever created. Motion-captured animation and richly detailed graphics
truly make Resident Evil come alive. Rooms illuminate with real-time
lightning from flash thunderstorms and shadows and reflections appear in
glass windows to provide unprecedented detailed environments. Capcom prepares
to scare the world like never before as players experience unparalleled
realism in the first Resident Evil game for the Nintendo GameCube. Resident
Evil carries a "M" rating for mature audiences from the ESRB (Entertainment
Software Rating Board).

"The goal in developing Resident Evil for GameCube was to achieve motion
picture quality visuals and create even more suspense and fear than the
original," said Todd Thorson, director of marketing, Capcom Entertainment.
"There are millions and millions of Resident Evil fans around the world who
will be completely amazed when they see Resident Evil on GameCube. The game
has been completely redone. So many details have been added to this version
that fans new and old will be awestruck. We look forward to bringing the
entire series to GameCube so gamers can enjoy all Resident Evil games on the
system."

Capcom is brings the following new features to Resident Evil:
*       First "2-Disk" GameCube Product - Unlike the original Resident Evil,
the GameCube version is so advanced that it requires two roms in order to fit
the entire game. This marks the first ever "2-disk " product for Nintendo's
premier system.
*       The Crimson Head System - Players, prepare to scream! This new
creature system will leave players with an all-new level of unpredictability
and fear. The undead is now truly undead as even when a zombie is killed, it
can re-animate over time becoming a crimson head zombie. When in this form,
the zombie is quicker, more agile and operates with a more frenzied hunger
than ever before.
*       Unmatched visuals - Resident Evil visuals surpass any game ever
created on any system. Simple things like the spinning of a fan blade are
shown with tremendous detail in both light sourcing and shadow effects. The
number of character polygons exceeds all previous standards.
*       Fully updated combat system - Resident Evil allows players to not
only attack with a gun, but use other items as weapons or for protection.
There will be moments in the game when players must make split-second
decisions in order to survive. Players will be forced to either use their gun
or an item in the area as a way to survive.
*       New stages! - Resident Evil will include new areas to explore to
further the visual appeal and add new story items to the overall plot.
*       Rendered opening movie - Resident Evil for the GameCube will feature
a fully rendered opening sequence.
*       More features to be announced! - As development furthers, Capcom will
announce more details on new features that add new dimensions to the Resident
Evil universe.

In Resident Evil, a secluded mansion in Raccoon City has been the center of
top-secret biotech experiments - all funded by a mysterious corporation known
only as Umbrella. When contact with the scientists at the mansion is broken
and reports of gory attacks come in from areas nearby, two Special Tactics
and Rescue Squads (S.T.A.R.S.) - made up of Bravo and Alpha Teams - are sent
in to investigate. Bravo team vanishes almost immediately. Alpha Team is
chased into the nearby foreboding mansion by a pack of monstrous creatures.
Once inside the adventure of Resident Evil begins.

Resident Evil players control Alpha Team member Jill Valentine, the tough
demolitions expert, or Chris Redfield, the slacker pilot and sharpshooter of
S.T.A.R.S. As they embark upon a horrific quest through a dark and mysterious
mansion filled with the unimaginable - the walking dead - a number of useable
weapons aid them in their quest. An entire arsenal can be claimed throughout
the adventure including, bazookas, shotguns, pistols, knives, matches,
medicine, and maps. All of these items are an absolute necessity as the house
is alive with acid-spitting zombies, giant spiders, horrid frog-like
creatures, mutant dogs and a host of other tricks and traps guaranteed to
evoke fear and an unwavering desire to finish the game.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

 ------------
Category 41,  Topic 3  [MOVED]
Message 2          Sun Apr 28, 2002
A2.DAIN [Dain]               at 19:29 PDT


I just noticed that in the Target Store ad today, the new Resident Evil for
Gamecube is $39.98.  That's a pretty good, deal considering most places sell
every game for $49.95.  I am not sure if I am going to pick up this title or
not.   I have never played any of them.  I like my games with really good play
control, and everything I have read about every Resident Evil game is that the
play control bytes.


Dain Neater
 ------------
Category 41,  Topic 3  [MOVED]
Message 3          Mon Apr 29, 2002
KGAGNE [Ken]                 at 08:22 PDT

Dain,

Some people really hate Resident Evil's control scheme, where the directionals
are relative to the character, not the player, and that you need to press two
buttons to fire your gun.  However, such whiners are in the minority. <g>  In
all my reviews of Resident Evils and Silent Hills, I've never had a problem
with this setup.

On the PSOne, RE1 is the least best of the RE games.  It's an incredibly hard
game, but a lot of fun, and it introduced all the elements that made the
series so great.  I can't wait to see what they do with the GCN edition.
There are even new areas to explore...

-Ken

 ------------
Category 41,  Topic 3  [MOVED]
Message 4          Mon Apr 29, 2002
A2.DAIN [Dain]               at 10:13 PDT


Ken,
  From the talk, the Gamecube's Resident evil is "almost" a completely new
game.  Even aside from the graphics.

I guess I will have to see.  I might pick it up if I can get it for the 39.99
price, it will fetch a good resale price if I don't like it.  That way the cost
to me would be something like renting it.

Dain
 ------------
Category 41,  Topic 3
Message 5          Mon May 06, 2002
A2.DAIN [Dain]               at 21:04 PDT

Ken,
  I know you were looking forward to this title, so I was wondering what you
thought of it so far.

Dain
 ------------
Category 41,  Topic 3
Message 6          Wed May 08, 2002
KGAGNE [Ken]                 at 13:44 PDT

Dain,

As of this past weekend, I hadn't received a copy from Capcom, but I should
have my hands on the game by late tonight, and will probably be writing a
review tomorrow.

-Ken

 ------------
Category 41,  Topic 3
Message 7          Sun May 19, 2002
KGAGNE [Ken]                 at 12:44 PDT

Title       : RESIDENT EVIL
Platform    : Nintendo GameCube
Publisher   : Capcom
ESRB Rating : Mature
Game Rating : 9.0
Review by   : Ken Gagne

When Resident Evil was first unloosed, gamers encountered the unexpected.
Until then, the survival horror genre was nonexistent, and with every giant
spider and fleshless dog Resident Evil unleashed, Capcom laid the floor plan
for countless clones and sequels.

Both the genre and video game technology have progressed since that defining
release of 1996. Capcom has applied both advances to a remake of the original
Resident Evil, exclusively for the Nintendo GameCube.

The basic story remains the same: strange murders lead a rescue team to
explore the outskirts of Raccoon City. When they become stranded in a
mysterious mansion, their investigation reveals a mutating, out-of-control
virus that's created a nest of grotesque creatures that thrive on human flesh.
Players must find a plethora of esoteric items to decipher the mansion's
riddles and advance to its deepest depths, where solutions and salvation may
be found. Choose to be either Chris Redfield or Jill Valentine, each with
unique strengths and storylines, in this third-person action-adventure game.

This video game has been done before, but never like this - and the
familiarity is part of what makes it so exciting. Doors where there were once
walls lead to new wings in the mansion. Veteran gamers will be both
comfortable and disturbed in what they thought was a mansion they've already
explored.

At the same time, it's still Resident Evil. Being six years old, nobody will
remember where each key is; even if they did, the game's changed enough to
make each endeavor new. But when bloodthirsty hounds come crashing through the
windows, few people will be surprised.

Zombies abound, all willing to introduce the player to the "You Are Dead"
game-over screen. These monstrosities absorb gunfire, knives, and immolation
before finally succumbing to death. New weapons and defensive maneuvers are
just barely enough to stave off these threats. Add the puzzles players are
trying to solve while dodging undead assaults, and Resident Evil becomes an
enjoyable yet malicious experience.

The game still uses a taxing save method that requires players to deplete a
limited supply of ink ribbons, recording their progress with
inconveniently-placed typewriters. Intentionally or not, this method
encourages players to preserve ribbons by saving as infrequently as possible -
making the inevitable, fatal error all the more damaging, as there will be
that many more steps to retrace. The limited inventory increases such tedious
backtracking to storage boxes. Eventually, learning to manage your on-hand
items wisely will leave you better prepared for the situations you're likely
to encounter.

Despite the GameCube's unusual controller design, Resident Evil's control
scheme is surprisingly simple. As always, movement is from the character's
perspective, not the player's. Since the camera is static and does not pan or
zoom to follow the player's movement, this method of control works well; no
matter how abruptly the camera angle changes, "Up" will always move the hero
forward, and "Left" will always turn to his left. Two buttons are necessary to
attack - one to draw a weapon, the second to fire - but again, this method has
its benefits, such as preventing random strikes and thus preserving valuable
ammunition.

Gamers have had years to experience the realistic worlds of the PlayStation
2's games, but Resident Evil is Nintendo GameCube's first demonstration of
similar capability. The still camera angles showcase a magnificent manor, lit
by the dynamic lighting of a swinging chandelier or sudden strike of
lightning, casting shadows and reflections. Luigi's mansion is a pale shadow
of this nightmare.

When nightmares become reality and hell breaks loose, the soundtrack will
accompany the player in those tense moments. During less harried but equally
dramatic moments, you'll notice the voice acting has gone from the original's
laughably terrible quality to fairly decent.

The game's "Mature" rating is based primarily on graphic violence and intense
situations. Younger gamers are less likely to imitate their in-game actions
than they are to receive a good fright and maybe have trouble sleeping. Even
the heroine, Jill Valentine, proves herself to not have an iron stomach, so
Capcom expects mature gamers to be made of sterner stuff.

Resident Evil is a mix of old and new, making one of the best games of a
generation ago into one of the best games of today. For those who have yet to
experience survival, here's your first and best reason to buy a Nintendo
GameCube and get in on the ground floor.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 13-May-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
 ************
Topic 6         Wed Jan 12, 2005
KGAGNE                       at 03:22 PST
Sub: Resident Evil 4

Leon Kennedy returns in this Nintendo GameCube exclusive title.

 3 messages
 ************
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Category 41,  Topic 6
Message 1          Wed Jan 12, 2005
KGAGNE [Ken]                 at 03:22 PDT

CAPCOM(R) RELEASES RESIDENT EVIL(R) 4 FOR NINTENDO GAMECUBE(TM)

-Familiar Hero Returns to World Famous Franchise to Explore Unfamiliar
Territory-

SUNNYVALE, Calif. - January 11, 2005 -- Capcom today announced the release of
Resident Evil(R) 4, a terrifying new chapter in the world renowned series,
for the Nintendo GameCube(TM). Based on the popular Resident Evil series,
which has sold more than 24 million units worldwide, Resident Evil 4 sees the
return of a familiar hero on a mission of the highest level. Resident Evil 4
is now available at retailers across North America and carries an "M" rating
for mature audiences by the ESRB (Entertainment Software Rating Board).
In Resident Evil 4 players are reacquainted with Leon S. Kennedy, Raccoon
City Police Department's idealistic rookie cop from Resident Evil 2. It has
been six years since the destruction of Raccoon City and in that time, the
U.S. government has been able to destroy the nefarious Umbrella Corporation.
Fast forward to 2004 and players rejoin Leon, who is now a U.S. agent with a
top-secret mission. He has been tasked to look into the abduction of the
President's daughter and his investigation has led him to a mysterious
location in Europe. As Leon encounters unimaginable horrors, he must find out
who or what is behind everything.

"Capcom's Resident Evil series is synonymous with survival horror. The games
have a long standing reputation for introducing innovation and raising the
bar to create intensely terrifying experiences for players," said Todd
Thorson, director of marketing, Capcom USA. "With a slew of new and
redesigned concepts, Resident Evil 4 presents a fear more real than ever
before. The game is set to revolutionize both the world of Resident Evil and
survival horror."

Resident Evil 4 includes the following new features:

* Unsurpassed visuals - Resident Evil 4 utilizes the GameCube's technological
powers to the fullest, creating breathtaking 3D graphics and effects

* Behind the camera view - Camera follows the player from behind and allows
for intuitive movement

* New never before seen enemies - Creatures that defy the laws of nature!

* Advanced AI - Enemies are now smarter than ever and use their cunning
abilities to team up and attack the player en mass

* Enhanced, deeper story elements - Conversations and monologues can be heard
in real time

* Action button - Pressing the "A" button allows players to perform various
actions

* Aim and shoot - Ability to zero in on enemies with weapons

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. Nintendo, Game Cube, Game Boy and Game Boy Advance are
trademarks of Nintendo. All rights reserved. All other marks are the property
of their respective holders.

 ------------
Category 41,  Topic 6
Message 2          Tue Oct 25, 2005
KGAGNE [Ken]                 at 17:55 PDT

CAPCOM(R) RELEASES RESIDENT EVIL(R) 4
FOR THE PLAYSTATION2 COMPUTER ENTERTAINMENT SYSTEM

-Familiar Hero Returns to World Famous Franchise to Explore Unfamiliar
Territory-

SUNNYVALE, Calif. -  October 25, 2005 -- Capcom today announced the release
of Resident Evil(R) 4 for the PlayStation2 computer entertainment system.
The critically acclaimed survival horror masterpiece arrives on the
PlayStation 2 with brand new features, enhancements and exciting surprises.
Based on the popular Resident Evil series which has sold more than 26 million
units worldwide and is Capcom's highest selling series, Resident Evil 4 sees
the return of a familiar hero on a mission of the highest level.  Resident
Evil 4 is now available at retailers across North America and carries an "M"
rating for mature audiences by the ESRB (Entertainment Software Rating
Board).

In Resident Evil 4 players are reacquainted with Leon S. Kennedy, Raccoon
City Police Department's idealistic rookie cop from Resident Evil 2.  It has
been six years since the destruction of Raccoon City and in that time, the
U.S. government has been able to destroy the nefarious Umbrella Corporation.
Fast forward to 2004 and players rejoin Leon, who is now a U.S. agent with a
top-secret mission.  He has been tasked to look into the abduction of the
President's daughter and his investigation has led him to a mysterious
location in Europe.  As Leon encounters unimaginable horrors, he must find
out who or what is behind everything.

"Capcom's Resident Evil series is synonymous with survival horror.  The games
have a long standing reputation for introducing innovation and raising the
bar to create intensely terrifying experiences for players," said Todd
Thorson, director of marketing, Capcom Entertainment, Inc.  "With a slew of
new and redesigned concepts, Resident Evil 4 presents a fear more real than
ever before.  The game is set to revolutionize both the world of Resident
Evil and survival horror."

Resident Evil 4 includes the following features:
 * Unsurpassed visuals - Resident Evil 4 features breathtaking 3D graphics
and effects
 * Behind the camera view - Camera follows the player from behind and allows
for intuitive movement
 * New never before seen enemies - Creatures that defy the laws of nature!
 * Advanced AI - Enemies are now smarter than ever and use their cunning
abilities to team up and attack the player en mass
 * Enhanced, deeper story elements - Conversations and monologues can be
heard in real time
 * Action button - Pressing the context sensitive button allows players to
perform various actions
 * Aim and shoot - Ability to zero in on enemies with weapons
 * Exclusive new features for PlayStation 2
o        "Separate Ways" - play as Ada Wong in five new chapters that reveal
startling insight into the original storyline
o        New weapons - Leon's P.R.L.412 laser cannon and Ada's gunpowder bow
gun unleash explosive power
o        New costumes for Leon and Ashley
o        Supports true 16:9 widescreen, progressive scan and Dolby Pro Logic
II
o        $39.99 retail price point

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United  Kingdom,
Germany, Tokyo and Hong Kong.  More information about Capcom and its products
can be found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries.  Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc.  All rights reserved.  All other marks
are the property of their respective owners.

 ------------
Category 41,  Topic 6
Message 3          Wed Feb 01, 2006
KGAGNE [Ken]                 at 04:17 PDT

CAPCOM(R)'S RESIDENT EVIL(R) 4 ACHIEVES PLAYER'S CHOICE STATUS
AND EARNS NUMEROUS "GAME OF THE YEAR" ACCOLADES

SUNNYVALE, Calif. - January 31, 2006 -- Capcom(R), a leading worldwide
developer and publisher of video games, today announced its critically
acclaimed survival horror masterpiece, Resident Evil(R) 4, has been awarded
inclusion into Nintendo's Player's Choice program for the Nintendo
GameCube(TM). The game will be relaunched with new packaging at a suggested
retail price of $19.99. In addition to this recent achievement, the rave
reviews from press and overwhelmingly positive feedback from fans for both
the GameCube and PlayStationa2 computer entertainment system versions have
resulted in multiple "Game of the Year" accolades. Based on the popular
Resident Evil series, which has sold more than 27 million units worldwide and
is Capcom's highest selling series, Resident Evil 4 is rated "M" for mature
audiences from the ESRB (Entertainment Software Rating Board).

Just a few weeks into the year, a number of media have already announced
their best of 2005 awards. Highlights include prestigious "Game of the Year"
honors from numerous esteemed outlets including Game Informer, GameSpot,
GamePro, Spike TV Video Game Awards 2005, UGO.com, G4TV's X-Play, Chicago
Tribune, Pittsburgh Post-Gazette, Game Revolution, Lee Enterprises,
GameZone.com, New Times Media, WorthPlaying.com, Real Detroit Weekly,
GameSpot Readers' Choice, Blender's Readers' Poll, IGN Readers' Choice and
Lawrence.com Gamer's Voice Awards. Moreover, the GameCube version of the
title earned first place status among games for the platform from IGN Cube,
GameSpot, GameSpy, GameZone.com, Advanced Media Network and Home Theater
Magazine. Resident Evil 4 was also included on lists of top games for 2005
from high profile media including PSM, Play, Associated Press, Cox News
Service, Gannett News Service, Universal Press Syndicate, San Jose Mercury
News, Maxim Online, Sound & Vision, Tacoma News Tribune, Hartford Courant,
Global Gaming League, Punch Jump and The Oregonian.

In Resident Evil 4 players are reacquainted with Leon S. Kennedy, Raccoon
City Police Department's idealistic rookie cop from Resident Evil 2. It has
been six years since the destruction of Raccoon City and in that time, the
U.S. government has been able to destroy the nefarious Umbrella Corporation.
Fast forward to 2004 and players rejoin Leon, who is now a U.S. agent with a
top-secret mission. He has been tasked to look into the abduction of the
President's daughter and his investigation has led him to a mysterious
location in Europe. As Leon encounters unimaginable horrors, he must find out
who or what is behind everything.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man,
Viewtiful Joe, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Viewtiful Joe
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy, Game Boy
Advance and Nintendo DS are trademarks of Nintendo. All other marks are the
property of their respective owners.
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 ************
Topic 7         Thu May 10, 2001
KGAGNE                       at 12:51 PST
Sub: Resident Evil 0

The prequel to the original Resident Evil - exclusively for Nintendo GameCube.

 3 messages
 ************
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Category 41,  Topic 7
Message 1          Mon Nov 18, 2002
KGAGNE [Ken]                 at 14:46 PDT

CAPCOM* ANNOUNCES THE RELEASE OF RESIDENT EVIL* 0 AN ENTIRELY NEW CHAPTER OF
HORROR NOW AVAILABLE FOR NINTENDO GAMECUBE

SUNNYVALE, Calif. - November 12, 2002 * Capcom(R) Entertainment today
announced the release of Resident Evil* 0 (Zero), the first original Resident
Evil title created specifically for the Nintendo GameCube and the prequel to
the entire series that established the survival horror genre. Utilizing the
GameCube's advanced processing power, Resident Evil 0 promises to amaze
players with flawless animation, living environments and the best graphics in
a video game ever. The Resident Evil series, now more than 20 million units
strong worldwide, has launched an original major motion picture, a line of
action figures, comic books, original soundtrack, trading cards and a series
of novels since its introduction in 1996. Resident Evil 0 carries a "M"
rating for mature audiences from the ESRB (Entertainment Software Rating
Board).

"There are millions and millions of Resident Evil fans around the world who
can now experience the events leading up to the terrifying outbreak from the
original Resident Evil," said Todd Thorson, director of marketing, Capcom
Entertainment. "And, that is only the beginning, Resident Evil 0 for GameCube
is simply the best looking game ever. Capcom will show the world the GameCube
is capable of producing graphics at an entirely new level."

RESIDENT EVIL 0 (ZERO) INCORPORATES AN ALL-NEW GAME SYSTEM:

* 2 Main Characters! Employs the new "Partner Zapping" system - Resident Evil
0 features two main characters: Rebecca, a rookie Raccoon City Police Officer
who first appeared in the original Resident Evil, and Billy, a framed convict
on the run. This new system allows players to follow the adventure of both
characters successively by using the 'Zapping' ability. This ability allows
players to switch between the two main characters at the blink of an eye. If
either character runs out of health, the game is over.

* Best Graphics Anywhere - Resident Evil 0 boasts the most realistic visuals
and gameplay graphics ever! Players will delight as they are engulfed in
environments with dancing fire, tablecloths that sway in the wind and glasses
of water that move with the motion of a train. Capcom's extreme focus on
detail will make this the most bone-chilling chapter in its epic horror
series. Each of the game's characters are modeled with a focus on extreme
realism as zombies have never looked so mangled, undead beasts more grotesque
and playable heroes have never moved or reacted with such human-like
responses.

Resident Evil 0 begins in July of 1998 in the suburbs of Raccoon City, a
small town located in the Midwest. Several reported incidences of people
being eaten by a strange creature have surfaced. The Raccoon city police
department viewed the terrible murders as a top priority and quickly decided
to send in a special task force, the S.T.A.R.S Bravo team. As the team heads
to the scene of the murders, the helicopter that was transporting them begins
to have mechanical problems, eventually crashing deep into the forest
surrounding Raccoon City. While the Bravo Team was successful in escaping
from the crash, they had lost all of their equipment and weapons. As they
began to gather their wits, the team saw a shocking image. Before them lay a
half-destroyed, over-turned transport truck with corpses of several navy
officers that had been gruesomely killed and mangled. Under orders from
Commander Enrico, the Bravo Team began investigating the disappearance of
Captain Billy Coen, one of the officers who was supposed to be in the
over-turned transport yet his remains cannot be found. Little does the Bravo
Team know that this investigation is the beginning of a horrific nightmare.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and the Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

 ------------
Category 41,  Topic 7
Message 2          Fri Nov 22, 2002
KGAGNE [Ken]                 at 19:42 PDT

CAPCOM* UNLEASHES AN 'EVIL' MULTI-MILLION DOLLAR MARKETING CAMPAIGN FOR
RESIDENT EVIL* *

National Television, Print, Radio and Online Advertising For Highly
Anticipated Survival Horror Thriller

SUNNYVALE, Calif. - November 22, 2002 - Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced a
multi-million dollar national marketing campaign to support the recent
release of Resident Evil 0, exclusively for the Nintendo* GameCube. The
marketing campaign, which will run throughout the holiday season, features a
multi-million dollar North American television advertising program that
begins November 25, a slew of print ads in consumer and enthusiast
publications, an extensive radio and online advertising to generate over 250
million consumer impressions.

Often imitated but never reproduced, Resident Evil is the original
blockbuster franchise that established the survival/horror genre of video
games. It was the first video game that successfully captured all of the
intensity, action and drama that horror directors like John Carpenter and
Alfred Hitchcock have achieved in the medium of film. The Resident Evil
series, now more than 20 million units strong worldwide, has launched an
original major motion picture, a line of action figures, comic books,
original soundtrack, trading cards and a series of novels. A sequel major
motion picture film is in development.

"As Capcom's most epic franchise, Resident Evil 0 kicks off with a massive
marketing campaign," said Todd Thorson, director of marketing, Capcom
Entertainment. "All facets of the media campaign convey the intense suspense
and drama that gamers associate with the Resident Evil franchise."

The :30 and :15 second television spots are aimed at adult males, ages 18 to
34 years old, and will appear on network prime, syndicated and cable
programming in the U.S. and Canada including "Saturday Night Live,"
"Smallville," "Howard Stern," and "Smackdown." The print campaign includes
single-page and spread ads that will be featured in leading video game
magazines and dedicated men's publications. Radio promotions will be
dedicated to on air promotional contests targeting the top 30 rated markets
such as New York, Los Angeles, San Francisco, Dallas, Portland, Seattle and
Atlanta, just to name a few. Online marketing promotions include the launch
of the official Resident Evil franchise site, Residentevil.com, which
features a special Resident Evil 0 sweepstakes tied into the print ads,
product information and more.

Resident Evil 0 is the prequel to Resident Evil, the game that first
introduced the world to the mega blockbuster franchise. Utilizing the
GameCube's advanced processing power, Resident Evil 0 will amaze players with
flawless animation, living environments and an all-new game system called
"Partner Zapping"! Play as Rebecca, a rookie Raccoon City Police Officer who
first appeared in the original Resident Evil, and Billy, a framed convict on
the run. The "partner zapping" feature allows players to switch between the
two main characters at the blink of an eye. Players will experience the
brand-new "Zero" chapter and the mysterious events leading up to Umbrella's
catastrophic disaster at the notorious mansion. Resident Evil 0 carries an
"M" rating for mature audiences from the ESRB (Entertainment Software Rating
Board).

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube
and the Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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KGAGNE [Ken]                 at 18:01 PDT

Title       : RESIDENT EVIL 0
Platform    : Nintendo GameCube
Publisher   : Capcom
ESRB Rating : Mature
Game Rating : 9.0
Review by   : Ken Gagne

On the outskirts of the small Midwestern town of Raccoon City, an unspeakable
terror is about to be unleashed. Rebecca Chambers, the greenest member of the
Special Tactics and Rescue Squad (STARS), and Billy Coen, a convicted
murderer, must team up to face a legion of zombies - and worse.

Before the mansion... before the outbreak... there was Zero.

Resident Evil 0 (Zero) for GameCube is the latest in Capcom's hallmark
survival horror series; it's the first original Resident Evil game in almost
three years, and the first ever to appear exclusively on a Nintendo system.

To discover the cause of the mutating virus that's caused such mayhem,
players must explore a train, a corporate training facility, and more. Their
path will often be obstructed not only by monsters, but also curious puzzles,
locked doors, and the like. Exploring the grounds will reveal the items
necessary to unblock the way deeper into the mystery.

Characters can hold only so many of these items, though. In previous Resident
Evil games, items could be deposited and retrieved from a rare few storage
boxes. In Zero, items may be dropped anywhere. Though this system also has
its disadvantages, it is overall a convenience to players, allowing them to
more readily manage their inventory.

The greatest innovation exhibited in Zero, however, is the "Zapping" system.
At almost any point, gamers may switch control between Rebecca and Billy.
These two heroes can split up to search different areas, or work together.
The computer assumes control of the player's partner, allowing the two
characters to fight monsters simultaneously.

The Zapping system is exactly what was needed to make Zero a truly new
Resident Evil. Though the series is known for its visual quality and
interwoven storylines, the gameplay itself has stagnated somewhat. And while
the circumstances in which Zero's heroes find themselves may be no different
from previous Resident Evils, at least the approach is new, qualifying Zero
as a step in the right direction - or in any direction.

It's not just the software that shows off, but the hardware, too. The
GameCube demonstrates its graphical prowess here with the same graphics
engine used in the remake of the original Resident Evil, released for
GameCube earlier this year. The attention to detail is absolutely astounding.
Despite (or due to) the undead denizens, the environments couldn't be
livelier. Flickering flames, swinging limbs and handcuffs, rolling bottles,
and splattering rain combine with characters that breathe and light sources
that cast shadows to create far from static surroundings.

Despite its innovations, Resident Evil Zero is Resident Evil nonetheless,
with situations and surroundings that are almost uncomfortably familiar. But
its gameplay and graphics are improved over its predecessors, while adding
new depth to a plot that has run through the entire series. Zero is just the
beginning.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 18-Nov-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net
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Topic 8         Thu May 10, 2001
KGAGNE                       at 12:52 PST
Sub: Resident Evil: Code Veronica

Resident Evil: Code Veronica, released in 2000 for the Sega Dreamcast and
August 2001 for Sony PlayStation 2 under the name "Code Veronica X".
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Category 41,  Topic 8
Message 1          Fri Aug 17, 2001
KGAGNE [Ken]                 at 08:53 PDT

This game is released next week for the Sony PlayStation 2, under the name
"Code Veronica X".  A non-interactive DVD sampler is available at your local
gaming store.

-Ken

 ------------
Category 41,  Topic 8
Message 2          Fri Sep 07, 2001
KGAGNE [Ken]                 at 06:43 PDT

I got my copy of REC:VX this week, complete with non-interactive DVD of
"Wesker's Report" (Wesker was last seen in the original Resident Evil) and
t-shirt.

I never played the Dreamcast version of this game, but I am looking forward to
trying this one.  I assume the graphics are at least as good, and that, as
Capcom tends to do when porting games in this series, there are at least a few
new extras.  Also, I've never played a Resident Evil on anything but a
PlayStation, so I'll prolly be more comfortable with the controls in this
version than I would on another system.

-Ken

 ------------
Category 41,  Topic 8
Message 3          Mon Aug 11, 2003
KGAGNE [Ken]                 at 08:12 PDT

Resident Evil Code: Veronica X ships for GameCube on Oct 21.

 ------------
 ************
Topic 9         Thu May 10, 2001
KGAGNE                       at 12:53 PST
Sub: Resident Evil Gaiden

Resident Evil hits the Game Boy Color.
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Message 1          Thu Jun 06, 2002
KGAGNE [Ken]                 at 09:55 PDT

CAPCOM(R) RELEASES RESIDENT EVIL(R) GAIDEN
TERROR IS BOUNDING FOR THE GAME BOY COLOR

SUNNYVALE, Calif. - June 4, 2002ae Capcom Entertainment today announced the
release of Resident Evil Gaiden, a new chapter in Capcom's acclaimed Resident
Evil series for the Game Boy Color system. Resident Evil Gaiden is a
combination of the survival-horror and first person shooting genres featuring
well-known characters Barry Burton and Leon Kennedy. Resident Evil Gaiden was
developed for Capcom by Virgin Interactive and has been rated "T" for teens
by the Entertainment Software Rating Board.

Resident Evil Gaiden will include the following features:
* Multiple players to control - Players control three characters - Barry
Burton, Leon Kennedy or the new character, Lucia.
* Dramatic cut-scenes - Resident Evil Gaiden will feature slide-show
animation that will progress the story along and provide answers to the
secrets that lie ahead.
* Challenging gameplay - From finding keys, putting out fires and switching
on power generators, Gaiden features all of the mind-bending puzzles that
players have come to expect from the Resident Evil series.
* Two genres in one - As players explore, they will view their character and
surroundings in 3D isometric view. Once battle takes place, the action shifts
to first-person mode, where players must face the evil zombies or fail.
* Two modes of play - Top down exploration and first-person combat
* Amazing graphics - Resident Evil Gaiden offers some of the strongest
visuals ever on the Game Boy Color. With stunning graphics and detailed
storyline, players will forget entirely that they are playing on a handheld
system.
* Intelligent enemies - Enemies can detect players using sight and field of
view

In Resident Evil Gaiden, the story begins inside the hideout of the legendary
S.T.A.R.S. elite attack force as one of the original members, Barry Burton,
discusses a distressing problem with a mysterious elderly woman. A new type
of B.O.W. (Bio Organic Weapon) has been developed by the insidious Umbrella
corporation and it is believed onboard the luxury cruise liner, Starlight.
The Starlight has already begun its voyage to Europe and now rests somewhere
in the middle of the Atlantic. Leon S. Kennedy, the acclaimed star of
Resident Evil 2, was assigned to eliminate the B.O.W. His last communication
confirmed that he was aboard the Starlight, but he hasn't been heard from
since. For an unexplainable reason, Barry can't figure out why a poem he
learned as a child, suddenly has returned to him - "I loathe the ocean and
the secrets it holds - forever deep, dark and cold" sending a chill down his
spine. Have the horrors of Raccoon City returned?

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
Nintendo(R) 64 and Xbox game consoles, Game Boy(R) Advance and Game Boy(R)
Color Systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.
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Topic 11        Thu May 10, 2001
KGAGNE                       at 12:54 PST
Sub: Resident Evil: Survivor/Dead Aim

Resident Evil: Survivor/Gun Survivor/Dead Aim, first-person shooters for
PSOne and PlayStation 2.
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Category 41,  Topic 11
Message 1          Sat Dec 22, 2001
KGAGNE [Ken]                 at 15:55 PDT

This game is like House of the Dead, but instead of progressing on rails (ie,
on a prechosen route and at a pre-programmed pace), players can move and turn
freely.  The area in which they have to do so is no larger than if the game
*was* on rails, and the controls made it very difficult to turn and take a
bead on nearby enemies, as they chomped away at your vitals.

Not fun.  I can't imagine it did well, but I think a PlayStation 2 sequel just
came out.

-Ken

 ------------
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Topic 12        Thu May 10, 2001
KGAGNE                       at 12:55 PST
Sub: Resident Evil Outbreak

An online game for the PlayStation 2.
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Message 1          Mon Oct 13, 2003
KGAGNE [Ken]                 at 06:26 PDT

Outbreak is currently schedules for an ides of March release, and will feature
online multiplayer.

Penny Arcade forsees some problems combining multiplayer with Resident Evil's
esoteric puzzles:

http://www.penny-arcade.com/view.php3?date=2003-10-13

 ------------
Category 41,  Topic 12
Message 2          Tue Mar 30, 2004
KGAGNE [Ken]                 at 18:55 PDT

CAPCOM RELEASES RESIDENT EVIL(R) OUTBREAK

-GAME EXPANDS LIMITS OF RESIDENT EVIL UNIVERSE -

SUNNYVALE, Calif. - March 30, 2004 -- Capcom, a leading worldwide developer
and publisher of video games, today announced the release of Resident Evil
Outbreak for the PlayStation2 computer entertainment system. Fear is
redefined in Resident Evil Outbreak, a new concept for the Resident Evil
universe. The game supports both off-line single player and online
multiplayer game modes. The Resident Evil series is one of the most
successful video game franchises in history having sold more than 24 million
units worldwide. Resident Evil Outbreak is now available at retailers across
North America and carries an "M" rating for mature audiences by the ESRB
(Entertainment Software Rating Board).

Resident Evil Outbreak tells the dramatic story of an outbreak caused by a
secret biological weapon infecting the people of Raccoon City. Citizens are
turning into flesh-eating zombies that swarm the streets. Players wage war
against the pharmaceutical giant, Umbrella, who is responsible for the events
leading up to this disaster. In the shadow of this nightmare are a few
desperate survivors. They must find a way to get out of the city before the
government quarantines the entire area by firing a missile and destroying all
proof of existence. Players must beat the clock or die trying.

"Resident Evil Outbreak marks the return of the award-winning and
multi-million unit selling Resident Evil franchise to the PlayStation 2,"
said Todd Thorson, director of marketing, Capcom USA. "With the release of
this innovative title, Capcom delivers a new gaming experience that expands
the possibilities of the franchise and the survival horror genre itself."

Resident Evil Outbreak retains the signature Resident Evil storytelling,
visuals, and bone-chilling audio that Capcom's survival-horror fans demand.
The game introduces an all-new story, an assortment of new playable
characters, and dozens of non-player characters (NPC's). Players can
experience the horror with up to four concurrent players in network mode or
one-player accompanied by two computer AI characters in single player
off-line mode. By cooperating with and helping fellow characters, players
work together to advance through a variety of scenarios as they try to escape
the city.

Among the many features Resident Evil Outbreak will deliver are:

Unique cast of eight playable characters - all are ordinary residents in
Raccoon City, each with different strengths, special abilities and
perspectives of the storyline

Five unique scenarios

A variety of non-playable characters (NPC's) encountered throughout each
scenario

More freedom than past Resident Evil games with multiple options for
progressing through levels

Two control schemes - D-pad for classic Resident Evil fans and new analog
option for Devil May Cry type control

More than 260 special items scattered throughout the game

Random, unpredictable placement of enemies that changes players' experiences

Result point system which can be used to unlock items in the extensive
collection mode including unlockable characters, art gallery and more

Ability to play as a zombie once virus gauge reaches 100%, in network mode

Use of ordinary items as weapons such as brooms and pipes

In-depth profile which tracks player statistics including play time, types of
weapons used, distance walked and more

HDD hard drive support enhances gameplay

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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CAPCOM ANNOUNCES RESIDENT EVIL(R) OUTBREAK FILE #2

-Players Can Run, But Can't Hide From the Horrors of Raccoon City-

SUNNYVALE, Calif. - April 9, 2004 -- Capcom, a leading worldwide developer
and publisher of video games, today announced Resident Evil Outbreak File #2
(working title), for the PlayStation2 computer entertainment system. Resident
Evil Outbreak File #2 unfolds further scenarios in the saga of eight average
Raccoon City citizens in their desperate quest to escape the zombie infested
town. The game supports both single player offline and up to four player
network modes. The Resident Evil series is one of the most successful video
game franchises in history, with worldwide sales of more than 24 million
units. Resident Evil Outbreak File #2 is set for release throughout North
America this winter.

Resident Evil Outbreak File #2 continues the dramatic story of an outbreak
caused by a secret biological weapon infecting the people of Raccoon City.
Citizens are turning into flesh-eating zombies that swarm the streets. In the
shadow of this nightmare are a few desperate survivors. They must find a way
to get out of the city before they fall victim to the hordes of undead
creatures and before the government has a chance to wipe out the entire area
to prevent the disaster from spreading.

"Resident Evil Outbreak introduced an innovative new twist to the classic
Resident Evil games that defined the meaning of survival horror," said Todd
Thorson, director of marketing, Capcom USA. "This second installment takes it
to the next level by offering fresh content with creative new settings,
scenarios, enemies and puzzles for an even deeper, more satisfying gameplay
experience."

Resident Evil Outbreak File #2 retains the signature Resident Evil
storytelling, visuals, and bone-chilling audio that Capcom's survival-horror
fans demand. Players join the eight characters from the first game in all new
terrifying scenarios, with assorted locales, different enemies and further
details of the truth behind the catastrophic events. Players can experience
the unique concept of fear experienced in groups with up to four concurrent
players in network mode or one-player offline accompanied by two computer AI
characters. The key to survival will be cooperating with and helping fellow
characters as they fight to survive the various scenarios.

Resident Evil Outbreak File #2 includes the following features:

* Unique cast of eight playable characters - all are ordinary residents in
Raccoon City, each with different strengths, special abilities and
perspectives of the storyline

* All new scenarios

* More unexpected twists and turns, new challenges, never before seen enemies
and much more!

* A variety of non-playable characters (NPC's) encountered throughout each
scenario

* More freedom than past Resident Evil games with multiple options for
progressing through levels

* Two control schemes - D-pad for classic Resident Evil fans and new analog
option for Devil May Cry type control

* Random, unpredictable placement of enemies that changes players'
experiences

* Result point system which can be used to unlock items in the extensive
collection mode including unlockable characters, art gallery and more

* Use of ordinary items found throughout the scenarios as weapons

* In-depth profile which tracks player statistics including play time, types
of weapons used, distance walked and more

* HDD hard drive support enhances gameplay

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.
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General discussion of the Street Fighter, Darkstalkers, and Marvel vs.
fighting games from Capcom.  Game-specific talk may be relocated to a more
appropriate topic.
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KGAGNE [Ken]                 at 11:13 PDT

CAPCOM AND NUBYTECH ANNOUNCE STREET FIGHTER
CONTROLLERS FOR SONY PLAYSTATION(R)2 COMPUTER ENTERTAINMENT SYSTEM

LOS ANGELES, Calif., May 7, 2004 - NubyTech(R) announced today the launch of
a series of special limited edition controllers for the PlayStation(R)2
computer entertainment system, which are uniquely designed to commemorate the
15th Anniversary of the Street Fighter series of video games from Capcom. The
prototype of the controller will be displayed at Capcom's booth at the E3
Tradeshow in Los Angeles, between May 12 and 14, 2004. The controllers are
scheduled to be released at retail outlets throughout North America on July
27, in conjunction with the Street Fighter Anniversary Collection game from
Capcom.

"Our innovative design for the upcoming Street Fighter controllers will be
the hottest thing this year." stated Birute Tursa, NubyTech's director of
marketing. "NubyTech will truly revolutionize the industry with a combination
of new technology, creative design, and the ever popular Street Fighter
brand."

"We are thrilled to be in partnership with NubyTech with their introduction
of the Street Fighter controller," said Todd Thorson, director of marketing
at Capcom. "The controllers are fantastic! There's no better way to enjoy the
ultimate fighting game during this year's 15th Anniversary celebration of
Street Fighter!"

NubyTech will also have available removable Street Fighter console decals for
the player's PlayStation(R)2. These unique decals will give your
PlayStation(R)2 some beautiful artwork from the Street Fighter world for the
ultimate Street Fighter experience.

NubyTech also plans to release a Street Fighter Anniversary Edition Arcade
Stick as well as support the release of the Street Fighter Anniversary
Collection for the Xbox video game system from Microsoft with an Xbox arcade
stick and controllers. For more information on the Street Fighter line of
video game accessory products check out a dedicated website
www.streetfightercontroller.com or www.hotgamestuff.com

About NubyTech Inc.
NubyTech Inc., headquartered in Los Angeles, CA, is a leading manufacturer
and designer of video game accessories for major gaming systems including the
PlayStation(R)2 Entertainment System, Nintendo(R) GameCube(R), Game Boy
Advance(R) and Sony's PlayStation(R)2(R) video game system. NubyTech(R) has
been very dedicated to its customers, and has earned a wide recognition by
focusing on setting high quality standards, innovative designs, product
research and development, and excellent customer service. For more
information visit us at www.nubytech.com.

About Capcom
Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective owners
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STREET FIGHTER(R) ANNIVERSARY COLLECTION MARKS
15 years OF "hadoken" FOR XBOX(TM)

- World Renowned Franchise Delivers Arcade Competition to Xbox(TM) Live -

SUNNYVALE, Calif. - May 7, 2004 -- To commemorate the 15th anniversary of its
world renowned street brawlers that started a phenomenon and created a
generation of video game fighters, Capcoma today announced Street Fighter(R)
Anniversary Collection for the Xbox(TM) video game system from Microsoft.
This collection also marks for the first time in North America, a Street
Fighter title that will be online enabled via Xbox(TM) Live. Bringing
together an all encompassing fighting title, the collection will be comprised
of Hyper Street Fighter II, a blend of the previous Street Fighter II
editions which will incorporate the character variations and features found
throughout the series, and the arcade smash hit Street Fighter(R) III: 3rd
Strike. Street Fighter Anniversary Collection is scheduled for release
throughout North American streets in the fall 2004. To date, the Street
Fighter franchise has sold more than 27 million units worldwide.

Hyper Street Fighter II in itself is a compilation with a unique spin. Rather
than simply including conversions of the five entries in the series: Street
Fighter II, Street Fighter II Champion Edition, Street Fighter II Hyper
Fighting, Super Street Fighter II: The New Challengers, and Super Street
Fighter II Turbo, the game lets you mix and match characters from the
different versions for a plethora of different match-ups and replayability.

Hyper Street Fighter II features three different modes of gameplay and a
gallery option is available as an added perk for fans. Arcade Mode simulates
the single-player Street Fighter experience where gamers must work their way
through a ladder of opponents until they face off against the final boss. VS
Mode allows two friends to select characters in the game and battle it out.
Finally, Training Mode lets gamers hone their fighting skills against a CPU
opponent. A gallery option is also featured which house a collection of each
of the game's introductions as well as their respective music tracks.

Hyper Street Fighter II offers the following features:
* Blends five games in one - Hyper Street Fighter II blends the best of the
five entries to the "Street Fighter II" series which include: Street Fighter
II, Street Fighter II Champion Edition, Street Fighter II Hyper Fighting,
Super Street Fighter II: The New Challengers, and Super Street Fighter II
Turbo

* A vast selection of characters - Mix and match all characters and their
variations from previous Street Fighter II editions to create countless dream
matches of epic proportions. Concoct such matches as Ryu from the original
Street Fighter II as he uses a rapid light kick while a second Ryu counters
with a Super Combo from Street Fighter II Turbo's unique Super Combo System

* Gallery Mode - Access a collection of the various introductions, music
soundtracks, images and character background information from all conversions
of the Street Fighter II series

Street Fighter III: 3rd Strike offers a total of 19 different playable
characters, each with their own special ability including Makoto, a Karate
expert from Japan; Q, a mysterious entity with no explanation of his
existence; Twelve, a humanoid weapon developed to follow orders and destroy
upon command; and Remy, a Frenchman who is seeking to ease his grief through
revenge. Chun Li, the famous martial arts expert, makes a cameo appearance
and is selectable at the beginning. Furthermore, a Grade Judge System that
evaluates players' performance at the end of each match and the Progressive
Hit Frame System, a programming technique that delivers calculated hits and
collisions are also available.

Street Fighter III: 3rd Strike features various modes of play adding
unparalleled depth and replayability. Arcade Mode is a direct conversion from
the arcade where players must defeat numerous computer-controlled characters
until they meet the final boss. VS Mode offers true two-player competitive
matches where players can adjust the handicap and select different stages.
Training Mode allows players to practice various moves and combos and
configure a dummy character to execute specific moves. Training Mode lets
players practice the fine art of parrying against a programmable dummy
opponent.

Street Fighter III: 3rd Strike offers the following features:
* Grade Judge System -- Player's performance is evaluated at the end of each
match. The evaluation is based not only on the outcome, but also the match
play and how efficiently each character's moves are used. Players must
perform brilliantly to achieve a high grade.
* Progressive Hit Frame System -- This programming technique enables a more
realistic "Hit Frame" or "Collision Box" detection. The area in which a
player makes contact with their opponent is precisely calculated and based on
a single frame of animation.
* Super Arts Move - Players choose one of the three Super Arts available to
each character
* Parrying - Player's perform a dodge move by pushing the direction button
towards the opponent at the exact moment of opponent attack
* Leap Attack - Move allows players to attack an opponent who is performing a
crouching block



Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. Microsoft, Xbox and the Xbox Logos are either registered
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other
countries and are used under license from Microsoft. All rights reserved. All
other marks are the property of their respective holders.

 ------------
Category 42,  Topic 1
Message 3          Thu Jul 15, 2004
KGAGNE [Ken]                 at 13:05 PDT

CAPCOM'S STREET FIGHTER(R) 15th ANNIVERSARY CELEBRATION
COMMENCES THIS MONTH AT COMICCON

SUNNYVALE, Calif. - July 15, 2004 - Capcom(R) Entertainment, a leading
worldwide developer and publisher of video games, today announced that the
official celebration for the 15th Anniversary of Street Fighter(R) kicks off
July 22, 2004 at the International Comic Book Convention in San Diego. Capcom
will showcase footage from the upcoming Street Fighter Anniversary Collection
for the PlayStation(R)2 computer entertainment system and Xbox(TM) video game
system from Microsoft and licensees will have on display exclusive Street
Fighter merchandise. To date, Street Fighter remains one of the world's most
popular arcade fighting games and has sold more than 27 million units
worldwide.

The Street Fighter celebration, at "ComicCon" in San Diego, commemorates the
15th anniversary of Capcom's world renowned street brawlers that started a
phenomenon and created a generation of video game fighters. In addition to
new game footage, Capcom will have several arcade units for fans to challenge
each other to classic fights, with unique prizes, posters and other Capcom
giveaways.

Appearing at the Capcom booth (#4229) will be the artists from Udon
Entertainment, creators of the hot new Street Fighter comic book series, who
will have on-hand an exclusive Capcom Summer Special comic available only at
ComicCon. Other unique items available for viewing and ordering include
limited edition Street Fighter controllers from Nuby Tech and the upcoming
"Capcom World Tournament" role-playing game from Living Room Games. Fans can
also check out the new Street Fighter action figures from S.O.T.A. Toys, and
pick up the exclusive convention two-pack set of Ryu vs. Bison.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. (C) CAPCOM CO., LTD. 2004 (C) CAPCOM U.S.A., INC. 2004.
ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox
Logos are either registered trademarks or trademarks of Microsoft Corporation
in the U.S. and/or other countries and are used under license from Microsoft.
All rights reserved. All other marks are the property of their respective
holders.

 ------------
Category 42,  Topic 1
Message 4          Tue Aug 31, 2004
KGAGNE [Ken]                 at 14:36 PDT

CAPCOM CELEBRATES 15 YEARS OF "HADOKEN" WITH THE RELEASE OF
STREET FIGHTER(TM) ANNIVERSARY COLLECTION

- World Renowned Franchise Delivers Compilation with Hyper Street Fighter II
and Street Fighter III: 3rd Strike -

SUNNYVALE, Calif. - August 31, 2004 -- To commemorate the 15th anniversary of
its world renowned street brawlers that started a phenomenon and created a
generation of video game fighters, Capcoma today announced the release of
Street Fighter(TM) Anniversary Collection for the PlayStationa2 computer
entertainment system. Bringing together an all encompassing fighting title,
the collection is comprised of Hyper Street Fighter II, a blend of the
previous Street Fighter II editions which incorporate the character
variations and features found throughout the series, the arcade smash hit
Street Fighter(R) III: 3rd Strike and the full length feature film Street
Fighter II: The Animated Movie. Street Fighter Anniversary Collection is now
available at retailers across North America and carries a "T" rating for teen
audiences by the ESRB (Entertainment Software Rating Board). To date, the
Street Fighter franchise has sold more than 27 million units worldwide.

Hyper Street Fighter II in itself is a compilation with a unique spin. Now
players can choose fighters from a roster of characters that span the classic
street fighter games that made the series a legend: Street Fighter II, Street
Fighter II Champion Edition, Street Fighter II Hyper Fighting, Super Street
Fighter II: The New Challengers, and Super Street Fighter II Turbo.

Hyper Street Fighter II features three different modes of gameplay and a
gallery option is available as an added perk for fans. Arcade Mode simulates
the single-player Street Fighter experience where gamers must work their way
through a ladder of opponents until they face off against the final boss. VS
Mode allows two friends to select characters in the game and battle it out.
Finally, Training Mode lets gamers hone their fighting skills against a CPU
opponent. A gallery option is also featured which house a collection of each
of the game's character introductions as well as their respective music
tracks.

Hyper Street Fighter II offers the following features:
* Mix and match characters and their variations from all five entries to the
"Street Fighter II" series which include: Street Fighter II, Street Fighter
II Champion Edition, Street Fighter II Hyper Fighting, Super Street Fighter
II: The New Challengers, and Super Street Fighter II Turbo

* A vast selection of characters - Concoct dream matches of epic proportions
including battles with Ryu from the original Street Fighter II as he uses a
rapid light kick while a second Ryu counters with a Super Combo from Street
Fighter II Turbo's unique Super Combo System

* Gallery Mode - Access a collection of the various introductions, music
soundtracks, images and character background information from all conversions
of the Street Fighter II series

Street Fighter III: 3rd Strike offers a total of 19 different playable
characters, each with their own special ability including Makoto, a Karate
expert from Japan; Q, a mysterious entity with no explanation of his
existence; Twelve, a humanoid weapon developed to follow orders and destroy
upon command; and Remy, a Frenchman who is seeking to ease his grief through
revenge. Chun Li, the famous martial arts expert, makes a cameo appearance
and is selectable at the beginning. Furthermore, a Grade Judge System that
evaluates players' performance at the end of each match and the Progressive
Hit Frame System, a programming technique that delivers calculated hits and
collisions are also available.

Street Fighter III: 3rd Strike features various modes of play adding
unparalleled depth and replayability. Arcade Mode is a direct conversion from
the arcade where players must defeat numerous computer-controlled characters
until they meet the final boss. VS Mode offers true two-player competitive
matches where players can adjust the handicap and select different stages.
Training Mode allows players to practice various moves and combos and
configure a dummy character to execute specific moves. Training Mode lets
players practice the fine art of parrying against a programmable dummy
opponent.

Street Fighter III: 3rd Strike offers the following features:
        *       Grade Judge System -- Player's performance is evaluated at
the end of each match. The evaluation is based not only on the outcome, but
also the match play and how efficiently each character's moves are used.
Players must perform brilliantly to achieve a high grade.
        *       Progressive Hit Frame System -- This programming technique
enables a more realistic "Hit Frame" or "Collision Box" detection. The area
in which a player makes contact with their opponent is precisely calculated
and based on a single frame of animation.
        *       Super Arts Move - Players choose one of the three Super Arts
available to each character
        *       Parrying - Player's perform a dodge move by pushing the
direction button towards the opponent at the exact moment of opponent attack
        *       Leap Attack - Move allows players to attack an opponent who
is performing a crouching block

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Breath of Fire
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game
Boy Advance are trademarks of Nintendo. Microsoft, Xbox and the Xbox Logos
are either registered trademarks or trademarks of Microsoft Corporation in
the U.S. and/or other countries and are used under license from Microsoft.
All rights reserved. All other marks are the property of their respective
owners.

 ------------
Category 42,  Topic 1
Message 5          Thu Jan 26, 2006
KGAGNE [Ken]                 at 13:54 PDT

CAPCOM(R) PACKS A PUNCH WITH STREET FIGHTER(R) ALPHA ANTHOLOGY
FOR THE PLAYSTATIONa2 COMPUTER ENTERTAINMENT SYSTEM

-Five Prized Arcade Fighters United for First Time-

SUNNYVALE, Calif. - January 24, 2006 - You win! The ultimate in arcade
brawlers comes home as Capcom(R) today announced Street Fighter(R) Alpha
Anthology for the PlayStationa2 computer entertainment system, a monumental
compilation of the entire Street Fighter(R) Alpha arcade series. The
collection features direct arcade conversions of Street Fighter(R) Alpha,
Street Fighter(R) Alpha 2, Street Fighter(R) Alpha 2 Gold and Street
Fighter(R) Alpha 3 which have never before been available together in one
package. As an added bonus, the "pint-sized" Super Gem Fighter Mini Mix(R)
(also released on consoles as Pocket Fighter(R)), is included which brings
the total to five action packed games on one disc. Street Fighter Alpha
Anthology is scheduled for release throughout North America in summer 2006.
To date, the Street Fighter franchise has sold more than 27 million units
worldwide.

All titles in the collection feature three core gameplay options. Arcade mode
pits competitors against a series of CPU controlled opponents in order to
beat the game. Versus mode allows two players to choose among the cast of
characters for intense head-to-head battles. Fighters can practice special
moves and combos to hone their skills in the training mode. Additionally, all
four Alpha titles feature survival mode as well as a dramatic battle mode
which allows 2-on-1 tag team matches.

Street Fighter Alpha brings together a cast of 13 characters from the
collective Street Fighter universe. The series' inaugural title introduces
super combos and alpha counters to add a new dimension to fighting. Street
Fighter Alpha 2 ups the ante with 18 fighters and several new options
including high and low Alpha counters as well as more moves and combos for
each character. In addition, the second title launches the Custom Combo
system which lets players use up a super meter to perform devastating
multi-hit combos. Street Fighter Alpha 2 Gold is an enhanced version of the
previous game featuring different versions of some of the characters. The
most robust entry, Street Fighter Alpha 3, includes an unprecedented 25
characters and offers players the choice of three "isms" fighting styles made
popular in previous Street Fighter games. Super Gem Fighter Mini Mix rounds
out the anthology with miniature versions of popular Capcom fighters in
fierce battles. Combatants vie to collect power-up gems as they perform an
array of special attacks and powerful combos.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man,
Viewtiful Joe, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Street Fighter, Capcom and its
products can be found on the company's web site at www.capcom.com or
www.capcom.com/streetfighter/.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Viewtiful Joe
are registered trademarks or trademarks of Capcom Co., Ltd., in the U.S. or
other countries. Street Fighter is a registered trademark of Capcom U.S.A.,
Inc. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. All rights reserved. All other marks are the
property of their respective owners.

 ------------
 ************
Topic 2         Fri May 11, 2001
KGAGNE                       at 10:54 PST
Sub: Street Fighter

The first and rarely-seen Street Fighter game.

 2 messages
 ************
 ------------
Category 42,  Topic 2
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:16 PDT

I've never even seen the original Street Fighter.  Does anyone have any
experience of how similar or dissimilar it is to the ever-popular Street
Fighter II?

-Ken

 ------------
Category 42,  Topic 2
Message 2          Mon Oct 15, 2001
A2.DAIN [Dain]               at 16:05 PDT


I know so very little of the original Street Fighter.  If memory serves me it
was a game closer to Final Fight than Street Fighter II.(Not sure about that),
but I am pretty sure that there were only a few characters.  Like Ken and Ryu.


As far as I know it wasn't a huge hit;)


Dain

 ------------
 ************
Topic 3         Fri May 11, 2001
KGAGNE                       at 10:54 PST
Sub: Street Fighter II

The ever-popular sequel and all its incarnations: Championship Edition, Turbo,
Super, Super Turbo, Super Turbo Revival.

 5 messages
 ************
 ------------
Category 42,  Topic 3
Message 1          Thu May 31, 2001
KGAGNE [Ken]                 at 21:04 PDT

There are five varieties of this game, all released during the midst of the
16-bit console wars.

Street Fighter II was the original release, with eight playable characters.
Also appeared on Super Nintendo.

Street Fighter II Championship Edition made the four boss characters - Balrog,
Vega, Sagat, and M.Bison - playable.  Also appeared on Sega Genesis.

Street Fighter II Turbo added more moves and speed, such as Chun Li's
fireball.  Appeared on SNES.  There were several homebrew (illegal) versions
of this game floating around various arcades.

Super Street Fighter II added four new characters: Fei Long, T.Hawk, Cammy,
and Dee Jay.  Appeared on SNES.

Super Street Fighter II Turbo added Turbo Meters and Moves.  Appeared on 3DO,
of all machines.

Of the original sixteen characters in these games, Fei Long was the only one
not to appear in Street Fighter: The Movie.

-Ken

 ------------
Category 42,  Topic 3
Message 2          Thu May 31, 2001
KGAGNE [Ken]                 at 21:10 PDT

I just read that Street Fighter II Turbo was Capcom's official response to the
illegal hacks that were floating around Taiwan.  So the hacks came first.  One
of them was called "Street Fighter II Rainbow Edition".  Ken and Ryu's
fireballs and hurricane kicks could be performed in the air, as could Chun
Li's; E.Honda's hundred hand slap threw a fireball and could be done in the
air; etc.

Street Fighter II Championship Edition (SF2:CE) is aka Street Fighter II Dash.

-Ken

 ------------
Category 42,  Topic 3
Message 3          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:18 PDT

A Game Boy Advance (GBA) version of the last edition of the Street Fighter II
line, Super Street Fighter II Turbo, will be released on October 24th under
the name Super Street Fighter II Turbo Revival.

I love adjectives. :)

-Ken

 ------------
Category 42,  Topic 3
Message 4          Sat Oct 13, 2001
SYNDICOMM [Sheppy]           at 22:28 PDT

>>>Super Street Fighter II Turbo Revival

To be followed up by "Super Street Fighter II Turbo Revival II: The Next
Generation of Street Fighting Turbo Revivals." :)

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 42,  Topic 3
Message 5          Thu Jan 05, 2006
KGAGNE [Ken]                 at 10:25 PDT

CAPCOM(R) ANNOUNCES STREET FIGHTER(R) II' HYPER FIGHTING
FOR XBOX LIVE(R) ARCADE ON XBOX 360(TM)

-Exclusive New "Quarter Match" Pays Homage to Arcade Roots-

LAS VEGAS - January 5, 2006 -- Capcom(R), a leading worldwide developer and
publisher of video games, today announced its first title for Xbox Live(R)
Arcade, Street Fighter(R) II' Hyper Fighting. In addition to several offline
modes and numerous leaderboards and achievements, the game takes advantage of
the new online features of Xbox 360(TM) video game and entertainment system
from Microsoft and the console's powerful processing capabilities to create a
seamless online multiplayer experience. Among several online game options is
an exclusive mode called "Quarter Match", which introduces a new way of
reliving the exhilarating arcade experience at home. Xbox 360 users can
connect to the Xbox Live(R) online game service and access Xbox Live Arcade
to download a free, feature-limited version of the game which offers two
playable characters for one match. When they are ready for the ultimate retro
gaming experience, users can then unlock the full version of the game,
enabling players to choose from all eight original characters as well as four
boss characters, each with their own special endings and home levels. Street
Fighter II' Hyper Fighting will be available on Xbox Live Arcade in early
2006.

"We are extremely excited to partner with Capcom on Xbox Live Arcade," said
Greg Canessa, Group Manager of Xbox Live Arcade at Microsoft. "Street Fighter
is one of the most recognized and successful game franchises in history and
it is an absolute honor to bring the arcade classic Street Fighter II' Hyper
Fighting to Xbox 360 users across the globe. Offering this flagship title in
Xbox Live Arcade and imbuing it with full Xbox Live support is the answer to
many gamers' dreams, including mine."

Street Fighter II' Hyper Fighting includes the following features:
Online game modes
o "Quarter Match" - entirely new mode specifically created for Xbox Live
Arcade
This spectator-based system is a tribute to the title's arcade roots,
allowing online competitors to use a "virtual quarter" to "buy into" heated
two player matches
"Quarters" are used to virtually represent players and pays homage to the
arcade tradition of claiming the right to play the next game
Recapturing the spirit of swarming crowds at arcades, onlookers can watch the
current brawl in a game lobby as they wait to battle the victor
Voice chat support allows players to discuss the battle and even trash talk
the current fighters
Competitors can highlight each other's "quarters" to check out their gamer
tag data or add them as friends
Before entering the game lobby, users can choose either the competitive or
casual option which determines whether stats are tracked or not
o Quick Match - jump into a match quickly for instant action
o Optimatch - the best possible match is determined by sorting through a set
of filters including number of rounds, turbo speed, chat on or off and
friends only
o Create Game - the most popular method for coordinating invite-only matches
among friends which allows you to choose among several settings and host
games
Offline game options
        o       Arcade Mode - simulates the single-player Street Fighter
experience where gamers must work their way through a ladder of opponents
until they face off against the final boss
        o       Vs. Mode - allows two friends to select characters and battle
it out
        o       Training Mode - lets gamers practice their fighting skills
against a CPU character
        o       CPU Battle - duke it out against a CPU opponent
Comprehensive leaderboards
        o       Overall - the most coveted leaderboard showcases the best
overall players from around the globe as determined by a simple point-based
system
        o       Monthly - uses the point-based system to designate the best
players in the past 30 days
        o       Best Character - rankings based on who is the best at using
each game character
        o       Consecutive Wins - tracks winning streaks to see who has won
the most matches in a row
Achievements - complete more than 10 offline and online objectives
Fully customizable control options - players can map attacks to any of the
main buttons and have the choice to map all three punches and/or all three
kicks to a single button which simplifies complex moves
Updated menu screens provide easier navigation
5.1 surround sound
Sound options control the volume of the music and sound effects

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man,
Viewtiful Joe, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Street Fighter, Capcom and its
products can be found on the company's web site at www.capcom.com or
www.capcom.com/streetfighter/.

###

Capcom, Mega Man, Resident Evil, Onimusha, Devil May Cry and Viewtiful Joe
are either registered trademarks or trademarks of Capcom Co., Ltd., in the
U.S. or other countries. Street Fighter is a registered trademark of Capcom
U.S.A., Inc. Xbox, Xbox 360, and Xbox Live are either registered trademarks
or trademarks of Microsoft Corporation in the United States and/or other
countries. All rights reserved. All other marks are the property of their
respective owners.

 ------------
 ************
Topic 6         Fri May 11, 2001
KGAGNE                       at 10:54 PST
Sub: Street Fighter III

Capcom finally learned to count to three, including the number of versions of
this game, including Double Impact and Third Strike.

 4 messages
 ************
 ------------
Category 42,  Topic 6
Message 1          Sat Mar 13, 2004
KGAGNE [Ken]                 at 13:54 PDT

This game, released in 1999 in the arcades and in 2000 for the Sega Dreamcast,
will be releaased for the Sony PlayStation this year.

My question: why?  Aren't we due for Street Fighter IV by now?

-Ken

 ------------
Category 42,  Topic 6
Message 2          Sun Mar 14, 2004
A2.DAIN [Dain]               at 08:46 PDT


Street Fighter II for the SNES is still one of my favorite games.  I never have
got to try many of the other incarnations though.  Mostly because I paid nearly
$70 for Street Fighter II and went into "I'm in college and am totally broke
now" mode.

Were there any Street Fighter II games or of that same series that were ever
released for the Game Cube?

As far as Street Fighter III goes.  It's actually coming out for the original
Playstation?  Or Playstation 2.  I was going to say, if it came out for the
PSOne that would be pretty neat since it gives people who couldn't afford to
upgrade some games to play.

Dain
 ------------
Category 42,  Topic 6
Message 3          Sun Mar 14, 2004
KGAGNE [Ken]                 at 17:54 PDT

That was an oversight on my part in the previous post.  It's the PlayStation 2
(PS2) that is receiving SFIII.

-Ken

 ------------
Category 42,  Topic 6
Message 4          Wed Apr 07, 2004
KGAGNE [Ken]                 at 10:23 PDT

STREET FIGHTER(R) ANNIVERSARY COLLECTION MARKS
15 years OF "hadoken"

- World Renowned Franchise Delivers Compilation with Hyper Street Fighter II
and Street Fighter III: 3rd Strike -

SUNNYVALE, Calif. -- April 6, 2004 -- To commemorate the 15th anniversary of
its world renowned street brawlers that started a phenomenon and created a
generation of video game fighters, Capcom today announced Street Fighter(R)
Anniversary Collection for the PlayStation2 computer entertainment system.
Bringing together an all encompassing fighting title, the collection will be
comprised of Hyper Street Fighter II, a blend of the previous Street Fighter
II editions which will incorporate the character variations and features
found throughout the series, and the arcade smash hit Street Fighter(R) III:
3rd Strike. Street Fighter Anniversary Collection is scheduled for release
throughout North American streets this summer. To date, the Street Fighter
franchise has sold more than 27 million units worldwide.

Hyper Street Fighter II in itself is a compilation with a unique spin. Rather
than simply including conversions of the five entries in the series: Street
Fighter II, Street Fighter II Champion Edition, Street Fighter II Hyper
Fighting, Super Street Fighter II: The New Challengers, and Super Street
Fighter II Turbo, the game lets you mix and match characters from the
different versions for a plethora of different match-ups and replayability.

Hyper Street Fighter II features three different modes of gameplay and a
gallery option is available as an added perk for fans. Arcade Mode simulates
the single-player Street Fighter experience where gamers must work their way
through a ladder of opponents until they face off against the final boss. VS
Mode allows two friends to select characters in the game and battle it out.
Finally, Training Mode lets gamers hone their fighting skills against a CPU
opponent. A gallery option is also featured which house a collection of each
of the game's introductions as well as their respective music tracks.

Hyper Street Fighter II offers the following features:
* Five games in one - Hyper Street Fighter II is a collection of all five
entries to the "Street Fighter II" series which include: Street Fighter II,
Street Fighter II Champion Edition, Street Fighter II Hyper Fighting, Super
Street Fighter II: The New Challengers, and Super Street Fighter II Turbo
* A vast selection of characters - Mix and match all characters and their
variations from previous Street Fighter II editions to create countless dream
matches of epic proportions. Concoct such matches as Ryu from the original
Street Fighter II as he uses a rapid light kick while a second Ryu counters
with a Super Combo from Street Fighter II Turbo's unique Super Combo System
* Gallery Mode - Access a collection of the various introductions, music
soundtracks, images and character background information from all conversions
of the Street Fighter II series



Street Fighter III: 3rd Strike offers a total of 19 different playable
characters, each with their own special ability including Makoto, a Karate
expert from Japan; Q, a mysterious entity with no explanation of his
existence; Twelve, a humanoid weapon developed to follow orders and destroy
upon command; and Remy, a Frenchman who is seeking to ease his grief through
revenge. Chun Li, the famous martial arts expert, is selectable at the
beginning. Furthermore, a Grade Judge System that evaluates players'
performance at the end of each match and the Progressive Hit Frame System, a
programming technique that delivers calculated hits and collisions are also
available.

Street Fighter III: 3rd Strike features various modes of play adding
unparalleled depth and replayability. Arcade Mode is a direct conversion from
the arcade where players must defeat numerous computer-controlled characters
until they meet the final boss. VS Mode offers true two-player competitive
matches where players can adjust the handicap and select different stages.
Training Mode allows players to practice various moves and combos and
configure a dummy character to execute specific moves. Training Mode lets
players practice the fine art of parrying against a programmable dummy
opponent.

Street Fighter III: 3rd Strike offers the following features:
* Grade Judge System -- Player's performance is evaluated at the end of each
match. The evaluation is based not only on the outcome, but also the match
play and how efficiently each character's moves are used. Players must
perform brilliantly to achieve a high grade.
* Progressive Hit Frame System -- This programming technique enables a more
realistic "Hit Frame" or "Collision Box" detection. The area in which a
player makes contact with their opponent is precisely calculated and based on
a single frame of animation.
* Super Arts Move - Players choose one of the three Super Arts available to
each character
* Parrying - Player's perform a dodge move by pushing the direction button
towards the opponent at the exact moment of opponent attack
* Leap Attack - Move allows players to attack an opponent who is performing a
crouching block

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1979, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other
marks are the property of their respective holders.

 ------------
 ************
Topic 11        Fri May 11, 2001
KGAGNE                       at 10:55 PST
Sub: Street Fighter Alpha 3

Yet another prequel.

 1 message
 ************
 ------------
Category 42,  Topic 11
Message 1          Tue Dec 03, 2002
KGAGNE [Ken]                 at 11:07 PDT

EXPERIENCE ARCADE PERFECTION IN THE PALM OF YOUR HAND WITH CAPCOM'S
AWARD-WINNING STREET FIGHTER* ALPHA 3 FOR GAME BOY(R) ADVANCE

SUNNYVALE, Calif. - December 3, 2002 - Ready? Fight! Capcom* , the publisher
who created the fighting game genre with its monumental Street Fighter*
series, today announced the release of Street Fighter Alpha 3 for the Game
Boy* Advance video game system. Street Fighter Alpha 3 is a direct conversion
of the arcade fighting game, Street Fighter Alpha 3 Upper that was released
last year in Japan. Street Fighter Alpha 3 boasts the largest cast in the
series, reuniting more than 30 well-known characters from the world famous
Street Fighter Universe and adds three new characters from Capcom vs. SNK 2.
This Game Boy Advance version also includes special hidden characters made
popular in the arcade version and two players can play head-to-head using the
link cable. Street Fighter Alpha 3 is rated 'T' for teen audiences by the
ESRB (Entertainment Software Rating Board).

Street Fighter Alpha 3 gives players a host of new options and brings back
the "ism" fighting styles made popular in prior Street Fighter games. From
the Street Fighter Alpha series, A-ism lets the player select the general
combo system and choose from three different degrees of super combos. From
Super Street Fighter II Turbo, players who select an X-ism cannot block in
the air but can command one very powerful super combo move. V-ism is an
enhanced version of the custom combo system found in Street Fighter Alpha 2,
allowing the player to inflict multiple hit damage on opponents with their
custom combo. A turbo selection is available prior to a match allowing for
lightning speed action. In addition, Street Fighter Alpha 3 offers faster
gameplay, more precise control and rapid move reversals, with multiple layers
of scrolling.

Street Fighter Alpha 3 also includes multiple modes of play. The Single mode
is a conversion of the arcade version, pitting players against the CPU
characters as they proceed through the stages. Survival mode allows gamers to
fight against a series of enemies until getting KO'd. Dramatic Battle mode
lets players team up with a CPU to fight an enemy. Final Battle mode lets
players fight the final boss. In Training mode, players can hone their skills
and practice custom combos.

Street Fighter Alpha 3 brings together Street Fighter favorites Ryu, Ken, E.
Honda, Sagat, Vega, Cammy, Chun Li, Charlie, Rose, Birdie, Adon, Dan, Akuma,
Bison, and Gen. The game also sees the return of Sakura, Ryu's number one
teenage fan and Rolento, Sodom, Guy and Cody from the Final Fight series.
Three favorites from the famous Street Fighter II series, yoga master
Dhalsim, the Russian wrestler Zangief and the electrifying Blanka also join
the

line-up. From the Super Street Fighter II series are T. Hawk, Dee' Jay and
Fei-Long. Karin the arch rival of Sakura and R. Mika a wrestler who idolizes
the power of the Russian wrestler Zangief are also included. This Game Boy
Advance version unlocks Juli and Juni the all-new mysterious henchmen of
Bison and Balrog who were previously hidden characters in the arcade version.
Joining the cast from Capcom vs. SNK 2 are Yun, Maki, and Eagle.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color video
game systems, personal computers, and coin-operated games. Worldwide
recognizable product lines include the Resident Evil, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London, and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

 ------------
Category 43 Megaman
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 14:34 PST
Sub: General Discussion

General discussion of the Megaman games from Capcom.  Game-specific talk may
be relocated to a more appropriate topic.

 8 messages
 ************
 ------------
Category 43,  Topic 1
Message 1          Mon Jun 11, 2001
KGAGNE [Ken]                 at 12:26 PDT

The NES Megaman games (1-6) were rereleased in Japan for the Sony PlayStation,
which is very cool.  What's very UNcool is that, rather than a "classics
compilation," each game was its own disc of $20+. :b

-Ken

 ------------
Category 43,  Topic 1
Message 2          Fri Sep 12, 2003
KGAGNE [Ken]                 at 13:25 PDT

CAPCOM(R) BRINGS TOGETHER THE ULTIMATE MEGA MAN(tm) ANTHOLOGY IN THE MEGA
MAN(tm) ANNIVERSARY COLLECTION

SUNNYVALE, Calif * September 12, 2003 * Capcom today takes players on a
retrospective journey through the evolution of their renowned blue action
hero with the announcement of the Mega Man Anniversary Collection, a
compilation of Mega Man titles for the PlayStation*2 computer entertainment
system and the Nintendo GameCube(tm). Featuring hours of endless
entertainment, the Mega Man Anniversary Collection is an anthology of classic
Mega Man games (Mega Man 1 through Mega Man 8) from the Nintendo
Entertainment System, Super Nintendo Entertainment System, Game Boy,
PlayStation game console and arcade systems. This set will also include two
never-before-released-in-the-US Mega Man arcade games: Mega Man the Power
Battle and Mega Man 2 the Power Fighters. The Mega Man Anniversary Collection
is scheduled to release throughout North American in February 2004. The ESRB
(Entertainment Software Rating Board) rating is pending.

"The Mega Man Anniversary Collection pays tribute to the brainchild behind
this multimillion unit selling franchise, Keiji Inafune, and the original
games that he created," said Todd Thorson, director of marketing, Capcom
Entertainment. "It gives gamers, who have not experienced the Mega Man
phenomenon, an opportunity to play the titles that redefined the platform
genre."

In the Mega Man Anniversary Collection, players will be challenged to see if
they have the skills to master some of the most extreme Mega Man titles ever
released and to unlock a cache of bonus features that includes 30 minutes of
anime, producer interviews, footage from the original TV commercials, and a
history of the series. This ultimate set provides a comprehensive look at
Mega Man's progression through the years, as this near human robot embarked
on his journey to becoming one of the longest running videogame icons to
date. Take a trip down memory lane, reliving Mega Man's numerous quests to
defeat Dr. Wily and his attempts to control the world and its resources.
Gamers will reacquaint themselves with past adversaries such as Elect Man,
Metal Man, Gemini Man, Pharaoh Man, Centaur Man, and Tengu Man, just to name
a few. The Mega Man Anniversary Collection encompasses everything a new and
hard-core fan would want for their existing library.

The Mega Man Anniversary Collection will include the following features:
* 10 Mega Man games on one disk -
o Mega Man 1 through Mega Man 8
O Two never before released in the US Mega Man arcade games: Mega Man the
Power Battle and Mega Man 2 the Power Fighters
* Additional content - Unlock hidden original artwork, producer interviews,
footage from the original TV commercials, anime videos and information about
the entire franchise
* Updated soundtracks

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo(R) GameCube,
and Xbox* video game system, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Devil May Cry, Street Fighter, Mega
Man, Breath of Fire, and Onimusha series. World headquarters in Osaka, Japan,
the company also has offices in Tokyo, Hong Kong, London and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.
###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Auto Modellista, Mega Man and Breath of Fire are trademarks of
Capcom Co., Ltd. All rights reserved. "PlayStation" and the "PS" Family logo
are registered trademarks of Sony Computer Entertainment Inc. Nintendo
GameCube and Nintendo 64 are trademarks of Nintendo of America Inc. Xbox and
Microsoft are trademarks of Microsoft Corp. All other marks are the property
of their respective holders.

 ------------
Category 43,  Topic 1
Message 3          Sun Oct 12, 2003
KGAGNE [Ken]                 at 14:07 PDT

Capcom* DEBUTS MULTI NETWORK MEDIA CAMPAIGN FOR MEGA MAN(tm)

National Television Advertising to Support Newest Mega Man Titles

SUNNYVALE, Calif. * October 10, 2003 * Capcom Entertainment, a leading
worldwide developer and publisher of video games, today announced its plans
to launch a North American television advertising program in support of two
new Mega Man(tm) titles, Mega Man X7 for the PlayStation*2 computer
entertainment system and Mega Man Zero 2 for the Game Boy* Advance. The media
campaign is set to begin October 13 and will generate over 50 million
consumer impressions during its three week run.

Capcom's Mega Man franchise continues its prominence in video game
entertainment and is one of the hottest licensed properties to emerge from
electronic entertainment. The popularity of the character has even inspired
an all-new TV anime series, Mega Man: NT Warrior, which airs nationally on
the Kids' WB! To fully support a license of this stature, Capcom has
initiated a massive marketing campaign which encompasses a variety of
consumer promotions and corporate partnerships as well as television, radio
and print advertising.

"This TV media campaign will help kick off the release of two great new
additions to the Mega Man library," said Todd Thorson, director of marketing,
Capcom Entertainment. "Mega Man's 15th anniversary celebration is in full
swing and there's still much more in store for Mega Man fans."

The :30 and :15 second television spots are aimed at the youth and teen
markets, ages 6-14 years old, and will appear during after school and weekend
time-slots. The TV spots will air in the U.S. and Canada on network,
syndicated and cable programming including "Scooby Doo," "Pokemon,"
"Yu-Gi-Oh," and "Spongebob Squarepants." The TV spots supplement the massive
marketing campaign for Mega Man's 15th anniversary.

The upcoming titles, Mega Man X7 and Mega Man Zero 2 expand the lineup of
already released Mega Man titles this year including Mega Man & Bass, Mega
Man Battle Network 3: White and Blue versions all for the Game Boy* Advance
as well as Mega Man Network Transmission for the Nintendo GameCube(tm).

Mega Man Zero 2 is the sequel to the award winning title and offers a fast
paced action game that introduces a two player mode allowing players to
battle each other using a Game Link(r) Cable. This new feature brings forth a
new style of gameplay to unsuspecting Game Boy fans across the world. Mega
Man Zero 2 is scheduled to ship October 14 to retailers across North America.

Mega Man X7 marks the debut of the Mega Man franchise on the PlayStation*2
computer entertainment system. This blockbuster franchise is the continuing
adventure of Mega Man and his quest to rid the world of evil. Mega Man X7
introduces a new mysterious character named Axl and also features familiar
heroes Mega Man and his trusted friend, Zero. The game makes use of a new
double hero system and a full 3-D environment where different traits from the
series come together to deliver an all-encompassing sequel. Capcom plans a
North America release October 14.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 23 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(r) game
console, PlayStation(r)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(r) Advance and Game Boy(r) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man, P.N.03 and Breath of Fire are trademarks of
Capcom Co., Ltd. (c)CAPCOM CO., LTD. 2003 (c) CAPCOM U.S.A., INC. 2003. ALL
RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo GameCube and Nintendo
64 are trademarks of Nintendo of America Inc. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.

 ------------
Category 43,  Topic 1
Message 4          Wed May 26, 2004
KGAGNE [Ken]                 at 20:45 PDT

Three college students in Detroit shot a trailer for a live-action Mega Man
movie:

http://www.planet-megaman.com/mmmovie/

 ------------
Category 43,  Topic 1
Message 5          Fri Jun 18, 2004
KGAGNE [Ken]                 at 13:04 PDT

Capcom(R) LAUNCHES MASSIVE MARKETING CAMPAIGN
to support release of three new mega man(TM) titles

SUNNYVALE, Calif. - June 18, 2004 - Capcom Entertainment, a leading worldwide
developer and publisher of video games, today announced its plans to launch a
North American television advertising program in support of its upcoming June
release Mega Man(TM) titles: Mega Man(R) Anniversary Collection for both the
PlayStation(R)2 computer entertainment system and the Nintendo GameCube(TM),
and Mega Man Battle Network 4 in two versions- Red Sun and Blue Moon both for
the Game Boy(R) Advance video game system. The televised media campaign is
set to begin on June 21 and will generate more than 50 million consumer
impressions during its three week run. The new TV ads will support the
overall extensive marketing initiative, which includes print and online
advertising, a radio campaign, an online campaign, licensed merchandise as
well as promotional and retail partnerships.

"The continued momentum of Mega Man is a true testament to the popularity of
this video game icon," said Todd Thorson, director of marketing, Capcom
Entertainment. "The strength of this well-known franchise combined with the
extensive marketing support will make the upcoming Mega Man games must-haves
for consumers everywhere!"

The :30 and :15 second television spots are aimed at the youth and teen
markets, ages 6-14 years old, and will appear during after school and weekend
time-slots. The TV spots will air in the U.S. and Canada on broadcast,
syndicated and cable services during programs such as Kids' WB!'s "Pokemon,"
"Yu-Gi-Oh!" "Jackie Chan Adventures," and "Teen Titans." In addition, Mega
Man NT Warrior, the successful television anime series based on the popular
Mega Man character which airs nationally on Kids' WB!, the #1 broadcast
network for kids, debuted its new second season on Saturday, May 5, and
continues to pull in top rankings.

Further initiatives include a print campaign which features high profile ads
that will run in top video game magazines and consumer magazines including
Electronic Gaming Monthly, Nintendo Power, Game Informer as well as Disney
Adventures, Sports Illustrated for Kids and Boys' Life. Online efforts
include targeted email ads, a comprehensive Mega Man website and special
offers. Nintendo and Kids' WB! have also partnered with Capcom to execute
consumer promotions surrounding the upcoming titles. Licensed merchandise
based on the popular Mega Man characters will include action figures,
t-shirts and comic books. National retail support will consist of programs
such as pre-order and point of sale purchase campaigns at major retail
outlets.

The Mega Man Anniversary Collection is an anthology of classic Mega Man games
(Mega Man 1 through Mega Man 8) from the Nintendo Entertainment System, Super
Nintendo Entertainment System, PlayStation game console and arcade systems.
This set will also include two never-before-released-in-the-US Mega Man
arcade games: Mega Man the Power Battle and Mega Man 2 the Power Fighters.
Mega Man Anniversary Collection is rated 'E' for everyone by the ESRB
(Entertainment Software Rating Board) and will be available at retailers
across North America this month. A Game Boya Advance version will be
available this fall that consists of the classic Mega Man titles (Mega Man I
- V) from the Game Boy(R) system.

The Battle Network video game series features a school boy named Lan and his
friend, Mega Man.EXE in their adventures to rid the net of viruses and other
cyber world enemies. Players experience varied environments as they traverse
the real world with Lan and navigate the virtual realm with Mega Man in
action packed battles. The main focus of Mega Man Battle Network 4 is a
tournament system where players will encounter a variety of cyber enemies
that must be defeated. Each version of Mega Man Battle Network 4 presents
many challenges for players as they encounter different enemies, battle
chips, souls and characters. A Game Link(R) Cable can be used for competitive
gameplay and battle chip exchanges. Mega Man Battle Network 4 Red Sun and
Mega Man Battle Network 4 Blue Moon are set to release this month throughout
North America.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man, P.N.03 and Breath of Fire are trademarks of
Capcom Co., Ltd. (C) CAPCOM CO., LTD. 2004 (C) CAPCOM U.S.A., INC. 2004. ALL
RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of
CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, GameCube, Game Boy
and Game Boy Advance are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective holders.

 ------------
Category 43,  Topic 1
Message 6          Wed Jun 23, 2004
KGAGNE [Ken]                 at 20:57 PDT

CAPCOM(R) BRINGS TOGETHER THE ULTIMATE MEGA MAN(TM)
ANTHOLOGY WITH THE RELEASE OF MEGA MAN(R) ANNIVERSARY COLLECTION

SUNNYVALE, Calif. - June 22, 2004 -- Capcom(R) today takes players on a
retrospective journey through the evolution of their renowned blue action
hero with the release of Mega Man Anniversary Collection for the Nintendo
GameCube(TM) and the PlayStationa2 computer entertainment system. The Mega
Man Anniversary Collection is an anthology of classic Mega Man games (Mega
Man 1 through Mega Man 8) from the Nintendo Entertainment System, Super
Nintendo Entertainment System, PlayStation game console and arcade systems.
This set includes two never-before-released-in-the-US Mega Man arcade games:
Mega Man the Power Battle and Mega Man 2 the Power Fighters. Mega Man
Anniversary Collection is rated 'E' for everyone by the ESRB (Entertainment
Software Rating Board) and is now available at retailers across North
America.

 "The Mega Man Anniversary Collection pays tribute to the brainchild behind
this multimillion unit selling franchise, Keiji Inafune, and the original
games that he created," said Todd Thorson, director of marketing, Capcom
Entertainment. "It gives gamers, who have not experienced the Mega Man
phenomenon, an opportunity to play the titles that redefined the platform
genre."

In the Mega Man Anniversary Collection, players will be challenged to see if
they have the skills to master some of the most extreme Mega Man titles ever
released and to unlock a cache of bonus features that includes 30 minutes of
anime, a producer interview and a history of the series. The Mega Man
Anniversary Collection provides a comprehensive look at Mega Man's
progression through the years, as this near human robot embarked on his
journey to become one of the longest running videogame icons to date.  Take a
trip down memory lane, reliving Mega Man's numerous quests to defeat Dr. Wily
and his attempts to control the world and its resources.  Gamers will
reacquaint themselves with past adversaries such as Metal Man, Gemini Man,
Pharaoh Man, Centaur Man, and Tengu Man, just to name a few.  The Mega Man
Anniversary Collection encompasses everything a new and hard-core fan would
want for their existing library.

 The Mega Man Anniversary Collection will include the following features:
 * 10 Mega Man games on one disk -
   - Mega Man 1 through Mega Man 8
   - Two never-before-released-in-the-US Mega Man arcade games: Mega Man the
Power Battle and Mega Man 2 the Power Fighters

 * Additional content - Unlock a producer interview (GameCube only), an anime
video (PlayStation 2 only), hidden original artwork, and remixed music
inspired by the original Mega Man series.

 * All new soundtracks are available in Navi mode for the PlayStation 2.

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment.  Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong.  More information about Capcom and its products can be
found at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd.  Onimusha, Devil May Cry and Breath of Fire are
trademarks of Capcom Co., Ltd.  "PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer Entertainment Inc.  Nintendo, Game
Cube, Game Boy and Game Boy Advance are trademarks of Nintendo.    All rights
reserved. All other marks are the property of their respective holders.

 ------------
Category 43,  Topic 1
Message 7          Wed Aug 25, 2004
KGAGNE [Ken]                 at 15:03 PDT

BLUE BOMBER FANS REJOICE AS NUBYTECH(R) AND CAPCOM(R)
ANNOUNCE NEW MEGA MAN(R) CONTROLLERS

LOS ANGELES, Calif. - August 25, 2004 - NubyTech(R) and Capcom(R) today
announced the upcoming release of its limited edition Mega Man(R) controllers
for the PlayStation(R)2 computer entertainment system and the Nintendo
GameCube. The controllers feature a hi-tech design to bring out the
futuristic feel of the Mega Man X series. NubyTech will also add customized
Mega Man console decals to the collection so that gamers can enhance their
videogame playground with futuristic graphics of their favorite hero. For
more information please check out a dedicated website
www.megamangamestuff.com.

"Mega Man is an extremely strong franchise with a dedicated fan base. We are
very proud to introduce a line of video game accessories for Mega Man. We
have integrated some innovative features and electric design into our Mega
Man products to add some excitement to the Mega Man gaming experience,"
remarked Paul Chen, NubyTech's President and COO.

"The Mega Man series redefined the platform genre and with each new chapter,
the franchise continues to evolve and expand, offering gamers more ways to
enjoy the beloved blue bomber," said Todd Thorson, director of marketing,
Capcom USA. "With the Mega Man X themed NubyTech products, fans of the series
can fully immerse themselves in two great new Mega Man adventures this
holiday season."

Capcom plans to release two new Mega Man X titles this holiday season: Mega
Man(R) X8 for the PlayStation 2 and Mega Man X Command Mission(TM) for both
the PlayStation 2 and GameCube. Mega Man X8 is a high speed action game
starring Mega Man and his allies, Zero and Axl. Mega Man X Command Mission is
a role playing game set within the Mega Man X universe. The Mega Man
franchise, celebrating more than 15 years of entertaining kids of all ages,
has sold more than 20 million units worldwide.

About NubyTech Inc.

NubyTech Inc., headquartered in Los Angeles, CA, is a leading manufacturer
and designer of video game accessories for major gaming systems including the
PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM) and Game
Boy(R) Advance. NubyTech has been very dedicated to its customers, and has
earned a wide recognition by focusing on setting high quality standards,
innovative designs, product research and development, and excellent customer
service. For more information visit us at www.nubytech.com.

About Capcom

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, Game Cube, Game Boy
and Game Boy Advance are trademarks of Nintendo. All rights reserved. All
other marks are the property of their respective owners.

 ------------
Category 43,  Topic 1
Message 8          Wed Jan 04, 2006
KGAGNE [Ken]                 at 06:47 PDT

Look for a single-disc collection compiling all seven "Mega Man X" games:

http://cube.ign.com/articles/585/585735p1.html

 ------------
 ************
Topic 2         Fri May 11, 2001
KGAGNE                       at 10:34 PST
Sub: Megaman

For Nintendo.

 1 message
 ************
 ------------
Category 43,  Topic 2
Message 1          Mon Jun 11, 2001
KGAGNE [Ken]                 at 12:27 PDT

I remember seeing an advertisement for this game in the Nintendo Fun Club
newsletter.  The print read something like, "Over one million bits of gaming
fun!"

I think that's probably how they got the name Megaman, as opposed to his
original Japanese name, Rockman. (in either version, he has a "sister," Roll)

-Ken

 ------------
 ************
Topic 15        Fri May 11, 2001
KGAGNE                       at 10:36 PST
Sub: Megaman X5

For Sony PlayStation.

 3 messages
 ************
 ------------
Category 43,  Topic 15
Message 1          Wed May 30, 2001
KGAGNE [Ken]                 at 12:34 PDT

I tried playing this game the other day.  Good God!  It's no cakewalk, and I
don't mean that in the "it's challenging" sense.  It's a shame that Capcom
decided they had to make the game so frustrating it was no longer enjoyable.

-Ken

 ------------
Category 43,  Topic 15
Message 2          Wed May 30, 2001
SYNDICOMM                    at 13:44 PDT

Heh.  That's one of my two biggest pet peeves about video games:

1. Games that are too hard to play unless you're amazingly talented.

2. Games that start out fine, or even easy, then become difficult more quickly
than your skills actually improve, resulting in a few levels worth of
enjoyment followed by so much frustration that you give up.

Play balancing is a tricky business and not many developers get it right.

--
Eric "Sheppy" Shepherd                                    sheppy@syndicomm.com
Owner, Syndicomm                                      http://www.syndicomm.com
                       Building communities, bit by bit.

 ------------
Category 43,  Topic 15
Message 3          Wed May 30, 2001
KGAGNE [Ken]                 at 14:02 PDT

Sheppy,

Megaman X5 seems to require more luck and memorization than it does amazing
talent.  Unavoidable enemies appear from nowhere, screens scroll to fast for a
player to react accordingly, etc.

One of the strangest games I ever played was Giga Wing, an arcade and
Dreamcast shooter.  There is so much enemy fire on the screen it is absolutely
impossible to avoid dying every ten seconds.  Yet players have infinite lives.
I still haven't figured out the point of such a game.  Does it matter how well
or poorly I do, if I'm going to win anyway?

-Ken

 ------------
 ************
Topic 17        Tue Oct 14, 2003
KGAGNE                       at 17:13 PST
Sub: Megaman X7

Released 10/03 for PlayStation 2.

 1 message
 ************
 ------------
Category 43,  Topic 17
Message 1          Tue Oct 14, 2003
KGAGNE [Ken]                 at 17:14 PDT

CAPCOM*'S 'MEGA' FRANCHISE MOVES TO PLAYSTATION*2 IN MEGA MAN(tm) X7

SUNNYVALE, Calif. * October 14, 2003 - Capcom(R) today debuts its Mega
Man(tm) franchise on the PlayStation*2 computer entertainment system with the
release of Mega Man X7. The Mega Man series of products has sold more than 17
million units worldwide and this year celebrates its 15th anniversary with a
whole host of activities and promotions. This blockbuster franchise is the
continuing adventure of Mega Man and his quest to rid the world of evil. Mega
Man X7 stars Mega Man and his trusted friend, Zero, and takes players into a
full 3-D environment where different traits from the series come together to
deliver an all-encompassing sequel. Mega Man X7 is rated "E" for everyone by
the ESRB (Entertainment Software Rating Board) and is now available at
retailers across North America.

Mega Man X7 3 boasts the following features:

* Player Change - Switch between your main and sub characters at any time to
effectively defeat enemies and progress through the game.

* Transforming gameplay - Depending on the area, the player will experience
the game in different perspectives. This can range from a traditional 2D
scrolling title to 1/4 overhead view similar to popular strategy based games.
Players will also experience many boss battles set in a 3D action perspective
similar to that of Capcom's acclaimed Mega Man Legends series. Traditional 2D
stages are not only made into full 3D polygons but it also adds dimensional
twists to the gameplay.

* Auto Lock-on System - Players can quickly lock onto an enemy within attack
range. They can also change targets and aim at an enemy's weak spot.

* A Mysterious New Character named "Axl" - Axl will have a unique ability
unlike any other and add more strategic elements to the game.

Capcom will honor Mega Man's 15th anniversary with a massive yearlong
campaign of consumer promotions and corporate partners. In addition, Capcom
will release six new titles to the franchise in 2003 that include Mega Man &
Bass, Mega Man Battle Network 3: White and Blue versions and Mega Man Zero 2
for the Game Boy*Advance; Mega Man Network Transmission for the Nintendo
GameCube(tm) and Mega Man X7 for the PlayStation*2 computer entertainment
system.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London and Sunnyvale, California. The
company is publicly traded on the Tokyo Stock Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd.. (C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS
RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.,
LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. The ratings icon is a registered trademark of the
Interactive Digital Software Association. All other marks are the property of
their respective holders. All rights reserved. *CAPCOM Co., Ltd. 2003 All
rights reserved.

 ------------
 ************
Topic 24        Thu Jun 19, 2003
KGAGNE                       at 10:18 PST
Sub: Mega Man Battle Network

A pair of strategy games for the Game Boy Advance.

 2 messages
 ************
 ------------
Category 43,  Topic 24
Message 1          Thu Oct 23, 2003
KGAGNE [Ken]                 at 14:44 PDT

NET-NAVI AFICIONADOS ARE PUT TO THE TEST IN CAPCOM'S
MEGA MAN(tm) BATTLE CHIP CHALLENGE FOR THE GAME BOY(R) ADVANCE

SUNNYVALE, Calif. * October 23, 2003 * Capcom*, a leading worldwide developer
and publisher of video games, today announced plans to release Mega Man
Battle Chip Challenge for the Game Boy(R) Advance and Game Boy(R) Advance SP.
Mega Man Battle Chip Challenge adds a new dimension to one-on-one virtual
trading card games by allowing fans of the franchise to 'program' select
offensive and defensive moves to execute against opponents during a worldwide
Battle Chip tournament set within the Battle Network universe. Expanding upon
the strategy elements that are synonymous with the Battle Network series,
gamers are encouraged to tactically build their 'deck of cards' in an effort
to eliminate the competition. Capcom plans to release Mega Man Battle Chip
Challenge in January 2004. The Entertainment Software Rating Board (ESRB)
rating is pending.

Mega Man Battle Chip Challenge takes place in a network era, where everyone
carries a PErsonal Terminal (PET) with a quasi character program known as a
Net-Navi, the search is on for the savviest of Net Brawlers. Contenders from
around the world will convene to fight in the Battle Chip Grand Prix
tournament. Those who play their chips right will win the title of "Best
Battle Chip Challenger and World Champ".

In Mega Man Battle Chip Challenge, players must strategically gather up to 10
battle chips from the data library to build a program deck that instructs
their Net-Navi to perform specialized moves and attacks upon an opponent.
Once the battle begins, the Navi will act independently as it squares off
against other challengers in a semi-automatic turn-based format. This new
card game system adds depth to gameplay by allowing gamers to experience the
fun of 'simple programming.' As tournaments are won, new and rare battle
chips are awarded to power up the player's Net-Navi. Furthermore, gamers will
have the opportunity to play as one of six characters from the Battle Network
series including Mega Man, Guts Man and Roll.

Mega Man Battle Chip Challenge boasts the following features:

* The fun of simple programming - Players assemble a 'program deck' where
they can arrange a series of moves and attacks to be performed against their
opponents by choosing from a selection of Battle Chips.
* Choose characters from the Battle Network universe - including Mega Man,
Guts Man, and Roll.
* Three modes of gameplay:
  o  Battle Chip GP Mode - Select and enter various Battle Chip Grand Prix
tournaments to win awards and rare battle chips in order to qualify for other
events.
  o Free Battle Mode - Compete against the AI's characters in a continuous
series of battles.
  o Tournament Mode - Utilize Net-Navi codes to initiate a Net Battle
showdown with another friend via the Game Link(R) Cable or store up to 100
different 'decks' that your friends have created  and battle against their
'programs.'
* Execute specialized moves and sword maneuvers with Battle Chips and Battle
Cards

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(tm)
and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R) Color
Systems, personal computers, and coin-operated games. Worldwide recognizable
product lines include the Resident Evil, Street Fighter, Mega Man, Breath of
Fire, and Onimusha series. World headquarters in Osaka, Japan, the company
also has offices in Tokyo, Hong Kong, London, Germany and Sunnyvale,
California. The company is publicly traded on the Tokyo Stock Exchange code
number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Devil May Cry, Onimusha, Mega Man and Breath of Fire are trademarks
of Capcom Co., Ltd. "PlayStation" and the "PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Nintendo, GameCube, Game Boy
and Game Boy Advance are trademarks of Nintendo. Xbox and Microsoft are
trademarks of Microsoft Corp. All rights reserved. All other marks are the
property of their respective holders.

 ------------
Category 43,  Topic 24
Message 2          Wed Mar 03, 2004
KGAGNE [Ken]                 at 13:40 PDT

NET-NAVI AFICIONADOS ARE PUT TO THE TEST IN CAPCOM'S MEGA MAN(TM) BATTLE CHIP
CHALLENGE FOR THE GAME BOY(R) ADVANCE

SUNNYVALE, Calif. - March 2, 2004 - Capcom, a leading worldwide developer and
publisher of video games, today announced the release of Mega Man Battle Chip
Challenge for the Game Boy(R) Advance and Game Boy(R) Advance SP. Mega Man
Battle Chip Challenge adds a new dimension to one-on-one virtual trading card
games by allowing fans of the franchise to 'program' select offensive and
defensive moves to execute against opponents during a worldwide Battle Chip
tournament set within the Battle Network universe. Expanding upon the
strategy elements that are synonymous with the Battle Network series, gamers
are encouraged to tactically build their 'deck of cards' in an effort to
eliminate the competition. Mega Man Battle Chip Challenge carries an "E"
rating from the Entertainment Software Rating Board (ESRB) and is now
available at retailers across North America.

Mega Man Battle Chip Challenge takes place in a network era, where everyone
carries a PErsonal Terminal (PET) with a quasi character program known as a
Net-Navi, the search is on for the savviest of Net Brawlers. Contenders from
around the world will convene to fight in the Battle Chip Grand Prix
tournament. Those who play their chips right will win the title of "Best
Battle Chip Challenger and World Champ".

In Mega Man Battle Chip Challenge, players must strategically gather up to 10
battle chips from the data library to build a program deck that instructs
their Net-Navi to perform specialized moves and attacks upon an opponent.
Once the battle begins, the Navi will act independently as it squares off
against other challengers in a semi-automatic turn-based format. This new
card game system adds depth to gameplay by allowing gamers to experience the
fun of 'simple programming.' As tournaments are won, new and rare battle
chips are awarded to power up the player's Net-Navi. Furthermore, gamers will
have the opportunity to play as one of six characters from the Battle Network
series including Mega Man, Guts Man and Roll.

Mega Man Battle Chip Challenge boasts the following features:

* The fun of simple programming - Players assemble a 'program deck' where
they can arrange a series of moves and attacks to be performed against their
opponents by choosing from a selection of Battle Chips.

* Choose characters from the Battle Network universe - including Mega Man,
Guts Man, and Roll.

* Three modes of gameplay:
  - Battle Chip GP Mode - Select and enter various Battle Chip Grand Prix
tournaments to win awards and rare battle chips in order to qualify for other
events.
  - Free Battle Mode - Compete against the AI's characters in a continuous
series of battles.
  - Tournament Mode - Utilize Net-Navi codes to initiate a Net Battle
showdown with another friend via the Game Link(R) Cable or store up to 100
different 'decks' that your friends have created and battle against their
'programs.'

* Execute specialized moves and sword maneuvers with Battle Chips and Battle
Cards

Capcom is a leading worldwide developer, publisher and distributor of
interactive entertainment. Founded in 1983, the company has created world
renowned franchises including Resident Evil, Street Fighter, Mega Man, Breath
of Fire, Devil May Cry and the Onimusha series. Headquartered in Osaka,
Japan, the company maintains operations in the U.S., United Kingdom, Germany,
Tokyo and Hong Kong. More information about Capcom and its products can be
found on the company's web site at www.capcom.com.

###

Capcom, Street Fighter, Mega Man and Resident Evil are registered trademarks
of Capcom Co., Ltd. Onimusha, Devil May Cry and Breath of Fire are trademarks
of Capcom Co., Ltd. Nintendo, GameCube, Game Boy and Game Boy Advance are
trademarks of Nintendo. All rights reserved. All other marks are the property
of their respective holders.

 ------------
 ************
Topic 26        Tue Oct 14, 2003
KGAGNE                       at 17:24 PST
Sub: Megaman Zero

For Game Boy Advance.

 1 message
 ************
 ------------
Category 43,  Topic 26
Message 1          Tue Oct 14, 2003
KGAGNE [Ken]                 at 17:24 PDT

CAPCOM(R)'S BLUE BOMBER BLASTS INTO GAMERS HANDS AS MEGA MAN(tm) ZERO 2 IS
RELEASED FOR THE GAME BOY(R) ADVANCE

SUNNYVALE, Calif. * October 14, 2003 * Capcom(R) today has announced that the
sequel to its award winning smash-hit Mega Man(tm) Zero 2 is now available
for the Game Boy(R) Advance and Game Boy(R) Advance SP. Mega Man Zero 2 is a
fast paced action game that introduces a two player mode allowing players to
battle each other in various ways. This new feature brings forth a new style
of gameplay to unsuspecting Game Boy fans across the world. Mega Man Zero 2
is rated "E" for everyone by the ESRB (Entertainment Software Rating Board)
and is available at retailers across North America.

"Mega Man Zero 2 is an original title that was designed exclusively for the
Game Boy Advance system," said Todd Thorson, director of marketing, Capcom
Entertainment. "Now with the availability of the Game Boy Advance SP, gamers
are now be able to experience this original title with amazing clarity."

Mega Man Zero 2 boasts the following features:

* Form Changing System - Depending on the player's style, Zero will gain new,
latent powers. When Zero awakes these powers, his color and abilities will
change. There will be different forms hidden throughout the game.

* Link(R) Battle - Players can use the original Zero to battle against
friends via the Game Link(R) Cable. Each stage offers a special link stage in
which player's race against their opponents, collecting items and trying to
be the first to escape.

* Extra Skill Capturing - If the player can beat the level with an 'S' or 'A'
rating, they will be able to use that boss's special skill on later levels.

* Version Up - Mega Man Zero 2 features more types "Cyber-elves" (collectable
characters that provide help to the player) than the original. Capcom has
improved the interaction making them even easier to use. Players can now gain
a large variety of "code names" and be wary of the numerous traps that await
them.

Mega Man Zero 2 is set in a world where reploids (robots) are unjustly
attacked by an organization called 'Neo Arcadia.' This extreme government
faction has turned the world into a place where it is extremely hard for
reploids to live and where they are punished for unsubstantiated accusations.
Zero, the game's hero, has fallen prey to a trap set by Neo Arcadia's
ruthless and newly self-appointed commander. The evil commander's plan is to
trick Zero and use him to wreak chaos between reploids and humans once again.

Mega Man Zero 2 is part of Capcom's yearlong plans to celebrate Mega Man's
15th anniversary. Capcom will honor Mega Man's birthday with a massive
marketing campaign which will include several promotional partnerships. In
addition to the nationwide campaigns, six new titles to the franchise will be
released in 2003: Mega Man(tm) & Bass, Mega Man(tm) Battle Network 3: White
and Blue versions and Mega Man(tm) Zero 2 for the Game Boy Advance; Mega
Man(tm) Network Transmission for the Nintendo GameCube(tm) and Mega Man(tm)
X7 for the PlayStation*2 computer entertainment system.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo
GameCube(tm), and Xbox(tm) game consoles, Game Boy(R) Advance and Game Boy(R)
Color video game systems, personal computers, and coin-operated games.
Worldwide recognizable product lines include the Resident Evil, Street
Fighter, Mega Man, Breath of Fire, and Onimusha series. World headquarters in
Osaka, Japan, the company also has offices in Tokyo, Hong Kong, London and
Sunnyvale, California. The company is publicly traded on the Tokyo Stock
Exchange code number 9697.

###

Capcom, Street Fighter and Resident Evil are registered trademarks of Capcom
Co., Ltd. Onimusha, Mega Man and Breath of Fire are trademarks of Capcom Co.,
Ltd. "PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Nintendo, Game Cube, Game Boy and Game Boy
Advance are trademarks of Nintendo. Xbox and Microsoft are trademarks of
Microsoft Corp. All rights reserved. All other marks are the property of
their respective holders.

 ------------
 ************
Topic 27        Thu Jun 19, 2003
KGAGNE                       at 10:20 PST
Sub: Mega Man Network Transmission

A GameCube game based on the Battle Network games for Game Boy Advance.

 1 message
 ************
 ------------
Category 43,  Topic 27
Message 1          Thu Jun 19, 2003
KGAGNE [Ken]                 at 10:20 PDT

CAPCOM'S FAMOUS 'BLUE BOMBER' PLUGS INTO HOMES WITH THE DEBUT OF MEGA MAN(TM)
NETWORK TRANSMISSION ON NINTENDO GAMECUBE(TM)

SUNNYVALE, Calif.ae June 17, 2003-- Celebrating 15 years of Mega Man,
Capcom(R) today announced the release of Mega Man' Network Transmission for
the Nintendo GameCube'. Building upon the success of the Mega Man Battle
Network series of products for the Game Boy(R) Advance system, Mega Man
Network Transmission features a new visual presentation that promises to
provide classic Mega Man action with cel-shaded characters and 3D stylized
environments. This GameCube version creates a story that smoothly combines
familiar characters and elements from both 'Mega Man Battle Network' titles.
Mega Man Network Transmission is rated 'E' for everyone by the ESRB
(Entertainment Software Rating Board) and is now available at retailers
across North America.

Mega Man Network Transmission introduces the following:
* First Mega Man game for the Nintendo GameCube
* New visual design - All the characters have a 3-D cel-shaded art style.
* Utilizes the popular chip system from Mega Man Battle Network
* Customized attacks - Select and arrange which chips are used in battle
* More than 100 different attacks and a wide array of playing styles
* New storyline - Discover what happened in between Mega Man Battle Network
and Mega Man Battle Network 2

Mega Man Network Transmission takes place a month following the events in
Mega Man Battle Network and before the clash in Mega Man Battle Network 2. A
month has passed since the nefarious WWW organization tried to commandeer a
military satellite. Now, cyberspace is about to encounter another menace, a
new virus known simply as the "Zero Virus." Once again, it is up to Lan and
Mega Man to defeat this latest threat, battle bosses and solve problems in
the 'virtual' realm. Players must communicate with Lan, Mega Man and other
characters to gain pertinent information to solve various predicaments that
may occur.

Mega Man Network Transmission uses the popular chip system introduced in the
original Battle Network role playing game. By collecting chips, players equip
Mega Man with special weapons and support items that can enhance his
abilities or provide a defensive advantage. One chip can upgrade his jumping
abilities; another can create a protective shield that immediately inflicts
damage when attacked by enemies. The new enhanced backgrounds will create
multiple levels of effects that add a new exciting element to the game play
as enemy's fire shots or are eliminated.

Mega Man Network Transmission will be part of Capcom's yearlong plans to
celebrate Mega Man's 15th anniversary. Capcom will honor Mega Man's birthday
with a massive marketing campaign which will include several promotional
partnerships. In addition to the nationwide campaigns, six new titles to the
franchise will be released in 2003: Mega Man & Bass, Mega Man Battle Network
3: White and Blue versions and Mega Man Zero 2 for the Game Boy Advance; Mega
Man Network Transmission for the Nintendo GameCube and Mega Man X7 for the
PlayStation'2 computer entertainment system.

Capcom Entertainment, headquartered in Sunnyvale, California, is a wholly
owned subsidiary of Capcom, Co., Ltd. of Japan. A leading force in the
multi-billion dollar interactive entertainment industry, Capcom's legacy
spans more than 22 years of entertaining video gamers. Capcom develops,
markets, and distributes home video games for the PlayStation(R) game
console, PlayStation(R)2 computer entertainment system, Nintendo GameCube(TM)
and Xbox(TM) game consoles, Game Boy(R) Advance, Game Boy(R) Advance SP, and
Game Boy(R) Color Systems, personal computers, and coin-operated games.
Worldwide recognizable product lines include the Resident Evil, Devil May
Cry, Street Fighter, Mega Man, Breath of Fire, and Onimusha series. World
headquarters in Osaka, Japan, the company also has offices in Tokyo, Hong
Kong, London and Sunnyvale, California. The company is publicly traded on the
Tokyo Stock Exchange code number 9697.

###

(C)CAPCOM CO., LTD. 2003 (C)CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED.
DEVELOPMENT BY ARIKA CO., LTD. (C)CAPCOM, Shogakukan, ShoPro, TV Tokyo 2002.
CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD.
MEGAMAN NETWORK TRANSMISSION is a trademark of CAPCOM CO., LTD. Nintendo,
Game Boy and Game Boy Advance are trademarks of Nintendo. The ratings icon is
a registered trademark of the Interactive Digital Software Association.
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Category 44 Castlevania
 ************
Topic 1         Thu May 10, 2001
KGAGNE                       at 14:35 PST
Sub: General Discussion

General discussion of the Castlevania from Konami.  Game-specific talk may be
relocated to a more appropriate topic.

 13 messages
 ************
 ------------
Category 44,  Topic 1
Message 1          Tue May 29, 2001
A2.DAIN [Dain]               at 22:53 PDT

In poking around various Web sites I noticed that there is yet another
remixed Castlevania game coming to the Playstation.  Castlevania
Chronicles is basically a remake of an X68000 game.  There are two
versions of the same game.  The original in all its old school glory and
the "arranged" version with updated artwork.  According to the article
the original game was extremely difficult and sounds like a must have
for Castlevania fans with Playstations.  This game is supposed to be
very similar to the original NES version as well.

One thing that is kind of nice with the newer cheaper medias like CDs is
that companies can put out these remixes.

So if you have a playstation, and like old school gameplay this should
really interest you.  Although, having played to death the original NES
version it was heavy on the instant death situations....you fall you
die.:)




 Dain Neater
 Bulletin Board Manager A2 Community
 Syndicomm


 ------------
Category 44,  Topic 1
Message 2          Wed May 30, 2001
KGAGNE [Ken]                 at 07:49 PDT

Dain,

Castlevania was originally released as "Vampire Killer" for the MSX computer,
which was bigger in Europe than it was in the States.  I hope that the
Castlevania Chronicles game you mention for PlayStation is more than just an
update of Vampire Killer, which itself is just a simpler version of the
original NES Castlevania.

There are so many good Castlevania games (as evidenced by the topic list in
this category), that I hope a "Chronicles" game includes at least three or six
of them.  Too few companies have followed Nintendo's example of Super Mario
All-Stars for Super Nintendo, which collected five different Super Mario games
in one package. (and that wasn't even a CD-ROM!)

-Ken

 ------------
Category 44,  Topic 1
Message 3          Wed May 30, 2001
A2.DAIN [Dain]               at 17:06 PDT

Replying to 'Ken' in Category 44 Topic 1:

> There are so many good Castlevania games (as evidenced by the topic
> list in
> this category), that I hope a "Chronicles" game includes at least
> three or six
> of them.  Too few companies have followed Nintendo's example of Super
> Mario
> All-Stars for Super Nintendo, which collected five different Super
> Mario games
> in one package.

Not sure if the X68000 is the same thing as the MSX or not.  I was just
reading that in an article.  It did say that the game didn't have the
nice touches that we have enjoyed since Super Castlvania IV on the SNES.

Super Mario All Stars was a trip, especially since we got Super Mario 2
from Japan that we never saw over on this side of the big lake.
Interesting to note that it was mentioned in an article that Miyamoto
mentioned at E3 of the possibility now to do re-mixes of games because
they new media makes it much more financially viable.  Also there is a
japanese game by nintendo for the N64 called Animal Forest that lets you
play old NES games within the game.


Dain Neater




 ------------
Category 44,  Topic 1
Message 4          Thu Aug 02, 2001
KGAGNE [Ken]                 at 09:59 PDT

A new Castlevania game is in the works, and will be an adventure/action title
in the theme of Symphony of the Night (PSOne) and Circle of the Moon (GBA).

A platform has not yet been decided upon.

-Ken

 ------------
Category 44,  Topic 1  [MOVED]
Message 5          Wed Dec 11, 2002
KGAGNE [Ken]                 at 15:23 PDT

A new Konami Collectors' Series computer disc includes Contra, Super C, and
Castlevania I, II (Simon's Quest), and III: Dracula's Curse.  $19,99, for
Windows.

-Ken

 ------------
Category 44,  Topic 1
Message 7          Mon Oct 27, 2003
KGAGNE [Ken]                 at 20:49 PDT

Penny Arcade details members of the Belmont clan *not* featured in any
Castlevania game - and why:

http://www.penny-arcade.com/view.php3?date=2003-10-28&res=h

 ------------
Category 44,  Topic 1
Message 9          Fri Dec 16, 2005
KGAGNE [Ken]                 at 08:49 PDT

Could a "Castlevania" film be in the works?

http://www.gamespot.com/news/6137172.html
http://www.imdb.com/title/tt0488982/

 ------------
Category 44,  Topic 1
Message 10         Thu Jan 05, 2006
KGAGNE [Ken]                 at 08:44 PDT

Castlevania meets "Night at the Roxbury":

http://whatisvanialove.ytmnd.com/

When Captain Picard defends his bridge Castlevania-style

http://cvpicard.ytmnd.com/

 ------------
Category 44,  Topic 1
Message 11         Thu Jun 01, 2006
KGAGNE [Ken]                 at 19:52 PDT

Look how far Castlevania has come!

http://www.1up.com/do/blogEntry?bId=7102227&publicUserId=5379721

 ------------
Category 44,  Topic 1
Message 12         Fri Aug 04, 2006
KGAGNE [Ken]                 at 13:02 PDT

Here is a historical look at the games in the Castlevania series:

http://1up.com/do/feature?pager.offset=0&cId=3152109

 ------------
Category 44,  Topic 1
Message 13         Wed Sep 13, 2006
KGAGNE [Ken]                 at 17:45 PDT

Back in May, Konami was hesitant to consider a Castlevania game for the
Nintendo Wii.  Now they seem more open to the idea:

http://www.1up.com/do/newsStory?cId=3153453

 ------------
 ************
Topic 8         Fri May 11, 2001
KGAGNE                       at 10:19 PST
Sub: Castlevania Bloodlines

Set in 1917, John Morris and Eric Lecarde become vampire hunters.

 1 message
 ************
 ------------
Category 44,  Topic 8
Message 1          Sun Jun 24, 2001
KGAGNE [Ken]                 at 18:39 PDT

Dain,

I never played much of Castlevania: Bloodlines, the Genesis entry in the
vampire hunter series.  It had two playable characters; I think one had a
spear, and the other, a whip.  Tough game.  I intend to give it another go
some day (along with the very tough Contra Hard Corps).

-Ken

 ------------
 ************
Topic 13        Fri May 11, 2001
KGAGNE                       at 10:20 PST
Sub: Castlevania: Symphony of the Night

Set in 1796, players take control not of a Belmont, but Alucard, Dracula's
half-vampire son.  For PlayStation & Sega Saturn (import).

 1 message
 ************
 ------------
Category 44,  Topic 13
Message 1          Fri Aug 04, 2006
KGAGNE [Ken]                 at 13:02 PDT

This PSOne game is headed to Xbox Live Arcade:

http://www.1up.com/do/newsStory?cId=3152635

 ------------
 ************
Topic 14        Fri May 11, 2001
KGAGNE                       at 10:20 PST
Sub: Castlevania Chronicles

A PSOne update and release of an older Castlevania game, previously seen only
on the X68000 home-computer platform in Japan.

 1 message
 ************
 ------------
Category 44,  Topic 14
Message 1          Sat Oct 13, 2001
KGAGNE [Ken]                 at 21:15 PDT

This game was released in limited quantities last week.

 ------------
 ************
Topic 15        Fri May 11, 2001
KGAGNE                       at 10:20 PST
Sub: Castlevania: Lament of Innocence

Castlevania 3D for PlayStation 2.

 6 messages
 ************
 ------------
Category 44,  Topic 15
Message 1          Mon May 19, 2003
KGAGNE [Ken]                 at 06:40 PDT

KONAMI DEBUTS
CASTLEVANIA(R): LAMENT OF INNOCENCET

The Mythos of Castlevania(R) is Reinvented
in a Stunning 3D World on Sony PlayStation(R) 2

Electronic Entertainment Expo Booth #900- May 14, 2003 - Los Angeles, CA -
Konami of America, Inc., a subsidiary of Konami Corporation (NYSE: KNM),
announced today that the legendary Castlevania(R) franchise will make a
long-awaited next-generation console debut with the November 2003 release of
Castlevania(R): Lament of InnocenceT for the Sony PlayStation(R)2 computer
entertainment system. Castlevania(R): Lament of InnocenceT marks the first 3D
Castlevania(R) game to be developed by the series' luminary producer Koji
Igarashi.

Set in the 11th Century, Castlevania(R): Lament of InnocenceT thrusts players
ten centuries into the past and casts them in the role of Leon Belmont, the
forefather of the legendary Belmont Clan and the first in the family's long
line of vampire hunters. With social and political activities operating under
the oppressive grip of clergy during the Crusades, Leon is a nobleman about
to be engaged to his beloved Sara. However, when his young lover disappears
one fateful evening, Leon sets out to rescue her. Armed with only a dagger,
it is not until an unexpected ally, an alchemist, offers him a protective
whip that Leon is ready to begin his hunt. The rich story of Castlevania(R):
Lament of InnocenceT follows Leon through the perilous forest and into
Dracula's foreboding gothic Castle.

"Building on a 17 year legacy, Castlevania(R) is reinvented on the
PlayStation(R) 2 with stunning graphics, classic gameplay and an epic story,"
says Jason Enos, product manager at Konami of America, Inc. "Discovering the
true origins of Castlevania(R), Dracula and the Belmont Clan are stories that
fans have anticipated since the beginning, and now Koji Igarashi and his
talented Castelvania(R) team are going to reveal them for the first time."

Upon entering the castle, players will step into an ethereal world that is
guarded by blood thirsty guards and ruled by Dracula's wicked whimsy. Players
will face five doors - each one leading into a dark area of the castle - the
Cathedral, the Theatre, the Garden, the Alchemist Laboratory and the Dungeon.
Trekking through hundreds of rooms, players will battle over 35 different
kinds of enemies before facing the final boss. Fighting tooth and nail in
each monster battle, Leon must combine his whip and five sub-weapons (Holy
Water, Dagger, Cross, Axe and Crystal) to defeat the monsters. Additionally,
seven orbs can be combined with 10 action relics in order to create powerful
attacks and stunning special effects. Featuring a fixed camera and intuitive
controls, Castlevania(R): Lament of InnocenceT delivers a groundbreaking
action/adventure experience that is designed to satisfy core Castlevania(R)
fans as well as players that are new to the series.

Castlevania(R): Lament of InnocenceT has been developed at Konami Computer
Entertainment Tokyo by producer Koji Igarashi, the father of the series and
the producer of top-selling Castlevania(R) titles Symphony of the NightT
(PlayStation(R), 1987), Harmony of DissonanceT (GameBoy(R) Advance, 2002) and
Aria of SorrowT (GameBoy(R) Advance, 2003). Castlevania(R): Lament of
InnocenceT also features the distinctive artwork of Ayami Kojima and the
mesmerizing musical compositions of Michiru Yamane.

To learn more about Castlevania(R): Lament of InnocenceT, please visit the
Konami booth #900 in the Los Angeles Convention Center between May 14 - May
16 or go online to: http://www.konami.com/lamentofinnocence

###

About CASTLEVANIA
Since the original Castlevania(R) established itself as one of the premiere
franchises in the action/adventure category in 1986 on the NES (Nintendo
Entertainment System), the series has continued to thrill gamers with
critically acclaimed titles including Super Castlevania(R) IV (Super
Nintendo), Castlevania(R): Symphony of the NightT (Sony PlayStation(R)),
Castlevania(R): Circle of the MoonT (Nintendo Game Boy(R) Advance),
Castlevania(R): Harmony of DissonanceT (Nintendo Game Boy(R) Advance) and
Castlevania(R): Aria of SorrowT (Nintendo Game Boy(R) Advance). The series
follows the adventures of the Belmont Clan, a long line of Vampire hunters
whose only charge is to combat the fearsome forces of the evil Dracula. Epic
storylines, a wide array of monsters to battle, and classic gameplay that has
been refined throughout the years have helped Castlevania(R) earn a prominent
place in videogame history.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the US and
Konami of Europe in Frankfurt, Germany. Konami Corporation, the parent
company of Konami of America, Inc. is traded in the United States on the New
York Stock Exchange under the ticker symbol KNM. Details of the products
distributed by Konami of America, Inc. can be found at www.konami.com/usa.

CASTLEVANIA(R), Lament of InnocenceT, Harmony of DissonanceT, Aria of
SorrowT, Symphony of the NightT and Circle of the MoonT are either trademarks
or registered trademarks of KONAMI CORPORATION. (C) 1986 2003 KONAMI & KONAMI
COMPUTER ENTERTAINMENT TOKYO ALL RIGHTS RESERVED. KONAMI(R) is a registered
trademark of KONAMI CORPORATION.

 ------------
Category 44,  Topic 15
Message 2          Wed Oct 01, 2003
KGAGNE [Ken]                 at 19:22 PDT

CASTLEVANIA: LAMENT OF INNOCENCE
ARRIVES IN TIME FOR HALLOWEEN!

Set in the 11th Century, Castlevania thrusts players ten centuries into the
past and casts them in the role of Leon Belmont, the forefather of the
legendary Belmont Clan and the first in the family's long line of vampire
hunters.

The game includes stunning environments within the eerie gothic castle walls
including the Cathedral, Garden, Dungeon, Alchemist Laboratory and Underground
Caverns. Full of bloodsucking vampires, mystical spells and monstrous bosses,
the game is the perfect holiday treat!

The game is due out on October 28th.

 ------------
Category 44,  Topic 15
Message 3          Thu Oct 02, 2003
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Replying to 'Ken' in Category 44 Topic 15:

> The game includes stunning environments within the eerie gothic castle
> walls including the Cathedral, Garden, Dungeon, Alchemist Laboratory
and
> Underground Caverns. Full of bloodsucking vampires, mystical spells
and
> monstrous bosses, the game is the perfect holiday treat!

I've seen some in game action on this one.  It seems very cool and
atmospheric.  I hope the game play is as good as it's eye and ear candy.

Dain
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KONAMI SHIPS CASTLEVANIA(R): LAMENT OF INNOCENCE(tm) FOR PLAYSTATION(R)2 TO
RETAIL OUTLETS NATIONWIDE

REDWOOD CITY, CA - October 21, 2003 - Konami Digital Entertainment - America,
a division of Konami Digital Entertainment, Inc., announced today that the
highly anticipated game, Castlevania(R): Lament of Innocence(tm) has shipped
to retail outlets nationwide. The legendary action/adventure series,
Castlevania(R): Lament of Innocence(tm) for the PlayStation(R)2 computer
entertainment system boasts a powerful storyline, stunning 3D graphics and
outstanding gameplay. The game has been developed by luminary producer Koji
Igarashi at Konami Computer Entertainment Tokyo and is rated M for Mature by
the Entertainment Software Association (ESA).

Drawing inspiration from the past titles including the critically acclaimed
Castlevania(R): Symphony of the Night(tm) (PlayStation(R), 1997),
Castlevania(R): Harmony of Dissonance(tm) (GameBoy(R) Advance, 2002) and
Castlevania(R): Aria of Sorrow(tm) (GameBoy(R) Advance, 2003), Koji Igarashi
and the talented team at Konami Computer Entertainment Tokyo have woven all
of the classic platform-jumping, problem-solving and combat elements into
Castlevania(R): Lament of Innocence(tm). Further enhancing the overall gaming
experience is the highly stylized artwork of Ayami Kojima and the mesmerizing
musical score composed by Michiru Yamane.

Building on a 17-year legacy of games, Castlevania(R): Lament of
Innocence(tm) takes players centuries into the past to reveal the origins of
the Belmont family and Dracula. In the role of patriarch Leon Belmont,
players will discover how the Belmont clan became vampire hunters - the
foundation on which all other Castlevania(R) games are based.

Specifically crafted for the PlayStation(R)2, the game features impeccable
controls and fluid camera angles that effectively keep pace with the exciting
in-game action. Players will battle hundreds of enemies while exploring the
expansive sanctuary of the undead. Whipping their way through the 500+ rooms,
players will also collect relics and master powerful attacks in order to
defeat the gruesome monsters.

To learn more about Castlevania(R): Lament of Innocence(tm), please visit
Konami's website at http://www.konami.com/lamentofinnocence
<http://www.konami.com/lamentofinnocence>

###

About CASTLEVANIA
Since the original Castlevania(R) established itself as one of the premiere
franchises in the action/adventure category in 1986 on the NES (Nintendo
Entertainment System), the series has continued to thrill gamers with
critically acclaimed titles including Super Castlevania(R) IV (Super
Nintendo), Castlevania(R): Symphony of the Night(tm) (Sony PlayStation(R)),
Castlevania(R): Circle of the Moon(tm) (Nintendo Game Boy(R) Advance),
Castlevania(R): Harmony of Dissonance(tm) (Nintendo Game Boy(R) Advance) and
Castlevania(R): Aria of Sorrow(tm) (Nintendo Game Boy(R) Advance). The series
follows the adventures of the Belmont Clan, a long line of Vampire hunters
whose only charge is to combat the fearsome forces of the evil Dracula. Epic
storylines, a wide array of monsters to battle, and classic gameplay that has
been refined throughout the years have helped Castlevania(R) earn a prominent
place in videogame history.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <www.konami.com> . Konami Corporation is a publicly traded
company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment, Inc. can be found at www.konami.com/usa <www.konami.com/usa> .

CASTLEVANIA(R), Lament of Innocence(tm), Harmony of Dissonance(tm), Aria of
Sorrow(tm) and Symphony of the Night(tm) are either trademarks or registered
trademarks of KONAMI CORPORATION. (C) 1986 2003 KONAMI & Konami Computer
Entertainment Tokyo. KONAMI(R) is a registered trademark of KONAMI
CORPORATION. ALL RIGHTS RESERVED.

******
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KONAMI'S LEGENDARY CASTLEVANIA(R) SERIES COMING TO SONY PLAYSTATION(R) 2 IN
FALL 2003

Redwood City, Calif. - February 24, 2003 - Konami of America, Inc. today
announced that the celebrated videogame franchise Castlevania(R) will debut
on the Sony PlayStation(R) 2 in Fall 2003.

Castlevania(R) for PlayStation(R) 2 is being reinvented from the ground up by
legendary game producer, Koji Igarashi at Konami Computer Entertainment
Tokyo, and the creative team behind the critically acclaimed Castlevania(R)
Symphony of the Night(tm) (Sony PlayStation(R)), the award-winning
Castlevania(R) Harmony of Dissonance(tm) (Nintendo Game Boy(R) Advance) and
the all-new adventure Castlevania(R) Aria of Sorrow(tm) scheduled for release
on May 6, 2003 (Nintendo Game Boy(R) Advance). Set against the backdrop of a
gothic Transylvania, Castlevania(R) for PlayStation(R) 2 will plunge players
into a fantastic new vampire-hunting adventure. Maximizing the processing
power of the console, the ominous drama of the franchise will be realized
through exhilarating action, a rich story, breathtaking environments,
dazzling next-generation graphics and a sweeping musical soundtrack.

Castlevania(R) for PlayStation(R) 2 will make its worldwide unveiling at the
upcoming E3 2003 exposition at the Los Angeles Convention Center on May 14 to
16, 2003. The Konami booth is #900 in the South Hall.

About Castlevania(R)

Since the original Castlevania(R) established itself as one of the premiere
franchises in the action/adventure category in 1986 on the NES (Nintendo
Entertainment System), the series has continued to thrill gamers with
critically acclaimed titles including Super Castlevania(R) IV (Super
Nintendo), Castlevania(R) Symphony of the Night(tm) (Sony PlayStation(R)),
Castlevania(R) Circle of the Moon(tm) (Nintendo Game Boy(R) Advance) and
Castlevania(R) Harmony of Dissonance(tm) (Nintendo Game Boy(R) Advance). The
series follows the adventures of the Belmont family, a long line of Vampire
hunters whose only charge is to combat the fearsome forces of the evil
Dracula. Epic storylines, a wide array of monsters to battle, and classic
gameplay that has been refined throughout the years have helped
Castlevania(R) earn a prominent place in videogame history.

About KONAMI CORPORATION

KONAMI CORPORATION is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. KONAMI CORPORATION's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill, Dance Dance Revolution,
Castlevania, and Yu-Gi-Oh! among other top sellers. The latest information
about Konami can be found on the Web at www.konami.com
<http://www.konami.com/> . KONAMI CORPORATION is a publicly traded company
based in Tokyo, Japan with subsidiary offices, Konami of America, Inc. in the
US and Konami of Europe in Frankfurt, Germany.

CASTLEVANIA(R), Harmony of Dissonance(tm), Aria of Sorrow(tm), Symphony of
the Night(tm), Circle of the Moon(tm) are either trademarks or registered
trademarks of KONAMI CORPORATION. (C) 1986 2003 KONAMI & KONAMI COMPUTER
ENTERTAINMENT TOKYO ALL RIGHTS RESERVED. KONAMI(R) is a registered trademark
of KONAMI CORPORATION.
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Title       : CASTLEVANIA: LAMENT OF INNOCENCE
Platform    : Sony PlayStation 2
Publisher   : Konami
ESRB Rating : Mature
Game Rating : 8.6
Review by   : Ken Gagne

Every story has a beginning. Until now, the origin of evil has remained
shrouded. The veils of time are parted, and Castlevania is revealed, in
Lament of Innocence.

Lament is the latest in a storied line of vampire-hunting games from
publisher Konami. This entry is the first for the PlayStation 2, and intends
to successfully transition the series to 3D, ignoring the failed Nintendo 64
attempts. This precursor to the Castlevania legacy details the first conflict
between the Belmont clan and a vampire when a local lord captures Sir Leon
Belmont's betrothed. Without the Church granting him leave to abandon the
Crusades, Leon must forsake his mantle and sortie to the forbidden forest
wherein lies his love.

Lament's PSOne predecessor, Symphony of the Night, took Castlevania in a more
adventuresome direction, prompting searching and the collection of items
required to enable greater access to Dracula's domain. The need for
exploration is less in Lament, since it varies from that 2D formula. Unique
keys collected in one stage can be used in another, inviting revisiting of
cleared stages, and levels have optional branches that can be unearthed and
probed to discover enhancements for Leon, but these accouterments are often
unnecessary to fulfill his quest.

Instead, the 3D arena focuses on Leon's combative abilities. The Belmonts'
trademark whip can be wielded in a number of devastating combinations.
Secondary weapons - the traditional axe, holy water, cross, and the like -
can be modified using orbs collected from each stage, creating 25 unique
combinations. The variety of enemies is plentiful, such that the frantic
search for the nearest save point is not just an exercise in button-mashing,
but truly inspires distress in gamers wishing to capture their progress.

Contributing to this fervor is the gameplay's inbuilt lack of respite.
Equipment can be changed and items consumed only through a real-time window,
navigated with the right analog stick, relieving the player of the
opportunity to breathe while casually scrolling through menus, as most games
allow. This simple technique, though potentially frustrating, is innovative,
realistic, and maintains the pace of conflict while increasing the player's
agitation.

Players not only fight the hordes of undead, but also block and dodge their
attacks - tactics which fill Leon's magic meter, allowing him to use a
handful of rare relics that give him short-lived advantages in battle. Armor
and other accessories can be purchased outside the castle walls. Within the
walls, the citadel is divided into five areas which can be explored in any
order prior to tackling the vampire lord. Due to this lack of linearity, the
difficulty level remains rather constant until the last level, despite Leon's
progressive growth in repertoire and strength. Some end-level bosses can be
defeated on the first or second try, while others are more fiendish in
nature.

Castlevania itself is a finely articulated palace, detailing a castle with
such awkward names as the Anti-Soul Mysteries Lab and the Pagoda of the Misty
Moon. Though there is not much of the environment with which to interact, the
trappings of a mansion are plainly visible. It's a combination of Castlevania
action in a Resident Evil setting, though the lighting is not as accurate as
that latter series. The camera is automatic, similar to Devil May Cry, so
that for any given position Leon can take, the camera will often give the
same perspective. This cinematic method works well except for depicting the
environs fully; hidden areas can be easily missed if the player isn't jumping
randomly, causing the camera to reveal an area's higher altitudes.

Four recent Castlevania games have had aural themes to their subtitles.
Lament of Innocence renounces that tradition, and provides a soundtrack which
is anachronistic for its setting, and falls short of its ancestors'
excellence. The dialogue, though not authentic for the 11th century, is
admirable, and the sound effects abound; the size and nature of several
enemies can be determined without visual confirmation simply by listening
carefully.

Surprisingly, Lament's storyline is one of its strong points. Though Belmont
heroism and vampire malevolence are timeless quantities, their interaction in
this Castlevania has layers that players won't expect; watching it play out
becomes an incentive to finish each stage. Completing the entire story will
take an experienced gamer only five hours - six if they if they want to find
every hidden item.

Lament of Innocence is not the groundbreaking trendsetter that Symphony of
the Moon was, but it does successfully move Castlevania into 3D without
blemish. There is little to lament in this guilty pleasure.
_________________________________________________________________

This article is copyright (c) 2003 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Tech News, 11-Nov-03

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net
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Sub: Castlevania: Curse of Darkness

Hector Belmont stars in this PS2 title, released in Fall of 2005.
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KONAMI ANNOUNCES CASTLEVANIA: CURSE OF DARKNESS

Next Title in the Legendary Castlevania Series for the PlayStation(R)2
Due out in Fall 2005

REDWOOD CITY, Calif. - January 27, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that Castlevania(R): Curse of Darkness(TM) for the PlayStation(R)2 computer
entertainment system will be available in fall 2005. While past
Castlevania(R) games have focused on the struggle between Dracula and the
Belmont clan, Curse of Darkness introduces players to an entirely new
storyline and main character - Hector, one of two Devil Forgemasters, who had
once refined his skills under Dracula. Told in true Castlevania style, this
action-packed tale of betrayal and revenge takes players on a journey through
an expansive world filled with formidable foes and beautifully rendered
environments to the ruins of Dracula's castle.

Disillusioned with the ideals of his mentor, Hector fled Vallachia to pursue
a more normal life, leaving Dracula vulnerable to the Belmonts. Now, three
years after Dracula was defeated in battle, the magic power of the curse
released upon his death has infected all of Europe. As the continent succumbs
to pestilence, heresy and mob violence, Isaac - a former friend and fellow
Devil Forgemaster - suddenly appears. Believing their master's death was a
result of Hector's betrayal, Isaac implicates his friend's beloved in a
deadly witch trial. Fueled by revenge, Hector sets off on a journey to his
former home, which is now completely morphed in dark magic, to confront
Isaac.

Armed with the unique new abilities of Devil Forgery, gamers will be able to
forge trusty allies - "Innocent Devils" - who will help defeat a variety of
powerful enemies. More than 30 evolving allies will develop unique abilities
ranging from those that can open heavy doors, to those that can help Hector
fly. They will aid players in conquering various enemies, avoiding perilous
traps and solving challenging puzzles. As players progress through the game
and gain experience points, their character's strength will increase,
reminiscent of the same gameplay found in the critically acclaimed
Castlevania: Symphony of the Night.

"Castlevania: Curse of Darkness takes the series in a fresh new direction -
complete with new heroes and villains," says Matt Knoles, Product Manager at
Konami Digital Entertainment - America. "The conflict between Hector and
Isaac will allow players to explore Dracula's inner sanctum from a different
perspective and provide fans of the Castlevania series plenty of new gameplay
experiences to enjoy."

For more information on Castlevania: Curse of Darkness, please visit
http://www.konami.com/gs

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs.

###

(C) 1986 2005 KONAMI & Konami Computer Entertainment Tokyo. "CASTLEVANIA" and
"KONAMI" are registered trademarks of KONAMI CORPORATION. "CASTLEVANIA: Curse
of Darkness" is a trademark of KONAMI CORPORATION.

"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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KONAMI ANNOUNCES THE ARRIVAL OF CASTLEVANIA(R)
ON XBOX

Next Title in the Legendary Castlevania Series Will be Available for the Xbox
and PlayStation 2 in Fall 2005

LOS ANGELES - Electronic Entertainment Expo (E3) Booth #800 - May 17, 2005 -
Konami Digital Entertainment - America, a division of Konami Digital
Entertainment, Inc., announced today that the Castlevania franchise will make
its debut on the the Xbox(R) video game and entertainment system from
Microsoft in fall 2005 with Castlevania(R): Curse of Darkness?. While past
Castlevania(R) games have focused on the struggle between Dracula and the
Belmont clan, Curse of Darkness introduces players to an entirely new
storyline and main character - Hector, a Devil Forgemaster, and former
Lieutenant of Dracula. Told in true Castlevania style by award winning
producer Koji Igarashi, this action-packed tale of betrayal and revenge takes
players on a journey through an expansive world filled with formidable foes
and beautifully rendered environments to the ruins of Dracula's castle.

"Castlevania: Curse of Darkness takes the series in a fresh new direction -
complete with new heroes and villains," says Matt Knoles, Product Manager at
Konami Digital Entertainment - America. "And with the title being available
on both the PlayStation(R)2 computer entertainment system and Xbox, a much
wider audience of gamers will be able to enjoy this new Castlevania
adventure."

Disillusioned with the ideals of his mentor, Hector fled Vallachia to pursue
a more normal life, leaving Dracula vulnerable to the Belmonts. Now, three
years after Dracula was defeated in battle, the magic power of the curse
released upon his death has infected all of Europe. Fueled by revenge for the
death of his girlfriend, Hector must battle his way back to the ruins of
Dracula's castle, and uncover an intricate web of deception, unaware of the
sinister plan that has been orchestrated to lure him home.

Armed with the unique new abilities of Devil Forgery, gamers will be able to
call upon trusty allies - "Innocent Devils" - who will help defeat a variety
of powerful enemies. More than 30 evolving allies will develop unique
abilities ranging from those that can open heavy doors, to those that can
help Hector fly. They will aid players in conquering various enemies,
avoiding perilous traps and solving challenging puzzles. Curse of Darkness
will also feature stronger RPG and adventure game elements. As players
progress through the game and gain experience points, their character's
strength will increase, reminiscent of the gameplay found in the critically
acclaimed Castlevania: Symphony of the Night.

Gamers will have access to a wide range of powerful weaponry that will allow
them to perform unparalleled combo attacks on the deadliest of enemies. As
players progress in the game they will uncover an immersive storyline and
explore beautifully rendered and expansive environments. Curse of Darkness
also features an increased number of unlockable features that are sure to
draw players deeper into the Castlevania universe. An entirely new musical
sound track scored by Michiru Yamane rounds out this engrossing new chapter
to the Castlevania series.

Castlevania: Curse of Darkness will be available for the PlayStation(R)2
computer entertainment system and the Xbox in the fall. Check out the game at
Konami's E3 booth May 18 - 20 or for more information on Castlevania: Curse
of Darkness, please visit http://www.konami.com/gs <http://www.konami.com/gs>

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami Digital
Entertainment, Inc. in the US and Konami of Europe in Frankfurt, Germany.
Konami Corporation, the parent company of Konami Digital Entertainment, Inc.
is traded in the United States on the New York Stock Exchange under the
ticker symbol KNM. Details of the products published by Konami Digital
Entertainment - America can be found at www.konami.com/gs
<http://www.konami.com/gs> .

###

(C) 1986 2005 KONAMI

"CASTLEVANIA" and "KONAMI" are registered trademarks of KONAMI CORPORATION.
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"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc. Xbox is a registered trademark of Microsoft
Corporation in the United States and/or other countries.
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KONAMI SHIPS CASTLEVANIA: CURSE OF DARKNESS FOR PLAYSTATION 2 AND XBOX TO
RETAIL STORES NATIONWIDE

Latest Chapter in the Castlevania Series Set to Take Gamers On An Entirely
New Thrilling Adventure

REDWOOD CITY, Calif. - November 1, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that the highly anticipated video game, Castlevania(R): Curse of Darkness(TM)
has shipped to retail stores nationwide. Developed by luminary producer Koji
Igarashi, Castlevania: Curse of Darkness for the PlayStation(R)2 computer
entertainment system and Xbox(R) video game and entertainment system from
Microsoft, boasts a powerful storyline, stunning 3D graphics and outstanding
gameplay.

"Castlevania: Curse of Darkness tells a captivating tale of betrayal and
revenge.  However, in an interesting twist, this installment does not purely
focus on the struggle between the Belmonts and Dracula, but instead
concentrates on two new characters from Dracula's inner sanctum," says Matt
Knoles, Product Manager, Konami Digital Entertainment- America.  "This story
shift has given the series new dimension and has allowed the development team
to add incredible new gameplay features and character abilities that have
never been seen before in the Castlevania series."

Set in a time when the European continent is falling deeper into a darkness
caused by a powerful curse unleashed upon Dracula's death, Castlevania: Curse
of Darkness thrusts players into the role of Hector. One of two Devil
Forgemasters who once trained under Dracula, Hector had fled Vallachia,
disillusioned with the ideals of his mentor. Now, three years after Dracula
was defeated in battle at the hands of the Belmonts, Isaac, a former friend
and fellow Devil Forgemaster, suddenly reappears and orchestrates the
execution of Hector's beloved. Fueled by revenge for the murder of his true
love, Hector returns to the ruins of Dracula's castle to punish those he once
fought alongside, unaware of the sinister plot that has been orchestrated to
lure him home. Before players can make Isaac pay for his sins, they must
journey across the cursed land of Valachia and make their way to Dracula's
Castle.

As players make their way through Vallachia, now completely morphed by
Dracula's dark magic and teeming with monstrous creatures, they will be armed
with an arsenal of weapons as well as the ability to summon powerful new
allies, called Innocent Devils.  More than 30 Innocent Devils will be
available in the game, each possessing their own unique abilities to help
players conquer various enemies, avoid traps and solve challenging puzzles.

Packed full of action and adventure, Castlevania: Curse of Darkness also
boasts stunning graphics and numerous special effects. Complementing its
fast-paced gameplay is an original musical score created by famed Konami
composer Michiru Yamane. The in-game soundtrack also includes a song
performed by Russell Watson, the world-renowned tenor opera singer, whose
songs have appeared in such movies as Captain Corelli's Mandolin and Star
Trek: Enterprise.

Castlevania: Curse of Darkness is available on PlayStation 2 and Xbox for an
SRP of $49.99. The game is rated "M" for Mature by the ESRB. To learn more
about Castlevania: Curse of Darkness, please visit Konami's website at
http://www.konami.com/gs.

About CASTLEVANIA
Since the original Castlevania(R) established itself as one of the premiere
video game franchises in 1986 on the NES (Nintendo Entertainment System(TM)),
the series has continued to thrill gamers over the years with numerous
iterations on multiple video game platforms. The Castlevania series follows
the adventures of the Belmont Clan, a long line of Vampire hunters, as well
as other heroes whose only charge is to combat the fearsome forces of the
evil Dracula. Epic storylines, a wide array of monsters to battle, and
classic gameplay that has been refined throughout the years, have helped
Castlevania earn a prominent place in videogame history.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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Entertainment System is a trademark of Nintendo.
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Sub: Castlevania Legends

The third and final Castlevania game for Game Boy.
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Marker post...

I'm having trouble with Cat/Top that don't have a post associated. They always
show up as "unread." So, I'm posting this in each Cat/Top where I'm having that
problem.

Sorry for the bandwidth, but it's driving me crazy! ;-)
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Sub: Castlevania: Circle of the Moon

Set in 1830 and starring Nathan Graves.  For Game Boy Advance.
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The Game Boy Advance launched with Castlevania: Circle of the Moon, from
Konami.

It's good.  Very good. :)

Full review on Monday...

-Ken
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Okay, I have read some descriptions of this Castlevania: Circle of the
Moon and the descriptions seem to point to it being more RPGish and to
be more exploratory like a Metroid game than the original Castlevania.
Well, I maybe mistake, but wasn't Castlevania II: Simons Quest along
this same vein?

Thanks,
dain
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Title       : CASTLEVANIA: CIRCLE OF THE MOON
Platform    : Game Boy Advance
Publisher   : Konami
ESRB Rating : Teen
Game Rating : 9.1
Review by   : Ken Gagne

A few antagonists have become video games legends: infamous foes that will
always return, calling upon good-hearted gamers for vanquishing. Bowser,
Robotnik, Ganon, Wily... Perhaps the most archetypal incarnation of
malevolence is Dracula. And with Castlevania: Circle of the Moon, Konami's
launch title for the Game Boy Advance, evil has never been so good.

Set in 1830, this new Castlevania features the best of both classic and
contemporary games in the series. Our hero is Nathan Graves, a whip-wielding
young man who must not only destroy the vampire lord, but also save his
mentor, Morris Baldwin. In his journey, Nathan will encounter other
characters, including Morris' egotistical son, Hugh, and the evil Camilla.

Instead of progressing through defined stages, Nathan can explore Dracula's
castle freely, similar to the gameplay in Castlevania: Symphony of the Night
for PlayStation, or even the older Castlevania II: Simon's Quest. A map shows
where Nathan has been, and marks the locations of warps and save points.

Players should save often, as the castle is full of powerful fiends of all
sizes. Bosses are refreshingly difficult and may require multiple attempts to
defeat - but vincible they are. Castlevania's play is balanced, avoiding the
extremes of boringly easy and frustratingly difficult, unlike too many other
games.

This balance is partly provided by the progressive nature of the game. As
Nathan explores the castle, he gains experience and strength. New items also
enable him with new maneuvers with which reach previously inaccessible areas.

A new gameplay feature is the Dual Set-up System (DSS). Nathan can find and
combine two kinds of ten magical playing cards each with varying results, from
temporary invincibility to an electrified whip. Players must collect the cards
and experiment with 100 different combinations to learn their effects. Not all
results have expected effects; for example, an ice whip does not inflict extra
damage on a fire demon.

The Game Boy's buttons are small but responsive. Given a player with
sufficient reflexes, Nathan can sprint through the castle, making
perfectly-timed leaps and strikes. Attack and jump are performed with the 'B'
and 'A' buttons, which can be held down for a spinning whip or longer jump.
DSS combinations are enabled with a press of the 'L' trigger, while the 'R'
trigger employs the occasional special maneuvers.

The graphics on Nintendo's new handheld do not leave the dead turning in their
graves. Castlevania's visuals include scrolling backgrounds with the
occasional window to let the moonlight cast its circle, while detailed
foregrounds depict libraries, chapels, and dungeons. Some sprites are dark and
difficult to see on the Game Boy's shiny surface; proper lighting is essential
to good gameplay.

The music is appropriate for a handheld: though the Game Boy Advance is a
32-bit system, it's still just a handheld. Circle of the Moon does not live up
to the name and legacy of its predecessor, Symphony of the Night. But on its
own, the game has a great soundtrack, full of new and familiar tunes. There
are sound effects aplenty, though not a single word of digitized speech. After
the great voice acting of SotN, it takes some adjusting to regress to printed
dialogue balloons.

Not only does Circle of the Moon successfully carry on the tradition of the
Castlevania series, it does so while being innovative. The free-range style of
gameplay is still relatively new to the series, but has again been pulled off
with finesse. The classic whip has returned as the main weapon, but is enhanced
by the DSS. A game like this comes out once in a blue moon, so stake your
claim: it's a must-have Game Boy Advance title.
_________________________________________________________________

This article is copyright (c) 2001 by Ken Gagne. All rights reserved. Not to be
distributed without permission.

Original Publication: Sentinel & Enterprise, 18-Jun-01

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 44,  Topic 20
Message 4          Sun Jun 24, 2001
KGAGNE [Ken]                 at 08:11 PDT

Dain,

A friend of mine said it's unfair to compare "a turd like Castlevania II" to
Symphony of the Night. :)  The gameplay is a bit different; it's fairer to
compare Super Metroid to games like SotN and Circle of the Moon.  It's
exploratory, yes, but not really an RPG.

-Ken

 ------------
Category 44,  Topic 20
Message 5          Sun Jun 24, 2001
A2.DAIN [Dain]               at 15:34 PDT

Replying to 'Ken' in Category 44 Topic 20:

>  friend of mine said it's unfair to compare "a turd like Castlevania
> II" to
> Symphony of the Night. :)  The gameplay is a bit different; it's
> fairer to
> compare Super Metroid to games like SotN and Circle of the Moon.  It's
>
> exploratory, yes, but not really an RPG.

I actually liked that game.  The original game had way too many
situations where you were hit and instantly dead from falling off the
stairs and what not.  I did however like Castlevania III better than II,
but I wouldn't say II was a bad game.

Gaming many times is a matter of taste.  There are still people out
there that think that Mortal Kombat was a good game...I pity you all:)


BTW, was the Genesis version anygood?  Castlevania: Bloodlines


Dain Neater


 ------------
Category 44,  Topic 20
Message 6          Thu Sep 06, 2001
KGAGNE [Ken]                 at 18:00 PDT

A recent issue of a magazine suggested that a sequel to Circle of the Moon is
in the works.  I'd be surprised to see them working on such an item so soon
after the original.

-Ken

 ------------
Category 44,  Topic 20
Message 7          Fri Sep 07, 2001
A2.DAIN [Dain]               at 09:53 PDT

Replying to 'Ken' in Category 44 Topic 20:

> A recent issue of a magazine suggested that a sequel to Circle of the
> Moon is
> in the works.  I'd be surprised to see them working on such an item so
> soon
> after the original.

Ken,
  From what I have read, there is more likely a sequel to Symphony of
the Night for the Playstation or PS2.  Regardless of where it goes..it
is always nice to see Castlevania games:)


Dain


 ------------
 ************
Topic 21        Wed Feb 20, 2002
KGAGNE                       at 19:32 PST
Sub: Castlevania: Harmony of Dissonance

Castlevania: Harmony of Dissonance, the second Castlevania game for Game Boy
Advance. (known in Japan as Castlevania: White Night Concerto)

 9 messages
 ************
 ------------
Category 44,  Topic 21  [MOVED]
Message 1          Wed Feb 20, 2002
A2.DAIN [Dain]               at 19:10 PDT

Looks like there is another Castlevania coming to the Gameboy Advance....

Konami Computer Entertainment announced Castlevania: White Night Concerto, the
latest Castlevania game for the Game Boy Advance.

Dain
 ------------
Category 44,  Topic 21
Message 2          Thu Feb 21, 2002
KGAGNE [Ken]                 at 12:31 PDT

White Night Concerto will follow the adventure format of the previous GBA
game, Circle of the Moon.  The character artist from Symphony of the Night
will work on WNC as well.

-Ken

 ------------
Category 44,  Topic 21
Message 3          Tue Mar 05, 2002
KGAGNE [Ken]                 at 19:04 PDT

Gamestop.com, the online counterpart to Software Etc. and FuncoLand, is
reporting that this game will be released in July with the subtitle "Harmony
of Dissonance".

-Ken

 ------------
Category 44,  Topic 21
Message 4          Fri Apr 19, 2002
KGAGNE [Ken]                 at 12:38 PDT

As of a month ago, this game was due for release on the last day of July.

I'll report back if that changes.

-Ken

 ------------
Category 44,  Topic 21
Message 5          Wed May 29, 2002
KGAGNE [Ken]                 at 19:43 PDT

This game is a sequel to the PSX game Symphony of the Night and features
Alucard as the main character.

The most recent release date retail stores are reporting is mid-June; however,
Konami announced at E3 that it has been delayed until September.

-Ken

 ------------
Category 44,  Topic 21
Message 6          Wed Jul 03, 2002
KGAGNE [Ken]                 at 19:36 PDT

See Castlevania_HOD.MOV in the Gamebits GBA file library for a preview of this
new title, due out in September.

 ------------
Category 44,  Topic 21
Message 7          Sun Oct 13, 2002
KGAGNE [Ken]                 at 07:47 PDT

Title       : CASTLEVANIA: HARMONY OF DISSONANCE
Platform    : Game Boy Advance
Publisher   : Konami
ESRB Rating : Teen
Game Rating : 8.8
Review by   : Ken Gagne

What was supposed to be a once-in-a-lifetime event wasn't enough for rabid
gamers, who find the curse of Dracula their blessing. Castlevania: Harmony of
Dissonance is a Game Boy Advance game by Konami that returns players to the
deadly realm of the dark lord's castle. Juste Belmont, descendant of the
original vampire killer Simon, must plumb the keep's depths to rescue his
childhood friend, Lydia. But is Dracula the true evil at work here?

Players explore the castle as Juste in this 2D adventure title. The path of
the hero is not set, allowing free exploration to wherever Juste can access.
There are locked doors, unscalable walls, and fearsome guardians, but the
castle in its entirety is the only stage to overcome.

Our whip wielder begins with a limited repertoire of jump and strike, with
the shoulder buttons executing rather useless dash maneuvers. Juste can find
equipment that will grant new skills, such as sliding, higher jumps, and whip
accessories, used to smite enemies and further access the castle.

Veterans of the Castlevania series will recognize sub-weapons such as the axe
and holy water. New in this game are spell books which augment with these
tools to create powerful new effects. These combinations are less plentiful
and imaginative than the spells found in Castlevania: Circle of the Moon, but
do give Juste a necessary offensive boost while also adding the strategy of
carrying only one sub-weapon at a time.

The graphics are noticeably improved since Castlevania's last handheld
outing. The dark screen of the Game Boy Advance has been accommodated with
brighter graphics, making the game easier to see. The camera is also closer
to the action, resulting in larger sprites and faster action.

In addition to the contrast and palette, the difficulty has also been upped.
Juste can grow in strength as he defeats enemies, but the denizens of
Dracula's castle are no weaklings. A few blows landed just so can send the
young Belmont to an early grave. One's saving grace is the new quick save
option, which backs up one's progress, but not position in the castle,
reverting to the most recently used save point.

Accompanying this journey is music that's more harmonious than dissonant, but
which still cannot compare to the soundtrack of its ancestor, Symphony of the
Night. In contrast to the improved graphics, the music has taken a small step
backward, reminding gamers of the handheld nature of this title. Sound
effects ring out more effectively as Juste brings down enemies with a variety
of spells and weaponry.

Though "harmony of dissonance" may be an oxymoron, there are no jarring
qualities to this Castlevania. There is little to make it stand out, either,
and it falls in the shadow of its predecessor, Circle of the Moon.
Regardless, Harmony is a shining example of 2D gameplay that refuses to be
hindered by the compact nature of the Game Boy, proving that Castlevania just
can't be whipped.
_________________________________________________________________

This article is copyright (c) 2002 by Ken Gagne. All rights reserved.
Not to be distributed without permission.

Original Publication: Sentinel & Enterprise, 30-Sep-02

Other reviews, FAQs, etc. by Ken Gagne can be found at
http://www.gamebits.net

Email: kgagne@gamebits.net

 ------------
Category 44,  Topic 21
Message 8          Thu Dec 08, 2005
KGAGNE [Ken]                 at 12:14 PDT

KONAMI RESSURECTS TWO CLASSIC CASTLEVANIA GAMES FOR THE NINTENDO GAME BOY
ADVANCE

Castlevania: Harmony of Dissonance and Castlevania: Aria Of Sorrow Merge Onto
One GBA Game Pak To Create A One-Two Punch In Dracula's Side

REDWOOD CITY, Calif. - December 8, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
Castlevania Double Pack (working title) is coming to the Nintendo Game Boy(R)
Advance handheld video game system. The legendary titles Castlevania(R):
Harmony of Dissonance(TM) and Castlevania(R): Aria of Sorrow(TM) are combined
onto the same GBA cartridge, letting Castlevania fans experience twice the
amount of evil and adventure in one convenient game package. Both chapters
are among the most highly acclaimed games in the long running Castlevania
franchise and will provide hours of portable gaming fun.

"Castlevania's rich history and deep storylines have always made it a
favorite franchise among casual gamers and core gaming fans alike," said
Dennis Lee, Group Manager at Konami Digital Entertainment - America.
"Combining two of the most beloved chapters in this long running franchise
together onto one cartridge provides gamers a great value as well as giving
newcomers to the series a convenient way to experience some of the best of
what Castlevania has to offer."

In Castlevania: Harmony of Dissonance, players take the role of Juste
Belmont, a descendant of Simon Belmont. It has been nearly fifty years since
Simon Belmont rescued the land from the curse of Dracula. Now it's Juste
Belmont's turn as he must acquire the relics of Dracula left behind from the
past in order to unravel the mysterious disappearance of his friend Lydie
Erlanger. With a trusty whip at their side, players explore Dracula's castle
under the cover of night collecting relics and learning powerful magic spells
in their journey to find and rescue Lydie.

In Castlevania: Aria of Sorrow, players take the role of Soma Cruz, a young
man who has been chosen as the next incarnation of the dark lord Dracula. The
year is 2035 and Soma Cruz is about to witness the first solar eclipse of the
21st century when he suddenly blacks out - only to awaken inside a mysterious
castle. Players discover that they are destined to become the dark lord and
the only way to escape from this evil fate is to escape the castle. As Soma,
players will be able to wield a great variety of weapons in their quest to
escape Dracula's castle. Along the way, players discover the ability to
collect and use the souls of vanquished enemies to make themselves more
powerful or enable them to perform special skills. In addition, there is an
RPG element of Aria of Sorrow which adds an unparalleled level of depth to
the game.

Created by Koji Igarashi and the creative team behind the critically
acclaimed hit game Castlevania: Dawn of Sorrow, Castlevania Double Pack is
scheduled for release in North America in Q1 of 2006. For more information on
Castlevania Double Pack, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear, Silent Hill and Castlevania among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

Game Boy Advance is a trademark of Nintendo.

 ------------
Category 44,  Topic 21  [MOVED]
Message 9          Tue Jan 10, 2006
KGAGNE [Ken]                 at 14:19 PDT

KONAMI SHIPS CASTLEVANIA DOUBLE PACK TO RETAIL STORES NATIONWIDE

Castlevania: Harmony of Dissonance and Castlevania: Aria Of Sorrow Combine
Onto One GBA Game Pak For The Ultimate Dracula Adventure

REDWOOD CITY, Calif. - January 10, 2006 - Konami Digital Entertainment, Inc.,
announced today Castlevania Double Pack for the Nintendo Game Boy(R) Advance
handheld video game system has shipped to retail stores nationwide. The
legendary titles Castlevania(R): Harmony of Dissonance(TM) and
Castlevania(R): Aria of Sorrow(TM) are combined onto the same GBA cartridge,
letting Castlevania fans experience twice the amount of evil and adventure in
one convenient game package. Both chapters are among the most highly
acclaimed games in the long running Castlevania franchise and will provide
hours of portable gaming fun.

In Castlevania: Harmony of Dissonance, players take the role of Juste
Belmont, a descendant of Simon Belmont. It has been nearly fifty years since
Simon Belmont rescued the land from the curse of Dracula. Now, it's Juste
Belmont's turn as he must acquire the relics of Dracula left behind from the
past in order to unravel the mysterious disappearance of his friend Lydie
Erlanger. With a trusty whip at their side, players explore Dracula's castle
under the cover of night collecting relics and learning powerful magic spells
in their journey to find and rescue Lydie.

In Castlevania: Aria of Sorrow, players take the role of Soma Cruz, a young
man who has been chosen as the next incarnation of the dark lord Dracula. The
year is 2035 and Soma Cruz is about to witness the first solar eclipse of the
21st century when he suddenly blacks out - only to awaken inside a mysterious
castle. Players discover that they are destined to become the dark lord and
the only way to escape from this evil fate is to escape the castle. As Soma,
players will be able to wield a great variety of weapons in their quest to
escape Dracula's castle. Along the way, players discover the ability to
collect and use the souls of vanquished enemies to make themselves more
powerful or enable them to perform special skills. In addition, there is an
RPG element of Aria of Sorrow which adds another level of depth to the game.

Created by Koji Igarashi and the creative team behind the critically
acclaimed game Castlevania: Dawn of Sorrow, Castlevania Double Pack is rated
"T" for Teen by the ESRB and has an SRP of $29.99.  For more information on
Castlevania Double Pack, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR, SILENT HILL and CASTLEVANIA among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

 ------------
 ************
Topic 22        Sat Jan 18, 2003
KGAGNE                       at 06:29 PST
Sub: Castlevania: Aria of Sorrow

A 21st-century Castlevania adventure, for Game Boy Advance.

 6 messages
 ************
 ------------
Category 44,  Topic 22
Message 1          Sat Jan 18, 2003
KGAGNE [Ken]                 at 06:29 PDT

Castlevania(R): Aria of Sorrow
Release date: May 6, 2003
Genre: Action/Adventure
Platform: Nintendo Game Boy(R) Advance

A brand new Castlevania(R) adventure begins on the Nintendo Game Boy(R)
Advance! Continuing in Konami's tradition of delivering stellar Castlevania(R)
titles on the handheld system, Aria of Sorrow takes players through an all-new
demon-hunting saga! As the first solar eclipse of the 21st century approaches
totality, friends Soma and Mina black out - only to discover when they awake
that they are inside of a mysterious castle. Unravel the mysteries of the
castle, defeat the menacing bosses and experience it all with lush color,
breathtaking music and signature Castlevania(R) gameplay.

 ------------
Category 44,  Topic 22
Message 2          Sun Jan 19, 2003
A2.DAIN [Dain]               at 09:40 PDT


I read something recently on this title that seemed to imply that the
traditional Castlevania whip would not be in this game.  Can it be a
Castlevania game without a whip?  Wouldn't that be like a Mario game without
jumping?

Dain
 ------------
Category 44,  Topic 22
Message 3          Mon Jan 20, 2003
KGAGNE [Ken]                 at 07:25 PDT

Dain,

It wouldn't be the first Castlevania game without a whip; Bloodlines on the
Genesis had a main character with a spear, and Alucard in Symphony of the
Night (PSX) used a sword.

I'm not sure how the 21st-century setting will be affecting the game's
atmosphere.  These aren't "space vampires" we'll be fighting, at least. :)
But apparently the sub-weapon system is gone, and now different powers can
be absorbed from enemies instead.

-Ken

 ------------
Category 44,  Topic 22
Message 4          Wed May 07, 2003
KGAGNE [Ken]                 at 14:03 PDT

KONAMI SHIPS CASTLEVANIA(r): ARIA OF SORROW(tm)
TO RETAIL OUTLETS NATIONWIDE

Highly Anticipated Sequel in the Critically Acclaimed Series Brings
Action-Packed Adventures of Soul-Sucking Proportions

Redwood City, CA - May 6, 2003 - Leading videogame publisher Konami of
America, Inc., a subsidiary of Konami Corporation (NYSE: KNM), announced
today that Castlevania(r): Aria of Sorrow(tm) has shipped to retail outlets
nationwide. From the creators of the critically acclaimed Castelvania(r):
Symphony of the Night(tm) for PlayStation(r), and last year's handheld game
of the year, Castlevania(r): Harmony of Dissonance(tm), Castlevania(r): Aria
of Sorrow(tm) is the 16th U.S. video game release in the 17-year-old series
and marks the franchise's third installment on the Nintendo Game Boy(r)
Advance.

Building on the success of the past Castlevania(r) games for the handheld
system, Castlevania(r): Aria of Sorrow(tm) combines stunning graphics and
outstanding music with legendary gameplay to deliver a first-rate
action/adventure experience on the Game Boy(r) Advance. The first title in
the series to be set in the future, Castlevania(r): Aria of Sorrow(tm) casts
players as the all-new character, Soma Cruz, who must navigate through
Dracula's castle while confronting perilous monsters at every turn. Featuring
unparalleled character animation and a plethora of gigantic monsters strewn
throughout the castle's labyrinth, players will be overwhelmed by the depth
and quality of the Castlevania(r) world.

In addition to collecting and wielding multiple weapons, players now also
have the unique ability to use the souls of their enemies to collect over 100
powerful new attacks and skills. Using the Nintendo Game Link(r) Cable,
players can also exchange or trade enemy souls with their friends, further
bolstering their character's strength against the evil forces lurking within
the castle walls. Specially designed to provide expert players with a
significant challenge, while still offering novice gamers a rich experience,
Castlevania(r): Aria of Sorrow(tm) will enthrall players of all skill levels.

Castlevania(r): Aria of Sorrow is rated T for Teen and is available at an
MSRP of $29.99. To learn more about Castlevania(r): Aria of Sorrow, please
visit: http://www.konami.com/ariaofsorrow/
<http://www.konami.com/ariaofsorrow/>

###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com <http://www.konami.com/> . Konami Corporation is a publicly
traded company based in Tokyo, Japan with subsidiary offices, Konami of
America, Inc. in the US and Konami of Europe in Frankfurt, Germany. Konami
Corporation, the parent company of Konami of America, Inc. is traded in the
United States on the New York Stock Exchange under the ticker symbol KNM.
Details of the products distributed by Konami of America, Inc. can be found
at <http://www.konami.com/usa> www.konami.com/usa.

CASTLEVANIA(r), Harmony of Dissonance(tm), Aria of Sorrow(tm) and Symphony of
the Night(tm) are either trademarks or registered trademarks of KONAMI
CORPORATION. (c) 1986 2003 KONAMI & KONAMI COMPUTER ENTERTAINMENT TOKYO ALL
RIGHTS RESERVED. KONAMI(r) is a registered trademark of KONAMI CORPORATION.
All rights reserved.

TM, (r), Game Boy Advance logo are trademarks of Nintendo. (c) 2001 Nintendo.

 ------------
Category 44,  Topic 22  [MOVED]
Message 5          Thu Dec 08, 2005
KGAGNE [Ken]                 at 12:14 PDT

KONAMI RESSURECTS TWO CLASSIC CASTLEVANIA GAMES FOR THE NINTENDO GAME BOY
ADVANCE

Castlevania: Harmony of Dissonance and Castlevania: Aria Of Sorrow Merge Onto
One GBA Game Pak To Create A One-Two Punch In Dracula's Side

REDWOOD CITY, Calif. - December 8, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
Castlevania Double Pack (working title) is coming to the Nintendo Game Boy(R)
Advance handheld video game system. The legendary titles Castlevania(R):
Harmony of Dissonance(TM) and Castlevania(R): Aria of Sorrow(TM) are combined
onto the same GBA cartridge, letting Castlevania fans experience twice the
amount of evil and adventure in one convenient game package. Both chapters
are among the most highly acclaimed games in the long running Castlevania
franchise and will provide hours of portable gaming fun.

"Castlevania's rich history and deep storylines have always made it a
favorite franchise among casual gamers and core gaming fans alike," said
Dennis Lee, Group Manager at Konami Digital Entertainment - America.
"Combining two of the most beloved chapters in this long running franchise
together onto one cartridge provides gamers a great value as well as giving
newcomers to the series a convenient way to experience some of the best of
what Castlevania has to offer."

In Castlevania: Harmony of Dissonance, players take the role of Juste
Belmont, a descendant of Simon Belmont. It has been nearly fifty years since
Simon Belmont rescued the land from the curse of Dracula. Now it's Juste
Belmont's turn as he must acquire the relics of Dracula left behind from the
past in order to unravel the mysterious disappearance of his friend Lydie
Erlanger. With a trusty whip at their side, players explore Dracula's castle
under the cover of night collecting relics and learning powerful magic spells
in their journey to find and rescue Lydie.

In Castlevania: Aria of Sorrow, players take the role of Soma Cruz, a young
man who has been chosen as the next incarnation of the dark lord Dracula. The
year is 2035 and Soma Cruz is about to witness the first solar eclipse of the
21st century when he suddenly blacks out - only to awaken inside a mysterious
castle. Players discover that they are destined to become the dark lord and
the only way to escape from this evil fate is to escape the castle. As Soma,
players will be able to wield a great variety of weapons in their quest to
escape Dracula's castle. Along the way, players discover the ability to
collect and use the souls of vanquished enemies to make themselves more
powerful or enable them to perform special skills. In addition, there is an
RPG element of Aria of Sorrow which adds an unparalleled level of depth to
the game.

Created by Koji Igarashi and the creative team behind the critically
acclaimed hit game Castlevania: Dawn of Sorrow, Castlevania Double Pack is
scheduled for release in North America in Q1 of 2006. For more information on
Castlevania Double Pack, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear, Silent Hill and Castlevania among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

###

Game Boy Advance is a trademark of Nintendo.

 ------------
Category 44,  Topic 22
Message 6          Tue Jan 10, 2006
KGAGNE [Ken]                 at 14:19 PDT

KONAMI SHIPS CASTLEVANIA DOUBLE PACK TO RETAIL STORES NATIONWIDE

Castlevania: Harmony of Dissonance and Castlevania: Aria Of Sorrow Combine
Onto One GBA Game Pak For The Ultimate Dracula Adventure

REDWOOD CITY, Calif. - January 10, 2006 - Konami Digital Entertainment, Inc.,
announced today Castlevania Double Pack for the Nintendo Game Boy(R) Advance
handheld video game system has shipped to retail stores nationwide. The
legendary titles Castlevania(R): Harmony of Dissonance(TM) and
Castlevania(R): Aria of Sorrow(TM) are combined onto the same GBA cartridge,
letting Castlevania fans experience twice the amount of evil and adventure in
one convenient game package. Both chapters are among the most highly
acclaimed games in the long running Castlevania franchise and will provide
hours of portable gaming fun.

In Castlevania: Harmony of Dissonance, players take the role of Juste
Belmont, a descendant of Simon Belmont. It has been nearly fifty years since
Simon Belmont rescued the land from the curse of Dracula. Now, it's Juste
Belmont's turn as he must acquire the relics of Dracula left behind from the
past in order to unravel the mysterious disappearance of his friend Lydie
Erlanger. With a trusty whip at their side, players explore Dracula's castle
under the cover of night collecting relics and learning powerful magic spells
in their journey to find and rescue Lydie.

In Castlevania: Aria of Sorrow, players take the role of Soma Cruz, a young
man who has been chosen as the next incarnation of the dark lord Dracula. The
year is 2035 and Soma Cruz is about to witness the first solar eclipse of the
21st century when he suddenly blacks out - only to awaken inside a mysterious
castle. Players discover that they are destined to become the dark lord and
the only way to escape from this evil fate is to escape the castle. As Soma,
players will be able to wield a great variety of weapons in their quest to
escape Dracula's castle. Along the way, players discover the ability to
collect and use the souls of vanquished enemies to make themselves more
powerful or enable them to perform special skills. In addition, there is an
RPG element of Aria of Sorrow which adds another level of depth to the game.

Created by Koji Igarashi and the creative team behind the critically
acclaimed game Castlevania: Dawn of Sorrow, Castlevania Double Pack is rated
"T" for Teen by the ESRB and has an SRP of $29.99.  For more information on
Castlevania Double Pack, please visit: www.konami.com/gs.

About KONAMI CORPORATION
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises METAL GEAR, SILENT HILL and CASTLEVANIA among other top sellers.
The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
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KGAGNE [Ken]                 at 03:21 PDT

KONAMI'S RENOWNED CASTLEVANIA SERIES TO DEBUT ON THE NINTENDO DS SYSTEM

REDWOOD CITY, Calif. - January 6, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today a
new Castlevania game for the Nintendo(r) DS. Set in the year 2036, the newest
title in the series continues the storyline that first emerged in the
critically acclaimed Castlevania(r): Aria of Sorrow(tm) for the Nintendo
GameBoy(r) Advance. While the new 2D side scrolling action game will contain
all the classic gameplay that fans of the series have come to expect,
Castlevania for DS (working title) will also incorporate innovative gameplay
elements that take full advantage of the portable system's powerful new
technology.

"The game's rich storyline and strong characters coupled with the adoption of
the new technology in the Nintendo DS has allowed us to bring the series to a
whole new level" says Matt Knoles, product manager at Konami Digital
Entertainment - America. "By utilizing the Nintendo DS' sophisticated
capabilities such as the dual and touch screen technology, we are able to
bring a fresh new dimension to this title and provide a truly unique gameplay
experience for the gamer."

Taking place a year after Aria of Sorrow, the game's protagonist - Soma Cruz
- finds himself at the center of a mysterious cult's plan to resurrect their
evil lord and master Dracula. In order to save himself and protect the lives
of those he loves, Soma Cruz must infiltrate the enemy's home base, a
towering replica of Dracula's castle that is teaming with monstrous
creatures. Players' abilities grow and develop as they collect items and
gather experience points by defeating enemies.

In their quest to defeat enemies, players will utilize completely original
gameplay concepts that leverage the Nintendo DS' touch screen technology. One
example of this new technology is Castlevania for DS' "Magic Seal" system. By
using the stylus directly on the screen, players must connect a series of
symbols in the proper order to unlock an enchanted opening and disperse their
enemy's magic into it when they are weakened.

Also aiding them in their battle against dark forces is the ability to
collect the souls of their enemies to gain powerful new attacks and skills.
The new Castlevania for DS takes advantage of the Nintendo DS' wireless
connection, letting players exchange and/or trade acquired souls to enhance
their characters' strength. An incredibly moving musical score, visually
stunning graphics and imaginative special effects round out this uniquely
innovative gaming experience.

Created by Koji Igarashi and the creative team behind the critically
acclaimed classic Castlevania: Aria of Sorrow, the new Castlevania for DS is
scheduled for release in North America in the fall of 2005.
###

About KONAMI CORPORATION

Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid, Silent Hill and Castlevania, among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs

"KONAMI(r)" and "CASTLEVANIA(r)"are registered trademarks of KONAMI
CORPORATION

(c) 1986 2005 KONAMI & Konami Computer Entertainment Tokyo

Nintendo DS is a trademark of Nintendo.
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KONAMI'S CASTLEVANIA: DAWN OF SORROW FOR THE NINTENDO DS

WHIPS ONTO STORE SHELVES NATIONWIDE

REDWOOD CITY, Calif. - October 4, 2005 - Konami Digital Entertainment -
America, a division of Konami Digital Entertainment, Inc., announced today
that the highly anticipated game Castlevania(R): Dawn of Sorrow(TM) for the
Nintendo DS(TM) has shipped to retail stores nationwide. Bringing all of the
nostalgia of 2D gaming to the DS, this robust title also includes an
incredibly deep storyline and innovative features that utilize the handheld
system's unique capabilities.

Continuing the storyline from the critically-acclaimed Castlevania(R): Aria
of Sorrow(TM), Castlevania: Dawn of Sorrow follows Soma Cruz who finds
himself at the center of a mysterious cult's plan to resurrect their evil
lord and master, Dracula. Players will find themselves in the role of Soma,
the game's protagonist, as they infiltrate the enemy's lair, a towering
replica of Dracula's castle, and battle against gruesome creatures and the
franchise's signature oversized bosses.

Specifically crafted for the Nintendo DS by the award-winning producer Koji
Igarashi and his creative team, the game features the "Magic Seal" system,
which utilizes the Nintendo DS' touch screen and gives players the ability to
defeat and lock away evil spirits. Players can also exchange or trade
acquired souls with other players as well as race another gamer through
custom made maps in 'Versus' mode via the DS wireless connection. Drawing
inspiration from the past Castlevania titles and their role playing roots,
players can, through an enhanced Tactical Soul System, collect more souls
than ever before to upgrade abilities and skills. Completing this compelling
gaming experience are its stunning graphics, special effects as well as an
all-new musical score.

Nearing its 20th anniversary, the Castlevania franchise is known for its
classic platform-jumping, problem-solving and combat elements and includes
such games as the beloved Castlevania(R): Symphony of the Night(TM)
(PlayStation(R) game console, 1997), Castlevania(R): Harmony of
Dissonance(TM) (Game Boy(R) Advance, 2002) and Castlevania: Aria of Sorrow
(Game Boy Advance, 2003).

To learn more about Castlevania: Dawn of Sorrow, please visit Konami's
website at http://www.konami.com/gs

About CASTLEVANIA
Since the original Castlevania(R) established itself as one of the premiere
franchises in the action/adventure category in 1986 on the NES (Nintendo
Entertainment System), the series has continued to thrill gamers with
critically acclaimed titles including Super Castlevania(R) IV (Super
Nintendo), Castlevania(R): Symphony of the Night(TM) (PlayStation game
console), Castlevania(R): Circle of the Moon(TM) (Game Boy Advance),
Castlevania(R): Harmony of Dissonance(TM) (Game Boy Advance) and
Castlevania(R): Aria of Sorrow(TM) (Game Boy Advance). The series follows the
adventures of the Belmont Clan, a long line of Vampire hunters whose only
charge is to combat the fearsome forces of the evil Dracula. Epic storylines,
a wide array of monsters to battle, and classic gameplay that has been
refined throughout the years have helped Castlevania(R) earn a prominent
place in videogame history.

About Konami Corporation
Konami Corporation is a leading developer, publisher and manufacturer of
electronic entertainment properties, specializing in the home video game
market. Konami Corporation's action and adventure titles include the popular
franchises Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among
other top sellers. The latest information about Konami can be found on the
Web at www.konami.com. Konami Corporation is a publicly traded company based
in Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc.
in the US and Konami of Europe in Frankfurt, Germany. Konami Corporation, the
parent company of Konami Digital Entertainment, Inc. is traded in the United
States on the New York Stock Exchange under the ticker symbol KNM. Details of
the products published by Konami Digital Entertainment - America can be found
at www.konami.com/gs
###

CASTLEVANIA(R), Lament of Innocence(TM), Harmony of Dissonance(TM), Aria of
Sorrow(TM) and Symphony of the Night(TM) are either trademarks or registered
trademarks of KONAMI CORPORATION. (C) 1986 2005 KONAMI. KONAMI(R) is a
registered trademark of KONAMI CORPORATION. ALL RIGHTS RESERVED.

Nintendo DS and Game Boy Advance are trademarks of Nintendo.
"PlayStation" and the "PS" Family logo are registered trademarks of Sony
Computer Entertainment Inc.
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Castlevania: Dawn of Sorrow Soaring To New Heights

It's a great day at Konami today for we just received news that Castlevania:
Dawn of Sorrow has become the highest rated Nintendo DS game to date on the
much respected GameRankings.com website as of October 25th,  2005. This in no
means is a small feat considering the many great games available for the
Nintendo DS system. Castlevania: Dawn of Sorrow continues the story from the
highly acclaimed Castlevania: Aria of Sorrow. We would like to extend a
heartfelt thank you to all the fans of the Castlevania series out there that
have supported the game through out its rich history.

For more information on Castlevania: Dawn of Sorrow please visit the Official
Castlevania website: www.konami.com/castlevania
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CASTLEVANIA RETURNS TO THE NINTENDO DS WITH PORTRAIT OF RUIN

Legendary Action Series Celebrates Two Decades of Vampire Hunting with Two
Playable Characters and Expanded Battle System

REDWOOD CITY, Calif. - April 21, 2006 - Konami Digital Entertainment, Inc.
today announced Castlevania(R): Portrait of Ruin exclusively for the Nintendo
DS(TM). The latest installment in the renowned action series lets players
control two different characters as they attempt to thwart a terrible plan to
resurrect Dracula's Castle and bring a reign of darkness upon the world.

In Castlevania: Portrait of Ruin, players take on the role of vampire hunter
Jonathan Morris and Charlotte Orlean, a young girl with tremendous magical
abilities. Amidst the chaos of World War II, many lost souls from the global
conflict were left to wander the world in search of salvation. Desperate to
escape their terrible plight, they sought to resurrect Dracula's Castle from
the rubble of society, assisted by two mysterious vampire sisters. Now
Jonathan and Charlotte must work together to confront the face of evil and
ensure that this villainous catastrophe is not unleashed on the world.

Evolving the action-adventure gameplay that has been the series' trademark
for 20 years, Castlevania: Portrait of Ruin lets players switch freely
between Jonathan and Charlotte as they proceed on their heroic mission, each
with their own strengths, abilities and style of play. Players can now
utilize powerful Summon attacks in which both characters unleash the full
extent of their combat abilities to decimate the game's more than 100
different enemies and massive bosses in new environments such as the desert
and Misty Town. In their quest to stop Dracula's resurrection, Jonathan and
Charlotte can collect and use different weapons, equipment and items to
increase their overall skill level and acquire new abilities.

"For 20 years, the Castlevania series has set the standard for excellence and
innovation in the action genre, and Castlevania: Portrait of Ruin continues
this trend with all-new features that expand the handheld gaming genre," said
Dennis Lee, Group Manager at Konami Digital Entertainment, Inc. "The game's
two different characters give players unprecedented variety in completing
their quest, while the expanded battle system makes it more fun to take on
Dracula's minions."

Created by Koji Igarashi and the development team behind 2005's acclaimed
Castlevania: Dawn of Sorrow, Castlevania: Portrait of Ruin will be launching
this Fall. For more information on the game and the Castlevania series,
please visit www.konami.com/gs/officialsites/castlevania.

About Konami
Konami is a leading developer, publisher and manufacturer of electronic
entertainment properties. Konami's titles include the popular franchises
Metal Gear Solid(R), Silent Hill(R) and Castlevania(R), among other top
sellers. The latest information about Konami can be found on the Web at
www.konami.com. Konami Corporation is a publicly traded company based in
Tokyo, Japan with subsidiary offices, Konami Digital Entertainment, Inc. in
the United States and Konami Digital Entertainment GmbH in Frankfurt,
Germany. Konami Corporation, the parent company of Konami Digital
Entertainment, Inc. is traded in the United States on the New York Stock
Exchange under the ticker symbol KNM. Details of the products published by
Konami Digital Entertainment, Inc. can be found at www.konami.com/gs.

(C) 1986 2006 Konami Digital Entertainment Co., Ltd.
"CASTLEVANIA" is a registered trademark of Konami Digital Entertainment Co.,
Ltd.
"CASTLEVANIA: Portrait of Ruin" is a trademark of Konami Digital
Entertainment Co., Ltd.
"KONAMI" is a registered trademark of KONAMI CORPORATION.
Nintendo DS is a trademark of Nintendo.
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